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The walkthrough is based on the MoW super duper pack consisting of arc 1 to 5. Arc 6 is 

also added here separately. The entire game is divided into a total of seven episodes or 

arcs and displays a mastery of rich story line and minutely developed real-like characters. 

The whole game is absolutely story-based, which is why, following the dialogues are 

important…not only to get a trace as to how the game is proceeding but also where the 

story leads to. The music is quite good, appropriate to the events and fresh (compared to 

other RPG games where the same stocks of RPGMakerXP default sounds are used). The 

game not only consists of the usual ‘fight-the monsters’ theme but also has cleverly 

designed puzzles to keep the player hooked onto the game and eliminate chances of 

monotony. The best part (which I personally found wonderful) is that the characters and 

the story in general. Volrath and Artbane have done an excellent piece of work in giving 

thoughtful shapes to the characters as well as the way events turn. The villains are 

amazing, they are common people just like one of us with unique qualities, but driven by 

either blind ideals or by revenge, ambition, etc. 

I’ll not describe the story so that you can play and enjoy it. I shall merely describe what 

to do next, the puzzle solutions and some hidden items that can be retrieved. Fortunately 

there aren’t many spoilers to deal with except for the puzzle hints, so you may consider 

the walkthrough spoiler light☺. I thought of including the puzzle spoilers at the end but 

then changed my mind as that would be tedious to go up and down the walls of text to 

find simple solution. Now let us begin with Arc 1. 

 

 

 

 

 

 

 

 

 

 

 

 

 



**ARC 1** 
 

The arc begins with a cut scene-follow the conversation carefully to get a know how as to 

what is happening. After that you won’t be able to pursue Andau through the big main 

entrance. Walk up the stairs and go right till you come across a smaller door. Enter it; you 

can heal and save the game by walking up to the bed and pressing ‘enter’ (you may return 

to this room anytime to heal your party anytime and save your progress until you exit the 

dungeon). You may choose background music for this room at the piano (you’ll be spoilt 

with choices). Collect the potion from the spot as shown in the screenshot and move 

inside the castle. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FORT DRAKE: the random enemy encounters are- 

 

Enemies Drop Status effects inflicted 

Ghost potion Boo (weakness) 

Rotting corpse antidote poison 

 

The floor is covered with cracks and if you step on any of them then they will enlarge 

into a hole. If you step on the hole you’ll land up at the basement. Only four holes, as 

shown in the screenshot, lead to chests at the basement. The fourth hole is not accessible 

at this floor; it can be accessed by the floor above. 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

After collecting the items from the basement from holes 1, 2 and 3 straight away move on 

to the next floor above using the 1F key. Try to enter the gates, the key to this floor is 

inaccessible. Go up to the next floor. Now this a rope-jumping puzzle where you need to 

press the ‘enter’ key for jumping to ropes/platform; if you fall in the dark space you’ll 

end up at the entrance of this floor. Refer the map to follow the arrow to press switch 1. 

the white circles are the areas where you can drop on to reach certain spots on second 

 



floor. Now follow the next arrow direction to flick switch 2. Go to the first platform and 

after that make your way to switch 4. Press it and then carry on activating switch 3. A 

hole will open in the middle platform.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Drop down that hole and you’ll get the rooftop key. From there stand on the crack 

marked by the circle on the screenshot to get transported to the inaccessible crack 4 on 

the ground level. now retrace to the upper floors to collect the other items from the chests 

by dropping through 2
nd

 floor onto 1
st
 floor. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Now go the 2
nd

 floor (the one with rope puzzles) and exit to the roof top. Open the 1
st
 

door you come across and check the statue for a miracle drop (the chests are empty lol!). 

Walk up to the extreme left of the roof and grab a pocket shelter. Now go into the middle 

room. Watch the conversation and the events that follow. 

PORT ARIANNA:  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



You’ll get transported to an entirely different scene. Carry on reading what your 

characters have got to say. When you are out of the weapon shop, equip the reinforced 

armor on both of your party members. Collect a potion from the chest in the Port Arianna 

map. You may visit the apartments in Cade and Bone’s room (2
nd

 floor, middle door). 

The signboards beside some door will reveal the name of the owner of the room. In 

Cade’s room, the open box filled with straws on your right has 350 gp which you may 

use now or later. The beds will heal you for free. Then visit the hospital to see Rana, the 

blue haired girl, upstairs. After that loiter around the town and talk to everyone. Stock up 

on restorative items from the items shop. The wandering fairy will heal you for free. Visit 

the fish market to buy fishes, the description of what each fish does can be obtained from 

the blue creature standing beside the fish shop. A sailor guy beside a boat near the shore 

of the blue tides estate will challenge you to play a game. If you win he’ll hand over the 

key to the storage house at the port (a small locked room at the port). The game is simple, 

you’ll be assigned odd numbers from 0 to 9 and he will select any even number from the 

same set. If the odd and even number add up to an even number then you lose, if odd then 

you win and get the key to the storage house. There isn’t anything worth visiting in the 

storage house.  

After you’re done with your exploration, visit Gino’s workshop. The chest to the top left 

side has ether. Enter the tent and talk to Gino. He’ll give you weapons for your party 

members for free. You can use his tent to heal up at his bed. Equip the weapons and 

return to Port Arianna. If you’re ready for your next expedition, save and take the town 

exit. 

 

Watch the event, you’ll end up at Gallian cemetery. The well between two trees on your 

left is a healing and saving point. The main entrance to the gallian church is shut, so enter 

the tomb on your right. Go down the ladder and enter the basement. Walk straight to the 

extreme right of the basement and go down the ladder. There keep walking till you reach 

a door with barrier, press action button near it. You’ll hear a noise upstairs. Go up and 

enter the upper room in the middle. Press the action button at the coffin, you’ve released 

the spirits. Now this place will be filled with foes. 

Enemies  Drop  Status effects inflicted 

Gallian Lancer High potion Demoralize (Weak) 

Gallian Axe-Master   

Gallian Swordsman ether Mind Bop (Enfeeble), Holy Blade (Holy Damage) 

 

Now in order to pass through the door barrier, you have to find 5 lancers, talk to them and 

fight them. Their locations are- 

1. Upper left room in basement  

2. Lower middle room in basement 

3. Bottom floor of the tomb  

4. Upper floor of the tomb  

5. Lower left area outside the tomb 

 

An old man outside the tomb near the well buys and sells items. After you've defeated all 

of the lancers, head to the northeastern part of the cemetery and talk to the elf. After the 

conversation is over, you’ll hear a voice. Save and heal; then go downstairs where the 



barred door was and walk into the first open door. You’ll have to fight the three mighty 

lancers. Sophie casts dizzy so be prepared to take her out first, then Gren. The last one to 

kill should be Sloger. They’ll drop high potion, high ether and lancer boots. Keep 

walking, you’ll come across another barrier gate. Open it and you’ll reach another room 

with a ladder and a ghost standing in front of it. He’ll let you pass, but before you go just 

press the action button at a crack on the left of the ladder. It hides a save/healing point 

well and four chests containing ether, potion, phoenix down and pocket shelter. Then go 

up the ladder inside the Gallian Church. 

 

GALLIAN CHURCH: The random encounters here are- 

Enemies Drop Status effects inflicted 

Blood Sucker potion  

Maniac 

Moppet 

ether  

Squid Billy Phoenix 

down 

Spell Lock (Silences one enemy), Tentacle Torture 

(Paralyzes on enemy) 

Refer the screenshot of room 1 (the one you enter) to go to room 2.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Go down where the bench ends and cross it to the other side to get the chest. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

After that take the southern exit onto the next area. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Go down the ladder in this room (the two doors can’t be opened as it has magic barrier). 

Climb down another set of ladder in the next room. Here you have to play a mini game in 

order to get the contents of the blue chest. The objective is to hit all the switches before 

time runs out. Press the switch near the stairs to start the mini game and start from the left 

side; the timer can be seen on the top right of the screen. Avoid the bats, they will slow 

you down. It would take one or two turns to get it right. After you’re done, exit to room 

3. now you can access the left door which was barred earlier. Enter it. 

The room will be pitch dark, just walk straight and press the action button to light up the 

room. Here you’ve got to play another puzzle to proceed further. Pick up history 2 to 

your right from the table, collect the chest items and move on to next area referring the 

screenshot. 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 On reaching the next room, you’ll come across the torch  

 puzzle. Before you carry on, see the screenshot above to  

 get the chest in the previous room; walk along the arrow 

 along the edge as shown and get the miracle drop. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Now play the torch puzzle. You have to light all the torches to unlock the door before 

you. I’ve numbered the torches in the screen shot above, simply press the action button 

consecutively which ever torch number I specify at each turn to light all of them. 

� 6 

� 1 

� 3 

� 5 

� 6 

� 4 

� 1 

� 2 

As soon as all torches are lit, walk a step towards the door; don’t wait for all the torches 

to start blinking one by one or they’ll reset themselves again. Carry on to the following 

region, press the switch, grab the chest item and return to room 3. The right door will still 

be barred. Stand on the tile as shown till it turns the right color. The door will be 

unlocked. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Here there is another mini game where the bat will take away the lantern and you’ll have 

to trace your way in darkness. I initially thought of putting the screenshots but eventually 

it would complicate the process of steps. so I found a easier way-just follow the number 

of steps mentioned in each direction I specify and you’ll reach the door on the other side 

even in pitch darkness. 

� Up by 3 steps from start point 



� 3 steps left. 

� 3 steps up 

� 4 steps right 

� 2 step up 

� 1 step left 

� 2 steps up 

Then in the next room- 

� 4 steps up 

� 3 steps right 

� 4 steps up 

� 3 steps left 

� 1 step down 

� 3 steps left 

� 4 steps up 

� 2 steps right 

� 2 steps up 

� 2 steps right 

� 4 steps up 

� 1 step left 

� 1 step up 

In the following room- 

� 4 steps up 

� 4 steps right 

� 4 steps up 

� 2 steps left 

� 2 steps up 

� 2 steps right 

� 4 steps up 

� 4 steps left 

� 2 steps down 

� 2 steps left 

� 4 steps up 

� 2 steps right 

� 2 steps up 

Enter the door in front of you, pull the switch and return to room 1. There enter the door 

on the left. Pick up the pocket shelter from the chest, grab history 1 from the table and 

return to room 1. Now take the left staircase to the extreme left here. Enter the middle 

door, talk to the fairy, save your game, heal and leave. Enter the left door now, walk up to 

the stairs, climb up and collect the history 3 from the table with a paper on your left. 

Again take the left door and walk along the long corridor. The next room has 6 torches 

and you have to light them up. That’s possible when you can block the bats. Move the 

two small boxes along the arrow direction in the screenshot over the pressed button and 

they’ll become one big box. Then push it over the spot marked with the circle. Similarly 

push the other box along the arrow shown, and then light the torches one by one. 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Press the switch in the next area and return to the hall where you found history 3. then 

enter the middle door. Go up the stairs and keep walking till you arrive at a room with a 

bookshelf and chest. The chest has angel’s tear. The paper on the table has an interesting 

small history about our next enemy boss. Return to the hall and enter the right hand door 

this time. This door has the most difficult time puzzle. You’ll have to reach the door to 

the other side within time. The bats will slow you down, press the switch to start the 

game. After you’re done with this mini game the next room has another puzzle waiting 

for you. Here you have to read the history and put it in the following order for the lamps. 

� 1
st
 light up the uUpper lamp with whatever note it says.  

� The Right lamp 

� Middle lamp 

 



� Left lamp 

Go through the and press the switch, pick up the chest; return to where the fairy was, save 

up and heal and if possible level up a bit so that Shroud learns Chinook (which clears off 

all the other enemies at once). You can get the boss hints from the fairy as to how to 

combat him. Go forth the door and face the boss. You’ll get a dark ring drop after the 

fight. 

 

Watch the following cut scene. Inspect the signboard at Torto’s shop. Now find Emma 

near the way to the port beside the fish seller. Observe the successive events. Before 

leaving the city, make sure you buy one lion fish at least. Then go to Gino. Enter his tent 

and get dynamite from the chest. Leave Gino’s tent and exit to the right path onto the 

Terr mountains. 

TERR MOUNTAINS:  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

see the conversation that follows. The random encounters here are- 

Enemies Drop Status effects inflicted 

Kobold Bandit Dynamite Spiraling Shank (clumsy), Bated Attack (Will only use 

if party is level 9, causes Stun) 

Tuskan 

Commander 

Tuskan 

Bracer 

 

Medicine Wolf bandage Bite (bleed) 

 

 



You can always return and heal at Gino’s tent. The dynamites are useful; you can blow 

up blocked path or rock piles and find new areas. Discover new areas after blowing off 

some spots as shown in the map. You may also shop at Crazy Pete’s shop on the right. 

Walk forth to the white arrow up the stairs as shown in the map. An event will occur, the 

path will be blocked; you’ve got to take the other way. Make your way into cave 1. Pick 

up the chest and move onto the next area inside. There stand here to use the rope for 

climbing up- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Cross the bridge, blow up the rock pile and take the stairs into the cave. Keep walking till 

you come across a chest containing high ether. Return to ladder and go up the stairs; blow 

up the rock pile and then proceed left, jump off the stairs, unblock another cave and enter 

it. It has a chest, go deeper inside the cave and you’ll have to play hide and seek with a 

kobold. Just click quickly on the kobold whenever he appears for at least 5 times within a 

minute. He’ll open up a passage. Enter it and heal at the small pool. Go up, climb up the 

stairs and then enter the hole in the right. Go to the right and use the rope to create 

another ladder. Then tread carefully on the narrow sill on your left until you reach the 

other side. Get inside the cave and keep walking, you’ll come across another save/heal 

point pool. Keep walking till you reach another pile of rock outside the cave. Blow it 

away and get the big bang from the red chest. Retrace your steps back. As soon as you 

leave the cave, you’ll see the kobolds back with a vengeance; play the mini game 

carefully avoiding the boulders. When you’re successful crossing the sill, climb up the 

ladder and keep going. Inside the cave another boulder puzzle will be waiting for you. 

Avoid the boulders and keep going up the stairs. This game can be a bit annoying as it 

takes you at the start each time you’re hit with a boulder. Get out of the pit and walk 



right. Blow up the rock pile to get a rock helm from the chest. Now go your left and use 

the rope to create another ladder. Blow up the cave entrance and enter it. It leads to a high 

potion. Now use the big bang to clear away he big rock pile blocking the way up. When 

you reach the top you’ll see a fairy. Heal and save your game, get fighting tips from her 

and pile up on healing items. Then carry on and face the boss. Feed the lionfish to 

Douglas, try to take him out first. You’ll get Douglas fangs and town’s money after 

defeating them. Watch the events. That’s the end of arc 1. 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



  **ARC 2** 

 
The arc begins with a conversation between two of your main characters. Follow it 

carefully as its going to be the initiation key point of arc 2. Then after, you’ll find Barry 

in front of his shop. When the conversation with him is over, you’ll be visiting Morias in 

jail. Now go to the apartments in Cade and Bones room. From there visit Emma’s room 

in the left most room of the topmost floor of the apartments. See what they talk about. 

When Cade wakes up in his room, check his straw stack to find 700 gp. You may store it 

here or take it later. Set out of your room, again some dialogues will follow. Go to 

Torto’s shop and on your way you’ll receive another piece of information regarding your 

current quest. Get inside the inner room of Torto’s shop. Read the piece of paper lying on 

the table on your right, it contains two recipes for armor, read both of them so that you 

can make armors with those materials. From now on whereever you see a armor making 

stone plate like the one shown below, use it to implement the recipes you come across. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Then go to Gino’s tent. See what he has to say. Buy weapons from Gino and a hard 

leather for crafting equipments later. Change into your characters into their hero outfits 

and set off to Terr mountains. Refer the Terr mountains map to make your way to the 

Terr coastlines (you may wish to level up a bit before proceeding for your main quest). 

 

 



TERR COASTLINE: near the entrance you’ll find a hermit’s shack Gino talked of. Talk 

to him, you can save and heal at his hut. Now keep walking along the coastline; if you 

cross the set of stairs you’ll hear a shriek for help. Watch what happens. There’s nothing 

much in the coast except for toads and sea gulls. Save often and when you are about to 

enter the next screen from this point, save and proceed. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

You’ll end up in a fight in the next area. Heal up after that, save and take the boat onto 

the next region. There is a save and healing pond inside the cave. The hole near the exit 

to the other area has a mole selling items. Proceed onto to the next area. You’ll find an 

inaccessible hole and a switch. The switch can operate only when synchronized with 

another switch on the other side. Click on the switch and then refer the screenshot to 

stand at the spot where Shroud is seen standing to access the other switch; press enter. 

Now you have to press the switch when Shroud casts his wind spell, it has to be timed 

together. 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Cross the bridge and see to your right, you’ll see a partially hidden chest containing high 

ether. Click on the sleeping guard to retrieve a code. Move on. 

 

In the next area walk along the track for a few steps and Shroud will give a tip as to how 

to deal with the guards. Now get on the cart near the entrance as shown below and set off. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Now go ahead and fight them in the usual way. After defeating them, click on them to 

discover two more codes. Keep a note of all these codes as you’ll need them later. The 

chest a bit ahead on the way has pocket shelter. Carry on the next area. While walking 

over the bridge, watch what your characters have got to say. Keep walking onto the next 

region. 

Ride the cart and incur a blow on the big pile of rubble blocking your way to the other 

side. You need to blow it from three sides to be able to demolish it. Press switch 1 and 2 

and ride the cart, you be able to blow one of the rubble pile away. The chest thus 

uncovered has angel’s tear. Now press switch 5 and 7 then ride the cart (switch 6 is 

immovable). Another pile of rubble is cleared, it yields a blue chest containing miner cap. 

Now press switch 7 and ride the cart to blow the big pile of rubble from this side. Now 

press switch 1, 3 and 4 and ride the cart. You’ll discover another chest hiding miracle 

ether. Now press switch 4 and board the cart. The big pile of rubble will be cleared. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



In the following area you’ll find a healing and saving pond along with a switch. Save 

before pressing the switch. The random encounters here are- 

Enemies Drop Status effects inflicted 

Staccato crawler ether Ground (enfeeble) 

Ritcher High potion Breaks into 2 small ritchers at low HP 

Sledge Mole High potion  

Worker mole High potion armor break 

There is a chest almost hidden beside the left side of the pond containing 3 ethers. Click 

on the switch and carry on to the next area. Keep walking and you’ll come across another 

cart. Instead of riding it walk along the tracks till you reach a steep break. The foreman 

will break the continuity of the track. 

 Now you need to resort to the cart and the button combination on the wall. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The switch needs to be fed with four numbers. Now you’ll need the foreman numbers 

which you’ve collected so far-21, 13 and 42. The code to unlock the switch mechanism is 

3142. Then ride the cart. On the other side get the chest beside the switch to retrieve high 

ether. Then press the switch to rejoin the track. Move on to the successive region. You’ll 

end up in the area from where the children exited for break time. You won’t be able to 

pass through the main entrance down, so keep walking east onto the next screen. Kill the 

guards, the hole towards eastern direction contains moles whom you need to fight before 

clearing it. This hole leads to the entrance of the cave (here you may heal and stock up on 

items as you’ll need it later). Now proceed further east from this hole. There you’ll have 

to play a game of cart racing. The objective is to slow down the cart to a stop ahead of the 

mole cart and just before the cliff edge. Talk to the mole to play it, press ‘z’ to start 

slowing down the cart. He will randomly give you booster pack of one full potion and on 



miracle ether or a pear and apple. You can also receive some other stat booster or some 

good items. Now get back by one screen and walk down where the guards are lying. 

Keep walking till you come across another hole, enter it. You’ll be in a maze of holes 

leading to other holes. Here’s the map to it, you need to go to point 9 cave. The moles 

also peep most of the times leading to an inescapable fight. Keep entering and exiting till 

you come across this place in the order of the numbers-1, 4, 6, 7 and 9. One of the holes 

lead to a chest containing the mole maze map. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

After you reach point 7, heal at the pool and exit to point 9. Then go further down another 

hole towards south. You’ll face the mole boss. The trick to defeat is to clean away all the 

moles the boss calls for first and then finish him off. You’ll get the church key plans after 

defeating him. Exit the place via southern path. You have to do another cart ride to blow 

off another piece of rubble. That zone has a blue chest containing metal boots. Carry on 

towards the exit of this place. You’ll land up at the same platform from where the 

children left. Now follow this track into a new area. 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The other area also leads to another switch. Press it to get transported to another region. 

Save and heal at the pool and move on towards west. There you’ll be facing three 

foremen head on. After defeating search the middleman foreman body to find a phoenix 

down. Heal, save and proceed further west to face three more foremen.  The top most 

man’s body has high potion. Go down a long way from where these bodies are lying till 

you come across a chest containing miracle drop. Then go back near the bodies and enter 

the ship like structure (the deck on the right has a chest with lion fish). Climb the stairs 

and you’ll find a switch. Press enter to go down the stairs and collect the angel’s tear 

from the chest. Press the switch and then now stand at the spot marked in the screenshot 

and press enter.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



You’ve got to play another wind magic game where Shroud will cast a spell at a delay 

and Stoic needs to synchronize the pulling of the other switch with it. Both should happen 

simultaneously. After that is done, reach the red chest at the other end to get a missing 

lever. Now go back to where the first set of three foremen attacked you; there enter the 

door we had ignored before. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Here you can craft armors when you’ve found the ingredients. Create a boiled leather 

with the hard leather you’ve brought. Now get outside the room and walk up to the ladder 

to the north east part of the room. Climb it, place the missing lever on the empty switch 

and press it. The other diagonal end of this room has a blue chest containing foreman 

bracers. Go down and inspect the smelting pot, go up and turn off the switch. Now collect 

the tool steel from the smelting pot and craft it to get the church key. Now save and go 

back to the platform where the children exited for a break.  

Here refer the screenshot to press a hidden switch behind the cart down the ladder to stop 

the flames at the entry point of the gates. 

 

 

 

 

 

 

 

 

 



Enter the gates, it will lead to a cave. Keep walking till you reach greener pastures. Walk 

northwards till you come across a fairy. Talk to her, she will give you hints to level up 

before the boss fight at the cave to the right of the entrance. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Then after heal, save and enter the church through the left entrance. Go up to the stage in 

front of the church and get down, a brief conversation will follow. Then go back to the 

cave from where you entered this place, the foe will be waiting for you. He creates 

multiple instance of himself (all are strong as him) and attacks physically and holy magic. 

Blind his vision with Shroud’s willy willy and healing mistral while Stoic hacks him, his 

counterparts will disappear if he is defeated. He’ll drop Dican’s mantle. 

 

After the fight and the following events are over you’ll be transported to the beach. Then 

observe the upcoming situations. After you’re invited to the party, make sure you have 

enough restorative items and a lion fish. Then visit the Blue Tides estate and enter the big 

mansion in the north, that’s the house for Don Kovak. At the party, talk to violet at the 

lower right corner and then to Kovak. Auburn will accompany you then after. Follow 

Auburn on to the dancing stage and talk to her. They’ll have a pretty dance ☺. Observe 

whatever that follows. Then save and buy healing items at the fairy before you’re called 

for a fight. You’ll be joined with two other new members for this fight only. Auburn’s 

spells are extremely useful, especially crowd control, red blaze and dispel. Shroud’s willy 

willy, Stoic’s bone cleave, Finley’s annoy should be helpful. You’ll get a Shadehorn 

cowpie, linked rings, Tyrander’s marker and Douglas fang after the fight. Then get onto 

your room. Then visit Torto’s shop. You’ll find some more events follow. Then Finley 

will want you to meet the Daydream. Walk to the south of the town, you’ll see a crowd 

gathered around them. Attend the meeting, and another set of things will happen. Make 



sure you have at least 250 gp before entering Kovak’s mansion. Then talk to Gino. Save 

and then enter Kovak’s mansion at night. 

 

DON KOVAK’S MANSION: Vec will be waiting for you. Hear his message and 

continue your exploration. At the entrance, walk into the door on your left. Go downstairs 

and press enter at the iron bars. After the conversation is over press the action button at 

the bars again, you’ll be invited for a mini game. Here you have to navigate the jar by 

Shroud’s wind magic and place it over the switch to open the gates. Remember that once 

you press the arrow key the jar will continue its movement along that direction until you 

change its course. Or else the jars will crash against the oncoming object and get 

smashed. The screenshots will give you an idea of the movement direction of the jar. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

Go upstairs and follow the conversation. You have to click on the shadows of the wall to 

help Stoic break through them by bull rushing or by using dynamites. Bull rushing is 

another mini game where you have to match the arrows keys fast as shown in the game 

for at least 5-6 times correctly to be able to unblock the hidden door. The notes on the 

table will give hints about Kovak’s business. First bull rush the door on the right. The 

fairy will ask you to give her 250 gp to offer the options fairies normally offer. Give her 

the money and save.  

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Then bull rush the left door get the hint code from the book on the table. Now bull rush 

the middle door and talk to Caipen. Now enter the code in the clock in her room (its 

1200). The kitchen to the right corner of the room has angel fish. Now get out of the 

room by the door and go up to the exit near the book shelves (the exit to the right leads to 

the party hall). You’ll end up in this room.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Get the items as shown in the screenshot and the code hint from the painting. Now enter 

the clock code in the clock (1134). A red chest will appear containing another hint. Now 

 

 



exit the room via the northern passage. You’ll enter the party hall. There are hints 

scattered all over here. Enter the clock code collected from the hints (0645). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The blue chest that appears beside the door gives you another hint to unlock the door. 

Enter the library and click on the big mirror on the wall to get a miracle drop. read the 

books on the bookshelves for more hints and exit via the eastern path. Enter the first door 

you come across and before doing so read the diary on the table just beside the door to 

 



get some more hints. You’ll find Auburn in the room. Talk to her for some more clues. 

Get outside her room and go up the stairs. The tea cup and pot on the table will heal you. 

The code required to unlock the door is multiplication answer as gathered from the hints. 

Its 868, enter the room. The kitchen corner where the chef is standing will yield a lion 

fish. Talk to the chef for more clues. The next corridor has a music crystal which can 

unlock the door. Collect it and visit Auburn’s room. Talk to her to extract the music into 

the crystal and then come back to where you found the crystal. Put it back to its place and 

play it and the door will unlock. Enter the room and see what your characters got to say. 

Inspect the books of the bookshelf on the extreme right hand side. Observe the 

information gathered carefully. 

 

The next day prepare well to uncover Ercello’s shenanigans. Get outside Cade’s room 

and you’ll meet Finley. Visit Emma and Violet’s room and talk to Violet. When you are 

ready, visit Arianna’s arena. Now you only need to follow the dialogues that ensue. 

Finley will try to stop you, put him back him to his senses with a good beating. 

Eventually he’ll come handy. Then you’ll face Ercello; you have to finish off his angels 

one by one before you take him because his angels are powerful. Start with the smallest 

angel and finish them serially from small to the largest one. In the mean time prevent 

Ercello from casting spells by using Finley’s annoy. Auburn’s crowd control, red blaze 

along with Stoic and Shroud’s spells will also be helpful. They’ll drop linked rings, bow 

sword and angel’s tear. Observe the following scene. Save the game and get outside the 

apartments. Try talking to Barry; then get out of the pub, pile up on restorative items, 

level up (at Terr mountains if you like) save, heal and then carry on to Fort Drake (refer 

Arianna’s map). Keep walking till you come across a split path with a sign board. Take to 

your right and keep walking along the path, you’ll reach the fort. 

 

Enter the fort from the open gate in the front. Then after enter the left passage and pull 

the switch on the wall. Exit the room and enter the passage on the right and pull the 

switch. Get outside and you’ll find a door has appeared on the wall near the entrance 

between two guard statues. Light all the torches in the room and a chest will appear. 

Open it to retrieve a key. Now unlock the bar gates as shown below. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



In the next area, push the box over the switch, the bars will open. Move on and your team 

will divide into two. Guide Stoic in the lower room on the right. Collect the items as 

shown in the screenshot heal and save at the bed. Then move on to the door in the north 

on the dungeon. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Keep walking and see what happens. Stoic will be called on for a one on one fight. You’ll 

get a miracle drop after the fight. Save and see where Shroud leads to. Now your 

opponent is a real toughie and fast, heal in every third turn or else you’ll go down. You 

my also get poisoned during fight. after the fight is over, observe the events carefully. 

That’s the end of Arc 2. 

 

 

 

 

 

 

 

 

 

 

 

 



**ARC 3** 
 

This arc begins with a recap of what has happened so far, narrated by Vec. Follow all that 

happens, then collect 1000 gp from your stash in Cade’s room. You’ll notice that your 

party’s HP and MP have not been restored after arc 2. So heal at the bed and save before 

you go out of your room. Visit Torto’s shop and you’ll see him standing him outside his 

shop putting up something on the notice board. Talk to him and then you’ll wind up in 

the pub. Just carry on as and when the game takes you into different situations. Visit 

Torto’s shop once the long conversations are over and collect 1000 gp from the chest 

beside him. Then stock on healing items and go to the Blue Tides Estates. Talk to the 

carriage owner and then observe the successive events. 

Cade will do the talking in the carriage. He’ll tell some incidents from his past. Then talk 

to Morias when you’re with the toutens. He’ll take a walk into the suburbs. Watch the 

happenings, and then we’re snapped out of the memory lane. Back to the carriage another 

set of brief dialogues will follow. You’ll arrive at Pearlton. Finley will join your party. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



PEARLTON: enter the items shop, talk to Gino to buy new weapons. The shop owner 

let you shop on some items. House 1 has a remedy in the cupboard and a fire shield in the 

fire place. The man selling vegetables (marked in the map with a circle) will give you a 

carrot for free. Enter the armor shop to learn new recipes from the paper on the table. 

Click on each recipe to learn them so that you can use them later. Buy the armors as 

you’ll need them in the recipe. The cup board inside the farm has high ether. Know more 

about the goods sold there at the farm by talking to the woman roaming inside the farm. 

The inn also has a fire shield. The fairy roaming around beside the farm will heal you for 

free. You’ll need 100 gp to rest at the inn (if you’re running short of cash then you may 

sell some unnecessary equipments or items from your inventory. After paying 100 gp to 

the inn owner go upstairs and enter the door on the right. The next day collect the high 

potion from your room’s cupboard and set off to the Eagle’s path. You’ll find a man 

standing beside the exit to eagle’s path, buy hiking boots from him. You won’t be 

allowed to that path, take the path up from the entrance of Pearlton to sacred river 

monastery. You’ll find the guards blocking that way. So you have to visit the eagle’s path 

eventually. You may change your dress and re-enter the town anytime and prepare 

armors as per the recipes in the armor shop. 

 

EAGLE’S PATH: the random encounters here are- 

Enemies Drop Status effects inflicted 

Mist walker Fox tail, high ether Veil of mist (disorient), clamp bite (bleed), piercing wail (stun) 

Jabberwock Lightning rod, milky sap Rooted (paralyze) 

Death cap Strong toxins, phoenix 

down 

Cluster headache (weak, clumsy), necrotoxins (poison) 

The Thing Yellow powder Frantic maul (bleed), poisonous scales (poison) 

The first path is quite linear with two chests one in the lower left side near the entrance of 

eagle’s path and another near the right hand of the bridge. When you reach at the end, 

Finley will engage you in a mini game to shoot and form a bridge. The fairy will give you 

all the instructions required to play it. Press ‘z’ when you want to focus and press enter 

when you’ve aimed at a target. You’ll see a pair of bars moving right and left. When the 

two bars will meet and red color will flash in them and that is the time you shoot. If you 

can’t shoot at that point you have to wait for that synchronization point again. You have 

to shoot at the two poles, one at a time, in front of you that is holding the bridge. 

 

 

 

 

 

 

 

 

 

 

 

 

 



You can heal at the fountain on the left of the bridge. Move along the path and from this 

point take to your right. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

You’ll find a chest containing secret recipe 1 (you need to read the recipe from your 

inventory to learn it) to the extreme right. Then get back to the picture above and follow 

the left path onto the next area. There you’ll face another puzzle-bring the log from the 

dam to make a bridge. Now walk to your right till you come across a pile of wooden logs 

on the water. What you have to do is shoot at the wooden branches blocking the way of 

the log and finally shoot twice at the crack on the wall to make a rock roll down and stop 

the lodites from carrying back the logs. 

 

 

 

 

 

 

 

 

 

 

 

To start the game shoot at the four cracks on the left and right log one at a turn and the 

log will start rolling. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The lodites will be obstructing and taking back the log where it was. Then you have to 

shoot them and help the log flow towards the three rocks. Each lodite needs to be hit from 

the nearest point possible to make them disappear. They will keep re-occurring so you 

need to be fast to hit the cracked wall twice to let a rock roll and stop the log. It would 

look like this- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 



Move over to the next screen. Save and heal at the pool side, the lodites will be waiting to 

avenge you. Before that collect a milky sap from the chest hidden by the trees, just above 

the pool towards the edge. This is another mini game where you’ve got to avoid the water 

blows from the lodites to cross the bridge. You’ll reach this point- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Press enter at the fire woods to get a fire shield and phoenix down from the chest. You 

won’t be able to proceed to the right but let’s remember this path as “SEC” for future 

reference. Now take the upper path. Follow the sequence of the water blows to avoid 

them and cross the bridge. In the next juncture, follow the bridge on the right first. It 

leads to a blue chest containing hiking boots. Get back from that bridge and go to your 

left then to retrieve secret recipe 2. Get back and carry on to the north. You’ll find one 

phoenix down on your right from a chest just after the bridge ends. Carry on and there 

will be another chest containing fox tail on your right hidden by the trees. The guards will 

be standing on your left. Continue north; go to your right between these two tree trunks 

(you cannot proceed to the upper path as they will be blocked by the lodites)- 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Keep moving till you reach here. Grab the chest before you stand near the log. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Press enter at the log, you’ll have to play another mini game. Here the log will start to 

rotate in the small whirlpools. To carry forward you need to move towards the nearest 

 



whirlpool. Considering Shroud’s position as the head and Stoic’s the tail, remember that 

the logs move in opposite directions, and you have to be swift in button mashing. There is 

a time lag between Shroud casting his wind spell and the log moving; so when the log is 

just a turn away from facing the opposite whirlpool, press enter. First go up, then right, 

then up, then up (chest=angel’s tear), then left, then down, then left, then down 

(chest=miracle drop), then up, then up again, then right, then up, then left (chest=) then 

right, right again and then up. See what happens, you’ll be called in for another mini 

game, save before proceeding. This game may seem a bit difficult at first; you’ve got to 

follow the instructions carefully as it is difficult to explain it here. It’s all about fast 

reflexes of pressing the buttons A, S, D and W as and when they appear on screen and 

then mash ‘enter’ furiously. Each lodite is going to take its turn consecutively so it’s 

going to happen six-eight times in total. Then you’ve got to press the arrows keys in 

succession; starting from the left key in anti-clockwise direction taking two full turn-

around to get rid of the “miserable ingrates”. After you reach the banks, take to your right 

between two lying tree branches. You’ll reach a narrow bridge; cross it and move to the 

left side till you reach a cave hidden by the waterfall. You’ll find a chest inside 

containing hard hat. Get back to the river bank and take you right this time. A chest 

hidden in the trees below the small hut has a string toxin. Enter the hut, a fairy will be 

seen. She’ll have an interesting story to say. Buy and sell items, the anvil outside the 

shack will allow you to craft armors. It is recommended that you create phoenix ring and 

phoenix armor along with other things. The fairy will also give ou hint on how many 

treasures are left in this area. You may also level up and earn gp by fighting the foes near 

the fairy shack as she’ll heal you for free and you’ll also gain some gold to buy items if 

you’re running short of gp. After you’re done here, go down between two tree branches. 

Remember this area as you need to come back here (point3). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Follow the dirt path southwards; you find a blue chest containing battle cape. Go down 

the bridge and keep going along the dirt path by three screens till you reach that point we 

named as “SEC”. Take the bridge to the right, there is a chest hidden by the trees to the 

north. Collect the fox tail from it and go down to find a lying tree branch, move directly 

southwards by the side of the branch and you’ll end up at a chest. It contains potion of 

giants. Now get back to point 3 and go west this time between the tree branches. Rest and 

heal by the fire and equip phoenix rings and armor on all your party members. Walk up 

north between the trees till you see a cottage. Watch the conversation and see what 

happens. After it’s over, a long set of dialogues will follow. It will end at the sacred river 

monastery. 

 

SACRED RIVER MONASTERY: get outside the admission room. Here’s the map to 

the monastery. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Now visit the school and enter the room led by the red carpet to the top left side. Follow 

the history classes carefully as you’ll tested later. After the class, you’ll meet one of 

Cade’s new classmates. You may explore the area now as you may not get much chance 

later. You can buy or sell stuff at the school store. Save the game as well as you haven’t 

got a chance to save after Zala’s fight. Enter the room beside the fighting arena. Enter the 

left room, there is a chest containing high potion. The right room has an anvil where you 

can craft armor for free. Get outside and walk over to the way to Pearlton. There is a 

chest (high potion) to the left of the guard in the south. There is another one to the top left 

corner in the trees and another in the extreme top right corner in between the trees. Now 

enter the school and go through the first door in front of you that you come across on 

entering the school premises. There visit the group of people on the extreme top left 

corner; Gabriella will be waiting for you. Eventually you’ll be transported to the other 

half of your party, follow the events that take place there. When you are back to Cade, 

just go through the library. The cup board to the right side down the stairs has a phoenix 

down; the right side of the table with drawers to the top end of the library has a high 

potion. You’ll find Gabriella here, talk to her. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Get outside the library after everything is over, and head over to the school. This time go 

up the stairs to the north and on the first floor go to your right, then down and enter the 

passage to your right. Talk to Selene as shown in the screenshot. The class will begin. 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Follow the classes carefully. Then go down to the history class. You’ll find two of your 

classmates outside the class, save before you talk to them. The watch the events that 

unfold. Lead Stoic and baron to that cave behind the waterfall and before entering the 

cave heal and wear lightning protection/stun preventing equipments. Enter the cave and 

fight your foe. He’ll drop a caffeinated beverage. When Cade enters the church in the 

monastery, guide him to the north most end, go up the stairs and stand in front of the 

closed door. Press enter and you’re in for a mini game. You have to camouflage the 

sound of unlocking the door with that of the roaring thunder. When the screen flashes 

light, the thunder follows after 2-3 seconds. It takes a second between starting and casting 

Shroud’s wind spell. So time his spell around a second or two after the lightening flashes. 

Inside the room open the chest to get a miracle drop; the cupboard has the tower key. Exit 

the room. The scene cuts to another character. Back to Cade’s room, rummage the left 

hand drawer sets for three ethers. Save and go back to the history class. You have to 

answer ten questions. If you answers all of them correctly you’ll get a miracle drop (in 

the next class). The answers to the questions serially are- 

� Lysander Barca 

� Arianna Relle 

� Sarnath Alleni 

� Marcus Gallius 

� Warrick De Cafer 

� Great Rain of fire 

� Port Vincent 

� He was too young 

� 400 years 

� Treaty of Thanatos 

 



Back to Stoic, see what they are doing. Then guide Cade to the tower of sun (refer map of 

monastery). Events will follow automatically. Then after go to the history class. After the 

long series of cut scenes, you’ll have to find Gabriella. Go up the stairs twice and enter 

the first door on the right. Exit the room after the chat and then get set for some 

adventure. Save and set out of the room into the tower of the sun. Talk to Gabriells beside 

the tower and go inside. Press enter near the piece of paper in front of you; you’ll have to 

answer the puzzle in order to open a hidden door. The answer you need to type in is 

Thanatos (the ‘T’ must be in capital and spelling absolutely correct). Climb up the stairs 

that appear to the north of this room and then answer the next puzzle-Vincent. Carry on 

to the next room, the answer to the puzzle is Perditia. You can ask Gabriella for hints if 

you’re stuck. The next area is the library; the red chest has a battle spear. The small chest 

on the table to the north has whatever Cade had been looking for. Watch the events that 

follow, you’re in for a series of mini game now. The first game is about avoiding the 

oncoming debris by pressing the up and down arrow keys. Next you’ve got to mash the 

‘enter’ buttons furiously when you see that onscreen to jump across the cliff. Keep 

playing them as and when they appear in the series. Then you’ll have the foe you’ve 

following. The counter attack spell will come handy; you need to heal yourself as soon as 

you have only 40% of HP left in Shroud or else sparrow will make his move first and 

wipe you out. Shroud’s wind spell will be helpful when he vanishes. Then after there is 

another set of fight waiting for you. Take out the bodyguards first as they keep healing; 

Shroud’s willy willy and counter attack along with Bone’s hilt slam, blood letting, bone 

cleave and Baron’s annoy should help. They’ll drop Evrind’s mantle and bodyguard 

bracers. After things are over, get back to your apartment in Port Arianna and go to bed. 

Go to Finley’s room and he’ll get along. Visit the boat travel office and talk to the man 

on the left behind the desk. Then head over to the port; talk to Gino and then man beside 

him. We’re off for Boreal. 

Take a stroll in the ship and talk to Auburn, Bones, Violet, Gino and then to Finley 

downstairs. Then go to the bed below the map and sleep. 

 

BOREAL: go along the path straight to Boreal. When you enter Boreal, a brief 

conversation will follow. Then explore the town. Enter the weapon shop on your right 

and buy and sell weapons and armors. The open book on the table will give you clues to 

new armors. Enter the house beside the weapon shop and talk to Auburn and Tanisa. 

Enter the inn up the stairs, the fire place has a fire shield, press enter on it to retrieve it. 

The small caravan sells candies, some of them are really useful like the angel food cake. 

You may buy some items if you’re running short of them. Save the game and carry on to 

the main building to the north. Talk to the fairy, go up the stairs and then go through the 

open door in front of you. Watch the conversation that’s ensues. Then get prepared for a 

fight. its important to disorient your foe with willy willy or pistol whip or he takes huge 

chunks out of your party’s HP. He casts sleep; you’ll get a stack of dishes after defeating 

him. Follow the events then after. The cupboard at the inn room where your party has 

been resting has a high ether. Save and visit Tanisa’a house and talk to Auburn. Go along 

with her and see whatever that happens. Now its time to explore some dungeons. Walk 

out of Boreal and go east along the path. Buy a pair of snow shoes from the man standing 

on the right on your way to the volcano. Carry on, save and enter the cave to your left. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FROZEN VOLCANO: enter and first fetch the chest that you’ll find on going up the 

stairs as shown below, it contains secret recipe 3- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The random encounters you’ll face here are- 

 

 

 

 

 

Enemy Drop Status effect inflicted 

Snow leopards Leopard’s fang bleed 

Frost manes Phoenix down, ice pick Disorient, Clumsy, broken 

Frozen wisp Ethereal embers, high ether Possess (berserk) 

carapice Ice shield, high potion, hard shell  

 



Then walk along the path, you’ll discover a snow ballett. See what Laurel has to say. 

You’ll be in for a bull rushing act by Stoic. Press action button on the sunken wall before 

you to either bull rush it or blow it up by dynamite. The next place has another puzzle for 

you. You have to retrace the steps the ice elemental leads to. The fairy will help you get it 

if you’re stuck. The step counts (starting from the first ice path block) and directions for 

the first puzzle is- 

� three steps up 

� Two steps left 

� Three steps up 

� Two right 

� Two up 

The next area has two ways, one leading to the main dungeon and the other to a chest in a 

cave to the right. First we’ll retrieve the chest- 

� Two steps up 

� One step left 

� Two steps up 

� One step right 

� Two steps up 

� Two steps right 

� One step up 

� Four steps right 

Go to the passage to the other side; the chest has insulated armor. From there go- 

� four steps left 

� one step up 

� two steps left 

� one step up 

In the next area, there is a save pool on both sides. Remember this place as the “hall”. 

Save at it and go to the northern door, you’ll find it blocked. You need to press four keys 

to unlock the path. Each key has to be accessed from different areas. Return to the hall 

and go right. You have to jump when thick smoke comes out of the vertical columns. In 

the next area you will have some teleports to work with. The floor is quite weak and 

some points will crack on standing over it. You’ve got to activate the teleport on the other 

side. After that, walk over any one of the cracks on the floor to fall through. There are 

many chests in that region that can be accessed from the floor above through the cracks. 

Go through the passage to the north. A mini puzzle is waiting for you. The fairy will give 

the instructions perfectly. Follow it to get through the holes. There are also chest you can 

access in that wall containing a flame thrower. After you get through the puzzle, the 

successive region has chest containing high potion. Go west and press the switch. The 

path to the south leads to the floor with cracks.  Go northward and press enter at the walls 

you see before you. You can either bull rush the walls as shown below or blow it up 

using dynamites. First blow away wall 1 and 3 and retrieve the chests; they contain secret 

recipe 5 and miracle drop. Then unblock the middle wall. Here you need press a pair of 

arrows as it appears. 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Go up the path and press the switch. Go to the floor with cracks. These are spots where 

you need to fall through and collect the chests. Do it for sometimes to collect all of them.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Return to the hall, save at the save pool and go left through the passage. The next area is 

quite linear; the first chest you come across has phoenix down, the second chest down the 

stairs has high ether, the third chest further down has high potion. Now there is a trick to 

get the chest whose shadow can be seen on the wall. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Press the switch from the other side of the pillar as seen in the reflection. Then access the 

chest from the other side of the pillar as shown. It has miracle ether. The chest in the next 

area has high potion. Stand on the ice block and help Shroud channelize the wind. When 

ever you see the ice flakes floating to a direction you’ve got to press enter to cast the 

spell. A path will be displayed when you’ve timed it right. Now stand on the left side of 

the ice block and move it by- 

� three places right 

� nine spaces up 

� two spaces right 

� eight spaces up 

� one space right 

Move on and save at the pool in the successive area. Remember this spot as “spot1” for 

future reference. Press enter at the mirror you see at a certain angle in front of the blue 

chest, its orientation will change. Then head straight first into the northern passage; press 

enter at this point, see what Laurel has to say.  

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

I’ve numbered the mirrors for ease of reference. Press enter at mirror 1 first, and then 

press enter at the magic circle. A fire will shoot out and keep bouncing on the mirror till 

it goes out. Go back to “spot 1” and you’ll see that the fire melts an ice block in front of 

the blue chest. Get the snow shoes from it, change the direction of the middle mirror there 

and go to the northern room again. Press enter at the magic circle again and get back to 

spot 1. From there go west this time, the fire will melt and ice block in front of the chest. 

Get the secret recipe 4 from it, change the direction of the mirror located there and go to 

the northern room again. Don’t forget to learn the recipes you collect over time from your 

inventory. Press the magic circle again and return to this western area, the ice will melt 

ice from a yeti. Go near the yeti and it will run away. Follow it into the next area. The 

yeti will run away again leaving you with a mini game to play. Here you’ll have to dodge 

the ice spikes and move on to the yeti and press enter. Hide inside the corners and ladders 

to avoid the spikes. The next area has a number of chests. Collect them before you get hit 

by the ice spikes from the yeti. Return to spot 1. Press the switch on the eastern path. 

Return to spot 1 and go to the northern room. Now press enter at mirror 4 and activate the 

magic circle. Then press mirror 4, 6 and 7 and activate the magic circle. Then after press 

mirror 6, 5, 2 and 1 and press enter at magic circle. The ice covering the stairs will melt. 

Press enter at the magic circle before going down. At down stairs you need to move the 

burning flame to the ice chunks that are blocking the chests. Melt the fairy as well and the 

one blocking the path further down. Press the switch you’ll find to the end of this place 

and go back to where the ice elemental is. Collect the snow ballet and move on. Save at 

the save pool and carry on walking. Here you need to use Finley to get to the other side of 

the ice paths. First, get the treasure chest by hitting the icicles tip using the ‘z’ button like 

 



you’ve done earlier. Remember that the icicles won’t last long in the lava so you need to 

be quick. The bigger icicle needs to be hit thrice to make it fall, they also last longer. The 

first chest has potion of giants. The blue chest has frozen kris. Save at the pool you came 

across before this area and then move ahead. There is a chest near the entrance in the next 

area containing pocket shelter. Save, heal at the save fairy and stock up on items as you 

she’ll disappear after you’re done. Crack some more icicles to your right when the ember 

mages cut off the bridge. Equip the phoenix armor and ring on your party members when 

you reach the other side and then fight the ember mage. Press the switch and get to the 

other side. Go across the bridge and crack some icicles to make path to your left side, 

finish the mage, press the switch and get back to this side. Then up ahead to your right is 

another ember mage in charge of a switch. Then go up the stairs, save and heal at the 

fairy, forge some armors if you have sufficient materials and go ahead to face the next 

major enemy. You’ll be first challenged by Chard for some gun firing with Baron. Press 

enter immediately when you see ‘draw’ flash on screen. Then you’ll be attacked; you’ll 

be facing some good fire damages, and the ember mages will keep replenishing thrice. 

After the fight is over, you’re going to get transported to Auburn. 

Swap her items, buy some healing items, heal and save at the battle fairy. The snow mans 

you’ll come across have treasures in them, press enter at them to retrieve them. The green 

colored circular objects in the holes are frozen fountains. They can be molten using 

Auburn’s fire spell, but they’ll keep flowing only for a few seconds before they are 

frozen again. Now go down the stairs and keep walking till you are at the beginning of 

the area. There are six chests in this area, three hidden by snowmen, two that can be seen, 

and another inside a cave blocked by the snowman. Find them on your own. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Not the ice block as marked in the screenshot. The ice block will help you get to the other 

side of the river by acting as a stepping stone between the broken bridge. But for that you 

need to push it to the frozen fountains and then melt the fountains, by pressing enter at 

them, so that it’s thrown up the platform. Remember that the ice block can only be moved 

in straight direction and it stops at only obstacles. Follow the screenshot to move the 

block in the directions shown and melt the fountain; push the ice block over it, it’ll be 

thrown up. On the upper platform, the direction to move the ice block is as follows- 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The next puzzle will be solved in the following 

way as shown- 

Before pushing the ice block up the fountain in the last puzzle, melt the fountain up the 

stairs and then melt this one. Push the ice block, it will be thrown twice up to the final 

platform. After that simple push the ice block onto the broken bridge and step over it to 

the other side. After crossing the bridge, there is another chest directly south of the fairy, 

partly hidden by the mountains. Save and heal at the fairy, you may level her up if you 

like. Carry on to your left then after. Meet Goma, you’ll have to fight him using Auburn 

only. He casts fire damage, Auburn’s fire shield should protect her, her wheel kick, 

crowd control and is good to weaken him. After that, watch the scene. When you’re back 

to Boreal and after the conversation is over, you’re next quest will be for Artagel. You 

can give the snow ballet to the flower lady in Boreal, she will give you a crafting item-

rare flower. Buy and sell items, save and heal; then visit the docks. 

 

Observe the following events carefully. Save the game; time to move on to arc 4. 

 

 

 

 

 

 

 



**ARC 4** 
 

The game begins with a heart breaking cut scene. After all the conversation is over, visit 

Torto’ shop. Open the chest beside him to get 1337 gp, you may also forge some armor in 

the room behind if you didn’t do that earlier. Then go to Gino. After that buy or sell items 

and go to your apartments. Press enter to make Cade rest on his bed. There’s going to be 

some more events to watch. Go up the stairs after that and then enter the room to your 

right. Pick up Laurel and visit the carriage at Blue tides estates. Talk to the driver and set 

off for Rellenia first. 

 

RELLENIA: explore the city before going about your business. You’ll get a mini quest 

at the fruits shop from the red haired guy-to find a pear. You can buy some watermelons 

and oranges from there as they can be quite useful in battles. Visit the thief’s house and 

check the drawers to find the stolen pear. Return it to the fruit shop guy. The red house to 

the lower left has a remedy in the left drawer. The house to the left of equipment king has 

5 cherries in the green cupboard. The fire place at the inn has a fire shield. Go to the other 

side of the city to find the weapons shop and Gino. Buy and sell weapons and armors 

from Gino and Kenneth. After you’re done with exploration, visit Wyre’s office. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Visit the elven Kings palace, the one with the blue roof at the southern most part of 

Rellenia. Talk to the girl Jillian near the stairs, she’ll take you to King Bane. After the 

day is over visit the throne room again. Use the Bane’s key to unlock the room to the 

right of the stairs. The red chest has fountain key. The cupboard has one of each of high 

potion, high ether, pocket shelter and remedy. Now go to the fountain in the town and 

press enter at the other side of it-a secret passage will open. 

 

(to be contd…..) 


