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Introduction  
 

Mighty atop his throne, King Amvrysseas  ruled over the kingdom 

of Amvros . Commanding steel and mind, the Power of the King  

was unmatched. And coveted by many.  

A conspiracy of mages  attempted to overthrow the King and 

steal his Power . They corrupted his knights. Commanded 

terrifying monsters. And evoked horrors beyond all 

comprehension.  

Thus began the Witching War . 

Four mages pulling the strings of corruption.  

Zerfalon the Illusionist  swayed the Order of the Elk Knights 

against the King.  

Tip'Lezar the shaman  of the Mergont Wildmen, cut off the roads 

to the outer fortresses so that reinforcements would never 

arrive.  

Tul Akash the Blood Mage , rallied the monsters driven out by 

the King and unleashed them upon the subjects of Amvros.  

Nopar - Tel the Black Wizard , pulled the strings of conspiracy 

and brought an unimaginable curse upon the kingdom.  

But King Amvrysseas would not suffer the conspiracy to succeed.  

He commanded his Left Hand , Milon the Tempest  to gather the 

strongest warriors and form a guild of witch hunters . 

The king's sister , Aelia the Crimson Witch  sewed magical capes to 

protect the witch hunters. The Crimson Capes , dyed in the blood 

of the King's enemies, were the last stand against the Conspiracy 

of Mages.  

At the final days of the Witching War, the conspirators went 

into hiding.  

But the Crimson Capes were inevitable.  
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Beginning  

Cultist Village  

While hunting for a necromancer, Milon  finds himself at a village deep 

in the forest. He asks a young boy named Tanasvos  if there is a witch 

doctor at the village and the boy points him towards the right 

direction.  

Here you will deliver the Law of the King  to the cultists that protect 

the necromancer. You will learn the basics of combat and how to 

traverse the game’s world.  

At the end of your mission,  you will fight the necromancer Bin’Esh and 

you will learn the power of your Crimson Cape.   

Interface  

This section explains the user interface and what every element means.  

Health : Your health. If the red bar is depleted, your hero will die.  

Charge : Your charge. This resource is consumed when you cast your 

Cape’s Recall or when you perform a Combat Discipline.  

Discipline : Your combat discipline. Each hero starts with the “ Flourish ” 

discipline and they can unlock more with Experience while resting.  

Item Belt : Here you will see what consumable items you have equipped.  

Multiplayer State : If you engage in multiplayer, you will see this icon 

change colors, depending on your preferred role.  
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Controls  

Normal Attacks  

There are two kinds of normal attacks: Light and Heavy.  

Light attacks are faster, making them harder to deflect, but they deal 

less damage and if an enemy deflects a light attack, you will get 

parried.  

Heavy attacks are slower, and easier to deflect, but they deal more 

damage and even if they get deflected, you will not be open parried.  

 

Defensive Actions  

You can either Dodge or Deflect an incoming attack. Physical attacks 

can always be deflected, but magic attacks can only be dodged.  

If you deflect an enemy who is out of stamina, you will parry them, 

opening them for critical damage.  

 

Composite Attacks  

Each hero can unlock up to four composite attacks. These moves have 

special abilities like inflicting bleed or daze, being unblockable, or 

draining enemy stamina.  

To perform a composite attack, after you unlock it, you have to press a 

direction button (up or down) and Light or Heavy attack.  

 

Combat Disciplines  

All heroes start with the “ Flourish ” combat discipline and can unlock 

up to four more. Once you unlock your first discipline, you can scroll 

over them during gameplay.  

Each Discipline unlocks a special move that is performed in two parts: 

first you press the Discipline Button to perform the Discipline and 

then Light or Heavy attack to execute the finisher.  

 

Consumable Items  

You can carry up to four consumable items and scroll through them.  

Each item has a different carry cap. For example, you can carry up to 

Three Turquoise Petals, Nine Throwing Knives and One Kobold Brew.  

You can use your current item at any time during gameplay.  
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Controls Layout  

 

DEFAULT CONTROLLER LAYOUT  

 

1. Interact  

2. Footwork  

3. Use Item  

4. Cast Recall  

5. Movement  

6. Light Attack  

7. Heavy Attack  

8. Deflect  

9. Discipline  

10.  Scroll Items/Disciplines  

11.  Equipment  

12.  Pause Button  

 

 

DEFAULT KEYBOARD  KEYS  

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

Esc  Pause   I  Discipline  

1 – 2 Scroll Items   O  Use Item  

Q – E  Scroll Disciplines   J Deflect  

WASD  Movement   K  Light Attack  

Spacebar  Footwork   L  Heavy Attack  

F  Interact   N  Cast Recall  

 

T ip: Controls can be customized through the “options” menu  
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Progress & Exploration  

Resting & Saving  

Throughout the Kingdom of Amvros, you will find Turquoise 

Flowerbeds. These magical flowers have healing properties to those 

who consume their petals.  

You may rest on those Flowerbeds, in order to replenish your health  

and collect Three Turquoise Petals  to use later.  

 

Whenever you Rest, the game is being saved and the enemies respawn.  

 

 

 

 

 

 

 

 

 

 

 

 

Rest Menu  

GUILD : If you have unlocked more heroes, you may change your 

current hero  through this option.  

SKILLS : Through the skills menu you can acquire new moves  for your 

current hero and new combat properties.  

Map : You can see what part of the World Map you have explored and 

sometimes, what lies ahead. You can also Fast Travel  to the Flowerbeds 

you have rested at . 

Blood Memory : Your Crimson Cape absorbs the blood of the enemies 

you kill. Sometimes, this blood contains memories of this world.  

Black Wolf : If you explore the world, you will find a black wolf that 

will take a liking in you and accompany you during your quests.  
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Left to right: Skean, Feiyoun, Jonai and in the front: Milon. 

 

Guild  

From this menu you can access the heroes you have unlocked and 

switch between them.  

MILON : The leader of the guild. He has the most Health of all the 

heroes and his Normal Attacks deliver the most damage. His Recall 

calls down lightning to his sword, further amplifying his combat 

effectiveness.  

SKEAN : Milon’s most trusted friend and best student. He is excellent at 

putting pressure on his opponents with continuous attacks. His Recall 

engulfs him in flames, dealing damage to enemies close to him.  

FEIYOUN : Coming from a foreign kingdom and trained in acrobatic 

combat, he performs evading maneuvers and repeating attacks. All his 

weapon attacks inflict bleeding on his targets. His recall makes him 

invisible for a short amount of time.  

JONAI : Being the young prodigy of the guild, he has a variety of moves 

for every situation. His attacks are fast and all his moves are swift. His 

recall is Quickening, blessing him with more speed and damage.  
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Skills & Experience  

With each enemy you defeat, you gain combat experience . You can spend 

those Experience Points in the Skills menu to acquire new abilities.  

Each hero has four Composite Moves, Four Combat Disciplines and 

Three Hero Abilities.   

Composite Moves : Slightly more complex to perform than Normal 

Attacks, these moves are defined by  their  speci fic usefulness . Some are 

thrusts that cover more range , others are punches or kicks that 

deplete stamina  and others can cause bleed  or daze  the enemy.    

Combat Disciplines : These special moves are performed in two steps. 

First you have to perform the Discipline Stance and then choose the 

finishing variant, Light or Heavy Attack.  

All heroes have the 

“Flourish ” discipline by 

default.  

Once you  acquire a  new 

Discipline , you can  scroll 

through them  During 

gameplay . Once you press 

the Discipline Button , 

your hero will perform 

the corresponding stance 

and then you can press 

Light or Heavy Attack  to 

perform the Special Move.  

If you have enough 

charge, the Discipline will 

consume the required 

charge and enhance its  

Damage and Properties.  

When a Combat Discipline 

consumes charge, your 

hero will leave a trail of 

aura . 

 

 

Tip: You can also save your 

Experience Points and spend 

them on various merchants 

and peddlers you will find.   
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Map  

As you explore the world, you will discover new Flowerbeds. Whenever 

you Rest in a new Flowerbed, your map will reveal the region around 

that resting point. Sometimes the map will help you see  what lies ahead, 

or even suggest secret areas.  

You c an Fast Travel between Flowerbeds you have already visited.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Blood Memory  

While your Crimson Cape absorbs the blood of the fallen, it will 

unlock memories contained in it. These memories tell the story of the 

world and sometimes, they reveal secrets of the past.  

 

Black Wolf  

D eep in a  dark  cave, wounded and starved, there 

lies a Black Wolf. If you feed the animal, it will 

repay the kindness with loyalty. Once you tame 

the wolf, you will be able to summon it 

whenever you rest  and it will fight by your side.  
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Traversal  

Standard Movement  

You can move through the world by pressing the Movement Buttons 

on your Keyboard or Gamepad.  

You  can also run  if you hold the Footwork Button.   

 

Jumping  

If you approach a ledge while running, you will Jump.   

Do not worry about 

long jumps, your hero 

will try to grab a 

ledge and climb up.  

 

 

 

 

 

 

 

 

Climbing  

If you are near some vines or 

stairs, you will be prompted to 

climb them with the Movement 

Buttons.  

 

 

 

Traps  

You can avoid traps with a 

Lunge or a Dodge, by tapping 

once the Footwork Button . 
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Combat  

Enemy Health & Stamina  

The majority of your enemies will display a r ed  bar for Health  and a 

yellow bar for Stamina . 

Your attacks deal damage to both those stats.  Composite Moves and 

Discipline Attacks, deal more d amage to these stats, depending on the 

properties  of the move and if it  is  using Charge.  

 

Attacking  

In melee combat, putting pressure on your enemies is vital. Keeping them 

occupied with Light and Heavy Attacks will open a path to victory.  

Light Attacks are harder to block but they deal less damage.  

Heavy Attacks are slower and easier to deflect but they deal more 

damage.  

 

Deflecting  

A very important part of combat is your defense. You can deflect all the 

physical attacks thrown at you, by pressing the Deflect button at the 

right time.  You do not have to face the incoming attack.  

If you deflect an enemy who is out of stamina , you will throw them 

off -balance, which leaves them open for a Critical Hit . 

 

Dodge & Footwork  

Some attacks cannot be deflected. These are the Unblockable Attacks 

and the Magical Attacks.  In order to avoid taking damage, you can tap 

the Footwork button  and either Lunge forward or Dodge backward.  

If you press an Attack button after a Lunge or Dodge, you will perform 

a Dodge Attack.  

If you hold the Footwork button  while moving, you will run.  

By pressing an Attack button while running, you will perform a 

Running Attack.  

As you get more familiar with the combat you will be able out -space 

your enemies, meaning to be just outside the range of their attack. This 

can be done by preemptive Dodges or by Running.  
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Composite Moves  

Besides your Normal Attacks (Light and Heavy) you can unlock 

Composite Moves. These can be done by holding Up or Down  on your 

Movement Layout and Pressing Light or Heavy Attack .  

These special moves have different properties and effects on your 

enemies and their usefulness is defined by your preferred playstyle.  

 

Combat Disciplines  

There are four Combat Disciplines you can unlock for each hero, with 

“flourish ” being the common fifth discipline.  

Each Combat Discipline has a different property and enemies react to 

them.  

For example, t he common “ FLOURISH ” Discipline makes the enemies less 

likely to deflect an attack coming immediately after you perform the 

flourish . 

Whenever you use a Discipline and you have enough Charge, it will be 

consumed in order to amplify the Damage and the Effects of the 

Discipline. This is being displayed by your hero leaving a trail of aura.  

 

 

 

 

 

 

 

 

 

 

 

 

 

Recall  

Each Crimson Cape has a unique spell woven into its fabric. This spell 

is called a Recall.  

Every hero has a different Recall that compliments their archetype.  
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Feints & Taunts  

Until you unlock more Combat Disciplines, you will have to rely more 

on  the basic maneuvers of combat. These are Feints and Taunts, that 

your opponents will react to.  

With any Combat Discipline  selected, if you hold Up and press the 

Discipline Button, you will perform a Feint and trick your enemy into 

dodging.  

If you hold Down and press the Discipline Button, you will perform a 

Taunt and compel your enemy to attack you.  

While these moves are basic and do not lead to direct damage, you will 

find them serving you well until your hero becomes stronger.  

 

 

 

 

 

 

 

 

 

 

 

Consumable Items  

Your equipment belt can carry up to four consumable items. You can 

scroll through those items and use them during gameplay.   

Each item has a different use and property. There are healing items, 

throwing daggers, bombs, magic potions and many more for you to 

discover.  

 

Equipment  

You can equip one Weapon Gem, one Armor Material and Two Fetishes 

on your hero. These special items affect the way you experience the game 

and can help you complete your build.   

Each hero gets a slightly different buff/debuff from those items.  
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Status effects  

There are many factors that decide the outcome of a fight. Status 

effects, buffs and debuffs are very important. Whatever rules apply to 

you, are also applied on your enemies.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Bleed  

While you are bleeding, you lose health for a short amount of time.  

You can also have heavy bleed inflicted upon you, which deals more 

damage over time, but for the same duration.  

 

Daze  

While you are  dazed, your Charge is being drained and your attacks 

beco m e weaker, d ealing less damage.  

 

Disoriented  

While you are disoriented, your vision will become blurry. Enemies who 

become disoriented, do not attack until they regain focus.  
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Critical Hits  

You can inflict additional  damage on enemies, by putting them in 

unfavorable situations.  The same damage can be applied to you.  

 

Parried  

An enemy who is parried , is considered off -balance and an immediate 

weapon attack on them  will be a critical hit.  

 

Deflection recovery  

If you attempt a deflection and do not block an enemy attack, during 

the recovery of the attempt you are considered off -balance and an 

immediate physical attack on you will be a critical hit . 

 

 

 

 

 

 

 

 

 

 

Advanced Techniques  

As you become more familiar with the combat system and its mechanics, 

you may want to delve into more advanced features and behaviors.  This 

section will cover enough to get you started.  

 

Combat Flow  

All heroes have the ability to enter into a state of flow. Whenever a hit 

lands on the opponent (hit confirmation), you have a few milliseconds 

to press a normal attack button. If you time it right, the next swing 

will come out faster. You can keep this up  as long as you can, always 

timing the button press after you get the hit confirmation, entering 

the state of Combat Flow. Mashing the attack buttons or pressing too 

early/too late, will get you out of the flow.  
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Early  Hit  Recovery  

Af ter getting hit, you can recover early if you hold a movement button 

pressed. This does not apply when you are parried or off -balance.  

 

Deflect Cancel  

All heroes can cancel their normal attacks early if you press the 

Deflect button after pressing a Normal Attack button. The only hero 

who can cancel his attacks at a late stage is Milon.  

 

Discipline  Cancel  

Whenever you are in a Discipline stance, you have more choices than 

committing to a Light or Heavy finisher. You can cancel the stance 

with a Deflect , a Composite Move , or a Dodge.  

 

Feint Cancel  

Similar to the Discipline one, you can cancel a Feint, Taunt or Flourish 

with a Deflect, a Composite Move, or a Dodge.  

 

Stunlock escape  

If your hero is getting hit by more than one opponent, you can escape 

by tapping the Footwork Button. You will be given action priority and 

you will be allowed to escape with a dodge.  
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Recall Cancel  

You can cancel an action at any time  by casting a Recall. You can also 

cancel out of a hit or a parry with this technique.  

 

Uninterrupted  

Several hero skills and items can grant you this property. While in a 

state like this, your hero still takes damage from enemy attacks, 

although less, but is also allowed to complete their action.  

 

 

 

 

 

 

 

 

 

 

 

 

 

Difficulty  

There is no right and wrong way to enjoy the game. Sure, there are 

more efficient ways than others, but the goal is for you to have fun. If 

you find an enemy too difficult or the combat too challenging for 

you, there are many ways to progress past these obstacles. Each hero 

has at least one Skill you can always rely on, to crush the PvE 

opposition.  

The index finger skills of all  the characters are the most useful to 

that purpose.  

You must also remember to aim for breaking enemy stamina and then 

deflecting them to throw them off -balance.  

In almost all the cases, it is preferable to deflect an incoming attack 

than dodging it, unless it is unblockable. Dodging always takes longer 

to recover compared to  a deflection.  
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Game Features & Events  

Hunts  

These are special events that take place in certain parts of the world 

and they need to be activated or accessed after acquiring an ability or 

by defeating a boss.  

Hunts take place in procedurally generated areas, filled with enemies 

and traps. At the end of each one is the Hunt Boss, which rewards you 

with its corresponding unique piece of equipment.  

You can end a hunt any time by the Rest menu.   

 

Multiplayer  

From the Pause Menu, you can explore the Multiplayer options.  

 

Co -Op  

You can Host a game , which opens a lobby and a cooperator can join 

you. But beware, you can get invaded by Player Deathblades.  

Alternatively, you can join a host as a cooperator.  

You can also play with a friend if you both have the same password.  

Whenever you kill a boss in Co -Op, both cooperators are healed and 

their Turquoise Petals are replenished. The session ends whenever the 

Host dies or leaves the area.  

If you kick a cooperator, the session remains open until you end  it . 

 

PvP  

As a Deathblade, y ou can invade a Crimson Cape who is hosting a game.  

Your objective is to kill the Host, collecting their soul for the 

Deadtree of Pointer’s Woods.  

Your session ends if the host dies, if they activate a boss or if they 

leave the area.  
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Official Game  Guide  
 

 

 

 

 

 

 

 

 

 

You can refer to this guide to help you progress through the game.  

Beware of spoilers!  
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Providence  
The home of the Crimson Capes  is connected to the areas that you will 

visit during your adventure.  Here you will learn the basics of combat 

from a challenging  gnoll camp and meet many NPCs with their own 

quest lines.  

 

 

 

 

 

 

 

 

 

 

 

 

 

1: The Guild House  

What used to be a temple to the Undying Gods, has been repurposed  to 

host the guild of the Crimson Capes. Here you will meet many of the 

guild members, Milon’s spouse the Crimson Witch and Milon’s son 

Kimon. There are two important items here to find: the Chain Shirt 

armor and the Ring of Returnal.  

2: Crossroads  

After passing the hamlet next to Providence, you will find a Turquoise 

Flowerbed next to a crossroad. The path to the east leads to Elarisad 

and Swallower’s Retreat. If you go south, you will eventually find 

yourself on the road to Mount Mergont and Pointe r’s Woods. If you 

make a jump to the west though, you will find yourself in an ominous 

cavern.  

3: Ambush  

If  you take the southern road from the crossroads, you  will  

encounter a trap set by a pack of gnolls.  The ground will shake and 

fall, but you survive the plunge.  
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4: The Thing below Providence  

Should you make the jump into the cavern, you will soon be 

surrounded by giant webs and human remains. You have entered the 

lair of the spider that lives under the Guild House.  If you defeat the 

beast, you will be rewarded with a Silk Vest armor. Going further into 

the cave, there are two exits. One leads you into the Guild House , the 

other goes down into the camp of a peddler  

5: Mighty w izard  

On your  way to the west, you will meet Yovreh, who claims to be a 

mighty wizard. Socializing isn’t his strong suit and you will soon 

come to know that.  

6: Gnoll c amp  

By night, you enter the gnoll  camp and take them out one by one. At 

the center of their camp, you will find the Gnoll Alpha. If you defeat 

him, you will skin his fur to use for armor, as your prize.  

7: Hyena in the forest  

The entrance to the forest of Prezeton is blocked by a wall of thorns. 

If you use Skean’s Recall and burn the thorns, you will be able to enter 

the Hunt.  

8: Heading east  

On your way to the east you will meet Lord Bestermont, the Right Hand 

of King Amvrysseas . There is also Fitos the botanist, who is lost and asks  

for the way to Elarisad.  

9: Path to Elarisad  

If you follow the cliff to the  east,  you will find yourself on the path 

to the valley of Elarisad . 

10: Into Swallower’s Retreat  

Below the  cliff is a small pond and the entrance to a submerged cavern. 

Through h ere you can  enter Swallower’s Retreat.  

11: Onto Mount Mergont  

If you keep heading west, past Yovreh, you will see the way to Mount 

Mergont.  

12: Road to Pointer’s Woods  

Below the path to Mount Mergont, you can enter a cave that will take 

you straight into Pointer’s Woods.  
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Elarisad  
The village of Elarisad is located in the middle of a green valley. Old 

ruins rise between the lush trees and the colorful bushes.  Zerfalon the 

Illusionist will try to scare you from  completing  your miss i on.   

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Exploring  the ruins  

Hidden behind a bush  after the first Turquoise Flowerbed , the statues 

of old heroes show you the way  to a peddler with a unique selection 

of items: fuse bombs, caltrops, throwing daggers and thunderstones.  

If you climb the ivy 

right after th at  first 

Turquoise F lowerbed , 

and you have advised  

the botanist Fitos on  

the correct path for 

Elarisad. He will ask 

you to find him a 

Strawberry.  If you 

haven’t looted one 

from an enemy, the 

area quest will reward 

you with the option to 

buy them . 

Tip: Elarisad Strawberries are a potent healing item 

that regenerates both your Health and Charge for a 

while. It is wise to always keep some in your inventory.  
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2: Near the pond  

If you try to cross the eastern pond, you will meet the dreadful lizard 

of Elarisad. Should you slay the beast, you will meet Knight Pierre on 

the other shore. This will start his quest of conquering the Flying 

Tower.   

3: The village  

By talking to the villagers, you learn that local bandits have made 

their life miserable. If you want to liberate them, you will have to travel 

to the bandit camp to the east. You will also meet a talking scarecrow, 

the gardener of Elarisad. He will ask you to find its needle and  stitch 

its wounds.   

4: Bandit camp  

Climbing east from the village, you will find yourself in the middle of 

the bandit that terrorizes the villagers. If you defeat their leader 

Blaggard Stamus, you can return to the village and inform them. In 

return, you will learn information about the Gryphon of Elarisad and 

how to defeat it.   

5: Stranded knight  & old needle  

Before you climb a cliff to the west, you can push through thick bushes 

and find a secret cave where a stranded Elk Knight has made his home. 

Should you climb the ivy before the cave’s entrance you will find two 

bandits. If you have already talked to the s carecrow, your hero will 

keep an eye out for a needle that is dropped near them. You can return 

the old needle to the scarecrow and in return, it will tell you to keep 

it , give you a one -time consumable strawberry seed, and will sell its 

produce to you.  Th ese items are extremely useful and rare: green apples, 

Elarisad strawberries, honeycombs and sweet water.  

6: The Gryphon of Elarisad  

If you initiated Pierre’s quest line, you 

will meet him at the Flowerbed  before 

the gryphon . If he  survive s  your fight 

with the beast , you will meet him later 

on the Flying Tower. In order to 

wound the gryphon , you will need  to 

equip  a Malice Gem. The only way to  

acquire one, is by defeating the 

Souleater Naga at the swamp of 

Pointer’s Woods.  After you harm the 

gryphon  at least once with the gem  

equipped , its protection will be broken , 

making it will be vulnerable to all 

attacks and items .  
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Swallower’s Retreat  
Once the kingdom of a  Fish King, Swallower’s Retreat is now infested 

with kobolds that will defend their territory against intruders.  You 

will find that there is more here than what meets the eye.   

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Closed Ecosystem  

T he unique fungi of the area, are used by kobolds to make their unique 

brew.  

2: Kobold settlement  

Your disrupting presence will not be tolerated by the kobolds of the 

caverns. If you fight groups of kobolds , they will try to flank you.  

You should avoid 

surrounded,  either  

by dodging  to a  

more  open  position , 

or by throwing 

caltrops, bombs or 

daggers to hinder 

enemy movement.  
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3: The botanist  

After the waterfall Flowerbed, you can make a jump to your right,  and 

if you helped  the Botanist at Elarisad, he will be stranded here . He will 

ask you for three thunderstones  and if  you help him, he will often visit 

the Hunt of the Hyena and the Hunt of Black Blood  where he  will sell 

you  strawberries, Scallions, Kobold Brew and the very rare Elk Wine.  

4: Head of the snake  

Making a right turn from the lower kobold huts, you will find a n acid  

lak e. If you want to survive, you will have to equip the Ouroboros ring, 

found by defeating Murz -Gak the orc.  Inside the lake, Nopar -Tel has 

left his snake familiar to guard the passage  to Glutton’s Field.   

5: Murz -Gak  

In order to progress 

to Glutton’s Field, 

you will enter the 

lair of Murz -Gak , the 

orc . The towering 

creature  is a servant 

of  Nopar -Tel, who  

himself  will  join  the 

fight and cast magic  

spells at the arena .   

Defeat the orc and you will find the Ouroboros ring . Y ou can equip 

the ring and cross the acid lake onto Glutton’s Field.   

6: The king of Swallower’s Retreat  

Going right from Murz -Gak’s Flowerbed, if you do not climb the ivy by 

the waterfall, you will find the hidden entrance to the domain of 

Yisholfenn.  The fish lord will speak in an unfamiliar language, but if 

you have the Savage Tongue equipped, you will be able to communicate. 

If you kill him, you will be rewarded with the Comber Head fetish, with 

makes effects from consumables last longer. If you become friends, he 

will sell to you Bottled Mist, Night Herbs, Sweet Water and Colordust. 

The last one is a cons umable that only Yisholfenn can provide. It 

disorients the enemies and makes them dizzy.  

7: The old one  

Before encountering the first kobolds by the waterfall, you can jump 

to the left instead . If you keep heading left, even after encountering a 

wall, you will pass through a crevice into the domain of Syll’Ectis. This 

powerful entity from another world , collects people and toys with  

them.  By attacking its eye directly, you will deal more damage instead 

of the tentacles.  By banishing it , you will be rewarded with its eye, 

allowing you to see through illusions.   
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Mergont Foothills  
The tribe of wildmen that inhabits this mountain is a sworn enemy to 

the king . They worship the ancient dragons that once ruled over the 

land.  

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Highwaymen  

As you try to cross the stone bridge and start your ascent, you will be 

stopped by a band of robbers.  There are three of them: one with a 

greatsword, one with a rapier and an archer. You could either make a 

run for the archer first and then fight the other two, or stick to the 

right side of the bridge, blocking his aim.  

2: A cold bath  

Continuing west ward  

after the bridge, you 

will find a small pool 

where Yovreh the 

wizard will be taking 

a bath. You  interrupt 

his bath , and it  will 

make him even angrier  

than before. A chance 

to annoy a wizard 

should never be 

missed.  
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3: Secret path  

While climbing, you will pass by a wildman wielding two swords. 

Climbing the ivy to the west, you can push through the bushes and you 

will discover the secret path to the Temple of Gurmenor.  Be careful of 

the magic thunderstorm and dodge as soon as you see the red glow 

on your feet.   

 

 

 

 

 

 

 

 

 

Tip: Look out for Gurmenor’s attacks that hit the ground. A thunder will 

strike where his mace has land ed . After deflecting the mace, dodge forward.  

4: The tribe  

If  you jump to the right instead of entering the bushes, and  keep 

climbing up the mountain, you will eventually pass  the tribe’s 

settlement. At the snowy area, you will notice that all the traps are 

pointing to the east. Here you will meet a pilgrim trying to reach the 

top of the mountain who will inform you about a beast that tries to 

lure people and eats them. By night, you reach the beast and if you 

defeat it and return to the pilgrim, he will sell you  black dust, bone 

dust, bottled mist and red meat.  

5: King of the skies  

By staying on the secret path and enduring the magic thunderstorm, 

you will find a dilapidated temple  crawling with cultists. At the 

throne room, there is the skeleton of Gurmenor, King of the Skies. 

Reading the prophecy by the throne room Flowerbed, it says that three 

thunders must strike. If you throw three thunderstones at the king’s 

skeleton, he will be awoken.  

6: Gurmen catacombs  

After defeating king Gurmenor and walking back to the entrance of 

the temple, the floor will collapse. Down there, you will find the 

secret entrance to the Gurmen Catacombs hunt.  
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Pointer’s Woods  
The dark forest was the hunting grounds of the kings of old , until  

the Deadtree was awoken. Always hungr y, always greedy , it corrupts 

those of weak will  and turns  them in to  Deathblades . They serve the 

Dead tree by feeding it  the souls of unlucky adventurers.    

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Fear of the dark  

Dark shadows and wisps fill the damp atmosphere of this place . After 

resting at the first Flowerbed of this area, you will meet Yovreh again, 

if you interrupted his bath on Mount Mergont.  He informs you that he 

will go to the First Trees to  try and  steal a drop of giant’s blood  from 

the mage Tul Akash .  

2: Witch’s hut  

Heading west from the first 

Flowerbed and after jumping  

over a cliff, you witness a 

flock of sparrows plunging 

to their death s . Looking up, 

you  will  see a strong wind 

blowing down , and even if 

you try to climb, you  slip and 

fall.  Descending into the 

western path, you will see a 

hut and an old woman  

waiting  by the door.   
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The old woman  asks you for a green apple and in return she will make 

the wind go away. You can purchase a green apple from the Scarecrow 

of Elarisad , if you completed its quest . By giving her the  apple, she takes 

a liking in you and sells you volcanic salts, scallions, caper stems and 

acid vials.  

3: Souleater Naga  

If  instead of jumping across the cliff  at the first Flowerbed , y ou  can  

climb down some vines.  After fighting some ghosts haunting the 

woods, you will enter a swamp. A horrible beast lives in these waters: a 

Souleater Naga. She has the deformed face of a woman and the body of 

a snake. You can equip the Ouroboros ring you found on Murz -Gak to 

resist her poisonous vomit. Whenever she plunges into the water, you 

can tell when she will attack you by the foam forming at your feet. 

Make a dodge when you see the foam and you will evade her attack.  If 

you kill her, you will find a purple Malice Gem in her h eart. You will 

need this item to defeat the Gryphon of Elarisad, because it is the only 

thing capable of harming a Gryphon.  

 

 

 

 

 

 

 

 

 

 

  

4: Towards the First Trees  

After you befriend the old witch and the winds go away, you can head 

west and descend into the First Trees. On your way there, if you haven’t 

met Syll’Ectis already, a tentacle will appear and abduct you back to its 

lair in Swallower’s Retreat.  

5: The Deadtree  

If you jump to the east after you climb the ivy by the witch’s hut, you 

will find a corrupted torturer who will try to collect your soul for 

the Deadtree. After you defeat him and burn a wall of thorns with 

Skean’s recall, you will be able to enter the hun t of Black Blood.    
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First Trees  
The pillars of the world are bearing its whole weight. These trees who 

are supporting the ground surface, have seen countless ages pass them 

by. Unchanging and unweathering . 

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Meeting with Skean  

Skean will be waiting for you by the entrance to the area. His Recall 

has the ability to burn both enemies and thorns. He can also burn the 

thorns before the Deadtree of Pointer’s Woods and those at the Hunt 

of the Hyena in Providence.  

2: Bloodstone Gem  

If you followed Yovreh 

on his journey, he will be 

waiting at the edge of a 

branch , disappointed. The 

ingredient he was looking 

for, was already used up 

and transformed into a 

gem. He will give you the 

Bloodstone Gem as a 

reward for keeping up 

with him.  
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3: Guardian of the trees  

The satyrs inhabiting  the area have no 

tolerance for intruders. What the King sees as 

a hideout for a conspirator , they see as a 

sacred place . Watch out for their suppressive 

fighting techniques. They attack in pairs and 

they usually have an archer in their group.  The 

strongest among them,  the Guardian of the 

Trees, wields a mighty greatbow  and prefers 

fight ing  from a distance.  

 

 

 

 

 

 

 

 

 

Tip: Try luring the satyrs one at a time. If they come after 

you in a group, go for the archers first.  

4: Shapeshifter  

At the top of a tree, you will find someone bearing your resemblance. 

That is Tul Akash, who has read the blood on your cape and can 

transform to every enemy you have fought. During the fight he will 

take many forms of stronger and weaker enemies. Your chance to deal 

damage will be during the weaker forms.  

Overwhelm him  with  

consecutive  attacks to 

deplete his weak form  

stamina, and parry him  to 

deliver a critical hit.  If 

he takes a player form, his 

light attacks can be 

parried without need for 

stamina depletion.  

 

Tip: Tul Akash reads the blood on your Crimson Cape and he takes the forms of enemies you have 

killed.  If you reach him before defeating many enemies, he will take less forms during the fight.  
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Mergont Summit  
Mighty warriors rest atop this mountain . A great  battle once took 

place here, between the Gurmen clan and an invading kingdom.   

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Meeting with Feiyoun  

As you make your way through the snow, you  will  see 

Feiyoun scouting the place.  

2: Shrines  to the fallen  

Entering the glacier, you will be attacked 

by the spirits of the fallen warriors.  These 

spirits can only be harmed when they are 

close to their shrines. Look out for 

candles burning on stone altars.   
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3: Tribe chieftain  

The strongest of the wildmen is residing in a tent alone on the top of 

the mountain. He dons the pelts of the beasts he has slain and he uses 

their claws as weapons.  After you defeat him, you cut off his Tongue, 

which can help you understand the Fish Lord Yisholfenn in 

Swallower’s Retreat.  

4: Strong winds  

If you attempt to reach the peak of the mountain, you will be held back 

by strong winds. The only way to go through, is to defeat king 

Gurmenor. He resides in the dilapidated temple at the foothills of the 

mountain.  

 

 

 

 

 

 

 

 

 

 

5: Shaman  

At the very peak of the 

mountain, there lies 

the skull of a dragon. 

Tip’Lezar, the shaman 

of the wildmen  tribe,  

worships the dragon 

and what she believes 

to be the last dragon 

egg. During your 

fight she will try to 

crack the egg open , 

expecting a dragon to 

emerge, only to find 

the deformed child 

of a Primordial being . 
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Glutton’s Field  
The slow, peaceful life of the farmers became corrupted by the hateful 

black mage Nopar -Tel . The water became toxic, the people were possessed  

and vile aberrations roam the area.   

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Meeting with Jonai  

Jonai, t he younger member of the guild will be waiting for you. While 

the place is filled with poison  swamps , you can pass without harm if 

you equip the ouroboros ring you found on Murz -Gak  in Swallower’s 

Retreat . 

2: Black wolf  

As you climb up the vines from the first Flowerbed, you head east and 

encounter a possessed woman and a hanged man.  

If you fall down the cliff after 

that, a beast of corruption took 

shape from cursed roots. Going 

further into a cave, you meet a 

black wolf starved and exhausted.  

If you share some red meat with the 

animal, it will befriend you and 

from then on you will be able to 

summon it from a Flowerbed  every 

time you rest . 
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3: Corrupted beast  

Make a jump to the left, after you climb the vines near the first 

Flowerbed , and you will soon encounter a horrible beast. A primate 

animal corrupted by Nopar -Tel, is lurking under a tree marked with 

hanged heads.   

 

4: Guardian tentacle  

As you go further into the village, you will find a dried well. If you 

climb down  the well, you will find a man named  Pasben  hiding inside. 

While he was  being  attacked by the deranged villagers, he slipped and 

fell into the well and they left him for dead. He w arns you of a 

tentacle that teleports intruders away  from the village .  

If you met Feiyoun on the Mergont Mountaintops, 

you can use his Recall to become invisible and  sneak 

up on the tentacle  and kill it .  

5: Black mage  

At the end of the village 

is the graveyard, where 

Nopar -Tel  w as  just  done 

casting  a summoning 

ritual. During the fight 

he will cast a myriad of  

spells  at you :  

otherworldly limbs attacking you, magical flames that harm both 

your Health and Charge, thunder spells  and many more. You can 

deflect  the tentacle and skeletal attacks, except the overhead giant 

hand.  Focus on delivering damage fast on him , and only dodge or 

deflect at the last moment.  

Tip: The beast will not make an 

easy prey, but if you defeat it, 

you will be rewarded with an 

amber gem, which gives  light 

attacks  have a high chance to  

inflict bleed.  While Feiyoun’s 

attacks already bleed the 

opponent, equipping an amber 

gem will make them inflict 

Heavy Bleed.  

Tip: For more information on 

bleed & daze, p lease refer to 

the “status effects” section in 

the “Combat” chapter . 
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Flying tower of Elarisad  
During the age of the old kings, a mighty wizard was residing on the 

tower over the valley. One day, he decided to travel across the world, 

but did not want to leave his books and his treasures alone. So,  he tried 

to make the tower fly, but the spell went horribly wrong.   

 

 

 

 

 

 

 

 

 

 

 

 

 

1: Lower floors  

The illusionist has  ordered  the Elk Knights to protect the tower.  They 

will project false images and attack you from be hind. In order to 

defeat them, you will have to exercise restraint and anticipate their 

attacks. If you overcommit to your aggression, they will take 

advantage of it and punish you.   

As you make your 

climb, you may stumble 

upon  a gigantic ship -

in -a -bottle, enclosed 

and surfing through 

the clouds.  

 

Perhaps in the future,  

if you find a way  to 

get inside , it will take 

you  to another land . 
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2: The statues are moving  

If you defeated the Gryphon of Elarisad in cooperation with Knight 

Pierre, he will be waiting for you before a long corridor filled with 

statues. He will ask if you want to continue advancing together and if 

you say yes, you will join forces once again. As you cross the long 

corridor, one of the statues comes to life and you realize it is the 

Guardian of Elarisad . Defeating the Guardian with Pierre still alive, 

will advance his quest to the next phase.   

3: Captain of the elks  

After the fight with the guardian, if you keep heading west, you will 

reach what seems the edge of the tower. In reality, if you keep moving, 

you will step on  invisible floors  and soon meet  the Captain of the Elk 

knights.  Defeat him and you can cut a horn from his head, which  gives 

you the ability to phase into aether when you are getting hit 

consecutively.  

4: Illusionist  

By night you reach the top 

of the Flying Tower, where 

Zerfalon awaits.  If you 

helped Pierre on his quest, 

he will be here, eager to 

conquer the tower. As you 

make your way to the top, 

you will be attacked by a 

minotaur  charging at you. 

This beast is the strongest 

servant of the illusionist 

and you will have to go 

through it.  After you 

defeat the minotaur, 

Zerfalon will join the 

fight. If you have banished 

Syll’Ectis from Swallower’s 

Retreat, you can equip the 

magical eye and see where 

the illusionist is really 

hiding.  Otherwise,  you will 

have to swing around 

until you find hi m. If you 

agreed to cooperate with 

Pierre and he is still alive 

at the end of the fight, you 

will be rewarded with a 

Tourmaline Gem that buffs 

light attacks.   
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Notes  
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