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STRANGERJIN/ A STRANGE/LAND
A storm whips across the land, catching in its fury a young man and his donkey. When the howling winds subside and
the skies clear, the young man, a Prince in a faraway land, does not know where he is—and his donkey is nowhere to
be seen. Eager to find the pack animal, her burden a king’s ransom in gold, the Prince starts calling her name. His voice

echoes through a narrow canyon. He thinks he is alone, but his shouts are not fading into the distance unheard. They
are picked up by the ears of men on a hunt—men determined to capture their quarry.

These men are closing in on a young woman named Elika. She runs from these guards frantically, avoiding their eyes
by darting between the shadows of sharp rocks in the canyon. Escape is almost within her grasp. But just when she is
about to slip beyond the fingers of her hunters, she hears the call of a young man looking for his donkey. He’s going to
get himself killed. And worse, get her captured.

Elika runs into the Prince, clasping her hand over his mouth to keep him quiet. But she doesn’t reach him soon
enough and his voice reveals her position to the hunters. Now, the Prince and Elika must run together, keeping one step
ahead of these dangerous men. While the Prince runs for his life, she runs for the life of all humankind. She runs to
keep a dark power hidden, buried so deep in history that it’s been turned into a story to scare children into behaving.

What the Prince doesn’t know is that Elika is the
daughter of a once-great king, now known sadly as
the Mourning King. The Mourning King is about
to make the third in a series of tragic mistakes that
threatens to undo all of the universe, perverting
the pure into the corrupt and casting the light into
the shadows. He is going to resurrect Ahriman, the
horrible God of Darkness. And only Elika can stop
him. But she has to get to a sacred temple first.

The temple is the site of the fabled Tree of Life.
In the children’s story, the tree is the prison of
Ahriman, bound there by his brother and God of
Light, Ormazd.

— 2 ~—
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In the beginning, there was only Ahriman and Ormazd. The light and the dark. And as dominion spread,
Ahriman learned to covet the half of the universe controlled by his brother. Ahriman derived power from
darkness, and so he sought to corrupt the hearts of humans. Lured with false promises of riches or fooled
into distrusting their fellow men, these souls turned grotesque. As each heart fell into blackness, Ahriman
grew in strength. Thanks to the ease with which the human heart can be made impure, it was not long
before Ahriman controlled almost the entirety of the universe.

Before the last light of good was eclipsed, Ormazd launched his attack on his brother. Ahriman had
corrupted so many souls that his power was no longer concentrated in his own being—it had been spread
throughout his slavering followers. And so Ormazd charged into these twisted souls, striking them down
before Ahriman could withdraw his power from their vessels. Unable to collect himself, Ahriman was cut
to the quick. By the time Ormazd tired, only four of Ahriman’s grim soldiers remained—the Hunter, the
Concubine, the Alchemist, and the Warrior.

soldiers could not spread their shadows.

And so Elika runs.
And now the Prince runs beside her.

o
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Ormazd used the last of his strength to trap these four blighted spirits
inside the Tree of Life, one of the last pure objects in the universe. With
his servants under chains, Ahriman himself was now tethered to the Tree
of Life. With his last pulses of power, Ormazd drove Ahriman into the
Tree of Life and sealed him inside. Before disappearing into the cosmos,
Ormazd placed his chosen people, the Ahuras, in charge of maintaining
the Tree of Life. As long as the tree lived, Ahriman and his wicked

But time weakens all bonds, and Ahriman’s whispers are escaping the
Tree of Life. The Mourning King has fallen victim to Ahriman’s lies. The
duty of the Ahuras is about to falter. The Tree of Life must survive.
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THE(CAST
THE PRINCE

He is the hero without a name, but his
deeds do not need a name to be legendary.
However, the Prince was not always a hero.
He wasn’t even always a Prince. In the
beginning, this young man only dreamt of
riches as he wandered the world in search of
adventure. The young man never considered
the lessons of yesterday—only the promises
of the road ahead of him. So concentrated
on himself was he, that he had no true
friends and no true home—ijust a life on the
road, learning only what he needed to get
by and see another day in the hopes that it
would be the day that made him rich beyond
his wildest dreams.

What makes a man a hero? Is it bravery?
Is it courage? Is it a firm grasp on the
difference between right and wrong?

Or is it sacrifice? Is it finally getting
everything you wanted, only to give it up for something greater than yourself? The man who would one day become a
Prince is about to learn this hard lesson and have his heart tested in ways that reveal the true material of a man. He will
hurt. He will suffer. But he will stand taller for it and become the hero the world needs, lest it crumble.

Enika

As the Ahuras slide into the folds of
history, this last descendant of the once-
legendary people must do all she can to
prevent the cosmic disaster of Ahriman’s
return. Whereas the Prince is still a
stranger to the transformative power

of sacrifice, Elika knows it all too well.
Her life has been beset by tragedy too
many times, but instead of retreating into
bitterness, she has turned her pain into
something great. She has turned it into
duty.

As one of the last Ahuras, only Elika
knows what is at stake if Ahriman finds
a way to loosen the bonds of the Tree of
Life. She is, at first, hesitant to open her
trust to the Prince, but to save the world,
she must learn to rely on this brash young
man who is good with a sword. Between
his sword and her magic, the pair might be able to force back the darkness. If there is a hero inside this young man, let
her be the one to bring it out so that humankind can survive.

— 4 —
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MourNING KING e,

MOVES IN MYSTERIOUS

Elika’s father is the last of the Ahura kings. WAYS

With the dwindling of Ahuras, the royal DYNAMIC WORLD

lineage enters its sunset. The Mourning King DESERT

earned his sad name from the tragic death RUINED CITADEL

of his wife, Elika’s mother, a devastating iy

loss from which he never quite recovered. i
CITY OF LIGHT

As a result of the tragedy, the king’s fate has g
taken a dark turn. His own daughter flees v
from him, determined to reach the Tree of %r
Life before the Mourning King. The king is
supposed to be the true vanguard of the Tree

of Life, so why is Elika’s father so intent on stopping his
beloved daughter from even stepping foot in the temple
that houses the mystical tree?

THE/CORRUPITED

Ahriman’s power is spread across his minions. To turn back Ahriman, the Prince and Elika must strike down the God
of Darkness’ four soldiers, known as the Corrupted. These grotesques were once humans. But their hearts were weak
at just the wrong moment, allowing Ahriman to slither inside and ruin them. Can they be redeemed? Or must each be
dealt one final blow to bring Ahriman to his knees?

Trae HUNTER

Pride has its price. The Hunter was once a prince consumed

with the sport of the hunt. But after bringing down one of each
beast in all of creation, the prince believed himself to be a hunter
unrivaled. This was the opening that Ahriman needed. The God
of Darkness offered the prince a quarry unparalleled in this world.
The prince greedily traded his soul for such game, but instead of
finding himself chasing down a fantastical animal, the prince was
transformed into a monster. Now he himself is the hunted, a lure
for the world’s greatest sportsmen. With his grim traps and three-
bladed sword, the prince will forever fight men on behalf of his
new dark master.

The Hunter stalks his prey, patiently waiting for
the right moment to lunge.

5 -
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THE CONCUBINE

There is no cruelty greater than love that is not returned. There

was once a woman who so loved a man, but he did not share such
affection. Though she desperately sought to be what he wanted, the
man’s heart never softened. And so the woman allowed herself to be
fooled by Ahriman’s promise to turn her into what the man would
love. She was given the gift of shape-shifting and was able to discover
the form that best pleased her beloved. But she soon discovered this
talent had its limits.

Each night, she was forced to retreat from the man and become an
entirely new woman. And so each night she had to try to woo the man
all over again. Each new form pushed her further from her true self
until all that was left was the Concubine, a writhing mass of jealousy
and rejection.

From behind her wicked veil, the Concubine still
has the power the exert a siren song.

THE ALCHEMIST

There is great honor in the pursuit of knowledge, but to do so at

the cost of compassion or ethics is an equally great sin. Long ago,
there was a scientist so consumed by his quest that he was ultimately
rejected from society. As he grew old, the scientist realized that his
vast knowledge would cease with his death. And so the scientist set
about discovering a way to trump the finality of death. But no man
can stop death, and so when Ahriman offered the scientist the formula
for eternal youth in exchange for his soul, the man accepted.

But Ahriman is the ultimate trickster. The formula was so
complicated that the scientist expired while trying to make sense of it.
But he was not angered by this trick, because through eternal service
to Ahriman now, he would truly live forever, able to continue his
experiments.

oulsmarted centuries of opponents.

pLEIT g s o) 6 -
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THE WARRIOR e,

The desire for peace can lead men
MOVES INMYSTERIOUS

to unspeakable acts of war. And so WAYS

the king of a pacifist tribe turned to | DYNAMICWORID

violence when his peaceful people DESERT

were attacked without mercy. But his RUINED CITADEL

enemies were better at the art of death iy

than the king and his small cadre of SO
CITY OF LIGHT

soldiers. When all hope was lost and KN N
his beloved people were about to be k.
destroyed, the king accepted an offer ;S.r
from Ahriman. In exchange for his soul,

the king would inherit the power to

visit death upon his enemies. After ripping apart his
enemies, the king became a symbol of violence and
was cast out by his peace-loving people.

Now the king is Ahriman’s instrument of war.
Capable of incredible acts of violence thanks to his
twisted form and superhuman strength, the Warrior
is the most feared of the God of Darkness’ horrors.

to be reckoned with. But beneath that corrupted
armor lies a heart in eternal turmoil.
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During his travels, the Prince has achieved great mastery over his body. He is capable of some astounding acrobatics—
at times, it looks like he is able to shake free of gravity. During his adventures with Elika, the Prince is able to call upon
not only some impressive solo moves, but also some incredible duo maneuvers. And just when the Prince is ready to be
impressed with his own skills, Elika has a few moves of her own that put the Prince in his place.

PRINCGELY M/OVES)

4iu From the desert
 outside the
temple of the
Tree of Life, you
can see incredible
! skylines of

the regions

corrupted by
Ahriman. Huge windmills scrape the skies. Crumbling
towers make defiant last stands against the horizon. Hot
air balloons gloomily sway in a sinister wind. Those are
just the tip of the landscapes the Prince must successfully
negotiate in order to strike at the heart of Ahriman’s
power: the Corrupted.

There are very few direct lines from one location in
this world to the next. Since the regions controlled by the
Ahuras have fallen into disrepair and the presence of the
corruption has only served to accelerate that decay, the
Prince and Elika must be clever in sniffing out new routes
through the wreckage and ruins. With floors fallen away,
columns that still hold up a dangerously unstable rooftop
must substitute as a means of crossing corridors. Poles
that once held proud royal banners are now there to be
swung around. Scaffolding exposed by severe weathering
is now the only way to ascend a tower with collapsed
stairs.

But even
though the
mission is dire,

entirely write
this off as a sour
experience. He
knows how well =
he moves. And these exposed fixtures and vine growths
are a means for showing off a little. Sure, there is a
centuries-old monster waiting for him at the end of the
line, but why not at least have some fun leaping from
pole to post like a child turned loose on a brand-new
playground?

_—_ 8
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4 You have primary
1 control over the
Prince. Use the
left control stick
to move the

! Prince. Lightly

I pressing the stick
* makes the Prince
gingerly move, but pressing it farther in any direction
breaks the Prince into a brisk run. The face buttons of the
controller are assigned to the Prince’s elemental moves,
which can be turned into some pretty spectacular moves
when linked together properly.

*Please refer to the PC manual for PC controls.

Move XBOX 360 PLAYSTATION3
Sword (X) [
Jump/Dodge (A) X
Elika/Magic (V] A
Gauntlet (6) ()
Guard ®D/ R1)/
Talk to Elika @/ g/

Action/Jump: While exploring, this button makes the
Prince jump. In battle, this button pulls off one of the
Prince’s acrobatic moves, such as sliding between the
enemy’s legs.

Attack: This button is only used in combat. It slashes an
enemy with the Prince’s sword.

Magic: This is Elika’s cue. Depending on how you
use this, Elika will perform a number of different
moves, such as assisting in battle or utilizing one of
the mysterious power plates you’ll encounter while
exploring the regions.

Gauntlet: The gauntlet is used in both exploration and
combat. While exploring, the gauntlet is used to “link”
moves, such as transitioning from a wall run to grabbing
a brass ring and then back to a wall run. In combat, this
button grabs an enemy and throws it into the air.

—
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Descend/Guard: To slide down a vertical surface while
exploring, hold the right trigger. In combat, though,

this button doubles as your guard command. Horizontal cracks can be gripped with {!,
relative ease, and exposed woodwork is as '
ACROB ATICS good as a ladder. In fact, it’s so easy for the RETDRA QETLE PRINCE
) Tk 5 Wi ’ Prince to climb faces like these, h
Watching the Prince in motion is like having a front-row gy R e
) often afford a free hand to help Elika get up DYNAMIC WORLD
seat to the circus, except the clowns have been replaced iy oo

by thousand-year-old monsters. The Prince has a series of
basic acrobatic moves for negotiating tricky landscapes.
You must master these moves if you want to close in

on Ahriman’s vicious henchmen and restore order to a
universe that is about to fall into ruin.

RUINED CITADEL
THE VALE

ROYAL PALACE
CITY OF LIGHT
TREE OF LIFE
SECRETS

i

Jump

The Prince can even run directly up a flat wall.
Eventually, gravity does kick in while running up a wall,
so look for features you can grab on to. Brass rings or
scaffolding are perfect grips. Just climb up the wall,
grab the ring or scaffolding, and then either kick away
to scamper up another wall opposite from your current
surface, or grab onto another textured surface with the

The Prince is outrageously nimble, able to make fantastic ~ gauntlet and continue your ascent.
jumps through open space like a cat. To make one of these
astounding leaps, just run toward anything the Prince

can grab on to—a column, vines, scaffolding—and press
the jump button right when his feet reach the edge. The
Prince throws himself through the air and instinctively
grabs on to the target surface.

L e T
e -

= -

F IF THE TARGET 1S TOO FAR AWAY, THE PRINCE FALTERS

“ wirtHout EuikA's HELP. CHECK OUT ELIKA'S SPECIAL
MOVES TO SEE HOW SHE CAN ASSIST HIM.

CLiMmB

Beams are perfect springboards for launching the
Prince across open spaces.

L e e

With his special glove and incredible upper body

. . " : p— strength, the Prince can climb up columns and posts.
The Prince is an accomplished climber, able to find a To rotate around the posiapressie PP IR on the

foothold in even the shallowest crack on a sheer surface. left control stick. Ascend or slide down the post by
When approaching a wall, inspect it for any imper- pressing either up or down on the left control stick.
fection—that’s a potential grip. Jump onto the wall and
then scrabble up it by moving the Prince over any hold.

a—— N, 9 —_—
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Grab vines for support when climbing walls. Elika
hops on the Prince’s back and hitches a ride.

The Prince can even use vertical cracks to climb
up walls. Just make sure you have your grip before
trying to ascend.

Use the jump button to kick away from columns and
walls and land on the opposite landing, provided you
checked first and there is one.

The Prince can bound between two vertical walls to

reach high ledges, as long as the walls are close enough
together. To pull off this move, run up one of the walls.
At the height of the Prince’s climb, kick off with the jump

-

button. When the Prince finds temporary purchase on the
opposite wall, kick off again. Repeat your jumps until the
Prince is at the top of the shaft and able to pull himself up
to the ledge.

= |F THE WALLS ARE TOO FAR APART FOR THE PRINCE TO
#  JUMP ALONE, USE ELIKA’'S ASSISTANCE TO COVER THE
EXTRA DISTANCE.

WALL RuUN

run along a wall for a short distance. Thanks to his ability
to shift his weight combined with a gauntlet that can
“bite” into walls, you can cross chasms with little worry.
To wall run, just run toward a wall and jump into it. Keep
pressing forward with the left control stick. Watch for the
Prince’s loosening grip, though.

When you see the Prince’s feet and gauntlet start to
slide, he’s about to peel away from the wall. If you're still
over a hole, press the jump button to kick away from the
wall. The Prince uses the last of his momentum to push
off and either hop down to a platform or grip the opposite
wall. Just keep pressing forward to continue wall running.

LOOK FOR HORIZONTAL SCRATCHES ON A WALL—
#  THEY'RE A HINT THAT THE PRINCE CAN PERFORM A
SAFE WALL RUN.

—
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ROOFING

battles gravity. There is no limit to how long 7
the Prince can use a grip fall, but you had 3
better make sure there’s something at the
bottom to land on.

RETURN OF THE PRINCE

DYNAMIC WORLD

i = DESERT
s - CmRtnCE PR 0

o /,
7~ THE PRINCE CAN KICK AWAY FROM A THEVALE
ROYAL PALACE

GRIP FALL TO REACH A LEDGE ON THE

OPPOSITE SIDE OF A ROOM OR CANYON. INORTIGHE
JUST PRESS JUMP NEAR THE BOTTOM TO TREE OF LIFE
PUT YOUR FEET ON THE WALL AND PUSH JSECRETS
AWAY.

gravity. With brief bursts of speed, the Prince can clamber
across a ceiling. However, there must be something for
the Prince to quickly grab on to, such as a brass ring, or
he will completely lose his grip. To grab the ring and keep
roofing, press the gauntlet button just as the Prince grabs
the ring.

i

The soles of the Prince’s sandals let him slide effortlessly
down sloped surfaces, such as carved stone and rooftops.
The only catch is that once the Prince starts to slide, it’s
impossible to stop. The only way out of a slide is to jump
away from the surface, so before committing yourself to a
slide, make sure there’s something on the other side that
you can catch—or that will catch you.

Roofing is one of the Prince’s “linking” moves. You
can cross a room without touching the floor with this
maneuver. For example, try scrambling up a column.
At the top, kick free of the column and scramble across
the ceiling using rings before jumping down to another

column. This is perfect for situations where the floor is s ez
either dangerous—or simply not there. m \

GR]P FA]_L : WHILE SLIDING, YOU CAN MOVE FROM SIDE TO SIDE

#  WITH THE LEFT CONTROL STICK, DIRECTING THE PRINCE
SO HE CAN SAFELY JUMP TO THE NEXT SURFACE AT THE
END OF THE SLOPE.

84 Linianc Moves )3

Because each area
is constructed of
so many poles,
pillars, slides,

o - = = walls, and rails,
Sometimes the Prince needs to drop down to a lower level you will need

but there is nothing to grab onto and safely descend. In to often “link”

situations like this, the Prince can use his special glove together moves to keep from falling. This requires
to find purchase and slow a fall. Just lower the Prince using the gauntlet at the right time to link together
over the edge of a wall and then squeeze the right trigger different activities. In an extended run through a
to hook the wall with the glove. Sparks fly as the Prince number of environmental features, like wall runs

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



c\i{{; LINKING MOVEs

(coNTINUED)

B and rings, using the gauntlet almost feels a bit like a rhythm challenge. Hitting the button at just the right moment
transitions the Prince out of wall run and across a ring. In time with the Prince, you press the gauntlet button again
to release the ring and grab on to a ledge. There is no jamming buttons here—success comes only to the smooth.

Here’s an example of linking some moves:

The Prince and Elika use a power plate Pressing and holding the gauntlet Now you can use the magic button to

to fly to a new area, but their arc drops button makes the Prince scramble activate the power plate and blast

them off just below the next power plate. up to the power plate. off for the next plate.

There is one time where it’s especially tricky to know when to use the gauntlet button to transition
between moves. A few rings are on runners. When the Prince grabs this type of ring, it slides along the wall.
You must tap the gauntlet button right as the ring reaches the end of the runner to wall run away from it
successfully. If you hesitate, the Prince loses his grip on the ring runner.

E11KkA!'S) M OVES)

Elika is hardly helpless—she too has a range of acrobatic gifts. Many of her moves are similar to the Prince’s, so don’t
worry about her falling behind when you scramble across a tricky landscape or dart around a puzzling room. But Elika also
has her own skill set, plus a few moves she can use in conjunction with the Prince when he dares gravity a little too much.

SAVE CoOMPASS

The greatest magic at Elika’s disposal is her ability to When you’re unable to see the best way out of a trouble

pull you back from the brink whenever it looks like you spot—maybe the solution to a particular room is eluding
are about to fall to your doom. As you lose your grip and you—Elika’s magic gives you a hint at how to escape.
start to tumble into the void, Elika’s hand reaches out Elika raises her hand, releasing a blue trail that highlights
to grab yours. She yanks you back up to stable ground, potential routes. She shows you things like places you
giving you a second (or third, or fourth) chance to get can wall run, cracks to climb, and where you can safely

it right. Elika also rescues you if you stumble into a pit grip fall. To use the compass, just come to a standstill and
of corruption. This gift is automatic. You do not need to press the magic button.

activate it with the magic button and there is no limit on
the number of times Elika can save you.

(T g A e s Teom — 12 —
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Sometimes the distance is just too great to cross alone, so
Elika and the Prince team up to perform this high-wire
move. Jumping through the air, the Prince and Elika join
hands to gain momentum and propel each other across a
wide divide. To use this move, jump across a particularly
wide chasm. As the Prince starts to descend from the apex
of the jump, press the magic button to call on Elika. She
propels you to your next landing point.

Want a good indication of when you need Ehka S
help? The screen will start to turn gray, indicating
that the Prince is about to take a nasty fall. Quickly
press the magic button to salvage the jump.

ELIKA'S MAGIC 1S STRONG. EVEN IF THE NEXT LANDING
SURFACE 1S TOO HIGH ABOVE YOU AND YOU DON'T
PRESS THE MAGIC BUTTON SOON ENOUGH, ELIKA WiLL
STILL SAFELY HURL YOU UP TO THE LANDING ZONE. USE
TH1S WHENEVER YOU'RE NOT SURE ABOUT A GAP THAT
MAY BE TOO WIDE. GIVE IT A TRY AND SEE IF ELIKA
CAN HELP YOU COVER THE DISTANCE. IF NOT, WELL,
THEN ELIKA CAN USE HER MAGIC TO SAVE YOU INSTEAD
OF HELPING YOU COMPLETE A JUMP.

— -

POWER P1ATES %

RETURN OF THE PRINCE
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The magic of Ormazd, the benevolent god FS}
that lost out against the wickedness of Cc
Ahriman, is still alive in the world of the

Ahuras. This magic can be unlocked by collecting Light
Seeds after purifying different areas of the world. (For

a complete description of Light Seeds and the different
magics, please see the next chapter.) Once Elika unlocks
one of Ormazd’s four magics, the corresponding power
plates in the world light up. Each magic is associated with
a specific color, and there are four different colored power
plates: red, yellow, green, and blue. For example, if you
unlock the Breath of Ormazd first, that will activate the
green power plates. You cannot use the other three until
you gather up enough Light Seeds to unlock the corre-
sponding magics.

To use a power
plate, grab it
by either wall
running across
it or climbing
up to it. When
you pass over
the plate, you
automatically he51tate as Elika reaches to the sky, ready to
unleash the power plate’s magical move, should you press
the magic button in time. If you press the magic button
while the Prince and Elika are on top of a power plate, the
pair pirouettes into the sky. There are often networks of
power plates you must use to reach the end of each area
and challenge the Corrupted.

(. —
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£ CAUTION _§§

1 } . -
()]
'fp IF YOU FAIL FALL WHILE JUMPING AROUND A SERIES OF
*  POWER PLATES, ELIKA CARRIES TO BACK TO THE LAST
SOLID PLATFORM YOU WERE STANDING ON BEFORE YOU

USED ORMAZD’S MAGIC.

Since you unlock the different magics throughout
the adventure, you must sometimes return to previously
visited areas and try out power plates that were dormant
on your first pass.
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COMBAT

During his travels, the Prince has become quite handy with a sword. His skill with a blade will be put to the test as
Ahriman’s forces rally against him and Elika. The combat system, however, is more involved than that just slashing
with a sword. In addition to his regular slice and parry attacks, the Prince can now link together a series of attacks and
acrobatic moves. A simple sword attack can dovetail into an aerial maneuver, with the Prince flinging an enemy into the
air before calling upon Elika to use her magic to strike a monster down to the ground with a thunderous thud.

Mastering this new combo system—the art of chaining
moves—is both the key to success in the fight against
the forces of darkness as well as a feast for the eyes.
Especially when the acrobatics result in a phenomenal
death blow that sends one more of Ahriman’s minions

back to the underworld.

INDIVIDUAL MOVES

Before getting into combos, you must understand the
essentials of the Prince’s individual attacks and moves.
Once you have these down, then you can start experi-
menting with combos to pull off insane attack chains.

i The Prince’s

! default attack is
a sword slash.

|| Approach an

! enemy and press
! the attack button
Ml to strike. Steel
flashes across the
screen, connecting with the target and dishing out a little
damage. Pressing the attack button four times is a basic
sword combo that is effective at pushing back against an
enemy and cleaving away a solid amount of the enemy’s
stamina.

Ry MAKE SURE YOU ARE WITHIN RANGE OF THE ENEMY
“ BEFORE ATTACKING. IF YOU ATTACK OUT OF RANGE

(ABOUT THREE STEPS BACK), YOU LEAVE YOURSELF OPEN
TO A HARSH COUNTERATTACK.

_— 14

If, while
attacking, you
push a smaller
enemy up against |
a wall, you can
throw them over
your shoulder
by pressing the
attack button. The Prince automatically grabs the enemy
with his gauntlet and tosses them back into the arena.
This move not only causes damage to the enemy, but also
leaves the enemy open for a second. Use the dodge button
to close the gap and launch an new string of attacks.

Holding the guard
! button raises the
Prince’s arm so

! he can block an

1l incoming attack.

! Using the sword
as a shield, the
Prince can block
most attacks, but cannot launch an attack from this position.
If the Prince is wounded, he auto-generates health over time,
but holding this defensive position slows his recovery.

If you are
severely hurt,
the corners of
the screen turn
red. Seek cover
to revive the
Prince’s flagging
spirits. While
hurt, you are vulnerable to lethal strikes from enemies.

If you do not block an incoming blow, the enemy may
force you to the ground and try to deliver a lethal strike.
You can recover from this by pressing the button flashed
on-screen. If you hit the button in time, the Prince jumps
to his feet and is back in the fight.
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However, if

button timing,
| the enemy will
indeed slice and
Y stab you. Elika
must use her

magic to rescue
you from certain death. While Elika is using her magic to
assist you, the enemy retreats and recovers a significant
amount of lost health.

DEFLECT

A properly timed
" block can effec-
tively counter

an enemy
attack, opening
M a window

to launch a
counterattack
that can evolve into a mighty combo. When you spot
your enemy launching an attack, such as raising a sword
or rearing back a massive fist, get ready to block. If you
block just as the enemy’s blow is coming down, you brush
it aside. Now, you are not guaranteed a free hit on your
enemy just because you successfully deflected an attack.
Your enemy can do the same to you. It is not uncommon,
when fighting the Corrupted, to see a series of blows

and deflections before one of you misses the timing and
breaks the cycle.

DobDGE

If you need
to put some
distance between
|| you and an
| enemy (perhaps
| you’ve been
injured), use the
dodge button
to quickly hop in the dlrectlon you are pressing the left
control stick. Repeatedly tapping the dodge button while
pulling away from your enemy will draw some distance,
but that won’t necessarily stop your foe from trying to
close the gap you're busily creating. You can also slide to
the left or right, which is particularly useful when you are
fighting an enemy that can be pushed over a ledge. Keep
sliding until you have the enemy with its back against the
ledge and then launch your series of attacks.

"‘“-1-
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If you press the control stick toward the ¥

enemy and tap the dodge button, you slide h
between your enemy’s legs and pop up on C

the other side. This little bit of acrobatics is

a good launching pad for an attack combo, but it can also
be used to quickly get an enemy to make it back toward a
ledge or breakable object.

GAUNTLET/LIFT

% The same

ol gauntlet that lets
you slide down

| sheer walls also

| digs into the

W corrupted hides
of enemies.

" When close to an
enemy, tap the gauntlet button. The Prince lunges at the
enemy and slams that glove into its torso. Now, the Prince
launches the enemy into the air. From here, you can either
jump back and dodge (useful for healing) or start an
attack combo.

MAGIC

i Elika can attack,
il too, but she
does so with her
| magic instead
of a physical
weapon. Elika
cannot zoom
across the arena
and attack from any d1stance She uses your shoulders as
a springboard for her magic attack, so you must be close
enough for Elika to vault over you and deliver her magic
blow. Now, the magic move by itself has very limited use
(more on that in the Ahriman’s Influence section), but it
is a very important part of successful attack combos.
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SPECIAL ATTACKS

Sometimes, Ahriman’s minions will get the drop on you.
Or they will fly into a rage and attack with a ferocity
than can only be answered with lightning reflexes. These
special attacks from your enemies are handled not with
traditional moves, but by pressing buttons as they appear
on-screen. You have a short window of opportunity to
press the on-screen button before you are injured by the
special attack.

Just like
trying to avoid
a lethal attack
when you’ve
been knocked on
your back, you
must respond
to these rage- St g B
fueled attacks right away or suffer the consequences. For
example, the Hunter will sometimes go berserk and start
wildly flashing his blades. You must tap the sword button
to parry each incoming blow.

The Warrior will also try to swipe you off him after
you launch an acrobatic attack, so as you climb around
his massive frame, tap the on-screen button as it’s shown
to keep moving around the body and attack where the
Warrior cannot reach. These sequences typically last just
four or five moves, but if you mess up the timing, the
monster will punish you. Expect some real hurt—the kind
that can get you in trouble with an incoming lethal attack
if you do not back off and recover right away.

STRUGGLES

gt Now, when you
i or an enemy get
backed into a
"= wall or a corner,
you enter into
=l a struggle.
Depending on
T —— S the enemy, yOU
may have to try to pull away from the confrontation or
at least keep a clash of weapons out of your face. In the
case of the Concubine, as an example, the harpy uses her
corruption powers to grab your sword and try to pull you
close to her so she can attack you directly. When these
struggle erupt, you must repeatedly tap the attack button
as fast as you can to break free of the struggle. If you lose
the struggle, you suffer injury. If you win, though, you put
your enemy on its heels and can launch into a new attack
on your terms.

—_ 16

PERIMETERS

The perimeter of each arena is a significant factor in the
pacing of a battle. There are three kinds of perimeters:
open edge, wall, and corruption. If you push a soldier or
Corrupted into a wall (or they push you into one), you
and your opponent immediately go into a struggle.

However,
if you back a
soldier up to an
open edge and
land a strike, you
enjoy a quick
kill. The Prince
runs the soldier
through with his blade, no matter the strength of the
soldier.

YOU CAN EVEN USE THIS MOVE ON SOME OF THE COR-
RUPTED, SUCH AS THE HUNTER AND THE ALCHEMIST—
BUT EXPECT THEM TO WORK OVERTIME TO KEEP AWAY
FROM THE EDGES OF AN ARENA.

Some arenas

i} are lined with

| corruption, and

|| that benefits

your enemy. If

T, you are shoved
&A back into the

# corruption, Elika

must save you. While Elika pulls you out of the poison,

your enemy can regain any lost health. Pushing an enemy

into corruption is actually something of a favor for the evil

one. For example, if you back the Alchemist into a field of

corruption in an arena, he just melts into the muck and

then appears directly behind you. Now your back is to the

corruption, leaving you extremely vulnerable.

Occasionally, your enemies will be overcome by an
extra boost of power directly from Ahriman. This
power manifests itself in three different ways. Each
condition, called Ahriman’s Influence, is linked

to a specific Corrupted. When you first encounter
that Corrupted, who then uses the influence, it is
thereafter unlocked for all other Corrupted and
soldiers to use. Influences must be battled with a
specific attack. Using the wrong attack results is-a
terrific backfire.

—
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Ahriman’s Fury: The enemy suddenly
erupts in black corruption, covered

with writhing tendrils or sharp spikes.

Only Elika’s magic dispels this state.
Trying to attack with the sword or

Ahriman’s Patience: The enemy goes
into a defensive position that can only
be disrupted with a gauntlet attack.
Watch for yellow sparks to indicate
the enemy in this state. Let the enemy

Ahriman’s Anger: A bright flash of
blue envelops the enemy. Only a
sword attack removes this powerful
influence.

gauntlet injures the Prince. attack, deflect the blow, and then tap the

gauntlet button to dispel the influence.

If you try to use Elika’s magic on either Ahriman’s Anger or Ahriman’s Patience, she will be hurt.
Elika is cast aside and must regain her strength before she can rejoin the fight. While Elika is out of

commission, you cannot use any of her magic attacks in your combos. Because this severely limits
your options, be sure that the influence is only Ahriman’s Fury before tapping the magic button.

ComBoOS

Now that the basic are out of the way, it’s time to start
linking attacks into devastating combo chains that leave
your enemies reeling. Just like linking acrobatic moves
while exploring seems to have a rhythm to it, so does
chaining attacks. Depending on which move you start
your combo with—sword, lift, dodge/acrobatic, or
magic—you can try dozens of different chains.

would end the combo.

The basic combo is to tap the sword button four times,
unleashing a torrent of blows that knocks your enemy
back. However, instead of tapping the sword button that
fourth time (which ends the combo), tapping the magic
button instead links your sword attacks with a magic
attack from Elika.

el

However, tapping the gauntlet button after invoking

SIS
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Now, you have an entirely new set of options. If you
were to tap the magic button two more times, Elika would
strike the enemy with a total of three magic attacks. That

Elika’s magic the first time sends the Prince in to grab the
enemy and send it flying into air. Now that the enemy is
in the air, you have another series of options. Hitting the
sword button would slash the enemy as it falls and end the

combo.

- w17

Protected by copyright. Unauthorized or unlawful copying or downloeading is prohibited.



But if you instead tapped the dodge button, you could
now chain this already fierce combo that started with some
sword slashes, then added a magic attack before going for a
lift move, with any number of combo endings. For example,
hitting the magic button twice after the acrobatic move
would close out this extended chain with two hard hits
from Elika. A lesser soldier wouldn’t survive and one of the
Corrupted would certainly be rattled to the core.

ComBO TREE

It may be easier to think of these combos not as just a
bunch of attacks, but as branches of a tree. (In fact, if you
look at the Options tab from the Pause screen, you can
access a list of the combo moves in-game that’s called

the Combo Tree.) Every chain starts out with the normal
combo. This set includes all of the starting moves for a
chain, from a sword attack to a lift attack with the gauntlet.

From the normal combo, you have three choices: lift
combo, Elika combo, and acrobatic combo. These moves
are determined by how you link away from the normal
combo. If you link away from your normal combo with the
magic button, you then move into the Elika combo branch
of the tree. You could end your chain with the Elika combo,
or branch out into the two combos accessible from the
Elika combo: lift combo and aerial combo.

PLAYSTATION 3

|

NORMAL
EEEN

{Ems )
H

Chaining into the aerial combo or throw combo
branches of the Combo Tree are dead ends. All chains
stop at the conclusion of one of the moves from this
combo group. They are indeed powerful finishers, but
they do end a chain.

Here is the entire Combo Tree, complete with the
button presses that make up each move inside the
individual branches of the tree. Branches that feed into
each other are linked by arrows. Because the aerial combo
and throw combo branches are chain-enders, they do not
link to any other branch except by the arrow that feeds
into them from other branches.

5 T NOTE=—"])

SRR

IT TAKES REAL PRACTICE TO MASTER THE COMBO TREE,
BUT WHEN YOU DO LINK TOGETHER A SERIES OF SEVEN
ATTACKS FOR THE FIRST TIME, MIXING UP SWORDS,

MAGIC, AND THROWS, 1T FEELS LIKE QUITE AN ACCOM-
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After Ahriman explodes from his bindings, the Prince and Elika must discover a way to put the dark god DESERT
back in his eternal shackles. Since Ahriman thrives on corruption, the only weapon to use against the god RUINED CITADEL
is the power of purification. Throughout the land are patches of sacred ground, buried under the rot and THE VALE

ROYAL PALACE
CITY OF LIGHT

stench of Ahriman’s darkness. Elika possesses the power to turn the land before Ahriman’s influence sinks
in too deep. Should Ahriman be allowed to salt the earth with his wicked corruption for too long, it may

be impossible to repel the god. And so the Prince and his companion must waste no time driving straight ZSE;EOTZUFE
for the fertile grounds spread around the world. If the Prince and Elika can push back the Corrupted that %ll
guard each piece of fertile ground, Ahriman will have no choice but to retreat to his prison beneath the
temple of the Tree of Life.

But how the Prince and Elika tackle their task is entirely up to you. After leaving the temple of the Tree of Life at the
beginning of the game, you choose where the pair goes first. And second. And so on. Will you start your adventure by
pushing through the Vale, home of the Alchemist? Or visit the Royal Palace and challenge the Concubine? Or will you
actually explore different corners of the map instead of focusing on one particular region at a time? It’s entirely up to
you. But the decisions you make are not without consequence. The order in which you visit areas and defeat Corrupted
has a ripple effect across the rest of the world. Stepping foot in certain areas releases traps that infect other parts of the
world. Meeting one of the Corrupted affects the way the others fight. You could feasibly see this world through sixteen
different lenses, depending on your decisions.

This chapter will explain exactly how to travel around the world of the Ahura and what changes occur when you reach
specific destinations or battle each Corrupted. Use this as a travel guide and plot out your path. You can try to avoid
trouble by triggering traps as late in the adventure as possible, or really increase your challenge by getting the Corrupted
to share their powers early in the game.

TRAVEL

In the world of the Ahuras, you step
to your own fate. Defeating Ahriman
requires saving all 24 patches of
fertile ground, but you choose

the order in which you purify the
corrupted soil. Routes through the
world are unlocked by collecting

the powerful Light Seeds, a magical
source that allows Elika to unlock
the four powers of Ormazd. Each

of Ormazd’s powers allows passage
to four different fertile grounds
throughout the world—two in each
of the four regions of the world:
Royal Palace, City of Light, the Vale,
and the Ruined Citadel. Each of
Ormazd’s powers unlocks like-
colored power plates, though, so you

must return to purified areas after LeGenD
o TEMPLE 8 Tue CAULDRON 15 RovAL GARDENS 22 Tower oF ORMAZD
eammg a new OrmaZd pOW@l" SO KING's GATE 9 CoNSTRUCTION YARD 16 ROYAL SPIRE 23 QuEEN's TOWER
g SuN TEMPLE 10 MACHINERY GROUND 17 SpiRE oF DReams 24 City oF LigHT
you Eam grab all the nght Seeds and MARHSALLING GROUND 11 RESERVOIR 18 CoronamiON HAarL 25 WARRIOR’S FORTRESS
invest in another new power, until MARTYR'Ss TOWER 12 HEAVEN'S STAIR 19 CONCUBINE'S CHAMBERS
Q THeE WINDMILLS 13 THE OBSERVATORY 20 City GATE
yOU have all fOLlI' at yOUl“ dlsposal- HUNTER'S LAIR 14 THe CAVERN 21 TOWER OF AHRIMAN
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WorLD TOUR

The world is divided into four main regions, each branching off from the central temple of the Tree of Life. The first
time you visit each region, it is under the dark influence of Ahriman’s corruption. Purifying each region, though, reveals
the bittersweet beauty of the declining Ahura civilization.

RuUINED CITADEL

e T e

Al LY o ) Crumbling in the west side of the world is the Ruined Citadel.

il Once an incredible site of industrious innovation, the citadel is
Al now silent. A brutal sandstorm rips through the air, stripping the
| citadel of its last remnants of glory. Here, the Hunter stalks his
| prey. The Prince and Elika must navigate the decrepit windmills
and staging grounds, pushing back against the Hunter’s lunges
and feints. If the Hunter can be turned into prey, Elika can
i} purify this region. It may not ever return to its zenith, but the
| citadel can at least stand as a reminder of days when the Ahuras
were unrivaled in diligence and hard work.

Martyr’s Tower The Windmills

The once-peaceful Vale was the site of all the Ahuras’ scientific

il}| discovery. Under beautiful blue skies, the best and brightest—
| which at one time included the Alchemist—set about unlocking

| the creative genius of the Ahuras. Incredible discoveries were

' made in the fields of flight and irrigation. But that was before

| the Ahuras fell into ruin. And now that Ahriman’s corruption

| has rotted the region, the incredible observatory has fallen into

absolute disrepair. The Prince and Elika must purge this region

Il of the Alchemist to give the surviving Ahuras any hope of one

day seeing their innovation rekindled.

Construction Yard Machinery Ground Reservoir Heaven’s Stair

_— 20 o
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ROYAL PALACE ;
RETURN OF THE PRINCE
Once the celebrated home of the Ahura royal MOVES IN MYSTERIOUS
line, the palace has fallen under the shadow of a s
4l dwindling lineage. The once-vibrant royal gardens - ¢
were left to grow untended. The coronation hall
I 3 RUINED CITADEL
has not heard the joy of the peaceful transfer of VA
power from one generation to the next in many, ROYAL PAIACE
| many years. The palace is now in the grip of the CITY OF LIGHT
Concubine, who is consumed with jealousy and TREE OF LIFE
fill self-loathing. Can the Prince and Elika cure the  SECRETS

Concubine’s twisted heart and let her pass to the
other side in peace in time to save the kingdom?

The gateway leading into the Royal Palace is the Cavern. The four areas of the Royal Palace are:

Royal Gardens Spire of Dreams Royal Spire Coronation Hall

City oF LIGHT

The City of Light was once a place to celebrate and honor

jl| the twin gods that birthed light and darkness. Even Ahriman
earned a tower bearing his name, as there cannot be good in
| this world without the existence of evil. The City of Light is

| slowly being consumed by the fires of the earth, though. Lava
swallows the once-grand city one inch at a time and nobody

| is left to keep the site from sliding into the molten earth. The
!| City of Light is dominated by the Warrior. The tragic figure

| must be mercifully eliminated if the City of Light is to ever
regain its illustriousness.

Tower of Ahriman Queen’s Tower Tower of Ormazd City of Light

WoRLD MAP

Once you have escaped the temple of the Tree of Life, you can access the world map and see the different regions of the
world. Each region is depicted as a ring with four nodes. Each node represents an area. Each region has four main areas
as well as a gateway that’s linked to the desert outside the temple and the final lair of the Corrupted that haunts each
specific region.

- e 21 il
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_ With the left

I control stick, you
move a cursor
around the map
screen. Moving
the cursor over
Il a node shows

i ——— R you the name of
the area and all relevant statistics about it. When the area
is still corrupt, the map screen shows whether you have
visited the location and which power is associated with
the area. Once it has been healed, though, you can see
how many Light Seeds are there and how many you have
collected thus far.

You can also
set a destination
on each area
by pressing the
jump button
after placing the
cursor on top of
where you want e ——
to go. Setting a destination is extremely useful. Once this
is set, Elika can use her compass skill to show you the
way to your desired location. Press the magic button to
see Elika release a burst of light that slithers along the
route to your chosen destination.

AFTER YOU HAVE PURIFIED AN AREA, YOU CAN
INSTANTLY TELEPORT TO IT FROM THE MAP SCREEN. SE-
LECT A HEALED AREA WITH THE CURSOR AND PRESS THE
MAGIC BUTTON. THE PRINCE AND ELIKA ARE INSTANTLY
WARPED TO THE FERTILE GROUND OF THE SELECTED
AREA. THIS IS A GREAT WAY TO COVER GREAT DISTANCE
WHEN HUNTING DOWN ERRANT LIGHT SEEDS AFTER
FARNING A NEW POWER.

#_~ NoTE— |4

BREAKING THROUGH

W At the start of

N the adventure,
you chase Elika
through a canyon
and into the
temple of the

ll Tree of Life.
After disastrous

T EmERsem _—— N, 22

events play out, you have limited access to the world.
There are three paths from the desert outside the temple
that spider across the world. The paths are accessed via
openings in the imposing cliff sides.

After one

! Elika-assisted
jump across a
wide chasm, the
duo is on their
way. The route
soon forks. Each
S T— — e direction leads
to the gateway area of each region. However, the regions
cannot be accessed right away. You must first unlock the
first of Ormazd’s powers to move into the different regions.
But earning Ormazd’s powers is not going to be easy.

Ahriman has
placed one of
his Corrupted
at each of these
first nodes to
block you from
reaching the
fertile ground. =
You must defeat the Corrupted in combat. Once the
Corrupted has been dispelled from the area, Elika can
purify the fertile ground and redeem the soil. After an area
has been purified, not only does the color and splendor
return, but the skies twinkle with the appearance of Light
Seeds.

This process is
repeated in each
area of the four
different regions.
After negotiating
the treacherous
paths toward
each area—all
areas inside a specific region are interconnected—you
must jump, climb, and balance your way to the next
Corrupted battle. The Corrupted influences each area of a
region, so you must face down the Corrupted four times
before you can finally take him or her on in a battle for the
fate of the entire region.

APPROACHES

As you can see from the map, all of the areas in a specific
region are linked. The circle in the center is the location
of the fertile ground that must be purified. That central
location is without fail the scene of some incredible
acrobatics and puzzle-solving, as you find a way to scale
great heights or work ancient machinery that unlocks the
path to the patch of fertile soil in need of purification.
There, the Corrupted that poisons the areas waits.

—
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But you can approach each area from at least two
different directions. Each path leads directly to the
starting point of the quest for the fertile ground, but offers
different puzzles and obstacles. For example, here are two
ways into the Spire of Dreams within the Royal Palace.

"‘“-1-

RETURN OF THE PRINCE

MOVES IN MYSTERIOUS
WAYS

The path fro.m DESERT
the wes? requires RUINED CITADEL
balancing along THE VALE

a narrow beam ROYAL PALACE
over a bottomless - - o CITY OF LIGHT

chasm. B TREE OF LIFE
When you first enter an area that is corrupt, e
you face off against a living embodiment h
i

of that corruption, called a soldier. As you
approach the crossroads that link two areas,
you see the soldier not in corporeal form, but as a cloud of
black. As you sidle up to the cloud, the soldier forms. These
soldiers are found at the nexus between areas, where the
routes leading toward and away from an area meet. To start
pushing toward the fertile ground, you must first defeat the
soldier. These battles are much shorter than your epic fights
with the Corrupted, but that does not mean you can let your
i guard down. Deflect incoming blows with well-timed guard
d moves. Use Elika to blast away corrupt armor. And press
these beasts up to the edge of platforms so you can drive
your sword right through their dark hearts and dispel them
forever. Not until the areas on each side of the crossroads
have been purified do these soldiers stop spawning.

LicHT AND DARK =t ol

first spot the
growing cloud of
corruption, rush

The path from
the east is a long
corridor, ravaged
by both time and

corruption. You
must jump from
one orphaned
column to the
next to negotiate
the corridor.

Because of the unleashing of Ahriman, the entire world
has been splashed with corruption. To seal Ahriman, you

must deprive him of his power by purifying the fertile 50 il B

grounds he has buried beneath layers of corruption with your sword.

and locked away behind the protection of his wicked This instantly _ .
Corrupted. But just fighting to the fertile ground and dispels the —— T W

evil before the E -
monster can form. If you hesitate for even half of a step, the

CORRUPTED LAND monster will coalesce from the murk and muck.
Your first visit PURIFICATION

"y o

purifying an area does not end the challenge.

i After you defeat
!l the Corrupted
that guards the

| fertile ground at
| the heart of these
! initial gateways,
Elika can purify
s el s> the arca. Move
into the blue beacon that marks the fertile ground and
activate Elika’s magic to start the purification process.
Elika steps into the light and rises into the air, becoming
one with the beacon. To complete the purification, you
must repeatedly tap the magic button until Elika forces
back all of the corruption from the area.

dreary. Paradise
has been lost
| beneath the
| deadly film
of Ahriman’s
corruption.
Plants have withered. Sunlight has been snuffed out.
While navigating to the fertile ground, you must avoid
pulsing patches of corruption on walls and floors. Just
touching the stuff threatens your life. Only the miracle
of Elika’s magic saves you before you are completely
consumed by its evil force.

" .
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As Elika drops
to the ground,
exhausted from
her work, you
watch the purifi-
cation unfold
before your eyes.
From the heart
of the beacon, a wave of healing ripples outward. Shadow is
washed away from the earth. Flowers return to bloom. Color
soaks the landscape. The choked sky is cleared of darkness.
It’s quite a transformation.

But even though Elika is fatigued, there is no time for
rest. Now the second half of the mission begins. It’s time to
collect Light Seeds.

[

{
TO OPEN THE PATH TO THE FINAL BATTLE WITH THE
CORRUPTED IN A SPECIFIC REGION, YOU MUST PURIFY
ALL FOUR AREAS IN THAT REGION FIRST.

-

LiGHT SEEDS

i Purifying a patch
M of fertile ground
releases the Light
Seeds, a concen-
trated magic
that Elika uses
il to unlock new

3 * Ormazd powers.
The Light Seeds are scattered around each area. Some of them
are easy to pick up, but others are deftly hidden in corners or
beneath platforms. You must search high and low to find all the
Light Seeds in each area; there are 45 Light Seeds to find in
each area. The final Corrupted battles give you 25 Light Seeds
without your having to hunt them down individually.

The Light
Seeds require
you re-explore
the area. Since
the corruption is
gone, new paths
through the area
are now open. :
Walls that were previously impossible to touch due to pulsing
masses of corruption are now safe for wall running. The Light
Seeds are not only spread across the area, but also stretch
along the two paths that join the area to its neighboring areas
in the region. You must explore that path until you reach the
corruption of the neighboring area. If you are in an area that is
connected to the next region as well, such as the Royal Spire
in the Royal Palace region, you must also check the corridor
that links the two regions for additional hidden Light Seeds.

—— % 24
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With few
| exceptions, you
cannot gather
all 45 Light
Seeds during
your first visit
il to an area after
Elika purifies it.
A handful of Light Seeds are out of normal reach unless
you have unlocked the Ormazd power back at the temple
that activates the different power plates in each area. For
example:

There are Light
Seeds up on the
ledge high above
the cliff. However,
because you have
not unlocked the
Breath of Ormazd
power, the power
plate is dormant. = = .
Come back after earning enough Light Seeds to unlock
the power.

i After unlocking
I} the Breath of
Ormazd power,
the power plate is
now active. Rush
toward it and use
Elika’s magic to
utilize the power
plate and ascend
the cliff side to grab the Light Seeds and complete the
collection for this area.

T WHEN YOU FIND ALL OF THE LIGHT SEEDS IN AN AREA
“*  THE BLUE ORB THAT DENOTES THE PURIFIED AREA
TURNS WHITE.

ORMAZD POWERS

4y You cannot
unlock Ormazd’s
powers without
Light Seeds.
You begin your
adventure with
Il none. To start
# banking Light
Seeds, you must purify the gateways between the desert
and the regions, such as the King’s Gate. There are

45 Light Seeds in these areas. These go a long way to
boosting your nascent Light Seed collection so you can
start unlocking those much-needed powers.

The four powers are:

—
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Step of Ormazd @' Hand of Ormazd
@l Wings of Ormazd @iBreath of Ormazd

You can unlock these powers in any order you desire. The
cost of unlocking the next power goes up each time you
unlock a new power—it does not matter which one you
pick and when. The needed number of Light Seeds for
each power is 70, 140, 340, and 540. There are 1,000
Light Seeds in the entire world, so you have ample oppor-
tunities for hunting down these precious orbs. When

you reach a Light Seed threshold, definitely return to the
temple so you can open new areas and seek out addition
fertile ground for purification.

Once a power has been unlocked, you can start using
the power plates associated with the particular power. Each
power plate is colored so it matches up with the associated
power anyway, but once you have unlocked the associated
power, the physical plates light up out in the regions.

To unlock a
power, step on
the matching
seal outside the
temple and press
the magic button, ||
just as if you were S
trying to purify
fertile ground. " il
Elika will take care of the rest.

As soon as you
unlock a new
power, you are
directed to a
short tutorial of
how to use the
power.

The Step of

! Ormazd activates
the red power
plates. These
plates launch the
Prince and Elika
through the air,

“ rocketing them
toward previously unreachable platforms and landings. In
some places, a system of three or four red power plates
must be negotiated to reach the fertile ground.

This power unlocks:

RETURN OF THE PRINCE

u The Sun Temple MOVES INMYSTERIOUS
WAYS
The Windmills 9'
THE VALE

%88\ Machinery Ground
ROYAL PAIACE

V. CITY OF LIGHT

Reservoir ‘U l TREE OF LIFE

SECRETS
HAND OoF ORMAZD c

w The

! Hand of Ormazd

activates the blue

power plates.

These plates send
the Prince and

:' Elika swirling

s SRR Rt B nto the sky

along arcs. These plates often bounce the pair up to hard-

to-reach Light Seeds or across treacherous bends.

DESERT
RUINED CITADEL

This power unlocks:

di Tower of Ahriman &' City of Light
@ Royal Spire @’ Spire of Dreams

WINGs OF ORMAZD
#. This Ormazd

M power blasts the
Prince and Elika
into the heavens
| from the yellow
power plates.
| While zooming
S SRR e along a prede-
termlned path, you must steer the pair around obstacles
such as pillars with the left control stick.

This power unlocks:

@ Marshalling Ground 9} Martyr’s Tower
g}j Royal Gardens @} Coronation Hall
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BREATH OF ORMAZD

W The Breath of

! Ormazd allows

| the Prince and
Elika to use the

| green power

plates. This

| power lets the

Prince climb

along vertical and horlzontal surfaces free of gravity’s

grip. Often, several green power plates are linked to

create a course or track through an area so the Prince
can negotiate a tall building or a twisted piece of
machinery.

This power unlocks:

Ql Queen’s Tower gj Tower of Ormazd

‘K‘-.\\,

& Construction Yard l& | Heaven’s Stair

THE CHANGING WORLD

As mentioned earlier in the chapter, the Ahura world
changes depending on the order in which you explore the
different areas and battle the Corrupted. The Corrupted
are also affected by the order in which you visit areas and
fight the other Corrupted, so be sure to know beforehand
what you are about to unlock by entering a specific area
or by challenging one of the Corrupted.

TRAPS

There are four traps that are unlocked as you explore the
world—one per region. When a trap is unlocked by your
visiting a specific area, the affects of the trap spread across
the world. Different areas are infested by the trap, which
can alter your approach to the area. Once a trap has been

unlocked, you cannot contain it. It’s out there permanently.

You can manage the trap’s rollout by avoiding the areas
that unlock them. By visiting them as late as possible, you
can keep routes through the world fairly clear. Here are
the four different traps plus the areas they affect, so you
can plan your approach on the different Corrupted. To
avoid the traps for as long as possible, collect all of the
Light Seeds you can from a healed area before moving on
to the next. If you minimize the number of areas you visit
to collect the required Light Seeds for unlocking the four
magics of Ormazd, you can delay releasing the traps.

LI eSO w26

TREMOR

i The tremors

i are unlocked

| by visiting the

| Sun Temple

l in the Ruined

I Citadel. Tremors
Il are concen-
trated balls of
corruption that roll up and down surfaces such as walls.
If the Prince collides with one while wall running or
climbing, he’s sucked into the darkness. Elika must then
save him, forcing him back to the start of the interrupted
acrobatic sequence. Tremors essentially affect your timing.
You must watch the rolling balls and then start your move
when the route is clear. Unlocking the tremors affects

the following areas: the Windmills, Martyr’s Tower, Sun
Temple, King’s Gate, Machinery Ground, the Cauldron,
Spire of Dreams, Royal Gardens, Coronation Hall, Royal

King’s Gate, the Cauldron, and the Temple, the routes

between the Cauldron, the Cavern, and the Temple, the
routes between the Cavern, City Gate, and the Temple,
and the routes between Martyr’s Tower and Machinery
Ground.

GAs

When you chase

the Alchemist up

Heaven’s Stair

| in the Vale, you

| unlock the gas

Il trap. The gas is

an aerated form
= ——————%" of corruption. It

gets on the skin and seeps into the lungs when breathed.

If the Prince remains for too long in an area poisoned

by the gas, he fails. Elika must then save him. So, when

the air looks thick with corruption particles, pick up the
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pace and keep an eye out for pockets of fresh air. As

long as you keep moving through the gas, you should be
fine. But if you stand still to gawk at your surroundings,
you’re going to be in serious trouble. Unlocking the gas
in Heaven’s Stair affects these areas: the Windmills,
Martyr’s Tower, King’s Gate, Machinery Ground,
Heaven’s Stair, the Cauldron, Spire of Dreams, Royal
Gardens, Queen’s Tower—plus the routes between King’s
Gate, the Cauldron, and the Temple, the routes between
the Cauldron, the Cavern, and the Temple, and the routes
between the Cavern, City Gate, and the Temple.

| Hall of the
! Royal Palace.

The swarm is a
swirling mass of
corruption particles that chases the Prince like mad hornets.

The swarm is persistent and will not let up until the Prince
leaves the affected area. If the swarm closes in and manages
to engulf the Prince, he falls and Elika must save him. So,

if the swarm is on your tail, you can never stop. You must
keep moving until the swarm dissipates. Once the swarm has
been released in the Coronation Hall, the following areas are
affected: Martyr’s Tower, Marshalling Ground, Sun Temple,
King’s Gate, Machinery Ground, Heaven’s Stair, Obser-
vatory, Construction Yard, Reservoir, Spire of Dreams,
Coronation Hall, Royal Spire, the Cavern, Tower of Ormazd,
Tower of Ahriman, City Gate—plus the routes between

the Cauldron, the Cavern, and the Temple, and the routes
between the Cavern, City Gate, and the Temple.

e .

TENDRILS

e

The tendrils trap
| is releases by the
|| Warrior in the City
of Light. This trap
| is similar to the
tremor. Tendrils
| lurk on walls.
Every few seconds,
the tendrils explode from the wall and flail about. If the Prince is
captured by the tendrils, he’s violently yanked into the wall and
then flung away. Like the tremors, this trap affects your timing.
When wall running, for example, you must watch the tendrils
ahead then start your acrobatic sequence so that you pass
over tendrils as they pull back into the wall. When the Warrior
releases the tendril trap, the following areas are affected: the
Windmills, Martyr’s Tower, Marshalling Ground, Sun Temple,
King’s Gate, Machinery Ground, Heaven’s Stair, Construction
Yard, Reservoir, Cauldron, Royal Gardens, Royal Spire,

et

Tower of Ormazd, Tower of Ahriman, Queen’s )
Tower, City of Light, City Gate—plus the routes [
between King’s Gate, the Cauldron, and the
Temple, the routes between the Cauldron, the WAYS
Cavern, and the Temple, the routes between
the Cavern, City Gate, and the Temple, and the
routes between Royal Spire and the Tower of
Ormazd.

ToO DELAY THE TRAPS EFFECTIVELY, VISIT v
THE FOUR GATEWAY AREAS—KING'S t.;‘
GATE, THE CAULDRON, City GATE, AND :
THE CAVERN—AND CLEAR THEM OF

LiGHT SEEDS. THEN, AVOID THE SUN TEMPLE SINCE
IT'S THE CLOSEST AREA TO THE DESERT THAT UNLOCKS
A TRAP. KEEP AWAY FROM THE OTHER THREE TRAP-
UNLOCKING AREAS AS YOU PURIFY THE OTHER THREE
REGIONS OF THE VALE, ROYAL PAIACE, AND CiTY OF
LiGHT. IF YOU KEEP ON TOP OF LIGHT SEED COLLECT-
ING, YOU CAN REACH ABOUT 350 LIGHT SEEDS BEFORE
HAVING TO UNLOCK MORE THAN ONE TRAP.

THE CORRUPTED

The Corrupted are also affected by the order in which you
fight them. Each Corrupted possesses one of Ahriman’s
Influences, which were detailed in chapter 2. As soon as
one of the Corrupted uses its influence for the first time,
all other Corrupted can then call upon that influence.

The only exception to this rule in the Warrior, who can
call upon Ahriman’s Rage. No other Corrupted can use
Ahriman’s Rage and the Warrior cannot use Ahriman’s
Patience. (He’s simply too big for your gauntlet.) As you
fight the Corrupted, consider each of these influences and
which ones you want to deal with.

AHRIMAN'S RAGE, FOR EXAMPLE, 1S UNLEASHED BY
THE HUNTER AND 1S DISPELLED WITH THE SWORD. THIS

1S THE EASIEST TO DEAL WITH, SO PERHAPS YOU WANT
TO TACKLE THE HUNTER FIRST.

DESERT

RUINED CITADEL

THE VALE

ROYAL PALACE

CITY OF LIGHT

TREE OF LIFE
SECRETS

The Corrupted are always aware of each other. This
manifests itself through the changing difficulty of each
Corrupted battle. Every time you defeat a Corrupted in
their lair and completely purify a region of the world,

a signal goes out to the surviving Corrupted. Those
Corrupted become more aggressive, and more likely to
use their special attacks sooner. Each Corrupted you drive
out of the world keeps raising the aggression levels of the
other Corrupted until the fourth and final Corrupted is a
real force to be reckoned with.
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The order in which you fight the Corrupted also
affects the different attacks they employ. Each Corrupted
has complex attacks that require lightning reflexes to
either repel or counter them. There are four types of
complex attacks: weapon, corruption, grab, and jumping.
However, the same kind of attack manifests differently for
each of the Corrupted.

For example, the weapon attack of the Hunter is the
repeated slashing of his triple blade, while the Concubine
twirls her staff into you. To fight back against these
attacks, you have to hit the on-screen buttons as they
flash. The required buttons are random.

Depending on which areas you visit and which
Corrupted you fight, you can unlock these complex attacks
in different orders. If you play the game a second time and
visit the areas in a different order, you can avoid seeing the
complex attacks sooner than if you took an alternate route.
Here are the areas that unlock the complex attacks:

ATTACK(S) RELEASED
Weapon attack
Jump attack
Jump attack

AREA
Martyr’s Tower
Tower of Ahriman

Queen’s Tower

Corruption attack
Grab attack

All complex attacks

All complex attacks

All complex attacks

Machinery Ground

Spire of Dreams

Hunter’s Lair
Observatory
Concubine’s Chambers

Warrior’s Fortress All complex attacks

-."!:'. DEFEATING ANY OF THE CORRUPTED IN THE FINAL AREA

. OF A REGION, SUCH AS THE ALCHEMIST AT THE OBSER-
VATORY, RELEASES ALL OF THE COMPLEX ATTACKS FOR ALL
OF THE REMAINING CORRUPTED. TO AVOID UNLOCKING
THE COMPLEX ATTACKS SO SOON, AVOID FINISHING OFF

A CORRUPTED FOR AS LONG AS YOU CAN.

ST

THE BREATH OF ORMAZD UNLOCKS ACCESS TO THE
ToweR OF ORMAZD AND THE QUEEN’s TOWER. BOTH
OF THOSE AREAS RELEASE THE JUMPING COMPLEX AT-
TACK, SO CONSIDER WAITING AS LONG AS POSSIBLE BE-
FORE CONVERTING YOUR LIGHT SEEDS FOR THAT MAGIC.

MouRrRNING KING

Unlocking Ormazd’s Powers draws the attention of Elika’s
father. The Mourning King is descending into madness,
which forces him to lash out against the Prince and Elika
when they revisit the temple at the 140 and 540 Light Seed
thresholds. After unlocking the next power and completing
the short tutorial, the Mourning King launches his attack.
You must repel the Mourning King each time to leave the
temple and venture back to the corrupted regions.

i L

The Mourning King not only unleashes the different
Ahriman’s Influences you unlock by meeting other
Corrupted, but he can also call upon the special
techniques of each encountered boss. For example,
after the Concubine unleashes her seduction attack that
reverses your controls, the Mourning King can use it, too,
even though the other Corrupted cannot. The Mourning
King is unique in this ability to harvest other Corrupted’s
special attacks.

FirsT MOURNING KING BATTLE

y After returning

I} the temple to

unlock your

| second power,

the Mourning
King appears.

Il He cruelly

S — e casts aside his

daughter and zeroes in on you. He recognizes you as a

threat to Ahriman’s power and decides to take care of

you himself, despite Elika’s pleading. You must fight back

against the mad king to escape the temple with Elika and

return to the corrupted regions.

e e

5. ELIKA CANNOT HELP YOU IN THIS BATTLE, SO DON'T

TRY TO STRING TOGETHER COMBOS WITH HER MAGIC
ATTACKS. STICK TO ACROBATICS, SWORDPILAY, AND THE
GAUNTLET.

The Mourning
King uses a
twirling strike
to deal extensive
damage against
you. Fortunately,
this attack has
a warning sign.
When the king’s
sword hand
glows yellow,
he is about to
unleash a series
of blows that
concludes with
him jumping into
the air and swinging his sword at your torso. If you do
not successfully deflect the first attack in this chain, hold
the guard button to enter a defensive crouch and weather
his blows.
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i Regular sword
| strikes are good
for hammering
| away at the
king’s health,
! but look for
openings to

e T———————— e |aunch truncated
combos. After deﬂectmg the tw1r11r1g attack, grab the king
with your gauntlet and fling him into the air. Then slash
with your sword as he comes down. Do not stop until he
starts to recover.

If the king gets
the drop on you,
be ready to hit
the on-screen
command to
negate his severe
blow. If you miss,
the king recovers
health while you
stagger.

|
THROW THE KING INTO WALLS AND CORNER HIM. AT-
TACK WITH FOUR SWORD BLOWS SO YOU CAN CLOSE IN
AND PHYSICALLY GRAB THE KING. THE COMBO ENDS

WITH YOUR THROWING THE KING TO THE GROUND,
WHICH DOES SOLID DAMAGE.

i Elika stops
! the battle before
you can kill her
|| father. She hits
the Mourning
! King with a
magic attack that
knocks the fury
out of him. For a moment, she sees the man that took
care of her as a little girl and promised to split the heavens
for her.

SECOND MOURNING KING BATTLE

The Mourning
! King is much
more aggressive
| in this encounter.
! He attacks right
away, coming at
you with a brutal
= 2= sword attack.
You must quickly deflect the blow to avoid injury. This
can actually lead to deflection exchanges where you parry
each other’s attacks several times before you can effec-
tively land a slashing blow against Elika’s father.

_—

rl
.
=

WAYS

DESERT

RUINED CITADEL
THE VALE
ROYAL PALACE
CITY OF LIGHT

‘ ] TREE OF LIFE
Back the Mourning King up to the SECRETS

wall with gauntlet attacks. Throwing the 55}
Mourning King to the wall puts you in an C
advantageous position, as long as you do

not attack from too far away. That will sacrifice the upper
hand, giving the Mourning King space to counterattack
and throw you off your rhythm.

Once you have the
Mourning King
cornered, slash

away. Eventually,

you will grab him
and hurl him over
your shoulder,
chiseling away
a chunk of his
health.

The Mourning
| King will
explode in a fit
| of corruption.
B Spikes of

| blackness erupt
from his body. In
this temporary
form, the
! Mourning King is
invincible against
| sword or gauntlet
! attacks. You must
! get close enough
for Elika to attack

: e ——u et with her magic

and dispel the darkness. As soon as the Mourning King is
revealed, rush in and resume your attacks.

At the end of
the battle, the
corruption
completely
consumes the
Mourning King,
pulling him into
the ground.
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ERTY

A sandstorm consumes the desert, enveloping a lone traveler. It is the Prince, in search of his beloved donkey, Farrah.
The storm has divided the two companions, and the Prince is eager to find Farrah before she wanders too far. But,
unable to see his way across the dunes, the Prince also finds himself just as lost. The Prince soon stumbles into a

canyon.

Obscured
i from the rest of
the world by the
gritty maelstrom,
the canyon acts
as the gateway
il to the world

S : ESEY of the Ahuras.
The Prince knows nothing of the Ahuras on this day, but
before his adventure is complete, the traveler will play a
central part in the very fate of not only the Ahura people,
but also the survival of their world and all those beyond it.

THeE CANYON

i ol <. The walls of the
A ! canyon keep the
sandstorm at
bay, allowing the
Prince to regain
his bearings.
H This is a strange
- place—as unrec-
ognizable to him as the glyphs carved into the canyon
walls. Hoping his donkey was smart enough to seek
refuge in this canyon, the Prince begins calling out for
his faithful animal. But there is no answer. The canyon is
quiet. All is still. But not for long.

Suddenly cast
in shadow, the
Prince looks up
to see what has
passed in front
of the sun. It’s
the unmistakable
shape of a e e
woman. She crashes down on top of the Prince, knocking
him to the ground. The Prince instinctively starts
unloading his small talk, but this woman has no time nor
interest in a silver tongue. She clasps her hand over the
Prince’s mouth and slams him against the wall of the cliff
she has just hurled herself over.

— 30

The woman is
fleeing a trio of
guards armed
with deadly pikes.

After the
guards retreat
from the wall to
look elsewhere
for the escaping ||
woman, she pulls ||
away from the
Prince and flees -
deeper into the canyon. The Prince has no choice but
to follow this enchanting person before she gets too far
ahead. Who is she? Why is she on the run? And, by any
chance, has she seen a lonely donkey anywhere?

&R Note—J8

i

#  Follow Elika
W through the
first part of the
canyon, hopping
over the small
gaps in the
Il ground. Don’t

: # worry if you
accidentally take a tumble. These gaps are shallow and
you can easily scramble back to higher ground by pressing
against the wall and hitting the jump button. When the
Prince grabs the ledge above, just press up on the left
control stick to continue your pursuit.
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Wall run along
the sides of
& the canyon,
g} mimicking Elika’s
g movements.
# 48  Use her steps as
'Y aguide while
chasing her.

The guards have
spotted Elika.
And now they’ve
spotted you, too.

i As you keep

I after Elika, you

must combine

wall running

with jumping.
Wall run along

I} the scratches in

O e e SR b the walls of the
canyon. At the end of the wall run (typically near the end
of the scratch marks), press the jump button to kick away
from the wall and drop down on a ledge on the opposite
side of the canyon. Follow Elika around the next bend in
the canyon.

The guards have
Elika surrounded.
You don’t like
those odds.

When you
drop down to
assist, one of the
guards engages
you. This is your
first fight, so use
it to get the feel
for the combat -
system. The guard is a little timid, so you definitely can
be aggressive without too much worry. Get close to the
guard and tap the sword button to see a basic attack. Your
sword cuts across the guard. Sparks fly. The guard loses
some health, as noted by the health bar at the bottom of
the screen.

a——
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Try out some easy combos here, too. After
slashing the guard, use the dodge button
perform an acrobatic move and actually run
up the front of the guard. After starting this
move, segue back into attacks by tapping the
sword button again.

= DON'T BE TOO EAGER TO BEAT THE GUARD. USE THIS
#  ENCOUNTER TO TEST OUT MOVES AND GET DOWN THE

N

TIMING OF ATTACKS.

moving, press the guard button to deflect the attack.

Notice how the screen flashes gray. That means you

successfully deflected and can now counter. Press the
sword button to assail the guard.

Back the guard up into one of the walls and
hammer him with a sword combo. If you get him
completely against the wall before the fourth tap

of the sword button, you throw the guard over your
shoulder and back into the center of the little
clearing.
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While you

1 watch the guard
flee, Elika
handles his
companion in
her own special
way. The guard
Sl N S 5F tries to slam
Elika with his pike, but a blue field repels the attack. She
cannot be killed? Scared by this display of sorcery, the
guard runs. You mistake his flight as fear of your blade,
unaware of Elika’s powers just yet. Elika doesn’t let on.
Instead, she orders you to leave the canyon before you get
too deep-as if you would actually do that...

N

Instead, follow Elika up the vertical shaft in the
rear of the clearing. Jump from wall to wall. Holding
the jump button when you land on the opposite
wall makes you run up it a few steps. Before losing
traction, tap the jump button again to kick away to
the opposite wall. Repeat this until you reach the top
of the shaft.

Follow Elika through the canyon, slowing only when
you catch your first glimpse of a magnificent ancient tree
rising out of the otherwise arid desert. It’s breathtaking
in its size and majesty. But you should also take a peek at
the nearby rock outcropping. More men are on the ledge.
They are pursuing Elika, so you had better quit sight-
seeing and continue following her, just in case those guys
reach her first.

i L

As the
Prince crosses
' the bridge to

! pursue Elika,
one of the
guards rolls

{ a giant stone
4! down on top
_of him. The

I\ Prince dodges
| the stone, but
it shatters the
bridge he is
on. The bridge
collapses,

: |] taking the

{ == Prince down
with it. Elika has no choice but to reveal her secret to
the Prince now. Summoning an ancient Ahura magic,
Elika jumps into the abyss after the Prince. She reaches
out and takes his hand before he falls too far. Her magic
pulls both of them back from the abyss, depositing the
pair on the opposite side of the bridge. There is no going
back now. The Prince is now stuck on this side of the
canyon.

Using this magic in such a selfless way—throwing
herself toward certain death and counting on a mystical
power to prevent such a grisly fate—saps Elika of her
strength. She wilts in the Prince’s arms. The Prince
carries her through the canyon, promising to stay with
her in gratitude for saving his life. And besides, it really
doesn’t look like he can go back the way he came.

At the end of the trail, another guard challenges the
Prince.
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Try out the gauntlet in this battle. Get in close
and tap the gauntlet button. You grab the guard
and fling him high into the air. This is the start of
a potential combo, so give some extra moves a try

while the guard is airborne.

Tapping the
gauntlet button
=\ again grabs the

\ guard again and
throws him to the
ground.

Corner the guard and lay into him with a sword
combo that ends with you throwing him over your
shoulder and back into the center of the arena.

After you

| defeat the guard,
Elika agrees to
follow you to the
canyon’s end.

! Jump from ledge
il to ledge through
L ees—— e the remainder of
the canyon. Use the scratches on the wall as indicators of
where to wall run and kick away to bound to the opposite
side of the canyon.

- - . . -
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At the very end of the canyon, you must
perform two wall runs in succession. This
can be tricky at first. Jump to the right wall c
and wall run until the scratches end. Then
kick off to the other wall. Keep holding the jump button
$0 you run as soon as you touch the wall. At the end of
the wall run on the left side, tap the jump button to leap
away from that wall.

Two guards
attack at the
far end of
the canyon,
although, they do
so one at a time.
Use the dodge
button to start
acrobatic attacks. Jumping over the guards leaves a nice
opening for launching furious sword attacks.

=
o

- HOLD DOWN THE GUARD BUTTON, YOU RECOVER FROM
YOUR INJURIES SLOWER THAN YOU WILL IF YOU JUST
KEEP YOUR DISTANCE AND MOVE NORMALLY.

Lay into these
guards with
sword combos
to keep them on
their heels.

sl After you

" defeat the two
guards, a third

| figure appears on
the ridge above

1 you. This is the
Mourning King.
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He calls to Elika by name. The king warns Elika about
going to the giant temple at the base of the desert tree,
but he is too far behind to stop her. What’s more, she
seems determined. Why she needs to go there is unknown
to you, but since you still owe her your life, you should do
everything you can to make sure she reaches the temple
safely.

Use the grip fall
to slide down the
cliff and reach
the desert floor.

Elika takes
off in a sprint
as soon as you
touch down on
the desert floor.
Follow her across
the dunes to
the base of the : :
temple. Run up the winding stairs on the left side of the
temple to keep following Elika to the door of the temple. The
door is firmly locked. You must find a mechanism to open it.

Climb the wall next to the door by using the exposed
scaffolding. Scramble from one horizontal beam to
the next by pressing up on the left control stick and

tapping the jump button.

There is a crank at the top of the wall. Press the
gauntlet button to grab the crank. Turn the crank
with Elika’s help to open the door. Now, descend the
wall with a grip fall to enter the temple.

_—_ 34

THE TEMPLE

The temple is
silent. It looks
as if it has been
untouched for
years. The great
corridor leading
il into the heart
of the temple is
completely empty of life, save for its newest visitors. The
Prince and Elika must run down the corridor and force
open the next door in order to reach the heart of the
temple before the Mourning King can catch up.

As the pair runs down the corridor, Elika tells the
Prince about the temple’s purpose. It’s to contain the
wicked power of Ahriman. The Prince had always
dismissed tales of Ahriman as a sort of fable used to
scare misbehaving children. But Elika dispels the myth.
Ahriman is real. And if they do not reach the temple’s
center before the Mourning King, the Prince will find out
just how real Ahriman is.

Jump on the ring
next to the door.

Your weight pulls
it down, forcing
open the door.

Rush down the
steps in the next
room to reach
the center of the
temple.

% The Prince

" and Elika slowly
approach the
Tree of Life. The
tree grows out of
! a patch of sacred
ground—fertile

* soil that holds
back the stmk and rot of Ahriman’s corrosive power. As
long as the Tree of Life thrives, Ahriman cannot escape
his prison. But the tree is weakening due to the Ahuras’
decline. Elika must revive the tree to make sure Ahriman’s
influence does not do any more damage than it already

has.

—
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Before Elika
" can tell the
Prince how she

gl g the i RETURN OF THE PRINCE
i Tree of Life, MOVES INMYSTERIOUS
! the doors to the WAYS
central chamber DYNAMIC WORLD
are thrown
e St e RUINED CITADEL
4 ; . 0 i THEVALE
Mourning King endeavors to stop Elika from curing the rov
tree. To do that, though, he must fight his way through = , iy AL
the Prince, who already has his sword at the ready to - ] ] TREE OF LIFE
defend Elika from the king’s threats. The Mourning King has a special SECRETS

move—a twirling attack that knocks you to %L
the ground if it connects. Fortunately, there =
is a “tell” for this attack: When you spy a

yellow light around the king’s sword hand, he is getting
ready for the four-part attack. If you deflect the first
attack, you stop the king’s combo.

If the first
attack connects,

The Mourning
King drops to the
bottom floor of
the temple. You
must fight him.
The Mourning
King is a tougher
opponent than

the guards, but he is not without weaknesses that can be hold the guard
exploited. The king must cover a bit of distance to engage ~ button and just
the Prince. While the king approaches, move so that the weather the
king is caught between the Prince and the Tree of Life. remainder of the

king’s volley. You
do not regain full * :
strength very quickly while in this defensive crouch, but
if the king connects the rest of the attack, he will go for a
lethal attack.

(. - P
T

-y T
% Caunon 5
|r"\|/_,>—-h e

\"-Ijl " IF THE KING GOES FOR A LETHAL ATTACK, A RANDOM

BUTTON FLASHES ON SCREEN THAT YOU'LL NEED TO
_____ - PRESS. IF YOU MISS, THE KING GOES FOR THE KILL.

B e F .
Deflect the Mourning King’s first attack and then hit ELIKA'S MAGIC REPELS HIM FROM YOU, BUT DURING THE
him with an immediate counter. This slams the king B A R R R UOF STAMINA.

up against the Tree of Life.

Toss the king
into the air with
your gauntlet and
start an acrobatic
combo.

Slice up the
king with sword
attacks until his
health meter is

empty.

Hit the sword again to grab the king and draw him
close. You instinctively butt heads with the king,
doing a solid amount of damage. The king is then
tossed aside.

m—— N, 35 —
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The Prince
! has defeated the
king in combat,
|| but the man still
! draws breath.

! And before he
does expire from
his wounds, he
makes one final stand. But instead of raising his sword to
the Prince, the Mourning King hacks at the Tree of Life.

His great blade cleaves the fragile trunk of the Tree of Life

in two. Elika screams for her father to stop, but it’s too
late. The Tree of Life has been cut down. The shackles of
Ahriman have been loosened.

Why on

| carth would the

Mourning King

|| do such a thing?
| Why would he

' doom the world
to the horror of

Ahriman?

The death
of the Tree of
Life releases
Ahriman’s
wretched
corruption from
the heart of the
temple where it
was kept prisoner for so long. The wave of escaping evil
rushes from the temple, spreading across the world within
seconds, plunging it into shadow, and choking life from
the final remnants of the Ahura civilization. The Prince
sees the effects of Ahriman’s corruption right away. A
monster made of pure corruption rises from the ground.

S~ NOTE )
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Waste no time
engaging the
monster. When
within range, start
a combo with a
| sword attack. From
there, call in Elika
to pounce on it with
a magic attack.

THE MONSTER 1S
SKILLED AT COUN-

8§ TERATTACKS. IT CAN
DEFLECT YOUR BLOWS,
SO BE READY TO EX-
CHANGE DEFLECTIONS
IN THIS BATTLE. THERE
1S A RHYTHM TO DEFLECTING AND COUNTERATTACKING.
YOU’LL SOON START TO FEEL THIS DEFLECTING GROOVE
WHEN YOU SEE THE INCOMING ATTACK, AND THEN
COUNTER WHEN YOU ENEMY RECOILS.

If the monster
injures you and
then gets the drop
again, you must
hit the on-screen
command right
away so Elika can
repel the monster.
If you miss, the : -
monster regains strength and the ﬁght is prolonged

Back the
monster up to
one of the ledges
and unleash a
flurry of attacks. |
If you overwhelm |
the monster
when its back is e ——
against the ledge, the Prince finishes the combo by driving
his sword into its heart. The monster instantly dies.

EscAPE

Now that the
! monster is dead,
you must flee

! Jump across the
stones rising
from the pool

of corruption.
(If you fall into the inky mass, Ehka will rescue you.)
Wall run at the end of the stones to reach a fissure in the
platform beneath the temple door.
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While you

i climb along

| the fissure, the
two guards

| that joined the

| Mourning King
! inside the temple
. E——E ]ose their lives
to another monster. Wall run to the left at the end of the
fissure to drop down to the base of the stairs that lead up
to the monster—and the exit.

Fight the brute

to the edge of
the platform and

then hammer it

so you finish it
off with the same
death blow as the
previous monster’s.

 the temple,
as it is being
| consumed by

-' corruption.
The floor of the
corridor that

W leads out to the
desert cracks

- . . the temple.
Wall run along the wall to cross the pits and kick away to
jump to the opposite side of the corridor.

% The end of the
H
W corridor shatters
| as the poison
|| pushes its way to
! the surface. The
| gap is just too far
|} for the Prince to
jump. However,
Elika’s magic again proves more than just useful—it’s
essential. Jump straight across the chasm. At the end
of the jump, as the Prince starts to come down and the
screen turns gray, tap the magic button to call upon Elika.
Elika grabs the Prince in midair and tosses him to the safe
landing on the other side of the gap.
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The temple doors slam shut behind the v

Prince and Elika. This is Ahriman’s territory %r
now. And the wrathful god is entirely too

strong for even Elika’s powerful magic to

stop. As the Prince recovers from the jump, he cannot
believe his eyes. The world outside the temple is barely
recognizable. The once-blue sky is now an expanse of
shadow. The great regions of the Ahura civilization are
now blanketed in corruption.

Elika tells
| the Prince that
| they must now
endeavor to
| stop Ahriman.
| The world that
| Ahriman has
: ——e corrupted must
now be purified. The four regions must be cleansed of the
poison by visiting the fertile ground in each.

Traveling to
the outer regions
will not be easy.
Elika uses a map
at the base of the
temple to show
the Prince how
they must fan
out to the different regions via a system of corrldors and
bridges. Unfortunately, most of those paths have fallen
into ruin, and on top of that, they’ve been affected by
Ahriman’s corruption. In order to reach the four regions
and purify them, they must first cross the desert and slip
between the giant columns that mark the start of three
different paths.

From these paths, they can branch out to the four regions.
But nothing is that simple. Even these gateway regions must
first be purified before the pair can move through them. And
once they have accomplished this, they must find a way to
unlock the dormant magic of Ormazd to access the four
different areas of each region. Perhaps if Elika can harness
the power of the fertile ground, she can find a way to appeal
to Ormazd and learn his ancient magics.....

37 .
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Across the swirling sands of desert and beyond a canyon crawling with corruption is the Ruined Citadel. In better days,
the military might of the Ahuras marshalled here. The Ahura warriors were known as the fiercest in the world, but they
only used their force for good—never to advance selfish interests. But now the citadel has fallen. And filling the void is
the Hunter. He lurks in the crumbling ruins, setting traps and waiting patiently for his prey. For thanks to Ahriman, the
Hunter has all of eternity to play this most dangerous game.

_w+_

WHAT'S UNLEASHED

Upon visiting the Ruined Citadel, the Prince and Elika
release a multitude of complications into the wild. Not

only is there a trap to be triggered—the tremors—but
confronting the Hunter unlocks one of Ahriman’s Influences
for the benefit for soldiers and any remaining Corrupted.

THE HUNTER

Your eyes are not
i playing tricks
on you—the
| shadows of the
Ruined Citadel
3 move. In the
corners. Along
T ——F T CE (e ceiling. They
are creeping ever closer. And When you convince yourself
that there’s nothing there, that’s the moment the Hunter
strikes. The spoiled prince, who was addicted to the thrill of
the hunt, is now forever sentenced to playing this game. As
a powerful Corrupted, he is able to bring down prey of any
size. But now humans hunt him, too, stalking him to the
ends of the earth in the hopes of claiming the glory that will
go to the one that snares the Hunter. Can you be that hero?

The Hunter
uses traps to
get the drop on
his quarry. His
favorite trick is
to spit black ink
in the eyes of his
prey, disorienting e
them just before he strikes. While duelmg the Hunter
watch for this attack. Suddenly, your vision is blotted out.
You can see only the corners of the arena. You can maybe
see the legs of the Hunter as he is closing in on you. You
have two choices at this point. You can guard until the ink
wears off in several seconds. But, if you land an attack
against the Hunter, the ink immediately vanishes.

R NOTE |}
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The Hunter also

i g engulfed in blue fire.
Only a sword attack dlspels the state change. If you try to
use the gauntlet, you fail and are injured. Calling upon Elika
is a serious mistake, too. When she lunges into Ahriman’s
Anger, the effects of the state change overwhelm her and she
is tossed aside for a few moments. So, when you spy that
blue fire, put up your guard and wait for your opening. Hit
the Hunter with a sword attack to remove the influence and
then launch into a combo to drain his health.

THE TrAPS

! the Ruined Citadel,
| the Sun Temple, the
| Hunter unlocks one of
il the dynamic traps that
- S5 infects the rest of the
world tremors. Tremors are rolling balls of corruption that
slide up and down or left and right across your paths, making
the timing of moves a touch trickier. For example, you may
need to pause on some vines for a second to let the tremors
in front of a power plate roll out of the way. Should you
accidentally touch a tremor, you’re pulled into it and Elika is
forced to save you. When you recover, you return to the last
instance of solid ground. When you unlock the tremors, the
traps appear in the following areas:
The Windmills, Martyr’s Tower, Sun Temple, King’s Gate,
Machinery Ground, the Cauldron, Spire of Dreams, Royal
Gardens, Coronation Hall, Royal Spire, the Cavern, City of
Light -- plus the routes between King’s Gate, the Cauldron,
& Temple, the routes between the Cauldron, the Cavern, &
Temple, the routes between the Cavern, City Gate, & Temple,
and the routes between Martyr’s Tower & Machinery Ground.

—
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Before the
Prince and Elika
can enter the

| they must pass
| through the
| King’s Gate.

S T RSB This outpost to
the south of the Rumed Cltadel was once a stronghold
and excellent scouting spot for the Ahuras, but now it
is sliding into the sand. Deliver the King’s Gate from
Ahriman so the Prince and Elika can stalk the Hunter in
the Ruined Citadel.

CORRUPT
APPROACH

When you reach
M the fork in the
road leading
| away from the
| desert, take the
| left route to
Il start moving

on the King’s
Gate. Jump across the gap in the path and swing around
the lone flagpole to reach a ledge below a series of brass
rings. Use the rings to ascend the wall and scramble up to
the higher path through the canyon.

The walls of
the canyon pulse
with corruption,
so mind your
step. Jump across |
the next two
flagpoles and

then settle on the Erin—— N————
ledge overlooking a post. Step out to the end of the post
and jump to the next ledge.

Rush to the next
post and use it
as a springboard
to reach the wall
with a vertical
fissure.
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After climbing the fissure, hop across the
series of posts to access some scaffolding.

Use the
scaffolding to
shimmy across |

the void and close
in on the gate.

After pulling
yourself up to the |i&
wooden ledge,
jump along
the system of
posts and poles
sticking out of
the stone wall. —
The King’s Gate is to your right.

KING’s GATE

| in front of the
| stronghold.
Il Jump out to

the column in
front of you and swing around so your back is toward the
structure. Jump away from the column to drop down on a
safe ledge.

Use the vines on
the wall to crawl
to your left. Grip
fall off the vines
when you reach
the corner.

39 —-
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Use the next
two columns to
continue circling
the King’s Gate.

Around the next corner, wall run to the vines. Crawl
across the vines to the left and then wall run to the
next ledge.

Jump out to
the next column.
Climb the
column up to the
next story of the
gate. Swivel so
your back is to
the left and then
kick away to land
on a walkway
that continues
circling the gate.
Corruption
gnaws at the
edges of the
ledge, so stick
close to the wall.

Jump to the next column and then roof along the
ring to keep climbing the stronghold exterior.

AT i Mesteom! - k. 40

for you just inside

Leap across the posts and then use the column to
round the next corner of the gate.

You’re almost
to the top of the
King’s Gate.
| Jump across
the columns
and then wall
run to the vines
growing across
the curved wall.

I Use the vines to
crawl around the
| wall. The vines
end in a patch of
corruption, so

i wall run up.

The Hunter waits

the iron gate.

As soon as you

I} approach the
Hunter, the iron
| gate slams shut,
! locking you

! inside the arena.
I The top of the
IR King’s Gate is

a large arena, giving you plenty of room to maneuver.
There is no corruption on the ground, so you do not need
to worry about backing the Corrupted opponent into a
potentially advantageous position. However, even though
you do have room to exchange blows, definitely work to
keep the Hunter near the middle of the arena.
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The Hunter
wastes little time
in attacking.
Immediately
- put up your
3! guard and let the
Hunter’s first

volley play out.
After the hunter’s fourth attack with his giant blade, you
have an opening to launch a combo of your own.

If the Hunter backs you into a wall, he opens his
triple blade and tries to run you through. This is the
struggle. Repeatedly tap the sword button to keep
from getting skewered.

If the Hunter gets |||
the drop on you |
while injured, be
ready to hit the
on-screen button
to repel his
attack.

i IF YOU MISS REPELLING THE HUNTER'S LETHAL ATTACK,
THE CORRUPTED CAN HEAL HIS WOUNDS WHILE ELIKA
SAVES YOUR HIDE.

Your sword

! is powerful,

but linking a

| sword attack

| with Elika’s

| magic—and then

furthering it with
the gauntlet—is

the best way to handle the Hunter. Keep him on his heels

with big combos. Since this is an early encounter, he does

not strike back as hard as he will later on. Enjoy this while

you can.

WAYS
DESERT

THE VALE

ROYAL PALACE

CITY OF LIGHT

TREE OF LIFE
SECRETS
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R

toss the Hunter

into the air with
your gauntlet and then reverse the course of the battle
with an acrobatic move. Push the Hunter back to the
arena’s center with sword attacks.

When you
empty the
Hunter’s health
meter, he retreats
to plot his next
move. You let
him go. The
priority is to N 2 =
purify the fertile ground and liberate King’s Gate. Now,
collect some Light Seeds so you can earn Ormazd’s
magic.

HEALED

Two paths lead away from the King’s Gate: north and
south. After healing the fertile ground and dispelling the
corruption, search these routes in addition to the King’s
Gate to locate Light Seeds.

KING’s GATE

iy Healing the
sacred ground
returns color
to the King’s
| Gate. Sparking
#31 Light Seeds
scatter across
e A el R the stronghold.
Follow the trall of nght Seeds across the King’s Gate
rooftop arena and pull down the ring next to the gate to
unlock the exit.

S
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When you step

1 outside the arena
and onto the post,
you can see a
collection of Light
Seeds. Jump out

|} to the column in
front of you and

o then jump to the

[l vines in the alcove
directly ahead.
Grip fall from the

§! bottom of the vines
8! to the floor to pick
up the Light Seeds
¥ below.

Retrace your
steps around the
exterior of King’s |l
Gate to collect
the Light Seeds
hanging in the
air and along the
outer walls.

c\{— ReD POWER P1ATE ;}ﬁ

After you unlock

the Step of

Ormazd, you

can access the

red power plates

at King’s Gate

and collect the

remaining Light Seeds. Wall run out to this power
plate and use Elika’s magic to bound away from
the wall.

You are
launched to the

next red power
plate, just above
| the large door.
4] There is a Light
Seed right on top
of the plate that you automatically pick up as you
zoom past it.

The Step of
Ormazd powers
you through the
air and slides
you into the

outer wall of the

stronghold, just

in front of a set of rings. Wall run to the rings and
link with each of them to pick up another three
Light Seeds.

iy From the
' entrance of
King’s Gate,
look to the left.
That’s the north
path that leads to
il the Sun Temple.
T Jump away from
the entrance and scramble up the wall. Now, jump out to
the flagpoles and swing around them as you travel north.
There is a Light Seed on the post between the flagpoles.

Use Elika’s
help to jump
from the last
flagpole to the
vines on the cliff.
Grab the Light
Seed as you
climb the vines. =55 LR i
At the top of the wall, look north to see the loop you must
make to grab the rest of the Light Seeds along this path.

o il

Wall run up the rocks next to the ledge to pick up a
Light Seed.

—
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SouTtH PATH
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After jumping across the flagpole, slide down th
tilted platform. Jump out at the end to wall run

through the next Light Seed. - — — SECRETS
More Light Seeds await collection on the
path back to the desert. Jump back across Cc

the posts and poles to gather up the prizes.

When you reach the entrance of the canyon, wall run
out to the ring and then to the ledge. Follow the vertical
fissure down to locate another Light Seed.

Jump between
il the cliffs as
you run north
to reach the
crossroads
between King’s
i Gate and the Sun
= Temple. There is
a soldier here that can be pushed to the edge of the arena
and eliminated with a quick kill. On the way back to the
King’s Gate, wall run up the cliff to grab the hanging
Light Seed.

. Continue along
the canyon

* back to the fork
in the road to
collect three
Light Seeds.

Look to the right as you return to the entrance. Two

Light Seeds are in an alcove. Jump out to them with
Elika’s help. Return to the

King’s Gate via
the fissures as
before. When
you reach the
ledge at the
entrance to the
area, jJump on
the vines on the
stone wall. Climb
up them and wall

B s s run out to the
Follow the slides back to King’s Gate. Swing column. Jump
across the flagpoles from the turret to collect o thotechii ]

more Light Seeds.

to pick up one
Light Seed. Now,
leap the vines to pick up two more.
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SUN/ TEMPLE

The Sun Temple
dominates the
south of the
Ruined Citadel
region. This
proud temple

is now in utter
decay and
crawling with the Ahriman’s poison. The Hunter could
be anywhere in this maze of walls, posts, and poles, so
the Prince and Elika must be ready at any moment for a
surprise attack from the Corrupted.

CORRUPT APPROACH

If you are
I} approaching
the Sun Temple
from the King’s
Gate, use the
network of
tilted platforms
to slide to the
entrance of the
area. If coming
b from the east or
west, negotiate
| the system
of columns
and flagpoles
to eventually

' reach the
launching pad of the Sun Temple—a red power plate
activated by the Step of Ormazd.

Rush along the post and cooperatively jump through
the air to reach the red power plate on the rock
outcropping.

_—

The red power plate blasts you through the air
toward another red power plate. Hit the magic
button when you reach that power plate to continue
deeper into the Sun Temple.

As you fly through |||
the sky above the
Sun temple, the
Hunter strikes.
He intercepts
your trajectory
and slams you to
the arena below.

i As soon as

' you land, the

Hunter begins

|| his assault. Hold

guard to put

| up your blade

and parry any
- S —— e [ coming attacks.

Let the Hunter’s salvo play itself out. When the Hunter

finishes his first set of attacks, launch into your counterof-

fensive.

Watch for
the Hunter to
put distance
between you.
When the
Hunter backs
away, he may
be getting
ready to spit
his ink attack.
If you see
his head rear
back and then
quickly jut
forward, he’s
about to spit.
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The screen is blanketed with an ink splotch, limiting your
visibility. Hold guard—especially if this is the first time
you encounter this special attack.

WATCH THE HUNTER'S
FEET AND BLADE.

| WHEN YOU SEE THE
BLADE FLASH JUST OUT-
SIDE THE SPLOTCHES,
HE'S ABOUT TO AT-
TACK. HIT GUARD AS
THE BLADE DISAPPEARS UNDER THE INK TO DEFLECT
THE BLOW AND DISPEL THE INK.

Keep the

! Hunter juggled

with aerial

|| combos. Use

| the gauntlet

i to launch the

I! Hunter and then
keep him aloft.

When you drain half of the Hunter s health, he retreats

again. The Hunter holds court at the fertile ground high

above the arena. You must use the power plates to reach

him and finish your fight.

POWER PLATES

A red power plate
Il faces the arena.
Run over to it
and use Elika’s
magic to activate
! the plate. You
il are bounced to
another plate. Hit
the magic button to use that plate and drop back down to
solid ground, near the entrance of the Sun Temple.

The Hunter
releases the
tremor trap
now. Balls of
corruption roll
along the walls,
complicating
your approach
to the fertile ground. Not only is the Sun Temple now
affected by the tremor trap, but the Hunter’s gift spreads
around the world.

i THERE 1S NO WAY TO CLOSE PANDORA'S BOX ON A RE-

“# LEASED TRAP. BE SURE YOU WANT TO RELEASE THIS TRAP
BEFORE CHALLENGING THE HUNTER.

"‘“-1-
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Wait for the tremors to roll out of the (R LTE
way as you use the scaffolding to close DAGHIE
in on the Hunter. E&l
At the end of the

fissure network,
wall run out to
the red power
plate.

The power
| plate bounces
you up to a
ledge in the
' middle of some
| corruption.
Wall run up to
- 550N X ! the scaffolding
Sl e and then climb
to the top of
1! the vertical
fissure. Kick
Al away from the
§ wall to land
| on a column.
Shimmy up

: : " the column
and then jump back to the wall. Scramble up to the next
fissure. Jump from the fissure back to the column. At the
very top of the column, turn back to the wall and leap.
Scramble up to the horizontal fissures along the top of the
cliffs.

Watch for the

tremors to pass as |

you wall run to
the left.

45 —
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Grip fall down to
the ledge below,
avoiding the
tremors as you
descend.

The Hunter will try to slam you into the walls and
initiate a struggle. Be ready to tap the sword button
and repel this attack.

Basic sword
attacks are
certainly better
than nothing, but
el ! always go for a

Next, wall run out to the red power plate and combo when you
activate it with Elika’s magic. The power have an opening
plate launches you across the Sun Temple to against the
another red power plate. Use it to bounce closer
to the fertile ground.

Hunter. After eliminating the Hunter with your combo
attacks, heal the fertile ground to banish the corruption

When you land and release the Light Seeds.

.. against the cliffs,
wall run to the HEALED

| right and jump (SEE MAP ON NEXT PAGE)

out to grab a There are three paths leading away from the Sun Temple:
! column. Swivel east, west, and south. There are Light Seeds along each
around the routes, as well as all over the Sun Temple.
column and then
jump across the two ﬂagpoles to reach the fertile ground SUN TemPLE
.. and the waiting Hunter. T

y Three Light

! Seeds on top

of the fertile

Ll ground. After

i collecting the

! trio, use the red
Il power plate on
the wall to the
left. The power plate bounces you over to another plate,
which gently drops you back down to the entrance of the

Your battle
with the Hunter
resumes. The
Hunter is at
half health, still
smarting from
your earlier
encounter. Hold - : ;
guard as the Hunter closes in. This time, try to deﬂect

the Hunter’s first attack and then counter with a combo. i
After swatting the Hunter’s blade away, send in Elika to Use the red
pummel him with magic attacks. power plate in

front of the first
e i arena to leap
‘M‘ : through the air
' : and reach the

s D1D THE HUNTER USE THE INK SPIT ATTACK IN YOUR ;
high ground

# FIRST ENCOUNTER? EXPECT TO SEE IT AGAIN AND IN
EVERY FIGHT WITH THE HUNTER FROM HERE ON OUT. above the T —
entrance of the Sun Temple. You are bounced across three

plates before you land on a ledge.

_—N 46 —
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| | RETURN OF THE PRINCE

| Cooperatively
A jump with Elika
back and forth
between the

walls in this
alcove to grab
three Light
Seeds. : :
Follow fissures to the right of the
ledge to pass through two more
Light Seeds.

J

® LigHr Seep
STEP OF ORMAZD POWER PLATE
BREATH OF ORMAZD POWER P1ATE
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The red power
W plate at the end
of the fissures
sends you flying
across the Sun
| Temple. You land
on the ledge with
the tall column.
& Wall run up the
 wall from the
fissures above the
ledge and then
bounce back and
forth between
the column and

5 : B O the cliffs to reach
the scaffolding at the very top of the rocks A single Light
Seed is at the top of the column.

Grip fall down the wall to collect two Light Seeds.
Hang off the ledge at the bottom to grab a dangling
Light Seed.

Wall run out to
this red power
plate. Activate
it to lurch
across the Sun
Temple. When
you drop to the
cliffs above,
wall run to
the right and
jump out to the
column to pick
up a Light Seed. |

EAST PATH

4y From the starting
point of the Sun
Temple, look to
the east. There
are several Light
1 Seeds in plain

Il sight, stretching
N, (T off into the
horizon. Jump along the network of columns to pick up
the first three Light Seeds along the route.

To PicK UP THE LIGHT SEED AGAINST THE WALL, JUMP

& TO THE CLIFF AND THEN IMMEDIATELY HOP BACK TO
THE COLUMN.

Walk to the
end of the post
and then leap to
the flagpole. You
pick up a Light
Seed on the pole, ||
as well as another
on the column
just beyond.
However, instead !
of roofing along
to rings ahead,
rotate around
the column so
that your back is
facing away from - __° I
the cliff. Jump out to the post and then wall run up to a
pair of Light Seeds. Now, jump back to the column and
then roof over to the crossroads.

SouTtH PATH

4l The route to the
bl King’s Gate is
lined with Light
Seeds. Coopera-
tively jump out to
)} the slide on the
left, picking up

" the Light Seed

4 along the wall.

L' At the bottom of
the slide, jump
out and scramble
up to the ledge.

Two Light Seeds
Il are on a post to
* the right, so hang
down over the post and grip fall down to pick them up.

—
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A lone Light Seed is on the rocks here. Jump out to
the rock and wall run up it to claim the treasure,
then jump back to the ledge.

Continue wall running back to the crossroads
between King’s Gate and the Sun Temple to grab
another Light Seed.

On your way back to the entrance of the Sun Temple,
slide down the left side of this tilted platform to
gather a Light Seed.

i Snare the Light
Seed at the

end of the post
that points to

B the west. Jump

— ! out across the
two flagpole to
reach a series of
posts. There is a Light Seed on the posts. There is a green
power plate on the wall next to the last post. If you have
unlocked the Breath of Ormazd, you can collect the Light
Seeds above you.
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Bounce between the wall and the rocks to pick
up the pair of Light Seeds up here.

Wall run up to
the green power
plate fixed on the
cliff. This sends
you stomping

up the side of

the sheer rocks.
Steer around the
wooden planks

to reach a secret
stash of five Light
Seeds at the very
top of you run.
Grip fall down
the cliffs to safely reach the platforms below.

Two Light Seeds
wait for you

inside this arch.

Wall jump back

! and forth to reach
the top of the

arch and collect

them.

Jump across
the flagpoles to
grab another
Light Seed. At
the end of the
network of poles,
you reach a ,
wall with three ~— SSHEe : >
Light Seeds and some scaffolding. Cooperatively jump to
the scaffolding and then shimmy beneath the high Light
Seeds. Wall run up to each and the safely grip fall back to
the scaffolding.

—
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MARSHALLING (GROUND

WiINGs OF ORMAZD

44 Imagine the pride
M of the Ahura
guards staging at
the Marshalling
Ground, ready
! to defend the
Il honor of the
st TR AW v Ahura nation
from encroachers. Now, the only warrior defending the
Marshalling Ground is the Hunter. Perhaps generations
from now, after the Prince and Elika liberate the world
from Ahriman’s corruption, the banners of proud warriors
will flap in the breezes above this region once again.

CORRUPT

APPROACH

When
approaching
from the Sun
Temple, follow
the fissures along
the cliffs, avoiding |{§
any unleashed |
traps. Grip fall to
gently reach the
scaffolding below
you as you inch
along the cliffs to
the right. When
you reach the
platform at the
right of the cliffs,
wall run across the rocks to reach some vines. Use these
vines to close in on the entrance to the Marshalling Ground.

N If you come at
4| the Marshaling
Ground from

| the north, use
the rings along

! the ceiling of

i' the ruins to roof
# through the dark
. passages. Wall

| run through

b the narrow

! passages as they
| zigzag toward
the entrance of

4 the Marshalling
J) Ground.

_—_ 30

To reach the

Il fertile soil at

the heart of

| the Marshaling
Ground, start
your journey

: from the yellow
» e * power plate at
the broken wall overlooking the area. Use Elika’s magic
on the power plate to begin soaring over the Marshalling
Ground. This is not going to be an easy pass, though. You
must dodge rocks, walls, and columns as you fly through
the air.

e

Veer around the stone arches and walls as you glide
through the skies around the Marshalling Ground.

You land directly in front of another yellow power
plate. Wall run up to the plate and use Elika’s magic
to resume your skyward travels.

Duck under and
steer over the
broken walls as
you circle the
Marshalling
Ground.
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The next

Il yellow power

| plate sends

! you rocketing

| toward the

| fertile ground.

1 However,

¥ there are many

obstacles

during this

b flight, so be

ready to duck

and dodge.

Veer around

| the stones

[} and columns.
S St =7 The passages

tighten, so make sure you don’t oversteer and just slam

into another wall while avoiding a hazard.

THE HUNTER

W As soon as you
! touch down from
your flight, the
| Hunter attacks.
. | Throw up your

| guard as the
Hunter closes
e T R S SRR W RE R in for his first
strike. Deflect his incoming blade and start a counter-
attack. This is a small arena with open edges, so try to
keep the Hunter close to the middle. If the Hunter backs
you up to an edge, you enter a struggle.

(Y == g

L)

'I'Il‘_1 BE MINDFUL OF THE COLUMNS ON THIS ARENA. IF YOU

#  PUSH THE HUNTER INTO A COLUMN WHILE IN THE
MIDDLE OF A COMBO, THE COMBO ENDS.

There is an
excellent chance
the Hunter will
reveal Ahriman’s
Anger in this
encounter. When
you see the
Hunter throw his :
head back in rage as his body becomes wrapped in blue
fire, keep Elika back. Only a sword attack can disrupt this
state change.
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After dispelling Ahriman’s Anger with a sword
attack, immediate segue into a combo with y
Elika. ES}

Keep the Hunter in the arena’s center so that
you can effectively juggle him in the air with your
gauntlet.

IF YOU BACK THE
HUNTER UP TO THE

1 EDGE OF THE ARENA,
& YOU ENTER INTO A
STRUGGLE. THIS 1S A
PERFECT WAY TO END
THIS BATTLE EARLY.
BEAT THE HUNTER IN THE STRUGGLE BY RAPIDLY TAP-
PING THE ATTACK BUTTON. IF YOU WIN THIS HARD
STRUGGLE, YOU KNOCK THE HUNTER CLEAN OFF THE
ARENA.

After defeating
the Hunter,
climb the wall of
the arena using
the ring. The
fertile ground
is at the top of
the wall on a » B =
very small stone block. Heal the fertile ground to push
the corruption out of the Marshalling Ground and spread
some much-needed color around the region.
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"HEALED

At the second
There are just two routes leading away from the yellow power
Marshalling Ground: north and south. Follow each of plate, jump out
those routes to collect Light Seeds and add to your to the wall to the
steadily increasing supply. left to pick up
y SN three Light Seeds.

MARSHALLING GROUND

it Once you heal
" the land, the

Light Seeds Hang off the
come out. There lte;ldge in fr OT :’f
9 € power piate
o to gl;ther :;tree
. Seeds on the slightly hidden
arena, but three Light Seeds.
3ot # are right on top
of the fertile ground. Two of them are on the block. The
third is in front of a newly revealed yellow power plate.
(It was smothered in sludge before you healed the fertile =
ground.) =) From the
b entrance to the
Marshalling

Ground, turn
W south and strike
! out for the Sun
Temple. Wall
run out to the
huge patch of
| vines along the
cliff. There are
Light Seeds on
the vines, so
crawl over them
to pocket them.

The yellow power plate delivers you back to the
entrance of the Marshalling Ground.

The flight Wall run to the
paths between left of the vines and jump across the waterfall to pick up a
the yellow Light Seed and continue scrambling for another patch of
power plates vines.
you used to

reach the fertile |
ground are full
of Light Seeds. &
Follow the loop
of power plates !
again, but steer
into the Light
Seeds as you
race through
the skies over
the Marshalling
Ground and
beneath its cliffs.

From the ledge at the end of the vines, turn back
and jump out to the short wall to claim a Light Seed.

REi e e teom| i L
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Next, wall run out to the scaj'foldmg along the cltjfs.
Follow the fissures back to the crossroads between
the Marshalling Ground and Sun Temple.

Climb the cliffs
carefully to reach
the crossroads
and collect even
|| more Light Seeds.

When you
return to the
entrance of the
Marshalling
Ground, climb
all the way
to the top of
the large vine
patch. Jump
away from the
vines to reach
an orphaned | 4
platform. There g ©
are three Light || :
Seeds on this
platform.

Wall run to the
! north of the
Marshalling
Ground, along
the cliff beneath
the blue power
plate. A Light

- Seed is next

to the ring in the rocks. Jump out to the next wall after
swinging through the ring. There is another ring at the
corner (and a Light Seed). Swing around it to wall run
out to a flagpole.

%, 53
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Jump to the flagpole and swing out to the next ks
wall. Wall run through the narrow passage,
bouncing between the walls to keep aloft. A
Wall run along
the diagonal

walls to collect
another three
Light Seeds. Use
the column to
stabilize yourself
between the wall
runs. %

WHEN YOU REACH THE COLUMN, STOP. Look 1O THE
LEFT. THERE ARE TWO LIGHT SEEDS IN THE ALCOVE.
COOPERATIVELY JUMP TO THE LIGHT SEEDS AND THEN
IMMEDIATELY COOPERATIVELY JUMP BACK TO THE
COLUMN.

If you have the
Hand of Ormazd,
you can pick up
the five Light
Seeds that taunt
you from the
wall right above
the first yellow
power plate in
the Marshalling
Ground. The
blue power plate
bounces you up
to the top of the
wall. Walk along the wall to p1ck up five Light
Seeds.

—
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MARTYR’S TOWER!

———i
!

By definition,

a martyr is
somebody

who willingly
sacrifices
themselves for
the betterment of
others. And the ;
Ahuras have a long tradition of respecting that the needs
of the many far outweigh the needs of the few. Indeed, e, J
Elika herself knows about this first-hand. To further You land just shy of the next power plate, so hold
liberate the Ruined Citadel, the Prince and Elika must down the magic button and press up to scramble
again strike at the Hunter and drive him back, ridding the over the plate.

Martyr’s Tower of his infernal presence.

CoORRUPT
APPROACH

B .

i L

i The entrance to

! Martyr’s Tower

is a single yellow

disc at the nexus

of the north and
south approaches

As you fly though the air, dodge stones and walls

to the area. If to avoid being sent back to the beginning of your
you’re coming flight path.
g from the south
! via the Sun You drop just shy
Temple, use the I of another yellow
rings to roof power plate.
through the first Rush up to it to
half of the path. continue your
Il When you reach approach on the
y 1) tower.
the flagpoles,

you’re getting close. Swing to the posts and ledges and
follow the path all the way to the yellow power plate.
There are plenty of fissures to negotiate as you near the

power plate. Duck under the
If you approach the Martyr’s Tower from the north, arches as you
wall run along the stone walls and swing between the iy i ez g

flagpoles to close in on the yellow power plate. sartyrs Tower.

When you’re
ready, use the
yellow power
plate to fly above
Martyr’s Tower.

The Hunter

il is waiting for
you on top of

| Martyr’s Tower.
He throws out

! his arms and
roars, taunting
“ you to attack

%, 54 —
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him. Unfortunately, the Prince falls for the trick. As he
rushes the Hunter, the floor falls out from under his feet
and the pair crashes to the bottom of Martyr’s Tower.

INTO THE DARKNESS

Your visibility
¥ is limited inside
Martyr’s Tower
since there are so
|| few light sources.
! The corruption
| that seethes on
the walls seems
to absorb Whatever llght does manage to sneak through
the cracks in the walls. Grip fall from the ledge to the
bottom floor of the tower.

The basement

l of the tower is

| flooded with

corruption. You

| must stay out

of the muck by

I keeping to the
poles that jut out

of the walls. Wall run over the corruption and then jump

out to the flagpoles.

Use the fissures to get your grip and shimmy along
the basement walls.

Circle the basement unttl you reach the wooden
crates.

>
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Jump up to the
post above the
crates. Turn to
EC———— e the center of the
room. Jump across to the network of posts in the center
of the room, and follow the posts as they close in one the
center of the basement.

Cooperative jump
to the wall and
scramble up to

this fissure to
climb out of the
basement.

Wall run to
the right of the
fissure at the
top and then
| swing around the
flagpole to reach
some scaffolding.

The
scaffolding leads
to a series of
poles. Swing
from pole to pole
until you cross
the basement
ceiling. Use the e _ S
fissure to hold onto the wall. Follow the scratches up to
the next floor.
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THE HUNTER

The Hunter

Il appears out of

| the darkness.

| He has a bit

of distance to
close, so put

up your guard
N e Gt e e e i 5 5 the he slinks
toward you. The Hunter circles you as he approaches,
stalking you as he looks for an opening. Keep your guard
up as the Corrupted finishes his first set of attacks. Try
to deflect an incoming blow to turn the tables and launch
into your own combo.

The Hunter
relies on
Ahriman’s Anger
to keep you from
using acrobatic
or magic moves
at the start of a
combo. When ;
the Hunter bursts into blue ﬂames keep Ehka out of the
fray and rush in to dispel that state change with a sword
attack. If you try any other maneuver, either you or Elika
will be injured.

As if the room
wasn’t dark
enough already,
the Hunter spits
black ink at you
! to further obscure
your vision.
Guard until the
ink vanishes.

When the Hunter rears back and spreads his three
blades, put up your guard. This comes as a lightning
fast attack that is tough to deflect.

pLEIT g s o) 56

Il climinate you in
! this fight, so look
for an aggressive
i attack. You

Il view this attack
from above. The

Hunter repeatedly slashes w1th his blade and you must
counter every incoming blow by tapping the on-screen
button. If you survive the attack, the Hunter reels for a
second. This is a prime opportunity to launch a counter-
offensive.

When the

# Hunter really

| loses his cool,

! he jumps into

the air. Guard

the second you

Il see the Hunter
leave the ground

because he’s about to turn into a makeshift saw blade.

The Hunter tucks into a ball and rolls through the air with

his sword outstretched. This is a tough attack to counter,

so rely on your guard.

When you have the Hunter on the ropes, he starts
to rely on his spitting attack. Guard until the ink
disappears. Or try to hit the advancing Hunter with
your sword, if you think you know his footwork well
enough by this point.

Always attack
with combos.
Use Elika to
pummel the
Hunter from
above. Then,
toss the Hunter
into the air and
keep him up there with more magic attacks Use acrobatic
moves to keep him away from the wall (an instant combo
killer) and finish him off in the center of the arena.
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EscAPE

Il After defeating

the Hunter, you

| must still make
your way back

| to the top of the

| tower to heal the

fertile ground.

Use the fissures

in the wall to

1 ascend to the

|| next story of
the tower. Wall

|l run across the

j flagpoles as you

Jj circle the room.

Make your way
to the vertical
fissure to climb to |
the next floor.

The ground is
soaked with
corruption.

Carefully step
around the

poison.

Jump across
the two posts
that the span
the hole in the
floor. Use the
scaffolding on
the other side
of the room to
launch a wall
run to the left.
Slide along the
slotted ring
to swing over
the corruption
on the floor.
Wall run from
the ring to the
fissure in the corner.
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wall. Wall run to the flagpole and then leap L

to the post. Turn back to the center of the '
room. You are now perfectly lined up to hop

across a set of posts and reach a yellow power plate on
the opposite wall.

The Wings of

| Ormazd only take
you far enough to

reach a series of

flagpoles along
the ceiling.

Jump to the fissure in the corner of the room.
Then wall run straight up to escape the interior of
Martyr’s Tower. You can now heal the fertile ground
on the roof.

HEALED

As soon as you purify the fertile ground in Martyr’s
Tower, you can collect Light Seeds not only in the
immediate area, but also along three paths: north, south,
and east.
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MARTYR'S TOWER

Four Light Seeds
"\ are on the roof
of Martyr’s
Tower. Three of
them are right

¥ around the fertile
ground. The

: fourth is on a
yellow power plate that, when activated, sends you flying
through the skies and back to the area’s entrance. From
the entrance, you can easily break out to any of the three
paths leading away from the tower.

When you land on the platform in front of the very
first yellow power plate, you can see a number of
Light Seeds that are easy grabs to north.

Turn to the south
to see another
collection of Light
Seeds within easy
range.

Ascend the outside of the tower via the fissures to
grab a pair of Light Seeds on a narrow ledge.

i L

Once you have

the Breath of

Ormazd, ascend

the tower’s

exterior via the

fissures. Wall run

up to the green

power plate above the top fissure.

This power
plate lets you run
along the side of
the tower. Follow
the scratches in
the wall so you
don’t stumble.
There is another
green power
plate on the cliff.

Activate it to

climb vertically

to another power

plate. There is a

Light Seed on that plate.

Activate the
green power plate
to climb back
across the tower.
This leads you to
one more power
plate. Use Elika’s
magic on the
plate to reach a
hidden balcony
on Martyr’s

| Tower, which is
festooned with
three Light Seeds.

3 After collecting
L the Light Seeds
on the tower
exterior, follow
the yellow power
plate network
il to return to the
= top of Martyr’s
Tower. Dive back into the tower via the tall vertical shaft.
It’s dark inside, making it easy to see the Light Seeds
below. Grip fall through them as you drop.

- L ™k e

—
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The basement
! of the tower
M is clear of
corruption,
SO NOW you
can walk on

|l the ground.
24 Cooperatively
jump between
the central
+ pillars to pick up
! the Light Seeds
1 in the middle
1l of the room.
| Follow the posts
and fissures up
to the next floor.

Follow the
flagpoles around
the walls to grab
a dangling Light
Seed.

Use the fissures
on the next
floor to reach a
balcony outside
the tower.

Follow the length
of the balcony
to pick up three
Light Seeds.

Another Light
Seed in front of
the yellow power
plate on the top
floor of the tower
interior. Jump
across the posts =
in front of the e
power plate to grab it.
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Duck into the side passage near the yellow %}
F ]

power plate to start trekking east to the Vale.

There is a Light Seed in the narrow passage

(it’s in the dip in the floor). The path then opens up into
a canyon. One more prize is on a rock platform off to the
left. Jump over to the ledge to pick up the Light Seed.
Then, cooperatively jump off to the right to push deep to
the east.

Follow the
rock ledges to
the east to pick
up Light Seeds.
There are two on
the left side of
the canyon that
are accessible : Sl
by cooperatively jumping out to the rocks and then wall
running to keep from falling.

iy Wall run along

| the rocks to the

south to pick up

a Light Seed.

gl The cavern

4! ahead is loaded
with sparkling

" treasures, too.

i Wall run along

¥ the right wall and

then jump out

to the flagpole.

Once you reach

the flagpole,

I} jump to the next

' - e === wall and then

link across the rings to pick up three Light Seeds in rapid

succession.

—
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If you have
not liberated
the Windmills,
there’s a solider
waiting for you at ||

the crossroads.

Wall run up

'l the stone pillar at
the crossroads to
collect two Light
il Seeds. Since you
A come up a bit

il short, jump away
: from the pillar.
Cooperatively jump to the opposite wall and then bounce
back (also with Elika’s help) to get the needed height to
pick up the Light Seeds.

SouTtH PATH

i Grip fall down
1 the cliff to the
south of the
tower to start
along the path to
the Sun Temple.
Wall run up the
s : cliff at the ledge
below to pick up a Light Seed and then swing around the
flagpoles to the south.

WaND

The Windmills push up over the rocks to collect the
wind that rips through the Ruined Citadel. But the
blades of the Windmills are now tattered and torn,

and the structure is soaked in corruption. The Prince
and Elika must rush to the top of the Windmills and
challenge the Hunter to liberate the area and close in on
the door to the Hunter’s Lair.

PELT g T e st om

Roof over to the columns. Visit all three of these
columns to pick up Light Seeds.

Jump out
to the column
farther from
the cliffs.
Swing around
so your back
is away from
the cliffs. Jump
with Elika out
to a fissure
in the rocks
opposite of the
column. Now,
shimmy around ||'*
to the back side |{i
of those rocks ||l
to discover two
more Light Seeds.

YMILLS)

CoORRUPT

APPROACH

You can close in
on the Windmills
from either

the east or the
west. The paths
are similar,

with column-
lined corridors
opening out into
flagpoles. Swing
around the poles
to approach the
entrance of the
Windmills. Use
the rings or wall
jumps to bounce = '
up to the platform directly in front of the Windmills.
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To enter

| the Windmill,
rush down the

| wooden ramp

| and leap to the
red power plate.
Scramble up
S N el R 10 it and then
use Elika’s magic to bounce across a series of power
plates.

THE VALE
ROYAL PALACE
CITY OF LIGHT
TREE OF LIFE
SECRETS
One of the power plates is exposed, the %Il
other is tucked behind a gate. You must =
open both power plates to reach the second

floor of the Windmill. The crank on the left side of the
floor does not adjust the grates—it flips the two signs on
the wall between the power plates. The arrows on these
signs show how the grates will spin when rotated. To then
actually rotate the grates in front of the power plates as

When you land on the side Of the Windmill, wall directed on the signs, turn the crank on the right side of
run to the left and use the rings to swing around the heldoe

corner of the building.

An arcing

b arrow just rotates

the grates a

| quarter-turn. A

| U-shaped arrow

rotates the grates

| 180 degrees. A
e e e e blank sign does

not affect the grate. The sign on the left side affects the

right grate. The right sign affects the grate on the left.

Use the power plate on the side of the Windmill to
fly across the void and slam into the wall south of
another red power plate. Scurry up to the power
plate via the ring. Rotate the grates
into this position.
The power

plate launches
you back across
the abyss,
depositing you
on a ledge just
outside the
Windmill. From S i
here, you can peek inside a see a pair of red power plates.
You must unlock the secret of these power plates to
further ascend the Windmill. Jump across the gap in the
floor to solve the puzzle of the plates.

Turn the signs so the power plate on the left
remains exposed while the grate on the right is
rotated 180 degrees.

%, 61 —
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Turn the crank
to unlock both
plates, solving the
puzzle.

The two power
plates bounce
you off the walls
and launch you
up to the next
floor of the
Windmill. Wall
run to the right,
grabbing the ring to swing to the next power plate. This
launches you to the adjacent wall. When you land, wall
run to the right and drop down on a stone platform.

Swing across the two flagpoles and then wall bounce
up the vertical shaft.

You must
time this next
wall run. There
is a wooden
plank on the
rotating disc
in the corner.
You must swing
from the ring at
the end of your
wall run onto
the disc just as
the plank turns
horizontal. If
you swing to
the disc when
the plank is S
vertical, you fall and Elika must save you.

el Ao om| 62

Once you
reach the post
|l sticking out of
the disc, turn
_' around and face
the wall. When
il the plank rotates
I % 50 that it’s
vertical, wall run up to the top of the disc and then kick
away to grab a post.

B,

From the post,
jump out to the
next power plate

puzzle.

Three power
| plates are in

| this puzzle. The
Il crank on the

I left switches

| the signs in the
Il center of the

* plates, which
shows how the three grates rotate when you twist the
crank over on the right.

i

- - _— - .-

‘I ".}
\ !.#ﬁgif__f ‘:gi T,l_‘l | .

Change the signs so the middle plate remains still,
but you lock the left and right power plates into
position.
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Rotate the grates
to unlock all
three power

plates.

Rush up to
the power plate
on the right.
Activate the
plate with Elika’s
magic to bounce
across the three
power plates
in the room. The third plate bounces you up to the next
story of the Windmill.

Wall run across
| the exterior of the
| Windmill. Use
the ring to link
over to the ledge
that is covered in
corruption. Stick
close to the wall to
avoid the poison.

Jump out to
| the walkway to
the right. Follow
| it up to the rings.
Scramble up the
| rings and pull
yourself up the
wall. At the very
top of the wall, hoist yourself up to the post that overlooks
the central axle of the Windmill. Jump down to the axle to
meet the Hunter face-to-face.

THE HUNTER

The Hunter

| wastes no time

in attacking you

| as soon as you

| touch down

il next to the axle.

| The arena is
moderately sized,

giving you plenty of room to launch extended combos. Just

make sure you keep the Hunter juggled in one area because

if you accidentally slam the Hunter into the axle in the

middle of the arena, your combo ends. Guard against the

Hunter right away and then wait for your opening.

WAYS
DYNAMIC WORLD
DESERT
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The Hunter launches into his furious attack if
he gets the drop on you. Counter each blow by &
tapping the on-screen button as it appears. ?g'

When you see the
Hunter’s blade
split open, get
ready to deflect
the incoming
attack.

When the Hunter
spits ink on the
screen, throw up
your guard and
keep it up until

the ink dissipates. ||

Keep on the
lookout for the
Hunter to call
upon Ahriman’s

! Anger. When

1 the blue flame

! erupts around
the Hunter, back
off. Keep Elika safe and only use the sword attack. Once
Ahriman’s Anger goes away, then call on Elika to keep the
combo going. Just make sure you keep the Hunter off the
wall by using acrobatics to switch places.

i After you
| defeat the

! Hunter, he leaps
over the wall

and escapes,
determined to

| fight another day.
R SRS T R Now that the
fertile ground has been abandoned by the Corrupted, have
Elika heal the area.

63 —
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across from the fertile ground, though, travel back down
around the Windmill to collect Light Seeds.

"HEALED

There are two routes that lead away from the Windmills:
east and west. Search each path for Light Seeds, as well
as the entire Windmills area.

WINDMILLS

i Once Elika

" recovers from
healing the
fertile ground,
the Light Seeds

appear around '
'l the Windmill. A Jump across the flagpoles to pick up some Light
=¥ stretch of Light Seeds on your way back to the broken wall.

Seeds leads away from the fertile ground and back to the
area’s entrance. Before jumping out to the poles directly

® LigHT Seep
HAND OF ORMAZD POWER PLATE

STEP OF ORMAZD POWER P1ATE
r

pEun e anesfeom) — 64—
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Follow the
poles around ! -
the building == ; RN | RETURN OF THE PRINCE
and then slip g ; MOVES IN MYSTERIOUS
down the ! N k. i =l | Vs
tilted wooden A ! Sl | DYNAMICWORLD
platform. Wall ' k | | DESERT
run out to the -
ring at the -+ - 40 Sl | THEVALE
corner of the il : _ : R | rovaLPALACE
building and oo —wmer” 3. N CITY OF LIGHT

TREE OF LIFE
| ﬂ;f:og:ihl:éze Slide down the building with a grip fall. Two sk

Light Seed just below it.
with three Light 1L D008 GTE Kl
Seeds.

—aF

2NDIELOOR 3

]

ROOF,

LEGEND
@ Ligur Seep
HAND oF ORMAZD POWER P1ATE
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Slip down the wooden planks to grab a Light Seed
tucked behind a wall at the end of a balcony. Now,
return to the entrance of the Windmill.

Enter the
Windmill and
use the red
power plates
to spiral back
around the
inside of the
building.
Follow the
course of wall
runs and poles
to cross back
across the
power plate
puzzles. Once
you reach
the top of the ™ -
Windmill, jump out to the poles and grip fall down to the
base of the huge black gate.

WEesT PATH

out to the

| slides. Follow
the slides,

i sticking close
to the wall

to pick up a
Light Seed.

4| At the bottom
of the slide,

the corridor
| leading away
from the slides.

column and then use the rings along the ceiling to roof
out to the crossroads.

PELT g T e st om

head out along

Jump out to the

a— 00

At the crossroads, turn back to the Windmill. Use
the fissures on the wall to climb up to the Light
Seeds hanging from the scaffolding.

EAst PATH
From the :
entrance of the
Windmill, turn
to the east and
jump down

to the slides.
Follow the
slides through
the Light
Seeds and
then leap out
to the flagpole.
Swing around
the flagpole
and then run
through the
ring to swing
around toward the crossroads

On your
I} way back to
the crossroads,
scramble up
the wall with
the ring. At the
il top of the wall,
/| jump out to
the post behind
| you to grab two
4 Light Seeds.
‘| Then, wall run
| back to the
entrance, using
the flagpole to
il swing down to
" the black gate.

—
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%__BLUE POWER P1ATE_ 25

Run out to the
blue power
plate along the
outer wall of the
Windmill. The
power plate arcs
you through the
air, dropping
you against a
wall. Wall run
between a series
of surfaces. At
the end of the
walls, swing around the ring on the corner of
the building. There is a blue power plate just
around the corner.

After cleansing the Ruined Citadel, the Prince and Elika
have finally cornered the Hunter in his lair. The Hunter

will not evacuate the Ruined Citadel without a fight,

though, so the heroes must steel themselves for any of the

Hunter’s devious tricks and traps.

THE APPROACH

To reach the af
Hunter’s Lair, l
you must
negotiate

a series of
power plates,
starting with
the red power
plate next to
the seething
corruption
just beyond
the black gate. |
Activate the red &
plate to bounce |§
over to a yellow
power plate
just above the gate.

This launches
you through the
air again to pick
up a Light Seed
and then drops
you through
another sequence
of blue power
plates. Follow

RETURN OF THE PRINCE
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these power
plates to collect
the remaining
Light Seeds in
this area.

i

HIUNTERSS/ LAIR!

Lot

Swing wide of the tower as you zoom through the air
en route to another red power plate.

The red

Il power plate

' bounces you

" across the void
! to a platform

| with a yellow
i power plate.

# When you
reach the
platform, wall

A run up to the
power plate

| and blast off in

I The path is not
: _ _ free and clear
of obstructions, though, so steer around the walls, cages,
and towers that slide into view.
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FINAL SHOWDOWN

31y The Hunter’s
i arena is
large—perfect
| for juggling
without any
| interruptions.
Plus, there is
it e S, P 110 COTTUption
around the wall, so you only need to avoid pushing the
Hunter into regular walls and launching into a struggle.
When the fight begins, the Hunter is on the far side of the
arena. Hold back and let the Hunter close the distance.
While you watch him move, hold guard.

FEELING GOOD ABOUT YOUR DEFLECTING SKILLS? MEET,
THE HUNTER HALFWAY AND SWAT AWAY H1S THREE-
BLADED SWORD TO CREATE AN OPENING.

The Hunter
never hesitates
to slip into
state changes,
especially
Ahriman’s
Anger. When
the Hunter goes == -
full blue, keep Elika back and plan a sword attack to
dispel the influence. Hold guard while waiting for your
opening.

One of the Hunter’s favorite moves to counter a
successful deflection is to spit ink in your eyes.

—N_ 68

The four-hit
I} sword combo
is certainly

|| nothing to be

| sniffed at, but

|| you should

4 always aim for
performing

~ big combos—
I especially when
il the Hunter is
getting close

| to the walls.

! Lunge over the
~ ! Hunter with an
i acrobatic move
SO your next
attack (Elika’s magic?) pushes him back to the arena’
center.

When the
Hunter’s is close
to losing half of
his health, he
leaps into the
air and crashes
down to the
ground. The
shattered arena buckles under the impact and you fall
into a much smaller arena. It is much easier to get backed
into the wall down there, so concentrate on keeping the
Hunter somewhere near the center of the scene.

Continue hammering the Hunter with repeated
attacks whenever you see an opening. The more you
attack, the less chance the Hunter has to respond

with his blades.

—
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The Hunter is determined to back you into the walls
50 you must enter a struggle. If you win the struggle,
you elbow the Hunter into the center of the arena.

Because the arena is so small and it is surrounded by
corruption, your priority is to keep the Hunter as close
to the center as possible. Bounce back and forth over his
shoulders with acrobatic moves, or launch him into the air
with a gauntlet attack and juggle him with Elika’s magic.

Expect to see

| Ahriman’s Anger
at least once in

this final battle

with the Hunter.
Keep Elika back

The Hunter is small enough to launch into the air
with your gauntlet—a great way to lead into an
aerial combo.

When the and dispel the
1! Hunter’s health ";T;i’;‘:o’:;h
|l drops to only "
a quarter, he After you
|l flees again. He | finally drain

the Hunter’s
health, Elika can

| free him of his

! curse. She gently

stronghold. To approaches the

b’ catch up with : 2% Hunter, who is

the Hunter, crumpled on the ground, shamed in his defeat. She lays

! breaks through
the arena as he
scurries away
to his final

| you must jump a hand on his shoulder and mercifully strips him of the
over a river of corruption that has plagued his soul for centuries. The

! corruption and Hunter’s spirit passes with peace and the Ruined Citadel

H follow a series is completely purged of Ahriman’s threat.

of slides. At the
bottom of the
slides, coopera-
b tively jump

1 out to a pair

| of walls. Wall

| run along the

J. first and then

! bounce to the
opposite wall.
At the end of the second wall, jump to another slide and
drop down into the final arena.

Use the red
power plates
around the arena
to escape the
Hunter’s Lair
and return to the
entrance. The
sun breaks over ottt R i S . At i
the wounded sky as the Prince and Elika marvel at their
accomplishment. But this is only one small victory on the
path to forcing Ahriman back to the underworld.

“, 09 —
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From the temple of the Tree of Life, the sight of hot air balloons swaying in the wind reveals the location of the Vale.
Once the center of science and discovery for the Ahura people, the Vale is now desolate and crumbling. The region is
overseen by the Alchemist, a genius whose quest for knowledge lead him to a very dark place. Now that the corruption
of Ahriman has overtaken the Vale, the Alchemist returns to his old laboratories to rekindle his research. But no longer
does he hunger for scientific truth. The Alchemist now thirsts for discoveries in the fields of pain and suffering.

WHATS| UNLEEASHED

When you visit the Vale, you have the potential to unlock
a handful of changes to the dynamic world. One of the
four traps is triggered by your presence, and fighting the
Alchemist releases a new Ahriman’s Influence for the
other Corrupted to assume in their fights against you.

THE ALCHEMIST

i The Alchemist
! is a significant
figure in the
|| history of the
Ahura. This
Il wizened scientist
proves that vast
e L intelligence does
not protect the human spirit from corruption. In fact, it
was the Alchemist’s unwavering search for knowledge that
allowed him to be tricked by Ahriman into giving up his
very life. Fooled by Ahriman, the Alchemist now serves
the whims of the dark god. His skills at invention are
redirected toward nefarious purposes.

What finally
undid the
Alchemist was
his search for
the cure for
death. And that
knowledge is
what powers
his special move. The Alchemist draws energy from the
corruption, regenerating health unless you attack him
and stop the process. No other Corrupted has this skill,
save for the Mourning King, who inherits it as soon as the
Alchemist uses it for the first time.

4 The Alchemist
4 also unlocks a
new Ahriman’s
Influence:
Ahriman’s

| Fury. When the
Alchemist calls
upon this state

70

change, he is enveloped in black. No attack except Elika’s
magic can dispel the effects of the influence. If you try

to attack with the sword, you only injure yourself. You
must start a combo with Elika’s magic to scrape the veil of
darkness from the Alchemist and then lead into the rest of
your combo.

£ NoTE 38

:r IF FOR ANY REASON YOU DO NOT HAVE ELIKA W1TH

# you WHEN AHRIMAN’S FURY 1S CALLED UPON, YOU
MUST JUST KEEP YOUR DISTANCE AND EITHER WAIT OUT
THE STATE CHANGE OR HOPE THAT ELIKA JOINS THE
FIGHT SOON.

THE TrRAPS

When you visit
!} the Heaven’s
Stair area of
§/'| the Vale and

| try to use the
' elevator room,
the Alchemist

= releases the

gas trap. This trap ﬁlls a chamber w1th tiny particles of
corruption that seep through your skin and clog your
airways if you remain in its presence for too long. Think
of it as a time limit. If you remain in the affected chamber
too long, you fail and Elika must rescue you. If you
happen to perish due to the gas while in the middle of
an acrobatic sequence, Elika brings you back to life at
the last patch of solid ground. Unlocking the gas trap at
Heaven’s Stair releases the trap in the following areas:
The Windmills, Martyr’s Tower, King’s Gate, Machinery
Ground, Heaven’s Stair, the Cauldron, Spire of Dreams,
Royal Gardens, Queen’s Tower -- plus the routes between
King’s Gate, the Cauldron, & Temple, the routes between
the Cauldron, the Cavern, & Temple, and the routes
between the Cavern, City Gate, & Temple.
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THE CAULDRON ¢

. The Cauldron
21 is the gateway
| into the Vale.
The area is not

! but one that

H is currently

* filled almost

to the brim w1th corruption. To push into the Vale, the
Prince and Elika must defeat the Alchemist and drain the
Cauldron. Once the fertile ground is rescued, the pair
must then continue their fight against the Alchemist until
his reign of terror over the Vale has been extinguished.

CORRUPT

APPROACH

When

! approaching the

Vale from the
desert, you can

| cither take the

| middle path or

| the left path. If

* you approach

from the left path, break to the r1ght when the route forks.

Coming from the middle path, veer to the left at the fork.
The paths are carved through a canyon. Use the vines to
reach the tall ledges that overlook a series of fissures in
the canyon walls.

Wall run
out to the
scaffolding and
the fissures and
use then them
cross the deep
canyons. The
vine patches
are the key to
closing in on
the entrance to
the Vale. When
you reach
the wooden
platforms, you
are near the
Cauldron.

i unlike a sinkhole,

TPIETRAR, @] @amn @afiln L4
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When you initially step into the Cauldron,
the corruption is low. But since the path in
front of you is blocked by a thick puddle of corruption,
you must instead jump to the vines creeping over the
wooden wall to the left. Climb to the top of the wall via
the vines.

WITHIN THE CAULDRON

When you
! reach the top
! of the wall,
the corruption
| bubbles and
pops at the
bottom of the
i T——RRR R Cauldron.
Before your eyes, it rises until the majority of the
Cauldron is submerged. Your travel options are now
severely limited, but at least there is a direct route to
the fertile ground still available.

Jump from the top of the wall to a slide. You slip

toward the corruption at an alarming rate. Jump

at the bottom of the slide to grab the next wall.
Scramble up it.

1 —

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.

RETURN OF THE PRINCE

MOVES IN MYSTERIOUS



From the

| ledge, jump out

to the post and

|| then skip over to

| the next wooden

| platform that

I hovers just above
the corruption.

There are two broken columns just beyond the platform.

Jump to the first one and swing around it.

Roof along the
ceiling quickly to
reach the second
column. Position
yourself so your
back is to the
brass ring at the
end of the ceiling
and then roof over to it. Press the gauntlet button when
you reach the ring and hoist yourself up to the ledge over
the two columns.

ST

HAVING TROUBLE WITH THE TIMING OF THE RINGS?
JUST THINK OF THE RINGS AS THE WORD “AND.” USE
1T TO LINK TOGETHER TWO MOVES, LIKE HALVES OF A
SENTENCE. SO, YOU CROSS THE ROOF WITH THE JUMP
BUTTON AND THEN SCRAMBLE UP THE OTHER SIDE.

Jump across the next series of wooden platforms. You
need to reach the post in the distance on the far side
of the Cauldron.

Wall run under
the post to grab
it. Pull yourself
up so that you’re
| standing on top of
. the post.

PELT g T e st om

, 72

down to the slide. At the bottom of the slide, wall
run to the fertile ground.

THE ALCHEMIST

% When you
! reach the fertile
ground, you

1 glimpse of the
! Alchemist. He’s
on a balcony

overlooking the
fertile ground. He’s performing some sort of experiment,
and he pays little attention as you call out to him.

Suddenly, the Alchemist vanishes from the balcony. But
before you get too cocky and think healing the Cauldron
will be a cakewalk, the Alchemist reappears. And he’s
right on top of you.

Keep up your
guard as you
approach the
Alchemist. He
does not lunge
like the Hunter
or Concubine,
telegraphing his ST e
punches. Instead, the Alchemist’s basic move is a magic
attack unleashed simply by raising and flicking his wrist.
It’s a fast move and tough to deflect until you have a good
idea of what to look for.
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When the Alchemist raises one arm and starts to

flick his wrist, you have a chance to deflect. This

attack can turn into a series of moves, so if you’re

unsure of when to retaliate, hold guard until the
Alchemist finishes blasting.

After the
Alchemist
finishes an
attack, begin
a combo with
your sword.

If you see the
Alchemist
backing up to
the wall, use

an acrobatic
move to keep
him from being
pressed into

a corner. If
you push the
Alchemist up to _ :
the wall, the combo ends and you sw1tch into a struggle

The Alche-
mist’s struggle:
He grabs your

sword arm with
a dark tendril.
Repeatedly tap
the sword button
to break free of
his grip.

Whenever you spot an opening, close the distance
and launch into a combo. Call on Elika’s magic to
push the Alchemist around like punching bag.

et
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Unless you are repeatedly attacked while ks

injured and fail Elika’s save, your first %}
battle with the Alchemist is short-lived. &
The scientist retreats into the Vale to fight
another day. While the Alchemist regroups, purify the
area and collect the released Light Seeds.

HEALED

There are three routes leading away from the Cauldron.
The northern path leads to the Vale. The western path
returns to the fork divided between the desert and the
Ruined Citadel while the eastern route leads to the Royal
Palace.

THE CAULDRON

drains from the

| Cauldron, many
| Light Seeds are
B revealed. Four
Light Seeds are
e B— DR S+ = right around

the fertile ground. They lead to the central tower in the
middle of the column, which can be safely descended via
the long panel of vines.

From the
bottom of the
tower, you can
wall run around
and collect more
Light Seeds.
The door to the
northern route -
is near the bottom of the vines. Three Light Seeds are
near the exit. Two are grabbed by wall running to and
away from the vines. The third is directly above the
vines.
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Return to the top of the vine-covered wall you scaled
at the beginning of the Cauldron.

Follow the
" path back around
the Cauldron
as if you were
zeroing in on the
| fertile ground
# again. Run

e W, —3 * across the posts
and rip down the slide to pick up a nght Seed on the next
vine-covered wall.

Follow the
path around the
outer edge of the
Cauldron. Jump
across the two
posts and scale
the next wall.
When you slip B R e W T
down the slide just beyond the wall you pick up a Light
Seed. There is another one directly in front of you on the
vines, as well as one just around the corner to the right.

Use the columns here to pick up three Light Seeds.

PELT g T e st om
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Use the ring at the edge of the columns to scramble
farther up the Cauldron. Then cross the platforms to
grab the Light Seed on the post. Another Light Seed
is at the end of the slide to the left of the post; the
slide drops you back on the fertile ground.

There are five Light

Seeds in the alcove

high above the

Cauldron. With the

Breath of Ormazd,

you can reach the

alcove and collect

the Light Seeds. Once you have all five, grip fall down
the divot in the ledge to grab the vines below-and return
safely to the main route around the Cauldron.

NORTH PATH

4 The northern

'} path out of the
Cauldron leads to
the Vale. Wall run
to the scaffolding
on the left side

of the tunnel.

e Wt Follow the red
planks along the tunnel and then jump to the opposite
side and wall run to the next bits of scaffolding.

Run along the
scratches and
then jump to the
adjacent wall. As
you sprint to the
vines, you grab a
Light Seed.

—
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Crawl up
the vines and
scramble to
the top of the
platform. This is
the crossroads
Il between the
o S8 F i iR Cauldron and
the Construction Yard, so unless the Construction Yard is
already healed, expect a soldier here. After combating the
soldier (drive it to the ledge for an instant kill), wall run to
the Light Seed to the right.

WEesT PATH

Turn to the right
"l as you exit the
Cauldron and
peer down the
west route. There
is a Light Seed
on the wall above
S the wooden
platform. Hop up on the railing and then jump to the wall
beneath the Light Seed. Wall run up the cave to grab the
prize.

Follow the vines
along the cave
to pick up an
additional two
Light Seeds.

Rush the fissures
on the right side
of the cavern to
snag another
Light Seed.

Hang off the ledge after the fissures to pick up two

additional Light Seeds. Grip fall through the Light

Seeds and grab the scaffolding to keep from falling
into the abyss below.

—
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Climb the vines just before the fork in the route
that breaks toward the Ruined Citadel. There’s
one more Light Seed at the top of the vines.

EAst PATH

iy Wall run away
! from the entrance
to the Cauldron
to pick up the first
visible Light Seed.
 Grab the vines on
the opposite side
R Dt e Of the Light Seed
to safely reach the nearby rocks. Jump out and wall run through
the next two Light Seeds and then bounce to the opposite side
of the cavern. Use Elika for a cooperative jump. Complete the
wall run on the left side of the cave with the rings.

There’s a Light
Seed just below
the ledge.

Wall run out to
the vines to grab
the next Light
Seed.

Continue
1 along the eastern
! path to pick up
the last two Light
Seeds on this
route. One Light
Seed is on the

3 E—Se vines that hang
down the left side of the route. The next Light Seed is on
a ledge overlooking the fork in the road that either leads
back to the Vale or continues on to the Royal Palace.
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CONSTRUCTION YARD

The great
ships—both

air and sea—of
the Ahuras
were once
constructed at
these shipyards,
but now the
machinery is dormant. Corruption spreads across the
yards, sliming what’s left of the tools and implements. The
Alchemist is here, plotting and planning for your arrival.
Do not disappoint him.

CORRUPT
APPROACH

Wik There are three
| ways to reach
the Construction
| Yard. Each route
is a brisk series
of jumps and
wall runs. The
goal is the same,
though: Reach
1 the southern tip
of the abandoned
shipyard, which
marked with the
@l glowing green
I power plate. This
power plate is
the launch to a tricky platform puzzle farther north, in the
heart of the Construction Yard.

Wall run out to
the green power
plate. Tap Elika’s
magic as you
reach the power
plate.

When you stomp
to the second
power plate, you
rotate to the left
to crawl along the
wall horizontally.

Steer along the
curved path.
_—_ 76

of the wooden panels and reach a series of four
platforms.

THE PuzzLE

When you

! clamber to the

| surface, the

fertile ground

rises into view,

! buoyed by a hot

air balloon. The
: “ fertile ground is

too far away to jump to directly. Instead, you must climb

on top of the four platforms above you and use the cranks

to rotate them. Once you have adjusted the platforms

properly to create a bridge to the fertile ground, you can

heal the area and start seeking out Light Seeds.

Wall run up this
surface. Use the
two rings for
leverage.

Jump out
? from the post
= | to reach the

M first of the four
| platforms. Each
! platform has a
crank that rotates

o2 # either all four

platforms, or spins the entire mechanism so that all four
platforms move in unison. Each platform has at least one
post sticking out of it. The platforms are too far apart to
jump to without using posts to close the gap. You must
eventually rotate the platform to the right of the first
platform so its extended post reaches all the way out to
the fertile ground.

—
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Rotate the first
platform so you
can jump to the
platform to the
north with just
the two posts.

L e

Rotate the platform to spin its posts so you
can jump to the platform currently closest to the
fertile ground. Make sure the extended post is

facing to the east.

This platform
spins the entire
mechanism. Spin
all of the platforms
so the one with the
extended post is
now closest to the
fertile ground,
like this.

Now, jump to
this platform
and rotate the
platforms so the
extended post is
pointed to the
west.

Return to this platform and rotate the crank so the
extended post is facing east again. (What’s you done
is create a network to actually reach the platform
with the extended post.)

a——
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Rotate this crank so you can now jump to the [T
platform with the extended post, which is still s
closest to the fertile ground. L

Rotate the
platform so the
extended post is
within jumping

distance. Leap to
that platform.

Finally, spin the
crank so the
extended post is
pointed back to the
fertile ground. Now
you can jump to
the sacred ground
and heal the
Construction Yard.

Not so fast, says
the Alchemist.

The Alchemist
'} is again hesitant
to land the first
attack, but keep
| your guard up.
Your strategy
Il is the same this
LT TR BT time—keep
savaging the Alchemist with extended combos. Watch for
his arm to rise, signaling the start of his attacks. Just as
his hand flicks out, deflect the attack and then launch into
a combo that calls upon Elika’s magic.
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THERE ARE SEVERAL COLUMNS IN THIS ARENA THAT END
COMBOS IF YOU SLIAM THE ALCHEMIST INTO THEM.

et

There is a trick
| for defeating the
Alchemist within
a minute of the
battle opener.
Weaken the
Alchemist with

- * along combo.

As you conclude the combo the Alchemist gives off blue
sparks. When you see those sparks, back the Alchemist up
to the edge of the arena and launch into an attack.

As expected, you
enter a struggle.

If you win the struggle, though you knock the
Alchemist off the fertile ground and into the
corruption below.

With the Alchemist in full retreat, Elika can heal
the Construction Yard. Stand in the blue beacon and
repeatedly tap the magic button to complete the purge
and return light to this corner of the Vale.

HEALED
(SEE MAP ON NEXT PAGE)

There are three paths leading into the Construction Yard:
The short route to the south, and then the two jumping
routes to the east and west of the area.

pEi e aimesteom)

— o, 78

CONSTRUCTION YARD

iy The easiest batch
'} of Light Seeds
to collect in the
Construction
Yard leads you

| away from the

! fertile ground
= : - PO S # and beneath the
rotatlng platforms After passing beneath the platforms,
climb back up the wall with the rings. There is a Light
Seed between the rings and one immediately behind you
on the roof of the building.

Hang over the
back side of the
wall to grab
another Light
Seed.

Now, jump out to the rotatmg platforms to continue
collecting.

Jump from post to post to ptck up the three Light

Seeds on the rotating platforms. The cranks work,

so use them if you need to spin the platforms and
adjust the posts.

A
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Two Light PRI @il @ Bt )
! Seeds are on
| an orphaned and spin the crank to move the extended post

ledge to the east toward the Light Seeds. Jump from the post
of the rotating with Elika’s help to capture the Light Seeds.

RETURN OF THE PRINCE

! MOVES INMYSTERIOUS
|| platforms. You | wars

4 can only reach frreieng - —— Ll Rl |  DYNAMICWORLD
these Light - o A Py e L TR
Seads vihdhe - A ; il | RUINED CITADEL
i exten'ded post; | ko %l ROYAL PALACE
so spin the ; S | o orucH
platforms so that Wk o m— | RecoFuURe
the extended 75 _ AT, At | i
post is next to e e AN &
the Light Seeds. : -
Then, cross to Use the green power plates to climb the
* that platform building without fear of falling and pick up a
Light Seed.

TOIRESERVOIR

SoutH PATH

® <6 LEGEND
@ Ligut Seep
BREATH OF ORMAZD POWER PLATE
@ WiNGs oF ORMAZD POWER PLATE

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



A yellow power
plate is next
{ to the fertile

use this power
plate to pick up the hidden Light Seeds in the
Construction Yard.

As you zoom
under the
Construction
Yard, steer into

the Light Seeds.

Watch out for

the pillars as you

swing beneath the rotating platforms.

The Wings of
Ormazd carry you
through a hole
in the wall with
the green power

pass through the
hole, veer to the left to pick up another Light Seed
before the flight ends back at the fertile ground.

Wall run to the
red scaffolding

1 and follow it
down the south

|| route back

M| toward the
Cauldron. At

the end of the

) scaffolding, wall
¥ run out and jump
to the adjacent
wall to pick up
another Light
Seed. Be sure to
i wall run to the

3 next red board
before you fall Continue following the scaffolding until
you reach the edge of the Cauldron. There is a Light Seed
right on the edge of the passage.

pEi e aimesteom)

Lower yourself down to grab these two Light Seeds.

EAsT PATH

Run to the edge

1 of the post

overlooking

the east route.

Jump out to the

! flagpoles to grab
Il a Light Seed and

= the flip over to

the solid post. Turn to the vertical post and wall run up it

to collect another Light Seed.

Wall run across the wooden planks to pick up a
Light Seed. Jump at the end of the wall to swing
around a flagpole and land on a platform.

Jump to the
cliffs and wall
run out to the
next Light Seed.
Just as you end
the wall run,
jump over to the
wooden planks to *
the left. Wall run along those and then bounce back over
to the cliffs so you can wall run to the vines.

—
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Look up from the vines. Two Light Seeds are directly
above you. Clamber up to the ring and wall run to
the Light Seeds. Grip fall back down to the vines.

Wall run to

I} the next set of
vines. From the

| the pair of rings.
@' There is a Light
I Seed between the

run ends at the crossroads between the Construction Yard
and the Machinery Ground. If the Machinery Ground is
still corrupt, a soldier waits for you there.

Climb up the
vines so you
can grab the
Light Seed on
the high wall
leading back to
the Construction
Yard. Wall run e ol T, o PO s ), Ry
to the right of the top patch of vines and then jump out
to the planks. Pick up the Light Seed as you wall run and
then jump out to the next set of vines.

WEesT PATH

4 Jump to the

" wooden planks

on the left

and start wall

running. Jump

away from the

Il wall and use the
= flagpole (with its

own Light Seed) as a springboard to the wood panels to

the right. Wall run to the vines.

Climb to the
top of the vines.
Scramble up to

the top of the
ledge to pick up
two Light Seeds.

Then grip fall
back to the vines.
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Grip fall down from the vines and grab the SECRETS

Light Seed near the ring.

Jump out
to the poles.
You need Elika
to reach the
second pole.
From there,
jump to the
cliff. Wall run
to the right and
snag a Light
Seed. Slide
along the ring
slot and then
wall run farther
right to grab
another Light
Seed. Sliding b
that ring releases a series of platforms

Jump across the two platforms (lower yourself over
edge of the second one to grab a Light Seed) and
then wall run to pick up the last Light Seed along
this path.

—
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MACHINERY GROUND,

' i The Alchemist
1 lurks in the
| Machinery
. Ground,
a former
! playground of
cranes and gears.

: Boats that were

once built here have been dismantled and left for scrap.
The Prince and Elika must find the Alchemist’s hiding
spot in the Machinery Ground and push him farther back
into the Vale. But the Alchemist has learned from previous
encounters with the pair. This time, he is not going down
without a fight.

CORRUPT

APPROACH

W There are three
1 ways to enter
| the Machinery
| Ground. If you're
| coming from the
! Construction
M Yard, use

“# the series of
ﬂagpoles jutting out of the chffs to literally swing from
pillar to post.

Rush along
the wall and use
the slotted ring
to release a set
of posts closer to
the entrance of
the Machinery
Ground. Use
those posts to link to another series of flagpoles and reach
solid ground.

If you are
approaching
the Machinery
Ground from
Heaven’s Stair,
use the series of
slides leading
away from :
the crossroads (and the soldier battle). Jump out to the
flagpoles and swing to the walkway leading toward the

cliff side.
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Wall run across the wooden planks. Jump down
to the broken ship so that you can close in on the
Machinery Ground.

Either path
I} leads to the

broken ship.
Jump from the
bow to the pair
| of flagpoles.
! Walk the railing
' that lines
the patch of
orruption and
i\ then wall run
along the cliff.
| Link to the
ring and then
§| wall run to the
vines. Follow

: " these to the

right. This is where you enter the area if you came from
the Ruined Citadel. And this is where you will dive deep
into the Machinery Ground.

Wall run out to the red power plate. Use Elika’s
magic to soar to the next power plate.
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Wall run along
the base of
the platform,
using the ring
to keep up your
momentum en
route to the red
power plate.

N ] ¥ R e

The Step of Ormazd launches you to another red
power plate. Scramble up to it and activate it with
Elika to bounce across the Machinery Ground.

ALCHEMIST

When you land
! after launching
away from

| the third red

| power plate,

=1 the Alchemist
&l appears. He’s

: * confident in
this fight, due in no small part to the pulsing corruption
that lines the arena. If backed into this corruption, he
simply sinks into it and then magically reappears behind
you. Because this gives him a tactical advantage, try to
position as much of the fight as possible in the center of
the arena.

-

P

Deflect the Alchemist’s regular attacks to keep him
on his heels.

"
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There it is—the Alchemist’s regeneration v
move. When you spot blue magic curling %Il
away from the Alchemist’s gaunt form, he &

is healing himself. You must strike soon to

interrupt this technique, otherwise the Alchemist will
undo any progress you might make against him.

WHILE REGENERATING, THE ALCHEMIST WILL BACK

AWAY. YOU MUST CHARGE HIM TO INTERRUPT THE
MOVE.

THE ALCHEMIST WILL REGENERATE WITH H1S BACK TO
THE CORRUPTION. THAT WAY, IF YOU STRIKE HIM INTO

THE POISON, HE WILL JUST REAPPEAR BEHIND YOU,
READY TO PUSH YOU INTO THE MUCK.

==

with an acrobatic move to launch over the Corrupted
and push him back to the middle of the arena.
Continue your combo to chisel away his health.

Just as the pair is about to defeat the Alchemist, he
unleashes a special corruption attack against the Prince.
The Alchemist covers the Prince in corruption, the same
kind of black poison that claimed the Corrupted and is
twisting Elika’s father into an unrecognizable form. Elika
thinks she can reverse the corruption, but she must reach
the fertile ground to do so.
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THE CORRUPTED PRINCE

| vision blur and
| darken. You
| must ascend

the Machinery
Ground to reach the fertlle soil atop a giant broken ship.
Start by running to the ring on the wall next to the Alche-
mist’s arena. Scurry up the wall via the ring and climb on
top of the post.

Jump to the wall

and use the rings

to reach a patch
of vines.

Wall run to the left of the vines, using the ring to
connect to another wall run. When you drop down
to the ledge, wait for the gear to open and then leap
through the hole.

After jumping through the hole in the gear, wall run
across the two rings and then leap to the flagpole.

el Ao om| W 84

Jump across the
posts and then
swing around

another flagpole.

Slide along the slotted ring and wall run just as the
gear sticking out of the wall shifts. You grab a patch
of vines.

Climb the Fings above the vines and then wall run to
the right. Pass through the hole in the gear to reach
a stable ledge.

Jump across to

| the column and

il then roof along

! the rings. When

Il you reach the

ring at the end

| of the roofing
sequence,

scramble up the wall dlrectly above it. There are vines

above you to grab onto right away.

Wall run to the
right, following
the wall as it
curves. After
linking another
wall run with the
ring, jump away
from the wall to  *
grab another column and start roofing along a series of
rings.

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



Jump from the roof to the flagpole. Double-jump
from the flagpole to the wall and then grip fall down
to the ring.

holes Use the ring on the other side of the gear to link up
to a vertical fissure. Slide down the fissure to reach a post.

Jump to the
wooden ledge
and then wall
run along the
scratches.
There’s a ring
at the corner
of the broken
ship. Swing
around to the
other side of
the ship and
then wall run
to the vines.
Climb the vines
to the right and

then slide along :
another slotted ring to shut down the nearby gear.
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Wall run through the hole in the frozen gear SECRETS
and then bounce across a series of posts. '—?g_

Roof over to the
column and then
| drop down to the
| solid ledge. You’re
| almost there.

Jump from the
posts to a crack
in the wall. Grip
fall down to the

ring below.

Wall run out
to the ring. As
| the ring slides
' along its slot,
| the spinning
| gear stops and
| you can wall run
“ right through the

Roof along the rings to come up on the other side.
Now, climb to the top of the structure to reach the
fertile ground.

There it
is—the fertile
| ground and

| Hurry to the
blue beacon and
| purify the fertile

_ - — - ground with
Elika’s magic. Not only is the corruption blasted out of
the Machinery Ground, but it’s forced out of your body,
too. Now that you’ve been healed along with the land,
it’s time to seek out Light Seeds so you can soon unlock
another of Ormazd’s magics.
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"HEALED

There are three routes leading away from the Machinery
Ground: north, south, and west. The west route directs
you to the Ruined Citadel, home of the Hunter.

MACHINERY GROUND

Follow the three
Light Seeds to the
red power plate.

4 Once the area is

" healed, pick up
your first Light
Seed on the
bow of the ship
near the fertile

il ground. The

» * view is pretty

spectacular from up here, so soak up the splendor before

setting about the task of pocketing Light Seeds.

The red power

'} plate bounces
you to another
plate. Wall run
to the plate to
return to the

Il entrance of

# the Machinery

@ Ligut Serp
HAND OF ORMAZD POWER PLATE
STEP OF ORMAZD POWER PLATE
N
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Ground. From down here, you have several choices. You
can either explore the Machinery Ground to collect its
prizes, or venture out along the three paths to gather up
their Light Seeds.

If you want
1 to push into
the Machinery
Ground or
access the west
! path, cross the
I flagpoles to the

— “ north, collecting
a Light Seed. Swing down to the railing and then wall run
to the vines. There is a Light Seed above the vines.

Use the
red power
plate to vault
through the
air and down
to the next red
power plate.
Slide along the
ring and into
the plate to
bound up to
another power
plate. Finally,
scramble up to
the power plate
and drop down
to the platform

If you have the
Hand of Ormazd,
you can capture
the five Light
Seeds hanging in
the air above the
platform. Wall

run out to the blue power plate on the cliff.

This plate arcs
you through the
air and through

'#%#{ a line of Light
Seeds and up
to another blue
power plate. Use
this plate to pick up another two Light Seeds before
dropping back down to the fight platform.
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Hang off the side of the platform overlooking
the blue power plate. Slide down the line of
scratch marks to a ring. %‘

Roof beneath the platform to reach two Light

Seeds. Use the red power plate to return to the
fork in the road between the Construction Yard
and Heaven’s Stair.

Follow the

=M same path up

to the fertile

ground as before

to pick up a

series of Light

I! Seeds. The lack
e SR G IR P of corruption

actually makes movement easier. When you reach the

frozen gears, slow down and look out to the right.

Two Light Seeds
are on those
cranes.

—
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To reach

I} those cranes,

stop on the

post directly

30 across from

p | them. Face

il the wall and

W) climb up the

two rings. At
the top of the

' second ring,

kick away from

the wall and

I} use Elika’s

'} cooperative
jump to hurl

3 you out to the

closest crane. Double -jump to the next crane to collect

both Light Seeds.

Continue moving
up the broken
ship to reach

the fertile ground,
picking up the

Light Seeds
along the way.

i The route

| back to the
Construction
Yard is lined with
Light Seeds.
Jump across

il the series of

s i flagpoles to reach
the series of posts unlocked by sliding the ring. Look to
the cliff and then glance up. A Light Seed is directly above
you, just north of the ring. Scramble up the wall and vault
beyond the ring to grab the Light Seed.

W Jump from the
1 posts to the cliff
| with Elika’s help.
Wall run through
the Light Seed
and then slide

Il along the ring.

# When the ring

pEi e aimesteom)
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reaches the other (&
end of the slot,
wall run through
the next Light
Seed. Jump away
from the wall to
reach a pair of
posts. Scurry up :
to the Light Seed above the posts.

NORTH PATH

moving toward
Heaven’s Stair
and collect
another set of
Il Light Seeds.

/ Jump from pole
to post and then wall run along the wooden planks. Use the
ring to link two wall runs and then leap out to a sturdy post.

You are now
positioned to
make a fast loop
around a series
of slides to pick
up a handful
of Light Seeds.
Jump out to the

next pole and then swing around it to grab a Light Seed.
Bolt across the platform on the other side of the pole to
reach the slides.

Steer toward the
Light Seeds as
you race down the
slides.

If Heaven’s Stair has not been healed, you must
contend with a soldier at the crossroads. Watch for
it to use any of Ahriman’s Influences that have been
triggered by previous Corrupted battles.
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Jump to the
slides heading
back toward
the Machinery
Ground. Steer to
the left to pick up |
a Light Seed and
then jump out to . S
the vines. Grip fall through the vines to a lower patch of
tendrils that’s not easily visible. Climb around to the back
side of the wall via the vines to pick up more Light Seeds.
Now, complete the slides to grab the last light Seed on
this route and return to the Machinery Grounds.

WEsT PATH

. Cooperatively
' jump across
the massive
gap between
the Machinery

! Ground and
the west path

i SN e U Sl b that leads to the
Ruined Citadel. Scurry up the wall to grab the first Light
Seed along this short route and then walk to the edge of
the platform to peer down the tunnel.
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Call on Elika for another double jump to
the next rock ledge. Pick up the Light Seed %}
on the ledge and then look to the left. There =
are three visible Light Seeds. Jump ahead to
the next platform to pick up the easy grab. The two off
to the right are nabbed by double-jumping away from the
platform and wall running up the side of the tunnel.

Wall run out
to grab the last
Light Seed on this
route.

RESERV.OIR!

W The Ahura water
1 supply was
stored at this site.
A massive basin
1 set into the cliffs
% _-‘a' was fed water

- | by a long tube,
— # then stored for
days when the rains did not come. Ahriman has poisoned
the Reservoir with corruption, giving the Alchemist yet
another stronghold in the Vale. The Prince and Elika must
cleanse the Reservoir so that one day, when the Ahuras
rise again, this resource can be safely used.

CORRUPT

APPROACH

3 If you approach
il the Reservoir
from the south,
you must climb
along patches of
! vines that grow
on the cliffs.

* Bounce from the

m— %, 80

vines to the large wooden panels and wall run (link via
those rings!) before bounding back to the cliffs.

Complete the
approach on
the Reservoir by
running along
the walls, darting
from one fissure
to the next.

If you are
coming from the
north, Use the
rings under the
planks to roof
over to the cliffs.
Jump from the
column at the Al
end of the planks to the rocks and then wall run to the
vines for support. From the vines, continue to the right
until you reach a vertical fissure in the rocks you can grab.

—
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Follow the fissures in the wall to a slide. The slide
leads to some vines. Climb the vines to reach the

entrance of the Reservoir.

PoOwWER PLATES

W To reach the
! Reservoir, you
| must use a series
| of red power
plates that are
! strategically
placed around
the site. As you
bound from plate to plate, you are often dropped just next
to a plate, so you must scramble along the walls to reach
the plate before gravity pushes you down. To start the
trip, wall run out to the red power plate at the end of the
wooden planks overlooking the Reservoir. This sends you
flying across the site to another wooden plank with a red
power plate.

This plate blasts
you across the
Reservoir to a

solid ledge. Wall

run up to the red
power plate.

You’re launched into a crumbling water tube. Slide
down the canvas and wall run out to the next red
power plate. This shoots you directly to the next
power plate, so be ready with Elika’s magic.

— 90

The next power
plate launches
you over the
Reservoir and to
a wooden plank.
Wall run to the
power plate.

Climb up the wall
to reach another
solid ledge. Now,
wall run to the
next power plate
to the left.

You’re launched under an arc of free-flowing
corruption. The ride ends at a slide. Jump to the
wall at the bottom of the slide and run to the
power plate.

Blast over to a series of slides. Race down the slides,
cooperatively jumping across them. At the bottom of
the second slide, jump out and scramble up to the
red power plate.

Bounce away
from the red
| power plate on
8| the wall and drop
into a tube that
! feeds directly into
the basin.
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ALCHEMIST

i The tube deposits
! the Prince and
| Elika into the
|| basin. The fertile
! ground is down
! here, but so is
the Alchemist.
" The basin is full
of corruption. It lines the arena, making it a small one
with dangerous edges. The Alchemist wants to be backed
into the corruption so he can shrink down into it and then
reappear behind you. You must use acrobatic combos
that keep pushing the Alchemist back to the center of the
arena and then juggle him into the air with magic.

The Alchemist
relies strongly
on Ahriman’s
Influences,
especially
Ahriman’s Fury.
Watch for those
state changes
and use the appropriate counter.

E " ¢ -

BEe cAREFUL WITH ELIKA HERE. BECAUSE AHRIMAN'S
FURY REQUIRES ELIKA, IF YOU ACCIDENTALLY INJURE
HER BY USING HER AGAINST AN INAPPROPRIATE INFLU-

ENCE, YOU JUST HAVE TO DODGE AND WAIT OUT THE
RAGE.

1

Keep the Alchemist in the center of the arena by
switching back and forth around him via acrobatic
moves.

"
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The Alchemist can attack from distances now TREE OF LIFE
with a corruption blast. When the Alchemist’s SECRETS
arms flick up together, he’s releasing the %Il
attack. Deflect the attack to launch into your
own counter.

KEEP YOUR GUARD UP DURING THE BATTLE WHEN NOT
DIRECTLY ENGAGING THE ALCHEMIST.

Toss the
Alchemist
sky-high with the
gauntlet attack.

Dispel the regen-
eration technique
with a sword
attack.

When the
L Alchemist is
! almost finished,

Empty that
B health meter
I before the

U RN DN THEE Alchemist has
a chance to employ his regeneration move. Hammer the
Alchemist with a fast series of sword attacks to banish him
from the Reservoir. Now, cleanse the fertile ground so he
may never return here.

0
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"HEALED

There are three routes leading away from the Reservoir:
north, south, and east. The east route connects the Vale to
the Royal Palace. You must explore all of these routes as
well as retrace your flight paths around the Reservoir to
collect all the Light Seeds.

RE

it You must use
1 the red power
plates on the
walls to escape
the basin. There
are four Light
I} Seeds next to the
* power plates that
surround the basin, so as you bounce around the scene,

Ei e e seomy 92

you collect the
treasures. The
red power plate
network finally
launches you
out of the basin,
depositing you
right back at the

entrance of the Reservoir.

S

Start back

L across the system

of power plates
to collect Light

Seeds. When
you reach the

[l first solid ledge,
* a yellow power

® LigHr Seep

STEP OF ORMAZD POWER PLATE
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plate that was hidden behind corruption is now visible.
If you have the Wings of Ormazd, you can activate this
power plate and blast off to collect some hard-to-reach
Light Seeds.

you drop into the basin, use the power plates
to return to the Reservoir entrance and
explore the paths leading away from the area
to gather more Light Seeds.

Follow the sequence of red power plates all the
way back to the basin to collect Light Seeds. Once

STAIR

To CONSIRUCTIONIYARD:

LEGEND
@ LiGHr SeeD
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The yellow
i power plate

launches you on

a soaring flight

path around the

Reservoir. As you

zoom through the
air, steer into the Light Seeds. Dart left to right to
pick up the first trio of Light Seeds.

Your flight
path then leads
between posts
and pillars, so
veer around
them. The flight
ends by shooting
you straight up to f
collect two more
Light Seeds. The

you back down
right in front of
the yellow power plate.

i Strike out for

‘| Heaven’s Stair
by heading

to the left of

1 the Reservoir

4§ entrance. Wall
i run out to the
gt S fissures. Once
settled on the first fissure, look up. Wall run up to the
Light Seed directly above you and then grip fall back to
the fissure.

Wall run out to
the vines at the

edge of the cliff to
pick up another
Light Seed.
i, WA

As you round
the corner, you
see two more
Light Seeds.
One is directly
! on your path to
the north. The

: * other, however,
is under the wooden platform. Grip fall from the vines
to the fissure below and then wall run to the vines under
the platform. After capturing the Light Seed retrace your
steps back up to the main path.

When you
round the vines
at the next
corner, you see
Light Seeds both
high and low
on the wooden
planks. To get !
the low Light Seed, grip fall to the vines below and then
wall run to the right. Jump out to the wood panel and wall
run along it. On the way back, take the high route.

There are two Light Seeds in the alcove across from
the vines on the wood planks. Wall run to the vines
and then stop and kick away from the vines and into
the alcove. Grip fall through the two Light Seeds and
then jump back to the panel. You need Elika’s help
to complete both jumps.

SouTtH PATH

Skate down the
|| canvas awnings
to pick up three
Light Seeds.
Veer left and
right on the
il slides to capture
: - * the treasures. At
the bottom of the third slide, jump down to the wooden
ledge.

—
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i Wall run
I} to the vines

to collect two
Light Seeds.

RETURN OF THE PRINCE

F}rom thell MOVES INMYSTERIOUS
vines, wall run

1l to the edge DYNAMIC WORLD

4 of the rocks T
and then jump RUINED CITADEL

" - THEVALE
i 1reach ; ¢ ROYAL PAIACE
! column. Roo .
! CITY OF LIGHT

along the rings ’ e - TREE OF LIFE

Il between the = : SECRETS

- columns to The path to the Royal Palace is lined with
=% Y i pick up two Light Seeds, but you must scale some tricky =
_I; ..i ﬁ'. 4 Il more Light rocks to reach them. Double-jump out to the
ST i s Nl - S = Seeds. Once first rock in the narrow canyon. From here, you can see
you reach the second column, kick away to land on the  the edges of Light Seeds in the distance. Cooperatively
crossroads. jump out to the lower rock.
There is a T
Light Seed
on the next

rock—it’s only
a hop away. But
to gather the
two Light Seeds i .
on the wall, you | ae
must jump out over the abyss. Grip fall into the Light
Seeds and then immediately kick back to the rock.

- / " '- -

i ol _ n‘ T

Hang down the north side of the crossroads and grip
fall down to two Light Seeds.

Scramble back to the start of the path and then cooper-
atively jump with Elika to the high rock. Jump across
the network of rocks to pick up another Light Seed.

i

Return to the other side of the columns and then
follow the fissures and slides back to the entrance of
the Reservoir to collect more Light Seeds.

Wall run out to the next rock and grab the Light
Seed. Then, grip fall to the rock below. The last
Light Seed on the path is down there.

e N, 05 U
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HEAVEN!S| STAIR!

Heaven’s Stair is
a huge tower that
looms high above

| direct gateway
! to the Obser-
vatory, which

is the highest
point in the entire kingdom. From here, the Alchemist was
once able to look out across the stars and imagine new
worlds. But the stars cannot be seen through the mist of
corruption that hangs over the Vale.

e - " r

CoORRUPT

If you are
coming at the
Heaven’s Stair
| from the east,
| use the columns
and rings to
reach a vine-
covered cliff.
Scurry across
! the vines and
then leap out to
another series of
| columns. There
| is a wooden
panel that runs
o AN T L AR MR a]ongside the
columns that you can use to cross the gap between the
columns and reach the base of Heaven’s Stair.

From the
crossroads to
the west, use the
slides to reach a
series of columns.
Connect the two
slides to the right
with the vines on
the wooden wall.
When crossing
between the
columns, use the
rings on the ceiling
to roof. Once
you reach the last
column, hop down =
to the entrance to Heaven’s Stair.

. 96

ASCENSION

i The green power
| plates on the
face of Heaven’s
Stair are your

|| key inside. Wall
! run up to the
first power plate
" and use Elika’s
magic. This sends you stomping up to the next power
plate in the sequence. Use magic at this plate to change
course. Now you run horizontally around the exterior of
Heaven’s Stair.

The circum-
ference of
Heaven’s Stair
is quite a trip.
While climbing
against gravity,
steer left and
right to dodge : -
gears, holes, and broken planks. If you bump into
any obstacle, you're sent back down to the bottom of
Heaven’s Stair and must start over.

Tap the magic button when you reach the next green
power plate. Now you climb back up the side of the
tower and inside a small chamber.

As soon as you enter the chamber, a soldier appears
out of the corruption and challenges you.
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you push it up
to the wall and
! strike with fast
! sword attack.
| Getting it into
that position
B e e is)Th et trc ey
 part. This
& soldier calls
{ upon any of
the Ahriman’s
Influences
| you've
| encountered up
S— S t0 this point,
which certainly include Ahriman’s Fury. When you see the
soldier encased in black tendrils, call on Elika to dispel the
effects of the influence and then continue into a combo.

After the soldier
is down, jump
outside the
chamber and leap ||
to the next green
power plate.

" Wy The power
e -—' | plate sends you
| romping along
a trail of boards
and planks all
! lashed together.
The path is
narrow and
zigzags. Steer with the curves as the path winds around
Heaven’s Stair and leads you up to the next floor of the
tower.

THEe GAs

As soon as you
21 set foot in this
! chamber, the
8l clevator on the
| far side of the
§ room locks. You
must unlock

it if you want
to reach the top of the tower. Elika suggests you try the
green power plates to ascend the room and figure out a
way to open the door on the elevator. Follow her advice
and stomp up one of the green power plates.
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Climb along the rings and columns to reach the
ledges above the elevator.

Uh-oh. When
you reach the
ledge above
the elevator,
corruption gas
hisses through
the vent in the
center of the
room. This is the trap for the Vale and now that you’ve
triggered it here, it will appear elsewhere in corrupted
areas. The gas hovers in the bottom half of this room. Any
time you must cross to a different green power plate on the
bottom floor, you must run or else be overcome by the gas.

To remove the gas and open the elevator, you must slide
the four slotted rings in this room. There is one ring per
green power plate. Sliding along the ring unlocks a gear.
When all four gears are unlocked, the door to the elevator
swings open.

Follow the
scratches on the
walls. When you
slide across the
ring, the nearby

gear flips up and
| is unlocked.

Grip fall from
the vertical slit
between the
gears to reach
the floor and run
to another green
power plate.

97 —
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Heaven’s Stair. It’s a large, round arena with a few pillars

e but no open edges and only a small path of corruption

against the large black door. You can keep the Alchemist
away from it.

KEEP TRACK OF WHICH POWER PLATES YOU HAVE
ALREADY USED. EACH POWER PIATE LEADS TO ONE

SLOTTED RING SWITCH. In fact, it’s
a great arena
Waste no time fc.)r ool
when running PIeS }.lou cart
| to a new green really juggle the
power plate when AlChemiSt With
the gas is still alternating magic
active. and lift moves in

the center of the sizeable room.

When the door
opens, use the
crank to raise the
elevator.

At the top ; i
! of the elevator The Alchemist cycles through any revealed influences,
shaft, jump out especially Ahriman’s Fury during this battle. Be ready
to the nearby to counter with the appropriate attack.

column and then
leap to the short
il wall. Scramble

up to reach a
balcony that overlooks the Vale. A green power plate is
there to your right.

If the Alchemist
backs you into
a wall, be ready
for the resulting
struggle.

Romp and

| stomp along the
winding path as
you ascend the If you are ever

| tower’s exterior. injured, keep your

: A guard up. Should
! Steer with the the Alchemist
path. If you

: land a second
bump into a dead successful attack
end or any obstacle, you return to the balcony next to the while you are hurt,
elevator. The path leads directly to the Alchemist. he goes in for a
lethal attack.

As long as you prevent the Alchemist from regenerating
his health via his special technique and guard against
incoming attacks, handling him in this arena is totally
manageable. Just keep the Corrupted close to the center
of the room and launch him into the air so you can pound
him every time he starts to come back down.

The Alchemist

Il is determined

1 to keep you

| from reaching
the top of his
Observatory. He
H challenges you
on the roof of

11 {45 I £ 3 e oI — 98 —
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HEALED

There are two paths that lead away from Heaven’s Stair:
west and east. The Observatory, the Alchemist’s lair, is
directly north of Heaven’s Stair.

There are four

M Light Seeds

{ around the fertile
ground at the
top of Heaven’s

! Stair. Two of
them lead to the

L e large black gate

that opens only when you’ve purified all four areas of

the Vale. The other two Light Seeds lead to a large gate.

® x6

To MACHINERY GROUND

RN [[iciullG e f?hﬁf?j

Pull the ring next to the gate. The gate falls,

revealing a way down from the tower. -
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Jump out to the Light Seed in the shaft and
then grip fall down.

To RESERVOIR

LEGEND

@ LiguT Serp
BREATH OF ORMAZD POWER PLATE

—
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Jump to the
column with the
sharp tip poking
out above the
platform outside
Heaven’s Gate.
Slide down the
column to pick
up a Light Seed.
At the bottom,
Dodge the wooden panels in the shaft as you grip swivel around

fall, steering toward the Light Seed at the very the column to
bottom. This deposits you right outside the base of put your back to

the tower. two more Light

from the column ™ =
to grab the Light Seeds and land on another small pillar.
Now, return to the platform.

@ Ligur Seep
HAND oF ORMAZD POWER PLATE
BREATH OF ORMAZD POWER P1ATE
r

BELT e i Yoo w100 Co—
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Grab the two Light Seeds just to the right of the
green power plate on the side of the tower.

SEREE— Y T B L
Climb the side of the tower via the power plates.
Steer into the Light Seeds.

A handful of
Light Seeds is
inside the gas
room. Pick up
the two Light
Seeds tucked
under the
stairs. Then,
use the green
power plates
to reach the
slotted rings.
Return to the
slits between
the gears and
then grip fall
into two more
Light Seeds.

Use the elevator to rise to the next floor. Jump
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MOVES IN MYSTERIOUS
WAYS

DYNAMIC WORLD
DESERT
RUINED CITADEL

ROYAL PALACE
CITY OF LIGHT
TREE OF LIFE
SECRETS

out to the column to pick up the Light Seed.

Wall run to the
blue power plate
on the left side
of the room (if
you’re outside
looking in) and
then activate
it with Elika’s
magic. This arcs
you to the power
| plate above the
elevator and into
a Light Seed.
Wall run to the
power plate to curve around the opposite side of

the room.

When the
Hand of Ormazd
drops you against
the wall, wall
run to the rings
to pick up two
more Light
Seeds. When you
drop down to
the ledge, pick
up three Light
Seeds. The first is
out in the open.
The other two are
tucked in the corner, off to the right.
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Exit the
chamber above
the elevator.
Pick up the
Light Seed on
the landing and
then jump out to
the green power S
plate that rockets you to the top of Heaven s Stair.

Pick up two more Light Seeds on the winding path
up to the roof.

WEesT PATH

i From the

'} entrance to
Heaven’s Stair,
jump out to
the columns
leading back to
the Machinery
s b b LT Ground. Roof
along the rings between the columns to pick up a Light
Seed. Cooperatively jump with Elika between the last two
columns right before the crossroads to pick up another
Light Seed.

Jump out to ;
the loop of slides. !
Steer into the
Light Seeds on
the canvas slides
as you slip down
them. There are
four Light Seeds *
on the slides, one per slide.

When you reach the crossroads, hang up the
northwest side of the platform and grip fall to some
vines to grab a pair of Light Seeds.

EAst PATH

iy Start from

| the entrance

| to Heaven’s
Stair. Jump

to the closest

¥ column and

il then run along
» _______du the wooden
plank. This sets you on a path for the crossroads between
Heaven’s Stair and the Reservoir. Wall run along the
plank to gather two Light Seeds and then leap out to
another series of columns.

Jump to the
cliff and then
wall run to the
vines. Three
Light Seeds are
on the side of
the cliff, each
accessible via e
wall runs. Use the vine patches to avoid slipping off the

cliff.

Roof out to the crossroads to gather the last Ltght
Seed along this path.

—
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THE OBSERVATORY 7

Now that the

| four areas of
the Vale have
been liberated
from Ahriman’s

| corruption, it’s
time for the

. Prince and Elika
to challenge the Alchemist to one final fight. Outsmarting
the Alchemist will not be easy. But if the Prince and Elika
put their heads together, they may have just enough wits
about them to stay one step ahead of Ahriman’s mad
scientist.

THE APPROACH

After passing
through the
black gate, you
spy a green
power plate

on a wooden
structure. This
is the launching e
pad for a wild ride up a series of hot air balloons that ﬂoat
above the Vale. The green power plate sends you running
for a red power plate on the side of the structure.

Two red
power plates
4 bounce you up
& | the Alchemist’s
% balloons. When
! you reach the
red power plate
: * on the bottom
balloon, tap the magic button to vault through the air
again and land near a green power plate.

Use rings to link wall scrambles up to the power
plates on the balloons.

a——
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Follow the plates on the balloons to reach the
bottom floor of the Observatory.

Wall run to
the left and use
the ring on the
corner to swing ||
around to a '
green power
plate. The
green power
plate sends
you stomping
along the walls
of the Obser-
vatory. Dodge
the creeping
corruption and
wall fixtures on
your way to a
red power plate.

Keep alter-
Il nating between
| red and green
| plates to climb
| the inside of
the Obser-
il vatory. When
a red plate
bounces you
I} across the
| room, keep
| the button
held down and
¥ press in the

| direction of
Il the plate (or a

: . * ring to connect

two wall runs) to wall run to the next available power
plate.

103 —
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Soon, you are
launched out of
the Observatory

and back to a

balloon.

power plate to
run around the
circumference of
the balloon.

The red power plate on top of the balloon launches
you to the top room of the Observatory where the
Alchemist awaits you.

FINAL SHOWDOWN

: in corruptlon

sl This Corrupted
is a being of vast

- e e intelligence—he

knows he has been cornered and you have the advantage
here with Elika. But the Alchemist has nothing to lose at
this point, not even his life, which was forfeit centuries ago.
And so this man of science will now fight like a man of war.

Immediately

M start the battle

with an acrobatic
move to keep

! the Alchemist

! centered in the

small arena.

S BRI e \Vith a successful

start like thls you can then launch the Alchemist into the

air with the gauntlet and keep him bobbing around with

Elika’s magic aitacks,

LT 2 T e s Teom) o . 104

Half of the arena wall is lined with corruption. The
Alchemist tries to stick to that side of the room. You
must push him away from it.

Watch for the blue curls that indicate the regen-
eration technique. When you see them, close in
immediately and attack so the Alchemist cannot
recover too much strength.

Watch for
throwing the
Alchemist into
the wall. It does
little damage to
the Corrupted
and he recovers
from it right
away. In fact,
he returns the
favor with a
struggle. If
you fail the
struggle, Elika
must save
you, giving the
Alchemist a few :
seconds to recover his health

USE THE GAUNTLET
WHEN YOU HAVE THE
ALCHEMIST IN THE
DEAD CENTER OF THE
ROOM. IT LAUNCHES
HIM STRAIGHT UP,
MAKING HIM EASY
PREY TO A LONG COMBO.
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Keep the Alchemist reeling with your combos.

ABG. ALwAYys BE GUARDING. WHEN NOT ATTACKING,

HAVE YOUR DEFENSES UP. BECAUSE THE ALCHEMIST IS
BOTH FAST AND AGGRESSIVE IN THIS FINAL FIGHT.

OBSERVE THis

W After zeroing
| out the Alche-
| mist’s health
bar, he vanishes
|| back into the
i floor. Elika

| didn’t purify
ST SR SRR 25 him, so he’s still
alive somewhere in the Observatory After the Alchemist
disappears, the room shifts, revealing a red power plate.

The red power
plate launches
you to a small
platform. When
you land, a
solider leaps
into action. Slice
up the soldier,
pushing it toward one of the edges for a qu1cl< klll Watch
for state changes, though, as these soldiers can assume
unlocked Ahriman’s Influences.

After eliminating the soldier, use the next red power
plates to bounce you around the planetary models
hanging from the ceiling.

WAYS
| DYNAMIC WORLD
| DESERT
RUINED CITADEL

ROYAL PALACE
CITY OF LIGHT
TREE OF LIFE
SECRETS

The third red power plate blasts you out of
the Observatory and to a platform held aloft
by balloons. Another soldier is waiting for you
out there.

._'_:-’.‘-u

Hammer the soldier with your sword attacks. When
the brute is done for, wall run up to the next red
power plate.

After soaring
| through the air,
|| you drop down
on a very small
| platform on top
! of the Obser-
l vatory. It is lined
,, with corruption
on all s1des Thls is the perfect spot for the Alchemist to
make his last stand—so he does, with fire and fury in
all of his attacks. Stay on guard and try not to push the
Alchemist into the corruption!

The Alchemist has only a quarter of his strength for
this last stand.

105
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Use acrobatics

'} to maneuver

between the

Alchemist and

the corruption.
With his back

H to the arena’s

¥ - r * center, launch

into a combo. Keep the Alchemist in the middle of the

platform to neutralize any of his advantages.

Grab the
Alchemist with
your gauntlet
and shove him
skyward. As he
rises, send Elika
up to finish the
job with a flurry S e
of magic attacks. The Alchemlst ﬂops to the ground in
failure. As he dissolves back into the corruption, Elika
leans down and places her hand on the Alchemist,
releasing him from his torment. Eternal life is not worth
such a cost.

SHORT TrRIP DOWN

As the Prince and
! Elika try to catch
1l their breath, the

I the Observatory
1 slips from its
H foundations.
S G el T The platform
slides off the tower and sends the pair flying toward the
balloons. The Prince and Elika land on a small platform
amongst the magnificent hot air balloons. Now they must
use the power plates on the balloons to safely descend
from the Observatory.

Wall run across the colorful balloons the reach the
necessary power plates.

Follow the paths around the balloons without
crashing into moorings.

Finally, the
Prince and Elika
reach the bottom
of the Obser-
vatory. A brilliant |
sun shines over
the Vale, casting
the skies in a e S e QS
blue the Prince has never seen before in his life. His spirits
are up—defeating the Alchemist was quite a feat. But
Elika does not share in all of his exuberance. What burden
is she carrying that she chooses to shoulder alone?

PELT g T e st om
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The Royal Palace was once home to the Ahura royal lineage. Unfortunately, time and fate have not
favored the royal family. Once-lively halls are now deathly still. Lush gardens are choked by weeds. But it
is not too late to restore the Royal Palace to its former glory. If the Prince and Elika can purify the fertile
ground in the regions and push the corrosive power of the Concubine out of the palace, perhaps one day
joy can return the Ahura capitol. Maybe the royal line will return to claim the throne and lead the Ahuras
out of decline and into a renaissance period of peace and prosperity.

WHAT'S UNLEASHED

As with the other regions in the world, visiting the Royal Garden
unlocks both a special trap and one of Ahriman’s Influences.
So, before striking out into the Royal Gardens and purifying
the Royal Palace, make sure you're ready to handles these new
dynamics.

THE CONCUBINE

The Concubine is
'} the Corrupted that
haunts the Royal
Palace, poisoning
the region with the
sad sin of jealousy.
Il The Prince and

: Elika must engage
the Concubine five times before they can finally confront her in
her lair. The Concubine does her best to twist the budding trust
between the Prince and Elika. If the Concubine will never again
know love, then she will prevent these two from developing it
also. To do this, she will sow the seeds of doubt between the pair.

The Concubine’s tactic is to separate the Prince and Elika
physically. During many encounters, she will use her powers
to hold Elika, preventing her from participating in battle.

The Prince must then rely on fighting techniques that do

not involve Elika’s magic. Acrobatic and lift combos can be
harnessed, but anything using magic cannot until the Concu-
bine’s hold over Elika is severed.

Standing against
the Concubine
also unlocks one
of Ahriman’s
| Influences:
Patience. This
il state change can

only be dispelled
by a gauntlet attack. Once the Concubine unleashes Ahriman’s
Influence, it can be used by all other Corrupted, the Mourning

a——
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King, and even some of the soldiers that guard the

crossroads between the areas. So, if you think you can handle
Ahriman’s Patience, then strike hard against the Concubine. Just
be ready to use that gauntlet again on other foes.

& ~ote— )

g Upon exploring
'l the Coronation
Hall, the
| Concubine
releases the

swarm trap.
Il This trap is a
it R ek small storm of
corruption particles that coalesce into a frenzied grouping.
This swarm then chases the Prince for a few seconds. If the
Prince stops moving, the swarm catches up and attacks.
Elika must then step in and save the Prince. If the Prince
was in the middle of an acrobatic sequence, such as running
along walls between column jumps, the Prince is then
returned to the last piece of solid ground he stood upon. The
sequence must then be tried again, and performed faster, to
keep the swarm from targeting the Prince.

Unlocking the swarm in the Coronation Hall releases
the trap in the following areas:
Martyr’s Tower, Marshalling Ground, Sun Temple, King’s
Gate, Machinery Ground, Heaven’s Stair, the Observatory,
Construction Yard, Reservoir, Spire of Dreams, Coronation
Hall, Royal Spire, the Cavern, Tower of Ormazd, Tower of
Ahriman, City Gate -- plus the routes between the Cauldron,
the Cavern, & Temple and the routes between the Cavern, City
Gate, & Temple.

107 —

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



Before the Prince
and Elika can
enter the Royal
Palace region
and seek out the
fertile ground
needed to heal
the region, they :
must pass through the Cavern. This gateway area was
once a magnificent temple that is now in ruin. Lonely
columns hang from the ceiling. Poles long since stripped
of their banners jut from the walls. And in the center of
it all is a beautiful staging ground that must have once
hosted some impressive ceremonies. But now, it only
echoes with the cackle of the Concubine.

CORRUPT
APPROACH

There are two ways to reach the Cavern. If you take the
eastern path from the desert, make a left when the route
forks. The way into the Cavern is short, but not without
peril.
s 4 A series of

il broken columns
leads deeper
into the Cavern.
The columns jut
out of deep pits,
l| surrounded by
S R O e Bl e el ikt the throbbing
corruption unleashed by the return of Ahriman. Keep

to the columns and avoid the walls poisoned by this
corruption.

Leap out to
the first column. |
Now, scramble to
the opposite side
of the column.
Press the jump
button to kick
away from the e N — " 'y '
column. (Remember, the direction your back is toward is
the direction you jump.)

Elika follows
closely behind
as you climb the
columns and
jump away from
the encroaching
corruption.
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Leap from one
column to the
next by facing
away from your
target and
pressing jump.

The next
! column is too
far away to
jump to without
assistance.
| You must use
a cooperative

e — e jump with Elika
to bridge the chasm. Leap into the air and then call upon
Elika to use her magic to defy gravity and complete the
jump.

There is no
column to help
you across this
abyss. Wall run
to the two rings
on the right side
of the corridor.
Use the gauntlet S —
button to grab the rings and link the wall runs. Just before
you lose your momentum, kick away to propel yourself to
the ledge on the chasm’s opposite side.

The corruption is
spreading. Jump
out to the
next column and
beware of the
writhing hatred
on the walls.

Climb the exposed

wooden fixtures to

reach the interior
of the temple.
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The fertile
I ground is at the
center of the
temple. You can
see it from your
ledge—you’re
just a few jumps
- away. But the
ruins are less forgiving now. thtle of the floor remains, so
you jump at your own peril. To close in on the center of the
temple, leap out to the column hanging from the ceiling.

There is a
brass ring in
the ceiling just
beyond the
column. It’s
almost within
reach, but you
have to jump to .
it to grab it. Scramble around so your back faces the ring,
climb high on the column, and then kick away. When you
grab the ring, you can now perform the roofing maneuver.
You kick free of the ring and roll in the air, pushing off
the ceiling with your feet and propelling yourself into the
next column.

Jump from the
column to the pair |||
of poles sticking out |
of the temple wall.

Jump when your
body is starting to
extend to wheel ||
through the air and
grab the next pole.

You’re
Il almost there.
Jump out to
the next set of
| columns, which
| extend over the
center of the
temple. On the
second column,
jump down.
Now, if you
approach the
| Cavern from
| the middle path
leading away
from the desert,
: = make a right
turn at the fork. From here, follow the series of columns
along the route since there is no floor.
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The columns stretch pretty far down the cave. Since
the walls are throbbing with corruption, you must stick to
the columns until you can finally see clean patches on the
cave walls. Be on the lookout for scratches in the walls as
indicators of where to wall run—they are always a perfect
guide. When the scratches vanish and you’re nowhere
near solid ground, kick away and jump to a column.

Soon, you
arrive at a tall
wall. There
are two lines
of scaffolding
crossing the wall.
Scramble up the
wall, grabbing : 8
the wooden planks before gravity kicks in and pulls you
back down. Pull yourself up at the top of the wall.

You can see the
fertile ground
from this vantage
point, too. But
you must find a
way down to it,
and it’s a long
way down.

Swing around the

poles to the left.

They lead to a set
of columns.
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Jump between
the two columns
to reach a
solid ledge that
overlooks the
fertile ground.

Well, there’s
no easy way
down to the
fertile ground,
but that trio
of columns in
front of you can |
at least get you
closer to it. Jump out to the first column. Rotate around
the column and then kick over to the next one. Just as you
close in on the column, it disappears. You crash down to
the fertile ground. That’s when you realize you are not
alone.

THE CONCUBINE

e o

Elika is seized by
a dark tendril.
The Concubine

on you from
above, taunting
your dilemma.
S N———— . B H ow will you
ever manage to make it up to the Concubine without
Elika’s help? This is the trickery of the Concubine—to
prevent you from working with Elika and improving your
symbiotic relationship. Without Elika’s magic to complete
those cooperative jumps, how can you hope to ever reach
the Concubine?

Start your push toward the Concubine by running to
the end of the post on the opposite side of the fertile
ground from Elika.

_— 110

SINCE THERE ARE MULTIPLE POSTS JUTTING OUT OF THE
PLATFORM, MAKE SURE YOU START WITH THE ONE THAT

POINTS DIRECTLY TO A COLUMN AND A TALL WALL WITH
NO RINGS.

At the top of the
column, jump
on the tall ledge
threatened by
corruption.

The Concubine (i
doesn’t move as
you clamber to
the top of the
ledge. She stands
defiantly even as
you jump to the
top of the wall to
the right and then launch yourself onto the next platform.

move when you

leap to the pair of
| poles and launch
| through the air,
easily jumping
from one to the
next. Does she not understand that’s she’s just thirty
seconds away from tasting cold steel?

Wall run from the
second pole and
then jump down
| to the Concubine.

Close in on
the Concubine
when you land.
She turns to face
you, but as soon
as you unsheathe
your blade and
run her through, B
she vanishes. It was just an illusion.
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The Concubine
il reappears on the
opposite side ¥,

| mocking you.
You must now
jump down from

this ledge onto
the fertile ground and ﬁnd another route to reach her new
location. Or is she also a mirage? Only one way to find
out.

CITY OF LIGHT

, TREE OF LIFE
From the top of the wall, jump down to ks

the nearby slide and ride it to the pair of h
flagpoles. Jump to the flagpoles and swing &
around them to reach another slide. The

slide speeds you down to the bottom of the ledge with the
Concubine. Jump out and wall run up to the Concubine.

Return to the
post you first
used to reach
the Concubine’s
illusion and
scramble to the
ledge atop it.
However, instead S ————
of heading to the posts to the right, jump down to the
slides on your left.

As expected, the harridan blinks out of sight as soon
as you slice her with your sword.

The Concubine
i reappears, but
this time she

1 does so next

| to Elika. The

| Concubine
taunts you, and

Ride the two slides down to the bottom of the Concu-
bine’s ledge. Leap from the second tilted platform to
the ledge and wall run up it.

éﬁ:z',;’bi'ﬁi =t S Ry e even though
disappears when her mouth is covered with a veil, you just know her lips
you flash your are curled into a disdainful smile. Her words drip with
steel. treachery. Jump down to the Concubine to begin your

first battle. As soon as you land, the Concubine releases
Elika from her grip to concentrate solely on you.

Return to the Your clash
fertile ground ! with the
(and the writhing | Concubine begins
Elika) and then immediately.
run to the post Approach

to the right. This her with your

post leads to a guard up. The
short column. it ol Concubine is
It’s not high enough to scale the wall next to it, so instead, fast, so deflecting her attaCkS requires hghtnmg reflexes.

you must jump out and use the ring to link a wall run to Test her out while guarding to get a feel for her speed. While
the top of the wall. guarding, you can push toward the center of the fertile

ground and keep the battle away from the edges of the arena.
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When the

il Concubine is
almost finished,
she turns mean.
She attacks
aggressively, so
keep your guard
S SRR up. Guarding
against her massive staff lets you survive a string of
attacks until you see the perfect opening.

If the Concubine manages to push you against the
edge of the arena, you enter a struggle. Tap the
sword button repeatedly to win the struggle and A= 2
nudge the fight back toward the center. =" WATCH FOR THE CONCUBINE TO SWEEP THE STAFF
4 ACROSS THE GROUND BEFORE ATTACKING. THAT

il = —
Fr m’\;\ SIGNALS HER LAST ATTACK IN THE STRING. ONCE SHE
s g - » RETURNS TO A STANDING POSITION, STRIKE BACK.

(%]
'_T IFr YOU LOSE A STRUGGLE, THE CONCUBINE KNOCKS YOU

OFF THE EDGE. WHILE ELIKA SAVES YOU, THE CONCU- Once the
BINE EARNS BACK HEALTH. Concubine is
defeated (she is

Use extended (g3
combos to
bring down the
Concubine’s
health. If you
are nearing an
edge, start with
an acrobatic
move to guide
the battle back
to the middle.
Mix up sword

down but hardly
out—you’ll see
her five more
times), it’s time
to heal the fertile
ground. As soon as Elika works her magic on the sacred
soil, color returns to the Cavern and Light Seeds are
spread across the area.

HEALED

After purifying the area, you must explore three paths as
well as the main body of the Cavern to pick up the Light

attacks with Seeds.

Elika’s magic

»N. W THE CAVERN

the combo i As Elika
and keep the | composes

Concubine from getting in an attack of her own.

herself, the

Cavern fills with

the sparkle of
Light Seeds.

il Two of them

# are immediately

avallable from the platform with the fertile ground. The

rest stretch out along the paths leading into the Cavern

and the ruins that surround the fertile ground.

Begin the hunt
' at the post to the
right. There is

a Light Seed on
the post, as well
as in the space
between the

“ nearby column

If the Concubine attacks you successfully while
you are injured, she goes for a lethal attack. Press
the button as it flashes on-screen to save yourself.

Otherwise, Elika must rescue you and the Concubine

regroups.
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and wall. Jump out to the wall and grab the Light Seed
before jumping back to the column. Climb the column
and jump to the ledge.
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See that yellow power plate on the wall? If
SECRETS
you have the Hand of Ormazd, you can collect
some extra Light Seeds. b

Use the rings atop the ledge to grab another Ltght
Seed. Climb to the top of the wall.

From this
I point, you are at _ .
acrossroads. You @™ # i . o unlocked the
can either keep ’ ' Hand of Ormazd,
collecting Light w2 | you can launch
Seeds inside the 3 B | from the yellow
| Cavern or start o | power plate
down the eastern . on the Cavern
path The east path heads away from the Cavern and . L wall and fetch a
is marked with a long column that is hanging from the 2 s ¥| quartet of Light
ceiling. : Y., _ | Seeds inside

the Cavern.

Steer around

the stalagmites

to grab a Light
Seed. As you zoom around the rest of the room,
veer into the other three Light Seeds to grab them.
If you miss any of the Light Seeds, just scramble
up to the yellow power plate again and give the
Cavern another whirl.

Roof along
the rings in the
eastern corner
of the Cavern
to grab another
Light Seed. At
the end of the
rings, use the
column to jump
over to solid
ground. From
there, you can ||
either strike out |
to the north '
or continue L
weaving around
the Cavern to
pick up more Light Seeds

Jump out to the center of the Cavern via to columns
to pick up another set of Light Seeds.
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From the

L yellow power
plate, follow the
columns to the
west. There is

a Light Seed at
I the top of the

: # column. Then,
double-jump away to the next column to reach a set of
poles. Swing around the pole to reach the exit to the west
path leading away from the Cavern. From here, you can
venture away from the Cavern and slide down the wall to
grab a Light Seed.

The Light Seed
is just below you.

Use the rings to

safely descend.

Grip fall down
the wall to the
right to grab
another pair of
Light Seeds.

To get back on
I track from here,
double-jump to
the slide that
drops you back
to the fertile
ground. Use the
o BEEE post to the right
of the slide to jump back to a column and ascend the wall
via the rings.

Jump to the
tilted platform to
the left. Stay to
the center of the
slide to breeze
right through a
Light Seed. At
the bottom of the -
slide, jump to a pair of poles with a Light Seed. Swing
around them to land on another slide. Again, stay to the
center of the slide to pick up a Light Seed.

pEi e aimesteom)
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From the
fertile ground,
head out to the
post pointing
toward the wall
without a ring.
From the top of
the wall, you can * _
jump to a set of poles and then wall run out to another
Light Seed. (You closed in on first of the Concubine’s
illusions out here.) Return to the wall via the post again
and then head in the opposite direction.

Follow the slides
to pick up two
more Light Seeds.
A third is on a
nearby post.

:1'.' IF YOU SEE A BUNCH OF LIGHT SEEDS HANGING OUT

“* N THE MIDDLE OF THE AIR, DON'T WORRY—YOU CAN
FETCH THOSE WHEN YOU HAVE THE HAND OF ORMAZD
POWER.

EAsr PATH

By When you leave
"} the main room of
the Cavern, you
see two Light
Seeds on the
second column
pointing straight
____ * down into the
abyss Jump out to the first column swing around to its
backside, and then jump again. Use Elika’s magic for

a co-op jump to the second column. Then, jump to the
Light Seeds and grip fall through the pair. Jump back to
the column.

Slide to the
bottom of the
column and jump
to the series of
rock ledges that
extends away
from the Cavern.
There are Light
Seeds visible from the ground. Link your wall runs
with the rings on the left side of the corridor to pick up
another prize.

—

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



Keep tracking
! away from the
Cavern. As you
enter the long
corridor with
little floor, use
' wall runs and

LDy ; * columns to cross
the gaps. Grab the Light Seed along the wall as well as
the one at the end of the corridor. Now, backtrack to the
Cavern to continue collecting Light Seeds.

WEsT PATH

i Slide down the
wall just beyond
the Cavern to
pick up one
Light Seed.
After grabbing

it, jump with
Elika out to the
column fragment
I} hanging from
the ceiling. Jump
from the column
and wall run into
the next Light
Il Seed and grab

Follow the
scaffolding in
the fissure down
the tunnel wall.
At the end of the
fissure, wall run
to the right. Two
Light Seeds are e
visible farther down the corridor. Use the column between
the two Light Seeds to reach the treasures.

Continue
" down the path.
As you round
the corner, two
= more Light Seeds

! appear in the
distance. One

: is at the edge of

a solid platform. The next is farther down the corridor.
Use the columns to reach the far Light Seed. Now, return
to the Cavern to keep grabbing Light Seeds or move to
another area.

a——

NORTH PATH
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Use the series of columns to cross the abyss %L
to the north of the Cavern. At the second C
column, jump out and wall run along the

slanted wall to pick up a Light Seed.

Jump across
the next two
columns and
scramble up the
tall wall (which
is helpfully
lined with brass
rings) to pick up R
another Light Seed and reach a good vantage point. From
up there, you can see the crossroads between the Cavern
and the Royal Gardens.

From the ledge
above the rings,
look down the
narrow alcove.
There are two
Light Seeds all
the way at the
bottom of the
alcove.

If the Royal
Gardens have not
been healed, there
is a soldier at the
crossroads. Now,
depending on
whether you’ve
fought any of
the Corrupted,
this soldier may
know a few more
techniques than
basic sword
strikes. Use
Elika’s magic in
combos that back e _____meote - lLCL1akn
the soldier up to the edge of the platform and then run him
through with your sword for a quick kill.
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THE EARLIER IN YOUR ADVENTURE THAT YOU CLEANSE
THE GATEWAY AREAS, LIKE THE CAVERN OR CAULDRON,
THE FEWER SPECIAL POWERS YOU MUST CONTEND WITH
WHILE FIGHTING THE SOLDIERS. REMEMBER, THE MORE
BATTLES YOU WIN, THE HARDER FUTURE SOLDIERS WILL
FIGHT BACK.

You must loop
" back toward the
Cavern to collect
the rest of the
Light Seeds on
the north path.
i Cooperatively
jump out to the

i Once the pride
1l of the kingdom,
the Royal
Gardens are
now little more
than a weed
#l patch. Beautiful
; fountains that
once entertained the populous with stunning sprays
of water are now gummed up with corruption. Elika
remembers when this was a place of great happiness—her
mother loved these gardens more than any other place
in the kingdom. But those days are long gone. Perhaps if
Elika can redeem the gardens, she can at least feel closer
to her mother.

CORRUPT
APPROACH

=4

There are three

"l ways into the
Royal gardens.
If you’re coming
from the south,
! the Cavern,

Il follow the

e bleached column
fragments along the tunnel walls. If you’re coming from
the east or west, follow the beams. You must use the
columns along the edges of the gardens to close in on

the yellow power plate that launches you into the Royal
Gardens. If you have released any traps, watch out for
them on the walls.
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slide. At the
bottom, wall run
through the next
Light Seed. Jump
over to the slide
and then wall run
through the rest |
of the path to
grab another Light Seed.

HAVE ENOUGH LIGHT SEEDS TO UNLOCK ONE OF
ELIKA'S NEW MAGIC POWERS? DON'T DELAY—RUSH
BACK TO THE TEMPLE OF THE TREE OF LIFE AND EARN A
NEW TECHNIQUE!

ROYALGARDENS,

WATERWORKS

o

i The yellow power
| plate directly
ahead of you is
your way into
the heart of the
! Royal Gardens.
Ease down to the
i B— e 2ok wall that leads
out to the power plate. Wall run out to the power plate
and use Elika’s magic to launch the two of you through
the air. Ormazd’s magic blasts you over the gardens and
to a pair of narrow walls.

Wall run
between the two
walls, jumping
from one side to
the other to keep
your momentum
going. There is
another yellow :
power plate at the end of the left wall. Activate it to zoom
over the gardens, straight to another yellow power plate.

Hold the magic

button as you fly
so you can wall

run to the left as
soon as you land.
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SEEING THE RESULTS OF UNLOCKING THE TENDRILS.

REMEMBER, TRIGGERING TRAPS MAKES TRAVELING THE

WORLD MUCH TRICKIER.

The yellow power plate drops you down to the lower
level of the Royal Gardens.

At the bottom
! of the gardens,
81 Elika points out

| a yellow power
plate on the
! back wall. That
power plate is

“ your ticket to

the large, ornate platform dlrectly above you. However,
there is no way to reach the plate unless you somehow

raise the ground beneath it. Turning on the water that fed

the garden would raise the platform, but there’s no water
here anymore. However, there is plenty of corruption. Yo
must fill the reservoirs on each side of the plate to raise
the platform. But to fill those reservoirs, you must adjust
the channels on each side of the gardens.

Turn the
cranks (four
on each side)
to adjust the
channels. Each
channel has
at least two
grates that allow :
corruption to flow through it. You must create a path
for the corruption from the pool at the top of the garden
all the way down to the reservoir. Each crank controls a
different set of channels. Some cranks control the same
channels.

Let’s start with the left side of the chamber:

" Dip Yyou visiT THE C1Ty ofF LIGHT? IF SO, THEN YOU'RE

e "

RETURN OF THE PRINCE

MOVES IN MYSTERIOUS
WAYS

DYNAMIC WORLD

DESERT

RUINED CITADEL

THE VALE

CITY OF LIGHT
TREE OF LIFE

Turn this crank until these three channels are k.

full of corruption.

Drop down to
this crank and
turn it until the
corruption flows
farther up the
gardens.

Turn this
crank until the
corruption flows
into the next
channel.

u

Turn this crank
so you adjust
the channel you
just filled. You
want to shut the
channel off.

Return to this
crank and turn it.
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The channels
click into
place and the
corruption flows
all the way down
into the reservoir.

'i::'.'-'.. -

Y BE CAREFUL AROUND THOSE CHANNELS. IF YOU STEP

“ INTO ONE THAT’S FULL OF CORRUPTION, ELIKA MUST
SAVE YOU.

Now, let’s move to the right side of the room and fill
that reservoir. It’s a bit tougher than the previous side.

| £
. iy R

— —_ — e

Turn this crank to spin the channel that leads to the
reservoir. Spin it so the grates are in place to feed
the corruption into the reservoir.

=

Turn this crank
to fill these two
pools.

Turn this crank
so the channels
around it look

like this.

Turn this crank
up here to fill
these channels.
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Now, turn this
crank to complete
the route for the
corruption to pass
through to the
reservoir.

HAVING PROBLEMS WITH THE CHANNELS? TELEPORT
TO A HEALED PATCH OF FERTILE GROUND TO TOTALLY
RESET THE CHANNELS. COME BACK AND TRY AGAIN
WITH A FRESH LOOK AT THE PUZZLE.

Filling the second reservoir raises the platform
beneath the yellow power plate Elika pointed out.
Now it’s time to face down the Concubine.

Jump with
Elika across the
corruption-filled
reservoir. You
cannot make it
alone. On the
other side, wall
run up to the
yellow power plate and activate it with Elika’s magic.
You curl through the air over the channels and land on a
platform high above the gardens.

THE CONCUBINE

ity The Concubine

Il again strikes
Elika so you

| cannot use her
at the beginning

i of the battle. Slip
into the guard

: position and
wait out the Concubine’s first set of attacks while Elika
recovers. Once she pulls herself off the ground and comes
to your side, it’s time to meet the Concubine’s aggression
with your own.
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}- THE ARENA 1S PARTIALLY LINED WITH CORRUPTION. Do d NOTE ~ -

NOT BACK THE CONCUBINE UP INTO IT. CORRUPTION 1S { RETURN OF THE PRINCE
BENEFICIAL TO YOUR ENEMIES, ALLOWING THEM TO BE
ABSORBED AND THEN WARP INTO AN ADVANTAGEOUS

MOVES IN MYSTERIOUS
WAYS

DYNAMIC WORLD
DESERT

RUINED CITADEL
THE VALE

POSITION BEHIND YOU.

Due to the

i} corruption
around the arena,
it’s in your best
interests to keep
the Concubine
close to the
center of the
platform. Use acrobatic attacks to prevent the Concubine
from edging you toward the corruption. If she nudges you

CITY OF LIGHT
TREE OF LIFE
SECRETS

i

into it, Elika must save you and the Concubine regains 'Ualess oA
eliminate the

her health. Concubine right

The Concubine [fgaEs away with a
can effectively series of sweet
counterattack, combos that
so if you're keep her from
injured, don’t reaching the s
try anything corruption, the witch will 11kely reveal Ahrlman s Patlence
too bold. If

in this battle. When you see the witch turn dark and

the Concubine ' : yellow sparks pop from her torso, you know it’s time for a
counterattacks effectlvely, you push press the on-screen gauntlet attack.

buttons to deflect each of her twirling moves. If you fail
any of these inputs, the Concubine gets the drop on you
and goes for a lethal attack.

Let the Concubine attack. Deﬂect and then
immediately reply with your gauntlet. Throwing her
== e S into the air dissipates the influence. Now you can
Missing the lethal attack lets the Concubine recover hammer away with any kind of combo.

lost strength, so be ready to press the flashing
button!

L ;.’.:
S CAUTION _ Ji§

'(: - ) 3 j
“ir WATCH OUT FOR THE PILLARS IN THIS ARENA. IF THE

CONCUBINE SIAMS YOU INTO ONE AND THEN LANDS
Keep the ANOTHER ATTACK, YOU'RE IMMEDIATELY INJURED.

Concubine out of

: As soon as the Concubine is defeated, have Elika heal
the corruption.

the land. The garden returns to life—not quite to full
bloom, but another season of care should turn this place
into a small paradise. Now it’s time to collect Light Seeds.
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"HEALED
There are three paths leading in and out of the Royal
Gardens: east, west, and south. There are Light Seeds
along these three routes in addition to those inside the
restored Royal Gardens.

RovAL GARDENS

After healing the area, pick up the four Light Seeds
available right on the platform with the fertile ground.

B Use the from the balconies out to the columns on each side
| columns flanking of the area to collect Light Seeds and boost your

the gardens to total.
pick up the Light
Seeds above

4 the restored

) fountains. Jump

J
4
@ Ligut SeeD

STEP OF ORMAZD POWER PLATE
@ WiNGs oF ORMAZD POWER PLATE
\ r

i e oy — 120 o
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Y If you have
unlocked the Step
of Ormazd, you
can collect the
hard-to-reach
Light Seeds in the
Royal Garden.

Climb the vines on the west side of the garden (if
you are looking toward the fertile ground) to reach
the power plate.

This power
plate launches
you to another
red power plate
below the fertile
ground.

You are then
blasted up to a
small platform
above the gardens
that holds two
Light Seeds.
Now, repeat this
on the east side of the garden.

Access the

red power plate

d against the wall
by using the
fissures next to

| the columns.
Bounce across
the garden to a
high ledge with
three Light Seeds.
To get down from
either ledge, just
use grip fall to

7 land softly.

Use the yellow
power plate to
rocket to the

distance.

a——

Light Seed in the

RETURN OF THE PRINCE

MOVES IN MYSTERIOUS
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RUINED CITADEL
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CITY OF LIGHT
. TREE OF LIFE
Hang from the edge of the former corruption k.
pools to grab Light Seeds that hang just over
the edge. e

Pick up the Light
Seeds in the
reservoirs.

GETTING THESE LIGHT
SEEDS 1S PRETTY
TRICKY. USE THE COL-
UMN TO THE RIGHT OF
THE LEDGE. WALL RUN
N UP THE COLUMN AND
THEN KICK AWAY TO
GRAB THE LATTICE ON THE LEDGE. SCRAMBLE TO THE
TOP OF THE LATTICE. WHEN YOU PULL YOURSELF UP,
YOU CAN NAB THE TWO LIGHT SEEDS.

WEsT PATH

i The balcony to
! the left of the
fertile ground
leads out to the
western path
away from the
Royal Gardens.
R B T JTump from the
balcony to the two flagpoles. Swing from the second
flagpole to the nearby wall. (This requires a double jump
with Elika.) Wall run along the wall and then jump out to
a post.
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Follow the beam
to collect two
Light Seeds.

Wall run along
the base of the
tower to grab
another Light
Seed. Jump to the
flagpole before

Turn around on the flagpole. The change in view
reveals two Light Seeds on the ledge behind the
tower. Edge to the left on the flagpole and then jump
out to the tower. Wall run to the ledge.

Unless you
healed the Royal
Spire to the west,
a soldier waits at
the crossroads
between the two
areas. Because
you have now o e s S .
encountered the Concubme and seen Ahriman’s Patience,
it is entirely possible this soldier—and any you encounter
after it—will call upon that special power. The crossroads
are small, though, so with a good acrobatic combo, you
can push the soldier to the edge of the arena and finish it
with a sword drive.

Cooperatively
jump out to the
tattered banner
to the west and
climb up to the

post.
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Jump to the
| nearby wall. Wall
run and hop to
the adjacent wall
to pick up the last
Light Seed on the
west path.

% From the balcony
| that overlooks

Il the eastern path

| out of the Royal
Gardens, wall

! run through

il the visible Light
S e A SRS Sced. Leap the
column just beyond the wall, using a little help from Elika
to close the gap.

There is a
Light Seed
between the
two columns.
From the second
column, jump to
the rock wall and
wall run to the : :
vines, passing through the nght Seed.

Climb straight up the vines. Look up. There are two
Light Seeds directly above you. Wall run up to the
top patch of vines to grab the Light Seeds.

Drop back down
the vines and
wall run to the
column to the
east. Jump out
to the column
and swivel to
pick up the last e A
Light Seed along this path. You do not need to jump out
to the crossroads. But it’s always fun to test out some new
combos on the waiting soldier.
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SouTtH PATH

iy Step away

i from the Royal
Gardens and
back toward
the Cavern to
locate another
I} batch of Light

: # Seeds. There is
a loop to be made here via slides and wall runs. Start by
wall running to the slides on the left and steering into the
Light Seeds as your sandals find no purchase.

From the

!l column at the

bottom of the

|| slides, swing

| around to look

! into the dark

corner off to the
ST — S |eft. Jump to the

ledge with the two Light Seeds and then bounce back to

the column. Then leap to another tilted platform. This

races you down to the crossroads between the two areas.

From the crossroads, tack to the right. A post sticking out

"‘“-1-

RETURN OF THE PRINCE
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of the platform points to a tall wall. Jump TREE OF LIFE
to the wall (with Elika) and use the rings SECRETS

to reach the ledge above it. A Light Seed is E&l

found at the top of the rings.

Jump from the
post at the top
of the wall and
use the columns
as links between
a series of wall
runs. The last
Light Seed along : -
this path is to your right as you wall run back to the
entrance to the Royal Gardens.

ROYALSPIRE

The majestic

! Royal Spire rises

high above the
Ahura palace.

| But its powerful

| presence against

ll the skyline

- * disguises a

rotting interior. A victim of neglect as the royal line

declined, the Royal Spire is now more of a playground for

corruption than a sign of regality. The Prince and Elika

must ascend the spire and confront the Concubine at the

top. Banishing the Concubine is the only way to reach the

fertile ground and push the shadows out of the Royal Spire.

CoORRUPT

APPROACH

W Entering the
Il Royal Spire
from any of

the possible
| paths requires
deftly jumping
| from column to
# column. If you

T

are coming from the Royal Gardens, use the system of
vines and columns to navigate along the cliffs. (If you

have triggered the tremors, you must time your jumps
when the rolling corruption moves out of the way.)

If you are coming from the Coronation Hall, use the
network of columns hanging from the ceiling of the
decorated hall. There is no floor, so you have to stick to
the ceiling via the rings. Roof across the gaps between the
columns, and then jump down to enter the bottom floor
of the Royal Spire.
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ASCEND THE TOWER

To begin

| climbing the

interior of the

| tower, you must

| jump to the blue

| power plate in

|l the center of the
chamber. It’s on

an axle, rhythmically rotating. When the blue power plate

slides into view, wall run up to it and use Elika’s magic to

start your flight.

You land on
the wall just
below another
blue power plate.
Hold the button
and press up
to scramble to
the plate before
you slide off the wall. This power plate launches you to a
column farther up the spire.

Jump to the wall
! and skitter along
! it to the next
power plate.

This power plate zips you up to a column. Jump
away from the column and wall run along the tower.
At the end of the run, jump out to the next column.

!_' TIME THESE MOVES RIGHT! IF YOU Miss A JUMP AND
*  FALL, ELIKA SAVES YOU—BUT IT SENDS YOU ALL THE

WAY BACK TO THE CENTRAL AXLE WITH THE FIRST BLUE
POWER PLATE.
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Jump away from the column with Elika’s help and
then wall run to another blue power plate. This
blasts you up to a ledge.

W The ledge
il overlooks the
axle in the middle
| of the tower.
S There is a blue
! power plate on
a flap attached
" to the axle. The
flap swings toward you every few seconds. When the flap
starts to move, jump out to it. Use Elika to complete your
jump and then run up to the power plate. Activate it with
Elika’s magic.
The Hand
of Ormazd
magic lifts you
to another blue
power plate, but
the trajectory
is too short.
Scramble up the .
wall to access the plate and use Elika’s magic to blast up
to another solid ledge. The magic isn’t enough to quite
get you there, so when the screen starts to turn gray, call
on Elika to fling you all the way to the ledge.

Wall run across
the clockwork
gears to reach the
next blue power
plate.

At the top of the
bounce, use Elika
| to complete the
arc and land on a
column.
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Jump from the
column with
Elika’s help
and wall run

to another blue
power plate.

W Another lift
il from Ormazd
that isn’t strong
| enough. Use
Elika to reach the
| wall and run to
Il the next power

: “ plate. Continue
using Elika to complete your magical leaps as you wind
your way up the tower.

When you
reach the balcony |4
after the series |
of blue power
plates, look to
the center of
the tower. That
elevator is your At S e Y 1 & 5
way to the top of the Royal Spire. Jump to it and use the
crank with Elika. The elevator rises, delivering you into
the waiting fingers of the Concubine.

THE CONCUBINE
When the

elevator reaches
the top of the

| Royal Spire,

| the Concubine

| immediate puts
I the screws to
R SRR T Flika. Elika
doubles over in pain. You must complete the first part of
this battle without Elika’s magic to extend your combos,
so you must stick to sword, gauntlet, and acrobatic
attacks. After a few moments, Elika regains her strength
and enters the battle.

As before, the
Concubine is no
shrinking violet.
She launches
attacks right
away, so unless
you are confident [
about being able
to deflect an incoming strike from her magical staff, just
use the guard button.

_—
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The Concubine will always try to push you TREE OF LIFE
out from the center of the arena. She wants SECRETS
to struggle with you at the edge of the arena &l
because if she wins and you fail the save, she
earns back her health.

When Elika
is in play again,
use acrobatics to
get the Concu-
bine’s back to
the center of
the arena. Then
launch into an e S S Sy i
extended combo that keeps the Concubine reeling. Start
with an acrobatic and then segue into Elika’s magic. Keep
the combo moving with sword and gauntlet moves so that
the Concubine cannot ever react to stop the combo.

Watch for Ahriman’s Patience. When you see the
Concubine emit the yellow sparks, keep Elika back.
If Elika attacks when the Concubine uses Ahriman’s
Patience, you lose your companion while she
recovers from the crushing blow.
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= g CAUTION o
[ ) .
Y7 DON'T PUSH THE CONCUBINE TO THE EDGE OF THE

“ ARENA. SHE SIMPLY TELEPORTS BEHIND YOU, WHICH 1S
DEFINITELY NOT ADVANTAGEOUS FOR YOU.

Defeating the Concubine and healing the fertile ground
is good news, to be sure. But the Concubine’s attempts
at sowing doubt are taking hold. Just what game is this
succubus playing at here?

HEALED

There are three paths that feed into the Royal Spire:
south, north, and east. You must explore all of these
routes to gather the Light Seeds in this area.

ROYAL SPIRE

The elevator was
a one-way trip.
The only way

off the spire is
down its outside.
Follow the trail
of Light Seeds to
the edge of the ST
spire. Hang over the edge and look down.

A trail of
scratches leads
down the spire.
Apparently,
You’re not the
first person to be
stuck up here.
Use grip fall to ST M.
take the express route down. Slide into the Light Seeds as
you descend.

7 THE LONGER YOU GRIP FALL, THE FASTER YOU GO. AND
“" THERE ARE NO BRAKES WHEN GRAVITY 1S CONCERNED.

As you slide down the spire, take note of the green

power plates. If you have unlocked the Breath of

Ormazd, you can climb back up the tower later to
grah additional Light Seeds.

PELT g T e st om

120

Inside the

| spire, wall

il run around

¢ the bottom
floor and use
columns to

4l pick up a trail

! of Light Seeds.

" There is a green

power plate on
the face of the
spire, just above
the doorway
that leads back
inside. Use the
green power plate
to stomp up the
side of the spire.
Steer away from
the second green
power plate (for

now) and toward

the Light Seed above. After gaining the nght Seed,
purposefully bump into a wall to return to the
bottom of the tower.

Now, head
back up the tower
via the green
power plate. This
time, veer to the
left to use the
next green power

plate. This sends you on a horizontal path around
the tower. Keep to the left to dodge an outcropping
and then follow the next power plate back up the
tower.

—
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The power
plates lead up to
the back side of
the spire. Steer
to the right to
climb the smooth
path beneath a
balcony. There
are five Light
Seeds on the
balcony. Once
you have them,
use the green
power plate above —
the balcony to finish your climb up the spire. Grip
fall back down.

Hang down the ledge in front of the green power
plate. Let yourself fall. There are two Light Seeds on
a small platform just below. Use the ring on the wall

behind the Light Seeds to scramble back up.

of the central
! axle to launch
! yourself back
il up the interior
J of the spire.
You need to
wind your way
4 back through
the spire to
collect the
il Light Seeds.

i} Without traps
I} or corruption
: # patches,
travelmg through the spire is a touch easier. Follow the
same path as before, using Elika to complete arcs that fall
a bit short.

—
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Hang from the elevator at the top of the spire
to spot a Light Seed below you.

Use grip fall to
reach the Light
Seed.

Grip fall
down the
interior of
the spire to
grab a Light
Seed tucked
beneath some
clockwork
gears. Slide
against the side
of the gears
so you grab a
fissure before
landing on
solid ground at
the bottom of
the spire. Climb
along the fissure to p1ck up the Light Seed.

SouTtH PATH

& A handful of

1 Light Seeds

are on the path
leading back

to the Royal
Garden. Jump

i from the post at
ommes s — s the base of the
spire to the rock wall. Wall run to the vine patches to pick
up two Light Seeds.
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As you climb

1 to right along
the far patch

of vines, you
see four Light
Seeds. Two are
tucked in a dark
SRR alcove. The other
two are an easy grab along the next wall run. Just use

the nearby column as a springboard to grab those Light
Seeds.

To capture the Light Seeds in the alcove, rotate
around the column so that your back is toward them.
Jump to the wall and wall run to the vines. Now you
can pick up the Light Seeds.

EAst PATH

i Step through the
1 exit of the spire
to the east—as if
you were about
to make a break
for the City of
! Light. Jump
“ down to the rock
outcropping below you. Hang off the side of rocks and
then slide down to the Light Seed. Jump off the wall to
get back up to solid ground.

Continue east. Jump from one rock to the next,
picking up the visible Light Seeds.

—_ 128

When you

il reach the
midpoint of the
path, look over
the edge of the
rocks to spot
two more Light
Seeds. Hang

over the ledge and drop down to the lower level. Then,
jump out to the wall and wall run straight up to collect the
pair. Jump away from the wall to land on the rocks and
then either return to the Royal Spire or move on to your
next targeted fertile ground.

AN AT i The corridor
I that leads to the
Coronation Hall
hosts six Light
Seeds. Four are
immediately
Il visible from the
S e e RS spire door. Jump
to the wall and wall run out so you can reach the closest
column. Then, use roofing to move from ring to ring and
pick up the Light Seeds along the ceiling.

B =

Tap the gauntlet button in time with the rings
to smoothly travel along the roof and collect the
Light Seeds.

The fifth

and sixth Light
Seeds are at
the crossroads,
guarded by a
soldier, if the
Coronation hall
has not been -
cleansed. After defeating the monster, collect the two
Light Seeds and then move on to your next destination.
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SPIRE/OF/ | [DREAMS) P

-_-A“

ity The Spire of

l Dreams, sister
tower to the

|| Royal Spire,
rises high over

! the kingdom.
Somewhere at
. - the top of the
tower, the Concubme waits. She broods She plots. Elika
and the Prince must ascend the Spire of Dreams and
banish the Concubine from its borders so the tower is not
shrouded in permanent nightmare.

CORRUPT
APPROACH

If you approach
| the Spire of
Dreams from the
| Royal Garden,
use the length
of chain leading
away from the
s, B R e crossToads to
reach a gloomy tower. Wall run along the face of the
tower and jump betwixt a pair of white columns to reach
an entrance of the Spire of Dreams.

Should
you approach
the Spire of
Dreams from the
Coronation Hall
to the north, you
must pass down
a corridor with = .
no floor. Use the columns to survive the passage. Wall
run between each column until you reach the Spire of
Dreams.

S
'-IF D1b YOU RELEASE THE TREMORS? IF SO, THOSE PESKY
# TRAPS ARE STIRRING IN THIS CORRIDOR. TIME YOUR
]UMPS ]USI' AS THE BALLS ROLL OUT OF RANGE.

RETURN OF THE PRINCE
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Unless you took the direct route into the Spire of Dreams
from the Vale, scramble around the tower interior via the
flagpoles to reach the solid ledge next to the blue power
plate. Run out to the power plate and use Elika’s magic.
The arc slams you into the wall too short of the next
power plate.

Wall run to the
ring and use it to
link another wall

run to the blue

power plate.

Continue your spiralling path around the interior of
the spire. Use the two rings on the wall to reach the
next power plate.

The power plate
bounces you up to
an elevator. Use
the crank with
Elika to raise the
elevator.

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



When the
| elevator locks
into position,
Elika is seized
again by
corruption. The
Concubine is

S ——— e about. You spot a
glimpse of her pink robes in the shadows of the spire. To
free Elika, you must reach the Concubine, but without the
benefit of Elika’s strength. There will be no double jumps.

Lol .

The Concubine
appears in front
you. You know it’s
an illusion, but
humor the witch.
Carve the mirage. |

After the Concubine disappears, wall run along the
right of the elevator. Link with the rings to keep wall
running and then jump out to the column.

Roof between the two columns via the ring. Jump
from the second column to the ledge with the
Concubine. Slash her doppelgdnger.

Continue wall
R running around
the spire to catch
up with the

waiting at the
ledge next to the
elevator again.

_—_ 130

Concubine. She’s

When you land, rush to the Concubine and dispatch the
illusion with your sword. Doing so frees Elika from the
Concubine’s grip. With your companion back at your
side—really, what would you do without her?—it’s time
to move up the spire.

Return to the column after the short roofing
sequence. Jump away from the column but use
Elika’s magic to launch you to the wall. Wall run to

the two rings.

You're

4 back on solid
ground. When
| Elika catches
up, wall run to
! the next blue

! power plate.
Use the ring to
% link your wall
| runs. Keep

b\ wall running

| around the
tower interior
to access the

Use the flagpoles to keep moving up the spire. After
jumping from the second pole, call on Elika to help
you reach the next power plate.
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Continue
following the
! poles as you circle
the spire, inching
ever upward.

Finally, you reach |
a fissure in the
wall. Clamber

along it to access

the next elevator.

The elevator
! shoots you
straight up to the
| top floor of the
Spire of Dreams.
The Concubine
is waiting for

: - you. She has no
traps planned for your welcome. The moment you reach
the top floor, the elevator drops away and the Concubine
launches into her first attack. Be ready for it by holding
the guard button.

THE CONCUBINE

i Without a center

I to this arena, you

are forced push

| the Concubine

around the

! rooftop. Keep

il away from either
- edge—the outer

edge or the empty elevator shaft—so the Concubine

cannot engage you in a potential struggle. If you do end

up with your back to the open air, use an acrobatic attack

to change places with the Concubine.

® Note 3
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The Concubine wastes no time before
employing Ahriman’s Patience. Use the
gauntlet to dispel the effect.

After using the gauntlet to strip away Ahriman’s
Influence, keep the Concubine in the air with Elika’s
magic and more gauntlet or acrobatic attacks.

i JUGGLE THE CONCUBINE ALONG THE “LAP” AT THE TOP
¢  OF THE TOWER. KEEP SWITCHING BACK AND FORTH WITH

ACROBATICS AND MAGIC TO PREVENT THE CONCUBINE
FROM LANDING AND MOUNTING A COUNTERATTACK.

The
Concubine
always attacks
while utilizing
Ahriman’s
Patience. Move
in and hold
guard when
you see the
state change.
As soon as
you see the
Concubine
start to move
her staff,
get ready to
deflect. As the vk T —
staff swings wide, hit the sword to knock it aside. The
Concubine is momentarily defenseless. Hit the gauntlet
to launch the Concubine into the air and rip away the
influence. Use this move as the springboard for a combo.

—
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The Concubine spins when she attacks. Use that spin
as a marker. As the twirl begins, hit guard and be
ready to deflect when the staff comes flying around.

Sometimes,
though, nothing
gets the job done
better than a
well-executed,
basic four-hit
sword combo.

After the Concubine is down, let Elika purify the area.
Green spreads from the fertile ground, restoring color to
the Spire of Dreams. Now, it’s time to gather up some
Light Seeds.

HEALED

There are three paths that leads into the Spire of Dreams:
north, south, and west. The west path leads to the Vale.
You must trek through all three path to collect all the
Light Seeds.

SPIRE OF DREAMS

i There are two

| Light Seeds

on a small
balcony that at
first seems not

! easy to reach.
However, if

" you hang off
the side of the

| spire, you spot
a post several
feet down. Drop
to the post and
- ! then drop farther
down to a series
S e i SRR TIEY of flagpoles.
Swing around the poles to reach the balcony with the
two Light Seeds.
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ik Next, use the
) trio of Light

1| Seeds on the roof
as a guide. After
collecting them,
hang over the
side of the roof
and look down. A
i series of scratch
| marks points the
way. There are
Light Seeds on
the side of the
tower you can
' pick up as you

i grip fall to the
bottom. While grip falling, though, you see green power
plates and a few out-of-reach Light Seeds.

L Use the green
power plate at
the base of the
Spire of Dreams
to start your
vertical march.
The plate sends
you straight to
a second green
power plate that,
when activated,
changes you
trajectory.
Now you move
horizontally, around the circumference of the
tower. Dodge the fixtures as you stomp until you
reach the third green power plate.

This green
power plate
resumes your

| ascent. Shoot up
=] the side of the
=] spire, following
== the path to the
bottom of a
balcony. Use
the curved path
to access the
balcony, which
holds five Light
Seeds. After
collecting your bounty, make use of the nearby
green power plate to reach the roof.

—
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Back at the bottom of the spire, hang off the ledge

below the green power plate. Two Light Seeds are

below you. Drop down to the prizes. Then, use the
ring on the wall to clamber up back up.

Enter the
tower and circle |
the base to
collect several
Light Seeds.
Swing on the
flagpoles and
hop across the
posts to bank
the treasures.
After making
a lap around
the base of the
tower, use the
blue power
plates to begin
your ascent.

Use the elevator
to keep moving
up the tower,
following the
same path as your
| first visit through
the spire.

Pick up the Light
Seeds on the
platforms that jut
out of the spire
walls.

——
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Keep moving from one blue power plate to the
next, grabbing the Light Seeds that hang in
the air.

Use the
fissure at the
top of the
spire interior
to access
the second
elevator.
However, do
not use the
crank to move
the elevator.
Instead, pick
up the Light
Seed on the
ledge leading
to the elevator
and then step ™%
onto the platform. Jump out to the Light Seed between
the four red banners with Elika’s help. After getting
the Light Seed, bounce off the wall to return to the
elevator.

SouTtH PATH

W Start at the green
| power plate on
1 the base of the
| spire. Launch
away from the
Spire of Dreams
Il via the two

' SRCSEEE columns and bag
the nght Seed on the first solid platform Jump from the
post pointing south to the small tower. Use Elika’s help
to complete the jump. Wall run along the tower to grab
another Light Seed.
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Jump away
I from the wall
to a chain the
! leads back
toward the
Royal Gardens.
il Two Light
W Seeds wait at
the far end of
the chain. Once
4 you reach those
Light Seeds,
look to the
north. There is
" 8! a platform with
two more Light
— Seeds. Lower
yourself down to the post pomtmg to the Light Seeds and
use Elika to double-jump to the platform.

WEesT PATH

Leave the Spire
% of Dreams and
move toward
the Vale via the
corridor to the
west. Several

il Light Seeds
== await collection
along this path. The first is accessible to the right.
When you jump out to the Light Seed, you can see two
more on rock platforms in the distance. Double jump
with Elika to reach the platforms and collect the Light
Seeds.

When you
reach the
mid-point of
the path, double
back and take the
high road by wall
running between
a narrow series
of rocks. There
are two Light
Seeds to the left
as you return
to the Spire of
Dreams. Jump
out to the wall
and scramble up % : . L
it to grab the prizes. Then lek away from the wall to get
back on the path to the Spire of Dreams.

NORTH PATH

iiv The corridor
'} that leads to the
Coronation Hall
is littered with
Light Seeds. Wall
run along the
Il left wall to pick
up a pair, and
i then bounce to
1§ the columns in
the middle of the
| hall. Continue
switching
between wall
Il running and

: jumping to the
columns to reach the crossroads and pick up the rest of
the Light Seeds along this path.

CorRONATION HATL

The opulent Coronation Hall, once the site of
grand celebrations when stewardship of the Ahura
passed from ane generation to the next, was

pEiii amesfoom)
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already in disrepair before the release of Ahriman. The
royal line of the Ahuras was in decay. There would be no
passing of the crown. But if the Prince and Elika can drive
Ahriman out of the Royal Palace, perhaps hope will return
to the world and the Ahuras will unite under a new leader.

=]

P ——— —
_ )

b

o

—
L e
it

f ARE YOU SURE YOU WANT TO RELEASE THE SWARM TRAP
NOW? BECAUSE AS SOON As THE CONCUBINE LETS IT
LOOSE, IT INFECTS THE ENTIRE WORLD.

=5

—
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CoORRUPT
APPROACH

The two

| neither of which
has a floor. If

| coming at the
e T— TR =2 %%” (Coronation Hall
from the west, you must use the rings on the walls to link
runs between the sparse columns. Jump from the walls to
the columns to move down the corridor and zero in on
the Coronation Hall.

The eastern
approach on
the Coronation
Hall is another
exercise in
roofing. Leap
out to the first
column and then
clamber along the roof via the system of rings. Tlme those
gauntlet button presses as you see the Prince reach out so
that he never loses his hold.

At the end of the
! corridor, wall run
' to a corner swing
| to swing around
to the Coronation
Hall entrance.

The fertile

| ground is just

| inside the
entrance to the

! Coronation Hall.

The Concubine is

nowhere in sight.
All you need to

do is use the yellow power plate on the wall to fly around

the Coronation Hall and drop down near the sacred

ground. This is almost too easy.

"
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Dodge the rocks as you fly through the air on k.

the Wings of Ormazd. %,l

When you
land, though,
the Concubine
does finally show
herself. The

out with dark
tendrils, trapping
Elika in an iron grip. You must chase down the Concubme
on your own, without the benefit of Elika’s magic.

| Concubine

! as she mocks
you from the

= e RSB T fertile ground.

As expected, brandishing your sword makes the harpy
vanish. As she disappears, though, a locked gate rises. You
must follow the path to catch up to the real Concubine
and free Elika from her grip.

The Concubine’s illusion appears again in the new
corridor. Slash it to open the next gate.
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The gate
opens into a
long corridor
with a slanted,
broken floor. You
must slide down
the corridor,
jumping over the . —
gaps. Keep to the center of the platforms—the corruption
on the walls is ravenous. It reaches for your innocent flesh
as you skate through the hall on your sandals.

Use the columns
to cross the wider
gaps in the floor.

The Concubine
appears again at
the bottom of the

slides. Slice the

illusion.

Elika catches
'} up to you,
somehow free
of the Concu-
1 bine’s trap. You
il can now call
il on her help to
keep moving up
the Coronation
Hall. Start at
g the ring on the
wall and pull
| yourself up to
the ledge. Use
! the slotted ring
| B P to travel across
2 _ = the wall. The
ring lowers a cage from the ceiling just in time for you to
jump and grab onto it.
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The Concubine
W appears
again—the real
Concubine. She
holds out her

| skeletal fist and
Il slowly opens

, . “ it. Her gift is
deadly. It’s the swarm trap. The swarm buzzes like angry
hornets. You must now rush through the Coronation Hall
to keep one step ahead of this unflagging trap.

2 NOTE )

i oo il

With the swarm nipping at your heels, jump to
the flagpoles and keep moving around the interior
of the tower.

Wall run along
the tower interior. |
Jump out to the
columns before
you lose purchase |5
on the wall. '

Jump across the columns and then back to the
wall. Rush through the series of rings as the swarm
continues its pursuit.
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Jump from the
! slotted ring to
the tall column.
1| Shimmy up the

i | column to keep
ahead of the
swarm. When
you reach the top
of the column, you’re back at the fertile ground. As you
jump to the fertile ground, the swarm dissipates. But now
you have an even bigger problem.

THE CONCUBINE

~

The Concubine
I} strikes as you
reach the fertile
|| ground. The
arena is a small
! square, which
really limits your
g . =" movement. Two
sides of the area are edges that the Concubine can warp
away from, with just a small patch of corruption. The
other two edges are lined with walls that immediately put
you into a struggle with the Concubine. The cleanest path
to victory is to use acrobatics to keep the Concubine as
close to the center of the arena as possible for the main
duration of the fight.

Depending
on when you
challenge the
Concubine in
relation to your
engaging the
other Corrupted
affects how .
aggressive she is. If you have already destroyed any of the
other three Corrupted, expect the Concubine to make a
major push at the start of this fight. Keep you guard up and
draw her to the center of the arena. Wait for your opening.
An unforced error is the worst way to start a fight.

Watch for Ahriman’s Influences. The Concubine is
not shy about state changes. She will always call
upon Ahriman’s Patience, as well as other influences
unleashed from any previous Corrupted encounters.

W 0
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The Concubine is adept at counterattacks. If TREE OF LIFE
she nails you while you’re injured, you’ll be on SECRETS
your back. Be ready for the on-screen button &il
so she cannot reclaim any lost health. &

L, P

I. . ] = -
[ ]
}-. ALWAYS STEER THE BATTLE AWAY FROM THAT PATCH OF
“*  CORRUPTION IN THE CORNER. IF THE CONCUBINE IS
BACKED INTO IT, SHE BENEFITS.

Be ready for
the Concubine’s
special attack.
The witch tries
to charm you
with a magic
spell. When
you see that - .
strand of pink extend from her arm and slither toward
your face, roll away and put distance between you and
the Concubine. If the Concubine’s spell connects, your
controls are temporarily reversed.

‘mf.

KEEP YOUR GUARD UP AT ALL TIMES. THE CONCUBINE
#  MOVES FAST AND ATTACKS EVEN FASTER. WITH YOUR
GUARD UP, YOU ARE ALWAYS READY TO WITHSTAND HER
ASSAULTS.

The Concubine can also call on a special attack that
wraps you in tendrils. When you see it, get ready to
tap an on-screen button to wriggle free. If you fail,

you’re pinched and the Concubine heals.
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Keep

L launching

into lengthy

| combos when
the Concubine
| unleashes

| Ahriman’s
BB i . Patience. s a
perfect opening to start a nice combo with the gauntlet
move. With the Concubine in the air, you can juggle her
between Elika’s attacks and more acrobatic moves. When
the Concubine is finally defeated, heal the fertile ground
to purge the corruption from the Coronation Hall.

HEALED

There are only two paths into the Coronation Hall. After
banishing the corruption, retrace your steps to either the
Spire of Dreams or the Royal Spire after collecting Light
Seeds in the Coronation Hall to add to your still-growing
collection.

CORONATION HALL

i The four Light

! Seeds sparkling
in front of the

|| yellow power

| plate are a pretty
| good sign to use
N Elika’s magic and
e N R R 2 {ly back to the
entrance of the Coronation Hall. From the entrance, you
can either delve back into the basement of the Coronation
Hall to search for more Light Seeds or retrace your steps
down the east and west approaches.

There is one Light I,
Seed directly in ||
front of the black
gate that leads to
the Concubine’s
lair.

% Drop down
| to the ring just
below the ledge

| with the black
gate. As you grip
! fall to the ring,
jump away to
reach a small
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balcony you
cannot quite

see from the
Coronation Hall
entrance. There
are two Light
Seeds down here.
Use the ring to »
clamber back up to the ledge above.

Another Light Seed is on the ledge just outside the
western exit of the Coronation Hall. This ledge also
leads out to a red power plate.

) Wall run out to
the red power
plate and use

- the Step of
Ormazd to bound
away from the
rocks. The plate

launches you just short of the red power plate in
the distance, so use the ring to scramble up to the
plate and rocket over to a hidden ledge.

There are
five Light Seeds
on this ledge.
After collecting
them, use the
next series of red
power plates to
return to the entrance of the Coronation Hall.

From the ledge
M where you can
see the red power
| plate, grip fall
down a set of
rings to reach a
narrow platform.
There are two
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Light Seeds on a
balcony directly
across from

this platform,
accessible via two
columns.

Return to the
| fertile ground via
I the yellow power
plate next to the
| Coronation Hall
| entrance. Retrace
| your steps back
down to the
basement of the hall. Follow the slides all the way to the
bottom of the Coronation Hall, picking up Light Seeds as
you slip.

Follow the
system of rings,
wall runs, and
columns you
used to get back
up to the fertile
ground and fight
the Concubine. S e R " &
There are several Light Seeds dlrectly along thls path
You’ll pick them up as you climb back up.

EAst PATH

| Light Seed right

| on the platform)

| and then wall run
out to the ring at

the corner of the stone cliff. Swmg around the corner via

the ring and wall run to the next ledge.

Grab the Light Seed on the ledge and use the nearby
columns to reach the corridor with no floor.

WAYS
DYNAMIC WORLD
DESERT
RUINED CITADEL
THE VALE

CITY OF LIGHT
TREE OF LIFE

Explore the roof along the top of the corridor k.

to pick up four Light Seeds.

When you
return to the
Coronation Hall
after collecting
the Light Seeds
in the corridor,
look down. Two
Light Seeds are - - '
at the base of the columns used to access the corridor.
When you jump out to the columns, slide down and
collect the out-of-the-way Light Seeds.

WEesT PATH

As you exit the
| western gate of
i the Coronation
il hall, pick up the
Ji Light Seed on

~ the platform.

W Follow the

! columns down
the corridor to
| pick up more
Light Seeds.

ONCE YOU REACH THE
CROSSROADS, TURN
AROUND AND LOOK
BACK TO THE CORO-
NATION HALL. THERE
ARE TWO LIGHT SEEDS
TUCKED IN THE COR-
NERS OF THE ROOM.
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CONCGUBINE’S| CHAMBERS

i After purifying

1 all four areas in
the Royal Palace,
the Prince and
Elika can throw
open the doors

Il north of the
e . S — Coronation Hall
and make their final approach on the Concubine. The
succubus is cornered—which makes her all the more
dangerous. With nothing to lose and a heart squeezed

so tight by aching jealousy, the Concubine will fight with
everything she has. The Prince must be ready to counter
every blow—especially those that come not from the
Concubine’s hands, but her poison lips.

THE APPROACH

g% Start moving on
i} the Concubine
via the yellow
power plate
directly beyond
the black gate.

! Jump through

S R T the air with
Elika’s help. When you land on the wall just short of the
plate, scramble up and quickly use Elika’s magic to take
flight.

As you race
through the air, |
veer around the
giant rocks. If ||
you crash into
one, you and
Elika are sent

all the way back [f
to the area’s '
entrance.
— 140

The ﬁrst leg of the flight ends just below another
yellow power plate. Wall run up to it.

As you ﬂy through the air, steer around the hangmg
chains and rock pillars.

You gingerly

Il drop to solid

ground. There

is a blue power

plate right in
front of you.

! Scramble up

! to it. This arcs

you to another

plate. You land

k| just short, so

quickly wall

run up to

the next blue

! power plate

and blast off

" across the sky.

You land under
a yellow power
plate. Wall run
up to it and use
Elika’s magic to
launch back into
the heavens.

—
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Dodge the rock archway as you fly to another blue
power plate.

The blue power
plate boosts you
to a yellow power

plate.

This final yellow power plate launches you to the
Concubine’s chambers and the final battle with the
Corrupted.

FiNAL SHOWDOWN

=T

The Concubine
M is waiting for
you. She’s not
| alone. The
| chambers are full
of Concubines.
You know one
o —————. e of these is not
an illusion, but there’s just no telling which. Each looks
like a perfect replica of the Concubine, so the only way to
discover the real Concubine is to race to each mirage and
cut it down with your sword.

et
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They are all illusions? Where is the real k.

Concubine? &l
)

Right behind you.

FIRST SEQUENCE

- 1! THEET W 5 Mercifully, this
Il circular area
has no edges
overlooking the
void, nor any
! corruption. The
I arena is quite

" large, too, giving
you a lot of room to stage extended combos and keep
the Concubine juggled in the air by switching between
gauntlet and acrobatic moves. Wait for the Concubine to
attack and then deflect her incoming blow to create an
opening.

When the
Concubine
tries Ahriman’s
Patience, you
have a great
opening to
launch into a
combo. Yank Rl SR i
the Concubine off the ground with the gauntlet and then
hammer her with a series of alternating sword and magic
attacks.
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Ir THE CONCUBINE USES AHRIMAN’S INFLUENCE WHEN
HER BACK 1S AGAINST THE WALL, MOVE AWAY. IF YOU
THROW HER INTO THE WALL, YOUR COMBO ENDS
PREMATURELY AND THE CONCUBINE GETS A CHANCE
TO ATTACK.

When the
Concubine
loses a third of
her health, she

disappears.

Where did the
Concubine go?
The witch leaves
a little hint by
opening a gate
that leads out to a
ledge. There is a
blue power plate
at the end of the
ledge, so wall run
out to it. This
launches you to

a yellow power
plate. Follow the
flight path to the |}
next yellow power %
plate.

| You land just

|| shy of a blue
power plate. Wall
run out to it. The
blue plate directs
M you to another
yellow power
plate. This magic
of this power

.| plate sends you
flying straight
into the Concu-
bine’s clutches.

1 It’s time to

I} resume the fight.

T e A e s eom m— o, 142

The Concubine
strikes Elika,
knocking her out.
You must fight
the Concubine
without your
companion’s help.

"7t SINCE YOU DO NOT HAVE ELIKA'S ASSISTANCE DURING
“ THIS PART OF THE FIGHT, ERASE ANY ATTEMPTS TO USE
MAGIC MOVES IN COMBOS. STICK TO THE GAUNTLET,
ACROBATICS, AND THE SWORD.

Trade blows with
the Concubine,
deflecting her
attacks as you
launch your own.
Keep her busy this |
way until Elika
can recovetr.

The Concubine
I continues to call
upon Ahriman’s

| Influence. If

! Elika is still hurt,
back away and
make sure the

g |'?
Sl T ——_—— Concubine’s
back is not against the wall. Fling her into the air and then

slam her to the ground with a hearty sword strike.

THIRD SEQUENCE

After you eliminate the next third of the Concubine’s
health, she vanishes again. The Concubine opens another
path back out of the tower. Run out to the blue power
plate and use it to reach a yellow power plate.

The flight is not enough to reach the next blue power
plate. Just as the screen turns gray, tap the magic
button to make Elika throw you all the way to the

wall with the power plate.
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Wall run to the
next blue power
plate.

The blue power plate launches you to a yellow power
plate. The Hand of Ormazd then carries you to all
the way to the top of the tower.

The Concubine
'} tries to further
drive a wedge
between you and
your partner

! by creating a

il series of Elika
e E illusions. Is the
real Elika among them? Or is this another trick? You
must cut down each Elika illusion to play out the Concu-
bine’s game. However, after slicing through every illusion,
you're left on the roof all alone. Where is Elika?

It’s now time
for a test of faith
and trust. You
cannot see Elika.
You just have
to believe she is
there. By proving
your trust in SuiPily SRS .
Elika, she will reappear. The only way to truly show your
faith in Elika is to leap off the edge of the tower. If Elika
is still with you, she will save you.

And indeed she
does.
—

RETURN OF THE PRINCE

MOVES IN MYSTERIOUS
WAYS

DYNAMIC WORLD
DESERT

RUINED CITADEL
THE VALE

CITY OF LIGHT
TREE OF LIFE

Infuriated by the purity of the connection ks

between you and Elika, the Concubine
strikes. Her aggression is on overdrive, so c
guard well against her incoming flurry of

attacks. She only has a third of her health left, so keep
your guard up. If you are injured and the Concubine
manages to land a lethal attack, she can regain a lot of
that lost health, extending the battle.

Keep the (s
Concubine in
the center of the
arena. She tries to
draw you to the
edge where she
can push you off.
Use acrobatics to

Ahriman’s Patience remains your best setup for an
attack combo. When you can start with a gauntlet
attack, a successful juggle will eliminate the
remainder of the Concubine’s health.

Beaten, the
| Concubine
extends her hand
to Elika. She
welcomes her
touch, freeing
1 her of Ahriman’s
L e spell and setting
her soul to rest. After Elika redeems the Concubine, the sun
returns to the skies above the Royal Palace. Elika’s strength is
sapped. And even though you just showed her how much you
trusted her, the Concubine’s taunts still linger in your ears.
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The corruption of the once magnificent City of Light demands an answer from the Prince and Elika. The pair must rush to the
defense of the religious center of the Ahura world, pushing back against the creeping darkness. By purifying all of the fertile
grounds in the City of Light, the Prince and Elika gain the strength to challenge the Corrupted that dominates the region: The
Warrior. The Warrior’s past may be worthy of sympathy, but that is an unaffordable luxury in the face of so much destruction.
The Warrior must be slain so the City of Light can again burn brightly and resurrect the fading hopes of the Ahuras.

WHAT’'S UNLEASHED

When the Prince and Elika arrive in the City of Light, they
risk unlocking two problematic features into the rest of
the corrupted world. Not only is a new trap unleashed—
the tendrils—but as soon as the Warrior exhibits his

rage attack, that also spreads across to other your enemy
encounters, such as the Mourning King.

THE WARRIOR

i Of all the
N Corrupted, the
Warrior is the
| most tragic.
| A war wages
within him,
as Ahriman’s

* corruption tries
to snuff out the last ﬂames of good inside the fallen king.
But even though the Warrior is conflicted, that does not
mean he will go easy on the Prince and Elika.

The Warrior’s
explosive
special attack is
Ahriman’s Rage.
The Warrior
raises his hands
to his head, trying ||
to fight back e it P B Y L W
against the power of the corruption. This internal struggles
manifests itself physically, too. Cracks of corruption make
the ground around the Warrior harmful to stand on. The
air around the Warrior also fills with corruption gas. There
is no way to counter this influence with a particular move,
unlike Ahriman’s Patience or Anger. Instead, you must fall
back and let the attack run its course.

Because of

il the Warrior’s
size and his
incredible armor
plating, you can
! never defeat the
Warrior through
direct attacks. In

— 144

all of your encounters with the Warrior, you must use the
Corrupted’s heft against him. Lure the Warrior to the edge
of an arena, get him to enter into a struggle, and then push
the Warrior into the darkness. But you must weaken the
Warrior before you can heave him over an edge. And to do
that, you must launch into an extended combo—starting
with an acrobatic move—that uses Elika’s magic. Once
Elika swings on top of the Warrior and tugs at his mask
with her magic, finish with your sword to weaken him.
Now, you only have a few moments to lure the Warrior to
the edge of an arena and push him to his demise.

Due to his huge size, you can never use your gauntlet
against the Warrior. That limits your combo possibilities,
so adjust your strategies accordingly. Concentrate instead
on acrobatic and Elika combos.

THE TrAPS

y When you reach
I the City of Light,
the area closest
to the Warrior’s
Fortress, the
Corrupted
unlocks a new

* trap: tendrils.
Affected walls are now infested with swirling pools of
corruption. Every few seconds, tendrils explode from the
pool and flail about. If you are trying to wall run across

a surface with this trap and get clipped by a tendril as it
pops out of the wall, you’re grabbed and violently slammed
into the wall. Elika rescues you, but you return to the last
solid surface you stood on and must restart the acrobatic
sequence. So, look at the tendrils like a timing game. When
the tendrils disappear into the wall, start whatever acrobatic
feat is needed to cross the surface. Unlocking the tendril trap
in Coronation Hall releases the trap in the following areas:
The Windmills, Martyr’s Tower, Marshalling Ground, Sun
Temple, King’s Gate, Machinery Ground, Heaven’s Stair,
Construction Yard, Reservoir, the Cauldron, Royal Gardens,
Royal Spire, Tower of Ormazd, Tower of Ahriman, Queen’s
Tower, City of Light, City Gate -- plus the routes between
King’s Gate, the Cauldron, & Temple, the routes between
the Cauldron, the Cavern, & Temple, the routes between the
Cavern, City Gate, & Temple, and the routes between Royal
Spire & Tower of Ormazd.
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The City gate is
| the entrance to
the City of Light.
The Prince and
Elika cannot

| venture into

Il the city without
S e LSRR TS first passing
through this gauntlet and banishing the encroaching
corruption. Once the City Gate has been purified, the
pair must collect the revealed Light Seeds so Elika can
learn Ormazd’s magic and unlock the paths to the fertile
grounds of the City of Light.

CORRUPT
APPROACH

W From the fork in
| the path leading
away from the

| desert, look to
the right. The

| grim, dark cave
leads to the City
Gate. Jump out
L to the tilted

! platform on the
left side of the

| cave and slide to
the solid ledge.
Run straight

: - ‘ i ahead and jump
i !~ e B ol out to the next
series of sloped platforms. Slide down the slanted rocks

to reach a pair of rings hammered into the stone wall of
the cave.

Scramble up the two rings and pull yourself
up to the ledge.
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|

After sliding down the next ledge, step “
through the gates to look across the City
Gate. There is a massive door in the distance, surrounded
by ornate architecture that has fallen into ruins. Chains
hold up bits and pieces of the crumbling kingdom. And
in the center of the fallen scene is the fertile ground,
illuminated by a blue beacon. However, the fertile ground
is under the foot of the Warrior. The Corrupted is waiting
patiently for your arrival. Do not disappoint him.

e ol Y
Jump out to the titled platform in front of you. As
you slide toward the Warrior, a falling rock shatters
the far end of the platform. Jump to the right to

avoid sliding into the abyss.

Scramble up the vines on the wall with Elika. The
path to the Warrior continues at the top of the wall.
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. More of

Il the City Gate

collapses

1 as you pull

yourself to the

| top of the wall.

| The archway

W ahead of you

cracks and

falls, leaving

4| behind only

a few pieces

of exposed

stonework

|} and a single

1! column. That
R column is your

ticket to the Warrior now. Wall run to the vines on the

right and then shunt over to the stable platform next to

the column. Jump out to the column and swing around it.

With your back to the next landing, kick away.

Jump across the next pair of columns. Elika is right
behind you, following your movements. Slide down
the second column in the pairing and then kick
away to the next platform.

= CAUTION Y
'\."!:1 ’ THE WALLS ARE COVERED WITH CORRUPTION, SO KEEP

¥ YOUR DISTANCE WHEN APPROACHING THE C1TY GATE.
KEEP TO THE EDGES OF THE PLATFORMS.

The Warrior is
only one jump
away. Leap down
to the fertile
ground and
challenge the
Warrior to battle.

_—_ 146

THE WARRIOR

The Warrior is a hulking monster, covered in armor plating
too thick to pierce with your blade. Instead, you must find
a way to outsmart the behemoth and lure him to his own
doom. The Warrior is by no means foolish, though. He will
keep away from the edges, which he can sense you will use
to defeat it. And to push back from the edges, the Warrior
uses his superhuman strength in conjunction with fists the
size of camels. You must block these incoming blows or
suffer the consequences. Elika may be able to save your life
just as the Warrior brings down one of his massive hands,
but while you recover from such a beating, the Warrior
regains any spent strength

The Warrior (i
starts on the
attack. He brings
his fists down on
you right away,
so be ready to
deflect. If you
don’t trust your —H=EE =
timing, just hold the guard button to withstand the torrent
of blows. The Warrior has such momentum behind his
attacks that he can swing four or five blows in rapid
succession without taking a breath.

You must

il weaken the
Warrior to heave
|| it over the edge
of the fertile

! ground landing.
#l The only way

to do this is to
chain combos against the brute. Starting with a sword
attack, though, will not get the job done. Instead, you
must use the Warrior’s great size to your advantage. Start
an acrobatic combo by running toward the monster and
using the dodge button.

:
IF THE WARRIOR BACKS YOU UP TO THE EDGE AND YOU
ARE WOUNDED, JUST USE THE DODGE TO SLIP BETWEEN

HIS LEGS AND THEN RETREAT TO THE FAR SIDE OF THE
ARENA TO RECOVER.

—
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The Warrior is
I} too slow to keep
up with your

| graceful moves.
Now that you’ve
1! slid between the
Corrupted’s legs
: - and are behind
him, chain together a combo that uses Elika’s magic so
she pounces on his back and attacks.
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While regular sword attacks do not damage TREE OF LIFE

=4 CAUTION o
[ - - the Warrior, they do push him back a few SECRETS
5 NEVER TRY A LIFT COMBO AGAINST THE WARRIOR. HE’S inches at a time. Use these to nudge the '
" TOO HEAVY FOR YOU TO RAISE WITH YOUR GAUNTLET. IF Warrior to the edge of the platform. C
YOU ATTEMPT IT, THE BEAST WILL JUST SWAT YOU AWAY. 2
Once you back

the weakened
Warrior up to
the edge of the
platform, land
at least some
part of a combo
that does not = :
start with an acrobatlc move. (If you try one, all you
do is slide between the Warrior’s legs and end up with
: your back against the edge—not exactly advantageous.)
After completing the combo, blue sparks pop from This triggers a struggle. You and Elika push against
between the Warrior’s armor plates. H.is health meter the Warrior’s mammoth foot. Repeatedly tap the attack
shows no damage, but he’s temporarily weakened. A e
Now it’s time to push the monster up to the edge. b é

Though the
Warrior has been
weakened, he
does not stop
swinging. The
Warrior still

Tj'_\ IF YOU PUSH THE
WARRIOR TO THE EDGE
WHEN HE 1S NOT WEAK,
YOU STILL ENTER THE
throws those STRUGGLE, BUT YOU
ALWAYS LOSE—AND

fists, requiring T TAKE DAMAGE AND HE
you to deflect each attack. If one of the blows connects, KICKS YOU AWAY.

you’re sent sprawling. He can then launch a lethal attack.

' After the
The only thing . 0 d

Il bigger than the .
Warrior’s fists g2 1

| are his feet.
While you’re

|| knocked to the
ground, the

SR T——— b \\/arrior stands
over you and raises a giant foot. You have a split-second
to tap the on-screen button to avoid the coming stomp. If
you hit the button, you roll away and can fight back with a
new combo. If you miss, though, Elika is forced to rescue
you and the Warrior has a chance to recover his strength.
The sparks vanish and you must attempt a new acrobatic
combo to weaken him again.

Warrior into the
pit of corruption
below, a wall of
flame shoots into
the air. It will
take more than a tumble to defeat the Warrlor—after all,
the corruption is where he gets his power—but it does
buy enough time to purify the fertile ground and heal the
City Gate. Once the fertile ground has been claimed by
Elika, the hunt for the Light Seeds begins.
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HEALED

There are two paths leading into the City Gate
area—north and south. The Light Seeds are spread
across the two paths, with the majority of the 45 concen-
trated in the immediate area around the fertile ground.

City GATE

A host of Light
| Seeds are
practically right
|| on top of the

| fertile ground.

! As soon as Elika
recovers, collect
el P e IR the Light Seed
above the City Gate by scramblmg up the nearby wooden

door.

i There six

| Light Seeds on

the immediate
platform. Pick

| up the three to

! the left of the

I wooden door.

All three are

on top of the

| platform. There

are three more

to the left (if you

| are facing away

! from the door),

| but only one is

s a——— e visible from the

platform. However, if you hang over the side, you can

pick up the other two, which hover just below the ledge.

Return to
the left of the
wooden door.
Several Light
Seeds lead away
from the fertile
ground. Slide
down the tilted
platform and
then scramble
up the wall to
grab the Light
Seed near the
vine patch on
the adjacent
wall. Next, climb S
up the vines. Wall run through the Light Seed along the
cavern wall and stop in the next vine patch.

PELT g T e st om

%, 148

Jump to the column and then rotate so your back is
to the wall with the two Light Seeds. Kick away and
grip fall down the wall to pick up the pair.
Then jump back to the column before you slide
off the wall entirely.

Roof between
the next two
columns to pick
up another Light
Seed.

Slide down
the ramp
beyond the
columns,
picking up the
Light Seed
in the center.
There is a little
loop you do
here to grab a
collection of
Light Seeds
that then points
you toward
the north path,
away from the
City Gate.

Use the wooden
\ slide pointing away
from the north path
to keep collecting
Light Seeds in
the main area.
There is a host of
Light Seeds along
the loop of slides
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directly beyond
the wooden slide.
The middle of
the loop positions
you in front of the
entrance to the
south path, which
leads back out to
the desert.

Retrace the

I} steps that lead

to the fertile

ground and

! your bout with

| the Warrior to

1 pick up five

! more Light

Seeds. You

must kick

b| away from the

' columns and

| into the walls

to pick up all

| of the Light

Seeds. Just
= =55 make sure you

use the grip fall to keep from shpplng off the wall as you

slide into the Light Seeds.

NORTH PATH

From the fertile
ground, head
north and look
down to cavern.
There is a Light
Seed on the wall
to your right and
you can see even
deeper down the
cavern. Wall run
to the patch of
vines to grab the
first Light Seed.
Wall run to the |
next collection of i
vines. Two Light
Seeds are directly above you. Scramble up the wall and
grab the Light Seeds, then grip fall back into the vines.

et

WAYS
DYNAMIC WORLD
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: i TREE OF LIFE
Wall run away from the vines and jump out to |

the tilted platform. Immediately steer to the
right to pick up another Light Seed. F—E‘

To collect all of
the Light Seeds,
you must double
back to the fertile |
ground, so jump
toward the wall
at the end of
your slide and it S ——
then climb along the vines so you can kick into another
tilted platform.

between the

|| City Gate and

| the Tower

| of Ahriman.

.. Exchange blows
i s SRR ve V2 with the solider,

deflecting its attacks as you push it up to the edge of the

landing. Rattle off a combo against the monster using

Elika’s magic to significantly chisel away its health bar as

you push it to the edge. Attack the monster again at the

edge to finish it off by plunging your blade into its chest.

After defeating
the monster,
turn back toward
the City Gate.
There are two
slides. Jump out
and rush down
the first slide, — o
positioning yourself in the center so you can grab the
Light Seed. Jump off the second slide and wall run to
the vines. Climb up the vines and then kick back to grab
another Light Seed and slide back toward the City Gate.
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You must have the Hand of Ormazd in order to
collect all of the Light Seeds in this area. Once the
blue power plates are active, return here and finish
your collection.

Climb the vine
patch directly
across from the
fertile ground.
Wall run out to
the power plate
and tap the
magic button.
You and Elika fly
through the air
and land on top
i of a second blue
power plate. Tap
the magic button
to blast off from the power plate and access a ledge
high above the City Gate that hosts a handful of
Light Seeds.

The arc of the
plate flings you
into the wall
just below the
ledge. Scramble
up to grab the
first Light Seed.
Walk to the edge
to pick up the
second Light
Seed. Then, hang
off the edge and
grip fall into the
last three Light
Seeds in this area.

SouTtH PATH

Retrace your
path toward the
desert to collect
more Light
Seeds. Since

! you used slides

Gate and those

RELT g A e sTeom N

to reach the City

are one-way
streets, you must
use the ring and
fissure on the
cavern’s left side
to return to the
fork in the path.
Wall run out e S e N e e o
to the ring and scramble over to the exposed woodwork
in the fissure. Climb it and then wall run over to the
platform high above the path. There is a Light Seed on
the platform.

Cooperatively
! jump across the
gap between the
| platform and the
slide to the south.
The slide whips

Il you around

a corner and
points you right

" out into a huge
gap. Jump with
Elika to the next
wooden slide
and keep to the
right so you pass
o T right through the
next nght Seed. At the end of th1s ramp, jump with Elika
down to the rock landing.

Follow your steps back to the C1ty Gate. At the
rock near the bottom of the first slide, jump out
to the right to collect two Light Seeds against the
wall. Grip fall through the Light Seeds and then
use Elika to jump back to the rock safely.
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iy T Piercing the skies =
M above the City of ! l
| Light, the Tower
|| of Ahriman is

l a respectful

| monument to the
I god of darkness.
The Prince

and Elika must scale the tower, slipping both inside and
outside its crumbling structure, to challenge the Warrior
at the very top. Only after the Warrior has been defeated
can Elika purify the tower and begin liberating the City of
Light from Ahriman’s clutches.

e = = o

TREE OF LIFE
SECRETS

-

Jump to the next slide. Jump away from
the slide at the bottom and wall run to the
next set of vines.

CORRU PT Wall run and
A then jump over
PPROACH to the slide. This

rockets you to the
base of the Tower
of Ahriman.

The crossroads
between the
City Gate and
the Tower of
Ahriman is
guarded by one
of Ahriman’s
soldiers. Unload
into the soldier
with a lengthy
combo. Drive
the soldier to
the edge of the
landing and then
attack one last column, face away from the beam that ends in a brass
time to drive s ring. Roof over to the ring and then climb up the wall just
your sword into its heart. above it. At the top of your possible wall scramble, kick
away to land on the blue power plate on the opposite wall.

U ascent of

| the tower by
climbing the

| ornate column in

| the center of the

bottom chamber.

“ At the top of the

The air is thick
with corruption
particles. You
must hurry to
the tower. Jump
on the tilted
platform to the
north and slide
toward the cavern wall. Jump out to the vines on the wall
and then cross to the left.

Your jump comes up a touch short, so you need
to scramble up the opposite wall to reach the
power plate.
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Wall run
! from the plate
|l to the small

B in the center of
! the tower wall.
There is nothing

Sl S———— R to grab at the
top of this crack, so wall run to the right again. There is
a stable platform on the far side of the tower wall with a

You arc away from the power plate and land on a ring mechanism nearby. Jump up and grab the ring. Your
corner structure inside the tower. Grab the wooden weight pulls it down. This lowers a metal plate directly

scaffolding. Climb up the scaffolding to reach the top above you.
of the corner structure. .

There is a large
door on this floor
of the tower.
Walk to the
left of the door
and jump out
to the exposed
scaffolding.
Climb the wall by jumping to the next set of boards

Climb the vertical crack next to the ring to reach
the plate above. Shimmy along the slot in the plate
and then wall run to the left to reach more exposed

scaffolding. Wall run from the far side of the
scaffolding to reach another steady wooden platform.

Kick away from
the wall and
scramble up the
opposite wall to
reach a balcony
overlooking the
tower exterior.

Turn the crank
! on this platform
to rotate a giant
|| metal plate on

| the outside of

! the tower. There
LOOK FOR VISUAL CLUES IN THE WALLS OR BENEATH is a crease in
CORRUPTION FOR THE ORMAZD MAGIC NEEDED ON the center of the
RETURN VISITS. ON THE BALCONY, FOR EXAMPLE, YOU metal plate that, when vertically oriented, can be used to
CAN SEE A POWER PLATE PULSING BENEATH THE MUCK. keep ascending the outside of the tower. Wall run to the
crease and then climb up it. Run up the wall above the
plate to grab a few boards. Shimmy to the right and then
wall run to a wooden platform.

Outside the
tower, use the
vertical crack in
the stonework to
climb the wall.
There is a metal
plate above the to lower two
crack with a more metal plates |
horizontal slot in it. Run up the wall from the top of the down the side
crack to grab the plate. of the tower.

These plates have S ——
horizontal slots useful for crossing back to the other side
of the tower. Climb up the vertical scaffolding next to the
ring and then wall run across the two metal plates.

Pull down
the ring on the
wooden platform

=152 —
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Turn the crank on the wooden platform until the two
metal discs on the tower are oriented like this. The
slots in the bottom disc should read like an L. Jump

across the face of the tower to the outer platform.
Call on Elika to complete the giant jump.

Turn this crank so the upper disc mirrors the
position of the bottom disc. Then, grab the nearby
ring to drop two metal plates in between the discs so
you can climb the tower.

Cross back to the other crank. Wall run to the
bottom disc and then crawl up it. Use the metal
plate to link over to the upper disc. Crawl up the slot
in that disc so you can wall run straight up to a long

horizontal fissure.

of the fissure,
wall run and

overhang. Wall
run to the blue
power plate at

overhang.

At the right side

then kick to the

the far end of the

WAYS
DYNAMIC WORLD
DESERT
RUINED CITADEL
THE VALE
ROYAL PALACE
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The blue power plate launches you to
another decorated column. Climb up this %ll
column with Elika and then turn so your
back is facing away from the top of the
tower. The Warrior is waiting for you. As soon as you
kick off the column, the Corrupted swings into action.

THE WARRIOR

-y -

The Warrior atop
! the Tower of
| Ahriman is much
| stronger in this
kel battle, capable
! of unleashing
Ahriman’s Rage
S T——eeE. 10 make you keep
your distance. The goal is the same, though. Use a combo
to weaken the Warrior. When you see the blue sparks
emerge from between the armor plates, back the Warrior
up to the edge of the roof and then push him off.

The Warrior may called upon Ahriman’s Rage in
this battle. When he’s enveloped by the particles,
step back and let the attack play itself out.
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The Warrior
! has learned a
i} few new attacks
|| that can only
be deflected by
timed button
inputs. When
you spot the
Warrior raising both arms, he’s about to slam his fists
to the floor and cause a minor quake. If you don’t react
in time, you’re knocked backward. While you get back
to your feet, the Warrior closes in and readies a regular
punch. If the Warrior was weak at the time, the pause in
the fight gives him a chance to heal himself. You must
then find an opening for another acrobatic combo.

Another new
attack comes _
when the Warrior |f
goes for a slow
punch. If you
counter just as
his fist comes
down, you i R R M R
deflect the blow as usual. However, you then grab the arm
and climb on top of the Warrior. There are four button
presses in this combo, all sword strikes. If timed correctly,
you scramble around the Warrior’s body, stabbing him in
weak spots as he struggles to shake you loose. Hitting all
four attacks in the sequence weakens the Warrior.

."’ F
oy 7o)
3 -
Ny IF YOU FAIL TO REPEL ANY OF THE WARRIOR'S BIG AT-
# TACKS AND ELIKA HAS TO SAVE YOU, THE WARRIOR RE-

TURNS TO THE CENTER OF THE ARENA. YOU MUST THEN
BACK HIM UP TO THE EDGE ALL OVER AGAIN.

]ust as in the first battle with the Warrior, inch
him to the edge of the tower while he’s weak.
Repeatedly tap the attack button to push the

Warrior off the tower.

—_ 154

After the
Warrior falls
from the tower,
he sinks into
the corruption
below. It is not
be the last time
you will see
him. He will be back And he will be stronger. So you
must ready yourself by purifying the fertile ground and
collecting the Light Seeds to unlock Ormazd’s magic and
push deeper into Ahriman-controlled territory.

HEALED

There are three paths breaking away from the Tower of
Ahriman that you must explore in order to collect all 45
Light Seeds. Plus, you must be able to use red power

plates to locate a handful of tough-to-find Light Seeds.

TOWER

i There are four
il Light Seeds on
top of the Tower
! of Ahriman,
easily collected
after Elika
rescues the fertile
: . ® ground. After
collecting the four nght Seeds, investigate the wood
panel that magically rises near the broken wall of the
tower roof.

Grip fall
down the wood
panel. Near the
bottom, jump
away from
the panel. You
land on a slide
that rushes
you toward a
wooden wall.
As you grip
fall down that
wall, you pass
through your
next Light
Seed. At the
bottom of the :
panel, jump away to land on another sllde
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There’s a gap in the middle of the slide. Jump
over the gap and then leap to the next wood panel.
Grip fall down the panel and then kick away to
reach another slide. There is a Light Seed in the
center of that slide.

Use grip fall to
slide down the
panel on the
opposite side of
the slide. It’s a
long panel with
a Light Seed as a
reward at the end
of your descent.

Slide down the
tilted platform
and back to the
left side of the
tower face. Jump
off the slide and
grip fall down the [}
wooden plank.
You stop at a slot in the planks Use the scaffoldmg on the
right to reach the actual face of the tower and then grip
fall down the stonework. Slide around the doorway so
you safely land on the balcony below.

=¥~ CAUTION Y5
IF TIME YOUR JUMPS RIGHT BECAUSE IF YOU FALL OFF ONE

OF THE SLIDES, YOU MUST START ALL THE WAY BACK AT
THE TOP OF THE TOWER.

The balcony
circles the tower.
There are two
Light Seeds on
the balcony, so
make a lap.

WAYS
DYNAMIC WORLD
DESERT
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A lone Light Seed is just inside this floor v

of the tower. If you look up, though, you see R}
several Light Seeds on a series of red power =
plates. If you have the Step of Ormazd, you

can use these plates and collect the Light Seeds. Climb
the corner structure as if you were traveling back up to
the top of the tower.

Remember when
this power plate
was covered
by corruption?
Now that the

1 area is pure, you
can jump to the
power plate and
bounce around
the tower interior
to collect five
Light Seeds.

4 Jump out to
the first red

power plate and use Elika’s magic. The first plate

launches you across the tower, but you land to the
right of the next plate. Hold down the magic button
and press the left control stick to the left so that
you wall run to the plate. (There are two Light
Seeds on the plate.)

Keep holding
the magic button
when you leave
a power plate
because you
always land near
the next power
plate—not directly on top of it. When you complete
a circle around the tower interior via the red power
plates, you are five Light Seeds richer.
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Step out on to
! the balcony next
to the red power
plate. There are

Four Light
Il Seeds are on
the main floor
of the tower,

Light Seeds on clustered
1 the tower face, around the
il so you must il ornate column.
ascend back to ¢ After collecting
the top. Climb up the metal plates and use the scaffolding all of these
to maintain your grip on the tower when not wall running Il Light Seeds,
from left to right and back again. § walk to the

opposite side
of the column
from the three
! carvings of the
Warrior on the

: . : * wall. Hang over
the edge and look down. There’s a ring beneath you. Drop
down and use a system of rings under the floor to cross the
center of the tower and pick up a hidden Light Seed.

Round the
tower and use
the vertical slot
in the large
disc to ascend
the side of
the tower and
grab another
pair of Light
Seeds. The two
Light Seeds are
on the metal
plates above
the disc, so you
must use the
scaffolding to
reach them.

Climb the central column in the tower and return to
the blue power plate. Jump over to the plate, but do
not use it just yet. Instead, have Elika throw you to
the opposite wall from the plate so you can scramble
up and grab a Light Seed. Slide back down to the
ring and return to column.

SouTtH PATH

s With the

" corruption gone,

it’s much easier

to see your

way through

the southern

Il path. Start by

* sliding down the

y tilted platform

| and then wall

run across the

patches of vines

to pick up a

Light Seed as

you work your
=% way back to the

purified nexus between the City Gate and the Tower of

Ahriman. (This is where you fought a soldier.) There

Climb along the two L-slots in the pair of metal discs
to reach the last Light Seed on the tower exterior.
Now that you are near the top, you must use the
wooden panels to slide back down to the lower
balcony.

Once back down on that middle balcony, step inside the
tower and grip fall to the bottom floor to finish collecting
all of the Light Seeds inside the tower.

50—
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are two Light Seeds at the very top of the vine collection
between the rock walls at the bottom of the slide.

%  When you
1 reach the
landing, turn to
| the right (if you
are facing south)
| and jump off the
platform onto a

e e S slide. At the end
of the slide, jump onto the wall and then run to the vines.
Wall run to the right and hop off to another slide. This Jump away from the wall to land on another set (R LTE
shoots you back to the base of the tower. of slides. There is a Light Seed at the bottom of i
the slides, but unless you have already purified -

the Tower of Ormazd, a soldier is just waiting
for you at the opposite landing.
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EAst PATH

i When you step

'} out of the east
side of the Tower
of Ahriman, you
can see all six

! Light Seeds on
the east path.

S e e e e saeies e Jump to the slide
on the left. Plck up the nght Seed in the center of the
slide and then use the column to link to the next slide,
which also hosts a Light Seed. Jump off that slide and

then climb to the top of the column. There are two Light
Seeds high in the air that you can get by kicking away
from the column. After getting the Light Seeds, jump

Destroy the soldier with a lengthy combo that
involves Elika’s magic so that it’s backed against the
wall. Then keep attacking until you drive your sword

back to the column and then complete the loop of slides into the soldier.

to end up back at the Tower of Ahriman. After defeating i,
jump to the wall
with the scratch

mark leading
straight up. There’s
scaffolding you can

hold as you shimmy i
your way around

the bend.

WEST PATH

Jump across the
i gap to the west
to start hunting
|| Light Seeds.
There is one
visible directly

from the gap Follow the

between two 1 scaffolding up
lines of exposed woodwork. You must use Elika to jump the wall and
the distance between the platform and the wall with the around the

corner. Start
running and then
quickly jump

i SRR ik away from the
wall to land on a slide that leads straight to two Light
Seeds. The only catch is a gap in the middle of the slide
so wide it requires Elika’s help to cross. These slides lead
right back to the base of the Tower of Ahriman.

woodwork, and then scramble up it to keep from falling.

Wall run to the
right of the Light
Seed and jump

slide. Stick to the |
right of the slide
to grab another

Light Seed and == :
then jump to a wall run to bank another Light Seed.
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TOWER, OF ORMAZD

The Tower of
Ormazd is the
second of the two ||
towers the Ahura ||
people erected

in honor of

their gods. This
giant structure

reaches into the sky, like a hand extended in the hopes the

wandering god will one day take it. The Warrior returns

to keep the Prince from reaching the fertile ground on top

of the tower. As he waits, the Warrior steels himself for
yet another tough match against the Prince and Elika.

CORRUPT
APPROACH

i There are three

| ways to reach
the Tower of
Ormazd—from
| the Royal Palace
! to the west, or
from the north
SR esamm—— s Or south within
the C1ty of Light. If you are coming from either the north
or south, you must contend with a soldier at the nexus

between the two areas. Use the appropriate counterattack to

any influences and then lay into the soldier with a flurry of

attack combos starting with either the sword or the gauntlet.

If you
approach from
the Tower of
Ahriman, use the
series of slides to
reach the Tower
of Ormazd. If
you approach

from the City of Light to the north cross the system of
poles to close in on the tower. If you come from the Royal

Gardens, no soldier waits and you arrive directly in front
of the tower.

THE WARRIOR

Use the green

I} power plate

on the wall to

| climb straight
 up the wall.

! However, there
| is corruption
directly above

— 158

the power plate, so you must shift to the right to avoid the
poison. Use the rounded corner to cross over to the wall
to the right and shoot into the second story of the tower.

You shoot right
into the Warrior.

There is no
Il edge in this
chamber to push
! the Warrior off,
SO you must
! instead find
another way to
trap him. Three
of the corner structures in this chamber are cracked
or broken. If you back the Warrior into one of these
structures and somehow push him into it, his incredible
weight will bring the entire structure crashing down. The
falling stonework does far more damage to the Warrior
than any of your puny sword attacks could.

THE KEY TO THIS BATTLE 1S TO LINE UP THE WARRIOR
WITH THE CRACKED STRUCTURES. ANY ENGAGEMENT
WITH THE WARRIOR WHEN HE’S NOT LINED UP WITH
ONE OF THE STRUCTURES 1S POINTLESS. YOU MUST USE
THE DODGE BUTTON TO QUICKLY SHIFT AROUND THE
ARENA AND KEEP THE WARRIOR ALWAYS LINED UP
WITH ONE OF THE THREE STRUCTURES.

The Warrior
undergoes several ||
fits of Ahriman’s
Rage during this

fight.

WHILE RETREATING FROM THE PARTICLES, USE THE TIME
AND SPACE TO MOVE AROUND THE ARENA AND LINE
UP THE WARRIOR WITH ONE OF THE CRACKED STRUC-
TURES.
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Any time either you or the Warrior are backed
up against a wall and an attack is initiated, you
enter the struggle challenge. Tap the attack button
repeatedly to at least escape it unscathed.

As before you must weaken the Warrlor to successfully
overturn the brute. Start your attack combo with an
acrobatic move and then continue to hammer him with
Elika’s magic and more sword slashes. (Keep avoiding
use of the gauntlet!) After a string of successful hits, the
Warrior shows his weakened state through the appearance
of the blue sparks.

YOU HAVE ONLY ABOUT
20 SECONDS TO GET THE
WARRIOR BACKED INTO
THE STRUCTURE BEFORE
HE SHAKES OFF THE
INJURY WITH AN EXPLO-
SION OF CORRUPTION.

Shove the Warrior into the structure to bring it
down on his head. The Warrior tumbles, rattling
him to the core as you watch a third of his
health bar vanish.
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Back away from the Warrior as he gets up ks

and position yourself between the Warrior %ll
and another of the structures. Goad the

Warrior to approach you. As he closes in,

slide between his legs with the start of acrobatic combo
and then launch into a chain that reduces him to his
weakened state again.

After you send him crashing into the third stack of
stone, the Warrior is wrapped in corruption and pulled
into the floor. Ahriman rescues the Corrupted so he may
fight another day. Now that the Corrupted has fled the
area, you can concentrate on reaching the fertile ground
at the tower’s top.

THE TOWER

As soon as the
il Warrior vacates
the tower (for

| two rings in the

| corner to start

| your ascent. At
> the top of the

rings, kick back to the opp051te wall and run up to the

balcony. The balcony leads outside the tower, which is

smothered in corruption.

Wall run
through the safe !
patch on the wall |
and use the ring
on the corner of
the tower to link
another wall run
over a dangerous ’
mass of corruption. There is a patch of vines in the
middle of the tower face you must grab at the end of the
wall run.
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Crawl up the
vines and look
skyward. Use the
ring above the
vines to propel
you and Elika
into the hole in
the side of the
tower.

As you enter
the tower, the
stairs leading
to the roof
collapse. You
must now wall
run around the
corruption,
bouncing off
the walls to
reach the stair
landings. A
lone ring is
in the center
of a patch of
corruption
near a hole in R
the tower. Run and jump to the ring and then scramble
straight up the wall. At the top of the wall run, jump
back to grab the ledge directly behind you. After pulling
yourself up, step out onto a balcony.

Now, you
Il must circle
the building

| reach a green
| power plate
that pushes
you up to the
roof. From the
balcony, run

corner. Whip
1 around the side
| of the tower,

. - linking a wall
run to another ring, and finally run to a vine patch. Climb
the vines and look up to spot another set of vines. Wall
run to that patch.

. 160

Use the two rings
near the corner of I}
the tower (to the ||
right) to round
the building and
reach a broken
balcony that’s
barely hanging on
to the structure.

Wall run from the balcony to another ring and round
the next corner. You immediately reach a patch of
vines. Crawl up the vines until you spot another ring
in the tower exterior.

v Wall run from the
ring to a pair of
ornate wooden
panels. Bounce
from the tower
to the two panels
as you make a
turn around the
building.

Jump off
the second
panel to land
on some more
vines. From
the right side
of those vines,
wall run out to
a pair of rings.
Use these two
to complete
another lap
around the
tower, lining
you up with the
green power
plate. Use the —
green power plate to rush up the remamder of the tower
to the rooftop and its fertile ground.
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The Warrior is

back. And he’s
angry.

The Warrior
shakes the
tower so much
that the roof
collapses. The
fertile ground
now drops to -
the middle floor &
of the tower.
You must now
ride a series
of slides back
down to the
middle floor
to reach the
sacred ground.
Start by -
jumping to the first slide and then keep boundmg from
one slanted platform to the next. When you reach a piece
of surviving wall, jump out and wall run as far as you can
before jumping back to another slide. When you spot the
ring in the wall, use it. As you wall run away from the
ring, use Elika’s power to perform a super jump to the
next slide.

The slide
Il directs you
back outside
the tower.
! Jump off the
| slide and use
the scaffolding
to climb around
the side of the
building. When
k| you reach the
end of the
| scaffolding,
| look down.
! There are
no obstacles

= — * between you
and the balcony out51de the mlddle ﬂoor of the tower, so
use a grip fall to safely descend.

_—
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Once back on the ground, purify the
fertile ground inside the tower to release
the Light Seeds. Es}

HEALED

The Light Seeds in the Tower of Ormazd are spread
across not only the tower itself, but also the three paths:
north, west, and south. All four areas must be explored to
capture all of the 45 Light Seeds.

TOWER

W Three Light
I Seeds on the
floor near the
| fertile ground:
| Two are in the
1! corners of the
room, and the

# third is dangling
in the hole in the ﬂoor The hole leads down to the bottom
floor of the tower where there are, indeed, more Light
Seeds, but don’t slide down there just yet. There are
several more Light Seeds to gather on this floor.

Step out onto the balcony. Four Light Seeds are on
the outer railing surrounding the tower. Jump on top
of the railing and then hang down on the other side

to pick up the Light Seeds.
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If you have
activated the
yellow power
plates by earned
the Wings of
] Ormazd magic,
you can collect
a series of Light
Seeds otherwise
unobtainable.
Climb up the
side of the tower
| interior via the
ring on the wall
and tap the magic button while on the plate. You
and Elika zoom into the air, swirling around the
Tower of Ormazd. Steer into the Light Seeds along
the path of Ormazd. When you cross through
the tower windows, dodge the walls so you aren’t
knocked back to earth. The trip deposits you back
inside the tower, directly in front of the yellow
power plate.

W After capturing
1 the Light Seeds
on the balcony,
climb the interior
of the tower via

! the two rings on

Il the wall. Wall

e e T R B R jump backward
to another balcony that spills outside. There is a Light
Seed above the rings and another just outside the tower.

Before stepping
outside, jump to
the wall on the
opposite side of
the balcony and
scramble up
to the waiting
Light Seed.

From the outside
balcony, wall run
to the left and
use the system of
rings and vines

! to circle the

1\ building and pick
I up a pair of Light
. Seeds.

PELT g T e st om
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After you
collect the Light
Seeds outside
the Tower of
Ormazd, return
to the hole in
floor and drop
down the ledge. SEEEEEEE L. W
From the hole you can see that the bottom floor is littered
with Light Seeds, so grip fall down by using the rounded
corner to descend right over the green power plate you
used to climb the tower when it was corrupted. There’s a
Light Seed on top of the green power plate, too.

Once you’re on
the bottom floor
of the tower,
collect the
obvious Light
Seeds on the
ground.

4 After clearing the
tower of Light
Seeds, turn west
and start down
the path to the

B Royal Palace. A

Il Light Seed waits
R Rl i e b B 1St Outside the
tower. After collecting the nght Seed use Elika to jump
across the wide gap between the tower and the stone steps
leading west. There is one more Light Seed at the top of
the steps.

To capture
the Light Seeds
on the west
path, you must
jump across a
series of rock
outcroppings,
Most can be : = = S-hww
reached with a single hop, but if the gap looks too wide,
use Elika’s help to cover the distance. You have to make a
loop around this canyon to collect all of the Light Seeds,
so don’t worry about missing any on the high ledges to
the right as you jump across the rocks.

—
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When you
reach the
mid-point of the
canyon, turn
back to look east.
From the highest
rock, you can see
the remaining ot Lo = o
Light Seeds along the path Jump down the high rocks
you could not access on your first trip through the canyon
to clean up the rest of the Light Seeds.

To collect the two nght Seeds danglmg off the right
side of the canyon (when you are facing back toward
the Tower of Ormazd), jump with Elika toward the
wall and the scramble up it.

SoutH PATH

iy When you look

! out the southern

side of the tower,

you see not only

a Light Seed on

) the immediate
ledge, but also

one in a small

i cave below the

L landing on the

opposite side

of the gap. To

collect that Light

Seed, grip fall

down the ledge

- right in front of

you and then kick away near the bottom. Use Elika’s help

with the jump. You land in the small cave and grab the

Light Seed. Return to the tower the way you came.

Jump on the

! landing above the
small cave. There
is a ledge on the
left side of the
path, but it’s not
I possible to jump
“ to it because it’s

a—

slanted toward you. Instead, jump to the rt;,
column on your right and then leap to the
platform just beyond it.
WAYS
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Complete the loop here. Jump from the
platform to the column now on your right. Shimmy to the
top of it and then turn so your back it toward the slides.
Jump onto the slides and ride them through two Light
Seeds. And the end of the bottom slide, do a double jump
with Elika’s help to get back to the tower.

NORTH PATH

i Collect the Light
I} Seed directly
outside the
northern tower
exit. The path
stretches over
the water, so you
» “ must stick to the
posts and poles jutting out of the architecture on the left.
While standing on the first post, wall run straight up to
grab the hanging Light Seed.

From the post,
hop on the slide
and ride it to
the wall. Jump
to the wall and
run along it to
the right, passing
through a Light *
Seed. Just as you collect the nght Seed use a double
jump to land on another slide. At the end of the tilted
slide, jump to the trio of poles and vault around each one,
picking up a Light Seed.
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If you haven’t cleared the northern area, the City of
Light, there is a soldier waiting for you on the far
side of those poles. Smash it with an extended combo
so you can get back to Light Seed collecting.

Wall run
away from the
crossroads to
pick up a Light
Seed. As you
grab the Light
Seed, jump with
Elika’s help to
another trio of poles. On the middle pole, though, stop
moving. Hang straight down and then release the pole
with the grip fall button. You drop onto a post. Drop
down one more post to pick up two Light Seeds. Jump
back up the posts (use vertical wall runs) and then loop
back to the tower via a slide.

QUEEN'S TOWER!

The Queen’s
! Tower is an
essential part

| Light, the great
| place of worship
for the Ahuras.
But now the late
queen’s favorite place in the kingdom has been ruined by
Ahriman’s corruption. The Prince and Elika must find

a way to the top of the tower to battle the Warrior and
redeem the fertile ground before it’s too late.

CORRUPT
APPROACH

T

There are two
! ways into the
Queen’s Tower.

| from the Tower
of Ahriman, the
Queen’s Tower is
o TR————— ¥ just a hop, jump,
and another jump across a series of slides. The slide are
broken apart due to the ravages of time, though, so you
must use jump over the gaps or use wall runs.

7T T AT, R | However, if

I you approach

the area from the

|| north, at the City

! of Light, you

! must come at it

| from a series of
rings dangling

from a roof. The rings connect you to a pair of slides. The

slides are too far apart to cross, even by a double jump

164

with Elika. Use the column hanging from the wrecked
ceiling to bridge the gap.

THE TOWER

i Once inside the
Il Queen’s Tower,
zero in on the
|| green power
plate. Jump to
the wall beneath
Il the power plate
e e — e b and scramble up
to it. Use Elika’s magic to fully activate the plate and start
your ascent up the tower. The climb winds along a path of
curved stone, but there are no obstacles in your way.

The next green
power plate is
on the opposite
side of a river of
corruption. Have
Elika toss you
over the poison |l
to reach the plate |||
safely.

The plate sends
you stomping up
the wall. Steer
around the lamp
in the middle
of the ceiling
en route to the
next green power
plate.
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qr IF YOU HIT AN OBSTACLE WHILE CLIMBING, YOU'RE
KNOCKED FREE OF THE WALL AND SENT BACK TO THE
LAST PATCH OF STABLE GROUND.
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Ti here are two green power plates out here TREE OF LIFE
Activate the first one to stomp directly to the SECRETS
second. Use Elika’s magic on the second green R
power plate to race straight to the top of the
tower—and into the waiting Warrior.

Keep moving along the network of green power W,
plates. Tap the magic button every time you touch THE ARRIOR
one so you continue climbing the walls and ceiling The Corrupted

without interruption. has learned from
his previous
encounters with
you. There are
no immediately
visible ledges

in this chamber - - -
at the top of the Queen’s Tower. Instead, four doors
randomly open and shut—one on each wall. You must
drive the Warrior up to one of the open doors and knock

Watch out for
more lamps
hanging from
the ceiling and
fixtures sticking
out of the walls.

N Eventually, him off the top of the tower before the door closes. To
| the power complicate your efforts, the Warrior makes an extra effort
| plates direct to stay near the center of the room. You must repeatedly
you into a field attack him to push the Warrior up to one of the doors and
of corruption. then time your final attack perfectly to nudge him right
There is a clean through the door as it opens.
| I} path through the
* muck, but you
must not only steer away from the poison, but also dodge _ m
a series of stone fixtures. Do not oversteer—-keep close AS BEFORE, THE ONLY WAY TO WEAKEN THE WARRIOR
to the middle and avoid making sudden moves. The path 1S A COMBO THAT BEGINS WITH AN ACROBATIC MOVE.

ends at a balcony overlooking the City of Light.
Position

 yourself with
| your back to
the open door
! and get the
! Warrior to look
B at you. When the
Warrior starts to
advance, immediately shde between his legs and start your
weakening combo. The Warrior will not tread too far from
: = the center of the room unprompted, so use an extended
From the balcony, wall run to the left and use the combo with lots of magic and sword strikes to inch him

ring at the edge of the building to whip around to toward the door.
the other side.
165

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



The Warrior will not drop without a fight. As you
push him toward an open door, he swings those huge
fists. You must deflect them. If you only guard—or
get hit—the Warrior has a chance to recover.

The Warrior
often uses one
of Ahriman’s
Influences to
make you retreat
so it can recover.

If you back
the Warrior up
to an open door,
but he’s not
weak enough
to be pushed
outside, go ahead |lI
and start your _
acrobatic combo—ijust make it is a short one. And as
soon as you complete the combo, start another acrobatic
combo with your sliding between the Warrior’s legs so
that you reverse positions again and turn the brute back
around. As soon as he’s vulnerable, go for the kill.

Slam the weakened Warrior with a sword attack
when he’s right in the doorway. Tap the attack
button during the struggle to push the Warrior off
balance and make him topple off the Queen’s Tower.

As soon as the Warrior tumbles into the corruption
below, purify the fertile ground in the middle of the
chamber. Not only does this make the Light Seeds
appear, but it also opens more of the sealed doors, giving
you a way back down the tower.
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HEALED

There are just two paths leading into the Queen’s Tower,
so you must only search the tower and both the north and
south routes to collect all the Light Seeds.

TOWER

\ After you liberate
the Queen’s
Tower from the
| Warrior and
| save the fertile
! ground, the
Light Seeds
spread across
the area. Four of them are easily visible around the fertile
ground—those are your first pick-ups. Once those have
been collected, step through the gate that opened after
you saved the tower. It’s a long way down, but a series of
wooden panels are useful for slowing your descent to a
safe speed.

Jump
toward the
first wooden
panel and grip
fall down its
face. There is a
Light Seed on
top of a slot in
the plank. You
automatically
stop on the
slot. From this
hanging point,
kick away from
the panel to
grab the slot in
the wood panel : .
to your right. Slide down that panel and use the ring at
the bottom to cross under a narrow beam.

Link to the next ring and scramble up the panel
above. When you have a firm grip on the panel, jump
away from it to grab the slot in the opposite panel
and pick up another Light Seed.
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Slide down the panel and then jump over to the
other wall just as you near the bottom. Use the three
rings to cross under a ledge. There is another Light
Seed down here.

Keep sliding
| down the series
| of wooden panels.
When the gap
widens between
the panels, use
Elika’s help
to bridge the
distance.

When you
reach the balcony !
at the bottom
of the wooden
panels, run to
the open door
that leads inside
the tower. Don’t
go inside just
yet, though.
There are two
Light Seeds on
the rock wall
opposite of the
door. Jump up
on top of the ; =

L

railing and then having Elika fling you to the Light Seeds.
After picking them up, kick back from the wall and call on
Elika to return you to the balcony.

Now enter

W the tower. There
are several Light
Seeds within easy
reach. One is in
the center of the

Il room. Two more
e e S RRRRRRREEEY | ight Seeds are
on the door to the right of the green power plate. Jump
across the gap to grab the door, scramble up it to pick
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up the treasures, and then kick back to the
main floor. Repeat this on the opposite door,
which has only one Light Seed.

i

Two Light Seeds beneath this floor. Look over the
edge of the landing. There is a ring directly below
you. Slide down and use this ring to pass beneath
the floor.

Roof along the
three rings to
grab the two

Light Seeds and
then scramble up
the opposite side
to return to the
middle floor.

Use the green power plate to climb up the wall and
onto the ceiling. There is a Light Seed on the ceiling,
just behind the hanging lamp you must avoid.
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Keep following
the trail of
green power
plates as it
winds around
the tower
interior.

STEER INTO THE LIGHT SEEDS AS YOU CLIMB, BUT MAKE
SURE TO IMMEDIATELY VEER BACK TO THE CENTER OF
THE PATH SO YOU DON'T MISS THE NEXT POWER PIATE.

The green power plates direct you back to the small
balcony that leads outside the tower. There is a Light
Seed on the balcony, as well as one between the two
carved wooden panels that flank it.

Wall run out to
the ring to reach
the next side of
the tower. There
is another Light
Seed on the
green power plate
straight ahead.

The green

" power plates
return you to
the top of the
Queen’s Tower.
Use the wooden
il panels to climb

LTI, AL B 7 back down to the

middle floor. Hang over the ledge that looks down on the

Ormazd, the blue power plate below you is active. When
you slide down the wall, use magic on the power plate to
grab this area’s hard-to-find Light Seeds.

The magic of
the power plate
launches you
through the air.
While arcing

across the tower,

you pick up an
entire line of Light Seeds. The arc drops you down
on the bottom floor of the Queen’s Tower; ready
to collect the rest of the Light Seeds. Now, if you
do not have the Hand of Ormazd, you must come
back after unlocking that special power.

Jump to the
center of the
room collect four
Light Seeds.

i Several Light

! Seeds are

found along

the southern
path leading

| away from the
Queen’s Tower.
To reach them,

% do a double jump
% from the tower

{ to a high wall.

il Scramble up to
the scaffolding

{ at the top of the
il wall and then

: T carefully shimmy
to the right. Pass around the side of the wall so your

back is toward a slide. The slide takes you to the nexus
platform between the Queen’s Tower and Ahriman’s
Tower. If you have not purified the Tower of Ahriman just
yet, there is a soldier waiting for you. Dispatch it so you
can continue collecting Light Seeds.

bottom floor of the tower. If you have earned the Hand of

PELT g T e st om
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Two Light
1 Seeds await
collection in an
alcove just below
| the platform. To
! reach the Light
I Seeds, jump out
“ to the wall to the
left of the alcove
" and slide down
to the narrow
bits of exposed
scaffolding
=" below you. Next,
Il crawl along the
e W Ui RE o0 WOTK SO
you’re inside the alcove. Wall run to the left and then
jump to the wall with the Light Seeds. After grabbing
them, kick away from the wall. Jump to the adjacent wall
and then wall run back so you’re pointed to the platform.
Jump to it and crawl up to the ledge.

Jump back to the
same wall, but
instead of grip
falling to the

woodwork below,

scramble to the
planks above you.

Wall run to
I} the left and jump
out to the series
of slides. Follow
| the slides as they
curve back to the
il tower. Jump over
LS the gaps between
the tilted platforms. When the slide directs you into a wall,
jump out and wall run along the wall so you can leap to
the last platform and slide through a Light Seed on your
way back to the base of the tower.

NORTH PATH

iy Exit the tower to
! the north to start
along the path
that leads to the
City of Light.
Jump out to the

i column straight

* ahead. After
twirling around the column, kick to the wall and then wall
run to the left. You run through a Light Seed just before
reaching a brass ring. Grab the ring with your gauntlet to
link around the building and close in on another column.

—
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Wall run away from the ring and jump to TREE OF LIFE
the column. Slide to the bottom of the SECRETS
column to pick up a Light Seed. Climb ﬂ}

back up the column and jump to the slide C

pointing away from it.

The slide leads to a ring in the wall dtrectly ahead.

Jump out and link from the ring to scramble up to

the platform above. If you have not healed the City
of Light, there’s a soldier to be fought here.

Ty IF YOU RUN STRAIGHT FOR THE CLOUD OF CORRUP-
&8 TION AS SOON AS YOU REACH THE PLIATFORM, YOU CAN

DISPEL IT WITH A SWORD STRIKE BEFORE THE SOLDIER
HAS A CHANCE TO FORM.

From the
platform, look
south. There is a
Light Seed right
on top of a ring
that’s a quick
wall run away.
After linking :
another wall run from the ring, jump out to the column
and then roof along the series of rings to pick up
another Light Seed on your way back to the Queen’s
Tower.
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The slide at the end of the rings drops you right next to a
column. Jump out and grab the column. Two more Light Seeds
| are inside the corner, off to your right. Jump away from the
| column and wall run into the corner. Jump to the adjacent
wall to pick up the Light Seeds and then hop back to the slide.
Follow the slides back to the Queen’s Tower.

The City of
| Light was once a
l luminous corner
| of the Ahuras’
world, a place
31 to celebrate
Ormazd and all
E——ee® of his blessings,
despite his absence. But now the corruption has covered
this sacred site, including the fertile ground inside the 3
city. The Prince and Elika must weave through the Use Elika’s help to jump to the semicircle of columns
winding corridors to locate the fertile ground and fight that lines the corruption-covered boulevard.
back against the Warrior in order to save the city. :

CORRUPT
APPROACH

There are two
ways to approach
the City of

! come from the
' west—the Tower

Bound from one column to another to close in on the

J} of Ormazd—you entrance of the City of Light.
must cross a

series of posts and poles. Vault through the air, which is
thick with corruption, and spin around the flag poles as you
close in on the City of Light’s entrance. The city streets are

Slide down the
ramp at the end
of the columns

sadly covered in corruption, leaving you with no choice but and jump across
to stick to high ground as you hop across posts and slide to the banner poles
the blue power plate that marks the entrance of the city. the reach the blue |
- power plate. |
If you
approach the
City of Light

from the Queen’s City SIGHTS

Tower, you must
cross a obstacle
course of rings,
slides, and
columns. Use the column from the crossroads between
the two areas to roof your way over to a slide. Ride the
slide down to a river of corruption. Just before you slip
into the gloom, jump out to the first in a line of columns.

To enter the City
M of Light, slide
down the edge

| of the landing

in front of the

! huge black door
Il that leads to

* the Warrior’s

=%, 170 S
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lair. Use the blue power plate to arc over the pool of
corruption that chokes the city streets and drop down on
a long platform orphaned in the murkiness. From here,
you can see the Warrior thrashing about the city square.
Reaching the city square suddenly turns a lot more
dangerous when swirling patches of corruption on the
walls explode into masses of black tendrils. They retreat
temporarily, giving you a quick chance to safely skirt by
them.

ONCE THE TENDRIL TRAP APPEARS, THERE 1S NO CALL-

ING IT BACK—IT INFESTS THE REST OF THE CORRUPTED
WORLD.

Wait for the
tendrils to vanish
and then wall run ||

across the stone.

Jump out to the scaffolding around the corner and
then look straight down. There are more tendrils
below. Wait for those to pull back and then grip fall
to the scaffolding closer to the bottom of the wall.

| When the tendrils
next to the blue
power plate
recede, wall run
and use Elika’s
magic to escape.

The power plate
arcs you across
the street to
another wall.

RETURN OF THE PRINCE

MOVES INMYSTERIOUS
WAYS

DYNAMIC WORLD

DESERT

RUINED CITADEL

THE VALE

ROVAL PALACE

TREE OF LIFE
You automatically grab the fissure in v

the wall. Creep to the right and watch the &'
rhythm of the tendrils popping out of the

wall. When the tendrils retreat, wall run to

the blue power plate. Use Elika’s magic to bounce into the
street to the right.

The walls
narrow. There
are six tendrils
in this alley. The
blue power plate
slams you into the
left wall, so link
into a wall run
as you land and rush across the receded tendrils. When the
corruption on the right wall pulls back, jump across and wall
run straight for the blue power plate at the end of the wall.
Use it to jump over the corruption river and to a long slide.

= 1 o
Ride the slide as it banks to the right. More tendrils
pop out of the walls. As you near the bottom, the
tendrils to the left retreat. Jump out and wall run

along the vacated tendrils before they reappear.

Jump to the
adjacent wall
when the next
trio of tendrils

pulls back. Wall
run to the right
and jump down to r
another slide just |
as the tips of the
tendrils appear.
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At the end of the
slide, jump to
flat ground and
wait for the next
set of tendprils to
flail and then
disappear before
wall running to
the right.

You must
pass through the
narrow alleys
ahead, but there
is nothing to hold |
onto and there '
are tendrils on
every wall. Wait
for the tendrils
on the left to
vanish and then
start your wall ,
run. At the end of |
the three tendrils, i
jump to the right
wall and wall run. : :
As you run, the tendrils on the adjacent wall pull back
Jump to that wall and wall run to the left. Just as you run
out of steam, jump one last time away from the wall. You
leap toward the side of a wall you cannot quite see—but
at least there is some scaffolding to grab.

Follow the
scaffolding along
| the wall until you

reach another
series of tendprils.

You are almost

! to the city square.

The tendrils flip
and flail on the

| walls ahead.

| But they retract

and reappear in

waves. So as soon

as the tendrils

M closest to you

! pull back, start
wall running. Just

| as you reach the

! end of the wall,

the tendrils on

the opposite side

I e steom) 5 % 172

almost disappear—but the tendrils you’re running over
start to reemerge. Jump off the wall and wall run along the
alley as it twists and turns, keeping ahead of the tendrils
as they pull back for a few seconds. Whenever you see the
curling tips of the tendrils reappear, you must jump away
or they will grab you.

Use the blue power plate at the end of the alley to
soar over the walls surrounding the city square.

THE WARRIOR

y When you finally
i land inside the
city square, the
Warrior wastes
! no time closing
3 in on you. But as
| he stomps your
- S5 way, look over
his shoulder Dlrectly behlnd him is an illuminated alcove
with a huge iron gate above it. Since there are no edges
in the square to push the Warrior over, you must instead
back the Warrior into that alcove and slam him against the
wall so hard that the gate falls and traps him.

The Warrior
tries to limit your
combo options by
using Ahriman’s
Influences. When
the Warrior
turns blue, you
must pull back
and keep Elika
safe. If you try
a combo while
the Warrior is
bright blue, Elika
will be injured.
The Warrior also
shakes off any :
weakness after several seconds with a corruption storm.
Back away when the black particles swirl around the Warrior
and reposition yourself so you can goad the Warrior into
following you toward the makeshift prison cell.
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7 BACK TOWARD THE ALCOVE SO YOU ARE BETWEEN IT

#  AND THE WARRIOR. WHEN THE WARRIOR CLOSES IN,
YOU CAN SWITCH POSITIONS BY SLIDING BETWEEN HIS
LEGS VIA AN ACROBATIC COMBO.

After slipping
between the
Warrior’s legs,
perform a lengthy
combo to weaken
the Corrupted.
Work fast before
he can react. B
Weave Elika’s magic into your sword strikes so the Warrior
is significantly weakened by the time the combo is complete.
The Warrior needs to pop those blue sparks before you can
shove him into the alcove and close the gate.

As soon as you see
the blue sparks,
rush in for
another attack.

Tap the attack
button repeatedly
when you enter
into the struggle
with the Warrior.

The gate
i} slams to the
ground, trapping
the Warrior in
the cage like

a zoo animal.
Now, with the

T N e e Warrior disposed
of, quickly have Elika purify the fertile ground so the
Corrupted’s power over the area cannot find purchase
again. Once the purification is complete, the Warrior
disappears in a pool of corruption. Now it’s time to
collect the Light Seeds and escape the city.

HEALED

There are two paths into the City of Light. Search both
paths to the east and west, as well as the entirety of the
city, to collect the 45 Light Seeds.

—
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After you defeat the Warrior, four Light
Seeds appear inside the city square. Collect =

the Light Seeds and then approach the

now-open gate opposite the Warrior’s cage. A trail of
Light Seeds leads out over the water and through the
alleys.

Jump down to the |
Light Seed just
over the water.
Let Elika save

you, drawing you
back up to the

city square.

From the exit of
the city square,
wall run along

the right wall and
then jump over to
the left. Wall run
to the blue power
plate.

The power plate launches you up to a small platform

in the middle of the water. From here, you can reach

the entrance of the City of Light and blast open the
door that leads to the Warrior’s Fortress.
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4 Follow the

1 path to the
door. Use the
posts and poles
in front of you
to cross the

I} water and then
VT, et slide down the
t1lted platform to p1ck up a Light Seed. There is another
Light Seed directly in front of the black door, right above
the blue power plate. From the door, there are three
directions you can travel to collect Light Seeds—east,
west, and back into the city.

The blue power plate launches you across the water and
to a platform. There is a small hole in the platform to
your right. Drop into it to grab a Light Seed.
Retrace your . S
steps toward
the city square
to collect a
series of Light
Seeds. Without
the corruption
tendrils, travel is

easier—but there are still risks you must take to collect all

the Light Seeds. Run to the wall in front of you and jump
out. Wall run through the Light Seed.

Jump out to
| the scaffolding.

stra1ght up to
p1ck up a Light
Seed and then
|| grip fall down
! to the lowest
fissure on the
wall. Another

| Light Seed is
near the blue

|| power plate.
After picking it
' | up, wall run to
Il the blue power
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bounce across the water. You automatically grab some
scaffolding. Wall run to the next blue power plate.

The power plate blasts you up a narrow alley Run
wall through the Light Seed and bounce over to the
opposite wall. Wall run to the blue power plate.

A As you rush down
the slide, steer to
the left. Jump out
to grab the Light
Seed above the
tilted platform.

Wall run around
the corner,
Jjumping to

connect the two

moves, to pick
up a Light Seed.

Jump to the next

slide.

At the bottom of
the slide, jump
out and wall run
down the alley for
a Light Seed. Jump
to the scaffolding
and crawl along
it to reach a Light
Seed.

Keep wall running down the alley, bouncing from
wall to wall.
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Another blue power plate is at the end of the alley,
right in front of the city square. Wall run through
the Light Seed before using the power plate.

Back at the

| city entrance,
look out to the
west to spot
more Light

! Seeds. Run out
to the end of the
S e s R B e post and jump
out to start wall running to the left. Jump away from

the wall run and slide down to a series of poles. Swing
around the poles and drop to a post. Wall run up the wall
from the post to fetch a Light Seed.

There is
another pair
of Light Seeds
above the water
on a balcony.
Jump to the
post between
the two narrow
walls south
of the City of
Light entrance.
Scramble up the
wall and jump
back and forth to
reach the Light
Seeds on the
balcony.

WEsT PATH

Jump out to the
— wall next to
,EI,.’I the platform.
""i‘ Scramble up it to
reach the Light
Seed.

—
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There is a loop of slides and poles that
stretches to the crossroads between the City ﬂ}
of Light and the Queen’s Tower. Steer to the =

left of the slide as you jump down and then

loop around the poles to reach the platform where the two
paths meet.

Turn around
from the platform
and jump out to
the post. Turn
to the wall and
scramble up it to
pick up the Light
Seed. Jump out
to the next post
and then hang
straight down.
Drop down to
the lower post to
pick up two more |
Light Seeds.

EAst PATH

i Start at the post
! hanging over the
water. Run to the
end of the post
and jump over to
the wall in front
of you. Wall run
" along that wall
i and then jump to
'} the right to keep
moving thought
the alley. There
Ll are two posts

! lashed together
just ahead, so
" keep bounding
from one wall to the other to reach the posts. Once you
reach them, face the wooden panel and scramble up it. A
Light Seed is directly above you.

175 —

Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



l Jump between the
two walls to reach
| the Light Seed on
the ledge above

the posts.

Wall run around the corner and then jump out to
the slide. Stick to the center of the slide to pick up
the Light Seed and then jump out to scramble up to

the next platform.

From the
platform, look
west. There is a
loop of columns
and slides you
must cross to
collect the series ||
of dangling Light e —
Seeds. Jump down on the slide directly ahead of you and
ride it to the bottom, collecting the Light Seed. Double
jump out to the broken column hanging from the ceiling.

Climb up the
4 column and turn
4 so your back is
| against the Light
! Seed on the roof.
! Roof over to the
Il ring to grab the
S —— e TR | ight Seed and
then link to another roof scramble. You drop down on a
slide with a Light Seed. At the bottom of the slide, jump
to the crossroads platform between the City of Light and
Tower of Ormazd.

. Face the City of
W Light and jump on
the left column.
Roof over to the
ring and then
keep scrambling

to shuffle through
two Light Seeds.
You drop down on
a slide.
_—_176

Double-jump at
the bottom of the
slide to reach a
set of columns.
Jump from one
column to the
next collecting
the Light Seed
between them.

Jump to the slide at the far end of the line of columns.
There is a Light Seed on the slide. At the end of the slide,
jump off to the wall and wall run to a series of poles.

N - b + -'.

Jump to the stable post between the poles. Wall run
up to the yellow power plate to grab the Light Seed.
If you have activated the yellow power plates, use

Elika’s magic to blast off.

") The yellow power
1 plate blasts you
through a quick
tour of the city.
The route swoops
low over the
water. As you

fly, steer into the
Light Seeds. But
watch out for

] obstacles like

| posts and walls. If
you slam into any
of these, you are
returned to the yellow power plate and must:start
the trip all over again to collect the rest of'the Light
Seeds. There are four Light Seeds on this flight.
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WARRIGR’S) EORTRESS

After purifying
! all of the fertile
ground in the
City of Light,
' !l the Prince and
! Elika must take
I} the fight directly
S5 to the Warrior.
The Corrupted is defending his fortress to the north of
the City of Light, waiting for the Prince to arrive. To the
Warrior, it is a bittersweet challenge. The Prince is the
mortal enemy of his master, Ahriman. But the Prince also
represents a sliver of salvation. To die with honor would
finally put the Warrior’s corrupted soul to rest.

APPROAC H

W To reach the
Warrior, you
must navigate
| through a series
! of blue and green
power plates.
After passing
through the black
. doors, walk out
! to the end of the
| post and jump to
the green power
| plate. Steer to
the right to line
up with the next
green power
plate and then activate with Ellka s magic. The ruins of
the fortress force you to dodge rocks and debris as you
stomp along the surface.

m |IF YOU BUMP INTO ANY ROCKS OR FIXTURES, YOU

1N
MUST START THE WHOLE APPROACH OVER FROM THE
BEGINNING.

Use the blue
power plate at the §§
top of the wall to ||
launch to a green ||
power plate. Hold
the magic button ||
so you wall run as
soon as you land.
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The green power plate propels you along the %ll
fortress walls. Dodge the rocks as the wall
curves to the right.

A blue power
plate at the
end of the wall
blasts you up to a
wooden platform.
If you fall after
this, Elika brings
you back to this
platform.

Wall run out to
the green power
plate. The magic

the wall, defiant

of gravity. Follow
the trail as it

spins to the left.

The next
green power
plates push you
along archways.
Steer along the
curves to keep
from falling into
the corruption
below. There is a
blue power plate
at the end of
the green power
plate sequence
that pushes you
over the sea of
corruption and
toward the outer wall of the Warrior’s Fortress.
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Climb the wall
below the green
power plate.
Follow the trail
to the top as it
curves to the left.

The blue power
plate at the end
of the trail sends
you flying down

into the Warrior’s
sanctum.

& The Warrior
rises from the
ground, covered
in corruption.
The corruption
! recedes from
H the Warrior and
settles at the
edges of the platform. There is little empty space to push
the Warrior off the platform, save for a single naked patch
of ground. To defeat the Warrior once and for all, the
Prince must back the Warrior up to that exposed edge and
attack with all his might, using the power of Elika’s magic
to shove the Corrupted to his doom.

®_ NOTE  }4

Work to lure
the Warrior to
the exposed
ground, but
never back down
from a fight.

In fact, if the
Warrior gets 100
far away from the edge, it’s useful to push him into the
corruption that lines the arena. Weaken the Warrior with
an acrobatic combo and then shove him to the corruption.
Repeatedly tap the attack button to tip the Warrior into
the corruption. He regains his strength as a result, but he
also moves back toward the middle of the arena.

_—_178

Exchange
Il blows with

' the Warrior,
deflecting
| his attacks as
| you position
| yourself with
your back to
the exposed
* edge. When
A the Warrior
closes in, start
your acrobatic
combo. Slide
! between the
i Warrior’s legs

- e to change

places. Now that the Warrior has his back the edge, finish
the combo to weaken him. When you see the blue sparks,
rush in and attack to start the struggle.

(L) B~ 2

:5' ; YOU HAVE ONLY A SECOND OR TWO AFTER WEAKENING
THE WARRIOR TO START THE STRUGGLE. OTHERWISE, HE
SURROUNDS HIMSELF WITH A CLOUD OF CORRUPTION
PARTICLES TO KEEP YOU AT ARM’S LENGTH WHILE HE

HEALS.

The Warrior can
grab you in his
giant hands. As
he tries to crush
you, repeatedly
tap the on-screen
button to wrench
free of his
vice-like grip.

After freeing yourself, you climb around the
Warrior’s body, dishing out attacks. Tap the buttons
displayed on-screen to hit the Warrior. If you
complete the sequence successfully, you weaken the

Warrior.

—
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The struggle
at the edge is
not easy. Really
hammer the
attack button
to knock the
Warrior off
balance and out
of the arena.

The Warrior
slips, but grabs
the edge of the
arena. Elika
walks up to the
Warrior as he
hangs on. She
reaches out to
purify the Warrior and release h1s spirit. Thls was almost
too easy. Why is this Corrupted giving up without a real
fight? That’s when the Warrior pushes away from the
ledge and drops into the bubbling lava and corruption
below. He means to deny you your victory.

: After you

! watch the
Warrior fall, the

ground begins to
| shake. The arena
B cracks and tilts.

| With nothing to

N T TS 2 hold on to, the
Prince and Ehka shde off the edge of the platform. Fortu-
nately, they land on a small slab of stone in the middle of
the corruption.

LAST STAND

They aren’t alone

| for very long.

| The Warrior
erupts from the

| corruption. He’s

consumed by

Il both fire and his
own rage. There

is no way to attack the Warrior when he’s covered with

flames. The Prince and Elika must keep back and find a

way to eliminate the Warrior without touching him.

The Warrior is very
aggressive as he
stalks you around
the small arena.
But check out his
health meter. It’s
dropping. The fire
is slowly killing
him, so maintain
your distance and
let him die.
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While dodging the Warrior around the arena, v

watch the edges. The platform is crumbling, ),
reducing the size of the arena with every passing
second. The less room you have to move, the

easier it is for the Warrior to strike you. If the Warrior hits
you, you will suffer great injury. But far worse is if the Warrior
slams you again while you’re hurt. If you fail to tap the

button to make Elika save you at the last second, the Warrior
hammers you. While you recover from your near-death
experience, the Warrior actually gains back some health.

USE THE DODGE BUTTON TO MOVE QUICKLY. JUST

WALKING THE ARENA WILL NOT KEEP YOU OUT OF THE
WARRIOR'S REACH.

Keep dodging to
the side, rolling
away from the
Warrior as he
stomps after you.

When the Warrior’s health bar empties, he collapses
to the ground. Elika can now safely approach the
fallen Corrupted and set him free. With a light touch
on his head, Elika releases his spirit. The corruption is
completely blasted out of the City of Light. The sun is
restored to the heavens. It is now time to leave the City
of Light behind and seek out more fertile ground in the
kingdom.
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All four of Ahriman’s Corrupted have been purified. Their tortured spirits are free to slip into the afterlife without the
burden of Ahriman’s treachery. With each saved soul, Ahriman’s hold over the world has weakened. And now that his
four grotesque anchors have been cut, it is time for the Prince and Elika to strike at the heart of Ahriman inside the
temple of the Tree of Life. This final battle against the root of evil will not only test the Prince’s skills, but also teach
him the ultimate lesson about love and sacrifice. What if the fate of the world relied on having the strength to live with a
broken heart?

to rein in his evil brother’s power when they shared this
realm, his magic is still powerful enough to get you close
enough to Ahriman to fight him. Walk into the sealed
door. Ormazd’s magic allows you to pass through the
door and into a magical world. You must successfully
activate the series of power plates in this magic world to
push through the thick corruption that protects Ahriman.
If you survive the sequence, you emerge inside the temple
and at the foot of Ahriman.

) — - - = ol

i w,:j
_g's

'fljl_ YOUu MUST COMPLETE THIS SEQUENCE WITHOUT FALL-
ING. BECAUSE THERE ARE NO STABLE PLATFORMS TO

After defeating the fourth of the Corrupted, Elika STAND ON EXCEPT FOR THE LANDING NEXT TO THE FIRST
announces to the Prince that they can now take the fight POWER PLATE, IF YOU MISS A PLATE, YOU ARE TRANS-
directly to Ahriman back at the temple of the Tree of Life. B S HEWA B CRELORTEIEEEEIE S L L

Whether you use the teleport skill to instantly warp to S ESE.

the temple or clamber through the paths, grabbing any
remaining Light Seeds before you reach your destination,
you must be ready for the full terror of Ahriman. The dark
god will not go back into his prison without a fight, and

in the history of wars between gods and men, the former
have an imposing track record.

#_— NoTE— 3

The course begins
on a ledge in
front of a blue
power plate. Wall
run to the power
plate.

As soon as you
touch the next
wall, use the
rings to link

together four wall
When you runs so that you
return to the reach the next
temple, run up blue power plate.
the stairs and
approach the
giant doors.
Il The doors are
: T sealed and give
no indication of opening, but trust your instincts and
the powers of Ormazd. Although the God of Light failed
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Hold the magic button and press the left control
stick to the left so that you wall run to the red power
plate as soon as you touch the wall.

KEEP THE MAGIC BUTTON HELD AFTER EVERY FLIGHT

SO THAT YOU ARE READY WITH A WALL RUN WHENEVER
YOU LAND. IF YOU ACCIDENTALLY TAP THE JUMP BUT-
TON WHEN YOU LAND, YOU'LL KICK OFF THE WALL AND
HAVE TO START THE COURSE OVER.

The power plate
launches you
through the air.
When you land,
wall run to the
left to activate
a green power
plate.

Dodge the blocks ||
sticking out of the |
wall as you climb |
to the next power
plate.

Two red power

| plates bounce you

over to another
green power

plate. Wall run

up to the green
power plate so
that you don’t

fall.

Avoid the blocks
as you climb to
the next green

power plate.

_—
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The green power plate at the end of the trail
leads to a yellow plate. SECRETS

While flying
through the air, |||}
get ready to dodge ||
three walls in
quick succession.
In this order,
dodge to the left,
then up, and then
duck down.

Another set of
three obstacles
appears later in
the flight. Dodge
down first, then
right, and finally
to the left.

Steer to the right
as you approach
the window in the
tower to avoid
crashing into the
wall.

You land on a green power plate. This sends you
climbing straight for another green power plate.
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Use the ring to
link another wall
run so that you
can reach the red
\| power plate to the

right.

Keep to the left as you climb around an arch after
activating the second green power plate. There is Bounce off
another green power plate on the far side of the arch. another red
power plate.

This power
plate marches
you directly to
a yellow power

plate.

Then you must wall run to a ring, and link to
another wall run. Then kick to the adjacent wall,
run along it, and use the next ring. If you link it up
correctly, you can then wall run to the last power
plate in this course.

Sl 3 The blue power
The yellow power plate blasts you into the air. You plate pr opel.s you to |
fly harmlessly between a series of columns before a platforn.z in front ||

shooting skyward. Dodge up to avoid an archway as of a glowing door. |

you ascend. Walk into the light
to enter the temple
and confront
the scourge of
Ahriman.

When you scream

back down, dodge
to the upper right THE MOURNING KING

to avoid a tower. 3 After stepping

i} through the

door, you can see

the fertile ground

at the heart of
the temple. If

Il Elika can reach

* that sacred soil

and save it, she can resurrect the Tree of Life and bury
Ahriman back under the temple. Unfortunately, that plan
is interrupted by a vaguely familiar face. The Mourning
King has been completely consumed by Ahriman’s
corruption—nothing of Elika’s father remains.

e

You land on a
wall, so have the
button held down

and run to the

right as soon as
you touch down.
Jump to the
adjacent wall.
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Elika is

devastated to
| see her father
so transformed.
! But sympathy for
the man will not
| defeat him. You

" must engage the
Mourning King in one last battle. Maybe a shred of his
soul can be salvaged from his poisoned body?

o - &

The Mourning
King is

aggressive. He
starts the battle
by attacking, so
be ready to deflect |
his initial blows
and try to slip in
a counterattack.

If you can land an attack, immediately start a
combo. Use Elika’s magic to keep the Mourning King
reeling. Keep the chain going as long as you can
before bringing it to a close with a sword strike.

Watch for the
LIl Mourning King

| to undergo all

of Ahriman’s

! Influences.
When the

| Mourning King
= is enveloped by
blue light, keep
Elika back. If she
| attacks while the
Mourning King

" is blue, she will

| be injured. While
i she recovers,
your combo
options are
limited. If the king is cloaked in black but yellow sparks
jump from his torso, deflect and attack and then counter
with a lift.
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Well, maybe there’s nothing good left under
that corruption after all. SECRETS

B

THeE MOURNING KING
SPITS CORRUPTION
THAT BLOCKS YOUR
VIEW. GUARD WHILE
THE SCREEN 1S OB-
SCURED. UNLESS, OF
COURSE, YOU'RE FEEL-
ING LUCKY AND CAN TIME A SWORD ATTACK BLIND. IF
YOU LAND A BLOW, THE INKY GLOOM DISAPPEARS.

The Mourning King uses the same spell as the
Concubine to confuse you. If the king explodes in
pink, back away! If the spell reaches your eyes, you
controls are temporarily reversed.

Back off when the Mourning King quakes and the
air around him is full of corruption. There is no
attack that can break through this, so keep your

distance until it subsides.
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The Mourning King sometimes lashes out with
corruption tendrils. Repel these attacks by pressing
the buttons that appear on-screen.

Keep

| hammering the
| Mourning King
| with combos

| longer the chain

of successful
moves, the more damage you inflict. While you should
never pass up quick hits against the king because every
slash helps, victory comes to those who really nail
powerful chains.

After you zero out the king’s health meter, he finally
crumples in defeat. But a corrupted soul is hard to kill.

Racked
with guilt and
torn to shreds
by Ahriman’s
corruption,
the Mourning
King—or
what’s left of
him—turns away from his daughter and hurls himself
into the poisonous filth that surrounds Ahriman’s pit. The
king’s soul will never be at rest. But at least he can no
longer hurt his little girl.

AHRIMAN

There is no time
Il to rest after
defeating the

| Mourning King.
Il Ahriman has lost
! his last servant,
leaving the god
i R | WS RS no choice but

to finally rise from the corruption and fight the Prince
and Elika himself. The macabre face of Ahriman bursts
from the pool of darkness. His mouth opens, revealing

a core made of the same energy that pulses from fertile

184

ground. How could Ahriman possibly be powered by a
similar force? And what will it take to extinguish that light
forever?

To defeat Ahriman, you must reach three patches of
fertile ground like the one you spotted when you first
entered the temple. However, they are placed around the
temple walls and there is no floor. You must scramble
along the walls, using vines and rings to circle the room,
and close in on the fertile ground. Ahriman fights back
by raising the corruption in the hopes of swallowing you
whole. However, if you can reach a power plate just as the
poison rises, you cannot be hurt.

Frustrated by your ability to hide within the protection
of Ormazd’s magic, Ahriman will also lash out with giant
fists. You must always be on the move to avoid those fists.
If you pause, even for a second, Ahriman will strike and
punch you off the wall.

$— NoTE ¥

FerTiLE GROUND 1

W Wall run to the
Il right and climb
through the

vines to reach
| the power plate.
Stay there until
the corruption
rises and subse-
& quently subsides.
Il Once the poison
drops back down,
I continue climbing
along the vines to
il the right and then
wall run to the
¥ fissure.

Scramble along
the fissure to
the right, never
slowing down lest |
Ahriman pummel
you with one of
his colossal fists.
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Wall run from
the end of the
fissure to another
| patch of vines.
Keep crawling to
| the right, closing
* in on another
. power plate. As
| you get close,
the corruption
bubbles and
| pops. It’s about
to rise, so hurry
| into position.

When the corruption drops back down, wall run to

the platform with the fertile ground. Run into the

center of the fertile ground and repeatedly tap the
magic button so Elika can purify the area.

FeErTILE GROUND 2

i Wall run away
l from the purified
fertile ground
and into a patch
l of vines. Ahriman
lashes out with
|} his fist as you
Sl R B [eave the fertile
ground, so make sure you do not pause. Crawl across the
first vine patch, wall run to the next, and then climb up to
the power plate.
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As the corruption subsides, wall run to the right again.
You must use the series of rings to negotiate around the
outcropping. Press the gauntlet button as you touch each
ring so you do not fall. After the third ring, wall run to a
fissure and grab on to it.

Climb up the
vines to reach the
next power plate

and avoid the
corruption.

Now, use
the next four
vine fields to
crawl between
two patches of
corruption on
the wall. Wall
run through the
narrow bit of
unaffected wall
between the four
vines. After the
four-vine patch,
run out and
use the ring to
propel yourself
into another
collection of vines.

185 ~—
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Wall run to
the ring and then
run to the solid
ledge. The fertile
ground is directly
above you, but
the lip of the
platform keeps
you from being
able to scramble
Wait on the next power plate to avoid the rising up to it. Instead,

corruption and then wall run to the next patch of run along the
fertile ground. ledge and then
FErRTILE GROUND 3 use the per S
to reach a patch
i After Elika of vines that :
purifies the surrounds a power plate.

| second patch of
fertile ground,
| Ahriman recoils.
He puts up his
| hands to guard
" against the power
of the sacred soil and Elika’s magic. His distorted vision
even clears for a few seconds, giving you a clear view of
the path to the next power plate. Climb along the lengthy
collection of vines and then wall run to the power plate.

Wall run away After surviving the rising corruption again, use the
from the vines vines to close in on what looks like another solid
next to the plate ledge. Wall run to it.
and use the ring
to push toward The ledge is

the next series of
vines.

anything but
solid. As you run |
along it, pieces of |
it crumble under |f
your feet. Jump

Climb up the ; !
vine. Scramble up | over the gaps in
the blank stretch the ledge as they

of wall between appear. At the

the two sets of
vines.

end of the ledge,
jump to the wall
and run along it
to reach another
patch of vines.
Bound between
the two rings on .
the wall to close in on another power plate.

There is another
power plate to the
\  right. Wall run
to it.
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After hanging on the power plate to survive the
belching corruption, wall run out to the two rings
and then dash to the third patch of fertile ground.

Purify it.

: S L :
After purifying the third patch of fertile ground,
Ahriman is severely weakened. Elika must now

strike at his core. Use the red power plates above the

fertile ground to launch into the heart of Ahriman.

R

It’s difficult for the Prince to see what Elika is doing
through the frenzied air inside the temple. She appears
to be using some sort of magic to seal the dark god. But
where is this magic coming from? Only when it’s too
late does the Prince realize Elika’s gambit, her sacrifice.
Because the Mourning King used the power of Ahriman
to bring his daughter back from the dead, part of the
magic that bound Ahriman was inside her. Her life was
being unnaturally extended. And to seal Ahriman back in
the underworld and give birth to a new Tree of Life, Elika
must give back what isn’t really hers—life.

et
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From Elika’s death, the Tree of Life is
renewed and Ahriman is sealed in. Order is
restored. With a heavy heart, you pick up %.l
Elika’s body. You must carry her out of the '
temple and to the altar just beyond the main
gate. Once there, you set down her body.

SECRETS

AFTERMATH

e

looks out across the desert. Four new Trees of Life are
sprouting. These saplings represent a renewal of life

for the Ahuras. The royal line is dead, but through the
sacrifice of the princess, the world is given a second
chance. The Prince fulfilled his promise to Elika to help
her free her lands of Ahriman’s dreadful corruption and
lives to see the new day dawn.

But what good is a restored paradise without love?
What good is life without love?

And that’s when the Prince makes the most selfish
decision of his entire life....

w1t IF YOU'RE A FAN OF HAPPY ENDINGS, YOU MAY WANT
TO STOP PLAYING RIGHT ABOUT NOW.
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The Prince

" decides he does

not want to live

| his life without
Elika. There

1 is one way to

| - I} restore her life

p= e force—and that’s

to follow in the path of the Mourning King and cut down

all four new Trees of Life.

Destroying the Tree of Life inside the temple gifts
you with the essence of life. Carry it out of the
temple interior and approach the altar.

Cross the
desert and
clamber up to
each of the four
saplings. Use the
columns around |
the fertile ground
to ascend to the
platform with
the new Tree of
Life. Then cleave
each trunk with
your sword. With
each destroyed
sapling, the
skies darken and
the ground turns rotten. After all four trees have been
chopped down, return to the altar.

When the Prince reaches the altar, he gives the
essence to Elika. The princess wakes, sitting straight
up, gasping for air. She looks at the Prince, sad. Her
sacrifice was the price for the world, but now unnatural
life has returned to her.

Love has returned to the Prince. Love has returned
to Elika.

The door to the temple is open again. Enter the
temple and run to the Tree of Life atop Ahriman’s
prison.

And hell has returned to earth.

Hack the Tree of Life with your sword.
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Protected by copyright. Unauthorized or unlawful copying or downloading is prohibited.



There are many badges of honor to win for playing Prince of Persia. Whether you play the Xbox

360 or PLAYSTATION 3 edition of the game, you have a host of special goals to aim for, such as
finding special views in the game or defeating enemies under specific conditions. Here are all the
Achievements and Trophies you can win in Prince of Persia, plus tips and tricks for banking some of
the trickier ones.

XBOX 360 AGCHIEVEMENTS
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ACHIEVEMENT DescripTiON PoinTs ACHIEVEMENT DescripTiON PoinTts
First Meet Encounter Elika Warrior Dodge 20 Warrior attacks in one 20
Save Me Special fight
First time Elika saves you 10 : :
Please 8 vz Sl Deflect the Hunter 5 times in one 20
All the Basics Complete the opening scene in the 10 fight
canyon Alchemist Defeat the Alchemist without 20
Explorer Use compass for the first time 10 Special using the acrobatic button
Beginner ] Concubine Defeat the Concubine without
Healer Heal your first fertile ground 30 Special using the gauntlet 20
Master Healer | Heal all fertile ground 50 Ilii)g(})]l:igeeds Collect 100 Light Seeds 10
Hunter’s End | Kill the Hunter in his lair 20
— : . Light Seeds .
Warrior’s End | Kill the Warrior in his lair 20 B e Collect 200 Light Seeds 10
Concubine’s . . . -
End Kill the Concubine in her lair 20 Ié;gs}zltalSeeds Collect 300 Light Seeds 10
Alchemist’s . e -
End Kill the Alchemist in his lair 20 II:Ilcg)ilitceSeeds Collect 400 Light Seeds 10
Ahriman’s End | Kill Ahriman 30 :
Light Seeds 1l ioh
Explorer Explore every area of every region 20 Collector Collect 500 Light Seeds 10
Block Master | Block 50 attacks 20 Lish
ght Seeds .
Deflect Master | Deflect 20 attacks 20 Chief (Collleat GEQ LAt Szl 10
Biggest Combo | Do 14 combo hits in a fight 20 Light Seeds Collect 700 Light Seeds 10
Be Gentle with | Finish the game with less than 10 Veteran
Her saves from Elika 100 Light Seeds
Collect 800 Light Seeds 10
Breaker Use an enemy to break something 10 Expert
: Light Seeds .
é\i?lmﬁ e Win a struggle 10 Hfrdc ore Collect 900 Light Seeds 10
Race Ruined | €° from the fertil? ground in Sun Light Seeds Collect 1001 Light Seeds 50
Temple to the fertile ground in 10 Master
Glizal Windmills in 8 minutes Speed and
P Kill 10 soldiers before they spawn 10
Race Obser- Go from the fertile ground in Peace
- Construction to the fertile ground 20 Thrower Push 10 soldiers to their deaths 10
in Heaven’s Stair in 7 minutes Assassin View | Find the Assassin View 10
Race Royal Go from the fertile ground in Royal Titanic View | Find the Titanic View 10
Palace Gardens to the fertile ground in 30 Jumper 1.000 co-op Tumps 10
Coronation Hall in 6 minutes P : p Jump -
Go from the fertile ground in Precious Time ;l;al;let ;)irrf I)nmute CDES(EHRE 10
Race City of Tower of Ahriman to the fertile 40 - g c
Light grpund in City of Light in 5 Efsgtle?lr::jr Trigger one dialogue with Elika 10
minutes
Good Listener | Trigger more dialogues with Elika 10
. 189 —
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ACHIEVEMENT DEescrIPTION PoinTs ACHIEVEMENT DEescripTION PoinTs
Perfect . . . . Gone Baby
Lions: Trigger a lot of dialogue with Elika 10 Gone Complete the game 80
Climber Find the highest point in the world 10 Combo. Uil el iy i fa e e 50
Diver Find the lowest point in the world 10 Specialist
Speed Demon | Finish the game in less than 10 hours 10 Total Gamerscore Points | 1000
PLAYSTATION 3/ TROPHIES
TROPHY DEescriPTION VALUE TrROPHY DescripiON VALUE
First Meet Encounter Elika Bronze ]Iilghl:Seeds Collect 100 Light Seeds Bronze
Save Me Please | First time Elika saves you Bronze SOXIC
Complete the opening scene in Light Seeds Collect 200 Light Seed B
All the Basics - Bronze Beginner ollec 1ght seeds ronze
Explorer Use compass for the first time Bronze é;gsl:a‘lseeds Collect 300 Light Seeds Bronze
Beginner . g
Heal your first fertile ground Silver i
Healer Y £ Iﬁcg)‘ljitCSeeds Collect 400 Light Seeds Bronze
Master Healer | Heal all fertile ground Gold L S
Hunter’s End | Kill the Hunter in his lair Bronze Clogl] o ctcfre ° Collect 500 Light Seeds Bronze
Warrior’s End | Kill the Warrior in his lair Bronze :
Light Seeds .
Concubine’s End | Kill the Concubine in her lair Bronze Chief Collect 600 Light Seeds i
Alchemist’s End | Kill the Alchemist in his lai B i
oo e —nee Light Seeds Collect 700 Light Seeds Bronze
Ahriman’s End | Kill Ahriman Silver Veteran
Explorer fez;i)l)(ge every area of every BRI ]E;gp};trtSeeds Collect 800 Light Seeds Bronze
Block Master [ Block 50 attacks Bronze ];Iiagigciizds Collect 900 Light Seeds Bronr
Deflect Master | Deflect 20 attacks Bronze .
t . .
Biggest Combo | Do 14 combo hits in a fight Bronze Niis o ceas Collect 1001 Light Seeds Silver
Be Gentle with | Finish the game \"Vith less than Gold Speadland ROl by
Her 10 saves from Elika Peace s Bronze
Breaker ]s;isni;?li:;emy fobredl Bronze Thrower Push 10 soldiers to their deaths Bronze
Al in Vi Find the A: in Vi B
Against the Wall | Win a struggle Bronze oA W T e ey o
Go f the fertil 1 Titanic View Find the Titanic View Bronze
Race Ruined R 1efg ro-lll R d Jumper 1,000 co-op jumps Bronze
Citadel .Sun t[’emp.le t9 the ?I‘tl e groun Bronze ;
in Windmills in 8 minutes Precious Time Take one minute to think (at the Bronze
Race Obser- Go from the fertile ground in right time)
Construction to the fertile ground | Bronze Beginner . . . .
vatory in Heaven’s Stair in 7 minutes Listener Trigger one dialogue with Elika Bronze
Go from the fertile ground in Royal . Trigger more dialogues with
g;ztzsloyal Gardens to the fertile ground in Silver Gl Likiiaies Elika Behe
Coronation Hall in 6 minutes Trigeer a lot of dialogue with
- . Perfect Listener 18 & Bronze
. Go from the fertile ground in Tower Elika
Race City of £ Ahri he fortil di sil
Liathi of Ahriman tc?t e e'rtle ground in ilver Climber Find the highest point in the Bronze
City of Light in 5 minutes world
. . o | Dodge 20 Warrior attacks in one . .
Warrior Special fight Biromme Diver \lil(r)]rc} dthe lowest point in the Bronze
. + | Deflect the Hunter 5 times in . .
Hunter Special one fight Bronze Speed Demon llj:)r:i:? the game in less than 10 Bronze
Alchemist Defeat the Alchemist without
Gone Bab
Special using the acrobatic button Bronze Ggﬁi oy Complete the game Gold
(Sjonc'ulloine Defeat }Ehe ConTubine without Bronze Combo Unleash every combo in the Bronge
pecia using the gauntlet Specialist game

Es e 0m
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Earn this accomplishment by smashing an enemy,
such as one of the Corrupted, into a pillar in any of
your showdowns. Many Corrupted fights have pillars
in the arena, such as the Hunter and Alchemist, and
the Warrior atop the Tower of Ahriman and the Tower
of Ormazd. Back your enemy into the pillar while
performing a combo and smash the Corrupted into it.
Tossing the enemy with a gauntlet move is the easiest
way to make this happen.

BicGest CoMBO

-

The biggest combo in the game is to string together
14 different attacks. Use the combo table to chart

out your preferred combos, starting with a sword hit
before segueing into another attack, such as throwing
the enemy into the air and then bouncing him around
with Elika’s magic. Use acrobatics to keep the combo
going and then rely on Elika to continue smashing the
enemy before you end the combo with either a throw
or aerial.

YOU NEED A IARGE ARENA TO PULL THIS OFF, SO TRY

IT OUT AT THE TOP OF THE KING’S GATE OR THE FIRST
ARENA IN THE HUNTER’S LAIR.
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To earn Titanic View, head to the Machinery %
Ground of the Vale. Walk out to the tip of e
the broken ship’s bow, right next to the

fertile ground.

The Assassin’s
View is located at ||
the Martyr’s Tower |
in the Ruined i
Citadel region. To
earn this accom-
plishment, you
must first heal the

area by defeating the Hunter inside the tower and then cure
the fertile ground on the rooftop. Once Martyr’s Tower is pure,
you can dip back down into the tower to collect Light Seeds.
The Assassin’s View is on the second-to-top floor of the tower.
Step out on to the balcony and then walk to the edge of the post
overlooking the lake. When you set your toes against the end of
the post, you earn the accomplishment.

§ Ascending to
| the very top of
! the Heaven’s

| Stair will earn

4 the Climber.

earned by finding |§
the lowest point
in the world.
This is actually
back at the Tree
of Life temple.
Step into the
small alcove to the left of the temple.

®_ NOTE |
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