Vanquishing:  Quick Tips and Tricks
Note:  This book is written from a COTH perspective, and is more of a “heads-up” notification and less a comprehensive guide.
-

Terminology:

Vanquish:  To kill every above-ground foe in a hard-mode continental explorable area.

Region:  A general Geographical Region, such as Istan, Shing Jea Island, or [The Ruins of] Ascalon.

Map:  The specific map in question.

Size:  The average number of encountered foes without active quests.

Spike:  To deal a large quantity of damage in a short time.

Pressure:  To apply many hexes and/or conditions to the opposing party in an effort to overwhelm monks’ abilities and debilitate enemies’ capabilities.

Punishment:  To negatively impact the enemy when they execute something on you.  Many Punishment skills do not prevent the enemy action. [Example:  Empathy causes damage whenever the hexed foe attempts a physical attack, but does not interrupt the attack.]

Interrupt:  To prevent an action.  There are different classes of interrupts:  Action [everything, including wand attacks], Skill, Spell, Chant, Attack, etc.  It is important to bring the right interrupt for the right class of action.
-

Lesson 1:  Remember you are in hard mode.  Every single enemy you face has more attribute points than you, more health and energy than you, more armor than you,  and many receive other bonuses:  such as increased movement speed,  attack speed, natural health regeneration, or half hex/condition duration.  

-

Lesson 2:  Spike Deaths Happen.  The enemy just might gang up on one guy for a long time,  might harass your monks just enough to kill a party-member.  These things happen in hard mode,  don’t panic and drive on.  Death Penalty is fairly easy to work off as long as you don’t die too often.  Most of Crysania’s Hero deaths occurred in the first 10 seconds of a fight.

-

Lesson 3:  Clear your escape route.  Do not randomly chase after red dots.  Build a system and stick with it.  Crysania hugged walls and saved the middle of a map for last.  In hard mode, enemies will chase you compass lengths off of their patrol route.  You don’t want to set up a pincer attack for yourself.
-

Lesson 4:  Patience!  It is harder to retreat in hard mode,  so be patient with starting fights.  Pull if you have to,  cast some spells right before the fight begins if you have to,  but don’t rush in.

-

Lesson 5:  Watch out for roving patrols. If one tries to run by you, fight them!  If not, you’ll be spending time looking for them later.
-

Lesson 6:  With [very] rare exception,  whatever is underground does not count for vanquishing until it is above ground.  If you can avoid patches of map with no visible red dots,  do so.

-

Lesson 7:  Damage Prevention is very important.  Hard Mode foes will seek those with low health and armor [especially those with death penalty].  Remember Lesson 1 - Don’t simply try to out-muscle those who are statistically superior.

-

Lesson 8:  Pick one thing and maximize it.  Don’t try to do everything,  there isn’t enough space in 64 skills [8 people] to do everything.  Crysania had minimal single-target direct-damage skills, and usually 1 melee character.  Instead, Crysania maximized punishment through 3 mesmers, 2 mo/me, and pain inverter or you move like a dwarf as well as a [map depending] knock-down hammer warrior.  Crysania didn’t fight, as much as made them suffer for trying to fight.  That was her one thing.  Maybe your playstyle is lots of knockdowns?  Conditions galore?  Several beast-masters, thus raising the number of people who take damage?  Whatever it is, maximize it and build a team around it!
-

Lesson 9:  Have multiple teams that are good at different ‘one things.’  No one team of 8 will be well suited for all maps.  Crysania had her Domination-Mesmer Heavy Anti-Caster Punishment team [primary].  She also had an Illusion-Mesmer Heavy Anti-Physical Debilitation team [secondary].   She also had a Triple Searing-Flames E/Rt team for areas that mesmers wouldn’t be the best, or areas that were very crowded and needed the area damage. Each team, though, had a single maximized focus.

-

Lesson 10:  Runes, Insignia and Equipment!  Every member of a vanquishing team should be well equipped.  They already have an advantage over you,  no need to give them another one.

-

Lesson 11:  Individual Comfort.  Be comfortable with your various sets.  If you can’t hit the right button, you shouldn’t be vanquishing.  If you aren’t sure what your skills do, you shouldn’t be vanquishing.
-

Lesson 12:  Party Control.  Be able to move your party quickly.  Enemy area affect skills can wipe out all of your spell casters, and you need to be able to move your team away from area skills, be able to move your team to your rally point when you retreat.  There will also be fights you might want to flag your first three heroes away from the rest of the group.  Be able to cancel that quickly if needed.
-

Lesson 13:  Teamwork!  While in normal mode, a collection of people who are individually successful is often enough,  in hard mode a team that builds off each other works  better.  For example:  An Avatar of Balthazar Dervish with Heart of Holy Flame and Balthazar’s Rage will set people on fire quite a bit.  Team him/her up with someone who would benefit from an enemy on fire, such as a Paragon with ‘they’re on fire’ and/or a Fire Magic Elementalist.  Design a whole team, not just individual sets.  Another Example:  2-3 Knockdown Warriors with an Order Necro.
-

Lesson 14: Setting Aside Time.  Crysania’s times ranged from 30-60 minutes per map.
-

Lesson 15:  Inventory Space.  It was common for a backpack + a belt pouch being filled the majority of the time.

-

Lesson 16:  Priority Targets.  Set priority targets through your research before you fight.  Monks may not always be the largest issue.  Often, for Crysania,  Domination Mesmers [Warden of the Spirit, Roaring Ether] provided the most troubles as they are extremely difficult to interrupt and deal large amounts of armor ignoring damage to spell casters [the bulk of her party].  Each team composition will have different priority targets.
-

Lesson 17:  Have Fun!  This is a 50 hour+  journey, no need to be miserable the whole time.  Crysania rarely vanquished two maps in the same region back to back, so the scenery changed a lot.  That may work for you.  Alternately, developing a regional rhythm [as most foes are the same per region] and cruising through each map in the region may work for you.
-

Lesson 18:  The Below Map List.  Note:  Checklist in the book starts at 136.  This list will provide basic info and things to watch out for.  See individual map pages [on wiki] for more In depth research.  Size indicates number of foes without active quests.
-

Lesson 19:  In Prophecies, only the Watchtower Coast can’t be Vanquished by a 8 member party.  Skeptical?  Follow Along:

a) The Ascalon Route:  [Kryta] Temple of the Ages [8] -> Black Curtain -> Cursed Lands -> Nebo Terrace -> North Kryta Province -> Scoundrel’s Rise -> [Northern Shiverpeaks] Griffon’s Mouth -> Deldrimor Bowl -> Anvil Rock -> Iron Horse Mine -> Traveler’s Vale -> [Ascalon] Ascalon Foothills -> Diessa Lowlands* -> The Breach -> Old Ascalon -> Regent Valley -> Pockmark Flats -> Eastern Frontier!
* -> Flame Temple Corridor -> Dragon’s Gullet!

b) The Maguuma Jungle Route:  [Kryta] Temple of the Ages [8] -> Black Curtain -> Talmark Wilderness -> [Jungle] Majesty’s Rest -> Sage Lands -> Mamnoon Lagoon ->  Silverwood -> Ettin’s Back* -> Dry Top -> Tangle Root!

* -> Reed Bog -> The Falls!

c) The Crystal Desert Route:  [The Desolation] Ruins of Morah [8] -> The Alkali Pan -> Crystal Overlook -> [Crystal Desert] Arid Sea* -> Vulture Drifts -> Prophet’s Path -> Salt Flats -> Diviner’s Ascent -> Skyward Reach -> The Scar!

* The Desert has multiple connections, the above was one example.
Walking all those maps would be time consuming, but it can be done!
-

Lesson 20:  Even in Hard Mode, fights should still be relatively short.  If the first couple fights are drawn out and difficult,  go back to the outpost and re-evaluate your team.
-

Lesson 21:  Research!  Take a peek at wiki, and take a look at the make-up of the enemy spawns.  If the map is mostly warriors and rangers, don’t bring your anti-spell team!
-

Lesson 22: Don’t underestimate enemy front rows!  The enemy front row may not have all the huge spike or area skills, but the pressure they add may be the line between life and death.  Many casters, when pressured from melee, will run about in hopes to shift attention away from themselves.  Running monks don’t cast.
Tyrian Vanquisher:
Region: Ruins of Ascalon 
[E] Stone Fury has Eruption [Blind].

[E] Stone Elemental has Eruption [Blind]. 

[Me] Storm Riders have Backfire, and Panic.

[Mo] Grawl Ulodyte are fairly potent monks and should be dealt with swiftly.

[Me] Shatter Gargoyle has Crippling Anguish

Many Charr have area effect skills [cyclone axe, ignite arrows, fire storm, etc] and can be more difficult with fewer monks.  Flag accordingly.
Note:  Coming from Temple of the Ages is time consuming,  but one can have a party size of 6 coming from Yak’s Bend.
Map: 
Ascalon Foothills.  Size 51-59.  
Map: 
Diessa Lowlands. Size 271-393. 
Map:
Dragon's Gullet.  Size 117-176.  
Map:
Eastern Frontier.  Size 180-216. 
Map:
Flame Temple Corridor. Size 96-122. 
Map:
Old Ascalon.  Size: 200-291.  
Map:
Pockmark Flats.  Size: 146-234.
Map:
Regent Valley.  129-178.  Note: [E] Renegade Elementalists are unique to this area and can give smaller parties trouble.
Map:
The Breach.  100-134.
Region:  Northern Shiverpeaks 

[Mo] Shiverpeak Protector are competent monks.  Condition-Based parties and parties without enchantment removal will find these difficult in numbers.

[W] Summit Beastmaster has Giant Stomp.

[Mo] Dolyak Riders have Mark of Protection.  It is wise to shift targets when this is cast.

[Me] Stone Summit Sage has Crippling Anguish, Empathy, and Shatter Enchantment.

Map:
Anvil Rock.  Size: 209-229.  Note:  Groups of Minotaurs patrol in *very* large circular patterns.  If you’re having trouble finding them, try turning around and running in the opposite direction.
Map:
Deldrimor Bowl.  Size: 150-210.  Note: Be Prepared for large numbers of Shiverpeak Protectors.  Note:  If the vanquish reward is not given, slowly approach the Griffon’s Mouth Portal [without entering].  Sometimes a group of ettins spawn behind the portal and die trying to get to you, giving you the reward.
Map:
Griffon's Mouth. Size: 43-52.
Map:
Iron Horse Mine.  Size: 160-194.
Map:
Traveler's Vale. Size: 163-191. 
This is madness!  This is Krytaaaaaaaaa!
Note:  Having Active War in Kryta quests will change all maps.  Recommend Vanquishing Before or After War in Kryta, NOT during.

Note:  All Krytan Outposts are Party size 6 except Temple of the Ages [8].  Most maps can be vanquished with 8 instead.

[E] Smoke Phantom has Blinding Flash.
[R] Oakheart has Dust Trap [Blind].
[Me] Reed Stalker has Clumsiness, Power Leak and Sympathetic Visage.

[Mo] Skeleton Monks have Vengeance.

[Me] Skeleton Mesmer has Ineptitude and Shatter Hex.
[E] Skeleton Sorcerer has Blinding Flash and Earthquake.
[Me] Mergoyle has Power Block and Spirit Shackles.

[N] Bog Skale has Spiteful Spirit.

 [N] Bog Skale Blighter has Chilblains.
[Me] Caromi Tengu Wild has Cry of Frustration, Ineptitude, and Shatter Enchantment.

[Me] Caromi Tengu Seer has Cry of Frustration, Ineptitude, and Shatter Enchantment.

[N] Bone Dragon has Choking Gas and Deafening Roar [Dazed].

Map:
Cursed Lands.  Size:  75-80. 
Map:
Kessex Peak.  Size: 156-197.  Note:  The Cult of Verata spawn here.  This includes [R] Eyes of Verata with Choking Gas,  [Mo] Shepherd of Verata with Healing Hands and Divine Healing, Apprentice of Verata with Grenth’s Balance, and Sage of Verata with Migraine.  Patience and Pulling highly recommended.  Do not bring minions.
Map:
Nebo Terrace.  Size: 140-150.  
Map:
North Kryta Province. Size: 165-212.
Map:
Scoundrel's Rise. Size: 65-105.
Map:
Stingray Strand.  Size: 150-170.  Historical Note:  The lone access to Fisherman’s Haven is here but is not required for Legendary Cartographer.
Map:
Talmark Wilderness.  Size: 190-248.  Note:  If Prophecies/Eye of the North is Completed but not War In Kryta,  this map may be the War In Kryta Spawn anyway.
Map:
Tears of the Fallen. Size: 64-71.  Note:  In the southwestern corner lie a group of Bog Skale Icetooths that is easy to miss. 

Map:
The Black Curtain.  Size: 191-294.  Note:  Some Bogs inflict poison, others do not while appearances are the same.
Map:
Twin Serpent Lakes.  Size:  169-194 .  Note:  White Mantle Spawn here.  The [Me] White Mantle Sycophant has Empathy, Energy Surge, Guilt, Shame, and Shatter Enchantment.

Map:
Watchtower Coast.  Size: 142-176.  Note:  Only explorable area that cannot be vanquished by Party size 8.
Region: Maguuma Jungle 

Note:  [E] Thorn Stalkers have Stoning, but no way to inflict weakness by themselves.  [N] Fevered Devourers have Enfeebling Blood and Virulence.  Alter Tactics accordingly.

[R] Maguuma Spiders have Punishing Shot, a 5 sec. recharge conditionless interrupt attack.  While fairly harmless individually, in numbers the interrupts can be debilitating.

[N] Moss Scarab has Vampiric Touch [which isn’t a spell and thus hard to prevent].
[Me] Wind Rider has Arcane Conundrum, Cry of Frustration and Shatter Enchantment.  Note:  In groups, Wind Riders can destroy clusters of enchantment-based spell-casters quickly.  Flag Accordingly.

[N] Jungle Skale has Deathly Swarm and can be hazardous if given too low of a priority.

Map:
Dry Top. Size: 52-61.
Map:
Ettin's Back.  Size:  167-221.  Note:  Thorn Stalkers have long patrol routes, it may be necessary to turn around and search the other way.
Map:
Majesty's Rest.  Size:  44-85.  Note: Coming from the Temple of the Ages allows a party size of 8.  Note:  This is home to Rotscale,  and the entire vanquishing party should be built to kill it, and the escort.  Note:  Favor of the gods allows for the purchase of blessings from Balthazar near Rotscale.  Note:  Consumables recommended.  Note:  Unyielding Aura, Lively Was Naomei, and Restoration, can be cast away from Frozen Soil and then used to resurrect people within the effect zone of Frozen Soil. 
Map:
Mamnoon Lagoon.  Size:  55-95.  Note:  Wind Riders patrol the lagoon in opposite directions.  Backtracking may be required to vanquish all patrols.
Map:
Reed Bog.  Size: 61-107.
Map:
Sage Lands.  Size: 168-295.
Map:
Silverwood. Size: 198-217.  Note:  A Patrol of Maguuma has a large patrol route in the west of the map, and can be easily missed.  Note:  A single Wind Rider is near the fountain in the North/Northeast and can be easily missed.
Map:
Tangle Root.  Size: 196-236.  Note:  Most Jungle Trolls have underground support.
Map:
The Falls.  Size:  284-325.
Region:  Crystal Desert
Note:  Portions of the Desert contain empty space and small groups with large patrol routes.
[N] Jade Scarab has Chilblains.

[W] Minotaur has Endure Pain and Healing Signet.  While not difficult, they can be time consuming.

[Me] Storm Kin has Clumsiness, Crippling Anguish, Power Drain and Shame.
[N] Marrow Scarab has Vampiric Touch, Plague Touch, and Virulence.

[Me]  Losaru Windcaster has Backfire, Chaos Storm, Diversion, and Panic.  Note:  Casters should approach them with caution.

[R] Enchanted Bow has Concussion Shot [Dazed],  Throw Dirt [Blind] and Debilitating Shot [Energy Loss].

[N] Sand Giant has Plague Touch, Vampiric Touch, and Giant Stomp.

Map:
Diviner's Ascent.  Size: 108-156.  Note:  A Hydra boss and Escort has a large patrol route,  intercept at earliest possibility.
Map:
Prophet's Path.  Size: 214-316.  Note:  Kepkhet Marrowfeast spawns here.  Highly Recommend Ranged Tactics for her and her escort. 

Map:
Salt Flats.  Size:  180-251.
Map:
Skyward Reach. Size:  160-180.  Note:  groups of Desert Griffons may be found near Augury Rock, that could otherwise be missed.
Map:
The Arid Sea.  Size: 88-135.  Note:  A group of hydra walk along the edges of the map.  If you cannot find them, try turning around and running the other way.
Map:
The Scar.  Size:  233-265. 

Map:
Vulture Drifts.  Size: 222-258.  Note:  A group of hydra walk along the edges of the map.  If you cannot find them, try turning around and running the other way.

Region:  Southern Shiverpeaks
[W] Summit Giant Herder has Giant Stomp.

[Mo] Dolyak Riders have Mark of Protection.  It is wise to shift targets when this is cast.

[Me] Stone Summit Heretic has Crippling Anguish and Shatter Enchantment.

[W] Tundra Giant has Giant Stomp.

[Mo] Blessed Griffon has Balthazar’s Aura and Spell Breaker.

[E] Ice Imp has Maelstrom and Mind Freeze.

[N] Grawl Crone has Plague Signet and Chilblains.
[Me] Avicara Wise has Ineptitude.
Map:
Dreadnought's Drift.  Size: 112-124.  Note:  Foes are densely packed, be careful not to Over-Aggro. Note:  Many groups contain multiple Dolyak Riders, and would make fights difficult for unprepared parties.
Map:
Frozen Forest. Size: 306-321.  Note:  Some Jade patrol the eastern portion of the map in a large patrol route.  Be on the lookout for them!
Map:
Grenth's Footprint. Size: 220-260.  Note:  Map Contains [Mo] Priest of Sorrows, [Me] Summit Taskmaster and should be given high priority. 

Map:
Ice Floe.  Size: 189-224.  Note:  Map Contains Mursaat Patrols,  wear infused armor!  Note:  Sometimes Mursaat Patrols combine.
Map:
Icedome.  Size:  138-141.  Note:  Many patrol routes overlap, pull!
Map:
Lornar's Pass.  Size: 260-300.   Note:  Not Recommended with Party Size 6.  Note:  Many Frost Wurms make travel slow in portions of the map.
Map:
Mineral Springs.  Size: 182-210.  Note:  The Temple of Lyssa is inhabited, with foes behind it as well, be sure not to miss it!
Map:
Snake Dance. Size: 303-416. 

Map:
Spearhead Peak.  Size: 206-226.
Map:
Talus Chute.  Size: 384-415.  Note:  A patrol may go through the Icedome portal,   if this happens, after all else is vanquished, stand near the portal and watch them walk away.  When they go far enough, they will “die” and you will receive the reward.
Map:
Tasca's Demise.  Size: 78-107. 

Map:
Witman's Folly. Size: 88-111.
Region: Ring of Fire Islands 
[E] Drake has Flame Burst and Lava Font.  Recommend spacing between party members, or good tank efforts.
[N] Dark Flame Dryder has Chilblains.

[Me] Phantom has Cry of Frustration, Drain Enchantment, Power Drain, and Power Leak.

[E] Mahgo Hydra has Meteor Shower.

Jade Armor and Jade Bow have Spectral Agony, Recommend wearing Infused armor.

[Me] Breeze Keeper has Empathy, Migraine, and Power Spike.
Map:
Perdition Rock.  Size: 217-246.
Canthan Vanquisher:

Region: Shing Jea Island 

Note: Afflicted Soul Explosion is Armor-Ignoring AoE.

 [Me] Crimson Skill Ether Fiend has Crippling Anguish.

[Me] Crimson Skull Mentalist has Crippling Anguish.

[Rt] Naga Witch has Spirit Rift.

[Rt] Naga Bone Collector has Spirit Rift.

[Me] Dragon Lilly has Diversion.

Map:
Haiju Lagoon.  Size: 158-205.
Map:
Jaya Bluffs.  Size: 182-202.
Map:
Kinya Province.  Size: 88-146.
Map:
Minister Cho's Estate.  Size: 200-218. Note:  [E] Sickened Servants have Breath of Fire and Star Burst, flag accordingly.  Note:  in the Northeast,  walk beyond the coast to see islands with enemies.
Map:
Panjiang Peninsula.  Size:  145-200. 

Map:
Saoshang Trail.  Size:  28-37. 

Map:
Sunqua Vale.  Size:  105-152.
Map: 
Zen Daijun. Size: 1-166.  Note:  Spawn of 1 for Factions characters only after an unwelcome guest.
Region: Kaineng City 

Note: Afflicted Soul Explosion is Armor-Ignoring AoE.

[R] Afflicted Ranger has Broad Head Arrow.
[Mo] Afflicted Monk has Ray of Judgment.
[A] Afflicted Assassin has Shadow Form.

[Rt] Afflicted Ritualist has Flesh of My Flesh, and Spirit Transfer.  Note:  Afflicted Ritualists should be given high priority when practical.
[W] Jade Brotherhood Knight has Triple Chop and Cyclone Axe.  Note:  J.B. Knights in groups can cause significant trouble for clustered spell-casters.

[Me] Jade Brotherhood Mesmer has Empathy and Expel Hexes.  Note:  A pair or more of J.B. Mesmers are able to keep their team virtually hex-free.

[E] Jade Brotherhood Mage has Double Dragon and Dragon’s Stomp.

[N] Stone Scale Kirin have Tainted Flesh.  Note:  Individually, Tainted Flesh is a minor concern, but can easily be a part of pressure-related tactics to keep monks busy.

[N] Rot Wallow has Vampiric Gaze and Vampiric bite and can be hazardous in groups.  Note:  Rot Wallows also knock down party members on critical hits.
[Rt] Yeti has Consume Soul, making those with spirits and minions less effective.

Note: All Shiro’ken have Song of the Mists, providing enemy energy regeneration and health steal.  Less of a threat in small numbers, however.

[Mo] Shiro’ken Monk has Spell Breaker and Spell Shield.

[Me] Shiro’ken Mesmer has Arcane Languor, Diversion, and Shatter Hex.

[E] Shiro’ken Elementalist has Obsidian Flame, Sliver Armor and Star Burst.

[E] Temple Guardian has Bed of Coals and Double Dragon.  Note:  Only causes problems to lowly-armored clustered parties.

[Mo] Mantid Monitor has Shield of Regeneration and Spirit Bond.  Note:  Mantid Monitors are potent anti-spike protection monks,  recommend area attacks and/or enchantment stripping.
Map:
Bukdek Byway.  Size: 1-228.  Note:  Reference Wiki Page for Active-Quest Information.
Map:
Nahpui Quarter. Size: 96-112.
Map:
Pongmei Valley. Size: 140-163. 

Map:
Raisu Palace.  Size:  244-264. 

Map:
Shadow's Passage.  Size:  6-22.  Note: Not a Typo.
Map:
Shenzun Tunnels.  Size: 207-256. 

Map:
Sunjiang District: Size: 196-210.
Map:
Tahnnakai Temple: Size:  121-130.  Note:  Mission area is empty.  Note:  Enemies are spread across multiple altitudes,  exercise caution when examining the map.

Map:
Wajjun Bazaar:  Size: 210-264.  Note:  Can be reduced through active quests,  reference wiki.
Map:
Xaquang Skyway: Size:  140-180.
Region: Echovald Forest 

[Mo] Dredge Gardener has Boon Signet and many protection prayers enchantments.

[N] Stone Reapers have Chilblains.

[E] Stone Rain have Shockwave.  Note:  Hard Mode shockwave can be a considerable spike if adjacent to foe.
[N] Fungal Wallow has Vampiric Gaze and Vampiric bite and can be hazardous in groups.  Note:  Rot Wallows also knock down party members on critical hits.

[E] Warden of Earth has Churning Earth and Shockwave.

[Rt] Warden of the Spring has Spirit Light and Splinter Weapon, making them effective as a support character.

[Rt] Warden of the Summer has Spirit Light, Splinter Weapon and Consume Soul.  Note:  Minion/Spirit Masters proceed with caution.

[Rt] Warden of Seasons has Spirit Light, Splinter Weapon and Consume Soul.  Note:  Minion/Spirit Masters proceed with caution.

[Me] Warden of the Mind has Cry of Frustration,  Shatter Enchantment, and Shatter Hex.

[Me] Warden of the Spirit has Cry of Frustration,  Shatter Enchantment, Shatter Hex, and Energy Surge.  Note:  Poses significant threat to casters.  Pairs or more can pose a direct threat to clusters of casters.

[Rt] Pain Hungry Gaki has Pain, Bloodsong and Painful Bond.  Note:  Capable of smaller-scale spirit spike.

[Rt] Skill Hungry Gaki has Disenchantment, Dissonance, Shadowsong.  Note:  Dervishes vulnerable to all three.
[Mo] Mantis Mender has Empathic Removal.
[Me] Mantis Dreamweaver has Conjure Nightmare and Crippling Anguish.

[E] Mantis Stormcaller has Maelstrom and Obsidian Flesh.

Map:
Arborstone.  Size: 245-353.
Map:
Drazach Thicket.  Size:  207-281.
Map:
Ferndale.  Size:  225-346.  Note:  Some Silver Patches of Fungus cause Stone Spores. 
Map:
Melandru's Hope. Size: 257-221.  Note: Many patrols come to and fro the area near the twin-boss [Rot Foulbelly + Nundak The Archer] patrol route in all different directions.  Be sure to search carefully.
Map:
Morostav Trail.  Size:  278-316.  Note:  Exercise caution approaching Arbor Earthcall. 

Map:
Mourning Veil Falls.  Size: 190-244.  
Map:
The Eternal Grove.  Size:  226-256.  Note:  Exercise caution approaching Flower Spiritgarden. 

Region: The Jade Sea 

[E] Rockhide Dragons have Dragon’s Stomp and Gale.

[E] Saltspray Dragon have Ride the Lightning.  Note:  Pull cautiously, numbers of these are capable of spike-killing a target.

[Mo] Scuttle Fish have Balthazar’s Aura.

[Rt] Irukandji have Disenchantment, Pain, and Soothing.
[R] Naga Archer has Concussion shot.

[Mo] Luxon Monks are Word of Healing Monks.

[N] Luxon Necromancers have Suffering and Lingering Curse, enabling them to pressure clusters of party members.

[N] Outcast Deathhand has Chilblains.

[Rt] Outcast Ritualist has Vengeful Was Khanhei.  Note:  VwK is more anti-physical in nature.

[Me] Kraken Spawn has Clumsiness, Illusion of Pain and Expel Hexes.

[Me] Leviathan Eye has Clumsiness, Echo and Power Drain.

Map:
Archipelagos:  Size:  156-237.
Map:
Boreas Seabed:  Size: 160-237.  Note:  Exercise caution when attempting to vanquish the Guild of 1,000 Daggers in the Northeast.
Map:
Gyala Hatchery:  Size:  183-209.  Note:  Many species in the Southwest are hostile to each other here.
Map:
Maishang Hills:  Size:  153-268.  
Map:
Mount Qinkai:  Size:  130-190.
Map:
Rhea's Crater: Size: 230-271.  Note:  Many patrols are hostile to one another. 

Map:
Silent Surf: Size: 231-283.  Note:  Home to [Me] Jade Torn Kirin that has Backfire, and Shared Burden.
Map:
Unwaking Waters:  Size: 134-155.  Note:  Some spawns have a chance to appear beyond accessible terrain,  only ranged, no line-of-sight, tactics will work on these foes.
 
Elonian Vanquisher:

Region: Istan
Note:  Few creatures here pose a significant threat to a prepared party.
Map:
Cliffs of Dohjok:  Size: 84-201.  Note:  Leaving from Beknur Harbor or Blacktide Den will allow a party size 8.
Map:
Fahranur, The First City:  Size: 195-220.
Map:
Issnur Isles:  Size: 339-361.
Map:
Lahtenda Bog:  Size:  356-400.  Note:  Difficulty of this map is higher than surrounding maps.  Note:  Condition removal is recommended.
Map:
Mehtani Keys:  Size: 210-281.
Map:
Plains of Jarin:  Size: 188-214.
Map:
Zehlon Reach: Size 222-264.
Region: Kourna 
[E] Stone Shard Crag has Sandstorm, Ebon Hawk and Stoning.

[Me] Crested Ntouka Bird has Clumsiness, and Arcane Conundrum.  Note:  No Spell Interrupts.

[D] Rampaging Ntouka has Banishing Strike.  Note:  Banishing Strike deals 2x damage against Spirits and *4x* damage against Minions.

[R] Kournan Bowman has Infuriating Heat.  Note: As Infuriating Heat is an Environmental Spirit, Allies receive extra adrenaline per hit.

[R] Kournan Spotters will initiate battle from 2x-3x normal aggro range.

[Me] Kournan Seer has Drain Enchantment, Enchanter’s Conundrum, Shatter Enchantment and Power Spike.  Note:  Possesses significant enchantment denial.  Note:  In pairs or more, can deliver significant spike through Enchanter’s Conundrum.

[E] Kournan Scribe has Meteor.

[N] Mandragor Imp has Chilblains and Ravenous Gaze.  Note:  Can be hazardous to grouped party members.

[Me] Mirage Iboga has Crippling Anguish and Soothing Images.

[E] Immolated Djinn have Searing Flames and Liquid Flame.

[Mo] Blue Tongue Heket has Word of Healing.

[E] Frigid Kuskale has Deep Freeze.

Map:
Arkjok Ward:  Size: 286-375.
Map:
Bahdok Caverns:  Size:  264-304.  Note:  Approach Joknang Earthturner with caution.  Note:  This map does not count for Cartographer. 

Map:
Barbarous Shore:  Size: 158-201. Note:  Over-Aggro is comparatively easy in the South-Western portion of the map.  Pull accordingly. 

Map:
Dejarin Estate:  Size: 230-268. 

Map:
Gandara, the Moon Fortress:  Size: 62-124. 

Map:
Jahai Bluffs: Size: 261-310.  Note:  The North-Eastern area with Kournan Elite should be approached cautiously.
Map:
Marga Coast: Size: 254-343.
Map:
Sunward Marches:  Size: 278-315.  Note: This map contains a large roving patrol of Rampaging Ntouka.  This group will cause significant troubles for clusters of unprepared allies.

Map:
The Floodplain of Mahnkelon:  Size: 206-285. 

Map:
Turai's Procession:  Size: 163-262.

Region: Vabbi 
[Mo] Blue Tongue Heket has Word of Healing.

[E] Kournan Scribe has Meteor.

[R] Kournan Bowman has Infuriating Heat.  Note: As Infuriating Heat is an Environmental Spirit, Allies receive extra adrenaline per hit.

[R] Kournan Spotters will initiate battle from 2x-3x normal aggro range.

[Me] Kournan Seer has Drain Enchantment, Enchanter’s Conundrum, Shatter Enchantment and Power Spike.  Note:  Possesses significant enchantment denial.  Note:  In pairs or more, can deliver significant spike through Enchanter’s Conundrum.

[Mo] Margonite Cleric has Spell Breaker.

[E] Margonite Sorcerer has Invoke Lightning.

[Me] Roaring Ether has Energy Burn, Energy Surge, Mistrust, and Resurrection Signet.  Note:  Roaring Ether can significantly harm offensive casters, and those standing nearby.  Pairs or groups of 3 can easily cause large amounts of damage to the entire back row.

[E] Ruby Djinn has Searing Flames and Liquid Flame.  Note:  It is recommend to not stand in groups when fighting Ruby Djinn.  Note:  3 Roaring Ether and a Ruby Djinn can cause a party wipe if unprepared.

[Mo] Skree Griffin has Healer’s Boon.
[Me] Mirage Iboga has Crippling Anguish and Soothing Images.

[D] Enchanted Brambles has many skills that cause conditions to multiple foes,  particularly lessening the effectiveness of physical characters.

[N] Bull Trainer Giant has Toxic Chill and Giant Stomp.

[N] Behemoth Gravebane has Toxic Chill, Suffering, Animate Bone Minions and Death Nova.  Note:  Behemoth Gravebane can spread large amounts of degen to party members.

Map:
Forum Highlands:  Size: 243-334.
Map:
Garden of Seborhin: Size: 214-307.
Map:
Holdings of Chokhin: Size: 221-248.  Note:  There are no foes within the halls.
Map:
Resplendent Makuun.  Size:   157-198.
Map:
The Hidden City of Ahdashim.  Size: 195-257.
Map:
The Mirror of Lyss.  Size:  159-260.  Note:  The boss Yammiron [Me] and Roaring Ether Escort are particularly dangerous to grouped casters.  Note:  In the Central area of the map,  near the southern edge of the lake is a group of beetles that is easily missed.
Map:
Vehjin Mines.  Size:  138-204.  Note:  Unique home to [Me] Cobalt Scabara that has Hex Eater Vortex and Mistrust. 

Map:
Vehtendi Valley.  Size:  241-259. 

Map:
Wilderness of Bahdza. Size:  156-176.  Note:  Recommend completing all quest chains here prior to vanquishing. 

Map:
Yatendi Canyons.  Size:  191-232.  Note:  The South-West portion of the map is dense with boss groups.
Region: The Desolation 

[E] Sandstorm Crag has Sandstorm.

[E] Ruby Djinn has Searing Flames and Liquid Flame.  Note:  It is recommend to not stand in groups when fighting Ruby Djinn. 

[R] Nomad Giant has Giant Stomp.

[N] Sadistic Giant has Chilblains and Giant Stomp.

[W] Blade of Corruption has Hundred Blades and Burst of Aggression.  Note:  Effectiveness decreases considerably against non-clustered targets.

[R] Arm of Insanity has Barrage, Debilitating Shot, Lightning Reflexes and Quickning Zephyr.

[N] Shadow of Fear has Animate Shambling Horror, Death Nova and Jagged Bones.

[E] Carven Effigy has Gale and Obsidian Flesh.

[R] Awakened Gray Giant has Choking Gas, Concussion Shot, Debilitating Shot and Quicksand

[Mo] Awakened Acolyte has Renew Life, Scourge Healing and Signet of Judgment.

[Me] Awakened Thought Leech has Cry of Frustration and Hex Eater Vortex.

[P] Awakened Cavalier has Signet of Return and We Shall Return.

[E] Rain of Terror has Deep Freeze and Mind Freeze.
Map:
Crystal Overlook:  Size: 190-201.  Note:  Wurm form can only be used in the center of the map.
Map:
Joko's Domain:  Size:  326-438.
Map:
Poisoned Outcrops:  Size: 176-277.
Map:
The Alkali Pan:  Size: 281-323. 

Map:
The Ruptured Heart: Size:  236-243.  Note:  The central area of the map as many overlapping patrols.
Map:
The Shattered Ravines: Size: 282-347.
Map:
The Sulfurous Wastes:  Size: 237-421.  Note:  There are foes on a North-Western Plateau.  A nearby pillar must be knocked down via Junundu Smash which requires adrenaline.  You will be unable to complete the vanquish without knocking down that pillar to access the plateau.
Self-Heals:  While it is tempting to just throw 8 attack skills on the bar and run out the portal,  skills that help you gain health and energy are often a difference between surviving and dying.  Here are some skills to ponder!

Note:  Not a comprehensive list. 

Health Gain:

-Warrior: 

 Healing Signet 

 Lion's Comfort 

 -Ranger: 

 Heal as One
 Troll Unguent 

 -Monk:
Many Monk Skills!
-Necromancer:
 Hexer's Vigor 

 Signet of Lost Souls 

 Soul Feast 

 Taste of Pain 

 -Mesmer:
 Ether Feast 

 Drain Enchantment 

 Mantra of Signets 

 Illusion of Weakness 

 -Elementalist:
 Aura of Restoration 

Ether Renewal 

 Glyph of Restoration 

 -Assassin:
 Death's Charge 

 Death's Retreat
 Feigned Neutrality 

 Heart of Shadow 

 Shadow Refuge 

 Shadow Sanctuary 

 -Ritualist:
 Generous Was Tsungrai 

-Paragon:
 Leader's Comfort 

 Signet of Synergy 
"Help Me!" 

 -Dervish:
 Avatar of Dwayna 

 Balthazar's Rage 

 Dwayna's Touch 

 Faithful Intervention 

 Mystic Regeneration 

 Mystic Vigor 

 Natural Healing 

 Pious Renewal 

 Pious Restoration 

 Signet of Pious Light 

 Twin Moon Sweep 

 Victorious Sweep 

 Vital Boon 

 -PvE Skills:
 Ebon Escape
Elemental Lord
Energy Gain:  Note: Does not cover adrenaline.
-Warrior: 

Auspicious Blow
Counterattack

Flourish

Warrior’s Endurance

-Assassin:

Critical Eye

Critical Strike

Golden Lotus Strike

Lotus Strike

Way of the Lotus

-Ranger:

Marksman’s Wager

Ferocious Strike

Scavenger Strike

Melandru’s Resilience

-Monk:

Balthazar’s Spirit

Defender’s Zeal

-Necromancer:

Angorodon’s Gaze

Foul Feast

Reaper’s Mark

Signet of Lost Souls

Blood Ritual

Blood is Mother@#$%ing Power

Consume Corpse

-Mesmer:

Guilt

Shame

Arcane Conundrum

Attribute: Inspiration Magic

-Elementalist:

Attribute: Energy Storage

Air/Fire/Earth/Water  Attunement
Shock Arrow

Glow Stone

Glowing Gaze

Glowing Ice

Mind Blast

-Ritualist:

Energetic Was Lee Sa

Boon of Creation

Essence Strike

Renewing Surge

-Paragon:

Aria of Zeal

Zealous Anthem

-Dervish:

Eremite’s Zeal

Pious Renewal

Zealous Renewal

Radiant Scythe

Zealous Sweep

Zealous Vow
-All:
Zealous Weapon.  Note:  Zealous weapons need to hit once every 3 seconds to break even,  any more than that is energy gain.
Just a few notes, eh?  :)
-Crysania
