PEDIMIL HILLS

The Pedimil Hills are a small land that is located to the west of Cendaral City. There is much fertile land, but Howlers and Pedimil nests make it unfit for farming, so much of the city’s food stores come from farther afield. Orcena stops here for a few days while travelling to Cendaral Port. Here she meets Marves, the Hermitess and Gweria, the spirit, who will be of much aid in the future.

FUTURE INFLUENCES

· If both of the Pedimil nests are destroyed then a farm will be located nearby. 

OPTIONAL QUESTS


PEDIMIL QUEST – Kill all the Pedimils until they no longer show up.

STORYLINE NEEDS

DAY 01


Begin by talking to the Guard in front of the tent. He will give you a Whistle and a Silver Brooch. Both are necessary items in this game and cannot be sold.

Walk around the campsite and you will see three tents – two which you can enter – a few people and a small orange bag on the ground. Think of these bags as treasure chests at the moment. Collecting them will give you items that you may need on your journey. 

Collect the bag to the west of the Guard  - behind the tent – and you will receive a Biscuit. Enter the tents. In one you will find another bag, this time containing an Ointment. There will also be a woman in this tent, talking about having lost something. It’s not hard to find the items she’s lost, but some people are sure to miss it. 

Just outside the tent there is a large flower. If you look carefully you will see that it is shining. Check it and you will get a Badge, and also be inflicted with poison. An Ointment will fix that up, and you can give the woman in the tent back her badge. She will thank you by giving you some Biscuits and open a shop that sells them to you. You shouldn’t really need to buy any, if you play right.

Head south and you will find your way to an open area with a woodcutter standing around. He warns you not to go in the caves. Good advice for the moment, so just look around for bags. You should be able to find three, two behind trees and the other in the open. There is one tricky one to the southeast of the woodcutter, hidden behind a tree south of the cave in that area. Just press around until you find it. They have healing items in them. 

Now, you’ll have seen that there are two caves you can enter. Lets refer to them as cave one, (north) and cave two (south). There is a third cave, but you cannot get there as yet. Oh, well. You’ll have also seen a woman to the southwest, standing next to the river. Go and talk to her and you’ll find out that she sees you as you really are, a girl. Have a chat and you’ll agree to do a few jobs for her. Not too bad.

Marves (that’s her name and don’t you forget it) asks you to head to the cave east of her. That’d be cave two by our reckoning. Let’s not go there yet, though. Head to cave one for a bit of levelling up. You’ll need it for when you water the garden – trust me.

In the cave entrance you’ll run into a creature called [Pedimil]. Sounds familiar, yes? The woodcutter warned you about them. Well, they’re not too tough as long as you don’t run into any of the dark blue ones. Try to use biscuits if your life gets below 10, but don’t worry too much. During childhood, if you get wiped out you will awaken back at the camp, in the tent that you couldn’t get in before, full of life and ready to rumble.

Making your way through the cave check all the Pedimil nests (holes). Sometimes they have items in them. Other times you’ll be faced with a lone pedimil. When you reach the end of the cave you should find a chest guarded by swarms of Pedimils. Take them out and grab a Bronze Bracelet for your troubles. 

Now, if you killed all of the Pedimils in the cave you’ll find that if you re-enter the cave there will be no more monsters. If you leave and there are more, you didn’t manage to kill them all. If you want to change the future for the better, be sure to kill all monsters that you can find, including those in the nests. Hopefully your travels through the caves will have netted you a few Bugs Legs. If so, head back to the camp and talk to the merchant at the table. He’ll offer to buy the legs off you. Sell them for some zila.

Now head south, to the second cave. Remember, if you want to get a better future, kill all the pedimils you come across. There’s no special item to find in this cave system, but if you head straight east in the cave you’ll make the way to Marves’ garden. When you get there go to the bucket sitting near the waters’ edge. Equip it and then fill it up with water. Press on a flower and you’ll notice it turn a darker colour. 

Blue flowers will have a bag underneath or a monster (Mantis). It comes with a risk to water them, but it’s worth it if they drop a Mantis Wing. After finishing the garden, head back to camp. You’ll be met on the way by a guard. Day one will now end.

DAY 02


First things first, head to the man near the horses and give him a Mantis wing. If you’re running low on Ointments, he’ll make some for you. Sell anything you don’t need – bugs legs and mantis wings – then see if you need any biscuits. If all’s fine head south to where you last met Marves.


Marves will take you to her home. You’ll have to find a ring. Take a walk outside and jump across the logs to get to the southwest shore to get a Headband. Go into the small room next to the house (the bathroom). There you’ll see a sparkle in the sink. Reach up and…uhoh! There goes the ring. Run outside and chase that ring when it flows past. 


Head south and find it lodged on a log. Damn, there it goes! Go to the southern shore for a bag then head across the other logs to get to the other shore. You’ll see another scene where the ring goes into a cave. Instead of heading after it, go to the southern shore where you’ll find another bag. 


Now head to the cave and, picking up the bags of zila on the way, follow the ring. You’ll come to a room with a lot of sparkles and meet a new friend called Gweria. After your meeting, you’ll enter a boss fight. Joy.


After killing the boss, head out and you’ll notice that it’s getting dark, so head back to the cabin and talk to Marves. She’ll take you back to the pitstop and you should head back to camp. Enter a scene involving Gweria and you’ll leave the Pedimil Hills, heading towards Cendaral Port.

