
For this dungeon, it can't be recommended enough that the player has at least Max Enchanted
Netherite Armor and a Sword to match. A max enchanted bow or crossbow will help as well,
especially with the Forest Spirits' habit of getting out of range of your sword swings. However, the 
Aether Blade, or True Aether Blade will be your best friend. The bonus damage against
undead, coupled with the additional knockback and larger sweeping edge, is going to make the
player's time here a lot less stressful. Keep moving, watch the air for Forest Spirits, and watch out
for the portals that Zombies spawn out of in this ravine. This dungeon features several secret areas
this guide won't be covering in detail to save the surprise, but just a hint: there is absolutely
nothing on the right side.

Difficulty: Medium
Lives: 3
Time Limit: 30 Minutes
Group Size: 1-3 players (Limits were removed as of July 8th, 2023)

DS2: The Outpost

Overview:

Boss Loot Table: (Corrupted Warden)
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Note: The boss tier is determined by the number of players in the dungeon. Each player increases
the boss tier by half a level.

Item Quantity

Shard Dust 3 (100%)

Undead Essence 2 (100%)

Aetherian Steel 1 (100%)

Experience Points 1000-2000xp

Item Quantity (Drop Chance)

Aether Flint & Steel 1 (5%)

Aether Shears 1 (5%)

This table shows how many "rolls" you will have in each loot pool. You gain additional rolls for
fighting higher tier bosses. Each roll is one instance of loot being chosen from the below table at a
weighted random. More rolls mean more chances for rare loot!

Boss Tier Resource Rolls Treasure Rolls

Tier 1 40 1

Tier 2 80 2

Tier 3 120 3

Tier 4 160 4

Tier 5 200 5

Tier 6 240 6

Guaranteed Drops

Bonus Drops

Loot Rolls (Amount of loot that the loot tables below will
drop)



Tier 7 280 7

Tier 8 320 8

Tier 9 360 9

Tier 10 400 10

The boss will pull loot drops from this table depending on the number of rolls. The weight of each
item in the table determines how likely that item will be chosen during each roll. Higher boss tiers
will grant you more loot rolls in this table. (Total Weights: 319)

Item Weight

Iron Ingot 100

Gold Ingot 90

Diamond 50

Emerald 40

Shard Dust 30

Undead Essence 5

Aetherian Steel 4

Item Weight

Starlite Alloy 1000

Cloud Essence 600

Aether Blade 100

Resource Pool (Items with a higher weight are more likely
to be rolled)

Treasure Pool (Warden Chest) (Items with a higher weight are
more likely to be rolled)



Mana Generator 80

Mana Crystal 70

Aether Wand 60

Aether Focus (Green) 55

Aether Focus (Blue) 55

Aether Focus (Red) 55

Aether Essence 50

Aether Bow 45

Aether Helmet 40

Aether Chestplate 40

Aether Leggings 40

Aether Boots 40

Warden's Crown 35

᛫  Approximate chance of receiving a weapon is 9.5% per roll.

᛫  Approximate chance of receiving an armor piece is 7.2% per roll.

᛫  Approximate chance of receiving Aether Essence is 2.1% per roll.

᛫  Approximate chance of receiving the Warden's Crown is 1.5% per roll.

To determine the probability of obtaining an item, you must divide that item’s weight by the sum of
all other weights. Aether Essence has a weight of 50 so it would be 50/2315 or a ~1 in 46 chance,
or ~2.16%. (Total Weights: 2365)

Image of a Warden Chest containing drops from the rare pool.



The first boss encounter is an upgraded Elite Zombie, who hovers in the air in one spot, raining
down meteors and calling in backup zombies whenever his HP reaches a certain threshold. The
Elite Zombie can deal melee damage if someone gets close enough, but proper spacing will make
this issue non-existent. Just take down the little guys and then focus on Elite until more spawn. A
level 3 forest crate will spawn when he is defeated. Continuing on down the path, there will be
forest crates, Aetherite Ore, and more zombies. When the player reaches the end of the path, a
paved circular area surrounded by stones and a willow tree, they'll be locked inside the ring, and
another portal will open.

The player will begin to receive chat messages from The Warden, the dungeons' final boss. After
a short discourse, a countdown will begin, and the fight will commence. The Warden, similar to
the Elite Zombie from before, will be hovering in midair, motionless. He will fire magic, indicated by
a circle with a dot in the center, all over the ring. Avoid the circles and stay close to keep the
damage going. Occasionally, he will fire magic pulses that fly in midair, and can catch players off
guard very easily. When struck by the Warden, the player is afflicted by the Cursed status affect,
which decreases that players' damage by 10%. This lasts for 10 seconds, however if the player is
struck again during the cooldown, the effect's timer will reset, and the affliction will worsen, an
additional 10% reduction will be applied. Once the Warden reaches about half health, he'll surround
himself in a shield, rendering him invulnerable, and multiple shield beacons will appear at random
spots in the ring. These must be destroyed before the Warden fight can continue. The warden will
begin to launch Chaos runes during the Shield phase, and this will continue throughout the rest of
the fight. Once he reaches ~200-300 HP, he'll begin to self-destruct. The warden gains 80%
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damage resistance, but also takes 10 True Damage/s until he dies. He'll begin to launch attacks
like crazy, so keep moving. Eventually he will die, the loot will drop, and the exit will open.

Guide written by: Rotanova (Feb 4th, 2022)
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