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Gabriel

As an infant he was found abandoned at the door
of ane of the Brotherhood of Light cenvents. It is not
known who his original parents were. Seme suspect
that he wos the unwanted bastard of o wealthy
landowner, most likely from the Crongvist family,
though this has never been proved. The Order named
the boy after the blessed Archangel Gabriel and
raised him as one of its own. A precocious child, he
quickly proved to be exiremely talented, developing
an unprecedented mastery of the fighting arts.
Gabriel tock the surname of Belmont from

his love of the mountains and the high

p|cces of the world.

Prone to dark moods and oceasional

ambivalence, Gobriel was deeply

affected by the death of his childhood sweetheart, Marie. He
has embarked on this quest at the request of the elders of the
Brotherhood, and has a burning desire for revenge.




L
Marie
Marie, the youngest doughter of a rich merchant tamily,
wos olways alfracied by the courageous nature of the
Brotherhood of the Light; curious and |iv&]y, she often
escaped her duties at home in order fo help the monks,
baking and cleaning for them. During one of these visits
she became acquainted with the boy that would later
become her husband, an arphan by the name of Gabriel.

The two youngsters were made for each other; they grew
up together and made promises for the future. These
promises were kept when, one idyllic morning, with

the blessing of both her family and the Brotherhood,

the couple were married. Marie provided a good
counterpoint to Gabriel’s dark moods, and often just her
laughter was encugh to blow away the gathering storm
within him.

Now Marie has been tragically murdered and Gabriel
seeks revenge.

Pan

Classic folklore tells of o mystical spia.'.i”
that inhabits untamed woodlonds,
profecting them from harm. Legends

o horse. Scmn porrru Pan as an

evil satyr, while oiiiers !ﬁu story
MNature hersatf. But Munhnd =
in its arrogance, poill.das and #

spirits &ﬂpurr—ond soon Pun
must choose his.own Eale



Zobek

iIf the chronicles of the Brotherhood are to be believed,
Zobek is one of their longest serving warriors. The list
of heroic deeds attributed o him is as impressive as his
vast knowledge of the art of war. Despite his age,
he can deploy mighty fighting skills. His weapon of
choice is a simple long sword, which he handles
with great skill. Usually, he likes to wear the old-
fashioned uniform of the Brotherhood of Light
that, accerding to him, was inherited from one
of his ancestors, one of the founding members

of the Order.

2 -
. Claudia
b Cloudia is a mute orphan girl who lives in the ruins
of Agharta, the desiroyed capital of a once-greaf
civilization, The race that created the city lived very lang
lives, often over many centuries, and Claudia shares
this trait. Having endured innumerable years in the
dust and decay, she has developed telepathic powers by
communicating with her loyal guerdian, the Black Knight.
This is an arcient form of communication favored by her
ancestors. The strong bond that she has developed with
her armored protector hos saved them both on many
occasions. Claudia is brave and carefree, unafraid to
confront danger. Yet deep within is a sadness that will
never leave her, the loss of her beloved father.



BASICS

Vincent Dorin

The abbey ot Wygol had always been a place .+ l.
of peace and meditation. The monks that '
inhabited if were considered great scr:bes, i
and their wonderfully crafted manuscripts ©
made the abbey a destination for haly ﬁ: f
pilgrimage. The current abbot, Father LY
Dorin, was an erudite scholar, devoted .
to the study of the old texts retained in
the abbey’s vast library. Shutting himself
away, he studied these ancient texts
and prophetic scrolls for years, turning
half blind and quite mad in the precess:
When the Vampires came, he discovered
a holy relic hidden deep in the library .
that kept the evil creatures at bay. In rrj-::
order fo preserve the holy books and &
himself, he banished everyone from the “fT
abbey and disassociated himself fram his e\
people, leaving them to their fate witheuth %, % \Rl“
protection. § N 2
£
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Laura

The child-like appearance of Laura ha
many to their deaths; for she is o decep
ruthless killer who has murdered hundret
of innocents over many centuries to safigte =
her bload craving. Although she has the bot
of a child, she has the cunning and intellectof
someone far older. She can be particularly cr

However, when at rest and alone, she ramemb’ar&ﬁ £
time long past, a time of warmth and comfort and
a woman’s beautiful voice singing to her as she
sleeps, comforting her in the darkness—a life-lost:
long ago.



Baba Yaga
This old hag is the subject of many a myth in
popular folklore, mostly cppearing as an evil
witch who eats children and lives in o cabin
that stands on o pair of chicken legs.
While parts of these legends are
true, her house does not stand on
chicken legs, though os for the
rast—who knows? Baba Yaga likes
to brew a special tea made from
extremely rare blue rose petals,
which temporarily transforms this
hideous cld hag into a beautiful young
woman. Although she sometimes helps
people, it's usually very dangerous fo

ask her for a fovor, unless you are very
polite and can offer her something in
return.

Lord of
the Dead

Lord of all the Dead, he is
death personified and with
his knowledge of the dark
arls.none may stand Ogainsl

him, 1iving or dead.



Bestiary

Difficulty

Lesser Lycanthrbpe

These crectures are humans that have been poisoned with
an infectious disease known: as the “Werewolf Intlvenza,”
which is transmitted, in most cases, by the bite of anciher
ycanthrope. There is an old soying thot goes like this, “If
sou are bitten by a Lycan, better to let it gnow,” and like

most proverbs, it is more true than not. Once infected with
=2 disease, the transformation process can be compleled
n only o few minutes.

e

Difficulty

Size

Warg

Listie is known obout these fierce, wolf-like beasts,

=xcept that they appeared soon after the coming of the
Lycanthrope Dark lord. Despite their wild looks, Wargs
=r= foirly intelligent creatures, capoble of being tomed by
=:s2r lycanthopes, who ride them in battle. Wargs are
fzrocious creatures that ottack oppeonents with razer-sharp
~laws and sharp, deadly teeih.

Di-culty

Greater Lycanthrope

Grecter or “pureblood” Lyconthropes are those spawned
from the Dark Lord himself. In these cases, their condition
is not considered a disease, as the transformation
process has been deliberately chosen. The endowment of
lycanthropy, however, is not given fo just anyone by the
Dark Lord, and only a handful of his more loyal acolytes
have received such a gifl. The Dark Lord keeps these
elite guards for special missions, and they are not only
fearsome but also incredibly intelligent and formidable
foes in combat.

Size

Great Warg

Woargs are the principal sirength of large lycanthrope
raiding parties. Some of them are “blessed” by the Dark
Lord himsslf which gives them new powers, such as

Difficulty

improved strength and wound regeneration. Due to the
nature of the “blessing,” these powers are heighiened by

a full moon.




Goblin

These diminutive, mischievous and crabby creatures usually
avoid contact with humans. Goblins make their homes around
tree roots and mossy damp areas, and like to hunt in packs.
Although they can be aggressive when threatened, Goblins
usually prefer to keep far from men ond their dwellings.
Goblins are a species on the verge of extinction, end before

too long will pass into history ond then myth.

Size Difficulty

Naiad

A large part of the danger in the swamps lies in the hands of
creatures known as Naiads. These living things are usually
passive, lying inconspicuously on riverbeds ond muddy, damp
places, waiting until someone stumbles within range. When
they atiack, their unfertunate victims usually mistake their limbs
for branches and are soon drowned—and eaten. In days gene
by, these beautiful creatures were worshipped and sacrifices
were made to them; but they are now forgotten by humans and
have become evil predators, plaguing both wandering man and
beast alike.

Swamp Troll

Swamp trolls are a rare subspecies of the larger Cave Troll.
Although similar in appearance to their dry land cousins, the
thick fur has been replaced with a slimy coating, similar to wet
mould, which better suvits the domper weather of their habitat.
Swamp Trolls are ferccious in battle and display o cunning that
belies their outward appearonce.

Small Troll

Biologically speaking, small and great Trolls are more or less
equal. However, their behavior couldn’t be more different; the
large subspecies is foirly aggressive, whereas Small Trolls are
cowardly and quickly flee when ocutnumbered.




BASICS

Cave Troll

Trolls are o dying species living mostly in mountainous areas.
They are aggressive and territorial. This can sometimes result in
attacks on humans who are foolish enough to encroach on the

Troll's natural habitat. However, Cave Trolls are usually passive
cround their own kind and rarely ottack each other. Men say
that when Trolls die of old age they turn into stone and this can
be clearly seen in certain rock formations if one looks closely
enough.

. -

.Difficulty

Ice Titan

Buried deep below ihe surface of an ancient lake, waiting to be
found, are the remnanis of a once great civilization. Before Rome.
before ancient Greece, this greol empire possessed technology
that surpassed oll others, and this Titan marks the pinnacle
of their achievements. A great conflict known as “The
Necromantic Wars” obliterated this once thriving
civilization and this grect teat of engineering
was lost.

When the dark spell that isclated the
heavens from our earthy plane
was cast, the souls of the
dead were drawn to this
place and somehow
gave new

energy to the
magic runes,
reanimating

" the Titan one
final time—
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Giant Spider

These monsters are the largest type of known arachnids, and
they are much more aggressive than any of the normal-sized
varieties of Spider. Giont Spiders can be found in almost any
environment, but they vsually prefer dark, soggy ploces, such
os old forests or grottos. Like their smaller counterparts, Giant
Spiders can weave webs of sticky silk that they use to trap their
prey before eating them. In fact, spider silk is extremely strong
and con even be used to make rope of incredible durability.
The Giant Spider population has shrunk in recent years due to

Difficulty

human encroachment.




Size Difficu Ity

Warthog

The genealogy of these monsirous boars has been kept
secret among Geblin tribes for centuries. It is a process
that involves special breeding, feeding, and shaman
magic. Warthogs are so scarce that having more than one
of these mounts is something only a few Goblin tribes can
aspire to. Goblins not only use them for riding into batile
but also to consume all the rubbish and leftover scraps of
food, thus helping to maintain a clean environment.

Size Difficulty
Gremlin

Gremlinz are small, winged imps, famous for causing
havoc wherever they go. Gremlins travel in large groups,
infesting buildings until the cccuponis either escaps in
fear or die. Gremlins are able to breathe fire, an ability
inherited from their demon ancestors, but their small
bodies cannot withstand too much punishment. They are
very volatile and tend to explode if hit hard enough.

Stone Idol Titan

The Mage-Smiths were an order of Aghartian wizards who
specialized in the creation of powerful artifacts. Most of their
inventions were objects of common use, such as magical
clothing or enchanted weapons and armor, but probably their
most impressive creations were the Tifans. These golems of
gargantuan proportions were built for defensive purposes,
but mages were forced to use them in the course of the war
against the Dark Lords, during which most of them were
destroyed.
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Size

Size ‘4 ) D1fflculty

Black Knight Golem

This Golem was created using similar techniques lo those
~volved in the construction of the Titans. However, o
suman body was needed to imbue the armor with great
cower, so Claudia’s father used the corpse of o mute killer
=nd weaved his soul within the armor to forge this magical
==ing. The Black Knight requires souls in order to function,
= Claudia lures evil creatures so that he may devour them.
D=spite this, the Black Knight is net evil; the soul of the

=r inside the armor hopes for redemption by protecting
-5 ward, and sees a kindred spirit in the mute doughter of
: creator, whom he has eventually grown to love.

Lycanthrope
Dark Lord

== Dark Lord of the lyconthropes is the

=-zonification of hate and violence. In his

«===wolf form he has superhuman strength

=== speed, far greoter thon even his mighty

sstenants.

ddition to his natural abilities, he

== cisc use the power of the Cyclone

=cots- magical relics worn by his human
:zrpart. With them, he is able to jump

== O stagnces Dnd PE‘I’ECH'ITI POWETFU"

-== movements that can tear down

= gostacles.

1
1
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Cornell

The three founding members of the Brotherhood of

Light were brave warriors who sacrificed their physical
bodies in order to become spiritual beings, able to fight
God's wars against evil. They performed a mystical
ritual to transform themselves into angelic creatures.
Their intentions were honorable, but they were deceived
and their spirits were fractured; their good sides were
transpeorted to Heaven as angelic beings, while their
dark sides were left behind. Cornell was the youngest

of the three, but he was also the strongest. Unlike his
companions, he rarely used his magic powers, preferring
to fight using a great sledgehammer that none but he
could wield. On that fateful night, the spirit of Cornell left
his body, and all the strength and anger left behind gave
birth to the Lycanthrope Dark lord.



Ogre

The Anubion Giants are an ancient species, as old as the
Earth itself. This particular Ogre is one of the last of his race
left in the world. He lives amongst the walls of this deserted
mountain fortress, waiting for misguided travelers to stumble
in, 5o that he can grind their bones to make his bread.
However, this particular Ogre hasn’t had much man flesh for
quite some time, having to settle for the odd cave troll. Ogres
have an extremely keen sense of smell and can sniff @ man
from half-a-mile oway, making them very successful trackers.
Fortunately their size and clumsy nature means that their prey

can often see or hear them coming!

Chupacabras

Often portrayed os evil, blood-sucking monsters, the
Chupacabras only real obsessions are magical relics: When
in the presence of such artifacts, they do anything to get them.
However, the Chupacabras are not inherently evil creatures,
and most of the time, after o short game of hide and seek, will
return anything they have stolen.

Swordmaster

“The spirit of a brave fighter never dies,” according to o
popular saying and, in some places filled with the foul magic
energy, the soul of o slain warrior doesn’t leave the material
plane but remains trapped. These restless souls usually cover
themselves in ragged clothes, maybe as a remnant of their
living past. Apart from their fighting skills, they have lost all
vestiges of humanity.

Size

Crow Witch Malphas

It is said that this monster was once a beautiful woman, a Witch who
inhabited the mountains that surrounded the foriress. During this time
she fell in love with o Prince who lived in the Keep. Besotted with him,
she used her powers to concoct potions of love and enchantment so that
she could have him for herself. Alas, another Witch entrapped him and
he met a most gruesome end. Mad with grief, Malphas threw herself
from the top of the tower and landed on the rocks below. Incredibly, she
survived the foll, though her body was haorribly broken. The crows fed
on her and she on them. Her cries of maddened rage fill the long, dark

valleys below the foriress and eche around the tower that was once a

\ place of love and hope.




Size

Witch Child

These half human, half bird-like creatures are the progeny
of the Crow Witch, Malphas: The Wiich-children ore able
s breathe fire and are extremely volatile, oftentimes dying

Difficulty

- o blazing explosion. However, like most magicall
p

summaoned enfities, their existence is short-lived and they

=

to die naturally a few days after their “birth.”

Ammated Armor

e

E

i

¢ suits of armar haove been given o temporary “life”

nossession by a poltergeist. They serve the Vampire

b

by patrolling and protecling the castle's halls and

The spirit of this poltergeist can move from armor

i it s0 wishes, though it can take many days for the
-scover when doing so. Once established within a

paga

the pollergeist can travel between dimensions at
g ¢ huge electrical outage that signals an opening
r world and the spirit world. You can tell when

cssessed because o strange unearthly, reddish

snates from within the suit, indicafing that its ghosily

: awake.

Size Difficulty

Ghoul

Despite most people believing otherwise, Ghouls are not
undead creatures. In fact, their ancestors were human,
but a diet of corpses and rotten flesh transformed them
into horrible monsters that dwell in burial grounds

and cemeteries. Ghouls usually live underground, but
sometimes venture oulside in small groups to scavenge for
carrion. The vomit of the Ghoul is highly poisonous, but
con be dispelled using Light Magic.

Vampire Warrior

A Vampire can be born from difterent creatures; the ceremony
itself involves the exchange of blood between the “host” and
the soon-io-be Vampire. However, vampirism hes to be accepled
by the recipient, so it remains exclusive to intelligent creatures.
The lowest ranked Vompires usuclly take the form of o creature
with o batlike appearance. Over the centuries, as they become
more powerful, Vampires appear more human-like and are able
to transform of will from hideous creatures into human form. One
can usually ascertain the power of o Vampire by its oppearance
ond any Yampires that appear totally human are usually
incredibly powerful and exiremely dangerous. These particular

Vampire Warriors show the signs of being recently turned.




Lieutenant Brauner

This Vampire is a powerful demon, turned by the Dark Lord
long ago. It is well known that young Vampires are bestial in
appearance, but as they become stronger, they are able to
regain human form, Indeed, many of the oldest Vampires are
mistaken for high-born aristocracy. However, this creature was
never human and thus cannot take that form. Rather, he is a

spawn of hell, possessing vampiric powers, which make him a
formidable foe,

Difficulty

Commander Olrox

Another demon-spawned Vompire, he and his younger sibling
were both inhuman before the Dark Lord found them and turned
them. In fact, they didn't belong to this earthly plane at all,
being lesser nether demons begal in the deepest corners of

Hell. How they came into our world is still a mystery, but what
is known is that the Vampire Dark Lord found them and used

her influence upon them. o
Difficulty

-

Difficulty Size Difficulty

Size

Skeleton Warrior Mandragora

The human inhabilants of the Vampire Castle suffered Commaon ingredients in the creation of magic potions,

o cruel fate. While most of them changed into Yampire Mandrake Roots are an important resource for alchemists

Warriors, a few, mainly those who were the Dark Lord’s and mages the world over. However, the harvesting of
most loyal retainers when she was human, were made into Mandrake Rools is a dangerous activity; when the root

Skeleton Warriors by the spell of the Puppeteer. is dug up, the plant will scream loudly, killing anyone

near it. When they are fully grown, Mandrakes become

Unlike other beings animated by this magic, the vestiges Mandragora, sentient beings who survive by draining the

of & once human soul make Skeleton Warriors difficult to life force of nearby creatures.
command and are therefore rarely found in groups greater

that two or three.




Evil Butcher

This monster of unknown origin has somehow become the
“official cook” for the Vampires. The Dark Lord uses the Evil
Butcher to feed the Ghouls, Wargs, and other creatures that
live within the castle grounds.

He carries o huge iron cleaver. He is not really a fighter, but
is dangerous and skilled with the tools found in his kitchen. He
needs constant “refueling” in order to maintain his stomina.

Difficulty

Deadly Toys

Laura, the “daughter” of the Vampire Lord, has brought these
puppets info existence using a dark spell of her own making.
She is.able to control these toys and transfer the temporary life
torce from toy to toy, thus making them very difficult to defeat,
However, so long as the “spirit” within is defeated, they cannot
return. Inside the crude stitching is the source of the spell and,
by opening up the deadly toys, one can destroy the spell.

Difficulty

Size

Mechanical
Monstrosity

The Vampires were not the first tenants of the castle; the

previous owner was a scientist known as Friedrich Von
Frankenstein. He used the caste fo conceal his horrific
experiments into artificial life. The Mechanical Monstrosity was
one such foray. Frankenstein created this giant scorpion-like
machine using the brain of a molformed medical experiment
gone wrong. However, his creature proved difficult to conirol
and now rampages through the casile killing anything it can
get ils claws into.

T EL
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Carmilla

The three founding members of the Brotherhood of Light were

brave warriors who sacrificed their physical bedies in order to
become spiritual beings, able to light God’s wors against evil. They
performed o mystical ritual to transform themselves inte angelic
creatures. Their intentions were honorable, but they were deceived
and their spirits were fractured; their good sides were transported to
Heaven as engelic beings, while their dark sides were left behind.
The second of the founders, Carmilla, was a highly skilled hedler,
and her talents knew no equal.

When the Spirit left her body on that foteful night, her love for life
and her purity were corrupted, giving birth to the Vampire Dark Lord.



Headless Burrower

These undead creatures are the decapitated remains of
warriors from the Brotherhood, Necromancer magic hos
reanimated them and they prey on fellow warriors who bear
arms for the Brotherhood. Using their heads, they can attack at
will biting and tearing their victims. However, it is their bodies
that are their weak spot and anyone caught in o batile with
Zombie Heads would do well 1o remember thatl

-‘-'.

Difficulty

Vampire Dark Lord

lust like the Lyconthrope Dark Lord, the Vampire Queen was
granted an animallike manifestation of the dark parts of her
spirit. It is pitifully ironic that for o healer with such a love for
life, she would be transformed into bloed-sucking monster
that consumes the energy of living creatures in order o survive
This Ungodly bat demon uses the Seraph Shoulders to fly and
can‘canjure up Yampire Warriors ol will from anywhere in the
castle fo do her bidding.

£

Diﬁ'icut;y

Scarecrow

The Scarecrows are magical constructs of the Crow Witch
Molphas that attack and kill anything that moves. Malphas
created the Scarecrows 1o keep Baba Yaga under her watchful
eye and, where possible, to nullify her power by restricting her
mavements, The Scarecrows are roused by the birds, which
lollow the evil Crow Witch's bidding. The scarecrows are
exiremely fast and attack with rozor-sharp scythes.



Size

Difficulty Size

Creeping Corpse Creeping Co

ping Corp reeping Coffin
There is a stronge, magical root that only grows in the Sometimes, a Creeping Corpse feeds directly from a dead
land of the dead, which feeds on the carcasses of the bedy still in its coffin; in such cases, the plant doesn'l
dead creatures. This plant consumes all of the organic leave but instead vses the coffin as armor. For mobility,
maierial around it and, alter it is satisfied, evolves from the creature plunges its branches through the sides of the
the corpses it has ingesied to become a' living being. coffin and extends them, becoming a four-legged monster
Once fully grown, the creeping corpse looks for living that's even more dangerous than usual.

creatures to devour.

The Silver Warrior

Pan, once revered as o God, rarely changes into this form,
preferring peace to protect all living things. The magical silver
armor is a remnant of ancient times, a tool used for fighting
the forces of evil. It hasn’t been worn for centuries. Now, out
of necessity, Pan adorns his budy in this ancient armor to test
Gabriel one final time. Pan puts his trust in God, for no knight
that is false can survive the fest of arms. The loser provides the
ultimate sacrifice, according to God's will.

Difficulty

Zombie

Zombies are the most basic creations of o master Necromancer
and form the rank and file of the Lord of the Dead’s army.
These reanimaled corpses are on amalgam of different body
parts, sewn together in a rough humanoid shape, so it is

not uncommen to see Zombies with more than one head or
multiple arms. Zombie carcasses are very fragile and weak,

so they usually attack in large groups, using their numbers to
QVEI'WhE'lm an enemy.

Size




Gravedigger

The Necromancers had to keep a constant supply of corpses
in order to build their army of the undead. To sustain the
immense cemeteries where oll these bodies were kept, the
MNecromancers relied on the Gravedigger, an enslaved,
nameless demon mutaled and empowered' with the tainted
magic of these evil sorcerers. The Grovedigger uses a giant
shovel to exhume the dead, and this also makes a formidablg
weapon in combat.

L -

,. Difficulty
L

Size
Reaper Necromancer
Only powerlul sorcerers con summon and control Necromancy is the most evil of all the schools of magic
these dangerous spirits. The Recpers are a corporeal and can only be performed by the followers of the Dark
manifestation of Death itself; their aspect depends on Lord of the Dead. Unlike vampirism and lycanthropy, the
the beliefs of those who confront them, but most people powers necessary io control the energies of the deceased
perceive the Reapers as skeletal figures with long tunics, are nof easily acquired. The Dark Lord only shares a small
wielding large scythes. part of his power with his followers, who themselves must

die in order io use the abilities given fo them. Once dead,
they become his thralls and their maoster is oble to control
them with his own considerable power.



Dracolich Titan

MNecromancers are evil wizards who can contrel the dead with dark powers. The most

commen belief is that this power is limited to deceased humans but, in fact,
it encompasses oll dead creatures, os demonstrated by this monster, the
reanimated carcass of a Dragon. This massive creature, o remnant
of our pre-historic past, died long before the Necromancers came
to this land ond was buried under tons of rock, eventually
becoming fossil.

When the Dark Lord built his fortress in this desclate
land, he discovered the carcass and reconstructed it
using magical runes to bind evil spirits to the ancient
bones. Should the necessity arise, this monster is
able to perform ane last du!y for its master.

- Satan

The recl masiermind behind these events,
the follen angel Satan was cast down

to Earth os punishment for his rebellion
against God. Satan has been searching
for o way to re-enter Heaven and crush
the Almighty once and for all. The God
Mask is said to bestow a power that is
supposed to be a key to God himself; o
power that makes its wearer God's vassal
on Earth, and Satan has manipulated
Zobek and the other Lords of Shadow to
acquire it for his own means.

Satan has unimaginable power to wield
on this Earth, and can use both Light and
Shadow energy to cast destructive 5pe||s
or summon demonic
Reapers from other
planes. However, he is
not able to command
his full strength while
chained to the earthly
plane, and thus remains
weakened agains
Heaven's chosen.

Difficulty
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Direct Atiatk i1 1 Area Attack

| A basic direct chain attack. Will only hit enemies A busic area effect chain attack. Will hit ol Use the currently selected secondary weapon
L directly in front of you, | nearby enemies around you. hl'l pressing the @ /@ button, Switch between
ovailoble secondary weapons with the directional
i butllm;
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Hold ®/am
I Abusic jump. Combine this mave with other Press ond hold the B/am button to black enemy Press the®/a@ button of exactly the right time
| attacks to parform oerial cambos. \ oftacks. Unblock able attacks are indicated with o fo synchronize your block. When performed
(. bright worming flash. i carrectly, the enemy will be stunned for o few

[ moments,




Hold®@+ /@ +

Similar to dodge; but performed while aitborme,
this is o good defense ogainst enamiss who
. attock you while in the oir. Landing bock on the
| ground tan also knock back smaller enemies
 surrounding you.

@ + ® /4 + Left analog stick

While blocking 8/€8 use the left stick to evade
enemy otfocks.

%y
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Press the 0B/E bulton 1o grab enemies or

| interoct with o glowing object. Small enemies con
e thrown ogainst other foes by maving the left
 stick in the desired diraction while performing

 the grab action.

Experience Points

You con navigate vertical surfoces using the

Combat Cross. Press 0B/ B fo inferadt witha

shining Grip Poin ond then use the lefistick ta ofter each successful hit. (Usage) The

move. Pressing @ /€9 or @/ vill kick away . combat focus meter s filled when you fight
[ from the surface and pressing &/ willlet go L well; use voried attacks and avoid being

forused, o copoble warrior con extract
Neutrol Elemental Orbs from his enemies

from the Grip and ellow you fo jump away. hit. Lack of combot will slowly decrense the
mefer and magic use will pouse if.

Rappel & Climbing | | CombatFocus
m/m The combot focus is an oncient fechnigue
from the Bratherhood of Light. Once fully

E

Experience points meosure the progression
of you skill in the game. Paints are earned
by defeating enemies-and solving puzzles.
{Usage) The number beneath the Health
Bar indicates the amount of Experience
paints available to spend. This will glow
when you can buy o new combo from the
Travel Book. You can spend Experience

int in the Exiras Menu to unlock banus

fures.



ADUANCED MOUES

Area Attack Combo

* Alink series of direct attncks. The last hit of the * Alinked series of urea attacks. Less powerful ~ This direct ottack will ift up smaller enemies in
- sequence is o block breoker, and will expose on " than a direct ottack, but very useful for crowd - front of you, allowing additionol atiacks 1o be
i_ enemy 1o further atiacks. | control. E combined with it.
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* This area attack will lift up all surrounding Immediately after o synthronized block, you can -~ While blocking 8/ use the jump /@
| smaller enemies, allowing additional attacks to ‘ unleash a devastating direct counter otack.  to leop over ond land behind an enemy.
- be combined with . b (Mecessary relic(s): Cyclone Bools)
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Guillotine Upgrade | __Spinning Chain Air Grab_

Hold ® /D Hild@/Q _
Press and hold the @ /€3 button while Press and Hold the @ /€ button while Press the 08/E button while girhorne to

girhorne fo use this direct attack os o ' aitborne to use this area attack os o grab on enemy ond pull them info the air.
*finisher in any oerial attack sequence. You | finisher in ony oeriol altack sequence. Combine this with further oerial attacks to
~ chain will smash down on any enemies Your chain mﬁ sweep around and it ony extend the combo. This attack only works
' in front of you us?u land. Good for  enemies around you os you land, on smaller enemies. '
dispersing ground-bosed enemies! Hold the b X

- @ hutton longer fo perform an upword
 blow fter landing the Guillofine.
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- Downward Punch Area Counterstrike

B/EB B/m

. IFyou are airborne with an enemy in the Press the @/ button while oirborne fo Immediotely after a synchronized block,

_ gir nearby, ﬁrass'the @/ button fo blust grab an enemy and lounch into them with © you can unleashed a devastating area

. it down to the floor below you. - o downward kick. This oftack only works on | counter attack that affects surrounding
' . larger enemies. enemies.

__C_it_*ca._tl__ar Chain _

®/0,0/0.2/0

Direct Heavy Combo Final

al | Chain Barrier U_P.g.rad_*?______
Hold® /D, ®/0 x 9

Hold@ /9, ®/0

Press and hold the @ /€3 button to start o Pressing and hold the @ /@ button to stort A cambination attack useful in many
sequence of heavy direct offacks. Repeated o sequence of heavy area attacks. You can - different battle situations. It begins with
® /€3 button presses adds further hits to control the direction of the attacks during - o direct attack, closely followed by two

. the combo. This upgrade adds a final blow the combo with the left stick. Enemies in area attacks. Use this fo atfack an enemy
1o the combo sequence thot's also o block - front and behind can be hit with this series directly while keeping others at bay.

l breaker. . of chain attacks, 1no. With this upgrade,

you con finish the combo sequence ot unﬁr
 time with a second press of @ /@, whic

E erforms o massive final hit that's also

Eluck breaker.
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. Chain Saw | | Gmﬁnd Cut;ér
®/0,e/0 Hld®/D ®/Q Hld®/D, ®/D
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Somersault Strike

®/9x3

Shred any enemy in front of you with This variation of the Chain Saw ottack can After leaping over enemies using o
this chain spin attack. Holding the ® /€3 be vsed ol the end of an erial combo Somersoult, immediately press ® /6 three
* hutton of the end of the tumgn extends the sequence. Press the ® /€3 button while fimes to attack them from behind before
. duration of the spin. in the air, the press and hold the ®/ €3 they con react. (Necessory relic(s): Cyclone
i button o second time. Make sure you are l Boots, Durk Gauntlet)

[ holding the bution down os you land.

- Finally, {lnress the ®,/@ button one last

. time fo lounch forwards info enemies with o
 spinning chain attack.
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With the Doggers selected, press the ®/@
button fo throw one towards an enemy. You
- can manually aim the throw by pushing the
~ left stick in the desired direction. Daggers
are porficularly effective against lesser
Lycanthropes, greater Lycanthropes and

Dark Crystal
Hld@/®

With the Dark Crystal selected, press and hold
the @ /@ button o destroy ii, relessing

' the demon contoined inside. This Secondary
Weapon requires four crystol shards fused

. fogether, but is powerful enough 1o annihilate

- most enemies around you, and will serious

-~ domage even the most massive and p

- of foes. The energy within o complate Dark
Crystal can be used 1o power terlain antient
devices, ton,

I‘l.

|

* With Shadow Muagic active, anl?ars will

SECONDARY WEAPONS

'Explosive Daggers

. Dagger Wave |
Hold @ /®

Press and hold the ® /@ button to

explode on impact. Some switches can be | throw multiple Daggers ot one fime.
acfivated from a distance using Explosive You can throw o maximum of 5 Doggers
Doggers. (Necessary relic(s): Shadow  simultaneously.

Magic)

—

__Holy Water Flasks

. With Light Mogic octive, Fairies will explode
* on contact with the enemy. This explosion
| deals o great amount of domage and can
be fatal to some enemies. However, fairies
will also perish in the attack. (Necessary
 relic(s): Light Magic.

With-the fairies seleded, press the ® /@
button to release one against the nearest
enemy. Additional fairies can be released

by pressing ®/@ again. Fairies will home
in on their target ond can distract certgin
enemies, allowing you fime to execute o
devastating attack on them. Fairies are

very fragile ond will die ofter one use. The
magical forces that animate the fairies can
be used 1o reactivate cerfain andient devices,
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With the Holy Water Flask selected, press @ /@ to throw
E one of the nearest enemy. Using this weapon while airborne

~will throw it directly downwards. Holy Water is porticularly
devastating against Vampires and the Undead.

Divine Shield
®/0

With Light Mugic active, throwing a Hnlz Water Flosk will
~create o magical barrier around you, which con defled

many enamy attacks, while still allowing you to move and
E fight normally.




BASICS

MOANTS

Ride Horse
Hitacks

Press @/ to attack the Wargs. Press ®/@ to attack
" the lycanthrope riders. Both attacks can be aimed left
or right with the left stick.

) Dody

_ Press and hold B/@ button and press the left stick to
=" gither side in order to dodge incoming attacks from
Lycans.




Ride Spider

\) Mount

: j Press the @/m@ buttan while the Spider is stunned to

mount it.

Rttacks |
E :‘," Press @/ to perform a melee attack, Press @/@ to
A

perform a ranged attack.

Special Abilities
5
F ) Spiders can use their web to interact with the world
around them. Press @ /@ to use the web on a glowing
interactive object.

) Dismount

? J Press and hold the @ and 8B/@ and B buttons at the
same time to dismount and kill the Spider.




BASICS

Ride Warg

__.meum

Press the @/@ button while the Warg is stunnsd to Press @/@ to slash with the claws. Press and hold

mount if. @/ fo charge a bite attack, release the button to aftack.

Special Abilities " Dismount

Wargs can jump further and climb better than humans. " ) Press and hold the ® and ®/@ and B bultons o the
9 jumg =

To Jump, further double-tap the left stick in the desi =" same time to dismount to dismount and kill the Warg.
direction and then press @/@ when you reach the

To climb, simply press @/@ next to the glowing surfaces.
PYY E g g




Ride Warthog

Momnt

Press the B/E button while the Warthog is stunned to
mount it.

__S;_a__ecial Hbilities

) Warthogs can be used as a battering ram. Press and
hold the left stick in the direction of the target and
charge against it.

Press @ /@ or @/ to perform melee attacks. Push the
left stick towards enemies to charge into them

Dismount

P ) Press and hold the B and B/@ and B butions at

the same time to dismount to dismount and kill the
Warthog.




BASICS

m__or_mt

Press the @/@ button while the troll is stunned to
mount if.

—_—

Attacks
E) Fress @/ or ®/0 o perform melee oitacks.

) Special Abilities

ﬁ Trolls can use their mighty blows to smash heavy

obstacles. Move neor to the glowing obstacle and
press ®/@ or /0 to attack it

Dismount

j) Press and hold the @ and 8/ ond B buttons at the

same time to dismount to dismount and kill the Troll.
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RELTC POWERS

Light Magic Shadow Magic

Attacks made while Light Magic is active will replenish
your health, at the cost of Light Magic energy.

Attacks made while Shadow Magic is active will inflict
more damage, at the cost of Shadow Magic energy.

Usoge: B/ Usage: @/

Press the @/ to activate or deactivate your Light Magic powers, ' Press the @/ 1o activote or dendtivate your Shadow Magic powers,

Magic energy chsorption: ® /@

Magic energy absorption: & /@

Fress ond hold the ® /@ button 1o gother surrounding Neutral Elementol Press ond hold the @ /@ button fo gother surrounding Neutral Elemental
Orbs inte your Light Mogic Container, Orbs into your Light Magic Container, You can collext both types of magic
| types of magicof the same time, pressing both sticks together,

Relic Moves List
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Tremor Punch . E__arthqqake Punch
B/8;:Hld® /D B/M+Hld@/Q

A powerful forward punch. Charge up by holding Powerful downwards punch. Charge it up by * Double-top the left stick 1o perform a sprini.
the 0 and ® /am and €9 buttons until your holding the ® and @/ and € buttons until | While you are sprinting, you can jump longer
Dork Gauntlet glows red, then release for extra your Dork Gountlet glows red, then relense for E distances. (ecessary Relic(s): Cyclone Boots)
devastation. This attack can knock back enemies exiro range and power. This etack con knock
in front of yau, or even kill them in one shot. back enemies surrounding you, or even kill them
The Tremar Punch can olso aclivate certain in one shot. The Earthquake Punch can also
mechanical switches. (Necessary Relic(s): Dark activate certain mechanical switches. (Necessary

. Gaunilet) I Relit(s): Dark Gountlet)
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Shoulder Charge

______Double Jump

Hold @ /@3 + Lefr Stick

B/@+2/0Q

With Shodow Mogic active, you can power Dark Guounilet ussisted uppercut. This aftack | Tapping the jump button twice in quick succession

up your charge info on attocking move. The will ift up many nearby enemies, allowing you + will ollow you to jump ogain in mid-uir. Usa it

shoulder charge can also be used fo smosh to continuing the combo with additional cerial to reach new heighls or change the trojectory

through weakened doors ond walls. Check for the . moves. (Necessary Refics): Cydone Boots + Dark 1 of your jump. (Necessary Relicfs): Seraph
 telltale sign of fulling dust ond debris. (Necessary | Gountlet) I Shoulders)

* Relicls): Cyclone Boots + Shadaw Magic)




With Light Magic active, o double jump will
unleash beams of Light energy around you.
The first oftack mode agoinst a blinded enemy
inflicts bonus damage, but removes the effect.
{Necessory Relic(s): Seraph Shoulders + Light
Mogic)

=

Lan;llls.lide P_unr.:h

E__FE o Wer
Sprint '_I_'hrust
®x20/08/9

Finish off your sprint with o blost altack.
Double-tap the left stick ond then press ® /@
followed by @ /€ when you are dlose to your
enemy. The daser you gel fo your torgel the
| more effective this attock will be, often knocking
even the mightiest foe fo the ground. (Netessary | Magic)

A synchronized block while Light Magic is otfive
will defonate o flosh of magical fight that will

* blind nearby enemies. The first atiock mode

- ogainst a blinded enemy inflicts bonus domage,
but removes the effect. (Necessary Relic(s): Light

v
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 Relicls): Cyclone Boots)
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Avalanche Punch _ Erosive Chains

®/@s Hold ® /©

While you ore girborne, use this otfuck to swoop
back down to the ground with @ huge Dark
Gauntlel punch. Press and hold the /40 and
the @€ buttons, chorge the Gauntle! for as
long os you con, ond the release 1o sef off the
ottack. (Wecessary Relicls): Dork Gountlet)

Shadow Flames
/0, Hli®/0

With Shadow Mogic acfive this combo creates

o floming vortex of Shadow energy from you
Combat Cross. This fire is extremely deadly, bul
you will be rooted fo the spot while you use it
ond it connot be odjusted mid-stream, so line
up your enemy carefully. {Necessary Relic(s):
Shodow Mogic)

B/@a+Hld® /O &/, Hld@/Q

With Light Magit active, this combo extends o

While you are girhorne, use this atiack fo throw

o wave of Dark Gauntlet power downwords. i coge of whirling chains oround you. The cage
Neorby smaller enemies will be lifted into the drows surrounding enemies into if, while olso
+ oir, ollowing yau fo continue the combo with domoging them and replenishing you health.
. further attocks. Press and hold the B/ ond {Wecessary Relic(s): Light Magic)
' the @/ buttons, charge the Gauntlet for os R
long o5 you tan, and then release to sei off the
. attack. (Necessary Relic(s): Dork Gountlet)

G, O R

~ Flame Claws _

Upward Guillgtine )
®/0 2/0=x2

Using the Seraph Shoulders to double jump this
attack can lift enemies in front of you much
higher into the cir than the Rising strike combo,
creating more fime fo perform additionol attocks
on them. (Necessary Relic(s): Seraph Shoulders)

Use the Dork Gounilet while sprinting fo thraw
severol dows of damoging Shadow Magic energy
towords your enemy. With your Shadow Mogic
active, Double fap the left stick to begin the

| sprint, then press the ®,/€3 button of any fime

| 1o use the Flome Clows. (Necessary Reficls):

| Shadow Magic, Dark Gauntlet, Cyclone Boats)




9/0, h’f@ x2

Using the Seraph Shoulders to double jump this

attack can lifi enemies all around you much

* higher into the air than the Rising Assault combo,

=5 treating more fime to perform odditional attacks
* on them. (Necessary Relic(s): Seraph Shoulders)

sf

Holy Cross
@/0, Hold ®/D

With Light Mogic active, this combo creates

a dazzling blaze of light energy from your
Combat Cross. This glare can blind ond domage
any enemy caught in its beams, but you will be

| rooted to the spat while you use if, so select you
| torge! carefully. (Hecessary Relic(s): Light Magic)
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Hold i:',rin °

Press and hold the 8/ butian 10 octivate
the Ultimate Light Mode. While you are in this
state you will spin constantly, attacking any
surrounding enemies. You ean use the left stick
' toaim the spin in order fo dzal the maximum

\ omount of damage. Howaver, be owars of your
W Light Magic supplies! (Necessary Relicls): Light

A Magic)
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Air Wave Flap
EB/a, Hld®/0.9/0

After liffing enemies into the air with a Dark
Gauntlet uppereut, you con flap the Seraph
Shoulders to repel them away from you with
this combo. Good when surrounded or in a tight
spat fo buy time! (Necessary Relic{s): Seraph

. Shoulders, Dork Gauntlet)
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) Expludmg Quake
Gl,fﬁ Hold ® /@ x 2, Hold @fﬂ

With Shadow Magic active you con call farth

a series of fiery explosions fram the earth
beneath you enemy’s feet. The final eruption will
telease o lorger shockwave against ll nearhy
enemies. Tap the @ /€3 bulton, then press

and held the @ /@ button uniil you smash

the Combat Cross against the floor to start the
combo. Ench subsequent @/ press will crente
ond odditional explosion, dimaxing with o final

I press ond hold of the @ /@ button the las!

devastating offack. (Necessary Relicls): Shadow

| Magic)
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) Ultlmate Shaduw

Press ond hold the 0/Ex butten te activate
the Ultimote Shadow made. While in this state,
the left stick will make the choracter perform
poverful charge movements in the desired
direction. (Necessary Relic(s): Shudow Mugic)
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LEVEL ONE.

BESIEGED
VILLAGE

A storm is coming. Mankind faces ruin and despair. The
world is changing, yet hope remains in the hearts of

the people. We go about our daily lives never knowing
the forces that can change our destinies forever; we are
oblivious, ignorant like sheep to the slaughter. This night
in the year of our Lord 1047, marks the beginning of our
journey together; a journey into darkness, into madness. |
watch him from the shadows. Is he the one? He has come
far already but he will be tested; tested to the very limits
of human endurance...and beyond. This night he rides
looking for the old gods, armed with an amulet that has led

him here; tonight he will begin his journey into oblivion.

Monsters

$ Lesser Lycanthrope $ Greaf Warg

=l

Relics
} Silver Doggers
Unlockable Trial

$ Finish the level, defeating the Great Warg with at least ane
surviving villager.

i =




WALKTHROUGH: CHAPTER [

Walkthrough

Battle the Lesser Lvéamhrb;es

)) To conquer the Lycanthropes in the sodden village, read the many introductory tips carefully and put them into action.
Practice your Direct and Area Attacks as well as combinations of these two while also throwing jumps into the mix for o
plethera of atiack combinations.

HEALTH FONT

r-and use the Health Font with its glowing green energy vapors found to
of the gate. Walk up to the healing statue and press the Grip/Use bution
zzzept its gift of life.

SILVER DAGGERS

“==tinue the baitle with the pock of Lycanthropes while experimenting with

=~ zus attack combinations. Motice that the Lycanthropes begin dropping Silver
Daggers. Daggers con also be found by brecking various objects. Currently you
=== only hold five Deggers at a time, which is the amount of one dagger pickup.

=-z=o them before they disoppear. A successhully thrown dagger can completely
= —inate one lycanthrope.

GRAB ATTACKS

= targeting halos appear around your enemies when you Grab them. Hold them
the outer ring enters the center ring. Once the outer ring is enclosed inside
enfer ring you can press any button ta unleash a Grab attack on your enemy.
u have them, you can use the left stick to throw them in any direction
“icting major damage.

TRAVEL BOOK

Zzon you are prompted to check out your Travel Bock. You use this book
sed by pressing the SELECT or BACK) to buy new combat moves and
ties. It also holds information about Castlevania and its inhabitants. You can
=znd some hord-earned Experience poinis on a new maove now.
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Alter defeating all the Lycanihropes in the village o Great Warg
smashes through the gate and attacks. The batile begins with its
mighty jaws bearing down on you as it has you pinned down
to the ground. Quickly and repeatedly press the attack button
indicated on sereen to escape its hold. The button for this type
nf'miﬁi-gpme_ch'ﬂnges each time.

As soon.as you break free from the Warg's maw, come up
swinging lo issue some damage before the enemy is ready to
aftack again. Block when the Great Warg swings. its. mighty
claws. Block and Dodge when the beast glows with a bright
light. The very moment affer o dodge is the best fime o altack;
you will be beside or behind the em.emy, .

Continue to dodge every attack the beast throws at you; then
attack with various combos. Wear the beast down until its
health is.emptied [the boss's health appears in o bar in the top
right corner]. The Greal Warg refreats for a short time; taking a
position on a nearby boulder. He is preparing to pounce again
for another round.

A large post lying in the mud ot Gabriel’s feet glows with
altention-getfing effervescence. As soon as control returns to:
you, Grab the posi ot your feet and position it towards the

leaping Great Warg so that the beast impales itself upon it.
This quickly ends the batlle and the Greal Worg's life.




QUEST REVEALED

Y

the battle is won, Gabriel speaks with o rattled
er. You explain that you are seeking the Guardian

* the Lake and reveal a glowing amulet. The villager
ou he will find you in the forest.

At the end of each level you receive stats from
the Travel Book. Here you can review what
difficulty mode the level was completed in, what
of mensters were defeated, what kind of relics
found, and how many Experience points you

-urrently have.

unlocked Artwork is also noted. It can be
<ewed in the Extras section of the Main Menu. You
~ow have another epportunity to purchase new skills
~rough the Travel Book. If you continue your quest,
‘ne World Map is revealed. By reselecting the previous
el completed you can discover new Trial Unlocks, By

urning to previausly visited levels you can try to beal

~e2w challenges to reach 100% completion.

WALKTHROUGH: CHAPTER I




LEVEL TWO.
hUNCTING PHCH

I follow him into the old forest watching him from afar,

he is strong indeed. The one God comes to drive out the
many but here, in this place, God’s influence is thin and
threadbare. The old gods still hold sway here. Few venture
this far into the wood, He is disturbed by dreams, dreams
that gnaw at his very soul. He will rest for the night, but
rest will not come easy. The battle has left him weakened.
He knows the dream will return, and though he fears
nothing on this Earth, his nightmares sap the strength
within him and leave a cold grip on his heart. Tomorrow he
will use the old hunting path, long has it been in disuse, but

for now...he dreams.

% Lesser Lyconthrope

Hiddén Items




WALKTHROUGH: CHAPTER I

Walkthrough

First Borseback Forest Battle

Waking from a dream concerning his departed wile Marie, Gabriel is

approached by a magical talking horse. Soon they are racing through the
forest together being closely pursued by Wargs and Lycanthrope riders.

Use normal attack and dodge maneuvers to battle the enemies os they approach
you on either side. Direct Attacks damage Worgs while Area Atlocks demage
the Lycanthrope riders. Inevitably, you'll be knocked to the ground. No matter
how long you stoy mounted, you always end up in the same section of forest.

o WOURDED LYZANTHROPE

[.').u.ﬁng the chase sequence, you can jump mounts. Once a Lycanthrope is
. wounded, press the Grab button while the Lycanthrope is glowing to climb
} ~ on the Warg and finish its rider.

=

Forest Path Evncamhropé Ii_ﬁttle

c i Batile the Lycanthropes while walking back (towards the camera).
Inspect the left side of the pathway to find a defeated knight lying on
the ground. Grab the Life Magic Gem from his body. This is sadly
the only Magic Gem in this level. You need five of these to fill a Life Gem

Medallion, which increases the capacity of your life bar. You can find four
more in the next level.

DIRECT COUNTERSTRIKE

While bottling the pack of Lycanthropes practice your newly discovered skill:
Direct Counlerstrikes. The first step is o block just os the enemy is siriking you.
After performing @ synchronized block press the Direct Atack bution three

times quickly to unlecsh o devesteting counterattack.




Second Borseback Forest Battle

‘9 During the second horseback chollenge you ore agoin confronted with Lycanthrope riders on galloping

but, eventually you fall from your horse into the second forest clearing.

e —————

\) Second Forest Clearing

ﬁ i As soon os you begin the baitle with the Great Warg
and Lycanthropes in the second forest clearing,

rush over to the Health Font on the right side of the
path. Fully recover your health, then start taking out the
enemies. The cursed beasts don’t mess with you while you
replenish health from a Heaolth Foni. Make full use of your new
Direct Countersirike ability while laying waste to Lyconthropes
using daggers.

Atter defeating the pack of enemies in the second clearing,
your horse once again rides out of the forest thickness to rescue
you af o moment of despair. With Great Wargs nipping at

your heels, you quickly close in on two Great Wargs blecking

| a broken earthen bridge ahead. Your magic horse makes

the death defying leap over the gorge, disappears midflight
leaving just enough velocity for you to land on your feet on the
other side.

EXPERIENCE POINTS

At this point you should have accumulated a decent
amount of EXP. Be sure to check the Travel Book every

once in a while for new combos and movements to

spend these points on.

continue this challenge segment as long os you wish. You'll hove opportunities to execute kills with the fos




AN
2R =

LEVEL ChREE:

Che DEAD BOG

again with only his thoughts as company, he
nues on his journey to find t ne he seeks. Who
1at was the strange creature? There is a power here
'ew know, a power that could have some influence on
s. Perhaps the guardian of the lake is aware of him
ffers aid in his quest? There is just the small
er of the Dead Bog to overcome, a place that has

zimed the lives of many of the Brotherhood. The smell

- death is strong here and danger lies around every corner,

othing will stop him...nothing will stand in his way.

WALKTHROUGH: CHAPTER 1

E\-lunséérs
$ Goblins
Relics
$ Hook Tip
Hidden l_tes-
§ 4 Life Mogic Gems

Weapon Uﬁgrad@;

% Dagger Upgrode + 5
Unlockable Trial




Walkthrough
c~) Through the Thickets 5

Push through the narrow, thicket-laden canyon, to find a fallen
knight's corpse on the left as you reach the first clearing. Grab the
Life Magic Gem from the knight. Just yards away is another knight
lying flat on the ground. Grab the Brotherhoad Knight Seroll from his
corpse. You can read this seroll in the Travel Book. The knight warns of the
beasts in the bog water, and grants you his knowledge to avoid them.

Use the ledges near the second dead knight to navigate around the

obstruction. Push around the corner and leap to the final piece of ledge. Drop
down inte the next clearing.

™) Goblin Bombs

You are instructed on how to pick up and throw back Gablin bombs
when you reach the second clearing. Basicolly, you stand over o
thrown bomb and grob it. The throw is outomatic. The small Gablin
bestiary is unlocked after slaying your first small Goblin. Goblins are just
about as tough as Lycanthropes and they can throw bombs. You can make
a Goblin drop a bomb by grabbing them and pressing any button when the
white targeting rings glow in the center ring. This causes the Goblin to drap
a bomb, so make sure to pick it up quickly and toss it back...or if you aren’t
going to use it, make sure to clear awoy to aveid the explosion.

The last Goblin appears in a cinematic. You hit him with @ knife throw
pushes him into the bog water. A small Naiad bubbles beneath the surfzcz
\ and reaches up and grobs the unsuspecting Goblin. The Naiad bestiary now

appears in your Travel Book.
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T -

~ @rossing Bog Water.
) Noxious Poison & the Naiad

E i The next task that lies before you is crossing the

Naiad infested bog water. Before you just jump in
headfirst, look closely at the bog water. Notice the dark

areas of the green bog water. The darker, fog-free area of
= water is your target pathway. You can walk through this
=-=a to your target platform without taking poison damage.
~=wever, this area is usually home to a few Naiads. The foggy
-+2gs5 of the water are poison clouds. You can only survive for
- short time walking through these toxic areas. Your life bar
-~akes, then begins to drain if you remain in the noxious areas
=t the water.

2y close attention to the water effecis in the bog: you usually
~2ve time to escape a Maiad if you walk through disturbed,
vy ripples; however, if you walk through bubbly water you

-2~ prefty much count on a nasty encounter with the Naiads.
- < not over if grabbed by o Naiad; if you can hit the beast
«~=n the center target ring glows white, then you can kill the
*.zizd and safely move on.

=) First Bog Fork

‘9 The first clear path through the bog water leads you to a small island in the middle of the poisonous lake. From here you

can cross a shallow area on the right and follow the stone stairs off down the right fork, or poss through the dark green bog

water path on the left to reach o Health Font and a left fork path. These poths eventually meet ond Life Magic Gems can
te found down each path, so doubling back before you reach a point of no return is required to get all the Magic Gems. A Life

Magic Gem can be found on a small rock platform in the bog water down the left path.

¢ .= take a right at the fork mentioned above, after drapping off the second sathway drop ledge, double back along the right side
= oy can find a cave. Inside the cave is a dead knight with a Life Magic Gem. Prepare to fight Goblins; they follow you into

e cove,




When you reach the Goblin camp with the lar
iree, use or bounce two Goblin bombs et the roft
iree. With two successful bomb attacks, the i

over and creates a bridge to the next area.

Find the Secroll on the dead knight on the first small island

in the bog water beyond the iree bridge. This describes the
mavsoleum with a secret relic inside.

BOMB BLOCK BREARERS

Gob grenades are normally obstruction breakers. If you
perform a synchronized block on a thrown grenade, the
grenade is deflected to the highest valued target in the

nearby environment.

Che Last Fork
) before Mausoleum

_.: Continue 1o follow the bog end you'll reach one lost
fork before a set of stairs that lead upward to a hill
on the left. You'll encounter more Goblins at the fool of
these stairs. Lead the Goblins dewn the right fork and battle
the Goblins near the Health Font. When all is clear, return to
climb the stairs to the mausoleum on the hill.
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Mausoleum

rcle around to the left side of the
mausoleum at the end of the bog. Here
you'll find ledges to climb to reach the
aroken rooftop. In @ cinematic, you jump into the
~ausoleum through the hole in the roof. Approach
- altar inside to claim the Hook Tip enhancement
*ar your Combat Cross.

=\

The articulated metal tip can be used to grip objects and enemies from
o distance, giving the Combat Cross the properties of a grappling hook.
This also allows the wislder to climb, roppel and swing around the
environments when combined with the Combat Cross.

Use the Combat Cross to grapple onto the shiny Grip Point above the
tound window in the back of the mausoleum. Climb up the rope until
you are at equal height as the window, then use either attack button to
bust through the window. This begins a boss battle out in the connecting
graveyord.




The.creature that's been following you through the bog has now
caught up to you in the graveyord behind the mausoleum. The
Swamp Troll is an enormous creature and o rare subspecies of
the larger Cave Troll. Although similer in oppearance to their
dry land cousins,; the thick fur has been reploced with o slimy
coafing. Swamp Trolls are ferocious in battle and display o
cunning that belies their outward oppearonce.

FLYING RICR
Purchasing
Flying Kick
before

starting this
bhattle. Press

the Grab

button while

airborne

to.grab an
enemy and launch into them with a downward kick.

This attack only works on larger enemies.

The Swomp Troll uses the many stotues oround the graveyard
as weapens. It con olso crecte o ground shockwave that can
domage you at long distances if you are on the ground ot the
fime of the attack. Jump inta the air to avoid this attacks.

Use Flying Kick attacks with any combination of attacks you are
comfortable with. Be sure to Dodge to weaken the Swamp Troll.
When its health is almost depleted, it becomes stunned for o
short time. When this happens it glows a bright white. This is
your cue fo approoch it.and use o grab move: Successfully hit
the creoiure three fimes in o row as the targeting rings oppear
in three conseculive mini-gome sequences. Each successful hit
resulls in.a bone-crunching knee kick to the beast’s head.

SINASHING READSTONES

Smash headstones and statues to uncover hidden

Silver Daggers.

The fourth successful mini-game sttack has you leaping on tep
of the monster's head and prying the beast's mouth with your
Combat Cross.
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€Exiting the Dead Bog

|
p Follow the pathway out of the graveyord to a set of large stone steps. If
you continue around to the back of the graveyerd you can find a Health
Font. Replenish your health, then climb to the end of the broken stairs.

“rom here to the exit on the distant mountainside are o series of ledge grabs
=nd ledge shimmies mixed with an equal amount of Grip Points to use your new
=20k Tip for rappelling and climbing. The challenge starts with a leap across
== first gop to reach the first ravine spire.

FIRST ROCK SPIRE

== next challenge is to drop ond grab onto the edge of the first spire. Drop down
= ‘2w ledges and work your way around the corner before the ledges crumble ot

w=ur fingertips. Once on the other side of the spire, notice the glowing Grip Point,
=< don't use it yet. Instead, continue further toward the protruding ledge beside
== by jumping to the next grip ledge. Drop down to the ledge with the dead
«=:zht and toke the lost Life Magic Gem. Now return to the Grip Point. Use the

=r'c Point to drop to the lower ledge (still on the first spire).

SECOND ROCK SPIRE

“==o from the lowest ledge on the first spire to the second spire. Climb the series of rock ledges until you can use a high Grip

Fzin1 to climb to the top ledge on the second spire. Latch onto the side of a ledge on the spire and move around the corner, drop
= ne highest ledge ond find yet another Grip Point up higher on the spire. This grapple allows you to swing and jump to the top
B =t third spire.

THIRD AND FOURTH ROCK SPIRE

Jump from the top of the third spire to the fourth (the one with the broken arch).

Jump from the end of the fourth spire to the lower fifth spire with the dead tree
growing out of it.

FINAL LEDGE:
OPPOSITE MOUNTAINSIDE GOAL

From the fifth spire [with the dead tree growing out of if) you con find a Grip Point
L ' on the final ledge. Swing and climb up using this Grip Point. Gel fo the top of the
E R q} ledge and follow the stairs into the mouth of the cave to complete the level.




LEVEL SOUR.
PAN'S CEMPLE

The search of the bog fades into memory and a land of
great beauty lies before him, a paradise where nature lives
in harmony with all living creatures, indeed a refuge for
those who wish it. He is close now, close to the old gods
and the old ways. Long forgotten by men, this kingdom
was once revered by all, yet now only a small part remains.
Soon even this will disappear. The amulet senses its master:
its journey is almost over. He will need all his strength now,
all his wits if he is to succeed here, if he is to convince the

old god to help him.

RS
_"Hidden Items
% 1 Life Mogic Gem
Weapmi_ Upgraflé
$ Holy Woter Upgrode + 2
Unlockable Trial
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Walkthrough

) Lush Forest

p You have entered the heart of the forest where Pan, the faun who
protects it calls his home. There's no combat in this level, just
a couple secret areas to find. Begin the adventure by grabbing
the Magical Rune on the left side of the forest pathwoy near the
beginning. Once taken, the rune fills the first slot in the magical rune amulet
displayed on the right side of the screen.

At the point where the camera spins around and you end up running toward
the camera, you'll find ancther Magical Rune on the right side of the
cathway [Gabriel’s left).

lust yords away from the second Magical Rune you can cross over to the
right side of the pathway by traversing over a large tree root. Here you'll
find @ dead knight propped up against the same root. Take the Seroll from
the body. The scroll is a reminder to continue to search dead knights for the
cessibility of more Magic Gems.

At the U-turn in the path, just beyond the knight you can find some birds
perched on o large rock in the lower right corner of the screen. Look for the
very bright, yellowish green vegetation that's bathed in light. Push into that area
«nfil the comera swings around. You'll find the third Magical Rune there,

Continue through the norrow pathway beyond this rune location and you'll
suickly come to a corpse face down in a shallow pool of water. Take the
Life Magic Gem. Return to the previous pathway.

Continue around the large U-turn in the pathway and find the fourth
Magical Rune where the pathway darkens and narrows to its most
resiricted point. Find a Seroll on the corpse at the end of shallow pond

ust before the tree tunnel. This is a letier from the dead knight Victor to his
wite. Continue through the tree tunnel to reach another clearing.

a1 the clearing, you'll find an unreachable Brotherhood Ark. Just ahead of
the Ark and on the right you can find the fifth and final Magical Rune to
:amplete the collection.

ROLY WHCTER UPGRADE + 2 -

When you earn the Seraph Shoulders, return to this level
and perform a double jump here to reach the high ledge

with the
Brotherhood
Ark to

obtain the
Holy Water
Upgrade + 2.




Pan’s Crial

/}? A fairy appears and hovers in the oval green light ot
the end of the forest trail. This happens once you find

.

all five of the Magical Runes and aclivate Pan's Amulet
in the same location. To proceed, you must maich the order
|

of the rune symbols above the fairy’s head to the Magical Rune
symbols in your disploy on the right side of the screen. Select

f : z Seol Rume Slor
a Rune Slot with the left stick and change it using the Direct i Ch Tt

Attack button. When successful, the lairy breaks the green

barrier ollowing you to continue.

Chrough Magical Rune
P_r_olecied Cunnel

5 Once through the tunnel beyond the Magical Rune
= puzzle, take the narrow pathway leading up on the

left side of the forest wall. Follow this winding pathway
until you reach Pan’s Temple.

Pan’s Cemple
E‘} In o cinematic, Gabriel calls for Pan to show himself.
Gabriel pleads that the Brotherhood needs his help.
Pan materializes and claims to be the guardion of the
Lake of Oblivion, where the living can communicate with
the dead. Gabriel informs Pan that they have been deserted by
God. Creatures from the void come to claim the souls of men,
te wipe mankind from the face of the Earth. The elders believe

that God has abandoned them and that @ powerful spell has been unlesshed by someone or something. They also dreamed that
o message waits for Gabriel here at the Lake of Oblivion. Gaobriel was instructed to seek Pan out in hopes thal he could show
Gabriel the path. He believes that his wife that was murdered two days age is waiting here to deliver a message te Gabriel. Pan

helps if you first pass his test.




o — .|
i e 1 s
i

WALKTHROUGH: CHAPTER |

Pan’s Crial

You enter a large chasm with a large machine made up of three large rings.
Your wite Marie lies in the middle of the puzzle with a large swinging blade
above her. Since she's already dead, this shouldn't bother you. As control
returns to you a Scroll enters your inventory. It's a hint Scroll. The Scroll
informs you that you earn 200 EXP upon completion of the puzzle and
illustrates the rules of the challenge.

To reach Marie before she dies you must find o path to follow. Try to overcome
your sorrow and you may avoid her demise. Choose only one direction. You
can also cheat and use an unlock solution occessed in the hint screll, but by
doing this you lose the puzzle's award. It says “choose only cne direction in
which to turn the three wheels ond their shine will reveal the hidden path of self
redempticon.”

To work the puzzle you select a ring with the left stick, turn a ring clockwise
with the Grab / Use button and turn counterclockwise with the Block / Dodge
button. Reset the puzzle using the Area attack butten,

Just know that the paths [or bridges) need to connect to one another to allow
you cross the gaps between each ring to get to your wile. Here is the five-mave
solution;

$ Turn the center ring clockwise ¥ Turn the outer ring tounterclockwise
% Turn the cenfer ring clockwise § Turn the outer ring counterclockwise
% Turn the middle ring clockwise

After completing the
challenge and saving

your wife, you suddenly

stab her in the gut during
a cinematic and turn fo

face the camera. Your
face is covered with a
fragmented metal mask.
You awake from the scene

while standing beside
Pan once again. You ask

what the visien means and
he replies only that you
are worthy of entering

the Lake of Oblivion. Pan
allows you to pass through

his temple and reminds
you to pack daggers;
you'll need them.
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05':]0]0') LHKE &™) Frozen Lake _—i

The test has shaken him. I see the doubt in his eyes as he p Walk out o the broken angel statue standing befzrs
heads towards the lake. So Pan is helping him now? That’s the frozen loke. Find o Life Magic Gem on 7=
good. Perhaps it bodes well. | wonder if he knows what corpse near the statue. Walking out onto the frozes =

triggers o boss batile,

awaits him here, in this place where the dead can contact
the living, It is cold now. A chill wind blows through his
heart: 1 can see it. Feel it! He will need help if he is to

succeed, He must not fail. He will not fail, not now...not

yet, not if I have anything to do with ir.

Hidden Items
$ 1 Life:Mogic Gem

" Relic B
$ Llight Gem Medallion

Monsters

$ lee Titan -

Unlockable

4 Finish the level and defeat the Ice Titon in less thon 1:30 minutes
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_;} Boss Battle X

Buried deep below

the surface of an

ancient lake, waiting

to be found, are the remnants
of a once great European civilization, among them, a Ti
Before Rome, before ancient Gresce, this great empire
technaology thot surpassed all others, and this Titan ma
of their achievements. A great conflict known as “The N
Woars” obliterated this once thriving civilization and this:
engineering was lost. When the dark spell that'isclated Ihe
from our earthly plane was cast, the souls of the dead were drﬂwn
to this place and somshow gove new energy to the mogic runes,
reanimating the Titan one final time...

Boss Attacks

The Ice Titan has two ranged attacks that you should avaid al all costs:

one sends a shockwave through the ice that cannot be blocked, and must
be dodged laterally. The other creates a magic symbol in the ground
around which many ice stakes emerge, frapping you inside an ice shard
prison. Only the Titan can destroy thisiice prisan with, @ punch.

Battle Strategy

To defeal the Titan' \fciu--muil‘f“-e:li""'
empower Iha 'SICIII.IBA Tﬁare G#B'ﬁl

‘ontoit, destroying the runes.
‘of four runes, d:s!rabmad across:




60

|

\C 9

must get it stuck in the ice. Get ¢l \ -
it will try 1o hit you by punching down. If the Titan hits
twice in the same spot in the ice, it will break beneath if,
trapping the arm for a few seconds. You must take advantoge
of this time to use the Hook Tip on the trapped arm and start
your ascension (lock for the highlighted emblem fo gropple to).

Once you start to climb, the Titan tries to rid you by shaking
its arm. You must press and hold the Grob button lo cling onta
the colossus surface, or you fall down. Find the clearings in
each ring of its arm to confinue further up the arm by leaping
and lafching onlo the crevices beiween the sione sections of
the arm. The first rune is high on the back of its-arm. Once you
reach the first rune, press the Direct Altack bution to destroy it.
Hit it repeatedly until it shatters.

10 HITs!

‘Each Rune takes 10 Direct Attack hits before it is

destroyed.

SeconaiRun ey

Angered, the Titan then raises his arm and tries

to swat you with its other hand. Dodge this by
jumping just before the impact, and use the-Hock
Tip on the right hand [you'll see a large section of its £
right hand glow]. Quickly, grapple to the chest plate
(this too will glow brightly) where the second "
rune is locafed.

While destroying the second rune, the
colossus again tries to hif you, this time - - v,
using his left hand. You must dodge
these attacks by side jumping

when you see the gigantic

hand coming.

T > AT
e il
T i -

E L b e J
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evil § k convinces Gobriel that they could a;lmﬂ!yknng
Marie back From the realm of the dead. They decide fo split
up as to not draw citention to themselves. Gabriel will head
through the land of the Lycans while Zobek will leave for the

territory of the Vampires.

Zobek hands you o gift to help you on your travels. The Light
Gem Medallion allows you to cbsorb spiritual energy and

will helg cure your wounds.



LEUEL ONE.
ENCHANTED

SOREST

We part ways, he and 1. My instincts tell me he is filled

with hope, a hope that will drive him ever onwards. Good.

Perhaps he is the one, a warrior of pure heart who can
deliver us from all evil...perhaps. | wonder what went
through his mind when he saw her there, his beloved. Did
he see his dreams, or did he see his future blown away
like leaves on the wind? I spy him as he heads out toward
the reaches of Pan’s influence. A forest that leads to the
land of the Lycans lies to the east. The ruin of an ancient
civilization is there, forgotten and decaying. Once a proud
testament to man’s ingenuity and vision, it has now been

conquered by Nature, as she claims all things for her own.

Hidden Items

$ 1 Life Mogic Gem

- Weapon Upgrade :

} Dogger Copotity Incrense
Monsters

4 Goblin
$ Lesser Lycanthrope

Unlockable Trial
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Walkthrough
Leap of Faith

Zobek's character entry is added to your Travel Book once you begin this level. To continue ahead into the Enchanted
Forest, you must moke a leap of faith by dropping over the edge of the cliff below the crocked tree. The camerc angle
then chonges, and you'll find yourself on o short ledge above o waterfall.

o7« your way down the waterfall cliff by dropping down to @
ledge and then using the two Grip Points to swing down

= lower walkway-type ledge. Find a Scroll on a dead knight

nis walkway. In the seroll, the knight says he gave his Life

=== 1o his comrade, so be on the lockout for this.

sinue down the ledges, hop across the river neor the
==~ing tree, and continue down the ledges on the opposite
t the cliff until you reach o save point ot the bollom at the

evel.

Waterfall Cunnel

If you enter the stream and follow it to the
cave behind the warerfall, you find a device
in the back of the cave that can only be
triggered using Shadow Magic. You must
return here when you have that skill. Once
you return, the Brotherhood Ark contains

a dagger upgrade.




Neutral Elemental Orbs
j‘ Follow the path around and over o :."Et.:: tree

trunk. Destroy the single Lycan that rushes out

of the forest. This creoture leaves behind Meutre
Elemenial Orbs. Thanks to the light Magic Medallion that
Zobek gove you, you are able to cbsorb these orbs.

Press and hold the Absorb Light Magic button to obsorb the
orbs before they disappear. The energy lills a new gouge that

appears at the botiom left corner of the screen. This is your
Light Magic Container. Press the Light Magic Enable / Disable
bulton to switch on your Light Magic power. This couses you
and the container to glow dork blue.

i Attacking enemies with Light Mogic swilched on replenishes
your health. However, your Light Mogic Container depletes.
Furthermore, enemies do not drop Neutral Elemental Orbs
while you have magic on. You can only get the orbs by killing

enemies with your magic off.

Drop off the side of the pathwoy to a lower path where you
soon find a Neutral Elemental Energy Statue. You con use this
to restore your magic levels.

Use your newfound mogic while taking out the Lycanthropes
that cross the stairlike rock pathway. This attack is triggered
when you move beyond the large tree root in the path just
beyond the energy statue. Notice your health rising as you
defeat the enemies while Light Magic is furned on. Aher this
battle, refill your magic using the statue, and then continue on
down the path.




Mhen you reach the city ruins, the path sp
as both ways lead to the next zone.

SGHT PATH FROM ANCIENT RUINS

ath is the easier of the two. It begins with a gap that you must jump
crossing to the other side, you reach o dead end. The only way
—=ntinue is to solve a simple minigame in which you pull from the tree until it

allowing you to use ane of its branches to grapple across o crag using a
sdge Grip Point. This is where the two paths cross.

FT PATH FROM ANCIENT RUINS

sath from the ruins goes through an exhausted water channel. Some
sault you along the way, but the attacks cease after one or two waves.
ating them, you reach o save paint. You can also find a bag of 10

s in this area.

-hannel ends in a vertical wall that you must climb. Use the Grip Point on the

--+ wall to reach a series of ledges to move along while hanging by your arms.

top of the waterfalls, you'll find o dead knight with a Seroll. The Scroll is

- account of the end of his journey.

=33 the small arched bridge to the area to the right. In this area, head toward

-2 camera and drop down fo a lower ledge near o statue. Continve toward the

a to find another ledge with a Grip Point. This is where the left ond right

s Cross.
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I::‘:> lock for a dead tree located down below the ledge below the Grip Point
" |the puzzle reached at the end of the right poth]. A dead knight with a
Life Magic Gem lies below the tree in o shallow streom. Defeat the nearby
Goblins and follow the shallow siream to @ neok where you can climb rubble to a

pathway where the dead tree puzzle is located.

Gropple to the tree branch and press the indicated button guickly to breck the branch

off. This reveals a couple Grip Points: one on the dead tree and cnother on a nearby
ledge beyond the tree. Use these to reach the other side of the crag.

Both paths end on this upper plateau at o solid rock wall beyond the arched little
bridge. To poss through, you must use the Grip Point on the top of the wall. While in
the grapple stance, kick the wall to propel against it and breck the crumbled area
near the lop on impoct.

Tecus Scroll

E

. ;-- '} Through the high, breckable window, you'll land in a courtyard where

—"" dead knight lies holding the Focus Scroll. Take the Scroll. The combat focus
is an ancient technique from the Brotherhood of Light. Once tully focused,

a capoble warrior can extract Neutral Elemental Orbs from his enemies after each
successful hit. The combat focus meter is filled when you fight well: use varied attacks
and avoid being hit. Lack of combat slowly decrecses the meter, and magic use
pauses il. The Focus Bar is shown at the bottom of the screen during combat. Light all
of the runes by fighting well.

Warg Focus Cutorial o
arg yocus Cuioria

-'::‘_h_ a

J;_/l Battle the Warg that oppears in this courtyard. Use varied attacks and
B try not to get hit to quickly fill up the Focus Meter. Once the meter is full

maintain your focus, and the enemies will drop MNeuiral Elemenicl Orbs after

each successful hit, allowing you to maintain your magic supplies during combat or
until you lose focus. Switching your magic ond getting hit inferrupts focus. When you

deleat the Warg, a Goblin ombush eccurs.
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&™) Goblin Ambush %
! 5 Baottle the Goblins ond throw eny dropped
|

grenades at the large, glowing exit doors.

Use grab attacks to make the Goblins drop
grenades. Try to parform synchronized blocks on
thrown grenades to deflect them into the target door.

Continve sloughtering the beasts and throwing grenades
at the door until it is blown open, which only takes two
successful hits.

) The @reat Dekub

Look for @ giant tree stump in the center of the ‘

next area. This is the entrance to the spider
dwelling underground. The dead stump is so big
that it can only be reached from the ledge on the left
side of the area behind the Great Dekuh tree stump. ,
You can lind o dead Knight with a Scroll on the right side ‘
of the stump. This Scroll tells of the Great Dekuh tree.
|
Jump and climb the wall on the tower behind the tree '
stump, and the camera soon shows o Grip Point at the [
top of the tower. Grapple up and clamber along the top
ledge with your hands to reach the opposite side of the
tower. The camera moves to reveal a Grip Point on the |
end of a proiruding beam. Use the Hook Tip on it and
then release to land on a high ledge near a tree. Find the

Grip Point.on o tree branch and use it to swing into the
top of the large tree stump to end the level.




LEUEL TWO.

UNDERGROUND CAUES

He is becoming stronger with every step he takes; his prowess in battle is undeniable, he will need it now. Goblins are on

thing, but there are other creatures in the dark places of the world, creatures who know nothing of his plight but fight fc
their very survival. Many fallen brothers are testament to this; indeed, their bleached bones adorn the tortuous tunnels i
this godforsaken place. He runs ever onward into peril. | wonder who their prey is and who is the hunted; perhaps when

the time comes these creatures will know fear as they look into the eye of their quarry. Go my friend, save your love!

Walkthrough

In__s_i_de the Great Dekub

Hidden Items
+ 1 Light Mogic Gem
Relic Enter the small cave at the bottom of the tree stump
$ Spiked Chain = landing area. Follow the cave to a small waterfall.
- i Drop down to latch onto the edge of the ledge. Using
Monsters . your hands, crawl left along the thin ledges until you receivi
$ Goblin a message instructing how to jump bockward while hanging
$ Lesser Lyconthrope E

places you in the spider’s den. In & creepy cinematic, tl

i T — R ; B Giont Spider creeps up behind you and ottocks just as you |
Unlockable Trial N cicund 1a faceit
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_. @Great Spider

You begin this battle with the
Great Spider trying to chew
your head off. As soon as you
recover character centrol, repeatedly
press the displayed button to avoid the
poisonous bite

Move os much as possible io avoid the
webs from the spider, or you will be

entangled in them. If you ore entangled
in a web attack, quickly ond repeatedly
press the indicated bution to break free.

Furthermore, if the spider poisons you,
quickly use the Light Magic Power fo
stop losing health.

Attack the spider with varied aftacks to
raise your focus meler and eventually
make it produce orbs. Hit it with
everything you got o take it out as
quickly @s you can. These monsters are
the largest type of known arachnids, and
they are much more aggressive than any
of the normol-sized varieties of spider.
Once defeated, the Giant Spider is
added to your Travel Book’s bestiary.




Use the Grip Point at the upper ‘end of the conneciing funnzl to escape the

il

spider’s den. Do not drop down once you reach the next cave wall; instead,

climb up to the Grip Point. You can pull up onfo o ledge and snter g new

ol

tunnel above.

= |
Lesser Lycans and Spider |
,55 At the end of the cave, grapple down te o large cave below with
st scattered ruins and skeletons. As soon os you touch down, Lesser
I§ Lycanthropes attack. Take out o few Lycans, ond soon o Giant Spider

joins the bottle. Keep moving and take out the Lycans as quickly as you
can so you don’t have to batile them along with the spider. Learn the spider's
attack pattern, learn to dodge when necessary, and be patient as you batile.

) Cave Exploring '

] After defeating the spider and the Lycans, jump up on the ledges
—# in the back right side of the cave and enter the next. On the entry
ledge, you'll spot a Grip Point on a ledge near your feel. Drop down
over the edge of this ledge so you can catch the groove. Release and
then quickly use the Hook Tip to lotch onto the Grip Point. This must be done
quickly, or you'll drop to your death.

[
Y

.__ L 4

| Grapple down to a lower ledge that you can shimmy ocross to the right. At the
' end of this ledge, jump to the right to reach the next ledge. Climb up onte the
top of the ledge and run along the narrow path heading to the right.

Jump the gop ot the end of the narrow ledge and then cross the thin, yet
strong, spiderweb bridge. If you begin to lose your balonce on the web, you

can use the Grab button to regain balance and then continue crossing to the
next tunnel. A dead knight with a Seroll is located at the end of the web
bridge, at the mouth of the tunnel. This Seroll hints that you can actually ride
spiders like you would o Warthog and that the webs are strong enough to
bear the weight of a grown man.

Continue fthrough this cave, then drop down to the open area outside. This area
forks off into twe directions starfing with web bridges. For now, it is advised

to cross the leftmost web bridge and enter the tunnel entrance on the following

ledge. Through the next cave, you'll continue into another open areo. Continue
following the ledge through another short tunnel, toward the camera. Once you
reach the next sun-bathed rock ledge, you'll find o save point.
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1 you cannot break until you upgrade your Combat Cross. This occurs
shortly, ond then you can return and uncover the totem’s secrets. Leap up to the top of the continuing path and enter the

+ Cough Torem

In a gop in the pathway, you discover ¢ totem th

[§]

e

 First Mausoleum Key: Grenade Door 8

-

a8
I" ) Ancther locked door similar to the one you found at the end of the last level
—#" s ot the end of the pathway. Seems you'll need grenades or something strong
to break these doors. If the Goblins in this area do not appear on your first lime
through, travel down the left path as far as possible, receiving the next Scroll from the
knight on the ledge and then returning to trigger the Goblin battle.

Defeat the attacking Goblins and use their grenades Io destroy the nearby sealed door.
Use grab moves and oltock the foes to make them drop grenades. A few direct hils
with grenades, and the door will be desiroyed. Beyond the destroyed door, find the
first Rune Stone Key on the knight on the edge of the ledge through the short tunnel.

© Second Mausoleum Key

p Return the way you came, past the unbreakable totem, and enter the large cave where the first web path fork is located.
~“" Now, toke the right path by crossing the web bridge 1o the righimost ledge.

Defeat the Giant Spider on this ledge.
Climb the series of ledges starting on the
right side of this ledge. Shimmy over fo
a wider ledge, jump up on it, and walk
across. Jump over the gap to reach o
ledge at a tunnel entrance. Head through
the tunnel.




Use your Hook Tip on the Grip Point on the tunnsl csiling o overcome the waterfall gop in the tunnel. Swing across the gap and |

a dead knight o the mouth of the tunnel. This ledge cverlooks the locked mausoleums where you soon use these two rune keys. Ta
the Rune Stone Key from the knight and drep

o R

Mausoleum

f Activate the Use button while stonding near the two shields on either side of
the mausoleum’s locked entrance. The Rune Stone Keys are sucked inio the
lock mechanism, which then unlocks the front door. Enter the mausoleum.

Sec_qnd holy Relic: Spikedlﬁ'ﬁﬁiﬁ

é 5 Inside the mausoleum, you'll find another altar. Just as you did in the Ffirst
chapter when you acquired the Hook Tip, insert your Combat Cross. This
time, you imbue the cross with o Spiked Chain enhancement. Rinaldo

Gandolfi built two different choins for the Combat Cross, but this one was never
approved by the Brotherhood, for obvious recsons. The elders thought that the spikes
were too cruel for the holy nature of the weapon. However, instead of desiroying if,
the artison hid the links in one of the mausoleums of the Order, believing that one
day it might be needed.

) Destroying the Totem with the Spiked Chain |

f‘ ; With the Spiked Chain, you can use the Combat Cress to sow through
obstacles and to “tame” dongerous monsters by looping it cround their

necks. This upgrade is necessory 1o open the path to the end of the lavel: o
glowing totem blocks the web-filled cove beyond the Spiked Chain slizr. Walk up 1o
the totem and press the Use bution. Gabriel automatically wraps the chain around the

totem, and then you must follow the left stick’s back and forward matizs crampis 1o

desiroy the totem. The level exit is through the tunnel. Before you lesve w2 2nse lost

\ Grip Point jump, read the tip below.

i the lecge ond head to the locks flanking the locked entrance of the mausoleun

' TOTEM PULL

Before you exit the level

through the tunnel

you unblocked in the
mausoleum, head back to
the previous totem to use
the Spiked Chain on it.
This reveals a tunnel that
leads to a dead knight on a
ledge. This knight holds a
Light Magic Gem.

R e



LEVEL THREE:
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LABYRINTH ENTRANCE

Hidden Items
$ 1 Light Magic Gem
Weapon Upgrad 2
§ Fairy Upgrade + 2
Mom‘;ters 3

t Goblin
$ Greoter Lycanthrope

i ",:5'.',;:-_»: !
$ Lesser Lyconthrope
+ Warthog

Unlockable Trial i :
§ Finish the level after killing of lens! five Worthogs

Walkthrough
i_iid_ing the Warthog

You begin this mission sta

the cave exil,
overlooking the Lycani nth's entrance. Drop
down into the arec below ach the locked
te. A screen prompt hints that Go grenades cannot

destroy this gote.

So, he has found another of Gandolfi's upgrades? This
was unforeseen, though it should prove useful in the
challenges to come. The lost city of Agharta looms before
him. I wonder if you know whart truly lies ahead for you,
Gabriel...what God has in store for you? The land of the
Lycans! This ruined city now belongs to their Lord, and
you can be sure he will not allow you to pass without
forfeiture of your life. But in order to bring her back, you
need to defeat him, my friend. You need to crush him into

the dust...like the worm that he is.




After you inspect the door, seme Goblins and o Geblin ridi

a Warthog attack. Instead of trying to toke out all the Gaoblins
and the Wartheg, try just damaging the Wartheg until it
becomes stunned. The Goblin rider on the Warthog must be
destroyed. Once enough damage is done to the Warthog, the
monster starts glowing 1o indicate a possible interaction with it.
Press the Grab button from a short distance to mount the beast.

While on the Warthog, press the Direct or Area attack buttons
to perform melee attacks. Push the left stick toward enemies to
charge into them. Now, take out all the Geblins in the area.
Remain on the Warthog until you've defeated oll waves of
Gablins. If they take out your mount, enather Warthog appears
[which you must stun and mount to progress).

ChARGE ATTACK 2

When mounted on a Warthog, it is usually safer to
attack enemies with the Warthog’s charge attack than it
is to battle with its melee attacks.

With the Goblins gone, move toward the camera and get o

running start at the locked gate. A good fast collision with the
Warthog's head into the gate can take the gaie down. Now
you can choke your mount by pressing the Grab and the Block
buttoris at the same time.

ey

-~ Che Cabyrinth Walls

Just through the destroyed gate and to the right lies a
dead knight holding onto a Scroll. The Scroll simply
describes the dead knight’s turmail in this area.

Travel left down the pathway uniil you reach the back left
corner, where a pile of rubble in the pathway meets the old,
castle-like walls of the labyrinth. You can find a ledge to jump
up 16 in this nook. Shimmy around the left inside corner, and
then jump to the top of the ledge. Here, you'll find a Grip Paint
near the top of the wall. Gropple to the top of the wall and hop
over to the inside of the decrepit labyrinth.
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=

Carefully walk across the scoffold along the right wall of the Labyrinth

to reach a dead knight holding a Seroll. He leaves a good tip behind: if

you block often, you can increase your focus. This allows you to focus much
zuicker, which enables you to keep magic on all the time during combat.

LIGRT MAGIC 6EM

Before vou get to the dead knight mentioned above, look for steps that

lead down, which are to the right of the cross planks. They are hard to
spot from above. Continue down the stairs to find a hidden Brotherhood
knight lying in a small room. He holds a Light Magic Gem.

r /| From the dead knight with the Scroll at the end of the scaffold, turn back and
7 take the left path toward the central column. Jump up onto the glowing ledge and
snimmy around the corners to the oppaosite side of the column.

Zontinue to shimmy oround the corner where the large outstrelching beam connects to

“e column. Drop down onto the lower ledge over the gop. Drop off the left end of this

=latform to latch onto the glowing edge. While hanging there, you'll spot o Grip Point
n o high broken beam above your head. Grapple to this point.

#hile swinging high on the rope, press the Attack buttons to push away from the wall and then press the Jump button to let go ot the
-=rrect time to land on the next ledge to the left. Follow the stairs down into a lower pit, where a Lesser Lycanthropes batile occurs.




Il ~ Lesser Lycantbrope
: \) Battle Arena

g 8 The Lesser Lycanthropes should not pose o seriou

threat. However, to exit the area, you must use th
i & : mechanism present there, o fact that complicates con
| 5 _ cgainst the enemies. To use this doer crank device, just ge
' 'i s, S close to it and press the Use button. When you grab the

| handle, use the left stick 1o rotate the mechanism and apet
l . door slowly from bettom up. You must use the time betwes
Lycanthrope waves to open the door, or they interrupt the

process.

Once the door is completely opened, it remains raised, an
You can pass into the next area. As you do, a quick cinem
shows a lycon being grabbed by the thraat by something &
bigger and then being pulled off screen. When control ret
te you, you find yourself focing o long, wide exterior pass
with many statues near multiple waterfall fountains.

Find a Scroll on o dead knight on the right side. It mentior
that each species is weak ogainst a particular weapon. Fol
the path to the hallway entrance. If you walk toward ihe
camera, you can find a bag of daggers.

Waterfall Cunnel

If you enter the stream and follow it to the

cave behind the waterfall, you find a device
in the back of the cave that can only be
triggered using Shadow Magic. You must
return here when you have that skill. Once

You return, the Brotherhood Ark contains

a dagger upgrade.




Onee all the Geoblins are destroyed, a Great
Lycanthrope enters the arena. Use many dodge
maneuvers and keep moving as you hil this beast
with your most powerful attacks. Once you defeat
arge lycan, you can freely open the door.
Pick up and place the bull horn in the bull head

device by walking up to it with the horn in honds.

ress the Use button again to place the horn in its
correct position. Turn the device clockwise to open
the door. While you are opening the door, one of
ihe ropes supporiing the stone wall fails, letting the
door crash agains! the floor and breaking it. You
fall through the hole created in the areno floor.

WALKTHROUGH: CHAPTER I

Exit the hallway and drop into the arena. Once you arrive, o
waove of Goblins attacks. Notice that one picks up and holds on
dearly to a strange looking horn. This is the instrument you need to

rk the door mechanism_ Your task is to recover this bull’s horn
from the Goblin and use it on the device. You cannot attack while
holding the horn, so it's a good idea to deleat all the Goblins
before trying to open the door. In addition, any hit received makes
the character drop it, allowing cnother to pick it up.




LEVEL FOUR - ——
(UHACERFALLS P Fidten fiems

1 2' Ltght Mugac Gems

05 HGRARTA g

# Stodow Gen Hedalion |

This ancient city occupies many layers, each one being the | Mnnsters

foundation for the next. It is a labyrinthine maze of dead $ Giont Spider : § {u\;;. Tm]i-
ends and forgotten walkways. Danger lurks around every t Greater Lyconthrope  Small Troll
corner. He has shown great resilience, but this journey will i Lesser l.y:unlhmpe

take him longer than anticipated and deeper than any man Unlﬂckabfe Trial

has ever ventured in centuries. He will need all his wits to

find an alternative route into the heart of the city...where

his destiny awaits him!

Walkthrough

Entry Point

nds in a sublerranean passageway, which
continues underneath the lobyrrn’rh ruins. Begin this level by picki e Scroll from the dead knight beside you
learn that this knight was on o quest to become invincible by = ugh Magic Gems. The Scroll mentions @
Light Gem. Follow the pathway through a short tunnel on you
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Gi_qm_;_pider Battle

ou explore the new plateau, o lorge, crooked tree across the
ine begins to glows. When control returns to you, a single Giant
ier ottacks. Use dodge maneuvers and your favorite spider-tactics
the beast down. Again, if you are poisoned, switch to Light Magic
oss of health.

Beat the Giant Spider down until you stun il. Mount the Spider as you weould
a W : press the Grab button when ¢lose to the beast. Once oboard,

can press the Direct attack button for melee attacks and the Area attack
button for ranged attacks. Spiders con use their webs to interact with the
world around them. Press the Area attack bution fe use the web on a glowing
interactive object. To dismount and strangle the spider, press ond hold the
Block and Use bultons at the same fime.

Turn the spider and face the crooked, glowing tree. Shoot o spiderweb at

the tree using the Area attack button, and then repeatedly press the button
indicated on the screen to pull the tree toward you. The tree cracks and leans
into a position a little closer to your ledge. Dismount and kill the spider. The
Giant Spider drops o Light Magic Gem. Pick it up. Then, use your Hock Tip
on the Grip Point on the tree branch to reach the distant ledge.

leap across o gop ond then drop down off the left end of the ledge at the first
rock wall dead end. Shimmy around to the inside of the nook on the other side
of the obstruction. leop ocross the gap and pull yourself up to the next pathwoy.




) Greater Cycanthrope Baitle

| p Climb up to the upper pathway and follew this 12 ¢ broken rock bridge. Use the Grip Point on the high tree branch to

swing to a lorge ledge, where you must baottls o Greater Lycanthrope. Break the large pottery to find daggers on this

: ledge. Use a grab aitack to stab the lycan myltigle times with the sharp end of your Combat Cross. Fallow this with
repeatedly pressing the indicated button to pop his neck with your foot.

e

Jump up and latch onto the grooves on the canyon wall in

the corner of the ledge where you battled the Greater Lycan.
lump up lo one more groove above, and a Grip Point high on
the canyon wall appears.

Use the Hook Tip to

latch anto it, Move
the lefi stick
sideways lo gain

momentum, and
when you are
on the leftmost

pinnacle of your
trajectory, jump.

If done correctly,
you'll safely land on the
next platform.,

Leap across the gap at

the waterfall and enter

the fallowing tunnel. A
short cinematic shows

the scope of the next large
cavern. Pass through the
tunnel and do battle with the
Greater and Lesser lycanthropes

in the next clearing.

Concentrale on ovoiding the Greater
Lycon while eliminating the Lesser
Lycanthropes. With that done,
you can concentrate on the
one-on-one battle with the
big lycan. Do everything
you can to whittle its
health down so you

can stun it, and then
perform a greb attack
on it like you did on

the previous Greater
Lycan. After the battle

e
<

on, you can freely

explore the batile platform.
Find the Scroll on the dead knight
I i the left end of the ledge.

s o reminder to revisit levels after
guiring new skills and weopons to find more




Cliff Face

Use the Spiked Chain on the large tace statue n the side

of the cliff, which is over the nexi gap af the end of your current
platform. Repeatedly press the indicated bution to pull the weak
statue from the side of the cliff. The debris forms ¢ makeshift bridge.

2: yvou walk gcross the newly formed rock bridge, a Grip Poini appears on
=2 canyon wall. Grapple from the Grip Point and then scale downward to
-2 area below the Grip Point. You'll reach @ new level of the environment
«here many more ledges and waterfalls can be seen.

~=ad to the right along the new pathway. When you leap up to the first
=2ge, you reach a save point. Walk to the outer right edge of this ledge
=~d seek out another Grip Point in the distance to the right. Laich onto this

tant post and swing to the new platform where o Troll battle is initiated
=%er a cute little cinematic ends.

Croll Battle

! j The cutscene ends with you being ambushed and grasped by
a large Cave Troll; this initiates a quick minigame. Press the

displayed buttons repeatedly to get free from the Cave Troll's grip.
“~2 Cave Troll fries to grab you again if you fight too close to him, The
“ave Troll has a ground pound attack similar to the Swamp Troll you fought

:= leng ago. Jump to avoid the shockwave.

"= continue, you mus! ride on the Cave Troll and use its strength to destroy

2 remaining small Trolls and then the large boulder that blocks the way
% of this plotform; stun the Troll [beat it down to an inch of its life), press

“~= Grab button to mount on it, and then use any of its attacks against the

zmall Trolls.

Te Direct and Area Attack buttons perform melee attacks. To smash large
owing obijects, you just need to approach them and press the Attack
ttons. The strangling dismount is performed in the same manner as with

~ther mountable beasts. After defeating all the Trolls and breaking boulder,
| the Troll and use the Combat Cross on the newly discovered Grip Point.

WALKTHROUGH: CHAPTER 11




' ﬁeach a large ledge with o Heclth Font and twa tunnels. The
l tunnel on the right is not a continual path, but it lesds fo o nice item
waiting for you. Ii's best to travel through the right tunne! first and then

return to the fork 1o continue through the left funns

¢~) Right Tunnel: Light Magic Gem

| LW
' ! :-' The tunnel on the right seems to lead nowhere, but it you look behind
the waterfall in the path, you can find another Brotherhood knight

‘ with a Light Magic Gem. Return to the Health Font and head down

: the left tunnel 1o continue the quest.

| ¢ Left Tunnel
| | _

A totem blocks the tunnel on the left. Use the Spiked Chain on it
| lo advonce towards the next area. Head through the tunnel ond
| jump the gap to the next lorge batile ledge. Here, you'll battle Lesser
i Lycanthropes with one large Greoter lycan. Take out the small Lycans first
1 and then beat the larger one down until you can perform the grab finishing
move attack on it.

Alter you've destroyed all of the lycans, continue toward the left side of this
platform, where you con use some ledges in the middle of the waterfall to hop
to the opposite side. The climbing zone ends shortly after, with o gropple climb
that leads into @ new arenao. This new arena is where you battle a G'IGI“II-SpEdEf.

e —

.\ Giant Spider Bartle

g 5 A cutscene plays in which you see a spider crawling over a wooden
bridge, which falls under its weight. With the bridge gone, the only
possibility is to build o new one, using spiderweb.

A single Giant Spider appears, which musi be used to build a web bridge
| (if you kill this enemy, o new one spawns). You must beat the spider’s health
down to pretty much nothing before it is stunned. Once the spider is glowing
and stunned, approach it, mount it, and press any button when the ring

crosses the center targeting ring fo successfully tome the beast. Once you're

mounted on it, the directional attack makes it launch some web goo forward:
aiming towards the opposite side of the bridge Iriggers a culscene in which

the web bridge is created.

SPIDER WEB ATTACK

This attack can stun other enemics if it hits them, although it won’t

cause much damage.

The new web bridge cannot sustain the spider with Gabriel mounted on i1, s
you mus! kill the monster and dismount before continuing across the bricgs
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old mausoleum. Inside the mausoleum, you
wooden totem that you can saw down using the
Behind it, lying in the center of the small reom, th
d Brotherhood knight; if you get close to him and press
2 button, Gabriel takes the Shadow Magic Medallion

must use Dark Mogic to continue udvur‘rc'mg_ so head
again to refill both magic meters in the nearby Neutral
rental Orb fountain. To gather Shadow energy, press and
sid the right stick button. You can recharge both mogic types

=1 the some time by pressing both sticks at once.
2u might hove noticed befare o head shaped wall ornoment,
to the exit door in the mausoleum. These magic locks must be
ened with a combination of Light and Shadow magic energy. In
=it case, you must charge it with Shadow magic and then interact

with the lock by pressing the Grab button.

_l_:_l,_;gamhrope ﬁanle' ]

After leaving the mausoleum, you have the opportunity

to use your new powers on some enemies, the
Lycanthropes in the next chosm. Remember to swilch
cetween Shadow and Light magic to inflict more damage and

recover health, respectively.

When all enemies are dead, only o climbing area separates
from reaching the end of the level—some simple jumps and

o pair of Grip Point jumps that takes Gabriel back to the upper
evel of the Labyrinth. The last Grip Point may be hard to find, as the brightly shining sun makes the Grip Point's glow less vibrant.

t's on the beam jutting out of the top of the lost conyon wall on the right. You'll spot it when you reach the highest point on the

climbing wall.




LEVEL FIUE.
HGHARCAH

Agharta was once one of the greatest cities of the ancient
world, but it didn’t take long to fall under the onslaught of
the Dark Lord. The Lycans were innumerable and the city
was razed to the ground. The Necremantic Wars, as they
were known, destroyed the advanced technologies that the
Aghartians had closely guarded. Eventually, the Titans fell,
and then the people were massacred one by one or were
turned into beasts subservient to their new conqueror.

None now remain to tell the tale...

g i Gabriel siarts the level continuing the last
grip jump he pertormed in the previous

level. In a cutscene, he barely reaches
the other side when a Troll surprises him. A

mysterious girl saves him. Her name is Claudia,
and she appears mere times in the next few levels,

Hidden Items
$ 1 Life Magic Gem
Weapon Upgrade
$ Dogger Upgrode +

Monsters

$ Lesser Lycanthrope £ Small Troll
$ Cove Troll + Worg

Unlockable Trial
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Mysterious Crystal Weapon

Did you see the crystal Claudia used to
destroy the Troll? Take note of it; isa
powerful weapon, which Gabriel receives

later on.

cene depicts Claudia climbing the gigantic well,
s! returns to you; you cannot follow her right now, so you
= 'o find another route, which in this case is the path on the

side—the broken bridge can be jumped over using a grip
=2, and ofter that, the path splits.

E€ASY ROUTE

Like in the case of the spider cave, the route

described here is the shortest way to get through
the level, but not the only one. Explore the rest

of the map to access seeret areas.

ﬁ@
= e bridge, you discover a dead knight on the left
=% the peth. Take his Scroll. The Scroll is the knight's
= to discover the secret to riding beasts. Defeat the
=zking lesser Lycans.

up the set of stairs to the left and follow the path
«=7d the camera. Here, you'll find another downed
===t with a Scroll. This one urges the reader to search
the zecrefs in the city and reminds you that silver
« wonders on the lycan.




\' ngg R_iding

Te continue, head to the rightmost zone and jump
over the gop using the Grip Point found above ne
gop. This takes you to a new closed zone, with o ruined
wooden bridge,

First of all, get close 1o the wooden bridge and interact with it.
This attracts the attention of a Warg, which enters the arena.

Mow attack it until stunned, and then mount it (pressing the
Grab button).

E— e ———

JUMPING WAHRG -

To jump with the Warg, double tap the left stick to
sprint and then press the jump button when near the
edge of a platform. If your timing is correct, the Warg

jumps forward, crossing any distance to the other side.

The next zone has two exits. If you dismaount the Worg, you
find @ dead knight with o« Shadow Magic Gem through ths
closest door on the left through an opening to the right in the
following pathway. But you should come back for that and ju!
remain an the Warg for now.

Withaut dismounting the Warg, defeat the Lycans in this arez
Natice the heavy glowing statue in this area where you boitl
the Lycans. Use the Troll to knock down the statue, or relurn

here when you can Gountlet Punch or Shoulder Dash to breo
the statue. Snag the Dagger Upgrade inside the small roc

1¢ the statue.

szcond passage on the left under a stone arch, whi
you find ancther Warg jump. After jumping a second time, y
ces 12 st rid of the mount fo climb the wall through the og




il
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¢~ Mounting a Troll

This wall jump puts you in a small arena where you ore atiacked by

small Trolls and one large Cave Troll. You can ignore the smaller ones
and focus on the Cave Troll, as you need its strength to break your way
through the ruins and to quickly and effortlessly destroy the small Trolls.

Once you get the big Troll stunned, ride on it and jump down to the zone below.
You next enter an arena with more Lesser Lycanthropes. Get rid of them and guide
the Troll to the large, glowing metal gate blocking the exit.

After destroying the gate, dismount and move forward. You can keep the Troll but
it cannot jump while under your control, so the stairs prevent you from continuing.

T_  SERAPH SHOULDERS: MAGIC GEM

Exploring this area while not on the Warg lets you find a small
yard behind a building with stair access. If you use Seraph

Shoulders in the backyard, you can double jump over a broken
wall and find a dead knight holding a Life Magic Gem. There's
also a Health Fonrt beside him.

Another Warg Ride =73

TThrough the new area, there are a set of steps that lead vp and o
set that leads down. The down steps lead to a belt of daggers. Head
right to ascend the stairs to the new battle arena. You must find the

o

groove in the nook to hang and jump up to the arena plateau. Just as in
the previous arena, the path is obstructed. Large chasms open that seem to be
the only exit, and with no Grip Points, another solution must be devised.

As soon as you enter the arena, approach the broken bridge on the left. A
Warg appears ond attacks; its jumping skills will be more than enough to cross
the abyss, so attack it until is stunned, then mount on it like you did with the
Cave Troll. Defeat the attacking Lycan and then jump the broken bridge.

If you return here when not on the Warg, you can find a dead knight in @ nook
behind the crooked trees near the second bridge [to the right of the second
bridge jump). This knight holds « Shadow Magic Gem.

This path takes you back over o few more broken bridges and toward the start

of the level. Gabriel's acrobatic skills were no maich for Claudia’s before, but
now, mounted on @ Warg, things are different. The menster can easily climb some
surfaces that Gabriel cannct. Just press the Jump button when near a glowing wall
of thick vines. After climbing to the top of the'well, dismount ond clomber down
using the ledge and the Grip Point. As you descend, the level ends.




LEVEL SIX:
DARR DUNGEON

Who is this strange girl? Surely she could not have survived
alone in this hellhole? Gabriel follows her deep into the
depths of the city. | wonder where she is leading him. It

is strange. | hear no words, and yet it seems Gabriel is
communicating with her in some way...Something tells me

she has a part to play in all of this...

$ 2 Shodow Hugi{ Gems

% Finish the level without using o Grip Attack agoi
Gremlin s i —

Walkthrough
\) Down the Well

Gabriel starls the level near the top of the well
hanging by the Hook Tip on the Grip Point loiched
onic in the previous level. Drop down a bit, below the
glowing ledge on the left. Use momentum and jump left, toward
the glowing fracture in the wall. Latch on and shimmy left,
jumping backwards in the waterfall gap, and then use the two
conseculive Grip Points above to get across the well.

Hanging from the ledge on the other side of the well, continve
moving right, jump the gap, and then use the Grip Point above
to enter grapple slance again.
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T== next jump can be tricky: without descending mar r two steps, propel
===inst the wall, pressing any one of the Attack buttons, ond jump toward the narrow

- =2rm in the middle of the well.

- lsft and jump the gop to grip onto a glowing ledge. Shimmy left and jump the
=tzrfall gap. Conlinve shimmying lefi until you recch o corner with another Grip
=nt. Grapple down and drop onio the platform below

WHLL JUInP FOR H MAGIC 6EM

If you want to get a secret gem, do not drop down to the platform
below while hanging on the last Grip Point by your chain. Slide all the
way down on your chain and then wall jump backwards to grip onto a

ledge behind a waterfall. Two more Grip Points swing you through an

arch and leave you hanging on the side of a cracked wall. Run on the
wall heading to the left and jump off the chain to a ledge where a dead
knight holds a Light Magic Gem. Use the next Grip Point to the left to

continue the quest on course.

GHBRIEL WILL hELP

While moving through climbing areas;

remember that Gabriel seeks out
potential jumps, looking backwards
or sideways when an available jumpis
nearby.




) Che Dungeon Bridge: Part1

‘p To the left of the stairs, you can find a dead knight
with a Scroll inside, The Scroll speaks of @ Shadow

Gem o comrade possesses. As you climb the stairs, o
blue light flickers on from the side of the stairs. Continue up
into the next cave. Soon alter venturing into the cove, Claudia
appeors ogain in a cutscene; she smiles at Gobriel and jumps
across the gap—like before, Claudia’s agile movements cannot
be mimicked, so you must find o way to follow her.

The two large monoliths in front of you have o mechanism
similar to the ones seen in the spider cave. These can be vsed
to create o passageway that allows passage, but first, you must
find the two keys that activate them.

R e T e ]

KEYs i

Every time that you are asked to find “keys" like these,
slots for the needed items are shown in the interface in
the top right corner of the screen. This lets you know

how many items you need to solve the associated puzzle.

To get the first key, take the path on the left side of the cave.

Ancther dead knight lies just beyond another blue light and on
the left side of the pathway. Retrieve his Scroll, which gives

tips about lammable Gremlin guane.

Gremlins! i
| The cavernous zone ends with a small platferm where o
new enemy is infroduced: the Gremlins. These small and
mischievous flying demons can use their slings to throw you

flaming stones, but they are pretty weok and fragile overall.

S

FLYING CREATURES HATE DAGGERS r

—

Against flying creatures like the Gremlins, the daggers we—

are formidable weapons. Don’t forget to use them in

occasions like this.

The gremlins protect the first Stone Rune Key, so pick it up
from the dead Brotherhood knight and go back toward the cave
entrance to place it on either ane of the monaliths.

pr——— e - = s

- SHADOW MAGIC GEM

Find the small
pathway in

the rocks just
beyond and to
the right of the
dead knight
holding the
first Stone Rune Key. In a little cavern, locate a
dead knight holding a Shadow Magic Gem.
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Che Dungeon Bridge: Part 2 e B E

After you use the first Stone Rune ; dden beneath the stone Is itself, allowing you to cross half

on a ledge on a lower le 1 eon. A blue torch lights up
i enter this cave.

cond key is harder to get; Gremlins try to s ¢ 1, but this time, they are accompanied by Giant Spiders. The new
=rn is smaller, with o locked door at one side. T i need the strength 2 spider you have to tame it [after

. stun the spider, press the Grab button to start 1 ) sequence).

Once you hove the monster under
and use the ranged attack b




Gremlin Bardle =

Insert the Rune Key to complete the bridge. Battle the many flying Gremlins. Cross the bridge and follow it to the dead
end cavern, where you'll find a Health Font. Climb the vines and find the Grip Points and shimmy ledges to reach the top
of the cave.

WAHLL JUmMP 50R A MAGIC GEM

If you want to get a secret gem, do not drop down to the platform below while
hanging on the last Grip Point by your chain. Slide all the way down on your
chain and then wall jump backwards to grip onto a ledge behind a waterfall.
Two more Grip Points swing you through an arch and leave you hanging on
the side of a cracked wall. Run on the wall heading to the left and jump off the
chain to a ledge where a dead knight holds a Light Magic Gem. Use the next

Grip Point to the left to continue the quest on course.

Leop across the fin

fountain. Enter the

This time, the Gremlins ar r ond aottack in even greater numbers. After some
lighting, Claudia cppears sgain with @ powerful new companion: he is the Black

Knight, her prot . Afer the introductory cutscene, the level ends successfully.




LEUEL SEUED:

SHNCTUAHRY
ENCRANCE

:r¢ has played its hand, and now the die is set. | knew this
~i1d would play her part somehow and it seems Gabriel
=zs real help at last. 1t bodes well for our quest. The Golem
=zt protects the girl has something that could prove very
-<=ful in the end...something unforeseen. My dear friend. 1
== your destiny before me, and it is terrible indeed, and vet

»ave trust that all will be as | have hoped.

Walkthrough

N\ Introd_ugtlion
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Hidden Items
$ 1 Light Mogic Gem
Weépﬁnpgre '
t Dogger Upgrade + 5

Relic iy
¥ Dork Crystol

Monsters

$ Greoter Lycanthrope
% lLesser Lyconihrope

Unlockable Trial

The level starts with a cutscene in which Cloudia tells Gabriel her story and the tale of the Block Knight. She also

describes the history of the city and how the monster's attack turned it to

roins:

You recover the control in a large areo; as Cloudio has said, you need o complete power erystal to activate the statue that opens
the door. You need four Crysial Shords to complete one power crystal.




¢\ Forging a Crystal

g i To create a complete power crystal from scratch, you need to merge
four single pieces into one. These pieces are scattered around the

map, hidden amongst the ruins.

First___ﬁrystal Shard

Start by walking toward the camera in the first area, and you'll find

i

some stairs to the left as the camera swings around. Exit the initial
area; you need to use a Grip Jump to hop over some debris on the
ground. With this action, Gabriel lands in o combat area with some Lesser
Lycanthropes. Destroy them, and head fo the end of the arena until you find
a dead knight with a Scroll below the next Grip ledge. Use the Grip to lift
yourself up to the top of the ledge.

Run alang the narrow pathway heading to the left, and Grip Jump as soon as
the floor collapses. If you fall to the ground below, just circle back and try it
again.

LYCANTHROPE BATTLE

i After jumping the gap, you stumble into a den of Lycanthropes. Take them out

and walk toward the camera until you see a purple glow. Walk around a short
wall to find the first Crystal Shard,

S_@ydﬁrvstal $hard

: ﬁ | Walk eway from the camera position to find the passageway in the

T back right carner of the area. Find the Grip Point above the dead
end. Grapple to the top level. Walk toward the camera to find o dead

knight holding o Light Magic Gem.

Head down the stairs on the opposite end of the ledge. Jump down into the
crevice and battle the Lycans. Round the corner and use the Grip ledge on the
decorative wall on your right to work your way over the large gap in the floor.

In the next dead end area, you find a Healing Font neor the second Crystal
Shard [purple glowing fire). Defeat the attacking lycans, then claim the

shard. Notice the glowing, half-buried gear wheel near the large gate in this
area. This is o device that requires a Combat Cross upgrade. You'll have to
come back here later to discover the secrets beyond the gate.

GHTE WHEEL 2

Use the Stake upgrade on the Combat Cross (when you earn it) to ——
crank the gate wheel. This action opens the gate, which uncovers the

Dagger Upgrade from the Brotherhood Ark.

Return to the decorative wall at the gap you just crossed. Before crossing the
gap, head to the top of the wall to find @ destroyed room above. Inside. you
can find o Shadow Magic Gem on a dead knight. You can alse fing o lar

2

@

belt of daggers in the adjacent room. Return 1o the climbing wall cuisize ang

cross back over the gap.




Gr_ealer Lycanthrope Battle

Follow the pathway do

Greater Llyconthropes. Ti

Magic to regain heclth on

h some luck, you will have 5o
use here. Take full advar

nned so you can finish them «
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Ch_njd Crystal Shard

P J Head back around the corner and find the Grip
ledge on the e wall. Jump up and hang onto
the next ledge above the glowing one. The camera
exposes a Grip Point high up on the same wall. Climb
up the rope unfil your feet pass the dark row of bricks above
the second Grip ledge. Swing out and jump and immediately

latch onto the Grip Point on the adjacent wall behind you.

Climb up the rope to the secand Grip Point, and then swing
right to drop down and catch the Grip ledge on the short
jutting wall corner below. Shimmy right along this wall, hand
jump over a gap, ond drop down anto a high walkway-like
ledge. Be prepared to jump over a gap, as the pathway
crumbles under your feef as soon as you move away fram the
Grip wall. Before you reach the next gap that you must leap
over, another section drops out below your feet.

Turn left on the small ledge ocross the gap and leap out
and latch onlo a Grip ledge. Shimmy around the corner,
jump to the Grip ledge behind you, shimmy right, ond hand
jump over a gap. Drop down o the slanted brick ramp
[follen wall piece] below you.

arena where you must battle thres

surviving this bahle is to use

1adow Magic to inflict more da

energy from previous con

rab moves once you hove the b

kes and neck breaks.




Find the Grip ledge in the back right corner of the arena. Run across the ledge and leap over the heole. Use the Grip ledges in
next corner to reach the top of the wall. Pull yourself up, and you'll be facing o waterfall fzunizin that spans an entire wall. Walk
toward the camera on this ledge to find the third Crystal Shard.

) Fourth Crystal Shard

! 5 Follow the same | away from the comera from the

second Crystel Shard to enter o new area. Find o Health
Font on the far end of the entry ledge to the new area.

Drop down to the ground level, and you'll find o glowing pillar
blocking o passoge. To the right of that, you'll find the fourth and
last Crystal Shard in o corner. When you acquire the fourth
Crystal Shard, you also acquire the Dark Crystal skill. With the
Dark Crystal selected, press and hold the Secondary Weapon
button to destroy it, releasing the demon contained inside. The
energy within a complete Dark Crystal can be used to not only
destroy powerful foes, but also to power ancient devices.

CAVE TROLL

A Cave Troll crawls out of a hole upon inspection of the large
glowing absiacle. Beat the Troll until stunned and then mount it
Use the Troll to break down the obstacle in the next doorway,
which creates a path to the beginning area.

Slalues_ and Light

New back in the beginning area where the Titan and
Claudic wait, the statue in the center of the room is
operational (as long as you have collected four Crystal
Shards). Press the Use button while standing in front of the
glowing statue. A light ray slices through the large stone door
it's facing, allowing all three characters io enter the next room




WALKTHROUGH: CHAPTER 1l

BROREN CRYSTHL
If vou broke the erystal before solving the door puzzle (if vou used it to summon the demon from the Shadow Plane),

vou can gather three more pieces from the crvsial spawn points distributed across the map.

you'll need it for other locks. Follow your

inside the next chamber.

find another puzzle inside the structure.
the fused Dark Crystal into the glowing
in the back left corner of the large chamber.
Yith the laser shooting out of the statue, grab onto
-~z handle on the statue and turn it so the laser
sints at the stalue directly across the room from
¢ Move to that next siatue ond furn the stotue so
=2 |laser points to the third statve in the room.
turn the third statue so the laser poinis at the

W

door. This opens the doors.

h the final door open, you can now confinue
sward the next level through the open doarway.
fou cannot take back the cryslcl from the stotue.




LEUEL €1GhC.

SHNCTUAARY 0F TITADS

The three companions enter the chamber of the Titans
What awaits them there is all that remains of the great
technalogy of the Aghartians. This battle will test them all,
and there is no going back now. The board is set, the pieces
in play, and we shall see what occurs and who will emerge
the victor. The child and her Golem will help, and 1 hope
once the battle is won that Gabriel will have the courage to
do what is necessary. Necessary for our quest to succeed,
tor there is still the marter of the Lords of Shadow, and

their power is even more formidable.

t Stone Idol Titan

Unlockable Trial

¥ Finishih

“minutes
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-:lges were forcad fo use them in the course of the wur cigu;nsﬂhs Dati;
tords, duﬂhg which most of rham were. dsslroyed Aot 5

* After the infro cutscene where Ehﬁ Titan reassembles itself, o
fully functional Stone dol Titan, which is the second colossus
- boss in the game, confronis you.

hmng as massive os this I::oss is, it maikes !ha- ground shui:e w:th each of
ifs sl‘eps forcing you lo jump to ayoid being hit by the shockwave.

SHhADOW MAGIC gEM
Find the Shadow Magic Gem on the dead
Brotherhood knight lying up against a long rock on

the left side of the arena.

mu flrﬁi evade 1he Titan unfil ll’ dgﬂli:le
to throw a floating rock that surfn;mds
its body. -
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Once you manage to hit
momentur:ly stunned—-—— ﬁ

The left leg must be G

From there, you climb

to the very lop, yd;._l_ ha

teg {to the right near the

left once on the fop rock layer.
grapple to the right leg.

Once on the right leg, you must sh:mm'g und [adg hang from
section to section until you are on the outside of the 139 You
must work your way dewn fe the knee section fo reach the first
magic rune. Again, hold on tight when prampt&d und hit the:
magic runes ten times fo destroy 'H‘uam : '

AN A

Once the right knee rune is deslroyed. the Titan

reaches for you. You can dodge to gain access fo the

swinging orm, but you will not be prompted to perform

this tricky maneuver. To do this, drop down a few rock eage'

levels on the leg so that when it swings; the hand lands above

you. When this happens, the swinging haond glows, indicating
that it is ready for you to Grip Hook..

If you are knocked to the ground, you must throw ancther
boulder back at the Titan and then grapple 1o the glowing left
hand that paunds the ground ofter a successful boulder return.

el lE1bowRA lack

Once on the left arm, ¢limb to the elbow and hit the
magic rune ten limes to destroy it, While you are
working your way up to this point, Claudia distracts
the Titan to help keep you safe. As you did with the knee
rune attack, as soon as You destroy the runean the B'b@‘ﬁt.
drop down a few levels so the next hand attack misses you ons
londs above your head. Grapple lo the. g|0wmg rlghl hand to
continue the nttuck

5
.r_., .
]

o —
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LEUEL DIDE:

AChE BLACK
RDIGKHC

A great victory! Gabriel has won the trust of the girl,

together they wield a fearsome power. She is so young,
g0 beautiful. Life is so fragile here on the edge of
humanity, and yet in this unforgiving place she
has managed to survive with the help of her Black
protector. Sleep will come and take them
ed and exhausted, they rest, but this night,
1 comes calling, and [ fear my friend

r be the same again.

Monsters
§ Block Knight Golem
Unlockable Trial




%= Golem waos created using similar techniques:to those involved in the
smssruction of the Titans. However, o human body was needed to imbue the
=mr with great power, so Claudia’s.father used the corpse of a mute killer
= weaved his soul within the armor to forge this magical being. The Black
Smight requires souls in order 1o funclion, so Claudia lures evil creatures so
%ct be may devour them. Despite this, the Black Knight is not evil; the soul
= e killer: inside the ormor hopes for redemption by protecting his ward,
== sees o kindred spirit in‘the mute doughter of his creator, whom he has
===tually grown to love.

?mmma

The Black Knight goes insane affer linding Claudia dead, and
recklessly attacks Gabriel. This enemy is very slow, but his attocks
are exiremely dangerous, so your best option in this combat is fo use
the dodge to aveid his sword as much os possible. Remember to: switch
#e magic power from Light to Dark, to heal yourself when needed, and to
wilict more domage with your own aftacks.

Using jump attacks is also a very effective way of avoiding the boss's ground
=il attack. |Fyour feet enter the cil, you are temporarily: stuck and cannot
afack; block, or dodge. You are very susceptible to attack whila stuck in the
oil. To get free from the oil, repeatedly tap the button indicated on the screen.

JUIMP The ShOCRWAVE
A Dodge move won’t be enough to evade the
damage when the Dark Knight punches the ground;

you must jump to escape the shockwave.

Onice the knight suffers enough damage, he becomes temporarily duzed
he also becomes immune 1o damage, which is symbolized by his health
bar turning groy. At this point, you have to use the Combat Chain on him
to remove his armor. Press the Grab bution while the Dark Knight is glowing
to use the Combal Chain on him. When prompted, press the disployed button
repeatedly. The first fime you successfully complete this challenge, his armor is
ripped off. :

With no armor pieces left except for his helmet, the knight is almost done.
The next time he is stunned, a successtul Grip action causes Gabriel fo jump
an his back and sh‘uggha: with the boss’s helmet. Follow the onscreen button
prompts to beat the challenge. If you beat the minigame, the Dark Knight

finally goes down. Mask-less and defeated, the Dark Knight implodes, and the ;

Dark Gauntlet bacomes youer a permonent fixture on your orm.

WALKTHROUGH: CHAPTER 11




LEVEL ONE.
Che ChREE
COWERS

Dreams are a gateway to the mind, and now Gabriel has
paid a terrible price for succumbing to his weariness. The
many sleepless nights since his love was taken from him,
the fear of falling into sleep, the nightmares that haunt him
have all played their part. Did he murder this poor girl?

Or is there some other explanation? Doubt gnaws at him
now, eating his very soul. The Golem protected this child
for centuries, loved her dearly, and there was no way he
would have let Gabriel live, let alone give up the gauntler.
Few men could continue, most would abandon the quest,
but something deep inside forces him ever onwards. A dark
force has taken hold, and all creatures of the night will

come to fear him now!

Hidden Its
% 1 Life Magic Gem
} Ihth Mugu Gem

) Relu:

$ Fairies

V.-'eapc; pgra'e- ==
$ Fairy Upgrode + 2

\[onsters

$ Greafer Lycanthropes
§ Lesser Lycumhrape

L § n]ockable Tnal
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Walkthrough

0 Dark Gauntlet

® ) Gabriel continues his journey; he is getting closer o the First of the three Dark Lords. When you begin this level, the
—-/ Travel Book opens to display information abour your new appendage, the dark gauntlet. This piece of Aghartian mage-
:mith technology was not originally part of the design for the Block Knight Golem but was somehow magically melded with
= c=nstruct during the final stages of its creation. Claudia’s father included it because of the sheer power and the brute force
ave the Golem. While he deemed it necessary in order to protect his beloved child, in truth, it has a much dorker purpose.

B

I = PR I &7

o) l}g_ﬂt_ﬁ_aunllel + Shadow maBT

.-/F Approach the glowing statue at the start of the |evel
and press and hold the Block button and the Direct

4itack button together to charge up the attack and then
:= the buttons to issue a massive punch that knocks the

= .z g faw yards in front of you.

CHARGED PURCH =

Tip: When using the Gauntlet Punch, the

time that the button is pressed determines
the strength of the attack. Hold the button
to maximize the punch and move the statue

completely with one hit.

R/ The stalue smoshes into a gate, causing the wall to crumble
/' = bit in the right corner. This reveals a Grip ledge that you
-z use to get over the wall. However, the gate is unbroken.
- sreak down the gate, you need to combine Shadow Magic
-

ih the gauntlet.

‘ you need energy to do this, hop the wall, fight the Lycans,
-4 then find the Neutral Elemental fountain in the adjocent
-curtyard found by heading toward the camera from the front
-ate. Fill up on energy and then climb back into the original

area using a Grip ledge in the back left dark corner of the
ziemental fountain courtyard.

|
e J

) Break the Gate

t i MNow full of elemental energy, enable Shadow Magic
so you are glowing fire red, and then use the Gauntlet

Punch to hit the statue through the front gate. The stalue
is hit so hard that it continues threugh the gate and toward the
zdge of the chasm. Defeat the aftacking Lycans,

You can use the Grip Point in the statue to jump to the other
side. If you don't see the Grip Paint on the end ol the statue,
then it's not all the way to the edge of the chasm on the rails.
Hit it again to make sure it is all the waoy to the edge, then use
Hook Tip to grapple to the next landmass ocross the chosm.




| Co the City Entrance

Continue through the ruins and pass under the arch. Walk toward the ’ Dark ﬁryﬂal
comera lo find a Dark Crystal depaosit. , EO"Q{“O“

Jump to the next earthen platform to find a dead knight's Scroll. This Seroll merely The Dark Crystal
speaks of the knight's vague discoveries of this land.

deposits like the one

h d
From the bock right edge of this land frandbeae on: thie el

pillor, make a series of jumps to the right of this ledge provide
over multiple smaller pillars. The last one full Dark Crystal.
pillar before the larger landmass has two -
access points. You con lond on top of the
pillar and spot a Brotherhood Ark on the dropped by some
next ledge (you cannot reach this until defeated enemies are
you have o particular upgrade), or you
can latch onto o lower ledge and work

Dark Crystals randomly

only shards that make

your way around below the surface and up a full Dark Crystal. It
then use Grip Points to reach the next takes four shards to make
landmass.

a complete Dark Crystal,

which allows you to

summon the demon

from the Shadow Plane.

DEMON FROM THE SRADOW PLANE

If you found the Dark Crystal deposit in the

beginning of the level. then vou have a full Dark

Crystal. Try using it to summon the Demon from

the Shadow Plane during this bartle to wipe out

all the enemies. This is 2 quick wav 1o complete
the bartle.
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) Cwinkle, Twinkle Lirtle Fairy

Fl) After all the Lycanthropes are defeated, the fairies give Gabriel
st nis new relic: the Fairy Blossom Container. After that, they fly
iowards the ancient city door and fuse with the carvings in the stone,
opening fhe door in the process. The receplacle given is used to safely
store magic fairy blossoms. When used, the fairies sprout and attack any
necrby enamies until the villsins are stunned.

FRAGILE THIRIES

The fairies are very fragile. When you use them, they consume

their own health, exploding after awhile with a display of green
magic dust.

Before you enter the temple, find the dead knight Scroll on the right side of
the courtyord. In it, the knight describes a dream he had where he encountered
the Queen of the Fairies, and with that he died o satisfied soul.

=) The Cemple of Lycanthropes L

Inside the inner temple of the Lycanthropes, find the Neutral Elemento!

fountain on the right near the first set of incomplete stairs. Further

chead, you find a glowing dead knight on the floor almost directly

below a glowing broken beam jutting out of the top of some obstructed
stairs. The dead knight holds o Shadow Magic Gem.

Use the Spiked Chain io grab the glowing beam and repeaiedly press the
indicated button to rip the beam down, creating o few Grip ledges to reach
the exit above.

Use the Grip Point oulside to swing across the next gop 1o reach the wide
ledge where a dead knight lies. He is corrying o Light Magic Gem. Return
to the lower and enter the next area.

In the middle of the courtyard, look for a bull statue. As you've done before
[the last time you've seen one of thess), pull the horn and turn the bull in a
clockwise direction fo lower the twin gates on the building showing in the
background. Enter that tower now.

A new glowing locked doar is seen in the bock of the tower. An onscreen
message says that you need to find three fairies to open this door. Defeat the
attacking Lycans and then exit the tower heading through the left exit.

Beot down the Warg in the next tower and then stun him and mount him. Ride
the beast back through the previous tower, and now take the right exit. Pass
through an exterior walkwoy ond enter another fower. Inside this tower, take
the left exit to reach o decrepit covered passageway.



™) Second Floor (Uine Climb)

Use the Warg to climb the glowing vine ot the eng

P>

ahead torward. The exit on the left contains o Healing

of the passageway. On the next level, you con fing
an exit on the left and right and a third one straight

Font. The exit on the right has a vase with daggers and ¢ dead
knight with o« Shadow Magic Gem [come back here afrer
completing your current task with the Warg). Head through the
far exit to reach a broken bridge.

Use the Warg to jump the gap and then to destroy the Greater
Lycanthropes on the other side. Once the baltle is over, sirangle
and dismount the Warg.

A device in this combal area opens the doorway inside, but
you must to deal with all the enemies before trying to open it,
or they will attack you and interrupt the process. Approach the
device and press the Use button. Press any button again when
the center hale ring lights. Gabriel then begins cranking the
wheel to open the nearby gate.

Inside the tower, there are two possible exits (left and right);
the left 2xit takes you directly to the first fairy, while the

right reguires you to solve the magic puzzle in the room and
then travel through the right exit, Eventuo“y recovering the
secand fairy that way. It's best to leave the puzzle in this room

unsclved right now and just use the Grip Point above the left

ria
ve

exit to tr to the first fairy.




WALKTHROUGH: CHAPTER III

) The First Fairy

L
) Firsl, move to the left exit [the balcony overlockin
"  tower. While you're swinging, the camera angle

g the city below]. Use the Grip Point above the exit to swing out of the
changes, and you can spot another Grip Point ot the top of the tower face.

When Gabriel is in the highest point of his swing, press

the Grip button ogain to use the chain on the higher Grip Point, which
~c25 you to a climbing area clong the broken fower “face

Thic leads to the tower lop, where you find the first fairy.

After retrieving the fairy, walk toward the camera to find the
Neutral Elemental fountain. Refill your energy on this, and then
find the dead knight Scroll to the right of this fountain. This scroll
solves the puzzle in the tower you just left [blue, red, red). Good
find! To return inside the tower you just left, use the Grip ledge
and Grip Point on the edge of the fower reoftop near the Neuiral
Elemental fountain and the dead knight with the scroll.



) Che Second Fairy

-
p \

P / From the top of the tower where you retrieved the first fairy, continve
—~#"" forward, toward the camera. Dont forget to fully recharge both magic
energy gauges before continuing, as you must use those powers scon.
Behind the neutral magic fountain, a Grip Point allows you o grapple

back to the Hoor below.

The path that leads to the second fairy is locked behind a puzzle that must

be solved in order to continue: there are three stone symbols engraved in

tone in the wall. With a magic power active, Gabriel can use the symbols to

charge them with magic. However, the symbols can only be charged with one

particular magic type; on incorrect guess will be only a waste of energy, while
discharging any charged symbol.

The answer to the puzzle is found in the knight Scroll found on the rooftop
neor the elemental fountain. The tip: blue, red, red. So, use Light Magic on the
leftmost symbol and then use Shadow Magic on the remaining two symbols to
solve the puzzle. When the puzzle symbols are correctly charged, the comera
shows o giont device moving over the main building [out the right exit).

Now, head through the right exit to find a high Grip Point exposed on the
stotue that was repositioned from solving the magic symbal puzzle. Swing
from the three Grip Points on the three peaks of the statue. The third Grip Point
allows you access fo o belcony on ancther tower,

Enter the doorway on the bolcony of the second floor of the right tower
you'll find two identical devices, one inside the room and the other in =
bridge that connects this tower and the next one. But as you quickly discavar
there is only one handle to use them both. Find this handle theough the lef ex
ot the bridge gate. Pick up the handle and opproach the glowing gear devics
there on the bridge. A Greater Lycanthrope attempts to make this = ==
difficult challenge. Defeat the Lycan, then pick up the handle ngain




Jse the handle on the glowing mechanism on the bridge. Press
=ny bulten when the middle holo glows. This happens a few
s:mes. This lowers the gate on the bridge. Toke the handle out
=f the device and move back into the tower, and repeat this

srocedure on the mechanism inside.

Once this device has been used, the gate on the right side of

the bridge opens, and the device in the tower opens the gate
neor that mechonism. Head back out the left exit to the end of
the bridge and use the Grip Point beyond the lowered gate on
the next tower. Move around to the backside of the tower to find
another high Grip Point,

Grapple to the top and jump fo the ledge to the leff. Shimmy
along the Grip ledge heading left across

to a platform where you'll have to climb o few more Grip ledges
and use one mare Grip Point grapple maneuver to reach the top
of the tower. The second fairy is on the top of
Woalk toward the camera and find the low
this tower. Keep heading toward fhe camera to the outside edge
to find @ dead knight with o Life Magic Gem

gge on the top of

WALKTHROUGH: CHAPTER IiI




Che Third Fairy B ng

p Find the glowing ledge on the edge of the tower to the right of the fairy stone. Drop down @ couple ledges and use the
: Grip Point to grapple down the tower. Along the way, you'll spot a room in the tower through a broken wall to the left,

Use the nearby Grip ledge to shimmy to the cpening and jump info this room. On the Hoor, you see a dead knight holding
a Shadow Magic Gem. Return to the cutside wall of the tower and confinue your descent into the tower below. You'll soon
recognize your position in this earlier tower.

Return to the magic symbol puzzle tower and enter the exterior
?'* bolcony through the gate that was opened using the handle

found on the bridge. Use the Grip ledges on the wall on the

right side of the exterior doorway. Climb up the outside wall

as high as you can, hand jumping right ever an obstruction
and continuing upward until you must shimmy around o corner
beom and continue 1o the top of the tower—no Grip Points for
grappling needed. Find the third fairy on top of this tower.

Al T ik

Return Co Fairy Puzzle Door

‘/ Return to the central tower on the second foor where
you found a Shadow Magic Gem. Use the Grip Point
above the hole in the Hoor of this tower to drop down
to the lower floor [some minor ledge gripping is necessary,

as well]. Enter the next courtyard where the bull lever device
is lecatea and defeat the ottocking Greater Lyconthropes.
Defesting them with a Dark Crystal makes the fight easier, and

ch drops a whole Dark Crystal when they die.
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~ . ries in Battle

¥ po= consider using your newly found fairies in this
Ssmlle, be warned that they are very frugile, and you
may bave to return to the same tower rooftop ponds

1 seplesish your supply.

canthropes break the bull lever, so now you must

y inside to the fairy door. Head o the right
rower, and you'll find o Grip point on the side of

he Spiked Chain to pull the stone out of the wall
cutton prompis to successfully do this), creating o

~wctural ovalanche thot reveals o few beams that allow

<

Zrig jump up to the smoll window above.




LEUEL TWO.

§ Lyconthrope Dork Lord

LORD 0F Che —

% Cyclone Boals

LYCANCACROPES ot
$ Finish the level and defeat the Bmk.l.nrd hout using Light Mq,_g?(

e B s s : RO

= bl S s Lt el s

Gabriel has fought long and hard to gert to this point, and
now he faces his stiffest challenge. The Dark Lord of the
Lycans must be defeated if Gabriel stands any chance of bringing his beloved back. I fear he will suffer more than he
knows once he discovers the truth, and yet his hatred and burning desire for revenge cannot be underestimated. He has
the gauntlet and he has Gandolfi’s weapon. He is a force that even the Dark Lord will struggle to deal with. Good...soon

he will overcome this evil. Soon the world will be free of the Lords of Shadow and plans long dreamt of will come to

fruition. Go, my friend...go and break this creature once and for all.

Bammer Power

The Dark Lord can use his evil magic to

empower the hammer. When he uses this

ability, the weapon glows with lighting CROUBLE TN THIRY-DISE

energy. His attacks in this state are more Eairies have 1io effect 6n bosses

dangcrous. so try to avoid them.
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(G0 Boss Battle: e )

To defeat Comell, dodge often while being particularly dutiful about
jumping over his ground pounding shockwave attack. Use your quickest,
mos! damaoging blows, but save your Dark Crystal for the second phaose
of this battle. Fighting with Shadew Magic enabled causes significantly
more damage than using the same attacks without it. This first stage of
the boss fight should prove to be surprisingly easy, which should also
scare you a bit.

Ahler you've knocked all the health out of the boss, o checkpoint is
reached and a cinemalic plays. In this movie, the boss looks deleated
at first, but then buries his hammer info the middle of the arena and
transforms into his next form...

mgﬁmwmmt

e

When the Dork Lord seems to be defeated, he
channels the power of the moon to transform »
into a monsirous giant lycanthrope, bigger
even lhan the Greater Lycans. He still uses the J

Cyclone Boots' power, but this time he uses it to

make quick dashes and charges against you.

Using your Shadow Magic now will not have as

much effeci on the boss as it did in the first stage.
However, now is a good time to use the Derk Crystal
to summon the Demon from the Shadow Plane. This
takes achoul o quarter of the boss's health.
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When you knock the bess's health down te about 5‘3‘6 he'
then concentrates his powers in the eight stone monoiﬂhs
surrounding the area. This transfers the Dork Lord's ||’Fa Fo: :
the monoliths. From this moment on, the Dark Lord isim
to damage. The boss's health bar turns gray, representin
health “stored” in the menoliths. Now you must destroy I_l'la__. o=
monoliths to damage the Dark Lord.

Once the eight monoliths ore shattered, the Dark Lord is all but
defeated; only a quick minigame mare, and you will be able to
claim his power. There are a series of halo ring challenges to
complete the mullileveled melse attack on the Dark Lord.

it begins by o successful pull on the Spiked Chain fe yank the
creature onto its back. This is followed by a second similar
move fo agaoin yank the boss back 1o the ground with the chain.

When the Dark Lord begins floating up in the air in the blue
rays in the middle of the stage; you must again press any
button as the center halo is lit to pull the boss back down to
the gmund.
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=2 into the oir, und yol.i rnueﬁ pmﬂ- nn}' bution t.ﬂ !ha.i#ﬁgqéhﬁ—
me 16 successluﬁy cnf&\ it qs it falls. hcck 1o H'na wund,!

a Cyclcne Bnci ﬁprml jump can get ou out
pﬂdauble Iap the left stick in. Ihe directi

SPRINC

The sprint ability granted by the boots is net
unlimited. Ger used to the distance that you
can run using them before trying to jump out
of this arena.



LEUEL ODE:

IMOUNTHIN
FORCRESS

The deed is done. Cornell is no more. Such a pity that the

brotherhood of light, the order to which we both belong,
should also be the reason why the world is in such chaos.
Gabriel, you have proven your worth, my friend. You have
a piece of the God mask. It is said this relic can bring back
the dead. It is said this relic can bestow power beyond any
man’s reckoning. Now with the help of the old God, he
heads toward the land of the vampires and further into the

heart of darkness.

Hidden Items

§ 1 Life Mogic Gem § 1 Shodow Mogic Gem
$ 2 Light Mogic Gems

Weapon Uérade
$ Foiry Upgrade +2
Monsters

H {hupﬁ:uhm $ Cave Troll
§ Ogre + Smoll Troll

Unlockable Trial

'k
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Walkthrough
-\ Mountain Trail 3

ﬁ.:'; After being dropped off on o mountein irail by ¢ gient eagle that swears that it's not doing you any favers, follow the
fill up your magic energy using the Neutral Elemental fountain just before

" irail across a shallow waterfall siream and then fi
the narrow mountain pass.

.=* through the narrow mountain pass, you'll find & decd

= ght on the ground just before the path bends to the right
==2 heads lo the entrance to @ mountain foriress. The knight's
szr2ll specks of an Ogre in the castle and mentions thoi
»=ving something that makes you run foster would help when
z=~ironting the monsier.

=zraoch the locked doors of the fortress at the end of the
—zuntain trail. You stand before the cbandoned fortress that

==-v2s as lair for the Crow Witch. Now with the Cyclone Boots,
1 can perferm a Shoulder Dash antock, which allows you to

=-zck through some obstacles. Activate Shadow Magic, then
=r=:5 and hold the Block bution to charge the attack. Once
~arged, push the left stick in the direction you want io break
=raugh obstacles. In this case, it would be forward, and
«zu'll be splintering through the doors. Return to the previous

= emental fountain and refill your gauges before odvancing
=rough the culpost.

~=ad through the covered hallway and turn right when you
-=ach the fork in the path. Around the corner, you'll find o
zzad knighi holding onio a Life Magic Gem.




¢\) The Broken Bridge

E 5 Turn back and head left at the previous fork, and you'll come to a

deteriorating section of the tower, which seems like o dead end.
Walk off the edge and laich onto the Grip ledge. Work your way
around the curved exterior wall 1o reach the continuing pathway on the
other side of the tower,

Battle the Trolls on the pathway. These Trolls are cannon fodder and shouldn't
be a molch for Gabriel, espacially after you buy some of the new available
combos. Once the enemy is eliminated, use sprint while running along the left
side of the covered path and then jump over the gap to reach the next side. You
must jump over the smallest section of the gap, located along the left edge.

) Patb to the Fortress Entrance

!E 5 Once you reach the other side of the broken bridge, ancther small

group of Trolls ambushes you.

DESTRUCTIBLE WAHLL

Look for a secret breakable wall across the broken bridge. The wall
houses another Brotherhood knight with a Shadow Magic Gem. To get
to it, use a Shoulder Dash movement against the wall to demolish it

Back on the path to the fortress, you soon find a new obstacle: the gap can

be crossed like the previous one, using the sprint. Remember to double tap
the left stick to start the sprint and jump almest at the edge of the platform to
clear the gap.

GRTP POTRT GRAPPLE UERSUS SPRINT JUMP

You can also try to use the Grip Point movement to cross the gap: use
the chain grip on the glowing point on top of the mountain and move
sideways while being suspended; you can jump in the direction that

you are moving here.

There is o secret zone, accessible through the Grip Point in the mountainsid

above the first gap. After using the Hook Tip in the Grip Point, climb ic fhe fop
of the chain, and you’ll discover a ledge you can grip ento with your hands
Moving to the right here reveals a new Grip Point, placed higher on fhe
mountain. Climb the chain up to the top ledge. Here, you'll fing ¢ Darx Crysio
deposit and o dead Brotherhood knight carrying o Light Magic Gem

Continue towards the fortress entrance. Along the woy, you'll come azros:

another gap to sprint jump across. The fortress’s main entrance s olocxed
Find the dead knight Scroll at the top of the steps before the blockss
entrance. You can climb the mountain to the left using the Grip Paintz in two

areas during your ascension. The second grapple takes you to o lecgs ful of
Trolls.
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Che _Ogre’s First HAppearance

ﬁ 5 While dealing with the small Trolls, the first boss mekes his appesrance
as he ominously moves into position behind the wall. The humongous Ogre
starts punching the wall, trying to bring down the entire platform. After some

the lefimost section of the platform falls down, along with anything standing
=«2r it. Be sure lo stay around the right edge of the platform to avoid falling with it.

=z next Ogre hit clears the poth to the continving platform. Use the Grip Point 1o
=wing across the gap to reach the ledge on the other side of the tower. The Ogre
«s=ps smashing the wall from the other side, eventually bringing down the original

= atform altegether.

) The Ogre’s Band I

I@ As soon as you reach the new platform, the Ogre furicusly launches a punch at the wall, breaking it. This allows him to
get his arm out through o hole. Now the Ogre iries to catch you and squeeze you to death. This is also the first chance

given lo inflict some domoge on the boss.

The Ogre touches the plotform, looking for a chance to grab you. After o few
ssconds, it punches the ground and moves its hand forward to reach out and grab
you. If it does grab you, then you can repeatedly press the indicated button to stay
clive and inflict some atlacks on the Ogre thot not only cause some damage but also
causes the Ogre to release its grip on you.

COMPLETION TRIAL RELP -

Use magic! Use the Shoulder Charge to quickly get away from the hand

before it has time to catch vou. This keeps vou from getting hit and helps
with the completion trial. Additionally, use the Shadow Magic to reduce the

hand’s health in just a few hits.

Some well-placed attacks forze the

re to retract ils arm. This happens when

the boss's health bor is reduced to zero. This gives you time to reach the end of

the platform belore he recovers. Use the high Grip Points to grapple over the moat

-
F
gr

to the next platform. If you feil the s2cond grip, the Ogre recovers, catching you and

=

; forcing you to replay the previous co




.--fﬁ*:;iﬁ Boss Battle:

After crossing the moat, the full Ogre is seen for the first time.
Notice the Neuiral Elemental fountain over the short gap on the
far left side of the bridge. You can replenish Light and Shadow
Magic energy by standing close fo the fountain—the gap does
not hinder the process.

The Ogre slams the platform, trying to hit you. You must unload
your aitacks on the hand when it hits the bridge, hitting it as
much as possible before it retracts to launch another punch.
The Ogre's attacks are unblockable, so dodging is necessary.

SHOULDER ChARGE DODGE .

It is easier to avoid the Ogre’s attack using the Shoulder
Charge. Perform a Dodge Roll with Shadow Magic enabled.

GRAB Hhim

When the health bar of a special boss monster turns gray,
it means that normal attacks won’t damage him, and you
have to find another way of causing harm. Most times, it

must be done with a Grip move.

The Ogre's anger increases when close to half of its health

is depleted. At this point, its health meter turns a solid gray,
indicating normal attack invincibility. A special attack is also
released: a fist slam that releases a shockwave on impact.
The camera zooms in while the Ogre screams, forewarning
of the hit. To avoid the wave, you must jump when it smashes
the ground. If done correctly, the Ogre's hand starts glowing,
allowing you fo use the Spiked Chain on it.

In a quick cutscene, the Ogre raises the hand, pulling up off
the ground with it. Be ready to mash any button when the
center halo ring lights. With correct timing, you attack the
Ogre, hitting it in the right eye before the monster has any time
to react. The Ogre is now blind in the right eye.




MIDDLE 0F THE ROAD

So that you aren’t wasting your efforts during this
phase, stand in the middle of the bridge so that

the monster's head hangs over the pointy stane

pillar when it screams. The pointy pillar is the

device that actually kills the beast.




Ogre dead, you can abandon the
m by sprint jumping from the right
end of the battle platform, across a large

gap and into the fortress through a broken wall.

Follow the pathway until you drop dewn inlo

a large hele in the floor. Here, you'll lind a
Brotherhood knight helding a Serell. Walk away
from the camera and jump out of the hole to reach
the continuing pathway. You'll find a secret area
behind @ statue ot the end of this hallway.

r-ﬁ‘"ﬂ‘l‘ﬁ!&‘#“b‘&ll -

SECRET STATUE

After sprint-jumping into the fortress, follow the
path and find the statue in the wall at the end of
the hallway with the dead knight Scroll in the hole.
You have to push the statue using the Gauntlet
power (hold the Dodge button and press the Direct
attack button while facing the statue). In the
hidden area, you can find a fairy, and another dead
Brotherhood knight with a Light Magic Gem.

Follow the path left at the secret statue. You'll

reach another area fealuring o locked gote anc \;

one of thase glowing gears. You must come b
here ance you've upgraded your Combat Cross




WALKTHROUGH: CHAPTER IV

SCHRE UPGRADE SECRET ROOM

Ince you've acquired the Stake upgrade for the Combar Cross, return 1o the
| wheel here to crank open the adjacent gate. Complete the halo ring challenge

to crank open the gate. Fairy Upgrade +2 is inside this secret room.

. zcing a lefit ot the fork [where the right path leads 1o the Stake Upgrade Secret Room| leads to @ dead end. Look for the Grip
= on the right. Use thot to reach o small ledge to stand on. Once there, you can find a high Grip Point that lefs you grapple
= rubble-blocked Doorway. When you lond in the next area, o horde of Small Trolls immediately attacks you.

ir ) Cave Croll Rider _ , ;-f ‘;

_;,-' This time, the Small Trolls attack with greater numbers, but won't pose too
| much of a threat; use them to recover magic energy if needed.

=n the first Small Troll wave is eliminated, a Cove Troll appears through the round
=’z in the middle of the arena. Small Trolls won't stop appearing ot this time, either.

= =xit the arena, you must ride on a Cave Troll and use it to smash down the metal
==cr ot the farthest side of the arena. So once you've mounted the Troll, destroy the

=zl Trolls and then start punching the glowing gate unil it is destroyed. The new area
s the fortress tower.




Che Chupacabras
ﬁ) TOWER BASE

Continue through the gate towards the witch tower. At the top of the stone stairs awaits a new enemy: a Chupacabras. Ir
a short cutscene, this grotesque creature steals your relics and powers and then disappears in a puff of black smoke.

You can continue forward, but you find the tower entrance blocked by a wooden door. To cross it, you need to recover the relics
powers from the Chupacabras. The monster has fled toward the exit on the left at the bottom of the stairs. Head back down the

steps and take a left into the narrow nook and climb the ledges to pass under a tall arch doorway.

There's a very large hole in the floor in the next area. Travel across -
the boards on the left to reach the Neutral Elemental fountain, which
is useless to you now that the monster stole your relics. Just bayond
the energy fountain is a column you can climb that allows you to jump
backwards onto the adjacent scaffold.

Climb the scaffold and use the high Grip Point to grapple and drop
onto a beam |catching yourself by hanging by your hands]. You'll see
the Chupacabras on the ledge below your feet. Drop down to that
ledge.

When you finally find the Chupacabras, a simple grob is encugh to
get all the relic powers back.

Fill up on energy using the Neutral Elemental fountain and then once
again, return to the stairs where you first found the Chupocabros

at the tower base. Approach the massive doors. You must Shoulder
Charge on the door to break it, completing the level as you poss
through the broken door.
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LEVEL TWO. Sh T
CHECROW e

$ 1 Life Magic Gem

w]czﬁ $ 1 Light Magic Gem
. Weapon Upgrade

= is a sad tale of the witch who guards this fortress. A sad =23 # H_nly Woter Upgrade +2
¢ of love lost. A tale not so dissimilar to our brave hero. Monsters : s e TR
¢1 pity is not something he can feel anymore. He is blind t Swordmester $ Crow Witch Malphes
it. The pity of these so-called "evil” creatures will be laid ; i SIT“'" Troll _ £ Witch Chid
zside for revenge. And so goodbye, once beautiful Malphas, Unlockab]e"l'ﬁal_ N ATEIEE
ou will trouble mankind no more, and when you are gone 4 Finish the level and defeat 15&'?

=to the void, know that love destroyed you in the end. ; 2.0t

Walkthrough
Witeh Tower

f: FIRST FLOOR

Gabriel finally reaches the inzide of the wiich tower. Find the dead knight Seroll near the locked door below the hird's

head. The Scroll leaves o clue to how to get into the tower. The door is locked, and the door af the top ol the stairs behind the
oird’s head is blocked, so the only way

upwaords is elimbing the exterior wall.

Find onother dead knight on the stairs

near the blocked doorway. This kn
nolds o Light Magic Gem. Hzad
through the tall, narrow exit an the left

staircase o reach the snow-coverad
mountainside outside.




%

) Secret Small Troll Em

Once outside, there is o secret path that leads to a Smc
Troll cave below. Do not Grip climb up the right ledges
yet: instead, from the first ledge, jump to the platform
below. The camera shows ancther ledge further to the lefi. Take
the leap fo that lower ledge and then hang off the edge using the

Grip ledge. A glowing Grip point becomes visible further fo the
right. Use it to reach a small cave beneath the tower.

Inside the cave, you find some Small Trolls and the corpse of

a fallen knight, carrying o Shadow Magic Gem. Defeat the
Trolls and refill your energy using the Neutral Elemental founteain
found near the front of the cave (head toward the camera to finc
if). The path in the cove leads back inside the tower. You can
break the door from this side, using a Shoulder Charge.

= EXPERIENCE POINT FARM

Every time you find a spot like this Small Troll
cave, with countless enemies and a Neutral Magic
fountain, it is a perfect opportunity to earn some
experience points. Also, remember to fully refill
both magic meters after smashing though the

door to continue the level completely recharged.

Go outside agoin, and this time, climb the mountain ledges to
your right. A Grip Point becomes visible from this poini, allowing
you to rappel and climb upwards, getting to a big stone gargoy!
on the wall. Grip again to the tep and climb untiil you reach the
stained-glass window. This is your entrance lo the second floor
of the tower; just kick the wall twice [push any Attack bution
while in rappel stance), take momentum, and watch how Gabriel
shatters the window and breoks into the tower.
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Swordmaster Battle

!ﬁ SECOND AND THIRD FLOORS

In the second floor of the tower, you fight your first

Swordmaster. These are souls of slain warriors who didn't leave the
material plane and remain trapped. Their sole mission is to torment
living beings. Once you have beaten down one to a certain degree,
you can use the Spiked Chain on them to grab them and run them
through to finish them off. Two more of these Swordmasters appear
after you defeat the first,

These enemies move very fost ond con counterattack some of your
skills. When fighting mere than ene, stay alert and keep an eye
on the enemy with the lighting charged sword, as he is the most

dangerous of them.

After you've destroyed the three enemies, the witch opens the path

to the next floor, sending some of her crows to break through the
door blocking the way up. Follow the stairs to encounter a Grip Point
grapple that takes you up to the next floor.

&) Three Swordmasters

Three more Swordmasters appear on this level. This time,

you face all three of them at the same time.

|

DARR CRYSTAL? -

If you still have a full Dark Crystal, this can be a good time to use it, as it is able to destroy all the enemies in a single
blow: Fairies (with or without the Light Magic power active) can also help you manage the enemy attacks, thus
having a much easier time of this battle.
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When all the Swordmasters are dead, the camera reveals the
Grip Point that'll take you on route to the top floor balcony.
Climb the chain from the first Grip Point and jump fo the Grip
ledge to the right. Use the chain on the next Grip Point over the
next arch, and then climb that chain all the way to the top to
latch onto the ledge to the right. Shimmy to the broken railing
to reach the balcony.

Before you exit the tower, head to the lefi glong the tap
balcony. Find the Heolth Font ot the end of the path. Follow
the balcony around to the exit and refill your energy on the

Neutral Elemental fountein on the belcony. Notice the dead
Brotherhood knight lying next 12 the fountain. He holds o Life
Magic Gem.

Climb the wall to the left of the
and shimmying around

alcony exit. Conlinue climbing
orners, scaffold, and nooks unfil you
reach the top gargoyle. here, you can jump onfo the top

of the tower roof [ne Grip chain gropples here). The climb

ock for the path before moving

shouldn’t be a problem;
and don’t jump unless you see Gabriel looking for @ potential
climbable ledge.




i - Boss Bemle

a0

As soon as you set one foot on the tower rooftop, the Crow
Witch makes her grand appearance. The first thing she does is
throws three eggs at you. If they hit the ground, they immediaiely
release her Wilch Children on impact. Try not to get hit by the eggs,
as they inflict heavy damage: During:this first phase, you should be oble
o throw at least one of the eggs back ot her by grabbing it with the

Spike Chain and following the onscreen left stick rotation. Hitting her

with her own egg causes her major damage.

After throwing her eggs, the wilch staris flying in circles around the lower,
stopping every once in a while to attack you. One of her attacks is a sonic
wave that can stun Gabriel, leoving him delenseless against her children.
When you see her screaming, watch out for the circular distortion area in
the ground—it is not too difficult to dedge or jump over the shockwave,
but it can surprise you if the altacking children distract you. For this
reason, concentrate on taking out the Witch Children first and foremost. If
you do get stuck in the sonic wave, repeatedly press the button indicated
on the screen to break free.
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Another of the witch's attacks is the crow swarms. When she
is abaut to launch one of these qilﬁcks,,:-yﬂu,'li_ sea her ;l:___ir&rﬁ:
covering, and the camera focuses on her. When she stops,
the crows following her rapidly fy towards yau. T
cannot be blocked. To dodge them, pay attention fo the swarm
timing, and use a lateral dodge to avoid it,

The only moment that the witch is vulnerable is when she siops=
in midair to summon more of her children; you need fo exploit
that action in order to damage the witch, by returning the-eggs
to her in midair. After some attacks, her health bar It'l-rn,s.gra.y ;
again, and her body glows. At this point, use a Grip action
when close to her to jump onto her head. The wilch starts
flying away. In the following minigame, you force her to crash
into the lower, remaining stunned for some fime affer. -

During the cutscene, press the displayed button as fast as you
can to ram her into the ground.




WALKTHROUGH: CHAPTER IV

ith.

==n be attacked w




LEVEL ONE.
UEROS (TOODS

So it seems Pan has saved Gabriel once more; his arrival
is most fortuitous! Gabriel now enters the outskirts of
the vampire’s territory. A cold winter has gripped this
land for centuries, driving out the inhabitants to warmer
climes. Those stubborn enough to stay have contended
with the cold death that visits them each and every night,
taking their loved ones away forever. The vampires thrive
in the cold and terrorize the living who crave warmth and

companionship. This night, a warrior will come. A knight

in shining armor with death at his side. He comes for you.

Creatures of the night!

1 Shadow Magic Gem

$ Chupocobras Warthog
$ Goblin Small Troll

% Finish the level recovering your relics from the Chupacobras in
less than three minules since stolen
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Walkthrough

2\ Return of the Chupacabras

The escape from the Crow Witch Tower ends in ¢ frozen, labyrinthic forest. The pathway splits in multiple branches, some
of them leading to rewards and others ending in combat zones.

Defeat the Goblins at the first fork and then take the pathway to the left at

the first fork to find a Fairy Blossom. You could use these fairies later on.

eoc pock fo the fork ond take the right pathway to find o Shoulder Charge
desiructible wall in a short path on the right |easily seen trom the main route).

Behind this first breakable wall, you find a Dark Crystal deposit that partially
fills your crystal meter. There’s also o nearby dead Brotherhood knight with o
Life Magic Gem.

As soon os you enter an open clearing along the main route, o Chupacabras
appeors and steals the relics from you. Without the relics’ powers, you won't
be able to exit the forest, so you must find the Chupacabras and force it to
refurn them.

T LISTED UP

To find the sneaky Chupacabras, sometimes you have to pay close

attention to your surroundings and listen closely for the little
monster’s voice. [t tells you how close to it you are.

¢\ Stolen Relics

p The Chupacobras left you relicless and powerless in a zone inhabited
by mountain Goblins. This variety is fiercer and tougher than the other
Goblins you've previously encountered, so try not o lose much fime
fighting them. Your best bet is to run directly for the Chupacabras to get your
relics back. You'll have more opportunities to vanquish the Goblins later.




There is a path on the left in the Goblin camp, but ignare it for now. The
Chupacabras has teleported to another exit, the ons ot the back of the area.
Run out of the camp using the right pathway. As soon as vou get close, the
monster vanishes again, disappearing in o cloud of black smoke.

Just a few yards from where you saw the Chupacaobras disoppear outside the
Goblin camp is a crossroad where three poths fork from the main road. Take the
cenler path, and soon you reach the Chupacabras, which disappears again.

Second Goblin Encampment

The center pathway leads directly to o small Goblin encempment,
where o bunch of these pesky creatures attack you. A Wartheg
accompanies them.

SECONDARY WEAPONS o .

Without the relics, you cannot use the Light Magic to recover health. 77
However, you still have secondary weapons. Using the fairies gathered

earlier to stop some of the enemies from attacking is a smart tactic, but

be careful not to use them all; you'll need them again soon. >

N

Beat the Warthog down and mount it. You must ride on the Warthog to break
the Goblin encampment door down. Abter mounting, just run towards the gate
to charge against it.

With the door destroyed, you can eliminate any remaining Goblins ond move
torward. The Chupacabras appears a few meters away through the broken
door and then teleperts to o ledge above,

This same location features a Health Font and o dead Brotherhood knight.
Dismount and defeat the Warthog, replenish lost health, and grab the Seroll
from the knight. The Scroll hints af using fairies fo distract the Chupacabras.

To reach the Chupacabras on the ledge, climb the wooden scaffolding
starting with the Grip ledge above the dead Brotherhood knight. Shimmy
around the corner and pull up to the top of the ledge. Now just jump to the
right over the gop, toward the Chupacabras’ hideout. The Chupacabras will
zap you off the ledge.

The key is to take heed the knight's message in the Scroll. Release some fairies
to distract the little monster, and then jump to his ledge. Pull up to the cove
entrance and grab the Chupacabras while it is glowing and distracted. Now
you get your relics back.

Chupacabras’ (Z{w - _ﬁg z_;ﬁ;

Look inside the Chupacabras’ cove. There's a dead Brotherhood
knight with @ Seroll inside. The Scroll speaks of Dark Crystals, an old
man, and the mysterious relics. Now that you have your relics bock
head to the back of the cave and take advantage of the Neutra! Elemental
Fountain to fill up your magic meters.

iy

MM||;
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o) Grabbing Goodies before You Leave

.‘q' Before leaving the forest, why don't you explore it ogain? With the relic powers back [especially the Dash), you can

discover more than one secret area around the level. Return to the three-way fork just beyond the first Goblin camp.
Toking the lefimost rood away from the camp places you at a
breckable stone wall. Use Shoulder Dash to break the wall and
find o Life Magic Gem on ¢ dead knight along with o Dark
Crystal deposit.

Head back to the three-way fork and take the middle or
rightmost pathway and just keep heading left af the next fork.
You'll reach another Shoulder Dash wall. Beyond this cne, you
find another Dark Crystal deposit and a dead knight with a
Shadow Magic Gem,

&) Path to the Village

4
f S Either head beyond the Chupacabros cave and drop
down onto a lower path to reach the continuing path,

or head back ta the first Goblin camp and take the left
path within the camp. You'll reach @ Shoulder Dash breakable
wall near a Neutral Elemental Fountain.

After @ new encounter with a few Goblins, you'll drop down

to a wider path, which is blocked by large stones. This is also
the left fork in the first Goblin camp. Use the dash (with the
Dark Magic power active, press Block and then move the left
stick in any direction) to break through the stones. If you den't
have enough Dark Magic, you can go back and get some from
defeated Goblins,

Just through the broken wall lies a dead knight near a column
of stones on the right side of the road. He holds a Scroll. The
knight writes about being close to Wygol and Vampire Castle.
From there on, enjoy the view of the Vampire Castle as you run
along the snowy path towards the isolated village.

L
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LEVEL TWO.
WYGOL VILLHGE

This village is one of the last vestiges of human civilization
left in this place of death and cold. It lies not far from the
Vampire’s Castle, our next objective. [ have some matters
to attend to here, matters that could spoil our plans. I will

deal with them and try to rendezvous with Gabriel later.

He has not slept in days, not since the girl. The pain is

etched on his face still, but in his soul only hatred drives
him. We will not speak of it. He must not know I have seen

everything, that | have followed him this far.

Hidden Items
§ 1 Shadow Mogic Gem

Monsters
$ Ghool

Unlockable Trial
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Walkthrough
ihc Uillage

@ In the beginning cf the level, you find yourself

" in a dark alley leading fo the village's main
throughway. There is a secret in the first building on
your right, but since you don't have Seraph Shoulders
yet, you'll need to come back when you do,

= WINGED CRALLENGE

When you have both Shoulder Dash and Seraph
Shoulders, you can break through the wall at the

_— ——

e —

top of the stairs on the first building on the right
in the village (located at the beginning of the
level). Shoulder Dash through the exterior wall
and then use the wings while in the back corner

of the room to reach a ledge with a Brotherhood

Arch on it. Open the arch to carn the Holy Water
Flask Upgrade + 2.

_E:_lcounter with Zobek

fs_b Soon after entering the village, you find Zobek
e praying over a body in the cemetery. He informs you
that the vampires ravaged the village after hearing that
you killed the Dark Lord of lycanthropes. You can’t help but feel
a little guilty for the village’s loss. These people’s only hope
lies in an ofd ubbey, not far fram here, but the mad abbot who
lives there won't give up the relic so =asily.



Graveyard Battle

After the cutscene, you find yourself in a graveyord, accompanied by Zobek. Soon, o new fype of enemy attacks you:
| Ghouls. These enemies can vomit poisonous goo and feed on corpses to regain healith

- s

After killing @ Ghoul, don't move too far from its corpse; other Ghouls try to
devour it to recover their life, so it's best to wait around and guord it until the
Ghoul corpse disappears.

The Ghouls emerge from holes in the ground found in various areas around the
graveyard. The first one is on your right as you begin the challenge, the arec
where the Ghoul in the cutscene came from. Fortunately, a large statue, which
seems prefty unstable, stands next to the hole. With the help of Zobek, you can
knock the statue down over the hole, obstructing the Ghouls there.

DROPPING THE FIRST STATUE

Use the Spiked Chain to grab the glowing statue near the Ghoul hele. Press the
Area Attack button to call Zobek to help push. Press repeatedly on the Direct
Attack button indicated on the screen to pull the siatue at the same time that
Zobek pushes it. Lock for a final button press [Area Attack) indicoter on ihe iop
of the screen to finally topple the statue over the hole. Some Ghouls may escope
during this last stage, but the toppling statue vsually squishes these blood bags.

DROPPING THE SECOND STATUE

Immediately after you neutralize the first Ghoul hole, more Ghouls stert spawning
from another hole to the left. This time, the statue is not close encugh 1o the active
Ghoul hole to push it in. You have to get behind the stalue and push it using the
Gauntlet punch. Then, repeat the same minigame used during the first siatue
topple to knock this ane in the active Gheul hole.

DROPPING THE THIRD STATUE

Find the dead Brotherhood knight with the Shadow Magic Gem » 7
right corner on a pile of rubble.

i
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“ssure tears up the ground al the baock of the
~-uls emerge from it. By this time, you know what to do, but
~= vou cannot get behind the statue blocking the entrance fo the
- the hole. Find the breakable wall around
-+ anirance. Use Shoulder Dash to break inte the crypt. Refill
==2gy on the Neutral Elemental Fountain in the back corner. Use
Magic with Gauntlet Punches to move the statue fo the hole.

the left corner of

-2t repeat the previous steps to topple the statue inie the final
-=lz. The third statue partially falls over the graveyard’s exit
—= =llowing you lo fully open it with a Shoulder Dash to get to the
-'2um in the next yard.

|

_th_sz _Relic in the Mausoleum '

P ) Fill your health meter using the Health Font on the left side
—-"‘:/*.ausuleum eniry stairs. To the right of the entry stairs, you
-= across o dead Brotherhood Knight. His Scroll explains that Light
==z is the only thing that can dispel the Ghouls’ poisonous vomit.
--= inside the mausoleum, you discover it seems to have no exit.
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Step up to the altar and receive your new Combat Cross
upgrade: Stake. The artisan who made the chain and
Hook Tip for the Combat Cross wanted to give the
weapon even more options for hand-to-hand combat,
especially against supernatural creatures of the night,
and so he designed the Stake attachment that eventually
gave the Combat Cross the nickname of “Vampire
Killer.”

With the Stake Cross in your hands, the strange gear
machine glows on the left wall, hinting a possible
interaction with it: press the Use bution while close to it
to start the challenge. You must stick the gear and crank
it four times by pressing any button when the center halo
glows. This opens the exit near the mechanism. Enter

that doarway to end the level.



LEVEL THREE.
- HBBEY CATACOMBS

We delve deep below the abbey ready to face the evil
confronting us. The abbot, Vincent Dorin, was once a
good and kindly man who helped the people of Wygol,
but now he has become a devious coward who has holed $ 1 Life Mogic Gem 3 ' § 1 Light Magic Gem
himself up in the abbey and rigged it with traps of cunning. Mnsters
The people, unprotected, have paid a heavy price for his t Ghoul + Vampire Warrior
Unlockable Trial

$ Finish the level without allowing Zobek fo fall o single fime

during combat

treachery. Night has fallen outside, and we will be open
to vampire attack at any time. We must be on our guard.
We must work together, if we are to succeed in acquiring

the relic that the abbot guards. This will help us greatly in

defeating the vampire horde later.

Walkthrough
&™) When Vampires Attack

p Gabriel and Zobek are together in the catacombs that connect the village graveyard and the abbey. Shorily after they
enter the area, vampires attack. The vampires appecr in wave:. To coen the exit at the far end of the room, you must

figure out the mechanism in the middle of the room while fending o the vampires.

[i]
1

sce that handle in the mechanism and then turn =

Find the handle that operates the door mechanism in the middie of ik
to slowly open the exit. As soon os you release it, the mechanism +
mechanism (thus the gate] for enough time to let you cross under th

Zocek's help is needed. What he will do is hold the
sfore it closes,

Wy M om

mo
i
[
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. = mechanism using the left stick

.= its furthest push point, press the d
for help. The trick is to maoke sur
sires before trying to open the gaote

. wou or Zobek to release the handle

. can cross the open door and reach th
but something must be done for Zobe
;ampires in the first area. lucky for him,
n the second chamber to break a hole !

-~ You must use these combined powers o
. stone close enough and then through the gate.

.-~ 15 the original chamber and help Zobek defeot the
of Vampire Warriors. Once Zobek ond Gabriel are
ted again, replenish your energy using the Neytral
~+al Fountain in the second chamber and then co
the abbey. The large door at the back is closed end

you need two keys to open it.

-

i

_ a \




D\ T b2t RS = R
o) First Abbey Cloister Keys s
E 5 Both keys can be accessed by heading through the metal gates found
on either side of the second chamber. To open the doors, you use two
door mechanisms like those you found in the first chamber. Each one is

connecied to the nearest locked door; they only lack the handle needed to be
able to manipulate them.

Head back to the first device in the first chamber and take the handle out of i,
Open the right door first. There is a small passageway with o deadly trap that
aclivates as soon as you enter,

The ceiling starts falling down over you and Zobek, but luckily for you, Zobek
stops it over his head. At the same time, he urges for you to do the same with
the next one, which has started to fall.

COLLAPSING CEILING

Meve as fast as you can towards the next ceiling slab using the left stick. As
soon as you start to hold it, repeatedly press the Direct Attack button until
prompted to press the Area Attack button to tell Zobek to advance to the next
block. The whole sequence repeats twice.

After escaping trap, look for the Cloister Key in a nearby candlelit nook. Just
b it and head back through the previous hallway [gears pull the ceiling back

[1¥]
-
(%]

]
Q

oloce, making it safe to travel through to the previous door chamber.

=

o) Second Fibbey Cloister Keys 8

! j You can find the second key by gefting through the left door.

Grabbing the handle from the previous device and using it an the

mechanism near the left door helps you begin this quest. Once you've
opened the door, take the handle out of the door mechanism and bring it
with you into the new area.

When you enter the large chasm, the last key can be spotied in the center of
the gap on a currently inaccessible pillar. To reach it, use the handle on the

mechanism on the far end of the entry platform. Call Zobek over to hold the

device in position while you get on the cart that was moved to the end of the
platform when you cranked the device to the furthest position.

Jump on the platform, and Zobek then moves it to the opposite ledge. Follow
the ledge to the center pillar and claim the Cloister Key. Now head back to the
previous ledge and follow the path toward the camera to find a step bridge
where you can find a dead Brotherhood knight with o Life Magic Gem.

Continue heading to the left on this bridge, and you'll find you can drop off
the edge to reach the original ledge ot the entrance. Head back to the door
chamber with the final key. To open the locked door, place baoth keys in th
slots on either side of it. Follow the large stairwell up to the inner cloister

(1]
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= The¢ Abbey’s Tnner (Zloister”

&

’ -<ide the abbey, you and Zobek must deal with
" ——siher of the abbot's puzzles: some kind of
- =zortation wall stands in one of the cloister corridors
- zross through it, you are magically trensported back
- ~wing seal neor the entrance.

- =-tive is to ge! lo the door that leads to the library, but
~== < teleporter sends you elsewhere before you can reach
-= canter of the cloister, you can use o strange piece of

-=- to manipulate the portal system.

-=- similar devices found in the same level, this one is

-~ = tundamental piece: the metal ber used to spin the

-—-:m. You can find it nearby, in the passageway that

-=-< +he cloister. More precisely, find the dead Brotherhood
- the middle of the courtyard. He's helding o puzzle
= of Seroll. Enter the passagewoy entrance that this

-: haad and spear are pointing toward.

Just inside the passageway entrance is o breakable wall. Use
Shoulder Dosh to penetrate the wall, and then find the device
nandle on the ground in a small room. Return to the courtyard

mechanism.

insert the handle into the device. Now that the mechanism is
complete again, you can use it to modify the position of the magic
seal that marks the teleport destination: as you rotate the device,
the camera points to the seal, showing you the location that you
will get to after crossing through fhe magic teleporter wall.




) Puzzie Solved!

z El To solve the puzzle, you h

it points to Location #4

that it takes you to quickly get to th

soin the mechanism’s arrow until

in

|

w is 2707 from its initial position.
needs to grab the handle

nd then hold it for the time
Il and jump through it

o
&
-~

2

ort w

One of the teleport desti

L16HT MAGIC G6EM

nations (Location #2) seems to lead

nowhere, but instead allows you to enter a hidden room with
a dead Bratherhood knight holding a Light Magic Gem. Once
you have the prize, climb the wooden wall to the right of the

knight and hand jump th

rough the hole in the top of the gate

wall to drop down into Ghoul battle. Defeat the Ghouls and

return to the courtyard mechanism.

hEALTH FONT AN

Point the device at Loca

knight with a Scroll. Th

D KN1GHT SCROLL

tion #3 to find a Health Font and a
e Scroll speaks of the dead knight's

‘anguish, Use the Spike on the Combat Cross on the gate
_gear to leave the small eell.
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Your found
Tever 10 ings

LEVEL FOUR.
ABBEY LIBRARY

The traps laid by the abbot have proved tricky, and yet

v have managed to break into the inner cloisters and

the library is close at hand, if memory serves. My friend
soks weary and troubled. The weight of the world on
nis shoulders. I can see he is holding a terrible secret deep
within. He is trying to bury it, and in its place the anger is
ing over. We must not delay. We must find Dorin and
tzke what we need before we are dragged down with the
zuilt. The need of the many ourweighs those of the few
now, We can shed no tears for those lost, we must be strong

and we must destroy the Lords of Shadow at any cost.

# ) You and Zobek are now free o enter the |
" Follow the rightmast corridors to the end
dead knight holding o Light Magic Gem,

% Animated Armor 1.. Gremlin th’t l:ibl‘dl‘v
Unlockable Trial o

L

£ Finish the level and beat the mirror ond lights puzzle in less than
2:30 minutes

it hides. Al the same lime, some B

o form g naw anemy: Anim-:h:—.d Armor.




) Animated Armor

Zobek is tropped behind an iron gate

shelves, locking for o secret entrance.
remove their shields. Te do this, beat on them v
raise their shields in front of them. The shield wi
when il is time fo fry to remove il. Use the Spiked Ci
grab onto the shield, and then repeatedly press the ind
button te pull the shield away. With the shield gone

normal attacks now inflict more domage.

Be sure to jump into the air fo aveoid the Animated Armor's
ground pounding shockwove attack.

When the enemy’s body glows [which happens with around «
quarter health remaining], press the Use bution to jump onto
the enemy and pull ot its chest ormor. Complete the halo ring
challenge to successfully pull the chest plate open. Then, press
the indicated button repeatedly to jom the Combat Cross inside
the chest and unhinge the life that is enimating the ghostly
armor. This is a finishing move. The enemy is eliminoted ofter

this move, if done correctly.

SOMERSAULT ATTAC

A very useful movement against the Animated Armors
is the Somersault: hold Block and then press the Jump
button to leap over the closest enemy. Then strike from

its back, where the armor is most vulnerable.

Finish the two Animated Armors, and Zobek will find what he was

locking for in the next cutscene. Zobek finds and pulls a lever that
opens a secret exit in the ceiling on your side of the locked gale.
You leave the room through this secret passage using your Hook

Tip while Zobek hangs back 1o defend the entrance.

b o “
“maa uni‘nu Fham
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) Puzzie of Light and Mirrors

The abbot had a goed idea to defend against the vampires: a sel
of doors that can only be opened using the power of sunlight via
mirrors mounted on statues to redirect the light beams.

The library is divided into three zones. In all of them, the objective is to
rect the light roy toward o door with a sun symbol. It is o puzzle similar

io the one found in the Stone Idol mauscleum. Find the hint Scroll on the

body of the dead knight found at your feet the moment you enter the attic,

where the first light and mirror puzzle is located.

AREA PUZZLE ONE

Fill up on the Neutral Elemental Fountain in the first area. There is enly o
mirror statue in the room, so push it to the light beam using the Gauntlet
Punch and then rotate it so the beam bounces on the mirror toward the door
- the back of the room with the glowing dot on it. Find the dead knight on the floor in the books to the left of the light source

vindow. He holds a Scroll. I's a tip instructing you to use fairies on the enemies here.

AREA PUZZLE TWO

Initially, the second puzzle area seems identical to the first one, until vou realize that there is no reflector statue in the second
Y P Y

room and the beam is stopping on the bookshelf, which cannot be moved.

Enter the third room. Gauntlet Punch the siaiue near the bookshelf into the path of the beam. Turn it so it shines diagonally to the
wall of the first room [refer to the picture).Exit the third room out the rightmost door [odjacent to the mirror you just moved). This
next room is a book depository. Head to the end of the hallway and turn left to find o dead Brotherhood knight with o Life Magic

Gem.

Now head back and continue down the right pathway (the only remaining untraveled route]. This leads to another mirror. Use
Gountlet Punch on it to move ints the docrway ot the back of the same hallway. Head back to the mirror you moved prior to this
one in the third room. If it isn't aimed up properly already, turn it so that it hits that last mirrer you just moved into the doorway.

This opens o door to the stoirwell behing the bookshelf in the same room. Head upstairs.




The last zone is the hardest. Now upstairs, defeat the flying Gremlins and then move around the balcony corner until you reach

the closest statue. Gauntlet Punch it once toward the balcony rail and then again toward the light beam,

Rotate this mirror until the beam hits the second statue a few meters awoy. Make sure to enter the small gazebo at the boltom of
the short set of steps behind this mirror statue. Break the stuff on the Hoor to uncover a dead Brotherhood knight on the floor. He
holds ¢ Shadew Magic Gem.

MNow the ray must be redirected to the other side of the room. Head to the second mirror stalue and stand on the left side of it and
Gauntlet Punch it into the direction of the light beam being thrown at it.
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; second statue along its own path until i
rail. Turn the mirror so that the beam

the gap ond through o small hole in the oppesit

2w the ray to the other side of the room, where v
mirror statue. Gaunilet Punch this mirror status t

== of the corner in its rail system. Just get it
== current light beam direction for now. Use o Sh
72 breakable wall the beam is currently targeting
znergy, you can find @ Neulral Elemental Fountain in the

«ious large hall.

“=z2f the Animated Armor in the newly revecled room,
=.ntlat Punch the mirror statue in this room into the path of the
seam passing through the hole you put in the wall. Now

= the mirror so the light is bounced onto the small wooden

===+ in the back of the room.

=c'znish your energy and then Shoulder Dash through this
1 door. Now the way is all clear; all you have left to
: to push the statue that sits on the rails behind this broken
> the end of the rails [closest to the broken door|, and

=== tyrn it to face the last door at the end of the same hc“wc\;.

the now open door to end the level.




LEVEL FIVE:
ABBEY COWER

The tower at the Abbey of Wygol was once a place where
men of God sought knowledge and protected the people
with Christ’s love. Now it is the refuge of a man driven
insane by fear. Dorin has abandoned his people to death or
worse. A powerful relic keeps the vampires at bay, and we
must take it if we stand any chance against the Dark Lord’s
minions. | know of a secret way that will take me to the
top of the tower by a different path. Gabriel will have to

find his own way for now.

Hidden Items
$ 2 life Mogic Gems

[ Relic = i
$  Holy Water Flosks
M.ntrs '
$  Ghoul
Unlockable Trial "= EENEE .

3 Fipi;h_tha level nita{ finding and destroying 100 breokable objects

Gremlin

Walkthrough

&) Sortified Cower

r beating the puzzle of light and mirrors, you
vd in another cloistered area: the fortified tower
Abbey is the last obstacle in your way to get the

bot keeps to defend against the vampires.




zr is surrounded by o moot filled with deadly wooden spikes; a fall here
= o= fotol. Leove the tunnel ond enter the moat pothway. To the left of your exit
-2 o deod Brotherhood knight with a Seroll. The Scroll speaks of Dorin’s trops
= : hidden relic.

shi out of the original hallway, you have a run-in with Gremlins and Ghouls
=m out with extreme prejudice.

== *> the end of the right pathway to find a broken area in the short wall thet

¢ou to occess a covered brick passage. Walk toward the camera first to find o

== Zratherhood knight with o Life Magic Gem.

ove away from the comera and follow this passage fo another area that looks
exterior area you just left. Find a Serell on a knight lying beside o dead

-amlins in this area.

ump across the gap in the pathway here, and you'll reach the tower entrance
cmera shows a wooden bridge at the other side of the moat; it is raised

zut you can pull from its top with the combat chain until it collapses. Press
> while the bridge is glowing to use the chain on it. When prompied, press the

i
Fimn

Hgni

= zyed button repeatedly.

e boaords into the tower entrance and defeat the Gremlins. After dealing with
* them, you con sofely start the climbing area. First, use the Combat Cross Spike

=2 gote wheel o pass. Follow the stairs around to the climbing waoll.

DEFEATING FLYING CREATURES

The best way to deal with a flying enemy such as the Gremlin is to

usually wait for it to get close to you, and then grab it (pressing the
Use button).

nis Scroll is o greot tip on receiving Meutral Elemental Orbs. Defect the Ghouls

SROuUIs
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While climbing, waich out for unsiable ledges, and try to jump
from them as quickly as possible. The falling debris con also
throw you down while grappling; jump backwards to avoid this.

Once you reach the first rooftop, continue forward, where
you'll find another building to overcome. You must dash and
jump to reach the ledge of this building. Around the first
corner, you can find o ledge with a dead knight holding a Life
Magic Gem. Return around the previous corner and continue

shimmying right fo follow along the climbing path, jumping
back and forth from wall to wall in this narrow alley.

When you reach the top of the second tower, grapple through
the boarded window to enter the building. Inside, you'll meet
up with Zobek agoin.

In the ending cinematic, you find the abbot, Dorin, and the
relic he hoards to himself. You take it and exit the tower,
leaving the abbot in an unprotected state. The Vampire
Warriors claim another victim—holy or not. On the way oul
of the tower, a wounded boy points you in the direction of o
village in need of help. Zobek stays behind to assist the child.




LEVEL SIX.
BRAUNER

The power to defeat the vampires is now in our hands, and

that bastard Dorin has no doubt met his maker. If anyone
deserved death, it is he. No one will shed a tear for his
miserable life. Countless others have met the same fate by
his hand. The quest is going well, we have what we need to
confront the Dark Lord and I sense Gabriel’s determination
to see this through. The vampires must know we have the

relic, and [ am sure they will move to stop us, if they can.

$  Finish the level after attacking the Elite Vompire four consecutive
times with its own blade
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Now you find yourself back in the villoge besieged by vompires
in o full-scale attack. In the inificl alley where you begin this
level, refill your magic with the Neutral Elemental Fountain end
replenish lost health using the Health Font. Use the Grip Point
above the Haming crates blocking the entrance io the village.

BOLY WHCER RELIC
Gabriel took a relic from the abbot, which is especially
destructive against vampires: Holy Water Flasks. These

can affect most enemies, but vampires suffer more

damage from them than others. You can also use them

with the Light Magic power enabled to create a protective

shield around you, which reduces incoming damage.

A few waves of Vampire Warriors attack you when you enter
the moin street of the village. Use Holy Water on them to really
soften them up; they'll love it. Use grobs as much os possible to
finish off the vampires quickly. After annihiloting the Vampire
Warriars, the big daddy shows up to the fight.
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eutenant Brauner, the Elite Vampire, is o powerful enemy who uses mosily -
=elee attacks. He also carries @ long throwing blade, and he can transform 3
into @ group of bats to move quickly around the arena.

LONG THhROWING BLADE iy T

When the boss uses his blade for the first time, the

*3

caniera shows you a close-up of the weapon as it : ':
flies toward you. If you press the Grab button while
it is in mid-air, you return it back toward the enemy, e ) -
inflicting heavy damage. : Lothe >~ e
You have to lower the boss's heolth until ybu stun him. This happens 3 »¥ a/
when his health drops by half. The beginning of this stoge occurs when 5 = A
you knock him Io the ground. As soon os he gels up, he is stunned, swaying g i
ond glowing. Approach him and press the Use bulton te begin the minig«'ﬂm{é : ik :
where the end result has you ripping his winga oH'- with ynur bute hands: This: BB i R

is done in two halo ring chc"gnga mmrs‘;

=~Continue the batile ond stun him'a sel:m@d !ima. This is: usunlly possible when'
he has about 10% of his health remaining. Again, he will. fall'ond then stand
up and glow while swaying. Approuch him and’ prqss the Usa buiton to bag:n
the finishing move minigome.

The first halo ring challenge has you smacking his jowls with the Combat'
Cross. The second halo chollenge is blocked even if completed correctly.

Then, a siruggle occurs. Press the indicoted buHon'fapnmedif until a cinemalic
shows you break free and quickly steal the boss's leng Ihrowlng blade from
his back, Next, you slash the boss's arm off and then slice him down the
middle. You finish him with the Combat Cross's Stake. through the heart.
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LEUEL SEVED: Walkthrough

CHSTLE SEWERS ) e mania

Wygot village is safe, for now. The vampires have lost one of Following the indications of the remaining villogers
Gabriel is going to enter the Vampire Castle throug®

their commanders, Brauner, and news will travel back to the ;
the old sewer sysiem. A cave in the mountainside leac:

Dark Lord quickly. This is a blow, but it won't take long for o the sewers. You can find o Health Font as soon as you ente

them to regroup. Luckily, one of the villagers has revealedto  the sewers. Refill your life energy before moving forward.
us a secret path into the demon’s castle. This will lead Gabriel
. _ - Soon, you nofice that a stream of sewer water flowing through =
into the sewers and then up into the very jaws of death. The pipe in the wall blocks the continuing interior path; don't fry tc

villagers called him “God Savior,” and his weapon they called  cross it, or it'll push you into the muddy waters below, which o=
infested with Naiads. Instead, use the lever on the wall befors

“Vampire Killer.” Ah, Gandolfi, how that would make you :
2 the water stream to stop the flow from a few pipes temporarily

smile. As for me, once my business here is done, I shall follow

my friend and aid him where I can.

| Shodow Magic Gem

Monster
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NEUTRAL ELEMENTAL FouncAmn I~ \) Skeleton Warrior Bartle |
Contifue pastthe bt warer Bazard to find — ﬁ most notewerthy feature of the Skeleton Warrior

a Neutral Elemental Fountain in the next i G

is that the first time they are defeated, they can
corner. This fountain, although handy, is what
makes it difficult to complete this first task,
because while you are refilling energy, you are

reconstruct themselves and be made ready to continue
fighting. To avoid this power, use a ground attack such as the
Gauntlet Punch agaoinst their bones to completely destroy them.
not moving quickly enough to get past the
second water hazard and into the next area Once you deal with all the skeletons, use the device found in
over the bridge. the arena again. I opens one of the gates of the sewers. Once
done, head back to the bridge and use the lever there to open
the gate just balow.

Jump down into the first muddy sewer and find the dead knight
Scroll at the bottom of the first set of stairs. There is o slight tip
at the end of this document concerning the very frustrating gate
trap you are about to encounter.

L/ Asfast as you con, sprint all the way past the first pipe,
[ the Neutral Elemental Fountain, and then the second water
cipe (double tap the left stick to sprint) on the bridge. There is
=nother mechanism between the position of the two pipes, but
=on't bother with that now; just concentrate on gelting to the
=ther side before the water flows again.

2se the Combal Cross Stake on the glowing gear on the left side 5
o7 the new room. While turning the gear in a cinematic, o new
~vpe of enemy shows its bony face. This is a Skeleton Warrior.




Before you pass though the opened bridge gate, hecd o
of the area to find an island in the poison and mud with another dead knight.

his knight holds a Shadow Magic Gem.

back right corner

Now head through the opened gate info the second mud and poison area. Cross
to the opposite platform. Before you pass into the next arec, stop ot the doorway
and head to the island in the corner toward the camera [frent left corner of

the room]. Here, you can find a dead Brotherhood Knight with ¢ Scroll. This
one features a tip about taking out Skeleton Warriors's bones so they don't

reanimate. Now head into the next hallway to beat the floor spike puzzle.

Sharp and Pointy

B 1
) Even though the castle is centuries old, some of its traps sfill work.

a metal gote thot slams shut on cpproach, and at the other end is the
mechanism that opens the gate. The mechonism on your side of the hallway is
a large button embedded in the woll. It can only be activated with o powerful
hit [the Gauntlet Punch should be used; press and hold the Block button and

then press the Direct Attack button).

As you move toward the metal grate on the Hoor, the trop activates, and
dozens of metal spikes emerge from holes, insiantly killing onycne stending
over them. Your first thought would be lo punch the button and sprint towards

the open gate; only, the gate slams shut when you leave the spike grate

SPIKED FLOOR PUZZLE SOLUTION

# Only a tricky corridor stands between you and the exit. Al one end is

The answer is in the silver daggers; charge them with Shadow Magic fo give
them encugh power fo activate the bulton from a distance. Just stanc next

to the closed exit gate and throw the Shadow Magic charged dagger of the

butten down the hall across the spiked floor. The door opens, giving you mor
than enough time to exit the trap.

Once rhrough the gate, SH'I"IF)I:,' use the sing]e Grip Point at the top

\ to grapple out of the level.




LEUEL ONE:

CASCLE
COURCYARD

Oespite his best efforts to try entering the castle unnoticed,

the vampires know that Gabriel is coming. Night is fast

spproaching, and soon he will have to use all his wits and

‘Hidden Itents

powers to defeat what nightmares inhabit this place of § 1 tife Magit Gém
Zeath and decay. His strength grows by the day, and yet his -

) ke i ) Monsters
anger intensifies deep within. He eats little and sleeps less.

¥ Animated Armor $ Vampire Warrior
$ Skeleton Warrior $ Warg

s Unlockhlé Trial

She is there in his thoughts, his beloved Marie, he knows
that his journey is far from over. This castle I fear will push

nim into the abyss from which there is no escape.

% Finish the level ond kill three Skeleton Hfu:riqrs.uhll-a_ you are




Walkthrough

™) Descent fo the Castle Dungeons

p The Vampire Cosile finally stonds before you. To get out of the chasm, climb across the middle beam and climb up the
' opposite wall until o Grip Point is seen near the top. Gropple climb to the top. With your feet on the ground again, you

face the castle’s main enirance.

As you enter the courtyard, the camera shows a magnificent view of the front of the castle. You can find a bag of daggers by
sprint jumping across a lorge gap near the locked enirance to the moze gorden.

To continue forward, you must climb the tower on the left side of the courtyard [nexi
to the Health Font) te shimmy and jump over the left edge of the gote that separotes
this courtyard from the next.

™) Animated Armor Bartle

! 5 In the ground in the center of the second courtyard, there is o metal grate

that you can open using the nearby Stake mechanism. This is the entrance

to the costle dungeons, your next destination. As you siart io manipulate the
Stake mechanism [or if you get too close to the castle door], two Animaied Armors
materialize in the courtyard and attack you.

It's nearly impossible 1o fully open the grate with the enemies attacking, so defeat
both of them before continuing. Once done, you can safely open the grate on the
ground and jump to the darkness below. You hove o narrow window of opportunity to

jump into the hole before the grate closes again, se be quick alter opening it.

\
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s r——

‘Zast_l_g Dungeons

! 5 You are now in the castle dungeons. The vampires

keep savoge beasts like Wargs and Trolls in cages
here, ready to be drained of bload. Walk toward
the camera and use the Neultral Elemental Fountain at the
beginning of the path.

In this areqa, a couple Skeleton Warriors rise from the ground
and attack you. While you are occupied with the Skeletons, the
vampires open one of the cells, releasing @ Warg; as you have
done before, you must mount it. Sometime during the battle, go
get the knight Scroll from the dead knight in the far back left
corner of the hallway. It speaks of the Wargs and Troll captives.

e e mrm e m

LITE MAGIC GEM

The first cell on the left side of the hallway (nearest
to the Neutral Elemental Fountain) can be broken
using a Shoulder Dash. Inside the cell is a dead

Brotherhood knight holding a Life Magic Gem.

The Warg con climb the glowing stone pillars on the right side
of the dungeon. Just get close lo it and press the Jump button.
Once at the top, kill the vampires using the Warg, and then
dismount and jump through the hole in the ground.

RNIGRT SCROLL, he ALTH FONC,
DARK €RYSTAL

Cross the plank between the ledges at the top of
the dungeon, and you can find a Knight Scroll,
Health Font, and a Dark Crystal. The Scroll
speaks of a Holy Water + Light Magic trick that

creates a shield around the user.




Dungeon Battle Area 2
¢ Lot i - ———
F\ Follow the tunnel rooms te a small arch opening _
: similar to the first orea you dropped into : f Skeleton Warriors attacks. In the back of the |

find o Stake mechanism that opens the nearby ¢

Defeat the skeletons first before altempting to open iz
on the Neutral Elemental Fountain in the next s

and then climb the winding stairs up and out of




L TWo.
IHZ€ GARDENS

a nto the castle will be more difficult
zght. Gabriel will have to navigate the \‘ﬁ\‘ alkthI'Ollgh

this place, a man can be lost forever ————y

- creatures that haunt its labyrinthine tht Path Ihrﬁ"gh [he ?rn en

=s¢ gardens were once the most beautiful / Garden

1 many pilgrims would visit the castle J. ;
3 ; ;o ) i hrough the initial tunnel places you in the
— lands far away to witness their timeless / Heading furoug st
) Maze Gargens.
ie wasted and rotten, decaying as their
Head to the right until you reach the large arch with
overgrowth along its walls. Inside the arch is a tall column that

n push using the Gauntlet Punch.




Climb the column thot you just moved by using its Grip ledges. You can use its
Grip ledges and o simple jump to reach on adjocent column on the other side
of the hedgerow.

The key that you're locking for is inside the large greenheuse building in the
center of the area, but don‘t rush teward it yet; you need the help of one of the
spiders in the area to reach the entrance.

SPIDER TIP

} You can save yourself some time if, before opening the door to the
|

greenhouse, you use the spider to break doors.

Spider Bunting # i

Ignore the paths that open ot your left and continue toward the baock
right section. It is a small arena where Giant Spiders attack. Instead
of killing the monster, stun and mount it.

'_'k_h‘l%..i'li al ot LA RRARE

- . e

g

(Ueb Bridge

! 5 With the tamed spider, go back to the entrance, and from the edge

of the gap, press the Direct Attack button to force your mount fo lay

a web bridge over it.

Once you have opened the path fo the greenhouse; cross the web bridge to
enter. Find the dead Brotherhood knight on the ground to the right as you
enter. He has a puzzlesolving Seroll.

Beyond the knight, you find a puzzle similar to the one played during Pan's
trial. Press the Use button on the glowing statue before the fountain. In this

challenge, you have an unlimited number of moves to get the thres statues

\ locking at the center of the frozen fountain.
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0 Fountain Puzzle Solution = 4

4 the center of the founiain. The basic mechanic is the same as Pan's
ements of any one of them affect the others. There's an exira layer

® | The objective is to make all three of them loo

_/ suzzle: rotate the three puzzle sections whare the m
of difficulty: the statues spin after roteting oround the fountain.

crazy thinking about movement combinations; the solution

sier than the one from Pan’s puzzle. Just move the middle
wise twice. Once you've dene this correctly, the key

n the center of the fountain. The correct placement of the

ves makes the key to the castle appear in the cenier of the
You get it automatically. Go back outside the greenhouse,

the web bridge again.

St State
LEUIT
Kotale St comnler—2

' . -
- A i

Exiling the Gardens :

F) The gordens exit has o large melal door that must
be broken. A spider is again the answer for this task.
Find the dead knight Serell just yards away from this
r. It speaks of spider silk. Go to the same area where you
ot the spider before, attack and mount another cne, and use
s ranged attack on the closed door. Press the indicated button

repeatedly to bend the door open with the spiderweb.

[




= - R

Before Dismounting or Exiting..

! 5 A couple areas from the map have hidden goodies. In

the first nock, use o tamed spider to weave o web br
over the gap. Inside the small nook, you can find & dead
Brotherhood knight with a Shadow Magic Gem.

In the other similar nook, use the Spiked Chain to grab and pull

the statue over that is blocking the secret nock. Inside is @ dead
knight with o Life Magic Gem.

Use a Shoulder Dash on the brick wall to break through and
find o dead knight holding o Light Magic Gem.

With the path to the castle cleared, head up the stairs and use the
key on the first gate. Head through the gate and you'll find yourself
back in the previous area explored during the lost level.

Find the daggers on the right and then sprint jump over the
large gap. Use the climbing wall near the Health Font to reach
the other side of the gate. Head to the front doors of the castle
and use the key on the slot on the right side of the massive
entrance. In a cutscene, you enter the castle.
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LEVEL CHREE.
CASCLE BALL

Time is running out. Night is almost upon us. Soon the
zstle will be swarming with vampires. Those who are Walkth[‘()ugh
== most powerful of their kind are able to take on the

zopearance of highborn humans. Gabriel must be on his

z=zrd now, for appearances can be deceptive. I have heard ® Rgas'ed Uamp"'cs

==t in this place, one may face ones deadliest foes without g j Once you enter the castle hall, vampires atack
~=zlizing it until it is too lare.

immediately. To stop the spawning of enemies, you
have o use the power of sunlight to burn them and the
holes they hide in.

R . , As you could see outside in the previous level, the sun still
Hidden Items <25 - shines brightly in the sky here. The only thing that prevents light
$ 1 Life Magic Gem $ 1 Light Mogic Gem from illuminating the halls are some antique tapesiries hanging
s -t e in front of the windows. If you move close to them, part of it
MOfS=S : glows, hinting ot o possible interaction: press the Use button to
¥ Animated Armor § Vampire Warrior use the chain on them and then pull to reveal the open window.
Weapon Upgrade : —— = S =

¥ Dogger Upgrode +5 LIGRC F16RT

Minigame Unlock Use the spaces created by the shafis of light to fight;

most vampires avoid entering them, allowing you to

$ Vompire Wargome (See “Extras” from the Moin Menu)
ST - e i attack from inside the light.
Unlockable Trial % s
4 Finish- n




The first window's tapestry is held by nothing more than a rope
The following window is covered by three boards, which must
be removed individually, one at o time. Once a board or rope s
grabbed with the chain, press the button disployed repeatedly v
prompted to yank it down,

the gate using the Stake mechanism, but before attempting this
you need to kill oll the vampires ond disable the enemy generctes
or there won't be enough time to complete the action.

| Second Ball

In the second hall, you have to repeal the same acfio

that you took before, illuminating the entire area wit

window light. However, in this hall, you must deal with
Vampire Warriors as well as a single Animated Armor. Allo
n to shine into the room stops the vampire generators
entrate on the puzzle that unlocks the exit door. A

knight Scroll is in the back left corner. Along the right wall is

another door controlled using the Stake mechanism. Open thiz

enter the nex! room,

_C d hall

he third hall looks almost like a chapel, Find the de
ht in the middle of the flaer. He helds @ Scroll inc
the magic rune puzzle.

. on the left side of the room and use it to reach ==
. A dead Brotherhood knight holding o Life Magic
e of this alcove.

ou haven't already moved the mirror to
turned it to direct the light into the second




——
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2l

==untlet Punch the mirror statue in the thira hall 2
== n the second hall. Position the mirror so that th

4

W

-= hall, and bounced into the door in the thirg na

Fourth hall

Fill up on magic energy using the Neutral Elemental Fountain in the fourth
hall. Now you can solve the rune puzzle. This involves the two runes on
sither side of the door you just opened and the three runes inside the small
t the back of this new room. Using the Scroll obtained by the dead knight in

= orevious room, you now have what you need to solve the rune pUZZ|E.

LT16RT MAGIC dEM |

Before you get to the dead knight mentioned above, look for steps that
lead down, which are to the right of the cross planks. They are hard to
spot from above. Continue down the stairs to find a hidden Brotherhood

knight lying in a small room. He holds a Light Magic Gem.

This opens the doer in the third hall.

WALKTHROUGH: CHAPTER VI

ine left ond then punch it again along the continuing rail leading
raflection from the first room is directed into the mirror, which is now in

Following the color code in the Scrall,
hit the runes in the small nock in the
fourth room with the correct magic in

this order:
Rune Description
Fourth Hall Nook
Left Rune Red (Shadow Magic)
Center Rune Blue (Light Magic)
Right Rune Blue (Light Magic)
Third Hall Door
Left Door Column Rune | Red (Shadow Magic)
Right Door Column Rune | Red {Shadow Magic)




Pug_zle Hitermath

! 5 The wall in the back of the fourth hall nock opens and

clouds cover the sunlight that's kep! the vampires ot

bay. Now as the darkness sets in, the vampires’ courage
and exploration increases. They soon file into your reom. You
must defeat @ few waves of the non-stop supply of vampires
before the gate in the next room opens far enough for you to
escape. Throw everything you have ot them, and don't spare
the Holy Water. After defeating a few waves, sprint for the next
large chamber and veer right for the wide staircase. Enter the
next room where you'll meet a lemale vampire, Laura.

B |

o\ Ua@_pire (Jargame

Immediately after crossing the door, you'll be
surprised by a young female voice. The vampire girl,
Laura, is waiting for you in the games room. Alfter the
cutscene, you have the choice to play a litfle strategy game
with her, and if you choose “yes,” you won'i be able to leave
until you win. If you choose 1o skip the game, you don’t win the
points associated with winning the chollenge.

In the center of the room, there is a giont board game, ready
to be ployed. The objective of the game is to annihilate all the
pieces of the opponent. It is a simple wargame where each
player controls @ vampire, o lycanthrope, and o necromancer.

During each turn, players determine which pieces can be
moved using a spinning wheel. When they lose two pieces,
they are granted o second spin per turn. After losing another
two, they receive a third spin.

All the pieces can either move to an empty square or attack
an adjacent enemy piece during a turn. Apart from having

different statistics, each piece has an extra power:

War Piece Abilities

Can droin life from an odjocent piece, dealing less damage

Vompires | but healing themselves in exchange.

Lycanthropes Con mau\iemhuui ks;]uures instead of one; they olso have the most

Necromancers Can summon o Zombie anywhere in the boord and can

altuck at two squares of distonce, ignoring ormor value.

After the wheel stops, press Light or Shadow Magic buttons
to switch between pieces of the selected type [only if more
than one is available). Select o destinglion square for the
oction using the left stick, and press the appropriate bulten to
do the desired action (the action buttons change contextually
depending on the selected piece and square).

After completing the gome, find the Light Magic Gem on the
dead Brotherhood knight in the back right corner of the game
board. Approach the back left corner and head through the
exit to complete the level,

Sekeat dndiead
& Semmee rmbs
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LEUEL FOUR:

REFECTORY

~e has the body of an innocent child, yet the wits and

~:nning of a seasoned predator. She will kill Gabriel ina
-zartbeat if she could. Beautiful Laura, who was wurned
~any centuries ago, has lived a lonely, cruel existence ever
nce. Gabriel will have to be very careful from now on, as
=& can be sure that her “mother,” the one who commands
nere, is now fully aware of his presence and that Laura

herself still has some part to play in our tale.

Hidden Items -
£ 1 Life Mogic Gem
Monsters

 Animated Armor $ G’iml

: ; . " ) After the cutscene, Gabriel leaves the game room
- Evil Butchar F Ststetan g " and enters the refectory. The lords whoginhclbiled the
] old castle used to eat here, but now it’s used by one
of the few living beings that remain here, the Evil Butcher.
Smash items in the initial hallway for weapens and find the
Meutral Elemental Fountain just before you reach the balcony
overlocking the large dining room.




While overlocking the dining room, you'll see how this monster “works.”
Watch as the Butcher carries some “food,” to the center of the room. After
that, he rings a bell, and some Ghouls appear from holes in the wall to
feed on it. After that, the Bulcher retires back to the kitchen.

You hove to defeat the Butcher to continue. To access the kitchen, however,
you must repeat the steps you saw him do in the cutscene; that is, feed the
Ghouls. Defeat the Ghouls on your woy down the stairs to the refectory.

Smashing the left dining table reveals a dead knight Scroll, The Scrall
describes a much-needed key that the Butcher owns,

-\ feeqmg Ghouls

g ; Enter the pantry through the open doorway in the back left corner
of the dining room. Inside, you'll find some “food” in a glowing
vat, Grab it and leave it on the glowing plate in the center of the
dim'ng hall.

With the tood in its place, you can now ring the bell on the back right
corner of the same room (you saw the Butcher ring it in the cinematic).
During the fime that the Ghoul gates remain open, use the Grip Point on
the open chute door closest to the camera on the right side of the room.

a™\) Between the Walls |

ﬁ 5 You enter o small passage between walls. At the first inlersection,

walk toward the camera to find o dead knight helding o Shadow

Magic Gem. Then return and lake the unexplored path at the
previous fork to trigger a cinematic.
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= Boss liatﬂe

o

You face the Evil Buichar u&er rhe mhodu:[ory culscene wl:sre
he spols you and throws a- buh:har cnife at you {wh;ch you
quickly dodge). With the combat m:currmg in the kitchen, this
monster has the hometown advantage and uses many of the
cooking items present here. The Buicher can regain health by
eating a hom leg, breathe fire for some time affer dﬂnkmg the
spicy sauce, use pieces of iron cauldrons as armor, and throw
the knives scattered around the room.

BUCCHER'S DAILY SPECTALS

You have to pay attention to the Butcher

whenever he decides to pick up an item, and

then react accordingly to avoid suffering the

effects of his special attacks.

Begin the fight throwing daggers as the Butcher
approaches. His first attack could possibly be fire-blowing
attack. This olways occurs just after he picks up a pot of spicy .
sauce. Use rolling dodges to avoid this aitack. Or better yef, [
get behind him and attack him while he's preoccupied with fire.




combos, but just be cautious about siringing
soyou can hit and run. e

Holy Woter does a number on the-boss; it knocks him down
ond inflicts o good amount of damage: Throw all you got ot
him. Summon the demon from the Shadew Plane to really knock
his health down.

Bhasacwol

When his life is almost depleted, the Buicher drinks
the contents of the pot bailing on the fire and uses

the pol as a helmet. This grants him immunity ogainst
your attacks. To defeat the monster, first use any gerial combo
on him lo make the impravised helmet spin. Then, while the
Butcher remains disoriented, grab his sword (pressing Grab
while it glows) and beat the minigame to finally defeat him.

While the sword is glowing, press the Grab button to use

the chain on it. When prompted, press the displayed button
repeotedly to: struggle with it. Gabriel quickly realizes that if he
lets go, the outcome would be quick and simple.

DOS B0 ICacKS

With the Butcher down; you can grab the Evil Buicher
Key that opens the access door back te-the refectory
[the door to the left of the key in the
kitchen). Defeat the Ghouls and enter the
pontry where you found the Ghoul food.

Use the key on the door in the pontry
and find o Life Magic Gem on

the dead knight inside; and
take advantage of the Dark
Crystal deposit on the /
opposite side of the room.

-
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Head back to the siart of the level, all the way back to where
you entered the initial hallway. The comera facing the other
way now reveals another key slot on the door you entered. Use
the Butcher’s key on the door, and move forward to enter o
new fight agoinst Skeleton Warriors and an Animated Armor.

To leave this arena, you have ta solve @ new magic runes
puzzle. The hint Scroll for this puzzle can be found on the top

floor of this puzzle chamber. To reach it, climb using o Grip

Point visible in one of the walls when standing on the ruined
steps on the right side of the room.

Climb the scaffold to reach the top level with the large hole
in the floor. Find @ Neutral Elemental Fountain near the large
statue. Find the puzzle-solving Scroll in the cltar below the
large statue. Cross the broken wooden floor frame pieces to
reach the opposile side of the room. Enter a connecting room
to find the dead knight with o Shadow Magic Gem.

Return to the lower floor by retracing the same route you took
to get up on the top floor. Once down, you con solve the rune
puzzle using the hint Scroll you just found. The three runes

on the left side of the room [under the statues) should be from
left to right: Blue, Blue, Red. The runes on the right side of the
room should be: Red, Blue, Red to complete the puzzle. Head
through the now-opened exit between the runes.




LEVEL ODE:
BALCONY

The Butcher who commanded the castle kitchens feeds

the corpses of the dead to the Ghouls. The efficiency

of the Queen’s household is formidable indeed. The
vampires drain the blood and the Ghouls feed on the
remains, nothing is left. Using his powers is making Gabriel
far stronger than [ anticipated. He will need more than
physical prowess when he faces her. She can put a glamour
upon his hear that will tempt him to forget everything he
knows, even his beloved. She holds the next piece of the

mask, and | fear that he will fall at the last.

1 Light Mogic Gem
Monsters

$ Skeleton Warrior
$ Swordmoster

Unlockable Trial
ish the level after beating the
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Walkthrough
=) Outside in the €old

p /) Atier leaving the refectory, Gabriel is back outsid

the castle. Take your time to deal with a fev
iors, ond head to the left side of the bal
-hanges position, showing the broken edg
sse it to descend to the level below. You land an
en beams arranged forming a path through the gap,

e crossed.

through the wooden boards path, you'll see a dead
od knight on your right. You can’t jump to him from
ns; just conlinve forward, ond you'll reach it.

sur right separated by o dividing wall that is easily overcome

walking along the snow-covered, slanted rooftop. To get to

== dead knight you saw, drop down through the first exit (the
losest to the beam crossing you just left).

nimmy along the ledge under the flying buttress and pull up
-nio the next ledge. The dead Brotherhood knight holds a
Shadow Magic Gem. Mow reiurn the way you came to take
ne second roofiop possage. This leads to a balcony with o

new enemy....




o) Swordmaster Balcony B

! 5 After crossing the gap in the roof, you enter a balcony where three

Swordmasters attack you. Deal with them (the vials of Holy Water
work especially well against these enemies], and get close fo the rear
wall. Looking at it, you soon realize that there are columns to the left that you

can grab onto; use them fo climb up to the next rocttop.

) Rooftop #

g ; Continue lorward along the rooftop path until you come to a locked
gate. The key is on the lower floor. Look to the right of this locked

gate to find the Scroll on the dead knight.

To get the key for this gate, go back around the building until you reach an
area where the handrail is broken. This is positioned to the left of the broken
rail area you came up from the balcony through.

Hang off the edge of the rooftop and shimmy right until you see & Grip Point
cbove your head. Use this lo lower yourself to first see an open window and
also to see another Grip ledge on the next column on the other side of the
window. If you want health and a Scroll, then enter the window below [there's
also o Swordmaster inside). If you wish lo just continue to get the key, then
grapple to the next Grip ledge.

First Window. Bealth Font,
) Scroll, Swordmaster

The room through this window holds the key, but you'll discover that

the room is divided in two by o metal gate, and the key is on the
other side. Entering the room allows you to reach a dead knight with o
Scroll, but it also initiates a fight with o Swordmaster. You can alse find @

Health Font if you heod all the way toward the camera in this short reem
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Second Window: Rey |

fF 5 Grapple halfway to the top of the chain and then jump

" against the wall and back to reach a ledge on the other side.
Then, border the column and go down fo enter the second room.

‘ou find the key inside.

Suickly take the Light Magic Gem from the dead knight on the middle
% the floor. Two Skeleton Warriors animate and attack. Take them out

s sarn the key they hold. Once you have ocquired the key, retrace your
steps back to the rooftop at the locked gate; open the door and advance
sp the brick wall straight ahead and enter the next chamber.

——e——y

A Uintage Artifact 5

E 5 Gabriel stands in a room with old furniture and stuff covered
with dusty drapes. There is a metal door in one of the walls,
which can be opened by solving a toy puzzle. Before you begin
the puzzle game, find the dead knight to the left of the puzzle wall
near the tall draped object. This Scroll gives you the solution to the
ouzzle [at a price of not receiving points once solving it}. Also, you
-an find another knight that holds o Shadow Magic Gem behind the

row of junk on the right of the room.

e e e —

) Solving the Logic Gate Puzzle =

E 5 To interact with the puzzle, get close to the object until it glows and press the Grob button. You then find o system of
levers and walls. Moving the left stick left or right highlights one of the three balls at the top of the board. The Jump

button drops the selected ball. The ball bounces down through the maze and switches the position of any levers it touches.

The levers glow when they are in the correct osition: your objective is to switch all the levers in the maze.
g Y P bi |

There is no time or move limit to solve this puzzle, and randomly dropping balls throughout the board usuglly won't be encugh to

do it. so relax and preview the path the ball will toke before releasing it.

HINT SCROLL SOLUTION

drop the ball down. Drop the ball down in the selected slots in this order to solve the puzzle: 1, 2, 2, 2,
you are now free to continue through the new

There are three slots to
9 2. 3. Once the puzzle is solved, the camera shows the gate while it opens, and

passage to the end of the level.

—m—|




LEVEL TWO.
ELECTRIC
LABORACORY

This part of the castle was once where acclaimed scientist

Friedrich von Frankenstein conducted his experiments into

artificial life. He was quite mad and often would conduct

horrific and depraved acts trying to discover the secrets R

of life itself. His own demise was equally gruesome. The i ih Hugtﬁem_ 2 : # 1 Light Magic Gem
Vampire Queen took him, but kept him alive. Thus over Monsters i

many centuries, she fed on him daily, keeping him at the

brink of death, yet living and aware. Why she did this is

only known to a few...she once loved life and loved living

things and, before she became a lord of shadow, she vowed

she would punish Frankenstein for his vile acts. As a Dark

Lord, she was able to keep her word.
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Walkthrough

- - — ————eD
. - _J-': -'|
Short Circuit 54

B ) You find yourself in the infamous Friedrich von Frankenstein’s laboratory, surrounded by strange machines connected by

_#  Lolts of electricity. These electric fields are dongerous, so you should try to aveid moving too close to them. The glowing
devices connect only with neighbors of the opposite charge. Pick up the Scroll from the dead Brotherhood knight lying
-=low the nearest elecirical hazard. His scroll describes the next puzzle, and if you desire, sclves it as well. ]

~ight writes: "...the strange devices create deadly barriers
=~wzen the red and blue ones; now | only need to find a way

]

~ke them switch colors...”

-z areq, some switches in the ground allow you to

- culate the eleciric charges by pressing them with the

+~auake Punch [hold the Block button and press and hold

2-za Attack butten to perferm the move). You can alse
those that are placed in walls with Shadow Magic

=rged daggers

_(_-Zlmrit Labyrinth Solu_é_d

I,/ ELECTRIC ROOM 1

S0, to make it to the next hallway through the eleciric

-~arges, Earthquake Punch the first switch (1) on the left o
~zke it safe to reach the next floor switch on the right. Punch
-= middle (2) one and then the lost one (3] on the left to

=azh the hallway safely.

SWICCH CABLES .

You can predict the results of using a switch

| by looking at the cables that connect them to

the electric terminals. Remember that only

devices with an opposite charge create an

electricity bolt.



ELECTRIC ROOM 2

Once out of the first room and through the hallway, you'll reach o much
bigger room with a more intricate electricity puzzle.

Start by punching the switch {1) where you enter. It makes the lomp
sitting on the rail move right, closing one path while opening the other.
Find the dead knight in the left corner with the Shadow Magic Gem.
Now head to (2), and punch the deactivated lamp device cll the way
along its own rail. You have to punch (1) again to move the previous
lamp back along its reil heading left this time.

Cantinve punching the device on the rail around the corner to its final
destination at the end of the rail ot position (3). Once the lamp gets lo its
destination, it opens the path to (4). Punch the wall switch there, and it
opens the way to the exit. Punch floor switch (1) again to reach area (5).

Fill up en magic using the Neutral Elemental Fountain, and take some
daggers from the glowing bag after getting to (5). Here you discover that
using switch {4) not only opens the exit but also closes the path to it.

Fortunately, from this position (5), you can use the throwing daggers

imbued with Shadow Meagic to activate the switch, Throw them once
to move toward the exit and then o second time to make the exit
occessible. Now, head on to the third and last part of the electric
labyrinth.

ELECTRIC ROOM 3

Advance toward the device at (1), but don’t use if yet. Instead, turn

left towards the destructible wall at (2), and smash it down with the
shoulder charge. You find another floor switch behind it. Punch it and
get the Red Lens for the chromatic observatory at (3) by punching the
flaor switch next to it. Taking the Red Lens also releases the Mechanical
Maonstrosity...
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Y Boss Battle:

S /

= "
L e D
sl B

L e

Oace the fight starts, you cannct leave the cembal areng; to
Z=feat this monsier, you have fo take advantage of the way
#e labyrinth operates. After damaging the monster, it tries to L
-=charge its botteries by connecting its rear end to'ane of the
sleciric devices hanging from the ceiling in the cenler of the

ombat arena.

Run to the floor switch shown in the cinematic and then
Earthquoke Punch the swiich to overcharge the lamp while the
monster is using il. Instead of recharging its health, the lamp
domages the boss. After repeating this process a few times, the

monster falls; defeated.

With the monster desiroyed and the Red Lens in your hands,
you now have what it takes to get la the ohservatory.

iring the Red Lens activates the Mechanical Monstrosity.

defeating it, go back to the rotating mechanism (1) and
t 180 degrees until the blue lamp is in the lower left
ion. This opens the path to (8). Punch floor switch (4) and
-=n go back to the central device and turn it until you can go

- (5); this Hoor switch enables access to (6).

= the moving floor plate in the back right corner to reach the
-=2d knight in the corner holding ihe Life Magic Gem.

“antinue riding the floor plate to the end of its rail and access
-witch (6). Punching this floor switch opens the exit gate near
3). As you leave, the boss is seen gefting back on its feet.



LEUEL ThREE:

CHROMATIC OBSERVATORY

Gabriel has finally defeated Frankenstein's abomination. This

hellish place is enough to thwart any man’s resolve, and yet

Gabriel seems completely willing to continue to the bitter Hidden Items
end. 1 hardly recognize my old friend now. A steely resolve $ 1 Life Magic Gem
has taken hold, and compassion is now gone from his heart. $ 1 Light Mogic Gem
He doesn't sleep these days, more’s the pity. He just rages |  Monster

at the world and those creatures that dare to confront him. ¥ Animated Armor
This next challenge will tax his mind further, and [ fear it may t Deadly Toys

break it forever. | Unlockable Trial

 Swordmoster
$ Vampire Warrior
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Walkthrough
» Moonlight Lens Machine

A
l’g‘j} Begin this level by partaking in the Health Font and the Neutral

e
st Elementcl Fountain found of the entrance of this large hall. If you

get here without the red lens, which can be acquired in the last level
=+ the electric labyrinth, you won’t be able to manipulate the pisces of this

puzzie.

=iz room has five doors, distribuled equally aleng the exterior
=rzumference; in the center, a large machine similar to a telescope stands

zntly, pointing at the sky. Each one of the doors’ connecting rooms
=xcept the one used to enter the area] has a colored gem over it. The
=olor matches the carpet in front of each door, as well.

-sing the machine in the cenler of the room as well as some mogic lenses
:zattered around the level opens the doors in this room: the lelescope
zathers the moonlight entering through the dome and fints it when it crosses
- different lenses. The colored ray can hit the gems over the doors, and if
2 gem has the correct color, then the ray can open the door.

LENS MACHINE OPERATION

uzh the leht stick up and down to select one of the lenses of the telescope.

“ress the Use bulton lo insert or remove the selected disc from the trajectory —=

=* the moonlight ray. The combination of inserted lenses determines

e color of the ray and subsequenily the door opened by it. —1.-:- ANIMATED ARMOR ACTIVATION:
The solution of the cbservatory puzzle: —— LIGHT MAGIC GEM

Two of the combinations (CYAN and BLUE)
don’t open any of the doors. Instead, they
activate Animated Armors in the telescope
room. Find the Light Magic Gem on the dead
knight lying on the floor against the wall on
the right side of the purple carpet. Triggering |
.lht Animated Armors allows you to get to |
this knight hidden behind one of the Armors.

% You can get the RED LENS in the lost room of the eletiric
lobyrinth.
t  Use the RED LENS in the telescope to open the RED DOOR.

 Inside the Red Chomber, you can find the GREEN LENS.
 (Combining the RED ond GREEN LENS allows you fo open the
YELLOW DOOR.

$ Inside the Yellow Chomber, you can find the BLUE LENS.

$ (Combining the RED ond BLUE LENSES ollows you to open the
VIOLET DOOR, where the Yampire Child is woiting for you.




Your objective is lo access the Violet Chamber, hame of the : . B
Vampire Child. However, to open her door, you hove to ent ¢ v P R e

T Bock

at least two of the other colored rooms:

Red Chamber

o hint Scroll that solves the puzzle in the room. He
aitempted lighting o Shadow Gem in one of the corners
but said he was too slow to do the rest. Defeat the Vampire
Warriors in the room, and then attempt the room puzzle.

The Green Lens is inside this Red Chamber, behind a closed
door in the back of the room. Four symbols are painted on the
ground in corners around the dead knight; these suggest some
kind of magic Irickery. To open the door, you have to light the
four corner symbols all ot once using the power of Dark Magic.
However, the symbols won't stay charged for long, so the only
way fo achieve this is by using the Shoulder Charge.

< g

=] v

While Shadow Magic is enabled, Shoulder Charge from corner

to corner until the entire square is lit. Once oll four corners are

glowing with Shadow Magic ot the same fime, the door opens.

Once you complete the Hloor puzzle, the back room opens.
Toke the lens from the dead knight on the floor. The gate is
clesed, locking you in the small room with o Swordmaster.
Defeat the single Swordmaster to reopen the gate. Return 1o the
telescope mechanism in the first room.
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Defeat the Vampire Warriors in the Yellow Chamber. Here, you find the
Blue Lens, protected by another puzzle, identical in mechanic to the

@reen Chamber: Magic Gem and (Whire Lens
;J;\ Enter the Green Room and then grapple over a large hole in the floor using

the Hook Tip. Next, jump af the end of your swing jump using the Seraph
Shoulders to make il to the other side without falling in the extra long pit.

To the left [camera faces you) of the new side of the pit is a dead knight with the
Life Magic Gem. Here, you also see a new Shoulder Dash puzzle. Complete

the zigzog pattern with Shadew Magic enabled to finish the puzzle. This unlocks
the White Key, which floats above an emblem on the floor within the current floor
puzzle. Pick up the key and head to the White Room.




White Chamber | s

g
Set the machine to unlock the White Chamber cnd head inside. Find

" the dead knight on the right end of the initicl balcony inside. His
Scroll tells an interesling story.

On the opposite end of the balcony, you can find o high Grip Point. Use the
Hook Tip to gropple from this to the ledge above. Follow the scaffold to another
high Grip Point. Use this to reach the highest scaffold. Follow the narrow boards
across the room. Use the last Grip Point 1o lower you back down to the floor
level. Use the White Key in the nearby lock. Enter the unlocked room to toke
the Shadow Magic Gem from the dead knight in the middle of the floor.
Backirack along the same course to get you back to the lens machine room.

Deadly Toys
=

|/ Gabriel doesn't fight direcily against the Vampire Child. As you enter
the Violet Room, in o short cutscene, the vampire summons some of

her large toys and then venishes ofierwards. These new enemies are
ragdolls, diabolic monsters animoted with the dark power of the vampire.

Te completely destroy the Deadly Toys, normal hits won’t be enough; you
have to finish them with a Grip move when they begin to glow, and also

beat the minigome associated with the Grip. Successfully completing the halo
ring challenge results in Gabriel ripping the life source out of the toys’ chest
stuffing. Otherwise, the magic energy that empowers them flees upward,
where it animates o new Deadly Toy.

— - .

DARK OIL =

Watch out for the dark oil that the ragdolls vomit from time to time.

This ooze can trap Gabriel, leaving him defenseless against the ragdolls’

attacks. To break [ree from the oil, press the indicated burton repeatedly.

i el %ﬁ_ﬂm

Once all the Deadly Toys are annihilated, a cutscene plays. The Vampire
Child directly ollacks Gabriel, and only the love of Marie stops her from

completing the job.



LEVEL ONE.
OUCER WALL

urious, isn't it? Love can be a powerful weapon it seems,

=ven to those who are dead. Laura has spared him. Though

as the power to take his life, she has given it back,
:nd all for love. Perhaps she remembers her true mother’s T
i ) Hidden Items
arms around her, comforting her before she became this
o : $ 1 Light Mogic Gem
creature. Perhaps she remembers the feelings of love . =i
thought long lost to her heart all those years ago. A child’s Monsters R

love is without bitterness or boundaries, a pure love. | + Gremlin t Swordmaster

. . . Skeleton Warrior Yampire Warrior
wonder what will become of her, this lost soul, when we t i t P

kill her present “mother” and send her to the pits of hell . Unlockable Trial

where she belongs? ¥




Walkthrough
Waylay at the Cower Top e

s

! j Gobriel is getting closer to the second Dark Lord. You start the level on the

balcony of the Vampire Child’s chamber from the previous level. Find a Scroll
on the dead Brotherhood knight on the same ledge with you. Hang off the right
side of the balcony by accessing the Grip ledge through the broken balcony rail.

Shimmy to the end, hand jump across a gap, and continve around a corner so you
can jump backward 1o a Grip ledge behind you. Once on the large column, you'll

find a high Grip Point that you can use to grapple climb fo o higher ledge. Another
Grip Point appears up the same column. Repeat this pattern until you have reached
the rooftop balcony, where you can find a Health Font.

Jump up onto the next higher balcony and immediately explore the left corner of this
new platform. In @ nook, the camera pans closely to a glowing dead Brotherhood
knight. This soldier holds ¢ Shadow Magic Gem.

On the opposite end of the balcony, you see a dead knight with ¢ hint Scroll that
solves the gote exit rune puzzle. Also, you can find a Neutral Elemental Founlain
nearby.

Once you approach the locked gate to the right of the dead soldier that held the hint
Scroll, Vampire Warriors and Skeleton Warriors citack. These enemies spown and
attack continually, so you must solve the gate rune puzzle between attock waves. If
you run out of magic energy to work the puzzle, recharge using the enemies’ energy.
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Solving the Rune Puzzle
e
'.?) So you don't have to waste points solving the rune
puzzle by using the knight's Seroll, toke a look here. ..

these are the knight's graphic tips:

There are three runes on the left of the gate and three on the
right. From left to right on the left side you must turn the runes
with these colors in order: Blue, Blue, Red. While on the right
side of the gate from left to right (starting with the closest ane
to the gate): Red, Red, Blue.

) hained Path to the Tower

F ) Once the puzzle is solved, refill your magic using the

nearby fountain and then exit through the now opened
gate. Continue toward the Vampire Queen’s sanctorum.
The only path available is through the large metal chain that

connects both lowers.

Halbway to the castle, things get complicated: there is a large
platform in the center of the support chain preventing you from
reaching the continuing chain to the castle. A metal fence with
a single opening, which allows you to enter the platform but
not exit the way you need to go, surrounds this platform.

As soon Qs you Cross the dcrr:lrwuy in the gate, some Gremlins
starl attacking in groups, giving you some time between waoves
to find an exit to the platferm. It's best to just defeat all the

Gremlins and waork on the puzzle in peace.




In the center of the platform, there is a rotating mechanism that you can turn.
To exit the platform and reach the other side of the continuing chain pathway,
you have to turn the mechanism lo rotate the fence around its perimeter. This
moves the doorway in the gate to the cpposite edge of the platfarm. However,
as soon as you release the handle, the door quickly rolls back to its ariginal
position [along with the rest of the gate, of course). You have to hurry up and
run toward the door so you can jump at the midwoy point te find a side path
and some stairs that lead to o secret room.

=
SPRINT OR DASH -
To reach the door before it returns back, vou need to use the boots”

Sprint (double tap the left stick in the desired direction), but it is easier

if you activate the Dark Magic and use the Shoulder Dash (press and

hold Block button, then push the Teft stick in the direction of the door),

E—

;-h' “1 After leaving the platform, the chain pathway directly connects to
--—‘-" the main tower. However, the access gate is locked, and you need @
Tower Key to open it. When you make it through the doorway on the
chain platform, follow the low path through o tunnel that leads underneath

the platform.

The Tower Key, protected by a pair of Swordmasters, is on a fallen
Brotherhood knight found on the floor close to the comera near the front
windows. After getting rid of the hwo enemies, use the rotating device inside
the room to recpen the exit out of this chamber.

Fallow the continuing chain pathway to the castle. In the locked gate chamber,
you can find a Health Font on the side near the key slot and a dead knight

on the opposite side of the room. He holds o Light Magic Gem. Now, use
the Tower Key on the keyhole and head through the doorway at the top of the

stairs to complete the level.
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LEVEL TWO.

Che CLOCKIWORKR

mpire’s mercy is playing on his thoughts, [ see that
v on his face. Perhaps Laura reminded him of poor
Seeing his beloved Marie again has brought it all

wc= to him. Marie's love is all he has now, and the hope of

“ing her again, the only hope. He is close now, close to $ 1 Life Magic Gem

sizch who commands these vampire vermin. Gabriel Mﬁnsters

e ay for the injustices he has felt at he : i
e her pay for the injustices he has felt at her } Mechanical Monsirosily

=< She is powerful, she will try every trick in the book . ’

; - Unlockable Trial
him to her cause. There is just the small martrer
lockwork tower to overcome first. Another mad
-=tion of Frankenstein that | hope will only delay his

== .‘:'"-'{'I'lgﬁ'r




Walkthrough

e interior of the Vampire Queen’s tower is like o giont clock ful
t gears plus moving platforms; all the movements here have to be
d carefully, os a fall to the bottomless pil below is fatal.

A large, round, hanging platform occupies the center of the tower. This
platform has three branches parting from it, which serve to connect to the
tower boundary. You can reach the central platform using the wooden
planks, walking while keeping your balance by using the "Hold” bution
when prompted.

From the center platform, continue forward, ignoring the left path. Once
you've reached the small ledge at the opposite side of the tower, you see
a moving platferm at your right. This platform transports you to a giant
gear, which rotates counterclockwise. Jump on the closest tooth and get
ready to jump again before it reaches the wall, vaulting over to a Grip
ledge on the wall.

KIDDEDN LIGHT MAGIC 6EM

Once you have Seraph Shoulders, jump from the first
platform reached at the end of the plank leading away from
the center lift platform. Jump off the left edge of the fixed
ledge and use the Seraph Shoulders to reach a previously
unseen similar ledge. Here, you find a dead knight with the
Light Magic Gem.

Hand jump through the moving gear on the wall and continue through a
similar puzzle until you reach a lift platform that tokes you to o ledge with
a rotating device on it.
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Jampire Cower:
, Second Floor

=-iel stands on a high platlorm with a rotating

—=-~anism. Here, you can salely turn the device
= central platform has risen completely and o
--= sppears. New planks reach out to meet your
-= =2 raised platform.
iral platform placed ot the same height,
-in walk along the plank towards the center
~ce you reach the center platform, turn left and

= = ank to the ledge on the left.

cery difficult electric wall to gropple up behind
sttach the Hook Tip to the high Grip Peint,

Ik up the rope as close as you can get 1o the

sricity bolt on the wall. Time your jump so that
sst above the closest bolt when the second boli

= ' turning off. To do this you have to wall kick off the
-« hard s you can and then move up the rope as you

¥
5
[&]

sou reach the Grip Point, use the odjacent ledges
ht to shimmy to the corner. The only way to
-u= is by jumping to a moving platform below. Almost

Ziately ofter landing, prepare to jump to a small, fixed

- = on the fixed platform, lock ot the movement of the
2 =<=rm you just left and try 1o jump on it again on the
-~=site side of the fixed ledge.

:=zr it enters the wall, do a third jump toward the Grip
= above the eleciric wheel. Shimmy right to the next

«=d ledge.

=z from the second box sect-like balcony to the Grip
==ge above the electric rolating gear. Shimmy along the
=2ge as far as you can around a corner and then do a
-ackwards jump to the next ledge. Pull up and jump to o
“x2d ledge with an electric wall and a Neutral Elemental

Fountain.

The Neutral Elemental Fountain ledge has an electric wall
-limbing challenge similar to the earlier one. This time,
there’s no grapple, so simply time your movement up the
Grip ledges with the turning off of the electric bols.

The Neutral Elemental Fountain ledge hos an electric wall
climbing challenge similar to the earlier one. This time,

there’s no grapple, so simply time your movement up the
Grip ledges with the turning off of the electric bolts.

WALKTHROUGH: CHAPTER VI




Jump to the highest Grip ledge and shimmy over the ledge on the left and drop. Leap
over the electric wall gop to the right ledge to get the Life Magic Gem from the
dead Brotherhood knight there.

Grapple to the last large ledge to the left. Find the rotating device on the edge of the
ledge and start turning it to raise the center plaiform to your new floor. While you're
doing this, the Mechanical Monstrasity attacks. Llet go and fight....

Revenge of the Machines -

f ; While fighting the Mechanical Monsirosity, keep in mind that you haven't
seen all its tricks until now. The mechanical beast has an extra attack this

time; it makes the debris scattered around the room float around it, using the

machinery pieces as ammunition to throw at you from time to time. However, this
time, the fight doesn’t take place in the laboratory, so the monster has no place te
recharge its batteries.

If you have the Dark Crystals for it, summon the demon from the Shadow Plane to
attack; this move takes a quarter of the boss’s health. When the boss reaches a
quarter health remaining, it becomes invincible with normal attacks ond displays o
gray health bar. This means that a grab attack is in order.

The Grab attack begins with a halo ring challenge to successfully stomp its head to
the ground while riding on its back. This is followed by the exact same move, a second head stompl

Mext, you roll off the front of the beast and have to complete the halo challenge to successfully punch it in the head. This shatters
the cockpit and releases some green gos that stabilizes the life form inside controlling the machine. You rip the hairless life form
frem the machine and smash its little head with one hand until it explodes

After becling the enemy, use the rotaling device to raise the platform uo to your floor and then cross the plank to reach the center
platform. The platform begins to lift, and the mission ends successfully




LEVEL ThHREE:

OLROX

fie giant mechanisms and gears continue to turn, but
briel continues to foil them. He is now in the heart
il. Darkness is all around, surrounding him frem
=1l sides. Here. he will meet the brother of the one he
oyed in the village. His name is Olrox. The two
rs have been her greatest champions, yet | sense
neir reign of evil is ending here tonight. Olrox and his
er Brauner are traitors who took sides with the
en when she became one of the Dark Lords. He has
d terror on the lands ever since, but now he will
t one who is greater, more powerful than he. One who
Il deliver a message without any mercy. Olrox, meet

riel Belmont and his Vampire Killer.

$ (ommonder Olrox

Unlockable Trial




** Boss Battle:

¥

2 ks -._-_",u_'..-_. j e RS S L
dv. g b gl R0 e

Guean only. rwo o
1he aecond Dork lord“. Tha. rs

at 1he icp corrldc-r. As soon as. the plu orm arrives, |
greels you: ;

The second Elite Vompire is better prepared than his predecessor.
He's equipped with a Hame blade and likes to gfuh you and suck
blood from your neck. When the boss performs o grab move.

press the indicated button ragan__tedly to break free and issue: u_ =
counterattack that does a litille damage to the boss:

'11._._‘.5
The dual flame blades are thrown just after a warning is given.
The warnings: “My tody will be plecsed after | bring her your
head!” Or, “How dare you challenge my Lady2® When you hear
this, you should Dash of just starf running very fast from the way
the boss is facing to avoid the thrown blades.

Luckily, with his victims, the boss enly accomulates a quarter
health. To take out the victims, you must attack the boss as he
sucks their blood'to force him away. Quickly attack the victim

in the iron maiden until it splatiers. The first is o Lycan, and the
second is a Brotherhood knight. The only way to get into the iron
maidens is to beat the boss down to close to nothing and wait for
him te pry them 'open them for a blood refill. So follow him each
fime until you have destroyed both of the Lycans.

The next fime you knock the boss's health down to a gray bar, the
Grab finishing move challenge begins. Successfully execute the
halo ring challenge each time it appears, and you will block two
blade attacks, struggle for domination on the second weapon-
locking strike, club the boss in the side of the head with the hili
of your cross, steel his blade, and finally like his p!edecesaot.
you kill him with his own weapon. His own blood drains into the
puzzle circle in the middle of the arena.




After Commander Olrox is vanquished, his blood unlocks a puzzle
hidden in the elevator platform that you used o gat here. The
objeclive of this puzzle is to use the blood to trace a route on the maze.

Before you continue further, head to the second victim's iron maiden and take
the Shadow Magic Gem from the dead Brotherhood knight. A hint Scroll
is actually refrieved from the glowing puzzle itself. This has the solution for
the puzzle for you if you wish to take the chance of losing the credits for
solving it yourself.

The task that the puzzle proposes seems very easy, but here is the catch: the
time allotted to get from one point o the next is limited, so not every possible
path is valid, with some of them being longer than others.

You are using the circular spots in the maze as checkpoints: whenever you get

to any af them, all the blood from the path fills it, resetting the amount of time
available to get to the next checkpoint. Here is the complete path with all the
checkpoints numbered in the visit order that creates the shorlest route possible
to the fop:

Once the puzzle is solved, the door to the vampire chambers opens, leaving
you one step closer to reclaiming the power of the second Dark Lord. Head
through the door to end the level.

WALKTHROUGH: CHAPTER VIII




LEUEL FOUR:

Che ChRONE
ROOIM

The blood of Olrox has opened the way to the Queen. She

holds the next piece of the God mask, which Gabriel must
acquire, if he is to be with his beloved again. She will try

to seduce him, to glamour him, but he will see through her
mask, I am sure of it. He is so very strong now and even
she must fear her own death at his hands. I can smell her
fear, her stench. Vampires can sense the living, but the dead
she cannot. She knows Gabriel is here, yet she cannot sense
death close at hand also. She knows what it is he wants.
Poor, beautiful Carmilla, you will cry bloody tears before

this night has ended!

ienlt .
$ 1 Light Mogic Gem
Relics >
$ Seraph Shoulders

Monstes |

¥ Vampire Dork Lord
Unlockable Trial

% .ﬁnish the level ond defeat th
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You begin this mission facing the long stairs up to the
Queen’s castle. Make sure fo foke advaniage of the
Health Font and the Neutral Elemental Fountain al the:
foot of the stairs. A dead Brotherhood knight holding a Light
Magic Gem can be found haltwoy up and on the right side of
#he stairs, at the edge of a reoccurring lightning shadow.

The Queen’s throne room is af the fop of the stairs. The
Vampire Gueen awails your arrival. Upon your enirance, she is
introduced in a cutscene. Afier Irying lo seduce you and failing

miserably, the combat begins.

In the first stage of batile, the Vampire Dark Lord
remains in her human form, shooting energy rays at
you from time to lime: You cannot damage her during
this stage; instead, you have to kill all the Vampire Warriors

that oppear in the combot arena. Strategically, swiich from
Shadow to Light Magic fo increase domage and then fo heal.
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Once-all the warriors are deleated, the Queen transtorms info a giont
vampire monster. The second phase starts with the Queen using her
powers to desiroy a large part of the floor; leaving behind huge crocks
that you can jump on to move across the area. From now on, she directly attacks
you, using both melee attacks and her magic powers.

The two of you aren’t alone in this fight, either. Along with fighting the ugly
form of the Queen, you also need to continue fending off her Vampire Warrior
minions. Run from the boss. Avoid her. Concentrate all your attacks on the
minions to get them out of the way 5o you con direct your full attention to the
boss once they are dead.

Use your favorite most damaging moves on the Queen while being faithful to
your dodge maneuvers fo keep your own damage down to o minimum. When
she is around halt empty of life, she staris glowing. Press the Use button to
begin the hale ring combo challenge:

Before you begin the challenge, you should know thet if you fail to execute
any of the moves in the halo ring combo, the Queen bites you and sucks your
blood. This allows her to regain some health.

The first move is three stabs to the neck, when executed properly. The second
move is two thrusts to the abdomen with the Combal Cross. The next move is
an uppercut to the bottom of her jaw, which comes back down onto the back
of her neck. Now crumpled over, you remove the cross, and she escapes. A
checkpoint is reached, and the last stage begins.

Stage three is much like the previous stage, only the boss adds in an
attack where she flies up in the gir and releases o team of bats that
perform a flyby attack on you. This can bé ecsily dodged.

She also flies up in the air and relegses o large ‘area of effect electric
shockwave. This can be avoided by gefting into the air while this covers the
ground. So, whenever the boss flies into the air, be prepared to let offense take
a backseat to defense.
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LEUEL ONE:

BONES FOREST

So Pan comes again with words of wisdom and advice for
our hero. Gabriel is angry now, Carmilla’s betrayal has

made him question his own faith. The brotherhood means

nothing to him anymore. He only wants his Marie back. He

now has two pieces of the mask and only one more to find ; P

Hidden Items
§ 1 Life Mogic Gem ' $ 12 Shodow Magic Gems
$ 1 Light Magic Gem

to make it complete. He must travel now to the Land of
the Dead, and he must face the final Lord, Death himself.
There are still many leagues to travel, and [ cannot risk

being seen, for I doubt even one of his brotherhood could Monsters

help him now. He must go where none may follow...into t Chupocabros $ Cove Troll
$ Heodless Burrower $ Small Troll

Unlockable Trial

the abyss.

4 Finish the level ofter killing te




Walkthrough
: Gabriel’s Wings

F;:) This level helps you get used to the new powers of the
et relic that you acquired at the end of the previous level.
With the Seraph Shoulders, you can now perform a
double jump in midair, which you can also use as an atiack
movement during certain combos.

45 you walk off the initial steps of the portal in the beginning

»f the level, head toward the camera. Follow the beaten path in
the. dirt 1o the left corner to find o dead knight with o Shadow
Magic Gem. On the opposite poth, a Neutral Elemental
“ountain can be found. And o Health Font is locoted where the
oaths meet behind the porial.

“ind the dead Brotherhood knight in the small brick enclosure
ractly behind ond ottached to the eniry portal. This knight
~2lds a Light Magic Gem.

- the dead end with the old wooden rowboat, find a vertical
wall with Grip ledges. To reach the first Grip ledge, double
-mp using the Seroph Shoulders to reach the high ledge.

WALKTHROUGH: CHAPTER IX
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By double jumpin

-
=
e

trom the small bump on the ground, you can reach the safe ledge
obove. From there, move left and jump at the edge toward the platform. You can now

double jump agein to reach a path, in the level above.

After @ short clear path, you find onother obstacle: a large hole in the ground. You
can jump down without dying, but wen't be able to continue; you must jump over it
using the mogic shoulders. If you combine the sprint with the double jump, you can

gel through a lorge gop in o single jump. If you miss the jump and get to the small
platform below, you can use o double jump to get to the ledge above.

) Beadless Burrowers

5 ; Just beyond the sprint and double jump pit, you'll get to a camp where o
new enemy is presented: the Headless Burrowers, or what we like to refer to
as "zombies.” Once you see them in action, you'll realize the name says it all.
They burrow underground and throw their heads at you when surfaced.

Your primary objective is to destroy the corpses, as they keep generating more heads
unless stopped. To make them emerge from the ground, you have to destroy all the
current flogting heads to moke the corpses come up to replenish them. It is during this
process that they are vulnerable.

Once you have destroyed the headless corpses, a wall of tiki-locking stotues is

destroyed, revealing a path branching off to the right from this camp. There’s also a
pathway leading cut of the camp on the left side. The path on the right can wait, as
you'll need to travel that way later,

_+  and then wait a moment before performing the second jump to land at the cove entrance at a lower level. If instead you

i
|
‘ ; ) Along the left route from the headless camp, you find anather bottomless pit; this lime, you must sprint out over the pit
|

jump across the gap 1o the other side, you find more headless corpses.

I You must learn how to maximize vertical and horizontal displacement when double jumping; the trejeciory can be very different
\ depending on the exact moment when you press the Jump button a second time.
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mp the second pit and land on the
above the munnel entrance, then

‘Shadow Magic Gem. Tiki statues
- passage, forcing you to finish off
less Burrowers to exit.

The small underground cave ends al an exira long gorge
where you must sprint and double jump to then reach a

Grip Point with your chain [all in one big glorious move).

P Continve this jump by swinging out as far as you can with the
chain and then performing another double jump to hook the
second Grip Point in the gorge. The third and last jump ends
with a ledge grab. Pull yourself up to the continuing pathway
and the beginning of another cinematic.

o) Return of the Chupacabras

! 5 Just when you were folling in love with your new rune,

a darn Chupacabros takes your powers and vanishes!
The Chupaocabras hides in the Troll Cave [right poth from
the Headless Burrowers’ camp). However, to get back there,
you should have to use your missing relics (especially the magic
shoulders), so you must find o new path.

Luckily, there is a secondary entrance to the cave just before
‘he point where the Chupacabras appeared: you can find o
climbable wall on the right side of the path.

Ta the right of your position when the Chupacabras steals your
relics, you'll find @ Grip ledge and a deod knight on o wooden
clotform. Take the Life Magic Gem from the knight and
zontinue up to the top of the hill. Enter the cave and do battle
1 with the Cave Troll.

Do not kill the Cave Troll. Instead, tame it and mount it. You
nsed the Caove Troll to destroy the large boulder blocking the
other half of the cave. Once you've broken through the boulder,
znter the next cave through the unblocked hole.




—

Defeat the smaller Trolls in the next cave and then destroy the glowing boulder
to reveal the Chupacabras. Choke and dismount the Cave Troll, and then grab
the little thief and retrieve your stolen runes.

Take the Seroll from the Brotherhood knight on the ledge thet leads to the first
Headless Burrowers’ camp. Head back into the cave and leave using the same
route you used to enter. At the bottom of the hill where the Chupacabras stole
your runes, you'll find a path through the burning woods. Head that way now.

Sprint and double jump along the left edge of the next gerge to land on a
remaining piece of the path near a burning building. Jump to the next ledge
beside the burning structure, and the ledge soon gives way. As you fall, you'll
see a Grip Point in the gorge below. Use the Hook Tip to grapple to a lower
ledge on the right side of the ravine.

Run off the far side of the ledge and latch onto a Grip ledge further ahead
in the ravine. Shimmy around the corner and backwards jump to the wooden
frame behind you. Use this framework to reach another ledge you can put your
feet on.

Sprint out of the following tunnel exit and perform o double jump ot the crest
of your jump to reach the high Grip Point with your Heok Tip. Swing to the

, glowing Grip ledge and hang on with your hands. Finish climbing out of the
pit using the Grip ledges, shimmying, and double jumps.

Find o knight on the exit path. He holds o Scroll describing the spotting of
Gandolfi and goes on to speak of a weapon of his that will surely save us all.




LEUEL TWO.

WoeS MOOR

~e stench of death is strong. A witch holds power here,
se Gabriel is more than a match for her. The
mes of his fellow warriors litter the place, but he seems
slivious to them. Stoic and determined to move forward,
sedly fights on. He has not slept for days, he rests
fly. I sometimes hear him talking to her, that they
ogether again. In the dark, he weeps for her, or

s it is for his own lost soul.

Walkthrough

Che Strawmen and the Crows.

.
__.-l: After speoking with the witch Baba Yaga, Gabriel hos
o new mission: he hos to find the three keys that open
the magical music box in her cottoge. However, three
ecrows thal roam through the abandoned farms guard

Wren control returns to you, wolk toward the cemera along
ath that led you to the house in the cinematic. You'll find a
s==2 Brotherhood knight holding o Shadow Magic Gem.

: Hidden Items

$ 1 Life Mogic Gem
$ 12 Light Mogic Gems

Monsters

$ Mandragora

$ Finish the level and g

WALKTHROUGH: CHAPTER 1X
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Follow the only path beyond the witch’s house, ond you'll find
another knight in o puddle of water. Take his hint Seroll. You can
chose to unlock the solution, but there is no need; you have this
guide, so keep those solution credits.

&™) Puzzle Solution a8

! 5 The scarecrows are lying around the area, but they won't

move unlil owokened by a Hock of birds. In this cose, you
can use crows to do so. As you start the challenge, you see
g device that looks like a driven well, with some crows perched
on top of it. Upon closer inspection, the wagon wheel on its side
glows, showing that the object is interactive. Use the wagon whee|
to shake the structure and send the crows flying in the opposite
direction. Use the left stick as indicated to shake the wheel.

" CAMERA HELP

While you are using the interactive objects in this

puzzle, the camera points toward the next one and,

in certain cases, toward a group of two or three
posts that the crows might use if scared from the
current position. Try to predict the movement of

the crows and how you can you lead them to the

scarecrows before taking actions.

Activating the first scarecrow is pretty siraightforward:
just repeat the process at the next well, and the crows fly

towards the enemy. Also along the route, a Mandragora soon
attacks you,

»

The scarecrow enters the combat area with its scythe arms as weapons.
Like other mid-stage bosses, you can only finish it off by completing a
Grip finishing move challenge after inflicting enough damage. Once you
have dodged attacks and beaten the scarecrow to an inch of its life, the boss starts
glowing. Grab the scarecrow and press the indicated bution repeatedly to finish it
off. The scarecrow leaves o Key behind. Pick it up with the Use button.

Che Second and Third Keys

f i Now thal you can recognize the scarecrows when they are idle, it's only a
matter of finding the way of leading the crows to them. Continue straight

through the arena where you fought the first scarecrow. A few meters away,

you find the second one. And in this case, the group of crows that you used 1o awake
it won't be enough. The crows follow a branch in the path (defined by the wells) and

don’t fly towards the enemy. To force them to move in the correct direciion, you must

block the alternative routes using additional flocks.

There’s a ruined windmill at the far end of the second scarecrow area. Pull the
boards down with your Spiked Chain to reach this raised platform. You can find o
knight with o Light Magic Gem on the far end of this platform.
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Here, you also find the second crow group. Push them
torward using the wagon wheel and leave them in the path
branch ahead. Now, shaking any of the two wells makes the
crows enter !ﬁe arena with the secund SCarecrow, Defer:n the
second scarecrow just as you did the first, and you acquire
the second Key.

The last of the three scarecrows is o littlle better hidden

than the rest; to wake it, you must use three Hocks this time.
The concept is the same as in the previous two cases: the
crows fly toward the nearest well in the path; if they find it
sccupied, they fly to the closest post {returning back if they
cannot locate o suilable landing place). Make sure to remove
ihe boarded up roofless barn to find the Brotherhood knight
nolding the Light Magic Gem.

Defeat the final scarecrow just as you did the others and
acquire the final Key. Once all three scarecrows have been
defeated and with the keys in your pocket, return to Baba
Yaga's hut.

e e

LAST MAGIC 6em

As soon as you defeat the final scarecrow and
pick up the last key, pivot to the right and head
into the little stable. The camera turns slightly,
revealing a glowing Brotherhood knight. This
soldier holds the Life Magic Gem.

\
|

3 %I ! Toke the glowing lift back up to the witch’s stilt house.
When you deliver the three keys to Baba Yaga, she conjures
up a spell that she says can shrink you and fit you into her

music box. This ends the level, and hopefully not your life.




LEVEL CTAREE:
Che MUSIC BOX

The old hag has cast a spell on Gabriel, making him very
small. Small enough to enter the music box and retrieve
the blue rose she so obviously desires. This old witch

has me nervous. Something she said has filled me with
disquiet. She mentioned the “King of the Angels”... [ am
sure [ heard her correctly. What does this mean? Why do 1
have this feeling of dread? | hope Gabriel will succeed and
quickly, so that we may be on our way. When he has gone
I will kill this evil crow, so that she may no longer be a

danger to anyone else ever again.

% Finish the level and get the blue rose withou! folling in any of the
music box traps

Walkthrough
&) Music Box Mk 11T =

! 5 Baba Yaga's magic spell has teleported you inside the

small music box. You can actually see her watching
your progress across the labyrinth while you solve the
puzzle. After the culscene, you find yourself in the music box
near a strange glowing device in one of the walls. To interact
with it, first you need to get the first music eylinder, which is
located in the middle of the same room.
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) Green Cylinder = 3

e == 3

P With the Green Cylinder in your hands (displayed in the top right corner once in your possession), you can now use the nearby
~ music mochine puzzle. It conirols the aclivation of the traps around the area by using music. While one of the cylinders is being
played, the traps in one or more of the passageways stop, allowing you to cross them safely. The moment you use the music

machine, o hint Seroll enters your Travel Book automatically.

When the play button in the machine is pressed, all of the inserted
cylinders start being played in turns, so when one part stops, the
next one starts. To cross the lobyrinth, you must discover the correct
order of the various cylinders o open the traps that lead to the
goal. However, this is not an eosy tosk, as all the music cylinders
are scattered around the music box, behind possages filled with
deadly fraps.

PUZZLE CONTROLS

Use the left stick to move the selection marker across the puzzle.

Press the Jump button to highlight o cylinder or switch places with
the selected one. Select the play bution (the rightmost button] ond
press Jump to start the music,

—rr— -

' CHRPET COLORS

The carpet colors in each passageway match the color of the

music cylinder that stops the trap within it. Explore your

surroundings before moving to avoid unnecessary backtracking!

The lollowing is the ossociation of traps ond colors:

Cylinder Type of Trap Details

(Green | Spikes trap | Use the sprint 1o cross once the spikes retracl.
Red Platforms trap | Jump (try not to use double jump, or you will fall post the plotform) to the next platform os soon os it rises.
Mogento | Blodes trap | Use o dodge movement 1o cross beneath ene of the blade traps, and double jump 1o pass above the other one.

i Study the timing of the fire movements and jump on the empty spaces {iry not to use double jump, or you might fall in the middle of o
fire wove).

Blue Eleciric trop | Run forward in the first half of the trap and double jump over the second one.

Yellow | Fire frap




&™) Puzzie Solution Bt i _ 3

The hint Scroll says, “The blue rose is on the other side of the box. To reach
it, use the Fo“owing sequence of music cylinders: Red, Blue, Magenta,

ond Green.” This is the step-by-step solution to the puzzle:

Take the Green Cylinder, in the starting room, and use the device next to it to cross
the green spikes trop and get the Red Cylinder. Notice the Brotherhood knight in
the middle of the green hazard hallway. If you stop to get the Light Magic Gem,
you may get killed, bul you retain the gem and just have to race through on your next

pass.

Get into the yellow teleporter to be taken back to the start point and use the device
ogain. The Red Cylinder is then placed next to the Green One.

Switch the Red and Green Cylinders and activate the machine again.

Cross the red platform trap, and in the next room, head left towards the green spikes
trap. After the Red Cylinder finishes playing, the green one starts, allowing you to
cross the green spikes trap and get the Magenta Cylinder. Use the teleporter to
relurn to start.

Insert the new cylinder in the machine and activate it again; this lime in this order:
Red, Magenta, Green. This allows you to obtain the Yellow Cylinder.
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Teleport back to the start and use the machine again starting

with Red and Yellow first and then the other two used in any
order. In the second room, turn left to cross the ye”uw fifelrcp
and get the last cylinder—the Blue.

LITE MAGIC GEM

The next time you return to the chamber where
you found the Blue Cylinder, there will be a dead
knight in its place. This knight holds the Life
Magic Gem.

With all five music cylinders in the machine, the final
combination to get to the room of the Blue Rose is: Red,
Blue, Magenta, and Green.

As soon as you gel the blue rose, Beba Yage casts a new
spell to get you outside again. In exchange for the flower, she
teleports you lo the necromancer lands.




LEVEL ONE.
C.ICHI) $1 L'!Ie F-‘lugi(_ﬁem
GRAVEYARD  ME=ss

$ Creeping Coffin
$ Creeping Corpse
Unlockable Trial

§ Finish the level after receiving
_.&nggége'_frnr_l_!_tl_jg deadly mist .

LS

Baba Yaga sent our hero to the titans’ Graveyard and [ have

sent her soul to the underworld. She will trouble us no

more. Now my friend enters the Land of the Dead and his

final battle is coming: I must find my own path and try to
meet with him at some peint. For now he is on his own.
The land requires sacrifice...a sacrifice I hope that he can
make, because without it he will not get very far. | must
have faith in him now. The seed was sown long ago and it
flowers beautifully. He has come this far down the path...1

must believe that he will go all the way.
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Walkthrough
Deadly Mist

The teleportation spell has left you in the lands of the
necromancer. You start the level in a strange structure

made up of crystals, which happens to be the interior
of a colossus.

Climbing out of the titan, you overlook an ominous
battleground. Here, the titans of the wizards, made their

last charge against the Dark Lords centuries ago. Now, only
mechanical corpses remain—mountainous ghosts in the haze.

Throughout this level, like some previously visited, a deadly
mist envelops the ground in certain places. You will only last o
couple seconds in the poison before dying, so try to aveid it.

Grapple ond climb down the chest of the decaying colossus.

When you touch down in the area below the colossus,
you stand in a large erena surrounded by a fog. A dead
Brotherhood Knight lies in eternal slumber on the right side of
the area. He holds o Seroll that says only those with corruption
in their heort are able lo gain access to the Land of the Dead.

Use a Sprint ond a double jump 1o cross the narrowest pool of
poison from the first landing area to the titan's kneecap. Repeat
this jumping maneuver to reach the next area of safety.

Immediately, some Creeping Corpses and two Skelefon
Warriors attack you. Holy Water does wonders on these
undead crectures. After dealing with them, find another
Brotherhood Knight corpse in the sunlight under the limb of
on old colossus. He has a Scroll that suggests using Shadow
Magic tc pass for becoming "evil”.




Climb up the downed titan on your left and walk along its chest until you see a large hole in its ribcage. Drop down to get o
Light Magic Gem, then use double jump to use the Grip ledge to get back out.

Turn back the way you came and Sprint and double jump to the titan's kneecap. Turn towards the fitan to your right; sprint and
double jump to the ledge at the base of the upraised titan arm,

Run up the arm, then sprint and double
jump off the end of the most extended
finger to clear the wide gap and reach the
next p|clform.

) Creeping Coffin s

! 5 As soon as you land on the titan’s back a new enemy type

appears: the Creeping Coffin. These parasitic creatures
emerge through small fractures in the titan’s stone body and
quickly enter an emply sarcophagus.

The easiest way to deal with these enemies is to prevent them from
entering a sarcophagus. If they make it into a coffin they will use it
as armor, gaining health and damage resistance. In this new combat
area, notice the broken circular rune: identical to the enes you had
to destroy while fighting the ice and stone colossi. Your task is to
find the missing stone piece and complete the rune to power the titan
again,




=== smashing all the coffins around the area and annihilating
= = creepers, defeat the last carpse in a coffin using a Grab
== enge lo jump into Ihe coffin and throw the corpse out.
7= breaks the coffin making it impossible for the creeper to
==wl back in. Defeat the Creeping Corpse and grab the Rune
Fragment ofter the battle is wen.

—r—— o

LITE MAGIC 6EM i
Before using the rune, climb the titan’s left ——
arm to reach a stone platform where a Life
Magic Gem can be obtained from a dead
Brotherhood Knight,

Use the rune on the keyhole and in a shert culscene, the

y titan will reanimate and in o last desperate effort to reach
the necromancer foriress, it will move its left arm forward

wward the black wall. The celessus’ last movement allows you
| = reach the next area in the mist by traveling along its arm.
rom the extended hand, sprint and double jump towards the
z'=ar sandy island and the first checkpoint.

¢\ Inside the Eolossui

From this island you can reach two different titans.
First, you need to head for the titan on the right [you
need rune keys to proceed on the left titan]. Use Sprint
and double jump to reach the platform.




TITAN ON THE RIGHT

While on the first ledge, double jump to the cuter platferm to the right to find a
knight Serell and o bog of daggers.

Return to the first ledge and enter the tunnel [heading away fram the camera).
Continue into, what seems like o shollow second caove. Once inside, turn
sharply 1o the right 1o discover an opening.

Inside the body of the titan, you are attacked again by Creeping Corpses
trying desperately to become Creeping Coffins; like in the prior encounter, one
of them holds the rune key that you need to continue. Destroy all the coffins
first. Once you destroy oll the enemies, grab the Rune Fragment and head
back to the sandy island. Equipped with the rune, head to titan on the left.

TITAN ON THE LEFT

When you reach the titan on the left, head to the back ledge [which is actually
the front of the titan) and find the Shadow Magic Gem on the dead knight
below the litan's chest.

The last colossus has two broken runes in its back. After placing the first
stone piece in it, the titan reanimates slightly, but almosi immediately it stops,
powerless. However, this action was enough to allow you to reach the other
side of the lying titan,

Heod to the front of the tilan and use the ledges in its armpit to reach the
newly extended arm. Sprint and double jump off the end of its raised hand to
cleor the poison swamp.

In the new area, more Creeping Corpses attack. One of the enemies from this
group holds the last Rune Fragment that you need to finish the level.

| .
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“ind the Light Magic Gem on the dead knight under the hand of the titan where the latest fight
=zcurs with the Creeping Corpses.

®

~7er you finally acquire the rune from winning the corpse battle, jump up 1o the ledge and
~avel across the titan's arm. Double jump back the way you came, then head to the titon's back

= insert the fragment into the second incomplete rune. With its power source back again, the
“:an tries to complete the movement it started earlier.

233 back under its arm. You will batile o Skeleton Warrior and a few
Creeping Corpses. After defeating the enemies, Grip climb the
“tan’s spine to reach its shoulder. Run clong its extended arm
20d iwmg fom the and of i hand 1o the wued ghafom, below
2 the swamp to complete the level.



LEVEL TWO.
FIRE PINNACLE

Powerful Necromancers have used this once sacred ground
to build an army of the dead. Conquering nearby lands,
legions of Zombies have devoured the living and given
rise to this desolation. No man has travelled here without
meeting death. Gabriel now faces his roughest challenge.
He now bangs his fists on the very doors of hell on Earth

$ Finish the level without ollowing Pan fo recover any health during
and the Lord who commands here is listening, waiting for the iighT

him. Smiling...
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(52

Finally, you have arrived af the necromancer fortress and stand before
the dreaded passage. It is here you reencounter Pan. The faun fesls your
abilifies one last time, in a "training” fight that determines who will be
sacrificed for the grecter good. In a cutscene, Pan shape-shifts into a mighty
warrior, clad in silver armor. Just before the battle begins, the Silver Warrior
s#ips you of all magic to see how you do without this luxury.

Staacs0ne

In this non-magical state, its best to lower the Silver Warriors
health using standard combo attacks, Use rolling dodges to
pass under his low chain swipes. A good rule of thumb is to roll
dodge, use a combo attack, then roll dodge, and so on. The key is
%o issue damage and stay os safe as possible.

—— e T i VoY

-~ SIC 0N DEFENSE

n this stage, don't fight too offensively; the lack of

Onice his health is about a quarter depleted, he
becomes stunned for a short time, glowing to the
al you can grnh hlmu B&ql the hulo and buﬁcn




identical magic fy "
1f oppostle muglc is bemg ubﬁé

is also using Light Magie. You w1|| da mor
you need to recover healih.

The boss's health meter turns invincible grey: whe
about half of his health remoining. Use a Grab

down when he fries to recover from the previo
refurns your Shadow Magic.

powers. Remember to switch magic types as chr ‘as ynu can

the Silver Warrior with the opposite magic that he is using af cn)l.' given
time. When the boss throws back its arms be prepared to dodge one of its
projections: Pan the horse and Pon the eogle. Jump over or roll dodge 1o avoid
these attacks.

The stage ends with Pan leaving the combat arena fo throw his baomwang_
blade ot you from a higher position. To finally kill the faun, you have i6 vse
this boomerang against him: you have fo successfully dodge the spinning blade
while you are near-him (halo ring challenge]. If done correctly, the weopen hits
Pan, ending the fight. fiyou fail, the Silver Warrior regains some health and
you must beat him back down fo this ending sequence agdin.

= .



UEL THREE:
[RE CEMETERY

=22 god is dead. It has come to this, at the last. The
: god has opened the way. Good Gabriel, very
==7¢ is only one true God and all usurpers must be

h Pan's sacrifice was not in vain. Now our

£ht can proceed to his final destiny. The Lord
Zw=zc is the most powerful of the Lords of Shadow.
need every ounce of his being to defeat him. |
= ==m though. his mind is tired, broken even. He
= 22ith, he questions his heart. Can he succeed?

¢ === ===nd, just 2 bit further and you shall see your

‘o ===

t Zombie

WALKTHROUGH: CHAPTER X

Walkthrough

| Meet the Korde

Pan's socrifice has opened the gale to the necromancer
fortress. The first area you have to cross is the
graveyard; this area is the habitat of the Zombie horde.




Continue through the deep gorge using double jumps, Grip ledges, shimmying and backward jumps to make it to o cizz= ==

on the right side of the canyen where you do battle with the firsi of the Zombie hordes. Walk towards the camera on =2 ===
ledge fo find o bag of daggers. Zombies hate daggers.

= =

‘ DIVIDE ANRD CONOUER

Zombies are really weak and won't stand more than one or two hits before
crumbling in a pile of ash and bones. However, being surrounded by a horde

of them will get you killed, so don’t try to rush through the level.

Just beyond the first Zombie encounter you reach a split in the path. The left fork
continues through the gorge, while the right fork takes you to o Light Magic
Gem. Toke the right fork and jump down into lorge hole where you battle
Zombies. After defeating the Zombies, use o double jump and Grip the ledges

in the back right corner to reach the dead Brotherhood Knight. He holds o Light
| Magic Gem.

Back at the canyon fork, drop off the left side of the cliff and use o series of hand
holds along the right canyon wall. Stay ahead of the collapsing ledges behind
you. The last ledge forces you to jump backwards and latch onto a Grip Point
with the Hook Tip in midair. Climb down the chain uniil you reach the low ledge
on the left side. Follow this pathway into a large clearing.

Ravine

ﬁLlse the Health Font at the entrance 1o the new area. This next part is
- a bit tricky. Perform o regular jump off the edge of the rovine. As your
head drops below the distant Grip Point on the next ledge, perform a
double jump. The Grip Point becomes active as you begin to fall after the double

jump. Use the Hook Tip to latch onto it, then climb to the top of the ledge

\
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'Zh_upacabra Crouble

ﬁ! As soon as you reach the new pathwoy across the
ravine a mischievous Chupaccbra takes
leaving you without magic powers again

The Chupacabra quickly teleports to a large, cage-like structure
that seems impossible to breach. There are three stone heads
on top of the “cage”. Each one of these heads has glowing,
purple eyes. To open the cage you have to direct the light
towards each of the heads. To achieve this, you use light
emitting statues like the ones found in ihe Lycanthrope and
Vampire levels.

3 Life Gam Codect fae to
yiour < Heallt  capacdy

First, begin your approach to the Chupacabra and you'll come ¥
across o dead Brotherhood Knight with a hini Seroll. Use our
guide instead of accepting the answer to the puzzle so you
don’t lose points. The Scroll says: each lock opens only after
being hit by a light ray coming from one of the moncliths.

To cast the beam, these floating stones must be powered by

o completed crystal. Despite the stones’ size, they can be
moved by hitting them with a melee weapon. However, their
movement is restricted to the glowing rails in the ground. If
you hoppen to have only one power crystal, you can reuse it
n the different monaoliths.

Exploring the area, you con find a dead knight holding o Life
Magic Gem at the "bottom” [toward the camera position] of
the areo. The knight lies on the ground near the fiery ravine.

vard the boltom middle of the area, near a small, round fire
'ssure, you can find the final collectible on a dead Brotherhood
Knight tucked in @ small earthen nook: o Life Magic Gem.




) Solving €hupacabra Cage EMII Puzzle

GLOSSARY OF TERMS

lem Description

ok | One of the three rock foce locks around the Chupacabra cage that must be broken with a Dark Crystal light beam to open the cage.

3 You insert o Dark Crystal into o fixed device (they glow) and then the energy fravels through o connected rail. One of the three Dark Crystal
Dark Crystol Device | g o broken and connot be used, so a workaround is necessary.

| Flooting stones used to generate o light beam ihat breaks the cage locks. They run on Dork Crystal energy delivered through rails and
generated from o Dark Crystal Device. Monoliths move by striking them with o melee weapon (punches are not necessary).

Glowing Rails Monaliths are moved along rails. These rails only light when a Dark Crystal is inserted in the Dark Crystal Device connected fo its rail.

) First Cock

First, get a Dark Crystal from the deposit near the floating stone (A) and ploce it in the Dark Crystal Device [Yellow
Circle) activate the first Monolith A. Once activated, the Rail beneath the Monclith glows purple. This Rail marks the
path that the Monolith can be pushed. To move a Monolith, simply hit it with o normal melee attack.

Breaking the first lock is prefty simple: knock the Monolith to the far end (1) of its Glowing Rail. Once there, rotate it until the
light beam hits the first of the heads.




) Second l:_ocl-:

For the second ond third locks, you have to make

the light beam bounce off maore than ane Monolith,
This is necessary because the connected Dark

Crystal Device is broken. Place Monelith € to the

right end of its rail (2), ond Monolith A [which is now
in position (1)] back in its starting position (A). Rotate
Monolith A to point of the Menelith C at (2), then rofate
the Monolith C at (2) to bounce the light beam threugh
the gap in the rocks so it hits the secend lock.

R ]

) Chird l;otk

For the last lock, you must remove the Dark Crystal
from the active Dark Crysial Device (Yellow
Circle) and then insert it in the other Dork Crystal
Device (Red Circle). Afterward, Monelith B should
oe moved to the end of its path (3) and rotated so its
oeam shoots towards the Monelith €, which must be
repositioned af the left end of its rail (4). From there, the
correct rotation of the Monelith makes the light impact the
final lock,

&) Retrieve Your Relics

Now that the cage hos been destroyed, jump up
onto the cage platform and grab the Chupacabra
tc solve the puzzle and to get your relics back.

) Gong Pu;_z_le

In front of the crematory where the path ends, you
tind o Zombie horde and twe identical gongs.
Defeat the Zombies, then work on the puzzle. You
can make the gongs sound by using o Gauntlet Punch:
hield the Block button then press the Direct Attack button,
Make sure to enable Shadow Magic before punching the
gongs.

To open the door fo the crematory, you must get both of the
gongs sounding af the same time. Punch one of the gongs,
dash in the direction of the other and use Gauntlei Punch
again before the first one stops ringing. If you run out of
Dark Magic energy to perform a dash, try dodge rolling

or sprinting. The crematory door opens when the puzzle is
solved. Enter the crematory to complete the level.

WALKTHROUGH: CHAPTER X
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LEVEL FOUR:
REMACTORY -
00ch LT

$ Creeping Coffin
$ Creeping Corpse

Fueled by the very flames of hell itself, the crematory

oven is where the Gravedigger does his ghastly work. He
is a powerful demon whose mighty shovel can cleave a
man in two with one stroke. The Gravedigger will rip the
very soul from Gabriel, given half the chance, yer I sense
that our hero is more than a match for this creature. This
could be interesting indeed. I sense Gabriel's rage welling
up within him and | wonder who is the more terrible, our

hero or the demon?




 WALKTHROUGH: CHAPTER X
&

to the Gravedigger. i.’:e&'.sra you. snts{ ea
health using the fountains on sither sic




34

indicating you can now g
attacking him, which will g
side of the central aven an
mechanism.

time fo crank the deors open and jump on Gravad:gger’s
back (press the Use button). The final struggle over his mighsy
shovel begins. There are no halo challenges, simply press
the indicated buttons repeatedly when they oppear on two
separole occasions.

The end result has you knocking the Gravedigger info the dess
furnace. Just when you think it's over, his tentacles appear
from the depths, grabs onto you and aftempt to pull you 1o =
fiery end. Press ony button when the halo challenge appeoars
fo escope a fiery fate by grabbing onto ancther ledge. You
manage fo pry the tentacles off you and, fortunately, grip cee
a narrow earthen bridge before plummating into the lavo p&




-~ Fried in Lava

! ; The level of the lava beneath
you is rising quickly, so you

have to exit the level before

it gets you. This last part of the
level is a race against time, or more
precisely, against the lava. The flow
keeps increasing over time, so you have
to figure out the poth upwards, moving
taster than the love. It is not o tough
challenge, but you will die if remain still
for o few seconds.

After the third Hook Tip use, you climb

up the chain and reach a long narrow
rim that encircles the entire oven; this can
be used as o Grip ledge ond just above
the Grip Point location are a few ledges
sticking out of a crack in the oven. That
is the woy out of the oven. However, if
you want to get the Mogic Gem, you must
shimmy fo the right along this rim until
you reach ancther sel of similar ledges.
Climb to the top of these to a short ledge
where a Brotherhood Knight lies dead.
He holds o Shadew Magic Gem.

Head back down the way you came
and climb up the Grip Ledges to the

left above the Grip ring. The camera
swilches to an external view as you
stand on top of the rim of the crematory.
Double jump up to ancther ledge to
reach the top of the next level. Use the
high Grip Point gropple to a tall spire.

Shimmy around the left corner of the
spire where you find a few Grip ledges
up higher to hand jump up until you find
o high Grip Point on the cuter canyon
wall. Hook to it and climb the chein io
the top to complete the level.

WALKTHROUGH: CHAPTER X




LEVEL ONE.
DNECROMANCER'S
ABYSS

And so it begins, the Necromancer’s Abyss lies at his feet.
He is dark and terrible and the cries of the dead follow

him wherever he goes. Hate for those who have taken his
beloved. Who have made him do terrible things. Who ha

taken his humanity. Now reap the whirlwind, scions of

death, for comes the Prince of Darkness.

% | Life Magic Gem
3 1_[i;!hl fdlugi( _l.”:em
Monsters

$ MNecromancer
$ Reoper

% Finish the level after destroying 60 Reapers
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Walkthrough
) Day of the Eclipse

ﬁ ? Gabriel is finally at the hear! of the Necromancer
Fortress. Three enormous towers float ominously

over the abyss. At the very top of each one of them @
MNecromancer awaits you.,

Entering the first tower won't be easy; two puzzles must be
solved in order to gain access. You con find the first puzzle
right in the beginning of the level, in the middle of the path at
the top of the stairs. Find the dead Brotherhood Knight with the
hint Scroll on right side of the puzzle platform.

™\ Zoqiac Puzzle

E :_) This large gyroscope is the key to solve the puzzle:
the device can alter the position of the sun and the

moon in the sky; you hove lo set them up so there is an
eclipse. Move the left stick left or right to select one of the dials
[months/days/hours), and up and down 1o modify its value.
Press the Jump button to activate the mechanism.

The correct date is: 8/24/16 (August 24, 4:00 p.m.).

T TR T e e

ECLIPSE THRGET LOCATION -

s a single point where an edlipse can occur:

after solving this puzzle, some of the surrounding floating rocks
merge together to form a single platform. Before you leave the
first puzzle platform, explore the ledges on the left side. Jump
Jown to a lower ledge and you can find o dead Brotherhood
Knight holding « Shadew Magic Gem.

MNow leove the platform by traveling along the bridge of
boulders that is built as you run across. This is located in the
back right corner of the first puzzle plotform. When you reach
ihe next platform, the next puzzle presents itself.




Colors are Movements

ﬁ The dead knight on the right side of this platform

holds o hint Scroll that reveals the answer to this
puzzle. The colored tiles in the ground correspond to
different movements of a magic ray of light that moves though
the circular door in the front. The system works as follows:
you con Earthquake Punch up to eleven tiles ond the light ray
moves sequentially across the door following the order of the
highlighted tiles. Earthquake punch the center tile to input your

final sequence.

After a couple ottempts of trying to sclve the puzzle, it become

obvious that each one of the rune colors sends the magic light
| in a different direction. Starting from outside, the directions
associoted with each level are: Up, Right, Left and Down.

Portals

The portals on this level are different
from those found previously: they
preserve your speed and momentum upon
entrance to the exit point. So for example,
if you enter a portal while running, you

will exit while still running in the same Get close to the edge of the platform to get o better view of the
path that the light must follow to get all the way up to the top.
The comera zooms on the door, giving you a full view of the
path embossed on its surface. Complete sequence: Up, Right,
Up, Up, Left, Down, Left, Up, Up, Right, Up. Remember
te ground punch the center tile to complete the challenge.

direction. This mechanic works with al]

of Gabriel's moves.

Once the puzzle door is destroyed you can jump off and double jump onto the next ledge through the gateway. You are on the tower
\ on the right of the crater. Pass through the portal on the next pathway to enter the next platform behind the portal.




Perm_l _Cewer

4 There are two new pertals in the next area as well as

a group of Reapers. Defeat the Reapers and explore
the ledges on the edge of the ledge heading toward the
camera. Here you can find a dead Brotherhood Knight with a
Life Magic Gem.

To get to the exit on the ledge closest to the entry point you
must run into the portal on the ground on the left side of the
platferm. This way, when you exit in midair you can perform o
double jump and recch the ledge above the lower portal. From
there, you can double jump to the exit ledge.

Press the Use button while standing next lo the exit portal. This
teleports you to a fleating platferm at a halfway point te the
tower on the left of the abyss. The path continues through
series of floating moving platforms. Jump from one to the next
closest one as it moves toward your current platform. At the
top of the next rock spire you'll have to batile a large team of
Reapers. Combine the sprint {double tap the left stick) and the
double jump to safely reach the next platform.

The next portal found is at the end of the floating rock
platforms. It'll leave you to a platform where you'll encounter
the first of the necromancers.




Afsy : Boss Battle:
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The Necromancers are
a bit different from
~ other bosses: instead of .
‘a conventional health bar, the

directly, or by forcmg Iham o was
that you must Iry fo destroy

to dismiss it to regain the ener
lhé'hss'wrﬁmoné Zb:hbqa__s

works great on the Nacmmuncers, tqkm
‘one summon. :

v} recover and prepare for the next round. You must use that time to

W perform a Grob movement on them, Ih‘us-érﬂding{1he‘ﬁéhi.
it The grip sequence has two button challenge stages. For the first
‘g - |  one, you struggle for the scythe by repeatedly press the onscreen
) y displayed button, then press the next buffon while the halo glows 1o

'. | run the creature through with his own weapon.

240



¢\ Hnother One Bites The Dust

After the demise of the first Necromancer, two new portals
become accessible on your p|mform; enter the one on the righ'r to be
fe|eporled to a new area where more porlols wail,

RIGHT PORTAL: WARP ONE

The next poriol platform challenge is trickier: it connects with a location
containing another puzzle of gateways. Alter you exit the portal from the

Necromancer battle, you'll see another portal on the right in front of you.

You can enter it to teleport above, but you fall down again unless you use
your double jump in mid-air to reach the higher teleport mirror. Take this

new teleport mirror to the new area,

LT6hT MAGIC GEM

To obtain a magic gem from this area, enter the low portal
on the left by sprinting and double jumping to the ledge
adjacent to it. Jump from the ledge into the portal and
double jump when you materialize above it. Use the Hook
Tip to attach to the Grip Point on the right wall. Climb to
the top of the chain, wall jump and double jump to the ledge
with the dead knight
holding the Light
Magic Gem. Use the
portal on the same
ledge to return to the

lower level.

RIGHT PORTAL: WARP TWO

You won't be using any special movements for the next portal; instead,
this one requires precise timing to be completed. It teleports you to an exit
located in midair, under which a moving rock platform crosses from time
to lime. You must enter the portal on your ledge at the cerrect moment so
you can safely land on the platform and not fall down inte the lower portal,
which just returns you to the previous Iedge again.
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From there, jump to the next platform on the left where some climbing takes
you to another teleporting mirror. Once you arrive af this destination, a small
group of Reapers moterialize, ready to attack. Deal with them, then head 1o
the new warp area though the teleport mirror on the edge of the platform.

Right Portal.
warp Chree/Gauntlet Switch One

Defeat the large team of Reapers in the cave and look for the switch
before the next teleport mirror. A text prompt hints that the switch
requires the power of the Gauntlet. Perform an Earthquake Punch an
it to release its energy, which then is given to a mirror behind the stage of
dual mirrors where you battled the lost Necromancer.

The telepert mirror takes you back to the place where the first Necromancer
fell. This time, take the mirror on the left to find the two missing switches.

LEFT PORTAL: WARP ONE

The last portal has dropped you in a new area. You can head left or right
through two different portals. Head to the right portal by sprinting and jumping
into the suspended portal.

Double jump as you hit the exit point above it and Hook Tip the Grip Point on
the small floating boulder above. If you correctly connect all the movements
you can swing oul and double jump to the next mirror platform without
dropping down to a lower platform where Reapers wait.

LEFT PORTAL:
WARP TWO/GAUNTLET SWITCH TWO

The last mirror teleports you to a cave similar to the one where you fought the
Reapers and Earthquake Punched the first switch. Punch this switch as well and
its energy activates the third mirror on the last Necromancer's platform.

Back in the familiar arena from the first Necromancer's fight, take the mirror
on the left again.

LEFT PORTAL: WARP ONE (REVISITED)/
GAUNTLET SWITCH THREE

Once you arrive to the familiar floating platform with twe portal options
on either side, jump this fime to the left rock and grab ente the Grip ledge,
shimmy around the corner and drop down to the portal below.

This drops you from an exit on the other side of the boulder where you must
double jump lo reach a Grip Point, swing left and double jump down fo a
lower ledge. Defeat the next group of Reapers and find a Grip ledge on the
lower left that leads to o bit of climbing, stairs, a Health Font, and the third
and last switch. When punched, this switch opens the path to the second
Necromancer battle.

Chree Portal Platform e

g 5 The platform where you fought the Necromancer now has an

available third portal. Head through the opening between the original
two portals and use the third portal in the back.
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) Co the Top of the Copmost Cower:

! 5 The fall of the second Necromancer triggers a new portal; this

one takes you to the central tower.

You stand on a platform haolfway to the top. There are fewer portals here
This is a climbing, double jumping, ond grappling zone. Start with a
double jump to the left, to hang on the ocutcrop. From there, move right ans
continue upwards until the second Grip Point grapple challenge. The nex:
ledge you can get your feet on is a checkpoint.

From the checkpoint, make your way left and up around the tower until you
reach the platform with a glowing Grip Point next to it. Four consecutive
Grip Points must be connected to reach o couple portals with one Grip
Point between them.

Most of the challenge points in this area must be crossed using a double
jump, so watch out and look twice before jumping. After these two
obstacles, some more climbing finally takes you to the top, ending with o
couple Grip Points that allow you to reach the apex of the tower. On the
very top of the tower, sprint and double jump across the large gop, then
enter the teleport mirror to one last towering mountain.

==

) Final Mountain .

£ = i

t j When you pass through the teleport mirrer on the mouniaintop, you
find a Health Font on the landing platform of the final mountain.

If you head to the left end of the ledge you can find a continuing
descending route running in a clockwise direction around the mountain
iower. Jump the gaps in the path and find a Brotherhood Knight at the enc ==
the path. He holds o Shadew Magic Gem. Now return to the Health For:

Heading to the right [counterclockwise) up the mouniain tower you must
use double jumps, Grip ledges, shimmies, ond bockwerd wall jumps to
reach the top. As soon as you pull yourself up to the top of the mouniain
the level ends successhully.
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LEVEL TWo. |
ChE DRACOLICH

Look at him, so dark, so beautiful. He has come for his
revenge and he shall have it. A killing machine without
remorse, without pity. Whar has happened to you, Gabriel?
What have you become? Love has blinded you. You have

ed, my friend. Your quest is almost over, the dream is

ght. Now you must face death and you must defeat it.
¢ mask is a powerful device and he who wields it can do

hing! Bring back the dead, rule the world, destroy the

e, challenge God himself. You are the one, Gabriel. % Dracalich Titan

¢ the one! Unlockable i‘riél







DOUBLE CRECK YOUR GRIP

You can only grab certain parts of the Dracolich

surface. Look for bright zones with bleached bones
exposed to find the correct path.

If you fall, you have the opportunity to save yourself using the Hook Tip
‘on the edge of the initial ﬂﬁﬂbrm This is done by simply possing o single
hals ring challenge. This allows you to continue the battle withou having fo
restartata previous chacipuml

As you work your way up !he' body of 'li:a'l.ﬁaﬁsiér to find the runes, you soon
realize you can only grab onto Bones that are lighter in shade and in good
shape; the decoyed-looking bones cannot be cecessed. When Y’DU 580
distant bone or spur. light up, use the Hook Tip to gropple onito it.

When you find a rune (jeining ligaments to bonel, you must ground pound

it fen times fo destroy it—just like with the other colossus batles. When
destroyed, -a nearby bone shn?ha!s uilowmg you fo find the- continuing route on
the beas!.

Alter destroying the second rune-{first two are on: the: fop spine areo) you can
work your way under the beast and find the third run inside the ribcoge under
the monster. :

Alfer destroying the ribcags rune the monster rhrow: you off, but you have on
opportunity to reafiach to the beost by passing o single halo ring challenge.
Done correctly, Gabriel engages fhe- Seraph Shoulders just in fime to- avoid
fbaing ealen, Ihan chain’ gnps to'a bone close to I‘mud :
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to the neck. Beat this rune fen
rune...in the boss's mouth.

\ XN t Once you find and destroy all the fou
~ j - A i g : final phase of the combat commenc
de : it R - you hanging onto the edge of the platfe
'\\f é“ W\ TS 8 ; Hoating remains of the towers. A

e, AW . Almost immediately, the Dracolich uses a fire |
but you won't be able to attack the monster. Yo
glowing mandible ta enter the monster’s mouth

You are only able to hit the rune while the Drucol:ch opens its| m_, h to:
prepare its attack. If you fail to ground punch the rune in its: mouﬂ‘l; no
damage will be inflicted to the boss and you'll be ejected out of the mouth by
way of a fire breath attack. If you do domage the rune; you are deposited out
of his massive mouth back onto the batile platform. You only nieed o hit the
rune twice. On the second hit, the Dracolich is utterly ruined.

248
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LEVEL ONE:
FINAL 516hHT

And now the final battle is come. Marie is waiting for you,
my friend. She knows what you have done. She knows
everything. Marie has hoped all this time that you would
save the world and here you are on the brink of it. You
stand upon a knife edge. She has kept faith in you despite
everything, now you must fulfill your destiny and the truth
will out. I will help you, old friend. I will be with you in

this your moment of victory!

% Finish the level and defeat Satan without being hit by any ottacks
with the opposite magic color




«*«:f:} Boss Battle:

:iﬂ;

e,
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Satan is a powerful enemy. But you are the hero—you are
given on endless supply of both Light and Shadow magic at
your disposal during this fight.

Satan can use both types of magic, and you have fo pay
special atlention fo which type is he using. You have to attack
him with the opposite type of magic to do any considerable
damage. Matching opposite magics also replenish your health.

SCHFS COLOR

The end of Satan's magic staff glows with a different color
for each type of magic he's using. Watch for changes and
try to react to them as fast as possible by changing to the

dpposite magic; even during combo attacks.

This mechanic alsc applies to you—Satan’s attacks inflict much
less damage if both characters are using the same iype of
magic, and vice versa,

During the combat, Sotan also uses a trap type atfack: he
lays o series of moving magic symbols on the ground, colored
red or blue with a randem pattern. If you cross one of these
symbols without the same type of magic (remember blue for
Light Magic, ‘and red for Shadow Magig}, it entraps you until
you swilch to the correct color.

Aher you deal about a quarter of damage, Satan teleports to
the opposite side of the plotform and shields himself to recover
some health. You must cross the layers of colored shields by
using the same color of magic. IFyou foil to use the same color,
the shields knack you back. When you reach Satan, press the
Grab button to start the mini-game sequence.

The halo ring chollenge doesn’t appear until midway through
the fight cinematic that is triggered by grabbing Satan when he
is healing inside his multilayered shield. Press any button when
the center halo glows and you punch Satan in midair.

Once you knock Satan up further info the air, another holo
challenge appeors when the two of you join up ogain. Hit i
correctly and you send him to the ground. When he crowls out
of the ground fo fight again, a checkpoint is reached and stage
two begins.
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oKl Rl shallerige quy Fnltom the first. You mus
' .smcessﬁﬂly pass. 1!13:,5 '

.Congrumiutmns! You |asl hcwa*heal Castlevanio: Lords of
:'Shndowrﬁgiqy-ﬂm mvasolrfp andmg cinematic and the prize
that Fﬁlj&wﬂh& craudlrs!




Totel Accumuloted

Achievement Description GS Awarded (XBOX 360)  GS (XBOX 360)
Chopter | Defeat the lce Titan 10 10
Chapter Il Get the Dark Gountlet 10 20
Chapter Il Acquire the power of the first Dark Lord 15 35
Chapter IV Kill the Crow Witch 15 50
| Chapter V Gain access to the Vampire Castle 20 70
_ 7 Chapter VI Leave the Refectory with the Butcher’s Key 20 90
F Chapter Vil Survive the encounter with Loura 25 115
Chapter VIl Acquire the power of the second Dork Lord 25 140
.r Chapter IX Persunde Buba Yogo to open o portal to the Necromancer area 25 165
s Chapter X Vanguish the Gravedigger ' 30 195
| Chapter XI Acquire the power of the third Dark Lord 30 225
Chapter XII Defeat Sotan ond sove the world 35 260
| Trials: Chapter | Complete all the frials for Chapter | 25 285
Trials: Chapter Il Complete all the iriols for Chapter |1 25 310
Trials: Chopter 11l Complete all the trials for Chapter 11l 25 335
Trials: Chapter IV Complete all the trials for Chapter IV 25 360
Trinls: Chapter V Complete oll the frials for Chapter V 25 385
Trials: Chapter VI Complete all the frials for Chapter VI 25 410

F.a




TROPHIES & ACHIEVEMENTS

Total Accumuloted
Achievement Description GS Awarded [XBOX 360) GS (XBOX 360)

| Trials: Chapter VII Complete all the irials for Chapter VIl 25 435
| Trials: Chapter VIl | Complete all the trials for Chapter VIII 25 460
f Trials: Chapter 1X Complete all the frials for Chapter IX 25 785

Trials: Chapter X Complete all the trials for Chapter X 25 510

Trials: Chapter XI Complete all the trials for Chapter XI 25 535

Trials: Chapter XII Complete all the frials for Chapter X1 25 560

Moster achiever Complete all the frials 50 610

Dark collector Gather all the 30 Shadow gems 20 630

Light collector Gather oll the 30 Light gems 20 650 L .
Green collector Gather oll the 30 Life gems 20 670 : x
Master jeweler Gather all hidden magic gems 25 695 i
Master philanthropist | Buy all the extra ortwork 20 715

Skirmish Finish all levels in Esquire difficulty 15 730

Gest Finish all levels in Warrior difficulty 20 750 .
(rusade Finish all levels in Knight difficuliy 30 780 %
Epic victory Finish oll levels in Paladin difficulty 40 820

Welcome to the Club | Buy a combo 15 835

Brawler Buy 15 combos 20 855

Master fighter Buy all combos 25 880

Experienced Acquire 1000 experience points 10 890

Seasoned Acquire 20000 experience poinis 15 905

Veteran Acquire 100000 experience points 30 935

Muoster improver Find all the secret Brotherhood arks 25 960

Eleventy party Get 110% completion rote in oll levels 40 1000




Unlockables

Difficulty Settings
& 100% Level
Completion

You can chocse beiween one of the following four difficulty
modes before playing each level: Esquire (easy], Warrior
{normal), Knight [hard), Paladin {experi]). You are free to
change the difficulty level belare starting each level. Paladin
difficulty is not unlocked until you beat an entire Chapter while
in Knight mode.

The level completion percentage is dependent on two things: the
amount of collectible items (Magic Gems, Relics and Upgrades)
you found in the level and the difficulty sefting used while
beating the level. Assuming you have collected all the items and
upgrades in a level, the following chart will help you understand
the level completion percentage per ditficulty level chosen:

Trials

Every level in every Chapter has o special challenge that's
unlocked by completing the level once in any mode. The
challenge is called o “Trial” and the details of the Trial appear
on the Travel Bock level completion stats page. Each level
presents a unique challenge and once beat, you can achieve
100% completion for that stage—but only if you have chosen
Knight or Paledin mode and have collected all the hidden
collectibles and upgrades in that level. You cannot beat a Trial
until it is unlocked, and this happens after completing the level
once. So, even if you know the trial details beforehand and
accomplish thase lasks the first time through a level, you will
not “accomplish” that trial. You must play the level a second
lime to do so.

The following chart illustrotes your completion percentage per
difficulty mode when you beat a Trial—while assuming you
have collected all the hidden items and upgrades:

[_AH Items Collected in this Mode: | Level Completion % Awarded Beating the Trial in Mode: Level Completion %

| Esquire 60% Esquire 84%

i Warrior { 6B% Warrior 92% =]
[ Knight | 76% Knight 100%

| Poladin | 86% Paladin | 110%

You cannot achieve 100% in any mode until you have
completed the unlockable Trial in that level.

To get 100% completion in a level, you must hove collected
all hidden items and upgrades while beating the challenge in
Knight mode. If you do the same thing while in Paladin mode
you reach 110% completion.




Hrtwork

About 80% of the arlwork and concept art for the game must be purchased using
experience points. The other 20% is unlocked through normal progression through the
stary. Artwork can be viewed in the Exiras menu.

Snake Quefit

This is a customized outfit for Gabriel, resembling Solid Snake from Meial Gear Solid
fame. This is available in the Extras menu once you hove finished the game the first
time. You can also choose to wear the bandana or not.

Combat Display

After you finish the first level in the game, the Combat Disploy option becomes
svoilable in the Extras menu. This allows you to tura on or off the following options:

Display Type Description
Experience Gain Shows arange EXPs floating from defeated enemies.
tnemies Health Bars | Displays o health bar below the enemy (this is the most helpful display option) ,
Gabriel's Health Bar | Displays a health bar below Gabriel (most redundant display; we don't recommend |

| this one).
Gobriel’s Combat Yellow domage poinis float up from enemies when you attack them. This helps you
Domage figure out which attacks are doing the most damage. When Dark Magic is enbled,
you usually do more damage; these domage points are displayed in red.
Gabriel’s Health Green health points float up frem Gubriel when healing ot Health Font o using Light
Recovery Mogic.

Uampire (Jargame

{ampire Wargome is unlocked and playable from the Extras menu when you beat the

‘ampire Wargome for the first fime in Chapter VI, Castle Hall. If you chose io skip the | 3 f o
<hallenge, the game will not be unlocked. You must beat the game without using the | i e

nint Scroll challenge skip. Once unlocked, the game becomes available Extros meny | : p N
and you can select One or Two player.

Cheats

Cheots are unlocked in the Exiras menu. The cheats allow you to turn the following

functions on and off: Your Save
[Cheat Descrigtion = . Before entering the code, you must
lHn v \nvincibilit ) ) be aware of the consequence:
9 Y = ;
Al Relics Discaver all Relics cheats will deactivate your
All Combos Activates all Combos without purchasing saved game and frophies (or
All Gems Discover all Magic Gems Achievements).
All Upgrodes Discover oll Weapon & Relic Upgrades |

To activate the cheat sub-menu where you can turn the above oplions on and off,
you must input a special code on any of the level load screens (where the level
intraductory story is displayed and the “Press Start” message is located). Once the
level loads and before you press “Start,” input the following code using the D-pad

Up, Up, Down, Down, Left, Right, Left, Right, ©, @
and a couple butions: Ps3

Up, Up, Down, Down, Left, Right, Left, Right, ®, &
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Dark Times

ark Hero

Guide Gabriel through shadow and death: dominate every boss,

uncover every secret, and solve every puzzlel Comprehensive

Visual Combo System

All combos are visually represented with buttons and
hand drawn positional cues for the movements.

Thoas Banike

Detailed information on each item Gabriel uses to drive back
the darkness: the Combat Cross, its many attachments, Silver
Daggers, Holy Water, and his amazing Relic Powers.
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