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Paul is very knowledgeable about Old School Runescape, with a maxed ironman, and a maxed regular score! Learn how to train a recruiting skill in RuneScape 3 in an easy way! How to start training SummoningThe best way to start training in appeal is to complete the Wolf Whistle quest, which levels the player up to level 4 in appeal and
gives enough golden charms to get to level 16. The quest will teach you how to craft invocation bags. The basic idea is that each call bag requires a bag, some Spirit shards, a tertiary ingredient, and a Charm.Spirit shard of 25 coins each and easy to buy in bulk from Pikkupstix. Tertiary Ingredients are items usually associated with familiar
production times, such as steel titanium using a steel plate as a tertiary ingredient. The charms are collected through different activities and every acquaintance needs one of them to be created. Assuming that money is not a massive issue (check my money make guide or my flipping guide, if that's the case), the biggest bottleneck in the
leveling of the Appeal collects charms. The next section of the guide shows you the best ways to collect charms no matter what your levels are! Collecting delights is usually a bottleneck when learning the Invocation, but it doesn't have to be. How to Get Charms (P2P)Charms are the most important part of the Invocation skill. Learning
requires charm for nothing and the slowest part of learning is often collecting charms. There are several different ways to collect delights. SlayerTraining through Slayer is a very effective way of learning how to get a 99 Slayer to give enough charms to the 99 Appeal. Unfortunately, the call is a very useful skill to make during Slayer so
some players may find it undesirable. If you plan on maxing effectively it would be wise to get a slayer then Summoning.Camping Monsterslf you don't want to do Slayer then the next best way is to get the charms of camping on specific monsters. When moving to 99 Invocation the player should focus on getting as many crimson and blue
charms as possible as it is the best charms for the call experience. Here's a long list of monsters and the charms they fall down! The list of delights dropped by MonstersMonsterCharms DroppedinformationGelatinous Abomination41% Golden Charm Drop Speed (DR)Require spiked mitts to kill and can be found in Taverley Slayer
Dungeoner. They have only 150 rescue points so easy to kill even for low-level players. Rock Crabs10% gold charm DRCan can be found north of Relleka. The player can use the gun to make a large number of these aggressive. They are AFKable at the same time however every 5 minutes you have to run south and then back to re-agro
them. Moss Giants40% gold charm DRHave low and slowly attack. They can be found northwest of Ardougne.lce Giants56% gold charm DRSimilar to Moss Giants, can be found in Asgarnyan Ice DungeonGoblins11% gold gold DRThese are good for low-level players and can be found east of Lumbridge.Giant Rock Crabs80% Gold
Charm DR (3 at a time) These are the best monsters for gold charms, they can be killed most effectively in the Tunnels of Chaos, but can also be found in Waterbirth Island Dungeon.Black Demons44% crimson charm, 21% gold charm DRThese can be killed in the tunnels of Chaos, they are weak bolts and drop hellish ash, which can be
used for profit or even prayer.Rock Lobsters16% gold, 9% green, 24% raspberry, 3% blue charm While the drop rates seem low you can Kill a very large number of them per hour using Ice Barrage/Burst. They can give up to 200 raspberry delights per hour. Waterfiends79% crimson charm DRAnNother is a great way to get crimson charms,
they are best killed in the tunnels of Chaos and must be killed by a crossbow or magic weapon. You can get about 225 raspberry charms per hour. Gladiil50 crimson charms in the hourRequire 81 Slayer and can be found in the Ascension Dungeon. Can also profit around 2m per hour as they drop Ascension Keystones.Bork5-20 blue, 7-
23 crimson, 2-11 green charmsBork can be killed once every 24 hours and depending on the equipment can give the charms of the show. Wearing the Ring of Wealth, completing Varrock's difficult task, and completing the Mighty Fall quest to give bonuses to the charms of the fallen, and all three will give max charms. Exhausted
DemonsDrops 3 charms at 2 kills, a mixture of crimson and blue issue is hard to kill, but a very good level of drop high level aligned charms. GlacorsDrops 3 charms for killing, a mixture of crimson and blueAgain they take quite a long time to kill, but have a very good drop rate. Big Demons200 crimson charms per hourThese must be
killed with a dwarf multi-cannon in the dungeon Forinthry and prayer urns should be used to get the prayer experience as well. Hellhounds68% gold charm DRThese is pretty much the only drop of gold charms and very AFK as they are aggressive. They can be safely spotted and using Guthan's armor will give a lot of charms with very
little effort. Cave Bug40% green charm DRThese easy to kill at level 12, note that the level 8 version does not drop the charms. King Black Dragon (KBD)115 crimson charms per hourRequires high stats and can make a profit of about 500K per hour as well. Not desirable as there are better ways of making money. (Exile) Kalphite the
queenl40 charms per hour (mixed)Requires high statistics and can make a profit of 800K per hour. Again undesirable. Banished Kalphite GuardiansHigh blue charm DRThey are AFKable because they are aggressive and drop a good amount of blue charms. Troll Brute (F2P)High gold charm DRThese are F2P monsters that drop charms
and will only drop the charm of gold. Waterfiends in ancient Cavern.Alternative Methods of getting charms without a fightlde player can also get charms with some other techniques: Firemaking: When using bonfires, fire fire Can go out and give charm to the Hunter award: Hunting spirit implings, charming moths and charm sprites can
reward the player with charms. Adorable moths have the best drop rate - about 340 per hour (mixed colors) Thieving: Pocket Amlodd workers in an elven town can give all four delights normally, but requires 94 Thieving and Plague End quest. What bags to make MakeThis section will discuss what bags to make to maximize the
experience beyond the charm. Note that it is best to try to keep the best charms for higher levels, i.e. use all your golden charms before using green etc. Your top priority assuming that money is not a problem is to design the highest level of bags available with the lowest level of charms you have (if you have a very large amount of
crimson/blue charms). If money is a problem, it is permissible to use lower leveled packages until a cheaper alternative is available. You have to stop using the golden charms at level 66 as it becomes ineffective. You have to stop using green charms at level 80 as it becomes ineffective. At higher levels it can be effective (yet expensive)
for transmutation of lower aligned charms to higher ones. It's useful to get more crimson/blue charms if you have an abundance of gold/green. Where to make bags there are several different ways to make handbags. The classic banking method in Taverley and running at Pikkupstix is outdated and there are better ways of learning
Summoning.Spirit KyattAt Level 57 Invocation you can use the spirit kyatt bag to teleport near the Piscatoris Call obelisk and bank using duel rings. Using bank presets will speed up your banking time and thus improve your call experience in an hour. Beast burdenUsing the classic method and using the beast the burden of the burden can
be an improved spirit kyatt method. PrifddinasUsing is a classic method in the Amlodd area of Prifddinas much faster than Taverley.The various Invocation of the Titans are available. Useful tips and tricks to call there are a few things you can use to align faster and get more experience/save more money! Spirit of Gems: Killing Monsters
can discard Spirit gems that you can carry in your pocket slot to give a small chance of preserving the charms while designing the bag. Shaman's Outfit: The Shaman's Oultfit is an outfit that can give a 6% bonus to the call if all 5 pieces are worn. Unfortunately, this can only be won by a treasure hunter. Challenge Focus: Call Focus is an
item that provides an additional 20% call experience when making bags. They are stacked and can be on the Grand Exchange about 2k each. One of them is used for each bag created so should be used only if the cost of making the bag is more than 5 times that of the Value. Familiarity, distraction and distraction: Once a week of
familiarity, distraction, and and You can play to provide triple charms for 40 minutes. This is the best time to kill monsters for charms, obviously. Call The VideoGood Guide Good Luck! Thanks for reading my guide! | hope this will help you reach the level of the 99 Call or even the 120/200m experience! If you have any questions feel free
to ask below and I'll answer! CommentsAndrew from Rep Boston MA from August 01, 2017: You should also add somewhere that the challenge is a skill related to time that can all be used quickly but takes a long time to assemble. | suggest adding somewhere that players then ironmen can use Jagex various double weekend xp to give
the most XP for the charm possible. Louise Piles, from Norfolk, England, 09 July 2017: You have provided there useful information for people who need help with this skill. Of course, there is the Citadel too, if you are in the clan. I'm level 100 Call. This can be an expensive skill to learn. In (The call to learning can become very expensive
and tedious, but familiar at higher levels make Summoning a useful skill. F2P Players can gain experience up to level 5 and continue to collect golden delights after Level 5, which can be useful if you are going to become P2P eventually. All parts of the F2P of this guide will be shown with (F2P) next to it. The contents of the show Useful
items Spirit gems Spirit gems can be used to preserve charms while pouring bags. They can be obtained as a rare drop from many monsters either from a treasure hunter or from gems in Prifddinas. Depending on the level of gemstones, each gemstone has a certain chance to retain the charm when consuming the charge. Once a certain
number of charms are preserved, the gem will be destroyed. These gems prove to be very useful, especially for blue charms, as they are usually the hardest to obtain. For example, the onyx perfume has a 60% chance of retaining the charm when worn up to 60 times before it disintegrates, so saving more delights to use later. Shaman's
Shaman outfit is purchased with Treasure Hunter or Familiarisation. Each part provides a 1% bonus call experience when wearing. When all parts of the set are worn, a 1% bonus set is added, providing a total bonus of 6%. Parts of the outfit were previously created from items that could have been won from fortune squealing initially. The
Cape Challenge Of Cape Invocation provides a 2% chance of not consuming the charm while infusing the Call bags, which stacks with the spirit of gemstones and a modified shaman headdress. Calling The Call of focus Summoning Focus is a traded, stackable item that provides additional experience when creating packages. This gives
an additional 20% call experience when bags on the obelisk. One focus is needed for each bag made. Currently they cost 9,998 each. Starting (F2P) Main article: Start the call to start training Skill Appeal, players can complete the Wolf Whistle (no longer required) which will provide provide Call experience (increase the level of the player
to 4), as well as 275 gold charms (enough for level 16, or 5 on F2P). After that you have to collect your own charms. See below for information on how to do this. F2P players can collect extra golden charms from collecting one free sample from the Pikkupstix store or killing troll beasts and troll chuckers in Burthorpe. Bags (F2P) The only
viable way to train the Invocation is to create invocation bags. To start making a summoning bag, you need the following: an empty bag that you can buy from Pikkupstix for 1 GP each. (Not required for conscription in Daemonheim) The number of charms that must be collected by the player through monster killing and other methods.
Good ways to do this are listed below. A large number of shards of alcohol that can be bought from Pikkupstix for 25 coins each or you can buy a set of 5000 for 125,000. (Not required for conscription in Daemonheim), spirit shards can also be bought on the Big Exchange. Although the price guide is not always 25, it is rare that someone
would sell it for anything less than that. On the other hand, Spirit fragments can be sold by pet shop owners (e.g. In Taverly) in arbitrarily large quantities, so shards of alcohol are essentially equivalent to 25 coins. The tertiary ingredient that is specific to the creature you create is similar to the secondary ingredients used in Herblore. Use
the customized crystal seed of teleportation and teleport to the Amlodd area, then in the short term to the obelisk of the Invocation, and then teleport to the Trajairn district to re-put bank presets and Beast of Burden (BoB) settings. Sharing a shard bag with Lord Amlodd if you feel like it. Shards of spirit With the help of Bogrog or Lord
Amlodd bags that you make can be turned back into shards; the number of fragments returned to you is 70% of the cost of the bag. With this in mind, you can drastically reduce the amount of shrapnel you should initially buy by constantly converting the bags you make back into shards. Getting charms (P2P) Players trying to train call
have to kill monsters that drop a lot of crimson charms or blue charms, as they are the best to experience. Monsters vary greatly in the number and type of charms they fall. After weekly, Familiarity Distraction and Distraction can be done, giving the reward in 40 minutes of triple charm drops. It is recommended to use this time by killing a
monster that falls a lot of crimson charms. If you have 21 Invocation and have spent some time learning Dungeoneering, you can buy a charming imp that automatically picks up requested charms and converts unwanted charms into a small call experience. This can increase the speed charms greatly, and this increases the amount of
fighting or Slayer experience earned (per hour). It is highly recommended that you set up Imp to give the player all kinds of charms; The experience is rewarded for converting charms much lower than the amount offered using charms to make bags. Mohegan's fang can also be used to provide a small possibility of a double dip in charm.
See here for a table of monsters that drop charms. Slayer The fastest level of call is to camp out on a monster that drops a lot of charms such as waterfiends or rock lobsters. However, it is also common for players to get the charms of Slayer training rather than from camping on a particular monster. You can get enough charms for the 99
Call by getting a 99 Slayer, although that depends on what task the player does. If a player is going for 99 in both skills, there is no need for them to camp on a monster specifically for charms. However, if the player doesn't want to do Slayer, or fails to get all the charms they want exclusively from Slayer, then there are a few monsters that
are very good at camping out for charms. Gelatin abominations gelatinous abominations have about 44% charm drop rate. They drop golden delights at a rate of about 41%. Gelatin abominations have only 150 points of life and level 6, so they are very fast and easy to kill. The only necessary equipment - spikes mitt, which can be
purchased from any master fighter. These monsters are located in the Taverley Slayer dungeon, southeast of Turael (or Spria) in Taverley. Killing is a great way for those who get golden charms, but no drops of great value can be gained, and combat experience gained a little. Rock Crabs Rock Crabs have a 13% charm drop rate, 10% of
which are golden charms. This can be an effective way for lower aligned players with some extra money to get charms, and get a decent experience. You also have to run and activate all the crabs, as they do not attack and will not be able to be attacked if someone works near them. If they stop attacking you, just run south of the crabs,
right past the helmet shop, and then run back. This can be a great way for lower levels to get charms and get a range of experiences. You can get about 3-5 delights per minute if done right. This is not recommended if you don't mind spending money to buy cannonballs as they are very expensive. Moss Giants' Moss giants perfectly fall
under the golden charms, with about a 40% drop in rate. They have very low defense and slow attack speed, making them easy to power even at low levels. To the northwest of Ardougne has 4 moss of giants, and it is, most often, empty. Other popular locations include the Varrock sewer system and the giant island of moss. For almost
guaranteed privacy (as well as a beautiful view) there are also giants at Crandor. Finally, a decent amount of moss giants can be found in brimhaven Dungeon (requires 875 coins to enter). This area will almost always be empty. Ice Giants Giants Giants perfectly fall under the golden charms, about 55-57% drop rate for charms. They have
relatively low defense and slow attack rate, making them easy to power even at low levels. Two places where you can find ice giants are in an icy mountain dungeon and in the Asgarnyan ice dungeon. There is also a place where they spawn next to the western wall of wildlife and a line of fence members. Although being in the deep
desert, it is not recommended. Goblins have an 11% gold charm drop. The best way to kill goblins is to go to the goblin hut in Lambridge. It's a bad idea to bring slow weapons like godsword, battleaxe, or 2H as you can't hit very quickly as a result of slow progress. Weapons like whip, scimitar, dagger or claws are perfect, so you can make
20-30 goblins and get 2-3 charms per minute. If you camp for an hour, you can easily get 50 charms. This is not recommended if you can't often hit 50-120 damage. Goblins across the Lam River near the Gates of Al-Harid have 67 LPs, keep this in mind by choosing which weapon to use to get one hit kills (Scimitar works best most of the
time). Goblins found in the village of Goblin do not give up any charms at all, so it is not recommended to go there. Giant crabs rock giant rock crabs may be the best monster to get golden charms off. They throw three of them at a time, quite often. Giant stone crabs are simply located in the chaos tunnels, near the entrance southwest of
Wilderness Volcano. It is recommended that Magic be used to destroy giant stone crabs, as this is their weakness. Bring a few pieces of food, run and for a spell you'll use, as well as some run and grab (when using standard spelling). In the northeast corner of the room there is a safe at stalagmites. Another fantastic area to kill giant rock
crabs is in the dungeon of Waterbirth Island. There are many of them in the northern area behind the gates. Keep in mind you will have to run past many Dagannoths in the main part of the first level before entering the crab rock area. Walk next to the boulder and it will turn into a giant rock crab. Lure him into the safe so he gets stuck and
you can safely magician him. When near death, a giant rock crab will try to escape. Once the crab is dead, it is recommended to use a telekinetic grab on the charms, so that you don't put yourself in danger if next to some other crabs. An ice blast or ice barrier can be used effectively here. Use Melee Protection or Deflect Melee and
collect all the crabs in place so you can burst or barrage them. This method gives the greatest charm per hour. Lack of murder Crab rock is that the charms have gotten mostly gold, which are the lowest level of charm. Comparatively, the charms that can be obtained in a given period of time from killing giant rock crabs will not give as
much of a challenge to the experience as the charms that can be obtained The same period time killing a monster that drops mostly higher levels of charms such as waterfiends or rock lobsters. Giant rock crabs should only be killed on a low call when golden charms are most useful, and even then, it's important to understand that
because the charms can be saved, it's probably going to be more worth your time to just start with a monster that falls primarily to crimson charms right away, since you end up getting golden charms to make it through low call levels anyway, at the same time as you save a ton of crimson delights later. Black Demons With the introduction
of hellish ashes, the killing of black demons has become another sensible method of collecting crimson charms. Ash covers the cost of cannon balls and other consumables. At higher levels such as having 70 agility, 52/68/96 call, chaotic weapons, and 80 combat statistics, a player can accumulate profits above 200K per hour on top of



crimson charms. High range levels help too, as demons are weak bolts. Rock Lobster Killing Rock Lobster is often considered the fastest way to train the Invocation, although waterfiends can indeed be faster than breaking with optimal levels and equipment, including 99 Call for Steel Titanium. Rock lobsters do not require a high level of
call to kill quickly. The best way to kill rock lobsters is to use an ice barrage or ice blast as they are aggressive. There are many different ways to do this successfully, most of which involve luring 9 rock lobsters to you while using Melee Protection or Deflect Melee, moving to safety and then casting spells to kill them. Recommended armor
that gives high magic and/or prayer bonuses. Most of your inventory should be prayer potions, but you also want run and for ice spells, and a few blood spells (heal as you can take damage from dagannots using range attacks). Also bring a teleport and a few pieces of food. Thanks to the update, you can now reach the rock lobster
without a partner. Players trying to use this method to kill rock lobster must have 70 (preferably 94) magic, and 70 prayer. They should also have a large amount of cash, as this method costs a significant amount of money because of the run and prayer potions used. Ice-breaking rock lobster can give over 180 crimson delights per hour,
while ice barring can give up to 270 crimson delights per hour. To further improve the number of Crimson charms players receive and how much run and they use, many players prefer to use the damage of increasing variables such as staff lights, a secret flow necklace, a secret explosion necklace or a secret pulse necklace, as well as a
wolpertinger special move, Focus, which gives the same enhancement effects as an extreme magic potion. Waterfiends Waterfiends are a great source of raspberry charms for middle- and high-level players. They are weak for bolts, and easy to kill Royal crossbow or other range weapons of the 75th level. Water fiends can be killed in an
ancient cave or in the tunnels of Chaos. Waterfiends have a range of attack and magical attack. A magic attack is more dangerous. Players must use the magic armor (Karil's or royal d'hide) and, if they want to further reduce the damage, defend themselves against missiles or pray for missiles. The best weapons to use are a royal
crossbow, double chaotic crosshows or double crosshows of ascent. Mid-level players will find it easiest to kill watercourses in ancient caves. Using a royal crossbow and healing familiar, such as bunyip, it is easy to get about 150 crimson charms per hour. Higher-level players, with a range of 95 and defense, will find that little healing is
needed. Such players may want to bring the fight familiar rather than the healing familiar. Using extreme potions and clutter, high-level players can get about 225 raspberry delights per hour in an ancient cave. For an even higher rate of gathering charm, very high-level players can kill water fiens in the Chaos tunnels where they are
denser. Here, players must use Soul Split, iron or steel titanium, loaded with matching scrolls, extreme potions and a crossbow of the highest level and ranged armor. With full use of multi-purpose abilities, players can expect to earn about 300 delights per hour in tunnels of chaos. Gladii For higher-level players with 81 killer, killing gladii in
the Ascension Monastery allows a quick way to collect crimson charms while also serving as a method of making money. Like other members of the Order of Ascension, the irons are weak against long-range weapons and have a weakness for any range type of attack, and they are almost impossible to kill at any decent speed with magic
or melee. At a high level range and using extreme potions and level 80 weapons, more than 150 crimson charms per hour can be obtained, making them only slightly inferior to waterfiends and rock lobsters for training. Unlike these monsters, gladii can also bring a significant profit of 2 million euros per hour as a result of their valuable
climbing cornerstone drops, as well as their frequent drops of noted resources and rune and adamant alchables, making them one of the few ways to make a profit and quickly train the Invocation. To kill gladii, it is recommended to rely on some healing techniques other than food to lengthen the duration of the trip, such as a bunyip or
unicorn stallion familiar, or a soul split curse. The gladiators are relatively safe to kill, as they do not cause much damage, but they can cause stuns and binds with their special attack, so the use of expectation and freedom of ability is recommended not to lose effectiveness Royal d'hide, Armadyl or Pernix armor should be worn to
maximize the rate of murder, and ring wealth to increase profits. Bork Bork can be killed once every 24 hours Starting at 00:00 (UTC), and the charm of drops is guaranteed. The minimum it will fall to death is 5 blue, 7 crimson and 2 green charms. Wearing a richness ring adds 3 crimson and 1 green to the base total, and completing all of
Varrock's tough tasks results in the base charm falling in half. Getting to know the SIO won't triple those charm drops. As Bork can be killed daily, the number of charms that are slowly mounted can greatly increase the pool of charms that a player can accumulate through other methods, or even become a major source of charm for
players who only want to train invocation on a random basis. Exhausted demons/Glacors, tormented by demons, are excellent monsters for getting blue charms. On average, about 3 charms per 2 murders will be obtained. A strategy guide can be found here. Glacors are also excellent monsters for getting blue and crimson charms. They
fall 3 to kill and have about the same percentage chance of falling blue or crimson. A strategy guide can be found here. Big Demons Using a dwarf multicannon on 10 big demons in The Dungeon Forinthry can net 200 crimson charms per hour. It is recommended to bring prayer urns to collect a massive amount of cursed ashes that will be
dropped, which will give a prayer experience, as well as significantly clear the drops on the ground. Forinthry dungeon is in the desert, the big demons inside are located in the level of 20-24, so if you use this method, it is recommended to have a teleport item at hand (such as an amulet of fame) and do not bring anything that you are not
ready to lose. Dying in the desert will cause you to give up all your items if you are a skull. Hellhounds Hellhounds, although not recommended for green, crimson or blue delights, have a 68-69% drop rate for golden delights and can be safespotted in most of their places. If you have a high enough range or magical skill to quickly kill them,
you can quickly collect golden charms safely. Another great method is to use a set of Guthan, bonecrusher and bone necklace combined with Piti's prayer. Unfortunately, hellhounds have very poor drops and are not profitable (not counting the rewards of any possible scroll hints you can find). The alternative to golden charms are fiery
giants with about 55% drop rate for gold charms, and they are much easier to kill with extra good prey. Cave Bug Cave Bugs have a 40% green charm drop rate, the second largest in the game after the Mitrily Dragons. They are level 12 and quite easy to Kill. Only level 12 of them drop delights, level 8 cave fall bugs are not charms at all.
With dragon or better armor and an abyssal whip, you can easily reach 40 green delights per hour at levels of 70 attack and 70 strength. One The way to kill them is Dorges-Kaan South Dungeon, where there is a convenient fishing spot where you can fish for frogs and a fabulous ring nearby. The other is in Chaos Chaos King Black
Dragon With high melee stats (preferably 90, Turmoil, Soul Split, and Unicorn Stallion) can get over 115 crimson delights per hour from the King of the Black Dragon, while making about 350-500K per hour of profit. This can be a pretty attractive way to get charms for high aligned players, as the charm of getting a bet is very good while
making a profit rather than losing a lot from tearing up rock lobsters. However, this method requires the ability to make super anti-fire potions, so players can use weapons outside the arm or 2h weapon rather than a dragon shield in order to increase its effectiveness. Calfit the queen or the Exiled queen of Calfit With high combat statistics,
you can get a decent amount of charms per hour from the queen of Calfit / Exiled queen Calfit, while profiting 600-800k per hour. It's useful as the queen drops various charms, with the exiled version dropping much more than the usual version. The ordinary queen falls 6 charms, while the banished one falls 9. However, the queen is very
tough and has a few guards, so players may need to rebank much more often. Exiled custodians of the Kalfit exiled keepers of the Kalfit at a very high speed throw blue charms. This makes it incredibly fast and easy to get the blues without completing high-level quests for jaded demons or glacors. However, exiled Kalfit marauders
provide a slightly higher rate for blue charms and can be killed while AFK is at higher levels. Troll Rough and Troll Chucker (F2P) Troll Rough and Troll Chucker are the only two monsters that drop charms on non-members of the worlds. They only drop golden charms on these worlds, and rarely drop green, crimson and blue charms on
members of the worlds. They are only level 2 monsters that make them ideal for lower leveled players. Medium and high aligned members have much better ways to get charms. Ascension members of the Fighter of Creatures in the Monastery of Ascension come in four varieties. Each one dominates in one type of charm, with another
charm being an unusual drop. Rorarius - basically falls gold charms. Capsarius - mostly drops of green charms. Gladius - mostly drops of raspberry charms. Scutarius - mostly drops of crimson and blue charms. Legions are mostly drops of crimson and blue charms. Firefighters when the logs are added to the fire, the spirits of fire
sometimes emerge from the flames. The overall reward for their release are the charms of all four types. Free players can't get any charms, even gold, from bonfires. The probability of the spirit of fire appearing in four years with the use of either a crystal tinderbox or an augmented crystalline drone. When burned Log, it allows the player
to get an average of 44 gold charms, 144 green charms, 18 crimson charms, and 9 blue charms per hour. Hunter there are three ways to collect charms using hunter's skill: spirit implings that require level 54 hunter, charming moth moths requires 88 hunters and 83 agility, as well as the charm of sprites, which require 72 hunters. Spirit
implings are hard to find, and only gives charms in some cases as they also give other calling materials, primarily tertiary subjects. Adorable moths have a high gold/green charm output and are slightly faster than the charm sprites (340 charms per hour compared to about 300 charms) with a chance to get crystal fragments of triskellion,
but require higher levels and are located in the desert meaning a high risk of being killed. The charm sprites are distinguished by giving a high blue charm output compared to the total number of charms, and provides a good alternative to the skills. Stealing pocket workers Amlodd in Prifddinas requires 94 Thieving and Plague End quest.
All four charms are common loot. What packages to make Perspective one: maximizing the experience beyond the charm, given only the reasonable cost of the bag In this subsection, we provide bags that maximize the experience beyond the charm, using only traded tertiary ingredients and within reasonable cost. However, it also
includes handbags created with obsidian charms that are untraded. The number in brackets is the number of bags it takes to experience between these levels. However, the number of bags required between each level can be reduced by about 17% using Summoning tricks. If in your inventory while making packages, the tricks will be
consumed and provide an additional 20% bonus experience. One focus is necessary for each bag. YpoeHb LLapm 30noT1oii 3eneHslit barposblii CuHuin 1-4 CoxpaHuTb CoxpaHute CoxpaHntb CoxpaHuTb 4-16 Dreadfowl (266) 16-22 'paHUTHbIM Kpab (375) 22-28 Ayx Tz-Kih (54) unn coxpaHutb 28-33 CoxpaHnTb KOMMNOCT KypraH (150)
Ayx Tz-Kih (59) nnu coxpaHutb 33-33 CoxpaHnTb KOMNocT KypraH (150) Ayx Tz-Kih (59) nnu coxpaHutb 33-33 CoxpaHnTb KOMNocT KypraH (150) Ayx Tz-Kih (59) nnn coxpaHntb 33-33 CoxpaHntb koMnocT kypraH (150) Ayx Tz-Kih (59) nnn coxpanntb 33-33 CoxpaHntb koMnocT KypraH (150) Ayx Tz-Kih (59) nnn coxpaHntb 33-33
CoxpaHuTb koMnocT KypraH (150) Ayx Tz-Kih (59) 40 Bobp (398) Mepg 6apcyk (163) 40-41 Bull Ant (75) nnmn coxpaHnts 606pa (69) Mepg 6apcyk (29) 41-46 Bull Ant (386) nnu coxpaHute Macaw (371) Mepg 6apcyk (191) 46-47 Bull Ant (123) nnn coxpannte Macaw (128) Mupenopg (36) 47-49 Bull Ant (315) unun coxpaHuTb Copoka (200)
Mupenopg, (82) 49-52 Bull Ant (605) nnn coxpaHntb Copoka (384) PaszayTtas nuaska (149) 52-56 Spirit terrorbird (884)83) Copoka (726) PasayTtas nusiska (281) 56-57 yx Teppopa (281) Nouc (195) PasayTtas nusska (90) 57-58 Spirit of Terror (311) Ibis (215) Bloated Leech (99) Spirit larupia (43) , Spirit Kyatt (43)or Spirit graahk (43) 43)
58-61 Spirit of Terror (1,138) Ibis (788) Bloated leech (362) Karamtulhu Lord (152), Spirit larupia (155), Spirit (155), Spirit Kyatt (155), Spirit Kyatt (155), Spirit Kyatt (155), Spirit Kyatt (155)155), Spirit graahk (155) or Save 61-64 Spirit terrorbird (1,532) Ibis (1,060) Smoke Devil (391) Caramtulhu Lord (205), Spirit larupia (209), Spirit Kyatt
(209), Spirit Kyatt (205), Spirit Kyatt (205), Spirit209), Spirit graahk (209) or Save 6 4-66 Spirit of terrorbird (1,305) lbis (904) Alien Plant (317) or Devil's Smoke (333) Karamthulhu Lord (175) , Spirit larupia (178), Spirit Kyatt (178), Spirit graahk (178) or save 66-69 Barker Toad (1,975) Ibis (1,739) Stranger Plants (611) or Devil's Smoke
(642) Mithril Minotaur (283) or Save Save Barker toad (3,734) Fruit bat (2,681) Stranger plant (1,154) or Smoke devil (1,213) Mithril minotaur (560) or save 73-74 Barker toad (1,189) Fruit bat (853) Stranger plant (368) or Smoke devil (387) Obsidian golem (161) 74-79 Barker toad (8,076) Fruit bat (5,797) Granite lobster (2,158) Obsidian
golem (1,094) 79-80 Barker toad (2,153) Fruit bat (1,546) Granite lobster (576) Fire titan (270) or Moss titan (270) 80-83 Barker toad (7,898) Hydra (4,880) Granite lobster (2,111) Fire titan (989) or Moss titan (989) 83-85 Barker toad (6,730) Hydra (4,159) Granite lobster (1,799) or Spirit dagannoth (1,605) Lava titan (802) 85-88 Barker
toad (12,957) Hydra (8,006) Swamp titan (3,018) or Spirit dagannoth (3,090) Lava titan (1,544) 88-89 Barker toad (5,248) Unicorn stallion (2,957) Swamp titan (1,222) or Spirit dagannoth (1,252) Lava titan (626) 89-92 Barker toad (19,253) Unicorn stallion (10,849) Swamp titan (4,484) or Spirit dagannoth (4,592) Geyser titan (2,139) 92-95
Barker toad (25,912) Unicorn stallion (14,601) Wolpertinger (5,569) orSwamp titan (6,035) , below or Spirit of Dagannot (6180) Geyser Titanium (2,879) 95-96 Barker Toad (10,495) unicorn stallion (5,914) Iron Titan (2,187) Geyser Titanium (10,495) unicorn stallion (5,914) Iron Titan (2,187) Geyser Titanium (10,495) 1,166) ) 96-99 Barker
Toad (38,505) Unicorn Stallion (21,696) Pack Yak (7,931) Geyser Titanium (4,278) Level Golden Green Crimson Blue Charm Is the only recommendation, you have to be very careful when deciding what bags to make to call, as prices change, and some bags can only be good to at certain times. If you can, keep the blue charms up to
levels 89-90 and make geyser titans, as they give a great experience in blue charm. Some people prefer to stop using gold charms at level 66 because the experience is about 230,000-240,000 experience per hour, making it expensive for the experience gained and not worth the time. Some people prefer to stop using green charms at
about 80, because the rate of experience varies from 370,000-420,000 experience per hour, which is expensive for the experience gained and not worth the time. If players have the right level of Divination, they can transmute the lower level of charms to higher. This is generally not recommended at a lower level, but at higher levels, when
low-level charms give only a small amount of xp/pouch, it may be worth it to transmute them to a higher level. Players can then transmute the charm again with an even better charm. Wolpertinger bags require two tertiary ingredients, a wolf bone and a raw rabbit, which results in about half of xp/hr compared to the swamp of titans. You
will need to decide whether the extra experience is provided and the cheaper tertiary ingredients used when making wolpertingers over the swamps of titans is worth Time. Perspective 2: Opportunities costs for similar bags This subsection is a counterpoint to the previous section and claims that one one Don't always make a bag that
maximizes the experience for charm. Instead, sacrificing a few small amounts of experience for charm in favor of slightly higher profitability can mean unexpectedly greater coin savings at the time of experience. This is a pretty subtle consideration and has its share of limitations, as does the prospect in the previous subsection. Again, we
ignore bags that use untraded ingredients for simplicity, but in practice, these bags can make a difference in learning. Similar packages using blue charms Now we compare two packages with similar levels that use the same charm and in which all components are traded. For example, consider the Fire Titan vs. Geyser Titan. Regardless
of the spiritual stone used, they use the same number of blue charms on average (from 1.0 to 0.4), so the possibility of getting blue charms can be reversed by simplifying calculations. In addition, the cost of making two packages is the same, so it can also be abolished. Ignoring the experience of forcing elements, making the geyser titan
always provides 88 more invocation experiences. Making a titanium geyser costs -3354 (negative number means loss), and the production of Titanium Fire costs -887. Thus, the choice to make a titanium geyser instead of titanium fire is worth the difference: -2,467, and the price per point of experience is divided by 88, or -28.03 per point
of experience. Here's the central concept. It is reasonable that in a vacuum, you can take the cost of taking the Fire Titans -1.28 per experience point, as well as the cost of making Geyser Titans -4.28 per experience point. However, since both sacks are options, one should only prefer the Geyser Titans over the Titans fire if you can take
a net compromise of -28.03 per experience point. At current market prices, this is a pretty pricey rate that many people wouldn't take if they realized it. If not, you always need to make the Fire Titans over the Titans Geyser. Geyser titanium has a higher level of requirement, so this comparison is always in effect. It's a pure, instant-
compromise experience compared to coins that doesn't involve time. This is because the time opportunity is the cost associated with collecting blue charms and making bags can be cancelled for this calculation. On the other hand, these calculations ignore liquidity considerations and transaction costs when buying goods. This calculation
also ignores that when drafted, many players have only a goal level in mind rather than the charm of the budget. So you don't like the charm of collecting so much that a pretty high price of about -28.03 (additional) / (additional) experience is acceptable. Below are similar calculations for other charms. Similar bags using crimson charms for
crimson charms, pack mammoths are clear the best bag to make, but they 99 Call and can be difficult to trade. Further Further Show that a packet of yaks is usually clear the second best bag to make, but they require a level 96 call. Further calculations show that the next best bags to make (in terms of this section) are Brawler/Deacon
Demons, Granite Lobster, Then Smoke Devils, Then Bloated Leeches and Finally Pyreords. Other bags may give more experience, but far surpassed the next largest bag on the aforementioned list in terms of relative cost of opportunity. Similar bags using green charms For green charms, you may find that fruit bats bags are actually
preferable to unicorn stallion bags. This is because the implied cost per experience preferring unicorn stallion bags over fruit bats bags should be -94.37 per experience point. Similar bags using gold charms For golden charms, if you use them at all, you may find that the Spirit of Terrorbirds is actually preferable to Barker toads. That's
because the implied cost per experience preferring Barker toads over Spirit terrorbirds should be 1.34 per experience point. Further calculations This article omitted further comparisons such as fiery titans vs. 44 minotaurs, etc. This analysis easily extends to the use of Summoning Focuses. Assuming that one uses Summoning focuses on
two comparable packages, the cost of using the focus is the same for each option, so its cost can be waived as before. The only difference is that both options now have their reward for experience multiplied by 1.2, so the implied relative compromise is multiplied by exactly 5/6 or about 0.833. Further limitations These calculations are
somewhat sensitive to small price changes. For example, the fall in the price of water mascots on 2000 coins, or about 40 percent, changes the implied relative rate to a compromise to -5.31, and perhaps many players will accept this new compromise. This method cannot be used to compare handbags used with different charms. This
method also does not apply to bags with one non-traded component. This method cannot compare bags that use two tertiary ingredients (such as Wolpertingers) with bags that use only one tertiary ingredient (such as swamp titans). Often when comparing two (comparable) packages in this way, a higher-level bag would be preferable
because it could, for example, imply the relative cost of 5 coins per point of experience, or maybe even the negative cost per point. Of course, this does not mean that you should always prefer to make a higher-level bag, because if those are the current level between the two required levels, one has no choice. However, this can serve as
a strong incentive to reach a higher level without using any of this charm. Example: best packages if one accepts an implied relative compromise of 20 20 For a moment of experience, claims in this section are sensitive to price changes, so they may be out of date. This section looks at the Call focuses. Their use can significantly change
the following lists. For golden charms, only acceptable bags of Dreadfowl, Spirit of the Spider, and the spirit of terror. All other bags are unacceptable because the next largest bag on the aforementioned list gives an implied relative compromise of more than 20 coins per point of experience (and much more than 20 coins in some cases).
For green charms, the only acceptable bags are Desert wyrm, Compost Mound, Beaver, Macaw, lbis (Bunyip is barely worse than lbises, subject to price changes), and fruit bat. All other bags are unacceptable. The fruit bat is far superior to the bunyip and requires only one higher level. For crimson delights, only acceptable bags of Spirit
Of Scorpion, Vampire Bat (just not Honey Badger), Pyrelord, bloated leech, smoke devil, granite lobster, cheaper Brawler/deacon demon (just not the Spirit of dagannoth), Wolpertinger, Pack Yak, and Mammoth Pack. For the blue charms, only acceptable bags of albino rat, bronze minotaur, iron minotaur, spirit of jelly, (only not steel
minotaur), Caramtulhu lord, Mithril minotaur, Adamant minotaur, and fiery titanium. How to make bags When making bags, you should have the charms you use, empty bags, perfume shards, and 25 tertiary ingredients. Because these techniques require a lot of running, you can have any weight-reducing equipment you have equipped or
use the terrorbird spirit for an endless run. The easiest way is to run between the bank and the call of the obelisk. The obelisks closest to the shore are in Taverli, the Menafos shopping district (Menafos is a little closer and easier to reach), and in the Amlodd district of Prifddinas. Taverley and Prifddinas Bank locations are next to the
home portal, so you can set your home to be in Taverley or Prifddinas and use the house teleport to cut down on your travel. Techniques using special teleports above the level of the 57 call, you can use the spirit of kyatt teleport near the Piscatoris call obelisk, and use a Tokkul-zo or duel ring in the bank. With this method, you can make
more than 2,700 bags per hour, making it one of the fastest ways to learn a call. Below the level of the 57 call, you can use the phoenix teleport lair and run northeast to the Piscatoris obelisk. If the player does not want to spend money on kyatt bags, they can use the natural grotto in Mort Myre Swamp. This method requires Tokkul-zo,
access to the fairy ring network, and the Mort Myre label unlocked from Temple Trekking (Total Follower Level 100). Start with TzHaar Fight Cave and use the fabulous ring for Canifis (code CKS). Run on and walk through the short path of the Mort Mir gate to the Nature Spirit Grotto. Make Make in the grotto, and a bank using Tokkul-zo.
This method is slower than the use of the kyatt spirit, but faster than running at the Pikkupstix house in Taverly. You can also use a balloon transport system to make bags in Waverley. Equip a duel ring and one magazine in your inventory, take a balloon to Waverley, make bags and then teleport to the bank in Castle Wars. Methods of
using the Beasts of Burden With great effort and several requirements, the Kyatt Spirit method can be surpassed by a normal bank working with burden beasts. There is a certain course of action required when using the beasts burden to make bags. To set up a stack of bags, charms and shrapnel should be the last three items in the
inventory. This method does not work if they are the first three elements, for example. In addition, the BOB interface should be open in the inventory view, preferably separate from the player's inventory interface or any teleportation interface. Here's the procedure for each trip. Get to fill your inventory and bob inventory with tertiary
ingredients. Run to the obelisk. Drop a number of tertiary items from one inventory, which is at least as large as the BOB capacity. (It's impossible with a pack of yak or a mammoth pack, and indeed, one can only wish to use the first 25 slots of these BOBs.) The fall should be done with the help of the action bar. Beware that some tertiary
ingredients don't have a drop as their default option is on the action bar. For such items, you need to abandon them by moving the bar of action at the bottom of the client (but not clicked to the bottom), so that the drop can be achieved by alternating left and right clicks without moving the mouse. Remove all items from BOB by pressing
the appropriate button on the interface. (It takes one click. Click on the obelisk to make the first batch of packages. Enter all the elements in bob by pressing the appropriate button on the interface. (It takes one click. Take all the sucking tertiary ingredients. This should be done using the robbery area so that picking up takes just one click
and one keystroke. Make a second batch of bags. Restocking, perhaps, with the help of a bank teleport. Other tips: Use The Surge ability right away. For example, there is right north of the chest of Ithell Bank on the way to the Obelisk of Amlodd. Use a mobile to whip. With tertiary ingredients, whose default option (on the Action bar) is
Drop, you can drag the item into multiple slots and tie them to the next keys on such as me, X, C on the WERTY keyboard. Thus, it is possible to give up 25 points 2 Games are ticking. Use the Bank pre-installation, which is set up to download BOB at the same time. The combination of a customized crystalline seed teleport and a quick
bank teleportation can improve this method. Replacing shrapnel with Amlodd can replace a complex reset procedure. Hard Tirannwn is recommended. Of course, this is a very unfeasible option for handbags such as the Spirit terrorbird bag, because their Grand Exchange value is much higher than their shard return value. This is a
somewhat absurd procedure that is easy to spoil, but it can be significantly productive. With Turtle Wars, Surge, Drop-by-default tertiary, bank presets, no mobile shakes, and no appeal focuses on the Amlodd area, 3,400 bags per hour possible (but quite a daunting task). With Pack Yak and Mobile To Whip, 4200 bags per hour may be
possible. This method can also provide a slight acceleration below the level of the 57Th Invocation using bull ant or Spirit terrorbird familiar. How many shards of alcohol do | buy? Since spirit shards can be sold back at the same price they have been purchased by either the in-store call or Taverley pet shop owner (who will buy shards in
guantities as much as 500), it's easier to take an educated guess as much shrapnel you need and sell any extras. With Bogrog, you can turn the bags you make back into spirit shards; The amount of shrapnel you get is usually 70% of the required shard room for the bag. Using this, the number of shards you need to initially buy can be
drastically reduced, however the effectiveness of this varies greatly with the number of shrapnel you originally have and the number of times you are willing to exchange your bags. In addition, some bags may cost more if sold rather than converted. See Calculators / Shard Swap. A formula that calculates an effective number of shards
that you own{7H{10K10}3}, is this: sum_ (1'i'n'n'times0.7'7'i-1) n'right) $S - initial number of shards n - number of trips to Bogrog i - Calculator option below can be used for this summation for any integer S, 0 < S < 2,147,483,647 and any inte N, 1 < N < 100: Pattern : Calculator: Shards of Bogrog Form - Result CalcForm - CalcResult
param Initial Shards 0'int Couples Trip to Bogrog-1'int Calculator requires JavaScript This text will be replaced when you send the form however, it becomes tedious to recalculate it continuously to find the required number of shards you need at the initial stage. It's much easier to decide first how many trips to Bogrog you're willing to
make, as the number of trips dictates what percentage of the increase you will eventually get (regardless of the initial count). Increase Can Be Seen Below: Travel Percentage Increase Divided by 00%1.00 2119%2.19 3153%2.53 4177%2.77 5194%2.94 6206%3.06 6206%3.06 8220%3.20 9224%3.24 10227%3.27 15229%3.29 20230
%3.30 25231%3.31 30232%3.32 Maximum possible number divided by 3 and third (3.333). As shown in the table, to get close to this number requires a lot of travel. Let's say you need 55,000 shards to reach a certain level, the first thing you need to decide is how many times you would be willing to visit Bogrog, which is usually 10 times,
no more than this increase in shrapnel is minimal; for example, doing 20 trips instead of 10 at the initial countdown of the shrapnel beginning 100,000 only gives an additional 6405 shrapnel. The number of trips you are willing to do is something you have to decide. With 10 trips, the increase is 227%, so the effective amount will be 327%
of the original amount, or 3.27 times the original amount. Then you divide 55,000 to 3.27 to get 16,820 (rounded). So to effectively have 55,000 shards while ready to make 10 trips to Bogrog you only initially need to have 16,820 shards of spirit. The calculations can be conveniently done with the software available on your computer. What
to do with bags (F2P) Some options only work well with some bags, some work only well depending on prices. You have to analyze the data and find out what is the best option for you. Method Benefits Disadvantages Sell on the Grand Exchange. Works for almost every bag and tends to get a fair price. Sometimes you may be forced to
wait for the bags to be sold. Exchange the Bogrog for the shards of the Spirit. (P2P) Sometimes you can save money on the Grand Exchange. You need a higher level than what it takes to make a bag. Throw a high-level alchemy spell at them. Can be a good way to learn Magic cheaply. It takes more effort and time that you can spend
teaching The Call. Many bags make more money by selling many other items are more profitable for alch than any bag Use bags for skills or fight. Often this will be a great way to make a lot of money from Learning Invocation. It takes a long time to pay back and will require much more capital invested in the Invocation. Selling and using
cash and then foreclosure when needed can be more effective. Make calling scrolls of bags. You get a little more experience/charm. In many cases, these scrolls will also cost a little more than bags. The extra time it takes to turn packages into scrolls may not be worth a trivial little extra experience. Alternative methods of gaining
experience Using alignment techniques that do not require charms, allows players to retain the most valuable ones for further use in a higher level of familiar. Distractions and Diversions Players Can Complete Events to Get Experience Appeal, including: Meet the Penguin Hide and Seek Tears Guthix Troll Invasion Completion Quests
Home Atrticle: The Quest Experience Awards - Calling Some Quests Giving Appeal Appeal For more information, please refer to the main article. Other important information Why are Arctic bears not listed? Arctic bears give only a little more experience per bag than barker toads, but they are much more expensive. In addition, their
secondary ingredient has a very low purchase limit, so it can be difficult to stock up. Why aren't there any abyssal bags on the list? They are usually hard to assemble, but because the abyss is a great place for magic and a range of trainers, you can pick up these charms as they drop two at a time, very often. It is not recommended,
however, to make these bags as the main method because of the collection time. Why aren't coupon animals listed? While the beast bag coupon is one bag that give a lot of experience to the game, in order to make coupon beast bags, coupon beast charms are needed. The only way to get these charms is to play Temple Trekking
Activities over and over again in the hope of encountering the nail beasts that falls them off. If players have talon beast charms, it is recommended that they use them, but coupon beast charms usually take more effort to get than any other charm in the game, so it is not recommended to list the ticket beast bags as your only option to gain
the experience. Why does he say wait so long before using blue charms? Blue charms give a lot of experience, and as it's easy to align with other charms at first, it's a waste of time to use your blue charms when you could get way to more experience in the long run by using them at higher levels. Why should golden delights be kept from
levels 28-51? There aren't many good gold charm bags on these levels, and it's best to use green charms and crimson charms at the moment. Why shouldn't the spirit of larupias be made when they are essentially the same as the spirit of graahks and the spirit of kyatts? Spirit larupias are in lower demand because they are not as useful,
so it is better to do others. Also the Spirit of kyatts can be used in the Piscatoris method of bag manufacturing. Why shouldn't ice titans be made when they are essentially the same as fiery titans and moss titans? Ice titans require both an air mascot and a water mascot for each bag, meaning they take more than twice as much time and
cost more money. What's the fastest way to make bags? Where's the nearest bank? As Temple Trekking updates, the quick method uses the obelisk of the Nature Grotto through the Mort Myre Gate label award from Temple Trekking. This will take you right outside the nature grotto, which is a few steps from the obelisk inside. To bank,
use the amulet of Edgeville fame and then use the Ring killing Fremennik Slayer Dungeon to Access to the Fairy Ring network, or simply use Tokkul-zo to teleport to the fighting cave both on the shore and access to fairy rings. Use the Fairy Ring CKS code to teleport you just steps north of the Mort World Gate. The fastest way to do is to
trade the noted ingredients with Pikkupstix in Waverley, buy them back, make bags and sell them Pikkupstix, repeating the process until the charm of the delivery is over. Although the fastest method for creating bags, with a usage rate of 14,000-16,000 charms per hour at full concentration, it is also a very expensive method and should
only be used by players with a significant number of coins. (57 Call required) - Another method is to summon your Kyatt spirit, click on the familiar, and use the Teleport option, it should take you just a few steps below the hatch where the appeal of the obelisk is located for making bags. I'll go into the hatch and create familiar bags. Then
teleport to the bank with one of the following, bank your bags, and repeat. An alternative to using Kyatt Spirit is to use the fabulous ring code AKS and bank in zinaris or Edgeville (the fabulous DKR ring code). (If you completed the Swan Song) - Either teleport to the Phoenix lair using a Phoenix teleport scroll or run into the Piscatoris
Fishing Colony. Link all your supplies (packages, shards of spirit, etc.) from your bank from Arnold Lydspor and run south until you reach the gate of the colony. Climb through the hole and run southeast to the Obelisk of the Invocation (marked by the Icon of the Invocation). Climb down the hatch, make your bags and/or, scrolls, repeat.
When Seren's Voice is active in the Amlodda clan area of Prifddinas, you get 120% (20% extra) experience for making bags and scrolls at the obelisk there. This obelisk is very close to the Ithell Clan jar, and is even closer to the teleportation of Amlodd from the seeds of a crystalline teleporter or its customized version (which can also be
used for teleportation directly back to the bank with Trahaearn or Ithell teleports). Little things After reaching level 17 can theoretically reach any level (even level 99) in one trip by making either spirit mosquito bags or giant chinchompa bags on the obelisk of Feldip Hills. Both of these familiars require stackable tertiary ingredients, allowing
the player to collect all the necessary charms and seconds for any level in one inventory. While technically possible, it requires a huge amount of preparation and time (includes getting all the blue charms, and buying a maximum of 10,000 bags at a time, from the Grand Exchange), and you'll have to give up all made bags or turn them into
scrolls, and doesn't have much of an advantage, so don't be offered. The player can also do this method by buying mitrigil seeds, collecting flowers and making mantis bags. In order to get taller to work, you also need to make bags in scrolls or swap them for shards (with the required level), otherwise the inventory will fill out the bags. A
way to avoid all the techniques above is to have all the charms, bags, and noted secondary elements at hand. Hand. or people can exchange you for inept secondary items for marked items, although such a phenomenon without reward is unlikely. See also Call money to make a guide /Call guide / Call
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