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Introduction 
Welcome to Pineleaf’s Pictorial Primer to Skirmishing. In this series, we will look at each of the 

skirmishes you can run in The Lord of the Rings Online™. In this twelfth volume, we will take a look at the 

most challenging of the skirmishes: The Icy Crevasse. 

In this series, we will look at each skirmish in turn, including its scenario, layout, mobs, bosses, and 

encounters. While I discuss the lieutenants you will be facing, I will leave any detailed descriptions for 

them in Appendix A of this Primer. 

I have successfully run this skirmish on three classes: minstrel, lore-master, and warden. Only the 

warden and lore-master were at cap. Currently, my warden runs with a sage and my lore-master runs 

with a protector. 

Acknowledgements: Thanks to The Council of Secret Fire on Landroval and The House of Blackrock on 

Windfola for their support in testing these skirmishes in group modes. 

Pineleaf Needles

Follow the latest LotRO news at A Casual Stroll to Mordor at http://www.casualstrolltomordor.com 

 

Pineleaf and her sage, Winds, prepare for an Attack at Dawn 

  

http://www.casualstrolltomordor.com/
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Skirmish Specifications 

Name:  The Icy Crevasse 

Scenario: A powerful sorcerer from Angmar seeks to drive the 
frozen winds of Forochel south into Evendim, freezing 
the lake and allowing a great army to march on 
Tinnudir.... 

Type:  Offensive 

Level Range:  40-65 

Availability: 395 TP (free for VIP) 

Allowed Group Sizes: Solo, Duo, Small Fellowship, Fellowship, and Raid 

Tiers: 1-3 

Location:  Forochel 

Reputation: The Lossoth of Forochel 

Control Points: 4 

Opponents: Angmarim, Dourhands, gauradan, worms, 

 Saber-tooth cats, and grims 

Sample Group Size: Solo 3 Hale 

 Duo/Small fellowship 1 Strong + 2 Hardy 

 Fellowship 3 Staunch 

 Raid 3 Mighty + 1 Staunch 

Available Lieutenants: 9 solo+; 10 duo+; 12 fellowship+ 

Lieutenant Count: 6 (8 in group runs) 

Defenders: None 

Encounters: 8; Icy Crevasser 

SM @ Level 65: 125 (105 CP; 0 defenders; 20 encounters) 

Experience Rating: 54 

Solo Run Time: 15 minutes 

Campaign: Odothuilan 

Features: high mob density, environmental effects 

Consumables:  Standard food; Wound potions; campfires 

Damage Types: Ancient dwarf (worms), Beleriand (grims) 
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Summary 
The Icy Crevasse is set in a great fissure in Forochel. The object is to fight through a series of canyons 

until you find a cave where a powerful sorcerer is preparing a spell to send the chill winds of Forochel 

into Evendim. In this skirmish, you will capture a series of control points, defend them from 

counterattacks, and face the sorcerer in the cavern. And remember, by the time you can run this 

skirmish, you are already above the quest level in Evendim, so losing this skirmish is unlikely to save you 

any swimming. 

Your opponents will mainly be Angmarim, Dourhands, Gauradan, worms, saber-tooth cats, and grims. In 

addition, you will face an array of lieutenants. This skirmish includes eight optional encounters. 

 

Skirmish Mark Awards (Level 65) 

L65 Marks  

10 First Canyon 

21 Second Canyon 

32 Third Canyon 

42 Cavern 

20 Two Encounters 

125 Total 

 

  



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.0 Volume 12: The Icy Crevasse Page | 6 

Skirmish Flow 
The Icy Crevasse is divided into three canyons and a cave. After you fight your way past the third canyon, 

you will enter the cave where a sorcerer is preparing the send the icy winds of Forochel south into Lake 

Evendim. You will capture one control point in each canyon. Whenever you capture a control point, you 

will face a single counterattack that approaches from the direction where you will next head. 

The most important matter to keep in mind is that the skirmish includes an environmental buff (Winds 

of Forochel) that increases the running speed and damage of everyone in the skirmish: you, your soldier, 

any pets you may control, and any enemies you face. This buff has four tiers. The buff is at the lowest 

tier at the start of the skirmish and increases in tier each time you capture a control point. This means 

that the battle becomes fiercer as you proceed through the skirmish. 

Tier Run Speed Damage Bonus 

1 +5% +10% 

2 +10% +20% 

3 +15% +35% 

4 +20% +50% 

 

In addition, there are several steam vents within the crevasse: one in each canyon, one in the passage 

that leads from the third canyon to the main room in the cave, and three in the main chamber of the 

cave. When you are on or near a steam vent, the Winds of Forochel buff is replaced with a Hot Steam 

buff. The Hot Steam buff provides you with +50% incoming and outgoing healing.  

As a result, one of the key elements of this skirmish is positioning yourself and your enemies in an area 

that best suits your role. A minstrel that is healing for a group run is likely to remain within the steam 

area, a tank will likely remain within the steam area unless they are DPS tanking, and your hunters and 

champions will probably prefer to remain outside. 

Most players prefer to place themselves just outside of a steam zone and try to maneuver the enemy to 

remain with the steam zone (as most of your opponents don’t have any healing skills). This is especially 

useful near the end of the skirmish where everyone has a +50% damage bonus. This is, of course, easier 

said than done, especially when some of the opponents have ranged attacks. 

The other thing to note is that anything moving about on the ice sticks out like a sore thumb. This means 

that the enemy can spot you from farther away than in most other areas. Be prepared for some large 

aggro ranges. 
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First Canyon (10 SM): 

Within the first canyon, the damage buff is minimal (only 10%) until you take the first control point. Your 

best bet is to wait for the enemy to reach their positions so you can have some chance of only pulling 

part of the group. 

Sled 

 

When you first enter the skirmish, you will be 
standing in front of the sled that brought you to 
the crevasse. You can use the sled to exit if you 
wish. For now, I recommend you go on. If later you 
wish to exit, the sled will still be here for you (it’s 
faster than using the “Leave Instance” command if 
you’re reasonably lose to the sled). 
 

At Entry 

 

A few mobs will likely approach the area as you 
move down into the canyon. I wait for them to 
settle into position before I start my attack. 
Champs may prefer to just rush in and grab 
everything at once. 
 

At Vent 

 

The control point is just beyond the first canyons’ 
steam vent. Beyond the control point is a wall of 
icicles that blocks your progress. The icicles will 
melt when you take the control point. Remember 
that taking the control point will also increase the 
tier of the Winds of Forochel buff.  
 
A single counterattack will approach from beyond 
the wall of icicles.  
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Second Canyon (21): 

The second canyon is smaller and straighter than the other two canyons.  

 

The second canyon is straight enough that from 
near the entrance we can see the steam vent, the 
flag, and even the icicle wall that blocks the path 
to the third canyon. 
 

Third Canyon (32 SM): 

The third canyon is a bit more complicated and the opponents are scattered about. You can generally 

pull your opponents one or two at a time when you try to capture this area. Don’t worry, the 

counterattack will provide you with all the challenge you need.  

 

  

 
 

The third canyon is extensive and includes two 
branches separated by a ridge. The control point 
is behind the first ridge you see in the screen shot.  
 
The cave is to the left (the mouth is visible at the 
top of the screen shot near the left) while two of 
the encounters will be found to the right. 

 
 

The screen shot shows me looking towards the 
cave entrance that will lead to the boss fight. 
First, though, I will need to fend off a very tough 
counterattack.  
 
Note that the steam vent in this canyon is 
nowhere near the control point, which means 
that the enemy will not head for the vent unless 
you pull them there. This makes for a very tough 
counterattack when you consider that the Winds 
buff is at full strength (+50% damage). 
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The Cave (42 SM): 

Inside the main chamber of the cave, you will find two opponents: the sorcerer and a Gauradan riding a 

mammoth. This fight includes five stages. Each stage is triggered based on a damage threshold. 

1. During the first stage, you fight the mammoth until its morale is reduced to 2/3. 

2. During the second stage, you fight the sorcerer. At the start of this stage, the sorcerer will call up 

a wave of opponents that approaches from the cave entrance (N/A in solo runs). This stage will 

continue until the sorcerer’s morale is reduced to 2/3. 

3. During the third stage, you fight the mammoth once again until its morale is reduced to 1/3. 

4. During the fourth stage, you fight the sorcerer once again. Once again, he will summon a wave 

of opponents to make the fight tougher (N/A in solo runs). 

5. When the sorcerer’s morale is reduced to 1/3, the sorcerer will call the mammoth to return to 

the battle to start the final stage. During this stage, you will face both opponents. 

This is, pure and simple, a tough fight. While there is a pause in the action between each phase (except 

when moving from the fourth to the fifth phases), you will remain in combat and will not be able to eat 

or summon your soldier. 

 
 

Inside the cave, you will find your 
two opponents. You will also find 
three steam vents in case you wish 
to either use the vent for yourself 
or to maneuver your opponents 
onto one. 
 

 
 

After you defeat your opponents 
and take the control point, you 
will find both a chest and a sled. 
Use the chest first, as that is your 
usual skirmish reward. The sled 
takes the place of the usual exit 
NPC and using it will cause you to 
least the instance. 
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Opponents 
There are six types of opponents that you face in The Icy Crevasse: Angmarim, Dourhands, Gauradan, 

worms, saber-tooth cats, and grims. 

The Icy Crevasse has the same mob densities as Trouble in Tuckborough and Attack at Dawn. The battle 

is rougher than in Tuckborough, though, for five reasons. First, the mobs in this skirmish have tougher 

special abilities than you will find in Tuckborough. Second, you don’t have the option to get help from 

the hobbits during the counterattacks. Third, you will face some nastier lieutenants here. Fourth, you 

don’t receive that nice +3 Shire hope bonus. Finally, as the skirmish progresses, the mobs will deal more 

and more damage (unless you manage to maneuver them into steam vents). 

Each group you face consists of a number of mob points given on the table below. The number of mob 

points depends on the fellowship size setting for the skirmish run. The mob group sizes in The Icy 

Crevasse are the maximum you will face in any current skirmish. The good news is that you probably 

won’t face more than one group at a time.  

Number of Players Mob Points Possible Setup Mob Types 

Solo 6 3 Hale Weak, Hale 

Duo / Small Fellow 16 2 Hardy + 2 Hale Hale, Hardy, Strong 

Fellowship 48 1 Staunch + 4 Strong Hardy, Strong, Staunch 

Raid (12) 112 2 Mighty + 3 Staunch Strong, Staunch, Mighty 

Just what is a mob point? A mob point is the equivalent of one weak (swarm) opponent. You will not 

face a hundred swarm enemies in a raid but will instead face a smaller number of tougher opponents. 

The number of points for each opponent is given on the table below. 

Skirmish designation Quality Mob points 

Weak Swarm 1 

Hale Normal 2 

Hardy Signature 4 

Strong Elite 8 

Staunch Elite Master 16 

Mighty Nemesis 32 

 

The exact composition of the group is selected at random. In solo runs, sometimes you will face three 

hale opponents, sometimes you will face two opponents and two weak opponents, and sometimes you 

will face one hale opponent and four weak opponents. I have never seen six weak opponents in a group 

during this skirmish.  Note that this count does not include any wolves that may be present. 

Lieutenants are not part of this cost. All groups in this skirmish are accompanied by a lieutenant. 

Each control point in the skirmish (except the cave chamber) is defended by a single group. Each 

counterattack also consists of one group.  

The morale given for each opponent is for a level 65 hale opponent in a tier 1 solo run.  
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Abilities 

This skirmish is noted for a number of debuffs. Even weak and hale mobs tend to have nasty effects that 

stack up very quickly. 

Name Type Time Description 

Chilled Fear 20 sec Shadow damage every 4 seconds 

Deep Wound Wound 30 sec Common damage every 2 seconds 

Degrading Wound Wound 20 sec Penalty to Might; Applies effect below on expiration 

    on expiration Wound 42 sec -30% run speed; +10% att dur; Pen to block & evade 

Dislocation Wound 42 sec  

Distraught Fear 32 sec Shadow damage every 4 seconds 

Freezing Wound 20 sec Frost damage every 2 seconds 

Frostbitten Wound 30 sec Frost damage every 2 seconds 

Gnawing Cold Campfire 1 hour Penalty to frost defense; any campfires about? 

Healing Healing Instant Restores morale of target 

Injury Wound 1m 30s Penalty to might 

Knocked Down  5 sec  

Laceration Wound 42 sec -15% Melee & ranged damage; Penalty to Parry 

Light Wound Wound 10 sec Common damage every 2 seconds 

Major Laceration Wound   

Major Sprain Wound 1 min -40% run speed; Penalty to evade 

Minor Dislocation Wound 30 sec +5% Attack Duration; Penalty to block 

Minor Injury Wound 1 min Penalty to might 

Minor Fright Fear 2 min Penalty to Will and Fate 

Minor Laceration Wound 30 sec  

Minor Sprain Wound 30 sec  

Poison Arrow Poison 36 sec Common damage every 3 seconds 

Poisoned Lethargy Poison 1m  20s +20% attack duration 

Ripped Throat Wound 1 min +50% all skill inductions 

Roaring Inferno Area  Fire damage / 2 seconds while in area of effect 

Rooted  variable Cannot move; state can be broken by damage 

Searing Heat Wound Aura Fire damage every 2 seconds 

Serious Wound Wound 20 sec Common damage every 2 seconds 

Shadow’s Touch Fear 1m 30s -25% shadow mitigation 

Silenced Fear varies Skills requiring voice cannot be used 

Slowing Frost  10 sec -20% run speed; Penalty to evade 

Sprain Wound 42 sec -30% run speed; Penalty to Evade 

Stunned  varies  

Suppressed Fear Fear 20 sec Rooted and Silenced for 1 sec on expiration 

Unsettled Fear 12 sec Shadow damage every 4 seconds 

Vulnerability to Fire  1 min Reduces fire mitigation 

Weakened Armour Wound 1 min Penalty to armor rating 

Abilities in italics can appear on weak and hale trash mobs and are thus available in solo runs.  
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Angmarim 

Since we are attempting to foil an Angmarim plot, we will naturally find several of them as we fight our 

way through the canyons. 

 
 

Name:  Iron Crown Warrior 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 4076 
Abilities: Fright 
 Major Fright (Hardy+) 
 Distraught 
 

 
 

Name:  Iron Crown Bowman 
Attack: Ranged 
Def: Average; Fair mitigations 
Morale: 4076 
Abilities: Poison Arrow 
 Chilled 
 Distraught (Hardy+) 
 Fright 
 Major Fright (Hardy+) 
 Suppressed Fear (Hardy+) 
 

 

Name:  Iron Crown War-Captain 
Attack: Fire or Common 
Def: Average; Fair mitigations 
Morale: 4076 
Abilities: Vulnerability to Fire 
 Roaring Inferno 
 Stun (10 seconds) 
 
I have never seen a war-captain in a solo 
skirmish. Whether this is random luck or they 
only exist in group skirmishes I have not yet 
determined. 
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Grims 

As we are in an area of icy winds, it should be no surprise that frost grims inhabit the area. 

 

 
 

Name:  Wind-spirit 
Attack: Frost 
Def: Average; Good vs Common,  
 Poor vs Beleriand 
Morale: 4076 
Abilities: Freezing 
 Rooted (3 sec) 
 Knockback 

 

 

Worms 

Forochel is the home of a number of frost worms. 

 
 

Name:  Bay-worm 
Attack: Melee Frost 
Def: Average; Weak vs Ancient Dwarf 
Morale: 4076 
Abilities: Slowing Frost 
 Rooted (3 sec) 
 Weakened Armour 
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Dourhands 

The Dourhands have the lowest morale ratings of the mobs you will face in this skirmish. This appears to 

be part of the nature of the Dourhands, as they have equally low morale levels in Siege of Gondamon. 

 
 

Name:  Dourhand Warden 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 3293 
Abilities: Minor Injury 
 Knockdown (2 sec; Hardy+) 
 
Of course he’s not using a spear. Did you think 
a Dourhand could really be a warden? 
 
 

 
 

Name:  Dourhand Sapper 
Type: Ranged and Melee 
Def: Average; Fair mitigations 
Morale: 3261 
Abilities: Minor Injury 
 
 
I never thought I’d see a dwarf armed with 
throwing knives. 

 

Name:  Dourhand Captain 
Attack: Ranged and Melee 
Def: Average; Fair mitigations 
Morale: 3293 
Abilities: Minor Sprain 
 Serious Wound (Hardy+)  
 Healing (Hardy+) 
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Gauradan 

I cannot think of any group of folk stranger than the guaradan. 

 
 

Name:  Gauradan Reaver 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 4035 
Abilities: Minor Fright 
 Unsettled 
 Injury (Hardy+) 
 
 
 
 

 
 

Name:  Gauradan Skirmisher 
Attack: Ranged 
Def: Average; Fair mitigations 
Morale: 4035 
Abilities: Poisoned Lethargy 
 Rooted (10 seconds) 
 Deep Wound  
 
It is time for the skirmisher and a warden to 
face off in a javelin throwing contest. 
  

 

Name:  Gauradan Elder 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 4076 
Abilities: Wolf Companion (3902 morale; L64) 
 Spirit Wolf (level-2) 
 Healing 
 Wolf Totem (Hardy+) 
 Unsettled 
 
The elder only summons the spirit wolf if you 
defeat the original wolf companion. The Spirit 
Wolf includes a dread effect. 
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Name:  Gauradan Pack-leader 
Attacks: Melee 
Def: Average; Fair mitigations 
Morale: Unknown 
Abilities: Unknown 
 
I have only encountered this mob in group 
runs.  
 

Saber-tooth Cats 

The saber-tooths give all new meaning to the term “cool cats.” 

 
 

Name:  Trained Kilpa-kita 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 4117 
Abilities: Minor Sprain 
 Frostbitten 

 
 

Name:  Vicious Kilpa-kita 
Attack: Melee 
Def: Average; Fair mitigations 
Morale: 4076 
Abilities: Ripped Throat 
 Light Wound 
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Lieutenants 
There are 9 lieutenants that appear in the solo setting. The Dourhand lieuteants do not appear in this 

skirmish even though these are some Dourhand trash mobs. 

11 more are added in duo and small fellowship settings. The Flesh Gorger is missing as in most other 

skirmishes while I suspect the Tempest of Flame just doesn’t like the cold. As usual, you will only face a 

Brood Queen if you are running the skirmish below level 65. 

12 more are added in fellowship and raid settings. While I have not yet actually seen an Emissary of War 

or Rage of Morgoth in this skirmish, it is possible that this was just a matter of luck and not reflective of 

the skirmish’s actual behavior.  

Details on the various lieutenants are given in Appendix A. 

A single lieutenant appears at every control point, in every counterattack, and in the two waves that are 

summoned during the boss fight (the latter is not applicable to solo runs). As usual, you will generally 

have two lieutenants in each group during raids. 

Between the high mob density and the Winds buff, a Blood Rook can be particularly dangerous. In 

addition, any lieutenant that can attack at range tends to be more dangerous as it would be tougher to 

maneuver them into a steam vent.  

 

The table below lists all of the lieutenants, indicating which ones can appear in this skirmish. 

Bearer of Blight  Brood Queen <65 Chaos-Field  
Blood- Rook  Brothers of Destruction  Courage Breaker   
Daywalker Berserker  Enraged Stone-crusher  Crazed Hate-Monger  
Death-monger  Flesh Gorger  Daunting Spirit-Sapper  
Defender of the Vile  Frigid Squall  Dreadwing Marauder  
Dourhand Keg-master  Hawk-eyed Harrier  Emissary of War  

Dourhand Storm-keeper  Hulking Pounder  Enraged Snapper  
Echo of Death  Leech Warden  Fell-bane Archer  
Forest-born Reaver  Priest of Vengeance  Leadfoot Brute  
Pale Trapper  Priestess of Flame  Primordial Wrath  
Shepherd of Filth  Raging Marauder  Rage of Morgoth  

Troll Wound-taker  Tempest of Flame  Silent Slayer  
Venomous Blood-arrow  Wretched Falconer  Spawn of Angband  
Zealot of Pain    Thunderstone Smasher  
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Guinokh (The General) 
Guinokh (Angmarim) 
   Morale 22,011 
   Bane of the Frozen 
      On damage, reflect 2% max morale heal 
   Shadow’s Touch (1 m 30s) 
  Distraught 
   Mortal Terror (shadow damage / 2 sec) 
   Shield of Protection from CC 
   Chill of Death (6 sec; Fellowship+) 
      Cold spreads to your allies 
   Summons a wave of attackers 
 

 

 
Malgen (Gauradan riding a mammoth) 
   Morale   22.231 
   Injury 
   Dislocation 
   Laceration 
    
 

 

What’s scary about this fight is not only are you facing two elites at solo level but they are the two 

highest morale opponents I have seen in any skirmsih. Yes, you get a break between rounds and only 

fight one at a time for most of the battle but you are stuck in combat throughout. 

Bane of the Frozen is a truly nasty area effect that is represented by a green circle. Guinokh will 

genearlly cast it on every player character in the group when he activates and at intervals. This means 

that the party generally needs to stay together to minimize how much of the area is covered by the 

effect. 

The Chill of Death effect (rerepsented by a blue eye) is tougher for me to parse. Allegedly it is one of 

those effects that does a great deal of damage and spreads to those near you on expiration. Of course, if 

you are grouped together to reduce the area of the Bane of the Frozen, then you may find yourself too 

clsoe to someone with the Chill of Death. 

The Crowd-control shield is annoying. First, it is represented by large red shields and it pops up on most 

of the mobs in the two waves you get in non-solo runs. This makes it very difficult to see in the cave 

during the fight. The inability to use crowd control on someone in the shiended area only adds insult to 

injury. 
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Encounters 
Each time you run a skirmish, the game selects two encounters that are available. The selected 

encounters become active when you perform their triggering actions.  

All of the encounters are triggered off either capturing a control point or fending off a counterattack. As 

such, you will generally be facing them soon after the level of the Winds buff has been incremented.  

There are a total of eight encounters in The Icy Crevasse. All but one of the encounter bosses is elite in 

solo runs. 

The morale given for each encounter boss is at level 65 in a tier 1 solo setting.  
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Mithalagos 

 

 

 

 

 

 

 
 

 Mithalagos is on top of the 
ridge near the cave entrance. 

 
 

Mithalagos is the only 
signature encounter in this 
skirmish.  
 

  

Name: Mithalagos 
Type: Frost Grim 
Trigger: Capturing the third canyon control point. 
Text: A mass of blades and ice swirls to the west. 
Location: Northwestern part of the third canyon (58.9N, 72.7W). 
Morale: 8152 (Signature) 
Abilities: Root (3 seconds) 
 Freezing 
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Kôkas-Joku 

 

 

 

 

 

 

 

  

 
 

You will find Kôkas -Joku in the 
northern branch of the third 
canyon. He is in the same 
general area as Veri-Torvi, 
though Veri-Torvi stays put in 
the far north while Kôkas –Joku 
wanders about. 
 
 

 
 

To be on the safe side, I 
generally handle Veri-Torvi  
before taking this third control 
point to avoid any possible 
chance of pulling both at once. 

Name: Kôkas-Joku 
Type: Mammoth 
Trigger: Capturing the third canyon control point. 
Text: A roar echoes from beyond the canyon to the north. 
Location: Wanders in the northern section of the third canyon (59.0N, 72.5W). 
Morale: 18,526 
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Lapa-Kita 

 

 

 

 

 

 

 

  

 
 

When you investigate the 
sound, you will find a number 
of saber-tooth cats. The exact 
number will depend on the size 
of the skirmish you are running: 
three in solo, four in duos and 
small fellowships, and five in 
full fellowships. 
 
Once you kill all of the cats, the 
alpha cat will spawn. 
 

 
 

The alpha cat can be quite 
nasty, especially when you take 
into account that the Winds 
buff is at its maximum level 
when you face this encounter. 
 

Name: Lapa-Kita 
Type: Saber-tooth Cat 
Trigger: Capturing the third canyon control point. 
Text: A pack of sabre-tooths lounge to the south. 
Location: A small cave just beyond the third canyon (58.7N, 72.7W). 
Morale: 18,526 
Abilities: Deals frost damage 
 Gnawing Cold 
 Frostbitten 
 Sprain 
 Degrading Wound 
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Coflûg 

 

 

 

 

 

 

 

  

 
 

Before I face Coflûg, I first 
check to see if there are any 
mobs on the near side of the 
steam vent in the second 
canyon. Once I clear out those 
mobs, I face Coflûg before 
taking on any mobs that may 
be on the far side of the vent. 

 
 

Other than being elite, Coflûg is 
pretty much the same as the 
rest of the Bay Worms that you 
may face in the course of the 
skirmish. 
 

Name: Coflûg 
Type: Worm 
Trigger: Capturing the first canyon control point. 
Text: Soft snoring comes from the north-west. 
Location: Just south of the path soon after entering the second canyon (58.6N, 72.0W). 
Morale: 18,342 
Abilities: Rooted (3 sec) 
 Slowing Frost 
 Weakened Armour 
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Crantok 

 

 

 

 

 

 

 

  

 
 

Several totems suddenly erupt 
from the ground about you. 
Most likely, your soldier will 
aggro on one or more of these 
and start to destroy them. 
 
If you destroy all the totems, 
you will receive a message 
saying: “The Gauradan-shaman 
approaches.” The shaman will 
then appear on the nearby 
ridge and head towards the 
control point. Once he gets 
there, he will start summoning 
wolves. 

 
 

Your best bet is to start the 
battle as quickly as possible to 
prevent the shaman from 
summoning any wolves.  If you 
dawdle, you may find yourself 
facing more than one. 
 

Name: Crantok 
Type: Gauradan Shaman 
Trigger: Fend off the counterattack against the second canyon. 
Text: Several Gauredain totems erupt from the ground as the second canyon. 
Location: North of the second canyon control point (50.4N, 80.6W). 
Morale: 18,342 
Abilities: Wolf companion 
 Healing 
 Minor Fright 
 Suppressed Fear 
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Tûgarch 

 

 

 

 

 

 

 

 

  

 
 

As you near the vent that lies 
between the cave mouth and 
the main chamber, you will find 
the carcass of a bear. If you 
touch the carcass, you will see 
the following message: “A 
screech comes from the cave 
above as you attempt to touch 
dinner.” 

 
 

Tûgarch lands near the carcass 
and will face it. If you stand on 
the vent after touching dinner, 
he will be facing away from you 
and won’t notice your presence 
until you start the combat. 
 
Tûgarch seems to be a 
perfectly normal frost drake. 
This ultimately proves to be 
wrong when you notice that he 
radiates fire damage rather 
than frost damage.  
 

Name: Tûgarch 
Type: Drake 
Trigger: Fending off the third counterattack. 
Text: The stench of a rotting corpse flows through the canyon. 
Location: Near the vent between the third canyon and the final cave (58.5N, 73.0W). 
Morale: 18,342 
Abilities: Searing Heat 
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Veri-Torvi 

 

 

 

 

 

 

 

  

 
 

 Veri-Torvi lies to the far north 
on the third canyon.  As noted 
before, if you take the third 
control point prior to facing  
Veri-Torvi, you may find a 
mammoth as you head to face 
the snow beast. 

 
 

Note the Degrading Wound. I 
recommend having a wound 
potion available as you do not 
want that debuff to expire. 
 

Name: Veri-Torvi 
Type: Snow Beast 
Trigger: Fend off the counterattack at the second canyon. 
Text: A flash of fur to the north catches your eye. 
Location: The northernmost end of the third canyon (59.4N, 72.4W). 
Morale: 18,342 
Abilities: Degrading Wound 
 Injury 
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Mahti 

 

 

 

 

 

 

 

  

 
 

Mahti is at the far southern 
end of the canyon. When you 
first entered the skirmish, you 
needed to turn right to head 
for the control point. Mahti is 
in a dead-end path to the left 
of the starting location. 

 
 

Except for the freezing debuff, 
Mahti seems to be a rather 
typical bear. 

Name: Mahti 
Type: Bear 
Trigger: Capture the control point in the first canyon. 
Text: A growl comes from the south. 
Location: Southernmost part of the first canyon (50.3N, 80.8W). 
Morale: 18,526 
Abilities: Major Laceration 
 Major Sprain 
 Minor Fright 
 Freezing 
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Variations 
One of the advantages of skirmishes is their scalability. Skirmishes can be scales in three ways: level, 

player group size, and tier. 

Level 

All skirmishes have a level range. The range for The Icy Crevasse is 40 to cap. The default setting for a 

skirmish run is the level of the character starting the skirmish. You can set the skirmish to any level 

within the level range if required. Most skirmishes, such as The Icy Crevasse, cannot be set to a level 

higher than the level cap. 

Why would you want to change the level for the skirmish? If you are just starting to learn a skirmish, you 

may want to set the level lower to allow you to understand how the skirmish works. This isn’t always 

possible, though, as you generally first try a skirmish when you reach its minimum level.  

Another reason to set the level lower is to compensate for an underpowered soldier. If you start 

skirmishing at a high level, your soldier is likely to be under par. Many players in this situation set the 

skirmish level one or two levels lower to allow them to complete enough skirmishes to bring their 

soldiers to a reasonable level. You should avoid dropping the level too low, though, as you receive a 

penalty based on the difference between your level and the skirmish’s level. 

Some classes may find The Icy Crevasse a challenge due to the mob density and the number of wounds. 

Lowering the level may be needed just to make completing the skirmish possible without several wipes. 

You may also want to adjust the level if not all the members of a group are of the same level or if the 

group is short of the recommended size.  

Finally, you may want to increase the challenge by raising the level by 

one or two. This can be especially useful if you are getting near a level 

where the rewards are upgraded. There are reward upgrades at levels 

30, 45, 60, and 65. Therefore, if you have a level-44 character, you can 

run skirmishes at level 45 to start collecting the Second Marks you will 

need for the premium level-47 gear. I should note that The Icy Crevasse 

is probably not the best skirmish to run above level unless you are 

looking for a stronger challenge. 

When you adjust the level of the skirmish, you also adjust the skirmish 

mark rewards within the skirmish. These adjustments are based on your 

level when you first enter the skirmish. The exact adjustment varies 

based on your level. The table for level 45 and 65 is given to the right 

(note that it is not possible to increase The Icy Crevasse above level 65). 

 

  

Diff Level 65 Level 45 

-5 60% 60% 

-4 75% 75% 

-3 85% 85% 

-2 90% 90% 

-1 94% 96% 

Even 100% 100% 

+1 N/A 106% 

+2 N/A 110% 

+3 N/A 115% 

+4 N/A 121% 

+5 N/A 125% 
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Tier 

The tier setting increases the difficulty of the skirmish by increasing the morale, damage, and various 

other attributes of the enemy. I find Tier 1 to be challenging enough, so I have not yet had an 

opportunity to run this skirmish at Tier 2. 

Tier L 65 Hale Wind-Spirit Morale Skirmish Mark % 

1 4076 100% 

2 4982 110% 

3 6794 125% 

 

 

Player Group Size 

The player group size has the greatest change on the play of the skirmish.  

Number of Players Mob Points Mark % Lieutenants Boss  Encounters 

Solo (1) 6 100% Signature 1 Elite Elite 

Duo (2) 16 105% Elite 2 EM + 2 waves Elite Master 

Small Fellowship (3) 16 120% Elite 2 EM + 2 waves Elite Master 

Fellowship (6) 48 150% Elite Master 2 Nemesis + 2 waves Nemesis 

Raid (12) 112 190% Nemesis * 2 AN + 2 waves Arch Nemesis 

* In addition, most control points and boss summoning will include two lieutenants rather than just one.  

The player group setting controls the quality of the lieutenants, the encounter bosses, the boss, as well 

as the number of trolls and goblin scouts in the boss fight. 

In solo runs, you face the two bosses but you don’t face any additional mobs. In higher settings, you will 

also face a full wave of attackers (including a lieutenant) whenever the Angmarim boss becomes active.  

Duo mode is a variation of small fellowship mode, so the number of mobs is the same in these two 

settings. The opponents under duo mode receive a penalty to their morale, damage, and other 

attributes. 
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Deeds 
All skirmishes include a deed to complete all the encounters in the skirmish. This deed awards a title 

when all of the encounters have been completed at least once. The title for this skirmish is “Icy 

Crevasser.” There is no skirmish mark award for completing this deed. You only gain credit for these 

deeds if you complete the encounter before killing the skirmish boss. The level at which you run the 

encounter is not relevant. 

Each lieutenant also has an associated slayer deed. There are two tiers for each of these deeds: kill the 

lieutenant five times then kill the lieutenant 50 times. There is no title for the deed but you do gain 50 

skirmish marks for completing the first tier and 500 skirmish marks for completing the second tier.  

You can also complete several non-skirmish deeds while running a skirmish. In The Icy Crevasse, you can 

complete the deeds for killing worms, gauradan, Angmarim, Dourhands, saber-tooth cats, and grims in 

Forochel. The Dourhand racial slayer deeds can also be completed here. 

The most useful deed that you can advance through this skirmish are the legendary book deeds. As this 

skirmish is set in Forochel, the Angmarim, Dourhand, and Gauradan mobs can drop pages for the 

legendary trait book deeds. 

Quests 
Each skirmish includes a daily quest that is granted if you have not yet completed that skirmish during 

that day. The first time you complete The Icy Crevasse on a day, you receive the following additional 

rewards: 

 Skirmish marks scaled according to the level at which the skirmish is run (107 at level 65) 

 4651 experience points 

 4682 item experience points 

 700 reputation with The Lossoth of Forochel 

 

 

 

 

 

 

The Icy Crevasse 

When taken by Angmarim 

Will freeze Evendim. 


