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1. CONTROLS 
 
Alt + Enter to switch Full Screen or windowed mode 
 
F1 settings 
 
Esc to open Menu 
 
Menu: 
 
Open Bag: this is you inventory. Press enter to see what you got and to use items if necessary 
 
Technical: shows the skills of characters, and enables using skills (if they can be used out of battles)  
 
Equipment: shows the characters current equipment and allows changing them 
 
Character Status: shows the characters' current level, how much experience points needed for next level, 
strength, defence, soul and speed points, and equipment on the character. 
 
Record Game: Allows saving the game. There are 4 slots available. 
 
Options: 
First line allows changing windows skin 
You can change the volume levels of music and effects on the next lines. 
Battle Animations: You can toggle between shown and hidden depending on whether you want to see 
animations during a battle 
Automatic Dash: If you want to move quickly, change the status to "auto" to avoid having to press shift 
button all the time 
Instant text: change to "instant" if you want the text boxes to show all the lines at once. 
Quit Game: to return title screen and to be able to load a saved game or quit. 
Resume Game: resumes the game (you may also use Esc a couple of times until you get out of the menu 
and resume the game) 
 
 
Alt F4 exits the game without saving 
 
F12 returns to title screen 
 
F2 shows the fps (frame per second) in the title bar 
 
Other tips: 
 
Saving is only available on the over-world map, or at Record Conservers (shiny circles on the floor) 
 
In order to save on the Over-world Map, you must take a step in any direction 
 
When in specific areas of the world including the over-world map hold shift in order to run (or you may go 
to options in the menu and change "automatic dash" to "auto" if you don't want to hold shift all the time) 
 
Press x or A if you want to pause the game 
 
In battles, using the defend option will automatically recover some health and soul energy (mana) for your 
characters 
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2. ETERNAL TWILIGHT Walkthrough 
 
 

ACT I: Organization 
 
After the introduction, ȅƻǳΩƭƭ ƳŜŜǘ ǘƘŜ Ƴŀƛƴ ŎƘŀǊŀŎǘŜǊ Torch, making a deal with a man to assassinate an 
ex-general of the Radendian Army. HeΩƭƭ draw Torch a map to find the general and then you are carried to a 
darker screen with a man standing north. Go and talk to him. At the end of the conversation you'll be 
fighting him. LǘΩǎ ǇǊŜǘǘȅ easy to knock him down especially if you use ¢ƻǊŎƘΩǎ ǎkills. 
 
After you win the fight, the ex-general will say his last words and die. The game will tell more about Torch's 
story. 
 
Torch will meet another man to accept another job offer. Follow the conversations to accept the job.  
 

Go to the cabin up North and kidnap the family's daughter.  
 
Torch will automatically walk north, up to the cabin. The family is standing outside. Follow the 
conversations.  A young man will arrive the scene.  When he introduces himself, a window will open up. If 
you want to change the name of the guy you may do so by typing a new name in the window. The 
walkthrough will call him "Rilus" anyway. 
 
Continue with the conversations. A cloaked man will appear, and will join Torch to fight against him. Use 
Torch's skills and Rilus to attack.  
 
Next screen shows Torch, standing by the fire. There will be a dialogue between Rilus and Torch. Rilus will 
join the party permanently this time and you'll have your next quest: 
 

So we're going to a nearby town to ask about who it is that might be trying to kill me (Torch).  
 
At this point you'll read tips on game-play which are already listed above the walkthrough. 
 
Next, you are on the over-world map and you should see the cabin where the family lives, north of where 
you are standing. You are now able to save your game, so do it. You may also want to check what you have 
in your bag and the status and skills of your characters, make the desired changes in the settings such as 
automatic dash. 
 
Walk towards north and you'll see a town, so get in.  The sign post will welcome you to Emvale Village.  
 
Talk to the characters wandering around the village who will give you tips about your next missions. In the 
centre of the village you will see a shiny circle on the ground with a star in it. It is a "Record Conserver", and 
lets you save your game in areas where you can't save your game, only when you're standing on top of it.  
 
The cottage to the left of the entrance is an item shop. The cottage to the right is an inn. If you talk to the 
lady behind the counter, you can stay at the inn for one night to replenish your health and mana for 15 
Silnium. 
 
 There are 3 cottages on the northern part of the village. The one on the left with a sword sign on it is of 
course a blacksmith shop, selling weapons & armours. You will not have enough money yet to upgrade all 
of your weapons but don't worry; you'll be able to do that soon. 
 
Go into the building on the far right at the top, above the garden. It's a church. Talk to the priest. If you play 
the organ on the left, Torch's speed will be increased by 1. 
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Finally, enter the small cottage in the middle. You'll interrupt the conversation between Irid (the father of 
the family you have saved before) and Cras. Towards the end of the conversations Torch will be offered a 
quest and he can reply in 3 different ways:  
άI'll helpέΣ you'll get an Orange, which increases maximum life by 50 points when you use it on one of the 
characters. 
άFor a priceέΣ ȅou'll get 200 Silnium 
άI can'tέΣ youΩƭƭ get an Apple, which increases strength power by 3 points when you use it on one of the 
characters. 
 
There's nothing to do more in Emvale, so onto the next mission:  
 

Enter the Iron Mines to the east of Emvale Village, and locate your όLǊƛŘΩǎύ daughter, Kiyona. 
Then return her to you at the cabin.  
 
You may want to level up a little bit outside Emvale before you get into the mines. In this way you'll also 
have money to upgrade your weapons at the blacksmith. I prefer to level up my team to level 5 so Rilus has 
his first skill. Don't forget to save your game after each successful fight here, because you can, and it's a 
luxury to do so. In the mines and similar areas you won't be able to save whenever you want:  over-world is 
a good place to level up. Also don't forget that you can try to escape from a fight by using "flee" option 
when you encounter enemies. It works most of the time. But sometimes, especially if the enemy is stronger 
than you, you may not escape and receive hit from the enemies losing your turn. If that happens, you may 
try to flee again or continue fighting. 
 
From Emvale, you need to walk towards east and you'll come across the mine entrance at the end of the 
road. Save again because you won't be able to save it in the mines.  
 
Enter the mines and you'll have the dialogues first and then the mine shakes a little bit reminding it's 
dangerous to stay in there. 
 
Follow the rail tracks all the way up. In the last room the mine will shake again. There is a cave opening on 
the wall you are facing, so enter through that opening.  
 
Walk up, turn right and walk to the end and then walk up to reach the end of the small room. You'll find a 
chest (C1) with 150 Silnium in it. Go back down and then left to arrive the area where you first entered this 
section. Take the left route this time and go up at the end of the room and follow the corridor towards 
right: the mine will shake once again and you'll notice a chest (C2) a bit ahead of you which contains a 
herbal remedy. After collecting it go up and then turn left. At the top of second room there is another 
chest (C3) with Grapes (Soul Force +10) in it. Walk to the last room to the left where you'll see rail tracks 
again. Follow them to enter the next section. 
 
Walk all the way up following the tracks, the mine will shake again. The tracks will take you a bit down and 
then through a long corridor towards left. Walk towards the room on the right from the place that the 
tracks end, and then walk down. You'll find a chest (C4) which contains rare flower.  
 
Walk all the way towards left and then up, feeling the shake again. Enter the first corridor above you, and 
you'll find a chest (C5) on top left with a Harp of Heat in it. Go down and then take the next corridor up. 
Walk towards left and you'll see another cave opening to the next section on the top. Make sure you heal 
and recharge your mana with the items in your bag, if you have lost some on the way coming here. 
 
When you go up in the new area, you'll see 2 soldiers and a man hassling Kiyona. At the end of the 
conversations, two Rodalva soldiers will attack you. LǘΩǎ Ŝasy to take them down with the skills of both Rilus 
and Torch. After the fight watch the events and follow the conversations.  
 
There is nothing more to do here except perhaps noticing that there is a passage on the top left area which 
was closed off due to a landslide. So as Rilus suggests: 
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Return to the cabin and report to Kiyona's father.  
 
Walk out of the mine and save your game. Walk towards east past the Emvale village, and enter the cabin 
of Kiyona's family. 
 
!ǇǇǊƻŀŎƘ LǊƛŘ ŀƴŘ ƘŜΩƭƭ ŀǎƪ ǘƘŜ ōƻȅǎ ǘƻ ƘŀǾŜ ŀ ǎŜŀǘΦ LŦ ȅƻǳ ǿŀƭƪ ƻƴ ƻƴŜ ƻŦ ǘƘŜ ǎǘƻƻƭǎΣ ¢ƻǊŎƘ ŀƴŘ wƛƭǳǎ ǿƛƭl sit 
on them and bring Irid the bad news about Kiyona. Follow the conversations and receive your next mission: 
 

Head to Emvale and find information about Rodalva. Return to you (Irid) with any useful 
information.  
 
Head to Emvale Village once again and doƴΩǘ ŦƻǊƎŜǘ ǘƻ ǎŀǾŜ ȅƻǳǊ ƎŀƳŜ ƻƴ ǘƘŜ ǿŀȅΦ  Rest at the inn, buy 
some items and upgrade weapons if you need to. 
 
Go and talk to Cras, whose cottage is between the blacksmith and the church on the northern part of the 
ǾƛƭƭŀƎŜΦ IŜΩƭƭ ƘŀǾŜ ŀ ǉǳŜǎǘ ŦƻǊ ȅƻǳ. Torch will have three alternatives to respond: 
 
hƪŀȅΣ LΩƭƭ Řƻ ƛǘΥ ȅƻǳΩƭƭ ƎŜǘ ŀƴ ŀǇǇƭŜ όǎǘǊŜƴƎǘƘ Ҍоύ 
What do you offer? : 300 Silnium 
¢Ƙƛǎ ƛǎƴΩǘ Ƴȅ ŘŜŀƭΥ  ȅƻǳΩƭƭ ƎŜǘ ŀƴ ƻƴƛƻƴ όǎǇŜŜŘ Ҍоύ 
 

Go to the bandit fortress to the west, and search it. Look for the trade agreement inside, and 
then return it to Cras.  
 
Before leaving Emvale it may be useful to level up outside Emvale and have a rest at the inn before you 
ƘŜŀŘ ǘƻ ōŀƴŘƛǘΩǎ ƘƛŘŜƻǳǘΦ  hƴŜ ǘƛǇ ŀōƻǳǘ wƛƭǳǎ ƘŜǊŜΥ ȅƻǳ Ƴŀȅ ǘƘƛƴƪ ǘƘŀǘ ŜǉǳƛǇǇƛƴƎ ƘƛƳ ǿƛǘƘ ŀ ǎƘƛŜƭŘ ǿƛƭƭ 
ƛƴŎǊŜŀǎŜ Ƙƛǎ ŘŜŦŜƴŎŜΣ ōǳǘ ǎƛƴŎŜ ƘŜΩǎ ŦƛƎƘǘƛƴƎ ǿƛǘƘ ŀƴ ŀȄŜΣ ǘƘŜ ǎƘƛŜƭŘ ǿƛƭƭ ǎƛƎƴƛŦƛŎŀƴǘƭȅ ŘŜŎǊŜŀǎŜ Ƙƛǎ ŀǘǘŀŎƪ 
power. 
 
From Emvale entrance walk towards North West. The ǊƻŀŘ ǿƛƭƭ ǘƘŜƴ ǘŀƪŜ ȅƻǳ ǘƻ {ƻǳǘƘΦ 5ƻƴΩǘ Ǝƻ Řƻǿƴ 
where you see a horse cart, continue west.  The mountain road will take you to a small tower, which is the 
bandit hideout.  
 
{ŀǾŜ ȅƻǳǊ ƎŀƳŜ ōŜŦƻǊŜ ŜƴǘŜǊƛƴƎ ǘƘŜ ƘƛŘŜƻǳǘΦ  !ǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ƎǊŀǎǎȅ ŀǊŜŀΣ ȅƻǳΩƭƭ ŜƴŎƻǳƴǘŜǊ ŀƴ ǳƴŘŜǊƭƛƴƎ 
ōŀƴŘƛǘ ƻǳǘǎƛŘŜ ǘƘŜ ŦƻǊǘǊŜǎǎ ŘƻƻǊΦ IŜΩƭƭ ōǳƭƭȅ ȅƻǳ ŀƴŘ ȅƻǳǊ ǊŜǎǇƻƴǎe can be 
 
ά[Ŝǘ ƳŜ ƛƴΤ ƴƻǿέΣ ŀƴŘ ȅƻǳ ǎǘŀǊǘ ŦƛƎƘǘƛƴƎ ƘƛƳ 
άLΩƳ ƴƻǘ ƭŜŀǾƛƴƎέΣ ŀƴŘ ȅƻǳ ǎǘŀǊǘ ŦƛƎƘǘƛƴƎ ƘƛƳΗ  
 
After defeating the bandit enter inside the hideout. Walk towards the right room first and talk to the green-
ƘŀƛǊŜŘ ƎǳȅΥ ƘŜΩǎ ŀ ŘǊǳƴƪŜƴ ōŀƴŘƛǘΦ IŜΩƭƭ ŀǘtack you anyways so take him down and move to the next room 
to the right. There is a chest (C1) on top of the room, containing a Wooden Buckler.  Go back to the 
entrance area and take the left most corridor to walk up and then walk down through the first corridor. 
Another bandit is standing on your way, take him down.  Open the chest ό/нύ ƻƴ ǘƘŜ ǘƻǇ ǊƛƎƘǘΣ ȅƻǳΩƭƭ ŦƛƴŘ ŀƴ 
Iron Blade.   
 
Walk towards north then take the corridor to go down. Walk all the way up to the second room, head right 
and up from the first corridor you see. When you exit the corridor, notice a shield on the wall. Torch will 
think it might come in handy, so take the Rusted Old Shield off the wall. 
 
Walk towards right as far as you canΦ ¸ƻǳΩƭƭ ǎŜŜ ŀƴƻǘƘŜǊ chest (C3) on the right side of some crates. It 
contains Bell of Blizzard. Take the corridors down and then up. Go right again and then down, continue 
walking down instead of going right because the road is blocked on that way. Go down, turn right and then 
walk all the way up. Turn left and you will meet another bandit in the second room. After winning this fight, 
walk towards left and reach the last room. 
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There is a man standing in front of the crates, talk to him. His name is Tyrone, leader of the Black Cobra 
gang.  He will attack you with another bandit. After the fight Torch will notice the envelope on the box, and 
wƛƭǳǎ ǿƛƭƭ ǘŀƪŜ ƛǘΦ LǘΩǎ ǘƘŜ Trade Agreement with Foxton.  
 
Leave the hideout and head towards Emvale. On the way up, you will notice a tree between the mountains. 
¢ƘŀǘΩǎ ǘƘŜ entrance to Midpoint Woods.  If you enter, you will be stopped by some soldiers who are looking 
for young and pretty lady with green hair. 
 
Go to Emvale by walking towards east.  Talk to Cras to deliver the trade agreement. ¢Ŝƭƭ ƘƛƳ ǘƘŀǘ ȅƻǳΩǾŜ 
completed the task and Cras will offer another quest.  
 

Escort Cras through Midpoint Woods and establish a trade route with Foxton Village.  
 
/Ǌŀǎ ǿƛƭƭ Ƨƻƛƴ ǘƘŜ ǇŀǊǘȅ ŀǎ ŀ ƎǳŜǎǘΣ ƳŜŀƴƛƴƎ ƘŜ ǿƻƴΩǘ ōŜ ŦƛƎƘǘƛƴƎ ǿƛǘƘ ȅƻǳ ǿƘŜƴ ȅƻǳ ŜƴŎƻǳƴǘŜǊ ŜƴŜƳƛŜǎ ōǳǘ 
will assist you in ǎƻŎƛŀƭ ǎƛǘǳŀǘƛƻƴǎΦ IŜŀŘ ǿŜǎǘ ƻƴŎŜ ŀƎŀƛƴ ǘƻ ŜƴǘŜǊ aƛŘǇƻƛƴǘ ²ƻƻŘǎΦ ¸ƻǳ ǿƻƴΩǘ ōŜ ŀōƭŜ ǘƻ 
save your game there so beware.  
 

 
 
When you enter the forest, walk all the way towards west, pass the road sign, which tells Foxton is up 
North. There will be a chest next to some barrels containing 150 Silnium. Turn back and walk up the road 
sign.  ̧ ƻǳΩƭƭ ŦƛƴŘ ŀƴƻǘƘŜǊ chest with Herbal Remedy before you turn west.  Walk all the way towards west, 
then up north over the water, east and then north. Take the left route first with a chest at the end, 
containing Viviroot. Then turn back and take the right ǊƻǳǘŜΦ  ²ŀƭƪ ǳƴǘƛƭ ȅƻǳ ŜȄƛǘ ǘƘŜ ²ƻƻŘǎ ŀƴŘ ȅƻǳΩƭƭ 
reach the other side on the over-ǿƻǊƭŘΦ  ¸ƻǳ Ŏŀƴ ǎŀǾŜ ȅƻǳǊ ƎŀƳŜ ŀƎŀƛƴΦ /ƻƴǘƛƴǳŜ ǿŀƭƪƛƴƎ ƴƻǊǘƘ ŀƴŘ ȅƻǳΩƭƭ 
see Foxton Village.   
 
When you enter CƻȄǘƻƴΣ ƻƴ ȅƻǳǊ ƛƳƳŜŘƛŀǘŜ ǊƛƎƘǘ ȅƻǳΩƭƭ ǎŜŜ the inn which costs 50 Silnium per night. On the 
ǊƛƎƘǘ ǎƛŘŜ ƻŦ ǘƘŜ Lƴƴ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ ǎŀǾƛƴƎ Ǉƻƛƴǘ ŀƴŘ ƴŜȄǘ ǘƻ ƛǘΣ ŀ ŎƻǘǘŀƎŜΦ Leave it for now to discover the 
other parts of the village and chat with the people. There is a blacksmith and an item shop that you can visit 
here. 
 
Go back to the cottage next to the Inn.  tƭŀȅ ǘƘŜ Ǉƛŀƴƻ ǘƻ ƎŜǘ ¢ƻǊŎƘΩǎ ǎǇƛǊƛǘ ƛƴŎǊŜŀǎŜŘ ōȅ мΦ ¢ŀƭƪ ǘƻ ǘƘŜ Ƴŀƴ 
on the right side. Tom, the Mayor, will greet the party.  
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After the conversations the party will appear in the corridors of Inn rooms.  Watch the events and follow 
the conversations.  As you get your next mission, Cras will leave the party.  
 

Head over to Mt. Dranton and investigate the words of that woman.  
 
Leave Foxton and head to east. You will see a mountain that looks like a volcano in a rocky area. Enter Mt 
Dranton from the south part this area. Saving will not be possible once you enter. 
 

 
 
Take the right route first and open the chest on top containing Ocarina of Oracles. Go left this time and 
follow the road until you see a door. Before entering, go down across the door to find another chest with 
Reinforced Axe in it.  Equip Rilus with this axe and enter the next section through the door. Follow the road 
to the end again until you see a soldier. ¢ŀƭƪ ǘƻ ƘƛƳΦ IŜΩƭƭ ƳŜƴǘƛƻƴ ǘƘŀǘ ǘƘŜ ōƭǳŜ ƘŀƛǊŜŘ ǿƻƳŀƴ ȅƻǳΩǊŜ 
looking for is the new priestess and her name is Atega. You may change her name if you like but I have to 
continue calling her Atega. 
 
Torch has to decide whether he should fight or reason with him to get inside.  
 
LŦ ȅƻǳ ŦƛƎƘǘ ǿƛǘƘ ƘƛƳΣ ȅƻǳΩƭƭ ǿŜŀǊ Ƙƛǎ ŀǊƳƻǳǊ ŀƴŘ ŦǊŜŜƭȅ ǿŀƴŘŜǊ ŀǊƻǳƴŘ ƛƴǎƛŘŜΦ 
 
LŦ ȅƻǳ ŎƘƻƻǎŜ ǘƻ ǊŜŀǎƻƴ ǿƛǘƘ ƘƛƳΣ ƘŜΩƭƭ Ǝƻ ƛƴǎƛŘŜ ǘƻ ŦŜǘŎƘ !ǘŜƎŀ Φ ¸ƻǳ Ƴŀȅ Ǝƻ ƛƴ ŀǎ ƘŜ ŘƛǎŀǇǇŜŀǊǎ ōǳǘ ȅƻǳΩƭƭ 
have to sneak past the other soldiers. What you do is make sure a soldier is facing the opposite direction 
when you want to move unnoticed. You can hide behind small rocks, shadows and other objects when you 
do that.  If you get caught, the party will be carried back to the entrance so you can try once more. 
 
Inside is not a complicated maze: find your way up until you come across an open door. Dashing will not 
work here.  ²ƘŜƴ ȅƻǳ ŜƴǘŜǊ ǘƘŜ ƴŜǿ ŀǊŜŀΣ ȅƻǳΩƭƭ ƴƻǘƛŎŜ ǎƻƳŜ ǇŜƻǇƭŜ ōŜƘƛƴŘ ǘƘŜ ƛǊƻƴ ōŀǊǎΦ ²ŀƭƪ ŀƭƭ ǘƘŜ ǿŀȅ 
ǘƻǿŀǊŘǎ ƭŜŦǘ ŀƴŘ ȅƻǳΩƭƭ ǎŜŜ ƎǊŜŜƴ ƘŀƛǊŜŘ Yƛȅƻƴŀ behind the bars. Talk to her and watch the events. The 
cloaked man will appear again. After the conversations he will have you encounter a team of undead 
warriors. Thankfully Kiyona will join your party temporarily when you fight with them. She has a much 
higher level with a lot of deadly skills. Watch the events and follow the conversations next, which will end 
with Atega joining the party.  
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The party will be carried out of the jail door. You need to get ouǘ ƻŦ ƘŜǊŜ ōǳǘ ȅƻǳΩƭƭ ŜƴŎƻǳƴǘŜǊ ǎŜǾŜǊŀƭ 
soldiers on the way ǿƘƛŎƘ ȅƻǳ ŎŀƴΩǘ ŦƭŜŜ. Good news is your mana and health will be replenished once you 
get out of the jail. Make your way to the exit. Torch will warn the team that there are more soldiers on the 
mountain road. ²ƘŜƴ ǘƘŜȅ ǊŜŀŎƘ ŀ Ǉƻƛƴǘ ǿƘŜǊŜ ¢ƻǊŎƘ ŦŜŜƭǎ ƛǘΩǎ ǎŀŦŜΣ there will be more conversations and 
they will decide to Ǝƻ YƛȅƻƴŀΩǎ ŎƻǘǘŀƎŜΦ  
 
Exit Mt Dranton. On the way back you can rest in Foxton if you need to, buy a weapon for Atega, and 
explore this part of the over-world while levelling up a little bit as well. You will have to pass the Midpoints 
Woods again, which is marked by a single tree on the southern part ǘƻ Ǝƻ ōŀŎƪ ǘƻ YƛȅƻƴŀΩǎ ƘƻǳǎŜΦ  
 

 
 
²ƘŜƴ ȅƻǳ ŜƴǘŜǊ ǘƘŜ ǿƻƻŘ ŎŀōƛƴΣ ǘŀƭƪ ǘƻ YƛȅƻƴŀΩǎ ŦŀǘƘer, Irid. Watch the events and follow the 
conversations. Irid will give a Foresight Badge and the party will have the next mission. 
  

Dƻ ōŀŎƪ ǘƻ aǘ 5Ǌŀƴǘƻƴ ǘƻ ŦƛƴŘ !ǘŜƎŀΩǎ ōǊƻǘƘŜǊΦ 
 
Go through Midpoint Woods and enter Mt Dranton. Half way on Midpoint Woods ȅƻǳΩƭƭ encounter Tyrone, 
the bandit leader. Rilus will fight him alone. 
 
Exit the woods and enter Mt Dranton. Walk all the way up North. When you arrive in front of the door to 
ǘƘŜ ƛƴǎƛŘŜǎΣ ȅƻǳΩƭƭ ƘŜŀǊ ƳƻǊŜ ŎƻƴǾŜǊǎŀǘƛƻƴǎΦ 
 
Walk all the way up to the entrance of prisonsΦ 5ƻƴΩǘ Ǝƻ ƛƴǎƛŘŜ ǘƘŜ ǇǊƛǎƻƴ ōǳǘ ǿŀƭƪ ǘƻǿŀǊŘǎ the right side. 
!ǘŜƎŀΩǎ ōǊƻǘƘŜǊ ƛǎ ǎǘŀƴŘƛƴƎ ƛƴŦǊƻƴǘ ƻŦ ǘƘŜ ōƻƻƪǎƘŜƭǾŜǎΦ  Dƻ ǘŀƭƪ ǘƻ ƘƛƳΦ Iƛǎ ƴŀƳŜ ƛǎ 9ǘƴȅǎƻ ŀƴŘ ƘŜǊŜ ȅƻǳ Ŏŀƴ 
change his name if you want to. Go through the dialogues 
 
 ̧ ƻǳΩƭƭ ōŜ Ŏŀrried to one of the rooms at the Foxton Inn. After the dialogue between Torch and Rilus, save 
your game on the Record Conserver and exit the room. Atega is in the next room. Go inside and talk to her. 
Torch has three alternative responses for accepting the next mission: 
ά²ŜΩƭƭ ƘŜƭǇέΥ ȅƻǳΩƭƭ ƎŜǘ ŀƴŘ Apple (strength +3) 
άLŦ L ƎŜǘ ǇŀƛŘέΥ ȅƻǳΩƭƭ ƎŜǘ Bread (defence +3) 
άLǘΩǎ ǘƻƻ ƳǳŎƘέΥ ȅƻǳΩƭƭ ƎŜǘ ŀƴ Onion (speed +3) 
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Find explosives so we can clear the passage to the Evocation Academy in the Iron Mines to the 
east, and assist the Evokers against Rodalva.  
 
Exit the Inn and go talk to the Mayor Tom, who lives in the cottage on the right. If you have taken the 
Rusted Shield from the Bandit Hideout, Tom will give Torch a Shiny Cross in exchange.  Now, who would 
make use of a Cross? Remember the priest in Emvale Village?  
 
Exit Foxton, pass the Midpoint Woods and enter Emvale Village.  The church is on top, the right most 
ōǳƛƭŘƛƴƎΦ 9ƴǘŜǊ ŀƴŘ ǘŀƭƪ ǘƻ ǘƘŜ ǇǊƛŜǎǘΦ IŜΩƭƭ ǇǊƻǾƛŘŜ ǘƘŜ ǇŀǊǘȅ ǿƛǘƘ ǎƻƳŜ Explosive Powder in exchange for 
the crossΦ ¸ƻǳΩƭƭ ōŜ ŎŀǊǊƛŜŘ ƻǳǘǎƛŘŜ ǘƘŜ /ƘǳǊŎƘ.  
 
9ƴǘŜǊ ǘƘŜ 9ƳǾŀƭŜ Lƴƴ ŀƴŘ ǘŀƭƪ ǘƻ ǘƘŜ Ƴŀƴ ƻƴ ǘƘŜ ǊƛƎƘǘ ǎƛŘŜ ōȅ ǘƘŜ ŎƻǳƴǘŜǊΦ IŜΩǎ ŀ ǘǊŀǾŜƭƭƛƴƎ ǎŀƭŜǎƳŀƴ ŀƴŘ ƘŜ 
will sell you a Small Lantern for 250 Silnium. Buy it to have the source of flame for your explosive powder.  
 
bƻǿ ȅƻǳΩǊŜ ǊŜŀŘȅ ǘƻ ƘŜŀŘ ǘƻ ǘƘŜ LǊƻƴ aƛƴŜǎ ƻƴŎŜ ŀƎŀƛƴΦ [ŜŀǾŜ 9ƳǾŀƭŜ ŀƴŘ ǿŀƭƪ ŜŀǎǘΦ 9ƴǘŜǊ ǘƘŜ ƳƛƴŜǎ ŀƴŘ 
walk towards north until you reach the area where you found Kiyona on you first visit to the mines.  Walk 
towards northwest and stand in front of what looks like a stone ball. When you interact with it, Torch will 
activate the explosive powder and clear the secret passage. Enter the tunnel and walk all the way up. At the 
end of the tunnel the party will stop and talk. A Rodalva Knight, Nikel will appear on the door and attack the 
party. After you take him down watch the events and then exit the tunnel to reach another part of the 
over-world.   
 
Walk north to reach the Evocation Academy and enter. Talk to the Evoker standing in the middle and follow 
the conversations to receive your next mission: 
 

Head down South to Hiron port town and purchase a boat, so we can reach Tordynnar forest, 
and warn the Elves about Rodalva coming for them.  
 
Leave the Academy, head down to the iron mine passage and exit the mines.  Head to the spot where you 
ǎŀǿ ŀ ƘƻǊǎŜ ŎŀǊǘ ōŜŦƻǊŜΦ bƻǿ ƛǘΩǎ ƎƻƴŜ so you can reach the southern part of the continent. Walk south, 
then east and then south again to reach Hiron. Talk to the people, discover the shops and stay at the Inn if 
ȅƻǳ ƴŜŜŘ ǘƻΦ ²ƘŜƴ ȅƻǳ ǘŀƭƪ ǘƻ ǘƘŜ ǎŀƛƭƻǊ ƛƴǎƛŘŜ ǘƘŜ ƘƻǳǎŜ ǿƘƛŎƘ ƛǎ ŀǘ ǘƘŜ ƴƻǊǘƘŜŀǎǘ ǇŀǊǘ ƻŦ ǘƘŜ ǾƛƭƭŀƎŜΣ ƘŜΩƭƭ 
give you a mission before you can get a boat.  
 
Kill the Sea Beast in the cavern next to the Ancient Shrine north of Hiron. 
 
Exit Hiron, walk all the way up north and head towards northeast. The Ancient Shrine is by the sea, infront 
of the mountains. Save your game before you enter. 
 
²ƘŜƴ ȅƻǳ ŜƴǘŜǊ ȅƻǳΩƭƭ ōŜ ŦŀŎƛƴƎ ǘƘŜ ǎƘǊƛƴŜ ŘƻƻǊΦ ¢ƘŜ ŎŀǾŜǊƴ ƛǎ ƻƴ ǘƘŜ ǊƛƎƘǘ ǎƛŘŜ ƻŦ ǘƘŜ ōǳƛƭŘƛƴƎ ōŜƘƛƴŘ ǘƘe 
ǘǊŜŜǎΦ 9ƴǘŜǊ ǘƘŜ ŎŀǾŜǊƴ ŀƴŘ ǿŀƭƪ ŀƭƭ ǘƘŜ ǿŀȅ ǳǇΦ Lƴ ǘƘŜ ƭŀǎǘ ǊƻƻƳ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ ŜƴǘǊŀƴŎŜ ǘƻ ǘƘŜ ƴŜȄǘ ǎŜŎǘƛƻƴΦ 
Follow the track all the way up. There is a chest on your left with Fairy ShoesΦ !ǘ ǘƘŜ ǾŜǊȅ ŜƴŘΣ ȅƻǳΩƭƭ ŦƛƎƘǘ 
the Sea Monster after a short conversation. After the fight follow the conversations again. Atega will ask a 
question to Torch. 
 
He may answer: 
ά¸ŜǎΣ L ŀƳέΣ άbƻΣ LΩƳ ƴƻǘέΣ άL ŘƻƴΩǘ ƪƴƻǿέ 
I still have to figure out if these answers have any effect on the development of the story.  
 
Exit the cavern and the shrine, walk south and enter Hiron village. Speak to the Sailor again. Exit the village. 
¸ƻǳΩƭƭ ǎŜŜ ǘƘŜ ǎƳŀƭƭ ōƻŀǘ ƻƴ ǘƘŜ ǎŜŀ ōŜƭƻǿ IƛǊƻƴΦ ²ƘŜƴ ȅƻǳ Ƙƛǘ ŜƴǘŜǊ ǿƘƛƭŜ ŦŀŎƛƴƎ ǘƘŜ ōƻŀǘΣ ȅƻǳΩƭƭ ǎǘŀǊǘ 
rowing it. Row your boat towards north, then west and then south. The land you should dock is to the west 
of the Evocation Academy. 
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Enter the Tordynnar Jungle from the point marked with a single tree.  Saving will only possible when you 
ŦƛƴŘ wŜŎƻǊŘ /ƻƴǎŜǊǾŜǊǎ ǿƘŜƴ ȅƻǳΩǊŜ ƛƴ ǘƘŜ ƧǳƴƎƭŜ and aƭǎƻ ȅƻǳ ŎŀƴΩǘ ŜȄƛǘ ǘƘŜ ƧǳƴƎƭŜ ǳƴǘƛƭ ȅƻǳ ŎƻƳǇƭŜǘŜ ǿƘŀǘ 
you have to do hereΦ ²ŀǘŎƘ ǘƘŜ ŜǾŜƴǘǎ ŀƴŘ Ŧƻƭƭƻǿ ǘƘŜ ŎƻƴǾŜǊǎŀǘƛƻƴǎΦ ¸ƻǳΩƭƭ ƘŀǾŜ ŀ ŎƘŀƴŎŜ ǘƻ ŎƘŀƴƎŜ 
[ǳƴȊƛŀΩǎ ƴŀƳŜ ŀƴŘ ǘƘŜƴ ǎƘŜΩƭƭ Ƨƻƛƴ ǘƘŜ ǇŀǊǘȅΦ 
 
²ƘŜƴ ȅƻǳ ǿŀƭƪ ǘƻ ǘƘŜ ǊƛƎƘǘ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ Record Conserver (RC) to save your game.  The two narrow 
ŎƻǊǊƛŘƻǊǎ ƻƴ ǘƘŜ ƭŜŦǘ ǎƛŘŜ ƻŦ ǘƘŜ ŜƴǘǊŀƴŎŜ ōƻǘƘ ƭŜŀŘ ǘƻ ǘƘŜ ǎŀƳŜ ŀǊŜŀ ǿƘŜǊŜ ȅƻǳΩƭƭ ŦƛƴŘ ŀ chest (C1) on the 
top left with Scale Shield in it. 
Walk up north from the entrance and follow the road. When you arrive at a junction, take the left route 
because the area on the right is empty. Follow the road again all the way up north, not get distracted with 

Evocation  

Academy Tordynnar 

Jungle 
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other roads.  Turn left, notice the road to the north but follow west route until you reach an area with a 
chest (C2) containing Goddess LeafΦ ¢ǳǊƴ ōŀŎƪ ŀƴŘ ǘŀƪŜ ǘƘŜ ǊƻŀŘ ǘƻ ǘƘŜ ƴƻǊǘƘ ǘƘŀǘ ȅƻǳΩǾŜ ƴƻǘƛŎŜŘ ōŜŦƻǊŜΦ 
¸ƻǳΩƭƭ ǊŜŀŎƘ ǘƘŜ ǎŜŎƻƴŘ ǎŜŎǘƛƻƴ ƻŦ ǘƘŜ ƧǳƴƎƭŜΦ 
 
Follow the road all the way up north until you reach a junction and notice the chest to the east. Walk to the 
right side first to open another chest (C3) with a Snare of Shocking in it. Walk north again until you reach 
another chest (C4) containing Herbal Remedy. Turn right and then walk down to open the chest (C5) that 
ǿŀǎ ǇǊŜǾƛƻǳǎƭȅ ƴƻǘƛŎŜŘΦ ¸ƻǳΩƭƭ ƎŜǘ a Rare Flower. Go back to the area with the previous chest and walk 
towards left to reach an area with columns.  Head north to reach another section. Walk north and watch 
ǘƘŜ ŜǾŜƴǘǎΦ Cƻƭƭƻǿ ǘƘŜ ǊƻŀŘ ŀƴŘ ŜƴǘŜǊ ǘƘŜ ŘƻƻǊΦ ¸ƻǳΩǊŜ ƴƻǿ ƛƴ ¢ƻǊŘȅƴƴŀǊΦ 
 
Follow the conversations. There is a Record Conserver in the middle. An Elven man will rent you beds for 75 
Silnium out in the open.  Walk between the columns and follow the conversations.  Enter the temple and 
follow the conversations with Dyorir. 
 
If you talk to Dyorir again, he will ask if you are ready. You can level up outside the village, rent a bed and 
buy supplies from thŜ 9ƭǾŜƴ Ƴŀƴ ōŜŦƻǊŜ ȅƻǳ ǎŀȅ ǘƘŀǘ ȅƻǳΩǊŜ ǊŜŀŘȅ ǘƻ 5ȅƻǊƛǊΦ 
 
²ƘŜƴ ȅƻǳΩre ready, speak to Dyorir. The party will be carried to the jungle. After the dialogǳŜǎ ȅƻǳΩƭƭ Ŧƛrst 
encounter Knight Nikel, ǿƘƻΩǎ ƴƻǿ ǘǊŀƛƴŜŘ ŀ ōƛǘ ƳƻǊŜ. Watch the events after you win the fight.  This time 
ȅƻǳΩƭƭ ŜƴŎƻǳƴǘŜǊ ǘƘŜ 5ŀǊƪ 9ǾƻƪŜǊ ό{ƛƎŀǘƻǊύΣ ǿƛǘƘ ȅƻǳǊ Ƴŀƴŀ ŀƴŘ ƘŜŀƭǘƘ Ŧǳƭƭȅ ǊŜǇƭŜƴƛǎƘŜŘΦ ²ƘŀǘŜǾŜǊ ȅƻǳ ŘƻΣ 
ȅƻǳΩƭƭ ƭƻǎŜ ǘƘŜ ōŀǘǘƭŜΦ  Collow the events.  
 
Act 1 is finished.  
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ACT II: Dismay 
 
Cƻƭƭƻǿ ǘƘŜ ƭƻƴƎ ŎƻƴǾŜǊǎŀǘƛƻƴΦ 9ǘƴȅǎƻ ǿƛƭƭ Ƨƻƛƴ ǘƘŜ ǇŀǊǘȅ ŦƻǊ ǘƘŜ ƴŜȄǘ ǉǳŜǎǘ ŀƴŘ ȅƻǳΩƭƭ ƘŀǾŜ ȅƻǳǊ ŦƛǊǎǘ 
opportunity to change the party members.  
 

Clear the road to the south of Mt Dranton and go to Rodalva Headquarters to meet James 
 
hƴŎŜ ȅƻǳ ŘŜŎƛŘŜ ƻƴ ȅƻǳǊ ǇŀǊǘȅΣ ȅƻǳΩƭƭ ŦƛƴŘ ȅƻǳǊǎŜƭŦ ƻǳǘǎƛŘŜ ǘƘŜ ƧǳƴƎƭŜΦ  You can row your boat to dock near 
the Evocation Academy and use the abandoned mine passage to reach Emvale, and then pass through 
Midpoint Woods. Or you can dock close to the Ancient Shrine or Hiron, walk north to reach and pass 
Midpoint Woods.  When you exit the woods, turn left and walk down. There is a boulder blocking the way.  
Interact with it to use Explosive Powder. 

 
 
Lunzia will clear the road. Head south and enter Rigweld Pass. 
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Cƻƭƭƻǿ ǘƘŜ ǊƻŀŘ ŀƭƭ ǘƘŜ ǿŀȅ Řƻǿƴ ŀƴŘ ŜȄƛǘ ǘƘŜ ǇŀǎǎΦ ²ŀƭƪ ŀƎŀƛƴ ǘƻǿŀǊŘǎ ǎƻǳǘƘ ŀƴŘ ȅƻǳΩƭƭ ǊŜŀŎƘ wƻŘŀƭǾŀ 
Headquarters. When you enter there will be conversations. Enter the building. 
 
The corridor on the right will take you to armoury, where you can upgrade your weapons.  Take left 
ŎƻǊǊƛŘƻǊ ŀƴŘ ǿŀƭƪ ŀƭƭ ǘƘŜ ǳǇΦ ¸ƻǳΩƭƭ ǎŜŜ ǘƘŜ ǎǘŀƛǊǎ ōŜƘƛƴŘ ǘƘŜ ǎƻƭŘƛŜǊΦ {ǘŜǇ ƻƴ ƛǘ ǘƻ ǊŜŀŎƘ ǘƘŜ ǎŜŎƻƴŘ ŦƭƻƻǊΦ 
Walk down, right and down. If you take the right route yoǳΩƭƭ ǊŜŀŎƘ ǘƘŜ ƛǘŜƳ ǎƘƻǇΦ ²ŀƭƪ Řƻǿƴ ǘƻ ǎǘŜǇ ƻƴ 
the stairs to the third floor. 
 
On your right is the inn, which costs 150 Silnium. Walk all the way up and then left to find James. Watch the 
scene and receive your next quest. 
 

Head East and look for Elemental Seals on a different continent. 
Find your boat and row towards east, following the shallow waters. ¸ƻǳΩƭƭ ǎŜŜ ŀ ǊƻŎƪ ōƭƻŎƪƛƴƎ ȅƻǳǊ ǿŀȅΦ 
Interact with it to clear. 
 

 
 
 
/ƻƴǘƛƴǳŜ ȅƻǳǊ ǿŀȅ Ŝŀǎǘ ŀƴŘ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ ƴŜȄǘ ŎƻƴǘƛƴŜƴǘΦ ¸ƻǳ Ŏŀƴ ŘƻŎƪ ƻƴ ǘƘŜ ƴƻǊǘƘŜǊƴ part. Follow the 
path and then some conversations. Continue towards south and then take the east path to reach 
²ŀǎǘŜƭŀƴŘ ¢ǳƴƴŜƭΦ 9ƴǘŜǊ ŀƴŘ ǿŀƭƪ ŀƭƭ ǘƘŜ ǿŀȅ ǳǇΦ ²ƘŜƴ ȅƻǳ ŜƴǘŜǊ ǘƘŜ ƴŜȄǘ ǎŜŎǘƛƻƴ ȅƻǳΩƭƭ ƘŀǾŜ ǎƻƳŜ 
conversations. 
 
On your right is the item shopΦ LŦ ȅƻǳ ǿŀƭƪ ǳǇ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ wŜŎƻǊŘ /ƻƴǎŜǊǾŜǊ ŀƴŘ ǘƘŜ Lƴƴ ŀōƻǾŜΦ ¢ƘŜ Lƴƴ 
Ŏƻǎǘǎ мрл {ƛƭƴƛǳƳ ƘŜǊŜΦ tƭŀȅ ǘƘŜ hǊƎŀƴ ƻƴ ǘƘŜ ƭŜŦǘ ǘƻ ƘŀǾŜ ¢ƻǊŎƘΩǎ ǎǇŜŜŘ ƛƴŎǊŜŀǎŜŘ ōȅ мΦ 
 
²ŀƭƪ ǳǇ ŦǊƻƳ ǘƘŜ ǊŜŎƻǊŘ ŎƻƴǎŜǊǾŜǊΦ ¸ƻǳΩƭƭ ƴƻǘƛŎŜ ŀ ƎǳŀǊŘ ǎǘŀƴŘƛƴƎ ƛƴ ŦǊƻƴǘ ƻŦ ǘƘŜ ǎǘƻǊŀƎŜΦ  To the right there 
is a house and next to it the Blacksmith. Enter the house and follow the conversations. Leave the town and 
exit the tunnel. 
 
(Note: I find it useful to level up in the tunnel and stay at the inn)  
 
²ŀƭƪ ǿŜǎǘ ŀƴŘ ǘƘŜƴ ǎƻǳǘƘΦ  ¸ƻǳΩƭƭ ǎŜŜ the yellow tent which is the Wasteland Blockade. Enter and exit. To 
the south there is the Fanatic Temple. Enter and follow the conversations.  
 
 
 


