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Welcome to the official strategy guide for Dishonored, a title that we can confidently call one of the very
best stealth-based games we've ever played. As Corvo Attano, royal protector and master assassin, you
negotiate the boulevards and backstreets of Dunwall with great flexibility in how you eliminate and/or
avoid those who would stop you. Our hook is designed to provide the multiple levels of help that you
need to master the many paths available through the game.

After introducing you to the main characters of Dishonored in Friends and Foes, we jump right to
Getting Started. This chapter presents an overview of the gameplay systems—including a remarkable
in-depth look at the innovative stealth and Chaos mechanics. -

~ Next we present Gifts from the Outsider. Here we examine the Supernatural Powers and Bone Charms .
_ that play a critical role in this game (and are really fun to use). After that, we provide a helpful list of all
- the Equipment & Items found in Corvo’s Arsenal.

Beyond that, finally, you get to the meat and potatoes of the book: The Mission, which guides you step-
by-step through your missions. Since Dishonored lets you beat the game using combat or stealth (or
both), in each chapter we give you separate walkthroughs for each approach, known as the Path of
Blood and the Path of Shadow.

Once you have an understanding of your own_abilities, it’s time to Know Your Enemies. This chaht_e;
 etails every type of foe you face in Dishonored, from the common rat to the towering Tallboys _that
stalk the city streets. .

For good measure we've added a Hidden and Collectible Iltems section that reviews the exact locations
of all the special stuff in the game all in one convenient place. Our book also includes a look at the
creative process behind Dishonored, with an interview with game developers, Raphaél Colantionioand.
Harvey Smith. Last but not least, we’ve provided a list of Achievements and Trophies which lists all the 5
rewards you can earn by completing various tasks and milestones in Dishonored.



Corvo is originally from Serkonos, a foreign isle, which makes him an outsider in
. the City of Dunwall. Assigned to serve the Empress as a diplomatic gesture, &
: l he has served loyally as a bodyguard, agent, spy, and sometimes assassin.
. Augile, strong, and driven, Corvo is a skilled practitioner of infiltration
- and target elimination. As the game opens, Corvo is accused of murder,
sentenced for execution, thrown into jail, and publicly dishonored.
With the help of a Loyalist conspiracy dedicated to overthrowing
the tyrannical Lord Regent, Corvo gets a chance to escape and
strike hack at the powerful cabal who wronged him.



EMPRESS
JESSAMINE KALDWIN

Rgﬁer of the Empire of Isles, the Empress Jessamine presides over her ‘Ccuﬁ,;ncmdiag;
Eth‘e' Royal Protector, Corvo Attano, and her intelligence officer, the Royal Sﬁfmaster: .5
Hiram Burrows. Having ascended to the throne as a young woman after the deal
her father, the Empress represents a less twisted age that is now gone and

forgotten. Her Court is a cauldron of self-centered deceit and corruption.

ADMIRAL
FARLEY HAVELOCK

A respected officer in the Royal Navy, Farley Havelock is an old-money
aristocrat and lifelong military man who spent much of his life at sea.
The Admiral is self-assured, no-nonsense, always neatly uniformed
and dutifully convinced that his cause is just. In the wake of the
assassination that opens the “stﬁry,"ﬂavemck is ousted from the Navy in a

politicai’ disagreement with the Royal Spymaster, the new Lord Regent. . ®

The Admiral’s pistol and military training make him a formidable ally—

and a dangerous adversary, &
E |
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saristocratic connections, Lord Pendleton brings an official seal to the
liﬁagunspiracy; he can help Corve gain access to elite functions. He
dislikes the Lord Regent’s arrogance and is entirely willing fo engage in
subversive plots to bring ahout Burrows’ downfa'll——prmtiding there is hope
of success. Ironically, while Lord Treavor adopts a morally superior demeanor,

I | OVERSEER
| TEAGUE MARTIN
| § 5

Overseer Martin is a former religious leader who’s run afoul of
the new regime. He claims to have been a soldier before turning
| _ tothe Abbey of the Everyman. Martin is cunning enough, but he
' overplayed his hand and lost his standing within the Abbey. The 5
Loyalist conspiracy represents his last hope of refurning to power. If :
Corvo can free him from the Overseers’ stocks, Martin will be grateful
and more than willing to help the cause. He harbors a deep disgust for
High Overseer Camphell and longs to replace him.




of the new technology seen in the Isles. His special blue potion, Piero’s Spiri U
restores mana to practitioners of the supernatural.

CALLISTA CURNOW

Callista is governess fo the royal heir, the Lady Emily Kaldwin, By
nature éhe is guarded and cautious, and ﬂse,ems to possess deep secrets.
She tends to observe people géfefuny for a while before deciding on
their moral worth. As Lady Emily’s caretaker, Callista is charged with
preparing the girl for her role as the future Empress of Dunwall. When
Callista leamns that her uncle, Captain Geoff Curnow, is in danget, she
abandons her usual caution and asks a faver of you that can earn her
undying trust (plus a valuable reward) if completed.




Emily is the 10-year-old royal heir. She’s by nature a preeocious, )
spirited, and determined girl, but events as the story opens leave her
haunted and sometimes melancholy. Her governess, Callista Curnow,
{ries to soothe Emily’s fears, telling her she’ll grow to appreciate her
destiny. As the Empress’ daughter, Emily has been the beneficiary
of private tutors and a highly privileged uphringing, with p!énty*
of time to play and nurture her creative spirit. The girl’s
dreams focus on pirate ships and whales out at sea.

| BEECHWORTH

Samuel is the old boatman who ferries Corve to his missions and provides
useful tips on the lay of the land ai mission launch. Samuel works for the
Loyalist movement as a courier who delivers messages, often out all night
| traveling along the Wrenhaven River from one part of town o another. A
common fellow, he's sometimes dour and cynical, but comforting too. He
seems oddly fascinated with the drama and death that Corvo generates.







Neither god nor deman, the Outsider plays an
important role in the Dishonored metaphysical
universe. Intelligent but opaque and mysterious,
his appearances have a hallucinatory guality.
Legend has it that he contacts Dunwall’s
pivotal figures, bestows a mark that activates
supernatural powers, and coolly observes
the results of his bestowal. Only specially
appointed people (like Gorvo and Daud) actually
“see” the Outsider’s form when he makes a
visitation. Though clearly cynical about the nature

of human goodness, he often appears as a friend.
But this friendship comes with a distinctly dark,
inscrutable edge.

v

“THE LADIES
ESMA, WAVERLY,
AND LYDIA BOYLE

These three sisters are wealthy nobles, and cousins to
the Empress. In the wake of their father Lord Boyie’s
death, one of the three has allied with the Lord Regent,
Hiram Burrows, using the family’s wealth to keep the
military paid during a time of plague and crisis. This
Lady Boyle also serves as the Lord Regent's mistress.
The question is: which sister is it? Nobody seems to
know. All three of the Boyle women are very similar in
appearance—on the surface, elegant ladies. Underneath,
however, decadence festers; the Boyles are famous for their
debauched parties, and for ruining rival families through
gossip. There are even rumors of hired assassinations. I 2




ssin with ties o black magic, Daud is a failed version o
like th Protector, Daud has succumbed fully to the dark lur
rovide e Outsider. His motto: “Ego homini Lupus.” (I am wolf to manki Ak
Daud is a professional, but he feels conflicted over some of hi
heritage is half Isles, half Continent; as such he bears an exot
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ANTON SOKOLOV

Considered mentally unstable by some, Anton Sokolov is clearly touched by genius as an
inventor, physician, alchemist, mystic, and painter. Bearing the title of Royal Physician,
he is also head of the Academy of Natural Philosophy. His personal traits tend to the
extreme: brilliant, obnoxious, lusty, insightful, drunk, Working from his apartment

on Kaldwin’s Bridge, Sokolov ;p‘amts‘ renowne artraﬁs for local aristocrats, despite
loathing them. Creator of Sokolov’s Health E Xir (an indispensable potion), he has also
invented much of the new technology used by the current regime to control the city. The
man feels no sense of patriotic loyalty, except to himself and his desires, His great rival
is Piero Joplin; they studied together at the Acad




Granny is an aged blind woman who roams the cily streeis, feeding imaginary “pigeons”

(actually rats). Her real name is Vera Moray, and she once lived in opulence as an

aristocrat in the Estate District, maneuvering for status in the rarified air of the elite.
Then for some unknown reason she poisoned her husbhand and stabbed and hammered
him to death. Now the seemingly unhinged Granny Rags moves between abandoned
apartments in the broken backstreets, sleeping amongst trash and filth. She is rumored

to have a secret lair in the 0ld Port District. Some people even call her a witch. Could

~ there be more to this woman than meets the eye?



W X = >
EXECUTIONER
f(\ MORRIS SULLIVAN

The brutish Sullivan is the Royal Interrogator, known as “The Torturer.” This
mute monster is perverse and sadistic, with suspected ties to the occult:
Sullivan knew Vera Moray, AKA “Granny Rags,” when they s’i&e‘rgfyﬁunggg.
The “Interrogator” has performed more than 400 execufions in his bicody
chambers in Dunwall Tower, where word has it he keép‘s a shrine to the
Outsider. His constant companion is a vicious Wolfhound that sleeps ir
his quarters. As executioner, Sullivan exiracts valuable information
his clients try to purge their consciences of guilt before death.

o

CAPTAIN
GEOFF CURNOW

Tis City Watch officer working for the Lord Regent is uncle to Callista
Cwmow. The Captain is conflicted over the Lord Regent’s oppressive
segime. He’s not openly seditious, but he’s secretly sympathetic to those

=ho oppose the Lord Regent. As a newly promoted Captain, Curnow is on point for




LORDS CUSTIS
AND MORGAN
PENDLETON

¢

These rich and powerful cretins are the older brothers of Lord Treavor
Pendleton. Custis and Morgan are bullies who deeply enjoy wielding their
power over others, including their own brother. Born into nobility, the
Pendletons were raised with absolute disdain for the lower classes and haw
a powerful sense of entitiement. The Pendleton family silver mines have
been producing poorly of late, and so the brothers work their indernifurss
servants to death. When not drinking or visiting bathhouses like the
Golden Cat, they can be found meeting with other nobles, selling aff
their favor at Parliament. As major landowners, the Pendletons
control a large bloc of votes, but they could care less about
the future of the Empire. They use their political clout to
further their own selfish, venal designs.

Ly
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MADAM PRUDENCE

Madam Prudence recently took over as the new manager of the Goelden Cat when

the old madam died during a plagtie outbreak. Prudence is manipulative and
scheming—always angling, more than wiiling to blackmail people, and ruthlessly
controlling the women who work for her. As the new madam, she’s busy with the
Golden Cat’s grand re-opening.

SLACKJAW

Slackjaw is the hard-bitten leader of the
notorious Bottle Street Gang that confrols the
side streets off Clavering Boulevard in Dunwall’s
Distillery District. He's been described as calm,
fearless, murderous, and ruthless. His crew runs
whiskey, women, guns, watered-down elixirs—
whatever sells. Slackjaw staried his professional
caresr as a boy on a whaling ship. From there

he fought and knifed his way to the top of the
Dunwall’s increasingly brutal underworld. Although
he’s feared citywide, Slackjaw is respected on
the hackstreets, where his control brought some
semblance of order after the plague pushed the
city towards chaos.




the game’s remarkable stealth “engine.”

game tactics and strategie,s,,as‘ wellas g
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THE STORY

Dishonored takes place in the industrial whaling city of Dunwall, capital of the Empire of Isles. The empire is a loose confederation of four
island nation-states—the Isles of Gristol (where Dunwall is located), Morley, Tyvia, and Serkonos. Ruled by the Empress Jessamine Kaldwin
as the story opens, the empire’s capital city is slowly edging towards chaos as the populace struggles

with a mysterious rat-borne plague.

= Fygr. MOS M —

Trie e

You play Corvo Attano, the Royal Protector assigned as personal bodyguard and agent for the Empress and
her young daughter, Emily Kaldwin. As the story opens, Corvo is wrongly accused of a heinous murder.
Your task as Corvo is to hunt down the conspirators who framed you. As one man against many, you

must rely on stealth and cunning to achieve your goal as you keep one truth in mind: Revenge

Solves Everything.
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A QUICK NOTE ON NPCS

In this guide, we refer often to the NPCs that populate the world of Dishonored. “NPC” is a standard gaming acronym that stands for “non-
player character"—that is, any character other than the one you directly control. Normally we tend to avoid acronyms, but NPC is such a
pervasive term in gaming that we use it regularly here.

GAMEPLAY SYSTEMS

Again, our guide doesn’t seek to replicate the Dishonored game manual or the excellent in-game tutorials. Those sources explain the basic
mechanics of gameplay including combat, assassination, stealth, and supernatural powers. Here we augment those discussions a bit and then
touch on more strategic matters.

DIFFICULTY LEVELS

Dishonored features four Difficulty settings; Easy, Normal, Hard, and Very Hard. As you ramp up in difficulty you increase the amount of
damage inflicted by enemies, raise their visual perceptiveness, and lower the effectiveness of elixirs—red elixirs restore less health to your
character and blue elixirs restore less mana. You also regenerate more health when playing on Easy than on the other three settings. However,
mana regenerates at the same rate on all difficulty settings.

CONTROLS

mn ﬁse Mana Elix

Jbo-Save -
AutnSﬂue {n Joyrnol
ii&c&d Boh Amaunk:

Shuixé !i&ééﬁhing Relotive 5o Comerd

Note that you can change the difficulty level whenever you want. If the game is too hard (or too easy), just hit the Pause button, select
Options, and scroll down to Difficulty. There you can switch to any of the four settings, and the change is implemented immediately, even in
the middle of a mission.




HE QUICK-ACCESS WHEEL

The game uses the term “Gadgets” o
designate your primary weapons and the
mysterious Heart that you acquire early in the
game. When your weapons are unsheathed,
you automatically carry your Sword in your
right hand. To add something to your left
hand, open up the Quick-Access Wheel.

The Quick-Access Wheel lets you equip one
weapon or one of your supernatural powers
to your left hand. You can choose one
of four weapon types—~Pistol, Crosshow,
Grenade, or deadly Springrazor trap—or
any one of the powers you’ve acquired.
(More on these powers later.) Note that
in your Journal, your Pistol and Crossbow
are listed under Gadgets, but Grenades and
Springrazors are found under the Ammo tab.

=y Ranged weapons inflict more damage if you hit an enemy
" inthe head or when the enemy is unaware of you.

Zringing up the Quick-Access Wheel also gives you
22cess to your health and mana potions. With the
inzel open, just press the button indicated at the
cwer right to consume a potion. You can assign
snortcuts to a limited number of your gadgets or
2owers by highlighting them on your wheel and
2rzssing one of the shortcut controls. If using a
z2amepad, you can assign up to four shortcuts; on a
«zyboard you can assign up to ten.

GETTING STARTED



Swing your Sword with your right | Shoot, toss Grenades, plant Springrazors, or cast supernatural powers with your left hand control.
hand control.

Here we’d like to draw special attention to your Block control, the move you use to block incoming sword attacks. A well-timed block ¥r=
the attacker off-balance, leaving him wide open to a lethal counterattack that gives you a one-hit kill. Many of your foes are excellen:

swordsmen, and this is the best way to overcome their parrying skills. Alternatively, you can use the old standby method of dealing w= =

dazzling swordsman—just pull out your Pistol and blast him.

Consider this possibility too: you don’t have to fight. You can run away. Although
City Watch guards tend to search the area thoroughly a.fter they detect you, it’s. i ,f%"%ﬂj%w SLDE!
usually possible to sprint around a corner or two—cutting off your pursuers’ sight =

lines is important here—and then duck behind or beneath some dark cover.
& slitle. Sliding into people counts =

If searchers don't stumble directly on top of your hiding spot, you can wait in
and can often put enemies off balzncs

silence until they give up the chase and return to their normal patrol patterns.
Note, however, that they remain at a slightly heightened level of awareness

afterward.

22
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ASSASSINATION

I"=znever you creep up stealthily behind a potential target, two options appear onscreen: assassination or nonlethal takedown. If your target

=mains unaware of your presence and you press the right-hand attack control, you execute a swift, silent assassination. Your victim makes

sound, and dies instantly so you avoid combat. If you've acquired the Shadow Kill power, you get an added bonus: the victim instantly
“=ntegrates into ashes, leaving no trace and removing the need to hide the corpse.

4 Avariation on the standard assassination is
% J the brutal “drop assassination” technique.
In this move, you leap down from a ledge
(even a very highledge) directly onto a

foe. If you press your blade attack control
just before iénding, you perform an
assassination that not only terminates the

farget but also eliminates any damage
you'd normally take from the fall.

THE NONLETHAL TAKEDOWN

Again, when you sneak up behind a potential target, two options appear onscreen:
assassination or nonlethal takedown. The benefits of the nonlethal takedown are numerous.
First, as with assassination, you avoid combat with the target and stifle any call for help.
But with the nonlethal method, you get the target in a chokehold that you must hold until an
onscreen timer circle fills and your victim falls unconscious, rather than dead. This creates
fewer corpses which in turn reduces the number of rats and Weepers generated. In addition,
some NPCs react favorably to the mercy you show foes, and the game’s final outcome is not
N \ so dark. Your choices have consequences.

Juring the course of the game you can collect special artifacts carved from whalebone, called Runes, and then exchange them in your Journal
for supernatural powers. Although it is possible to successfully complete the game without using these powers, they are quite effective and a
ot of fun to use, particularly if you choose to take a stealthy path through the game.

Check out our Gifts from the Outsider chapter for an in-depth discussion of all ten powers available in Dishonored.

23
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BONE CHARMS

Bone Charms are described as “lesser versions of Runes.” Unlike Runes, however, they give you a direct stat boost and you can equip them = T
Bone Charms section of your Journal. Don’t forget to do so! Review them periodically—you can switch out Bone Charms whenever you wart

For example, if High Chaos combat looms ahead for you (see the
section on The Chaos System), activate Charms that boost or sus=
your Adrenaline such as Carrion Killer, Vengeance, and Sustain=s
Rage. Whirlwind | and Il speed up your sword swing, and Unnsrvmg

7 Target | and Il make you harder to hit by gunfire. If you're tryng =
. B o= “ghost” through an area without being detected, activate Strons

Fiest Hahtor

OBJECTIVES POWERS

Arms to choke unaware victims into unconsciousness faster, o7 =5

Robist |

Swift Shadow to increase your movement speed in Sneak Moc= =0

Cleckwotk Molfinction = o ——
» Vo pmmo p gratter anaunts

Acrobat to boost your climbing speed.

Check out our Gifts from the Outsider chapter for a complete =7
of all Bone Charms available in Dishonored along with their eF=c=

THE CHAOS SYSTEM

Dishonored is uniquely designed so that its actual gameplay changes depending on how lethal or nonlethal you choose to play. As you
progress through each mission, the game tallies a “Chaos” score based on your actions—in general, the more NPCs you kil (instead o°

the Dishonored world becomes.

Here are some of the gameplay elements that change if your Chaos score pushes into the “High” range:

o Different NPC conversations/scenes

o Different security system setups

e WViore guards and/or alerted guards waiting for you
® More civilians or other NPCs turned into Weepers

e More rats (usually placed in areas that are gameplay friendly—
i.e., where it's strategically fun to use rats in some way)

o The final mission can be very different, and the ultimate story outcome changes.

Keep in mind that this Chaos tally is a hidden mechanic that happens “under the hood"—you don’t see your Chaos score in-game. Eof 220
mission in Dishonored has essentially two versions—a High Chaos version and a Low Chaos version. The High Chaos version is loades =
overall Chaos score is above a certain threshold.




Itz That the High Chaos threshold is proportional to the number of hostile NPCs per mission, so the specific number of violent acts that

nusnes your score into the High Chaos range varies from mission to mission.

% nu'z2 of thumb is as follows:

g

2 ve Killed less than 20% of the total number of NPCs so far, your score stays in the Low Chaos range. The game will load the Low Chaos version of

e n=xt mission.

* ¥ yocve Killed between 20% and 50% of the total number of NPCs so far, your score is in the High Chaos range. The game will load the High Chaos version of
e n=xt mission.

* dziicable only to the game's final mission: If you've killed more than 50% of the total number of NPCs so far, then your score is in the Very High Chaos range.

= finzl mission and ultimate outcome are very different than if you've taken a more nonlethal path through the game.

5/STEMIC AND SCRIPTED CHAOQS DEEDS

e Dishonored Chaos System features two kinds of “Chaos deeds” that add or subtract points from your Chaos score: systemic and scripted.

= systemic Chaos deed is a generic act that you can commit anywhere, anytime. For example, every time you kill a civilian or foe, trigger an
or fail to hide a victim properly and the corpse is subsequently discovered, you’ve committed a systemic Chaos deed.

==r2's a quick list of systemic Chaos deeds that raise your overall Chaos score:

® ¥ 1 civilian ® Kill 3 Assassins

* %71 3 City Watch guards ® Kill 3 Tallboys

* 3 3 Weepers ® Trigger 4 alarms

» 3 3 Thugs e Allow 4 victims' corpses to be discovered

scripted Chaos deed is your reaction to a specific story objective, situation, or event. For example, in several instances you encounter
s=20le being threatened by hostile guards. If you leave them to their fate, you bump up your Chaos score. But if you figure out a nonlethal way
= save them, you lower your Chaos score. In other cases, your mission objective may be to assassinate someone. The game always offers

12w an alternative way to neutralize your target nonlethally. If you explore the area thoroughly, discover this scripted alternative, and use that

=inod instead of brute assassination, you lower your Chaos score. We've noted all of these scripted Chaos deeds in our walkthroughs.

THE GHOST STAT

£52n you complete each mission, the game brings up a Mission Stats screen. Most of the stats listed are largely self-explanatory. But one

= e items listed is called “Ghost (Never Detected).” As the parenthetical note indicates, you earn Ghost status by completing the mission
whout any NPC detecting you.

= term “detected” actually refers to the highest of several levels of detection. This is what the game designers call “getting busted.” An NPC
combatant or civilian) actually identifies you as a threat and either pursues you (combatant) or runs away calling for help (civilian).

‘24 can determine whether or not you've been

-=izcted by observing the awareness indicators
“ver an NPC’s head. Any NPC with indicators

HIGH OVERSEER CAMPBELL

Zverhead becomes hostile once they’re fully MISSION STATS
zware of your presence and the indicator “busts” Hostes et
—= . PR Ciiions Kiled
“2using combatants to fight and civilians to flee TSN
or cower. Dsad or Unconscious Bodies found
“FOUND
T2 find much more detail on stealth, detection, , s fout 717
znd how NPC awareness indicators work, check ' Bont Charms Fund§/§ =
. . . SPECIAL ACTIONS - N0 S ;
out the comprehensive Stealth Mechanics section T . ‘ S;mmﬂ::;s ;u:::;u b |
o Cings Found 1/1
ater in this chapter, esuod i theScovEmEEr

Loinis Found 1852 /3734 |
Soved Coptaf fumod

B pac
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OTHER GAMEPLAY TIPS
SCAVENGING

Dishonored gives you a lot of stuff to pick up. Grab it all! As the manual explains, “With the city falling into chaos, any miscellaneous goods
you find can fetch a high price on the black market.” Look for loose coins and money pouches, containers of valuable ingredients (e.g.,
Hemlock Essence, Copper Wire, Processed Whale 0il, and so on), and the occasional precious heirloom, pearl, ingot, or other item. Also keep
an eye out for valuable rare maps and the famous “Sokolov Paintings” worth hundreds of coins apiece.

Note that whenever you pick up a marketable item, you
automatically cash out—the item disappears and its cash
equivalent is instantly added to your coin purse (found
under Resources in your Inventory). This is a nice feature.
You don’t have to lug around an inventory of found goods and then tediously sell it off to merchants.

COLLECTING

Some scavenged items do appear in your inventory—in particular, keys, ammo,
Rewire Tools, and the two kinds of elixirs. These are goods that you should stockpile.
Keys give you access to areas that are hidden behind locked doors; and without
ammo, your ranged weapons (Pistol and Crosshow) are useless. It’s important

to note that you can sometimes recover Crosshow bolts from corpses—a very
fortunate circumstance!

Rewire Tools are extremely valuable items. Rewiring the circuitry panel of a security
device not only makes passage through that area much easier but can also eliminate
a lot of deadly combat. Few things are as satisfying as luring an aggressive squad of
City Watch guards through a rewired Wall of Light and watching the ashes fly.

Finally, you can store up to 10 botties of each kind of elixit, red or blue. When
consumed, the red Sokolov’s Health Elixir restores a portion of your health, and the
blue Piero’s Spiritual Remedy restores a portion of your mana.

26
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SHOPPING AND UPGRADES

The money you earn from pawning scavenged items can be used to purchase new equipment and upgrades at
Piero’s Workshop by your home base at the Hound Pits Pub, For more on the items available, see our Corvo’s
Arsenal chapter. ts

You can also trade with a scavenger named Griff who you can meet

in the Distillery District just off Bottle Street. (You have to free him
from his boarded up prison first.) After the initial meeting with Griff
you can find him later on Bloodox Way, just around the corner from the
Dunwall Whiskey Distillery.

You also run across Blueprints while exploring Dunwall. Collect them to gain access to advanced equipment
upgrades. Once you collect a Blueprint, the matching equipment upgrade is available for purchase at
Piero’s Workshop.

GATHERING INFORMATION

Dishonored features several ways to accrue key information about the current mission or the world at large. Be patient as you move through
each area—in most cases, you have plenty of time to reach your destination.

cAVESDROP

Take time to eavesdrop on unaware enemies and absorb more background information related to the world and the events unfolding around you.

GETTING STARTED




LOOK AND LISTEN

Similarly, you can listen to street speaker announcements and read all posted
signs to pick up key hits of information. When you meet characters with whom
you can converse, be sure to click on them multiple times to see if they offer

follow-up lines, or you can just hang out and listen.

READ

Dozens of notes and hooks scattered through the missions also add a great deal
of background info on the world and events. If you want the full, rich storytelling
experience Dishonored offers, read everything you find. Books usually provide

background or story information, while Notes often pertain to specific missions.

USE THE HEART!

Finally, you can acquire some very interesting tidbits by equipping
the Heart in your left hand. It helps you locate valuable Runes and
Bone Charms by lighting up and beating when you’re facing one
(even through walls), and it beats faster as you get closer. Just as
valuable sometimes are the “secrets” the Heart whispers to you if
you activate it while targeting a person or place.




THE CITY WATCH SECURITY SYSTEM

4side from guard patrols, the City Watch is comprised of a system of deadly security devices that can kill you quickly. Your game manual gives
you a good overview of the Watch Towers, Arc Pylons, and Walls of Light you may encounter. Often you can avoid these devices by working
your way around them. But sometimes it's more satisfying to disable them or even rewire them so they turn against the City Watch.

~OLLOW THE CABLES!

The key to disabling or rewiring a security system is to follow the thick cables that run from the device to both its power box and its circuit
Sox—two separate units. Accessing these boxes is usually complicated by their placement (often very near the deadly device itself) and/or by
the City Watch patrolling the area. But be persistent: there’s almost always a way to reach the boxes.

E

DISABLING DEVICES

To disable a security device you must locate its power box and then remove the whale oil tank that powers it. If you do this, the device goes
dead. You can replace the tank at any time to power up the device again.

REWIRING DEVICES

This is one of our favorite tricks in the game. If you manage to follow the cables from a Wall of Light, Arc
Pylon, or Watch Tower to its circuit box, you can open the box and use a Rewire Tool to essentially reverse
the circuitry. Afterwards, the device lets you pass but turns against all City Watch guards!

POWER DOWN FIRST, THEN REWIRE

~ Sometimes you need to power down a security device hefore you c}m reach its circuit box. With the device disabled, you can get to the
circuit box safely, rewire the circuiiry, and then return to the power box and replace the whale oil tank. Now the device is working in your favor!

2.9
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STEALTH
MECHANICS

In Dishonored, stealth gameplay is the result of many systems
working together. These systems govern the attributes of your ability
to be sneaky and the ability of NPCs to react. The following section
describes how these systems operate.

- BE SNERKY

i Try playing Dishonored using as much stealth as
possible. Sngaking, playing nonlethally, or “ghosting” the

GENERAL NOTES ON LIGHT,

SHADOW, AND DISTANCE |

The Dishonored stealth model is hased primarily on enemy vision cones and occlusion, not on pools of shadow. Up close, an NPC’s facing and
field of vision is what matters most—in other words, to remain hidden, stay behind the NPC or behind something that blocks the NPC’s view.
Only at a significant distance does darkness matter, making you more hidden.

NPC REACTION AND PLAYER VISIBILITY

This section describes how NPC perception of your character,
Corvo Attano, is modeled to simulate the effects of cover, light,
speed, and proximity.

NPC REACTION

The NPC ability to react to Corvo is based on many rules including
line of sight, vision cones, proximity, player visibility, and NPC
hearing. Anytime an NPC becomes aware of Corvo it is because at
least one of the following conditions has occurred.

NPC SIGHT

The NPC ability to visually detect the player is based on the
following rules.

VISION CONES: NPCs have two cones of vision, an inner longer cone,
and an outer wider cone. The inner cone approximates the NPC’s
acuity over a long distance and the outer cone approximates the
NPC’s peripheral vision,

LINE OF SIGHT (LOS): If Corvo is within an NPC's vision cone the next
test is to determine if the NPC has an unobstructed view of Corvo
using a LOS check. If he or she does, the NPC’s reaction time still
depends on proximity and player visibility.

30

PROXIMITY: Proximity becomes a factor only when the first two tests,
Vision Cone and LOS, have passed. Proximity is used to determine
how quickly the NPC reacts. Within twenty meters, the closer the
NPC is, the faster they see Corvo. Outside twenty meters proximity is
no longer a factor and the NPC may only detect Corvo based on the
player’s visibility.

NPC HEARING

Whenever two objects collide their collision generates a noise that
NPCs can hear. Sometimes the noise is very loud and dangerous
sounding and other times the noise is quiet and anomalous.

The latter kind may simply make an NPC turn their head with passing
interest while the former may make the NPC come

running to investigate.

You can manipulate NPCs by tossing bottles or shooting at walls to
distract an NPC and get them out of the way. Be warned that Corvo
generates footfall noises when walking, running, or sprinting, but
not when in Sneak Mode. This means that you may easily give away
Corvo’s position by running recklessly through a populated area,




PLAYER VISIBILITY

Corvo has an attribute called visibility that determines how sneaky
you are being. If an NPC can see Corvo, the NPC's reaction time is
Z=termined hy Corvo’s visibility over time. Put simply, the longer
2 NPC sees Corvo and the higher your visibility, the quicker

w2 NPC reacts.

Zorvo's visibility is determined by his state: Is Corvo standing,
sneaking, or hiding under a table? Each of these is a “state” that
Zorvo may be in and each has an effect on Corvo’s visibility.
STANDING

Corvo’s visibility is determined entirely by lighting and speed. It’s
passible for you to be completely hidden while standing, but Corvo
must be still and in absolute shadow.

SPEED: The faster Corvo moves (walking, running, sprinting) the
aigher his visibility is.

Leaning out from behind cover gives you a chance to watch your enemies and eavesdrop on them without being seen. As long as

your body is behind cover, you aren’t visible, Be careful though, just because a piece of cover is blockmg you from one angle doesn’
an that an enemy can’t come patrolling by and spot you from another angle.

LIGHTING: The brighter the area Corvo is standing in, the more
visible he is.

SNEAK MODE

While in Sneak Mode, only lighting contributes to visibility; the
player’s speed is ignored and NPCs cannot hear Corvo moving about.

LIGHTING: The brighter the area Corvo is sneaking in, the more
visible Corvo is.

AUTO-CROUCH MODE

When the player is in Sneak Mode and pushes into a table or other
very small space, Corvo gets even smaller in order to squeeze into
these tight spaces. This is called “Auto-Crouch Mode.” In this mode,
Corvo is at his sneakiest as even light does not contribute to his
visibility. NPCs must rely entirely on LOS and very close proximity to
detect the player.

Note that the same rules apply to Corvo while swimming.

NPC RESPONSES TO DETECTING CORVO

There are several degrees of an NPC’s response to detecting Corvo.
Each response increases the chances for the NPC to escalate to the
next degree of response. The responses also may vary depending
on NPC type. For example, combatants such as members of the City
Watch aggressively search for Corvo by spreading out and covering
a lot of ground, whereas a noncombatant such as a house maid
cowers, looking around and calling for assistance.

COMBATANT RESPONSE
HEAD TRACK

The lowest level of response. The NPC simply turns his head in the
direction of interest.

The awareness meter shows two of six bars over the NPC’s head.
NOTICE

The second level of response. The NPG has taken more than a
passing interest in something he’s detected and stops, turns to face
the direction of interest, and issues a verbal response such as, “I
heard something” or “Did | see something?” as appropriate. The NPC
continues to face in this direction until its response escalates to
Search (the next level of response), or until enough time has passed
and everything is deemed to be okay after all. In the latter case, the
NPC resumes its patrol with a dismissive bark such as, “Must have
been arat.”

The awareness meter shows four of six bars over the NPC's head.

SEARCH

The third level of response. The NPC has determined that there is

an immediate threat. He draws his weapon and actively searches

for Corvo, starting with the last place he heard or saw you. If,

upon arriving at this location, the search comes up empty, the NPC
continues to search around and under tables. A searching NPC enlists
the help of nearby NPCs to help search. This search phase continues
until enough time has passed and the NPCs lose interest or until their
response escalates to combat.

The awareness meter shows six of six bars over the NPC’s head.
BUSTED! (COMBAT)

NPCs remain in combat stance as long as they are directly aware of
Corvo. Combat ends when Corvo slays his pursuers, when they slay
him, or when Corvo escapes. In the latter case, the NPCs revert to
Search mode.

The awareness meter above the NPC’s head turns red and bursts.
The player is busted!
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NONCOMBATANT RESPONSE
HEAD TRACK

The lowest level of response. The NPC simply turns his/her head in
the direction of interest.

The awareness meter shows two of six bars over the NPC’s head.
NOTICE

Same as described above, under Notice, in the Combatant
Response section.

SEARCH

The third level of response. The noncombatant NPC has an idea
that there is an immediate threat. The NPC barks a response such
as, “Hello?” and “Someone’s over there,” but does not investigate.

Instead, the NPC stands in place and looks around. A nearby
combatant NPC may hear the calls for help and come to investigate.

The awareness meter shows six of six bars over the NPC’s head.
FLEE

Noncombatant NPCs have no recourse when facing Corvo other
than to flee. If they can escape, they will. As nhoncombatants run
away they call to any nearby friendly combatants who respond

by searching in the area from where the noncombatants fled. If
noncombatants cannot escape, they drop to their knees and cower.
NPCs that cower never recover from this state.

The awareness meter above the NPC’s head turns red and bursts.
The player is busted!

CREATIVE COMBO KILLS

Part of the fun in Dishonored is coming up with different combinations of powers and gadgets to take out enemies. In particular, the Bend
Time power works well with other methods for creative foe elimination.

Here are a few examples:

COMBINE A SPRINGRAZOR WITH A POSSESSED RAT.

Let's say two or more City Watch guards gather at a chokepoint that you

want to pass through. First, find a nearby rat. (If you can’t find one,
use Devouring Swarm to conjure up a rat pack.) Use Bend Time to
slow things down. Attach a Springrazor trap to the

rat and use Possession to take contraol

of the now booby-trapped rat. Walk the

possessed rat into the midst of the guards.

Then quickly end your Possession and watch as
the Springrazor eviscerates the crew when Bend

Time ends.




SIENDLY FIRE SITUATIONS.

2 simple way to turn an enemy’s attack against him: If a foe tosses a Grenade, simply activate Bend Time, snag the frozen Grenade
the air, and fling it right back at the thrower.

- Tace multiple foes, use Bend Time to freeze the action at the very moment that one of the attackers fires a projectile from a Pistol

20w. Use Possession to control another nearby enemy and walk him into the projectile’s path. End your Possession and watch as the
°= = shot takes out the second foe when Bend Time ends.

=23 A SUICIDE SHOT.

* ‘one attackers you can use Bend Time in a similar way to set up another version of friendly fire: the “suicide kill.” Wait until the fog

shotand then immediately Bend Time to freeze the projectile in midair. Use Possession on the shooter and walk him around in front of
shot! Again, end the Possession first and then watch as the shooter takes his own bullet when Bend Time ends.

= FORCE FOES THROUGH REWIRED SECURITY DEVICES.

ane of our favorite ways to eliminate annoyingly aggressive foes. It usually requires some careful reconnoitering beforehand. When you
* =zl of Light blocking a major gate or passage, spend some exploration time tracking down its control box. (Tip: Follow the
vo= Zundles leading from the device.) Try to reach it stealthily if you can. Use a Rewire Tool on the box—once rewired, a

I of Light lets you pass safely but turns your foes into clouds of cinders if they walk through.

Take arun at any City Watch guards in the area. Let them chase you right through the Wall of Light and

=21 the satisfying results. Or you can be more proactive by getting on the opposne side of the guards then using
1dblast power to blow them through the electrified portal.

> THE BEST TIP OF AiL




THE H EAF\’T

s Early in Dishonored, the Qutsider appears to your

character, Corvo Attano, and hands over a very special

: “gadget” called the Heart. Listed in your Gadget inventory,
the Heart not only reveals the inner secrets of people and

places but also pinpoints the location of any Rune or Bone
Charm in the current area. Use this finely attuned device to help you find and

collect these valuable items.

Ten supernatural powers are available for
activation in Dishonored. All ten powers can

be fully reviewed under the Powers tab in your

. Journal (available early in the game). Each one
Youl' T has a basic Level 1 effect plus a Level 2 upgrade
lm"“‘ that increases or expands the initial power.

POWERS:
The game features six active powers that you must trigger in order to use: Blink, Dark Vision, Bend Time, Possession, Devouring Swarm, and
Windblast. Once acquired, these powers appear on your Quick-Access Wheel for selection. Each costs a certain amount of mana to use—some
more than others.

ENHANCEMENTS:
You can also acquire four passive powers called “enhancements”: Vitality, Agility, Blood Thirsty, and Shadow Kill. Once you acquire an
enhancement, its effect is permanent or always available, and it costs no mana.




COLLECTING RUNES

Supernatural powers and enhancements are channeled through Runes, a set of artifacts carved from whalebones.
Except for Blink—which you receive for free the first time you encounter the Outsider—you must “purchase” all
powers (including their Level 2 upgrades) using Runes as your currency. Choose your powers wisely, as Runes are
a rare resource.

I o= 211 ten supernatural powers plus all upgrades you'd need a total of 56 Runes, but only 34 Runes are available in the game. So focus
I T ==wars that best support your style of play. If you choose a “High Chaos” approach (lots of melee combat), you probably want good

W ooy 2o0 Agility, plus the Blood Thirsty power so you can build up Adrenaline for unstoppable attacks. If you’re trying a stealth or non-lethal
acquiring powers such as Dark Vision, Bend Time, and Possession that let you more easily observe and/or sneak past enemies.

CTIVE POWERS
BLINK

LEVEL = RUNES NEEDED | DESCRIPTION

FAST BLINK FORWARD AT A GREATER DISTANCE

MANA CONSUMPTION:
VERY LOW

This remarkable power is exiremely
useful regardless of which approach
you take through the game. You get
Blink for free (no Rune cost) the
first time you sleep in your room

at the Hound Pits Pub, an action
that triggers a dreamlike series

of events. Blink can teleport you

to a nearby location—you travel
and arrive silently—so it's a good
stealth power. Hold the Blink control
to activate the blue targeting icon,
move the glowing icon where you
want to go, and release the control
to make a fast, stealthy dash to the
chosen location.

Blink is also very useful for vertical exploration. Aim the Blink icon at ledges, ducts and
platforms to reach higher locations; the icon morphs into blue arrows pointing upward when
you target the right spot at the edge of the platform you want to ascend. You can also combine
Blink with a jump to pull off acrobatic maneuvers. Level 2 significantly increases your Blink
range, so for just three Runes it's a good bargain.

3 5 7":
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FREEZE TIME

MANA CONSUMPTION: VERY HIGH

The Bend Time power gives you the best way to deal with a crowd of enemies.

It dramatically slows the world around you for a limited time, allowing you to
assassinate or sneak past multiple foes. One of the best ways to use Bend Time is
when you want to approach and rewire a well-guarded control box for a security
device like an Arc Pylon or Wall of Light. If you can rewire an Arc Pylon before
enemies can react, the device starts decimating them!

At Level 2, time is completely stopped, during which enemies and even security
systems are unaware of you. This ability to maneuver through an area with absolute §
impunity is a great power indeed, but it comes at the nearly prohibitive cost of eight
Runes, making it easily the most expensive upgrade on your powers list. When
Level 2 is active, any attack you perform counts as a one-strike assassination,
allowing you to quickly deal with multiple enemies in a crowd.

NOT FOR THE FRINT OF HEART

Though definitely net a good option for anyone trying to avoid killing enemies, Bend Time allows you the leeway you need to attach a Springrazor
to an enemy in a crowd. Slip in, attach the Springrazor and slip out, ali before Bend Time expires. Once it does, the Springrazor triggers, often
taking out multiple targets in a very messy fashion.

SAME AS LEVEL 1 BUT ALSO SEE IMPORTANT OBJECTS AND SECURITY DEVICES (INCLUDING THEIR WIRING) THROUGH WALLS

MANA CONSUMPTION: VERY LOW

The Dark Vision power reveals the bright yellow silhouette of living beings detected through solid surfaces. You can view which way an enemy
is facing and see where he's looking (depicted as a “vision cone”). Dark Vision also provides a visual representation of the sounds you produce,
making it especially useful for careful stealth maneuvering.

At Level 2, the power adds full vision of
security systems, resources, and most
valuable objects as well—ammo, coins,
keys, or traps. This is particularly valuable
because it includes the ability to see
cables and power/control boxes for the
security devices, making it much easier

~ to plot a course to find and disable them.
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LEVEL  RUNES NEEDED | DESCRIPTION

ﬁ DEVOURING SWARM

MANA CONSUMPTION: HIGH
7%= Devouring Swarm power summons a ravenous horde of rats that consumes corpses or attacks the nearest living thing. This gives you
2t only a fearsome biological weapon but also a brutally efficient way to eradicate telltale evidence after you've Killed foes via combat or

=ssassination. Level 2 summons a larger, more vicious swarm of rats that works even faster. Note that only one rat swarm can be active at a
“mz. Once rats complete their grisly task, they scatter after a short time.

SUMMONS A LARGER SWARM OF RATS THAT EATS BODIES VERY

L

POSSESSION
LEVEL  RUNES NEEDED  DESCRIPTION
POSSESS ANIMAL OR HUMAN TARGETS

MANA CONSUMPTION: VERY HIGH

~Issession is probably the purest stealth-related power available in the game. When cast, it physically merges you with any creature’s body for a limited
“me. For example, Possessing a rat or fish lets you hide in small spaces and pass through low, narrow passages or between bars undetected. Using tiny
w=nis, ducts, and water channels gives you a way to bypass not only City Watch patrols but also security devices like Arc Pylons or Walls of Light. Although

"= and fish are obvious targets, you can also Possess Wolfhounds, giving you the ability to sprint at high speed.

4

7
»

izmies attack your Possessed rat form if you stand still in front of them, but they pay no attention if you keep your rat on the move and out of reach.
~ussessed animals can't pick up objects, and if the creature dies, you die. When Possession ends, rats and fish immediately expire but a wolfhound retches
=nd then recovers, so get away quickly. If you're still in a small space like a rat hole when your Possession time elapses, you stay in Possession until you
"=2cN an area large enough for you to revert back to your human body, whereupon you immediately end Possession. If you manually end Possession in too
=mall of a space, you die.

The Level 2 upgrade allows for the Possession of human targets. This lets you walk right
past security systems and heavily guarded areas. When Possessing a human, keep in mind
that your control options are limited to basic interactions. You can walk, run, open doors,
pull levers, remove whale oil tanks from devices, and pick up or carry things. However, you
cannot attack targets, rewire devices, or cast other powers. If you Possess a member of
the City Watch, other members of the Watch and City Watch security devices ignore you.
However, they don’t let civilians or Weepers pass. Don’t try to walk through a Wall of Light if
your host isn't part of the City Watch!

When their Possession ends, human targets retch and take a moment to recover. You always
end up behind the Possessed target, which gives you a moment to either take them down or
escape. Note that Tallboys have a very short recovery period, so you need to move quickly!
With Tallboys, it is vital that you put their back towards your destination as the Possession
period ends, so that you don’t cross their line of sight when you escape afterward.
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== \VINDBLAST

LEVE RUNES NEEDED | DESCRIPTION

VERY POWERFUL WIND BLAST FORWARD THAT CAN KILL ENEMIES BLOWN AGAINST WALLS

MANA CONSUMPTION: HIGH

The Windblast power unleashes a mighty explosion of wind, knocking your enemies off their feet. The burst throws nearby targets off balance,
making it easy to rush in and slice them to ribbons with your sword. It's an excellent attack against packed groups of hostiles or single targets
near ledges—it can push foes off high elevations so that the fall kills them. A good Windblast also clears the space you need in battles against
highly aggressive enemies. Unfortunately, however, it doesn’t knock over Tallboys.

This power also douses fires, shatters wooden doors and, if you can time it right, reflects projectiles back at the enemy who fired them.
Whereas Windblast is non-lethal as a direct attack, the Level 2 upgrade increases the power enough so that it actually kills enemies outright if
the burst hurls them against a wall or another solid object.

ENHANCEMENTS
£ VITALITY

LEVEL =~ RUNES NEEDED | DESCRIPTION

2 3 | PLAYER REGENERATES MORE HEALTH, AND FASTER

MANA CONSUMPTION: NONE

The Vitality power extends your health bar—that is, it increases your maximum health so you can sustain more damage from attacks,
explosions, or falling. Of course, more health is always good, regardless of the path you choose to take. But adding Vitality is particularly helpful
if you're fighting through missions in High Chaos mode, taking the more violent path. At Level 2, your health regeneration is improved in two
ways: the health bar regenerates more quickly, and more of it is regenerated as well,




REASES JUMP HEIG £D DAMAGE
SIGNIFICANTY INCREASES ALL MOVEMENT SPEEDS

MANA CONSUMPTION: NONE

Activating the Agility power lets you jump higher and reduces the
damage suffered if you fall. Like Vitality, it provides significant benefits

for a combat-oriented approach to missions, but it is equally valuable
for the stealth option. When combined with the Blink power, more Agility
lets you negotiate and explore elevated areas much easier. The Level

2 upgrade gives you the ability to move faster in every way, whether
sprinting, climbing, or swimming.



3

UNLOCKS DOUBLE ADRENALINE KILL. ADRENALINE GAIN IS FASTER, DISMEMBERMENT HAPPENS

o s

MANA CONSUMPTION: NONE

The Blood Thirsty power is essential for players who choose to emphasize combat when completing missions. Blood Thirsty builds up your
Adrenaline whenever you block attacks, perform assassinations, or inflict damage. If you have enough Adrenaline built up, a hazy, blood-red
fog appears on the screen. Once Adrenaline is maxed out, the Adrenaline Kill button appears onscreen. Just press it after you move close to an
enemy to execute an instant (and somewhat gruesome) one-hit kill.

The Level 2 upgrade increases the rate of Adrenaline buildup and enables a double-attack that kills multiple enemies nearby. To execute this
attack, double-tap the Adrenaline Kill button shown onscreen. You can move and look freely while doing this in order to aim at your targets.

" i
, <
LS

ANYONE YOU KILL TURNS T ASH AS THEY DIE
MANA CONSUMPTION: NONE

This is one of our favorite powers because it removes some of the busy work of remaining undetected—i.e., hiding your victims’ COrpses.
Each time you assassinate an unaware enemy, the corpse instantly turns to ash and completely disappears, thus eliminating the need to stash
it out of sight. At Level 2, even those enemies who are fully aware of your presence turn to ash after you terminate them—no assassination
necessary. The quick disintegration leaves pickup items intact, however, so look for dropped pouches, keys, or weapons/ammo on the ground
under your victim’s ashy demise.

AN~
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BONE

CHARMS

. While exploring Dunwall you can find up to 25 Bone Charms, a lesser version of Runes that boost some of your abilities

when you equip them. (The in-game tutorial describes them as providing “small supernatural benefits.”) Locate Bone
Charms using the Heart and by listening for the otherworldly sound or “song” they emit. Note that Dishonored actually features
35 different Bone Charms, but only 25 are randomly placed in your current game.

2+ First you can equip only three Bone Charms at any given time in the Bone Charms section of your Journal. As you move through the game,
“=wever, you can purchase a pair of Bone Charm Capacity upgrades that give you additional slots in which to equip Bone Charms, up to a total

“six at a time.

izk= sure the Bone Charms you equip complement each other. For example, the Albinos charm generates more white rat encounters, but this
<=5 you little good unless you also equip the Welcoming Host charm, which extends the length of time you can Possess any white rat (using the

[

sion power) by an extra 10 seconds.

L~ather good combination is for fighters who choose to slash their way through the game using combat and assassinations. The Bone Charm
-2 of Vengeance, Carrion Killer, and Sustained Rage helps get your Adrenaline level up high for instant Adrenaline Kills. Vengeance raises your
“srenaline when you take damage; Carrion Killer bestows Adrenaline when you simply kill rats; and Sustained Rage keeps your Adrenaline

“owing for a longer

time before it subsides.

==r='s a complete listing of the 35 original Bone Charms available, along with a description of each. You can mix and match Bone Charms at any

“m=. 50 be sure to always equip the ones that provide the best advantages to your current situation.

| MAME
TOUGH SKIN |

ROBUST|

=08USTH

SPIRITED |

SFIRITED

S

DESCRIPTION

YOUR MAXIMUM HEALTH IS
CREA

FOOD HEALS YOU SLIGHTLY MORE RAT SCENT

DROP-ASSASSINATIONS GIVE A
BIT OF MANA

PLAGUE RESISTANT

SLIGHT CHANCE
TOM

. VENGEANCE

POTIONS GIVE YOU SLIGHTLY
MORE HEALTH

STRONG ARNS )

POTIONS GIVE YOU SLIGHTLY
MORE MANA

SWIFT SHADOW

TWIST OF FORTUNE |

NAME DESCRIPTION
v

ERY RARELY, POTIONS GIVE YOU

ALOT OF MANA

RATS ATTACK YOU ONLY WHEN
YOU WALK CLOSE TO THEM

WEEPERS INFLICT SLIGHTLY LESS

DAMAGE

GETTING DAMAGED GIVES YOU A

CHOKING IS FASTER

YOU MOVE SLIGHTLY FASTER
WHILE IN STEALTH

SMALL AMOUNT OF ADRENALINE

WHIRLWIND 1l
ACROBAT

SCAVENGER

GOLDEN TOUCH

FLEET FIGHTER

' YOU CLIMB SLIGHTLY FASTER

YOU FIND AMMO IN GREATER
AMOUNTS

WELCOMING HOST

e

DESCRIPTION

YOU SWING YOUR SWORD
MODERATELY FASTER

YOU CAN POSSESS WHITE RATS
FOR LONGER

THE VALUE OF ALL PRECIOUS
ITEMS IS INCREASED SLIGHTLY

HAVING YOUR WEAPONS OUT
DOESN'T SLOW YOU' DOWN
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his chapter offers a comprehensive reference for all of the Equipment and Items you can find in Dishonored.
ventory management is straightforward and simple in this game. If you pick up something you can use later,
ammo or a new weapon, the item stays in your inventory. But those items are relatively rare. Most pickups are
ings you eat for health or pawn on the black market, neither of which you can carry. Food must be consumed on
€ spot or left behind, and sellable items turn to cash the moment you grab them—no inventory clutter. Very nice.

he Loyalist Piero is your primary source of gear. Visit Piero in his workshop just across the alley from the Hound Pi

Pub. You can also purchase a small number of items at Griff’s Curio Shop, in the Distillery District. Griff is available only
if you liberate him from his boarded-up prison.




GADGETS & UPGRADES

THE HEART

When you first meet him, the Outsider gives you this strange artifact that appears to have a will of its own.

When equipped, the Heart can lead you toward Runes and Bone Charms, whispering secrets along the way.
To learn more about the people and places around you, equip the Heart and activate it to hear its whispered
secrets, some of them more than slightly disturbing.

BLUEPRINTS

Keep an eye out for Blueprints as you move through your missions. When you deliver Blueprints to Piero
at his workshop by the Hound Pits Pub, he incorporates their designs into his workshop offerings, ining

you advanced equipment upgrades available for purchase. Note that we list each Blueprint in two different
locations. If you find the Blueprint in one of the two places, it does not appear in the other. ey

BLUEPRINTS

SSNE OF BLUEPRINT UNLOCKS DESCGRIPTION LOCATION
: E - = == B -

-

- A DIAGRAM FOR INCREASING STABILITY IN A MULTI-LENS
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BOOT STEALTH 1

- - V . - e
A PYROTECHNIC SUBSTANCE THAT IGNITES T0 PR | GHAPTER 5: BEHIND DOOR IN DISTILLERY
| INTENSE LIGHT FOR A SHORT DURATION ~f o

CHAPTER 9: IN BASEMENT NEAR GATEWARD TUNN
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CITY WATCH SWORD

This is a standardized Sword made from industrial steel, reliable and utilitarian. It is the first weapon you find
while attempting to escape from Coldridge Prison—it sits on a table directly acress from your cell.

COST: None

PREREQUISITE: None

CORVO’S FOLDING BLADE

Light, retractable and sharper than a razor.

This is Corvo’s primary right-hand weapon throughout most of the game. You acquire it from a stash in
the Dunwall Sewers just after you escape prison. Its resilient folding blade is efficient for both stealth
assassinations and melee combat. The dense metal used to create this unique Sword makes it the perfect
defensive weapon for blocking incoming blade attacks.

COST: None
PREREQUISITE: Find it in Dunwall Sewers

UPGRADE: SWORD CROSSING

Makes the Sword more effective when locking blades and pushing against an enemy,

COST: 600
PREREQUISITE: Corvo’s Folding Blade

OVERSEER BLADE

The Overseer Blade is standard issue for all Overseers. Made for functionality, not beauty, it works well against
any foes within reach of your sword arm. You can most easily find these in the Flooded District.

COST: None

PREREQUISITE: None

ASSASSIN’S BLADE

Elegant in its simplicity, the Assassin’s Blade is an excellent tool for both stealthy assassinations and toe to toe
combat. You have a good chance of coming across one of these in the Flooded District.

COST: None

PREREQUISITE: None




ITY WATCH PISTOL

COST: None

B Modern firearm, used by City Watch officers, veterans and the gentry. Pistols are good weapons to complement
your sword in @ brawl. You can find Pistols in Coldridge Prison—just pick one up.

PREREQUISITE: None

 UPGRADE:
CORVO’S PISTOL

“&0's special upgrade to the standard Pistol adds a short range spread
“=mage and allows additional Pistol upgrades: Pistol Accuracy 1, Pistol
‘zzazine 1, and Pistol Reload 1.

ST 600

"SEREQUISITE: None

UPGRADE: PISTOL ACCURACY 1

i Lowers dispersion and stabilizes the Pistol’s aim.

COST: 300

PREREQUISITE: Corvo’s Pistol

UPGRADE: PISTOL ACCURACY 2

Further lowers dispersion and stabilizes
Pistol aim.

COST: 600

PREREQUISITES: Pistol Accuracy 1

UPGRADE: PISTOL MAGAZINE 1

| Adds one bullet to the magazine (total 2).

COST: 300

PREREQUISITE: Corva’s Pistol

UPGRADE: PISTOL MAGAZINE 2

| Adds another bullet to the magazine (total 3).

| COST: 450

PREREQUISITES: Pistol Magiaziﬂe 1

UPGRADE: PISTOL MAGAZINE 3

Adds another bullet to the magazine (total 4).
COST: 600

PREREQUISITES: Pistol Magazine 2

UPGRADE: PISTOL RELOAD 1

Faster reload (2 seconds).

COST: 300

PREREQUISITE: Corvo’s Pistol

UPGRADE: PISTOL RELOAD 2

Faster reload (1 second).

COST. 600

PREREQUISITES: Pistol Reload 1

UPGRADE: BULLET CAPACITY 1

Increases bullet storage capacity by 10
(total of 20).

COST: 300

PREREQUISITE: Corvo’s Pistol

UPGRADE: BULLET CAPACITY 2

Increases bullet storage capacity by 10
(total 30).

COST: 600

PREREQUISITES: Bullet Capacity 1

CORVO’S ARSENAL



CROSSBOW

CORVO’S CROSSBOW

shot can even sever and pin your enemy’s limbs.

" COST: None

~ Assilent, exotic weapon crafted from the finest materials. The Crosshow is a good choice for silent takedowns.
You first acquire it stashed in the Dunwall Sewers just after you escape
ammunition, including regular metal bolts, Sleep Darts, or the more dest

prison. It can be loaded with a variety of
ructive Incendiary Bolts. A well-placed

PREREQUISITE: Find it in Dunwall Sewers

COST: 300

UPGRADE: CROSSBOW ACCURACY

Enhances and stabilizes Crosshow aim, lowers dispersion.

PREREQUISITE: Corvo’s Crosshow

COST: 450

UPGRADE: CROSSBOW RANGE

Adds more bolt power, Shots travel faster and farther,

PREREQUISITE: Corvo’s Crosshow

COST: 600

UPGRADE: CROSSBOW RELOAD SPEED

Faster reload. Enables a much faster reload.

PREREQUISITE: Corvo’s Crosshow

capacities remain unchanged.

COST: 300

UPGRADE: BOLT CAPACITY 1

Doubles the Crosshow’s standard bolt capacity to 20. Sleep Dart and Incendiary Bolt

PREREQUISITE: Corvo’s Crosshow

capacities remain unchanged.

COST: 600

UPGRADE: BOLT CAPACITY 2

Increases Crosshow’s standard bolt capacity to 30. Sleep Dart and Incendiary Bolt

PREREQUISITE: Bolt Capacity 1




CORVO’S MASK |
S. Conceals your identity from prying eyes. Its allows you to purchase optics upgrades as well,
f
t’d" COST: None
&

PREREQUISITE: None

UPGRADE: MASK OPTICS 1

An upgrade to Corvo’s Mask that provides zooming and pping capabilities.

COST: 300
PREREQUISITE: Corvo's Mask

| UPGRADE: MASK OPTICS 2

Gives your Mask lens a higher level of zoom., “

COST: 450 ]
PREREQUISITE: Mask Optics 1, “Lens Magn‘ificati,on” Blueprin :

b

UPGRADE: IMPROVED ARMOR

Reduces the damage that you take from most phy

COST: 600 :
PREREQUISITE: “Bonded Galvani Weave” Blueprint

UPGRADE: BOOT STEALTH 1

Makes walking and running entirely silent,

COST: 450
PREREQUISITE: “Folded Galvani Resin” Blueprint

UPGRADE: BOOT STEALTH 2

Makes sprinting entirely silent,

COST: 600
PREREQUISITE: Boot Stealth 1




REGULAR BULLET

Ammunition for any standard Pistol. Very loud.

COST: 30

s | UPGRADE: EXPLOSIVE BULLET

| An alternate ammunition type for Corvo’s Pistol that explodes on impact.
COST: 600

CROSSBOW BOLT

Crosshow ammunition which fires silently. It's impact can create noise, however, depending on the surface.
Can sometimes be recovered from the bodies of fallen enemies.

COST: 20
PREREQUISITE: Corvo’s Crosshow

‘¢ 7" SLEEP BOLT

Crosshow ammunition that puts unaware enemies to sleep instantly and knocks out enemies in combat after a
short delay.

COST: 30
PREREQUISITE: Corvo’s Crosshow

I~ = UPGRADE: COMBAT SLEEP DART

Removes sedative delay for enemies in combat.

COST: 600
PREREQUISITE; Corvo’s Crosshow
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INCENDIARY BOLT

Incendiary Crossbow ammunition that immolates a single enemy,
COST: 50

PREREQUISITE: Corvo’s Crosshow, “Incandescent Paste” Blueprint

SPRINGRAZOR

These deadly devices function as proximity mines that can be fixed to most surfap loors, walls or even
creatures. When triggered by vibrations, the trap unleashes a flurry of blades, eyisi:e“ratihg anything in
- the vicinity.

COST: 50

PREREQUISITE: None T o 8

UPGRADE: SPRINGRAZOR CAPACITY

Increases Springrazor storage capacity by 4 (total 9).

COST: 450

PREREQUISITE: None

UPGRADE: SPRINGRAZOR RADIUS

Increases eviscerating radius for Springrazor shrapﬁél by 2~fmefers;
COST: 600 -

PREREQUISITE: None

GRENADE

A metal shell, packed with a thick tar made from whale oil. Can be “cooked”—i.e., held for longer to ensure
a timely blast. Thrown explosives are useful for killing multiple targets at once or for taking down particularly
tough enemies.

COST: 70

PREREQUISITE: None

UPGRADE: GRENADE CAPACITY

Increases Grenade storage capacity by 4 (total 9).
COST: 450

PREREQUISITE: None

UPGRADE: STICKY GRENADE

An additional type of Grenade, this hand thrown explosive device attaches to whatever
surface it hits if it hasn’t already exploded. Can be cooked like the Grenade,

COST: 600

PREREQUISITE: “Spiked Grenade Housing” Blueprint

CORVO’S ARSENAL



UPGRADE: BONE CHARMS CAPACITY 1

Enables one additional Bone Charm to be active (total of 4) in your Journal.

COST. 300

PREREQUISITE: None

UPGRADE: BONE CHARMS CAPACITY 2

Enables two additional Bone Charms to be active (total of 6) in your Journal.

COST: 450

PREREQUISITE: Bone Charms Capacity 1

N

| RESOURCES

| COIN
Coins come in various
denominations. These can be found
in many places, so keep your eye
out for loose change as you make

~ your way through the streets of

~ Dunwall. Most of the valuable
items you scavenge automatically
transform into coinage the moment

SOKOLOV'S
HEALTH ELIXIR

Restores health. You can find
numerous vials of this precious
potion scattered throughout the
city, so keep your eyes sharp.
Use the Quick Access Wheel to
consume.

you pick them up.

REWIRE TOOL

Single-use tool for disabling alarms or
reversing the attunement of the Wall
of Light, Arc Pylon, and Watchtower.

~ Max carrying capacity is 9.

PIERO’S
SPIRITUAL REMEDY

Restores mana. Use the Quick
Access Wheel to consume.
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T DEALER’S KEY
CK DOOR KEY

CK YARD GATE KEY

)

* SASEMENT VAULT KEY

-

-

-

-

370ADCAST CONTROL STATION KEY
ZELL HALLWAY KEY
CHECKPOINT KEY

ZOACH HOUSE DOOR KEY
CONTROL ROOM KEY
ZORVO'S CELL KEY
J4UD'S KEY

JISTILLERY MASTER KEY
JISTILLERY RESERVE KEY
JRAWBRIDGE CELL KEY
JRAWBRIDGE KEY

KEY RING

In these troubled, secretive times, trust is low and many doors are locked in Dunwall. Explore carefully to find the
keys you need to unlock them. Look inside chests, drawers, safes, and other compartments. Sometimes you can
find keys by looting enemies you defeat. Here's a list of all the keys you can find in Dishonored.

® DUNWALL SEWER GATE KEY

@ DUNWALL SEWER MASTER KEY
@ DUNWALL TOWER KITCHEN KEY
@ DUNWALL TOWER SKELETON KEY
@ EMILY’S ROOM KEY

@ EMILY’S TOWER KEY

© ESMA’S BEDROOM KEY

® GALVANI BUILDING KEY

© GALVANI LAB KEY

© GALVANI PANTRY KEY

¢ GATE HOUSE KEY

© GOLDEN CAT MASTER KEY

@ GRANNY’S FRONT DOOR KEY

e GRANNY'S KEY

@ GROUND FLOOR POWER ROOM
© GUARD QUARTERS KEY

¢ HAVELOCK’S ROOM KEY

@ HOUND PITS KEY

© INTERROGATION ROOM KEY

@ KEY OF THE RAMPART

o LIGHTHOUSE ELEVATOR KEY
e LORD REGENT’S CHAMBER KEY
© MOSLEY’S WAREHOUSE KEY

® OLD PORT DISTRICT SEWER KEY
@ PENDLETON’S ROOM KEY

® PIER DODR KEY

© PIER0’S WORKSHOP KEY

® PLANNING ROOM KEY

© PRATCHETT'S KEY

® PUB KEY

@ PUB MASTER KEY

® PUB MASTER ROOM KEY

® RAIL LINE STATION KEY

@ REGENT'S ROOM KEY

~ e SERVANTS' KEY

o SEWERHATCHKEY

~ © WAVERLY'SBEDROOMKEY
- © WHALEOILCLOSETKEY

~© YARD KEY
© YARD WALKWAY KEY

@ SECURITY ROOM KEY

® SEWER GATE KEY

© SOKOLOV'S HOUSE KEY
© STOCKS KEY
® TENEMENT KEY
© THE CAPTAIN’S CHAIR HOTEL KEY
o TOWERKEY
© WAREHOUSE KEY
® WATERLOCK SIDE DOOR KEY

© WORKSHOP CHEST KEY
© WORKSHOP KEY




BLACK MARKET ITEM LISTS

With the city falling into chaos, any miscellaneous goods you find can fetch a high price on the black market.
The money you earn from pawning these items can be used to purchase new equipment upgrades.

VALUABLES
COMPONENTS

PRECIOUS ITEMS

G RIVER KRUST PEARL

HEIRLOOMS
TIER 1 TIER 2 TIER 3
The following heirlooms are worth 50 coins The following heirlooms are worth 100 coins The following heirlooms are worth 150 coins

apiece on the black market. apiece on the black market. apiece on the black market.

* Moray Cameo

© Moray Cigarette Case
* Moray Décor Plate

* Moray Fish Statuette
e Moray Jewel Box

e Moray Pocket Watch
* Moray Sextant

e Moray Urn

e Moray War Medal

e Perth Cameo

* Perth Cigarette Case
o Perth Décor Plate

* Perth Fish Statuette
* Perth Jewel Box

* Perth Pocket Watch
* Perth Sextant

* Perth Urn

e Perth War Medal
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* GCarmine Cameo
* Carmine Cigarette Case

® Carmine Décor Plate

e Carmine Hound Statuette

e Carmine Jewel Box

* Carmine Pocket Watch

e Carmine Sextant

e Carmine Urn

e Carmine War Medal

® [nchmouth Cameo

e Inchmouth Cigarette Case
¢ [nchmouth Décor Plate

e Inchmouth Hound Statuette
e Inchmouth Jewel Box

® Inchmouth Pocket Watch

* Inchmouth Sextant

e Inchmouth Urn

* Inchmouth War Medal

* Boyle Cameo

¢ Boyle Cigarette Case

* Boyle Décor Plate

° Boyle Egg

* Boyle Jewel Box

* Boyle Pocket Watch

¢ Boyle Sextant

* Boyle Urn

* Boyle War Medal

* Boyle Whale Statuette
* Imperial Cameo

* Imperial Cigarette Case
 Imperial Décor Plate

* Imperial Jewel Box

© [mperial Pocket Watch
e Imperial Sextant

© |mperial Urn

* Imperial War Medal

* [mperial Whale Statuette




MAPS

The following rare maps are worth 75 coins apiece on the black market.

~ CANKER MOUTH GULF
Chapter 4: The Distillery District and the 0verseer
Galvani's House, second floor

CAPE OF TEETH
Chapter 3: The Hound Pits Pub, Admiral Havelock’s
room

CONTINENT: PANDYSSIA
Chapter 9: The Flooded District and the Sewers,
Weeper/Survivor camp

OLD COAST
Chapter 6: The Royal Physician, Sokolov’s house,
upstairs bedroom

GEOLOGICAL SURVEY WEST PANDYSSIAN BASIN
Chapter 4: Distillery District and the Overseer,
above where Griff is trapped

SLAVE ROUTES
Chapter 9: The Flooded District and the Sewers
Rail stafion Foreman’s room

STAR CHART: SOUTHERN SKIES
Chapter 3: The Hound Pits Pub, Piero’s Workshop

WESTERN OCEAN
Chapter 9: The Flooded District and the Sewers, in
Refinery control booth

WHALING TERRITORIES
Chapter 9: The Flooded District and the Sewers, in
oil building office




SOKOLOV PAINTINGS

The great Anton Sokolov is as renowned a painter as he is a natural philosopher and inventor. His portraits can fetch you 300 coins each, so check
every painting you pass by to see if it's a Sokolov. For more detailed information on their location, see the Collectibles chapter of this guide.

THE ISOMETRY OF HIGH OVERSEER THADDEUS CAMPBELL
CHAPTER 4: Distillery District and the Overseer, Campbell’s secret vault

CUSTIS, MORGAN AND THE POSTULATE CHILD
CHAPTER 5: The Golden Cat, Art Dealer’s Apartment

tis, Morgan and the Pogtalets Chilg

THE OBTUSE ARGUMENTS OF LADY BOYLE
CHAPTER 6: The Royal Physician, Sokolov's house, first floor

o4

DAUD AND THE PARABOLA OF LOST SEASONS
CHAPTER 5: The Golden Cat, Art Dealer’s Apartment

- Doud o the Puraholy of Lust Seesnas
& ferm

LIGHT ALONG THE INVERSE CURVE, SOKOLOV’S SELF PORTRAIT
CHAPTER 5: The Golden Cat, Art Dealer’s Apartment

THE SPYMASTER'S AXIS OF ASYMMETRY
CHAPTER 7: The Boyle Estate, second floor

The Spumaster's Axis of Asynmebry
@ rikip
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=RA MORAY AND THE AFFIX OF HER SKIN THE EMPRESS AND THE EMPTY SET
“HAPTER 7: The Boyle Estate, second floor gallery CHAPTER 8: Return to Dunwall Tower, music room

A
. Ner Moroy o AP of e Sk
L

T=E COMMUTATIVE RATS AND THE WEEPER
~HAPTER 9: The Flooded District and the Sewers, third story of THE TORTURER’S QUATERNIONIC GROAN
“amaged building CHAPTER 9: The Flooded District and the Sewers, inside Daud’s base

@ o
& Jumpor

THE QUTSIDER AND THE CIRCUMSCRIBED VOID
“hapter 9: The Flooded District and the Sewers, near Granny Rags’ lair

CORVO’S ARSENAL
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'BOOKS

Reading material abounds in almost every sector of the city. Take some time to peruse the hooks you find.
Understanding the bigger picture not only creates a more immersive experience, but in some cases also helps you
make better gameplay decisions. Below we give you a complete library listing of all readable books in Dunwall,
organized by topic. For information on where to find these tomes, see our collectibles section.

WHALING

* Bone Charms

* On Hunting Whales

e The Leviathans’ Sorrow
* Whale 0il Processing

¢ Whale Vivisection

GANGS AND CRIMINAL ORGANIZATIONS

e Lonting in Recent Months

e Slackjaw’s Bottlestreet Gang

e The Elixir Black Market

* The Eradication of Black Sally
_® The Whalers

THE ABBEY OF THE EVERYMAN

* The Seven Strictures

e The First Stricture

 The Second Stricture

e The Third Stricture

e The Fourth Stricture

® The Fifth Stricture

e The Sixth Stricture

e The Seventh Strictuﬁre

* The Great Trials

* Whelping and Training Hounds
e The Ancient Music

* The Bone Charm Situation

¢ The Fugue Feast

e The Litany on the White Cliff

* The Metaphysika Mysterium

® The OQutsider

e The Thirteen Months

o The Trials of Aptitude

IMPORTANT LOCATIONS IN DUNWALL

» The Abbey of the Everyman

* The Academy of Natural Philosophy
* The Distillery District

* The Estate District

¢ The Flooded District

» Missing Women, The Golden Cat

* The Greaves Whale House

o The Lighthouse

* The Rudshore Chamber of Commerce
» The Sewers Beneath Dunwall

o The Tower of Dunwall

WORLD GEOGRAPHY

e The Isle of Gristol

* The Isle of Morley

* Mysteries of Pandyssia
® The Isle of Serkonos

e The Isle of Tyvia

SOKOLOV’S NATURAL PHILOSOPHY JOURNALS

e The Hungry Cosmos

e Travel to Pandyssia

PIERO’S WORKS

e A Second Solution
e Failed Experiments

¢ River Krust Reproduction

GOVERNMENT AND MONARCHY

e Admiralty and the Fleet

* Empress Jessamine Kaldwin
¢ The High Overseer

e The Royal Spymaster

¢ The Royal Protector

¢ Pandyssian Bull Rat Study

THE RAT PLAGUE

e Avoiding the Rat Plague
e Rat Behavior and Extermination
 The Rat Plague




~CTION AND POETRY

« & E=Ffer's Tale, Vol. 1
* 1 Gaffer's Tale, Vol. 2

* Zaughter of Tyvia

Je=th in the Month of Songs

=arpooner Songs

Spwrit of the Deep
Tales for Children

Timeless Children’s Rhymes
2l to the Spheres, Vol. 1
=all to the Spheres, Vol. 2
» Call 1o the Spheres, Vol. 3

* The Shadow of Bitterleaf

* The Young Prince of Tyvia

~=2 CITY WATCH AND CIVIC DETAILS

« Dead Counter Responsibilities
« The Exquisite Tallboy

» Sewer Capacity in the Month of Nets
* Sokolov Technology and the New Age

* Weeper Identification and Handling

S=NERAL INTEREST

« Customs and Food of Morely

FOOD PICKUP

ITEMS

Some say that if you've got your health, ydh’ve, got everything. A tin

of brined hagfish may not be a royal meal, but it certainly gives your
health a boost if you're feeling low. Consuming any of the food items
listed below—yes, even the “Rotten Tyvian Pear”—raises your red
health bar a bit. Gobble food for regular health maintenance, and try to
save your Sokolov’s Health Elixirs for dire situations.

o Apricot Tartlet
* Bread

e Gristol Apple
e Gristol Cider
e Morley Apple
o Rat Skewer

¢ Rotten Tyvian Pear

» Serkonan Blood Sa’usageﬂ{

e Serkonan Grapes

e Tin of Brined Hagfish ;
* Tin of Potted Whale Meat
¢ Tin of Pratchett Jellied Eg!s

s Tyvian Pear
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NUMBER OF ENEMIES IN MISSION: 3
| 4 ASSASSIN

TOTAL IN AREA

SOKOLOV PAINTINGS 0

elect “New Ga ial menu and then choose a difficulty. The effects of this

| ,Ievels‘_ fight harder, and push Corvo to his limits.

suggest normal difficulty. This makes the game a reasonable challenge

£ like é very a@gressi\ié learning curve can push things higher and still expect
0 play. It will just take more time o master each mission. If you find that the difficulty you've chosenis not the
,.you can change it at any time durihg the gani:e in the options ménu. :
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Corvo is coming back into the city by boat. You begih the first mission outiin
the harbor. Listen to the men that are coming back with you while looking
around the area. There isn't much to doyet, so you can afford to relax and
enjoy the scenery.

The mer take your boat through the harbor and into a lock. After the water level
rises, disembark. You have an important meeting to attend.

IDE FROM EMILY, USING STEALTH
FOLLOW EMILY TO THE EMPRESS

b GO'TO THE GAZEBO AT THE TOP

“OF THE AREA AND SEE THE EMPRESS

- th ;_hai you're on dry land, explore the area briefly. The castle is ahead of

Corvo. A doorway to the side of the lock overlooks the harbor and the river: it's a
great view if you're a sightseer,

Once you leave the building, Corvo heads into the palace gardens. He soon
meets a friend, Emiiy, the Empress’ daughter. She asks if you have time to play
hide and seek. If you say no, she heads up toward the gazebo where her mother
is waiting. If you say yes, look for her under the stone bridge. This is the first of
many optional goals you encounter during the game.




= zlking to Emily or playing with her, climb the stairs to see the famous physician, Anton Sokolov, painting a portrait of High Overseer Campbell. Engage them in

Dunwall is a living, breathing city, full of history, intrigue, and fascinating current events. It's always a good idea to talk to anyone yo v
’ ‘encounter, as well as to listen to their private conversations, to learn as much as possible about your surroundings.

=7 you are finished talking
—= painter and his subject,
~7ue 1o the top of the area

=it while the Empress

talking with her

—zster. When he leaves,

 Tindings.

121, the meeting is
=upted. Two masked men
‘z72zch from the Empress' right
-= rotect her at all costs! Cut
em as quickly as possible,
2 vour Sword for close-range
=23 and your Pistol for targets

=nge. These enemies aren't

powerful, so you should be
=1 =ven if your reactions are a Another attack follows, coming from the other direction. Turn to deal with the
e slow at first, new threat and beat that back as well.

\""> THE GENTLE WAY

Some people try to make it through the game without
killing anyone. This changes the nature of the game and the
ending you receive. To win this fight without harming anyone,

block the enemies’ sword attacks to ward them off.

s =

4

The mission ends soon after. Once the last masked enemy is chased off, a scene
plays and you see what happens to Corvo.




MAJOR GORLS

P ESCAPE FROM COLDRIDGE PRISON
AND FLEE THROUGH THE SEWERS

SPECIAL ACTIONS
P FIND THE HERMIT'S STASH
B> OPEN THE SAFE

COLLECTIBLE IT

0BSTACLES ENCOUNTERED
NUMBER OF ENEMIES IN MISSION: 1
> WATCH OFFICER

B> CITY WATCH GUARD

B> BOTTLE STREET THUG

P TRIPWIRE







PRISON SEWERS

~ (2) CLIMB UP HERE TO ADVANCE

(3) SWIN DOWN THE CENTRAL CHANNEL

10 ussrhumes T0 'ms'mAcT'm'E hATs AN“D' :

OPEN THE VALVE (NUR'I'H)

(8) CLIMB CHAIN

(T) WARNING: TRIPWIRE TRAPS

 (8) CLIMB ONTO THIS SPOT TO GET BEHIND

SOUTHERN TRIPW|RE

~ (9) EQUIPVENT CHEST AND A KEYTO THE
DOOR NEARBY

's7A|=E '

-~ (11) DROP DOWN HERE

(12) THIS IS WHERE YOU LAND

(18) BREAK THROUGH

- 'HERMIT’S HIDDEN ROOM

(18) BE WARY OF CITY WATCHMEN

(1) MEET SAMUEL TO END THE MISSION

(16) SWIM DOWN NEAR THE SHORE TOFIND A
" HIDDENLOCKER




s, The Path of Blood and The Path of Shadow. Though
si players will combme the two, for the purposes uft

mainder of the walkthruugh The fi rst t;me we deal wit
ch area we re gomg tn present the Pat of Blood Thls

A LETTER FROM A FRIEND
P EAT THE MEAL AND READ A LETTER THAT'S BEEN SENT TO YOU

2/k to the front of the cell and eat the meal that's been left near the door.
==nzath it you find a letter and a key. It's the key to your cell door! Unlock
= way out and step into the hallway,

FIND THE EXPLOSIVE

P TAKE A WEAPON |
> FIGHT OR SNEAK YOUR WAY TO THE FOOTBRIDG

A City Watch Sword and 25 coins are on the table nearby. Collect ther
carefully walk through the room. Other members of the Watch aren’t t
away, and you don’t want to alert them.

conversation and split up. The'man closest to the door can be killed I

out without much fuss. Remember to use the “block” comman whi :
to engage a nonlethal kill if you wish, or simply attack the man to slatghtel
Next sneak over to the second watchman in the cornerand attack him.
creep after the third.

Loot the bodies of these men by interacting with them after they're down.




hen the way is clear, look through the doorway at the end of this stretch. There
are several jumps that allow you to get up to a walkway above. Use the jump
command and hold the key/button down so that Corvo pulls himself up to these
higher tiers as he goes. Doing all of this avoids a member of the City Watch that
is-on the ramp beside your current location. He'll be easier to take out from
behind in a moment.

» PROGEED ACROSS THE WALKWAY TO THE
INTERROGATION ROOM

> TAKE THE KEY FROM THE GUARD’S BELT

Loot the small room up top. There are plenty of coins, some food, two health
elixirs, and'a Pistol. All of these are useful in various ways. Coins are used later
in the game to purchase upgrades and many items, Food restores your health if
itisn't already full. The Pistol is a secondary item that you can wield in your left
hand. The Pistol is excellent for taking out enemies at short or medium range, as
long as you don’t mind making extra noise.

When you're fully stocked, exit the room using the only door available. Walk
around the right bend in the hallway and kil the nearby watchman. He's
supposed to watch for people escaping from below, so it's incredibly easy to
attack him from this angle. Get his key and turn around. The yard is on the other
end of the hallway, and that is your next goal.

Unlock the yard door and sneak through the narrow hall. A patrolling watchman
is close by, so wait for his back to be turned and then knock him out or kill him.
Search the guy for loot.

» ENTER THE INTERROGATION ROOM
> FIND THE EXPLOSIVES

The rooms at the end of the hall are not friendly. Corvo has probably seen them
a few times by now. Walk down into the main portion of the first room and
then continue deeper into the suite. There are several things to find here. While
looking for a set of explosives, you can read a Book and a report, listen to an
audiograph, collect money, and so on.

The explosives are at the far back of the room, inside an unlocked safe.
Open the safe and get the explosives before leaving.




PLANT THE EXPLOSIVE

» CROSS THE YARD

- S
i1

he way you came for now. A previously locked gate in the lower portion of the yard is now unlocked because a member of the City Wat

"2t there. Use stealth and stay in the shadows to keep from being seen by this guy. If he notices you, he brings a buddy and tries t(_)_Akill you, so
" by surprise.

“nce the watchman turns away, approach the gate and go through. You're now in the prison yard. Use the shadowy periphery of the room 1o §
=ichmen there, or sneak attack the first and then slash through his buddy now that the odds are even,

move, but it sure is fun. -

Don't forget to steal from enemies that you're ;
and loot anyone that you kill. . -




almost free!

» PLANT THE EXPLOSIVES

Sneak toward the gate that you just opened. The two men inside are on different
levels of the chamber. One is very close to you, and the other is above. The less
difficult way to get past the watchmen is to ambush and kill the closer one and
let his friend run down toward you. Shoot the creep during his approach or block
his first attack and run him through with ease. The harder route is to assassinate
both of them, as the guy upstairs has a decent view of the area below unless
you're patient and wait for him to look away.

Up top are two things to eat, a health elixir, and more bullets. Get these and then use
the gate control lever nearby to close off the way you came (you'll see why shortly).
Plant the explosives on the other side of the room. Run away once they're set (unless
you like getting hurt in your own explosions!).

As soon as the wall gets ripped open, race through the gap. The City Watch pours
into the area after you, but it'll take them a little longer to get through if you closed
the entrance = ‘ il




-SCAPE COLDRIDGE PRISON

» ESCAPE THROUGH THE OUTER DOOR
» JUMP FROM THE BRIDGE

» REACH THE SEWER TUNNELS

» ENTER THE SEWERS

toutside and jump off of the bridge ahead. There’s no way across, so the water below is your only route of escape. Stay below the surface to ke
“2.= from shooting accurately at you, and make for the safety of the sewer tunnels on the other side of the waterway.

“on't stop to look around. Enemies are closing in rapidly, and there are too many
fiem to defeat. Keep sprinting forward through the tunnels until you reach a
*=avy door at the end of the corridor. Go through it as soon as you can.

“7ough Corvo has seized freedom, it is a tenuous thing that can easily be taken
om him. Watchmen are guarding the sewers, and it won't be that gasy to

=scape to the surface. What they don't know is that you have help down here in
iz depths.

» FIND THE SUPPLY CHEST

_02n the gate in the room where you arrive and advance into the larger chamber
="zad. You soon find a letter; read it to learn a little more about what you can do
“own here. When you're done, climb onto the boxes on your right side and use

“em to reach the bars above the room.




1 the bars while listening to the men below: They encounter a few problems fairly soon, and there’s nothing you have to do about that. Keep moving and
hiop down when you get to the end of the tunnel. You're now fairly close to a cache of supplies.

urry down the corridor and into a sewer tunnel with foul water in the central
frannel. Dive into the water to avoid the pack of rats moving to feed on a body
ad, and swim to the other side of the room.

' A few ycoins and a journal are over there. After gathering the coins and examining
the journal, climb up toward higher ground. The way out of the room is blocked
by a‘géte, but you can raise the gate by turning a wheel. Interact with the corpse
draped over the wheel and throw the body down to your side. Now you can turn

_ the'wheel, open the gate, and get through.

There is a second gate, and it isn’t far ahead. This one is a little trickier. There

—are plague rats surrounding the wheel for that gate, and they savage Corvo if he
gets too close. Luckily, the City Watch has been dropping bodies through a pipe that comes down through the ceiling. Pick up one of those bodies and leave it on the
floor of the room. When the rats scurry over to feed, circle around the other side of the area and use the wheel before they finish their macabre meal. Get out of there
before they come over for seconds.

Climb the chain at the end of the route to get to a higher tier of the sewers. There are a few coins nearby, and some food as well. A small bridge to the right takes
you toward a thin passage with a bolt trap. Avoid the trap to collect a pile of cash at the end of the passage.
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A LETTER FROM A FRIEND

> EAT THE MEAL AND READ A LETTER THAT’S BEEN SENT 70 YOU

It would seem that not everyone has
been taken in by the attempt to frame
you. An unknown benefactor has left
you a special meal. Eat it, and discover
that you have been left a letter and a
key. Not bad for a last meal!

Unlock the cell door and sneak into
the hallway.

P TAKE A WEAPON

> FIGHT OR SNEAK YOUR WAY TO THE FOOTBRIDGE

A City Watch Sword and 25 coins are on the table nearby. Collect them and
carefully explore the area. Keep your ears open. You hear watchmen talking nearby
s0 hug the walls and peer through the grates to see what you're up against,

NOISE IS A CONGERN!

Dropping bodies (alive or dead) s silent; throwing
them is not. A thrown body can tip off remaining enemies,

making it harder to skulk around, so be careful how you hide
' your victims.

The two watchmen in the middle of the room are having a conversation and aren’t
paying any attention to the man nearest the door, This is a perfect opportunity

to knock him out and drag him out of sight. Fesl free to pick his pocket first, hy . - %
interacting with him when you're close.

As soon as the two watchmen that are left split up, choke out the one staring out
of the window. If you are quick, you can sneak up behind the one who walked

away and get him too; it's also perfectly fine to hide the body and wait for the
other man to return.

Make sure the bodies are not visible from the platform above, in case anyone
wanders by. Always clean up after yourself. You can hide the watchmen behind
the wall or, for a more poetic solution, in your old cell!

Remember to loot the bodies (if you didn’t pick their pockets while sneaking up
on them) by interacting with them after they’re down.




“2= you've removed the City Watch
= e equation, you can move on.
"= are a number of ledges to climb,
© .52 1he jump command and hold

“= «=y/button down so that Corvo

= mimself up to these higher tiers

0€s.

LEARN TO LOVE HEIGHTS!

~ Taking the high road is often the safest route.
" Watchmen tend not to look up when they are patrolling,
"~ and you get a bird’s-eye view of the situation, letting you plan
out your next move.

e

4 G

2oina all of this avoids the watchman who is on the ramp beside your current
zztion. He'll be easier to take out from behind in a moment.

» PROCEED AGROSS THE WALKWAY T0 THE
INTERROGATION ROOM

> TAKE THE KEY FROM THE GUARD’S BELT

oot the small room up top. There are plenty of coins, some food, two health

= xirs, and a Pistol. All of these are useful in various ways. Coins are used later

= the game to purchase upgrades and many items. Food restores Corvo’s health
“ ne isn't already full. The Pistol is a secondary item that he can wield in his left
“and, but it's a loud and inelegant tool of last resort for the discriminating sneak.

Enting and drinking testares some Health

After you've looted the room, approach the door quietly ai d,c'b
by peering through the keyhole. The watchman you ¢an se
the railing is the next obstacle in your plan. Opén he door, taki
render him unconscious. He's hidden from sight, 50 leave him
yard is on the other end of the hallway and is;thef_nei(t'__ ep

Unlock the yard door and sneak through the”n_a oW hall.w
Watch patrols close by, so use the corners for cover ¢ k
sure the way is clear. Wait for his back to be turned and
making sure to search him afterward. Take him With you
his body out of sight in the interrogation room.



PATROLLING ENEMIES

Where you place bodies can have an impact on
patrol routes, as can how much noise you make while out
of sight. Even if City Watch can't see something, they can siill
hear it, and even if it doesn’t make them panic, it can make them
change their route slightly. This is why it is extremely important
10 observe what is going on around you whenever possible before
jumping into any situation. This is even more important while
following the Path of Shadow!

5

*

P ENTER THE INTERROGATION ROOM
P FIND THE EXPLOSIVES

The interrogation room. The room where they tried to break you and make you
confess. This is an unhappy place, huta necessary step in the plan. Make your
way into the main room, read the report, listen to the audiograph, and steel your
resolve. There is still so much to do.

Leave the man you brought with you snoring in the back room, open the safe,
and fake the explosives.

PLANT THE EXPLOSIVE

> GCROSS THE YARD

Be cautious on the way out. A new watchman unlocks the far door and is well on
his way down the stairs before you can get to him.

ISOLATED TARGETS

If you didn’t stash the previous body, or if you've
been making a lot of noise in the interrogation raom, then
it's possible that the new watchman with the key will decide to
loiter and stomp a few rais. Take him down while he’s distracted!

Approach the gate and go through. You're now in the prison yard. Use walls,
pillars, and shadows around the edge of the room to sneak past the men as they
socialize, and steal one watchman's key once his back is turned. Head up the
stairs quickly (but quietly) and remain on the alert, as you now have enemies
behind you if anything goes wrong.




“nere are three more men in the next room, but you've got a lot of vertical space to work with. Wait for the roaming watchman to turn his back, then make your way

- Tne ledges and pipes on the right. If you are quick, you can even pick his pocket before starting your climb.

Make your way aleng

the pipes past the
still-sealed gate.

> PLANT THE EXPLOSIVES

“1e two members of the City Watch inside this next room are in the way.

s«ulk along the pipes to the left-hand side of the room. Drop down behind the
watchman—>but not too close or he might notice. Take him down, then vault the
zlling and hug the wall to get behind the lower watchman. Knock him out and
1rab his body.

Turn left. You should see a small shadowy alcave. This is perfect for hiding both
codies; they are protected from the bomb blast you are about to set off, and,
ince they are inside, it is difficult for anyone to discover them.

areful when hiding unconscious bodies. If you throw t
a high place or place them where a blast can harm the
can mess up an otherwise perfect nonlethal run. Kill
' s rating if you contributed towar

Up top are two things to eat, a health elixir, and more bullets. Make sure-toeat
what you want, grab the loot, and get ready to plant the explosives. Sincé;yﬂu
came in from the top, the gate is still closed, and you are good o gq.:ﬁl'antvthe
explosives on the other side of the room and then get to cover. -~

As soon as the wall is ripped open, bolt for the opening. Dive right off the ledge
inta the water below, and stay underwater where your enemies can’t see you.
There are people after you, so the faster you get into the water, the better your
chances of remaining undetected.




’ SCAPE CO LD R I D G E PRISO N Hurry down the corridor and into a sewer tunnel with foul water in the central

channel. Dive into the water to avoid the pack of rats moving to feed on a body
> ESGAPE THROUGH THE OUTER DOOR ahead, and swim to the other side of the room.
> JUMP FROM THE BRIDGE
- REACH THE SEWER TUNNELS
P ENTER THE SEWERS

You need to get to the sewers before anyone knows what is going on, staying

underwater as far as possible, If you do it quickly, no one sees you, and you can
make your way into the sewers without an alert.

Afew coins and a journal are over there. After examining those, climb up toward
higher ground. The way out of the room is blocked by a gate, but you can raise
the gate by turning a wheel. Interact with the corpse draped over the wheel and

throw the body down to your side. Now you can turn the wheel, open the gate,
and get through.

Though Corvo has seized freedom, itis a tenuous thing that can easily be taken
from him. The City Watch is guarding the sewers, and it's not that easy to escape to
the surface. What they don’t know is that you have help down here in the depths.

P FIND THE SUPPLY CHEST

Open the gate in the room where you arrive and advance into the larger chamber
ahead. You soon find a letter; read it to learn a little more about what you can do
down here. When you're done, climb onto the boxes on your right side and use
them to reach the bars above the room.

There is a second gate, and it isn’t far ahead. This one is a little trickier. There
are plague rats surrounding the wheel for that gate, and they savage Corvo if he
gets too close. Luckily, the City Watch has been dropping bodies through a pipe
that goes up through the ceiling. Pick up one of those bodies and leave it on

the floor of the room. When the rats scurry to feed, circle around the other side
of the area and use the wheel before they finish their macabre meal, Get out of
there before they come over for seconds.

Climb the chain at the end of the route to get to a higher tier of the sewers.
There are a few coins nearby, and some food as well.




Don’t hurry to the walkway on the upper tier. if you' move
slowly, you should see a line strung between the two sides of
the metal walkway. It’s a trap! Walking through here triggers
the device, hurting anyone who stands there.

Throw an empty bottle or a similar item at the trap o trigger it
while Gorvo hangs back. Or, go past that side route and climb
onto the walkway ahove your current position. Using this
upper catwalk, you can bypass the trap entirely; drop down
behind it, and collect an incendiary bolt from the launcher
there. All of the freasure in the alcove is yours either way.

:
== next chest you find was left by your unknown benefactors. Open it and take the

-’z that were left for you. The new blade is a beauty to behold, and the Crosshow is
==nitely going to come in handy. These are now yours, to use as you see fit.

§ 10 FiND & NEW

“nere is also a key inside the chest. Use the key on the gate a few feet away and

alk carefully into the next area. Another tripwire is there, and you don’t want to
==1 it off. Use a hottle from the piles of debris behind you to safely detonate the
=«ploding bolt.

2zck along the main stretch, read the note near the left wall, and take a look at
~= safe nearby. You need a combination to get the safe to open. The clue for it
mzntions something about whiskey. The sign behind the safe holds the key. Enter
©12 numbers you find into the safe’s combination lock. This counts as a Special
~ction for the mission.

Climb the boxes on the right side of the tuniel to get past the next blocked area.
Search for coins and things of value up top, especially in the cabinets and in the
derelict vehicle.

Listen to the men below and drop quietly down once the coast is clear (and the
nearest one has his back turned). The easiest way to avoid being noticed is to
slip right into the water and swim past all the watchmen. If you are concerne
about running out of air, you can surface undérngath the bridges—but b
careful, as the watch can still spot you if they are close enough.

Follow the indicator toward your next objective and talk to Samuel when )}GLL
meet him. You can now get out of the sewers and into the open air. It feetg pretty
good to see the sky again. '

Before leaving, dive into the water behind Samuel and swim down and fd'the
right. There is a footlocker in the silt below. Open this (it's unlocked), and take
the items inside for a bit of easy money.




GOLLECTIBLE ITEMS
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VIEET THE LOYALISTS FUNTHINGS TO DO

> MEET WITH THE LOVALISTS IN THE BAR If you have more time and want to learn more about your allies, this is the place

* MEET PIERO IN HIS WORKSHOP NEAR THE DOCK to do it. There are quite a few optional scenes and encounters around the pub.

7= e pub and talk to both of the men that are standing beside the bar. You > When you first get to the pub, creep around the front

== more about your allies, and they tell you to go meet Piero next. He's a vital and get onto the top of the awning. Sneak into the open

#=2n to aid you because he crafts weapons and gadgets. The money you grab window to startle Lydia. You can also pickpocket a key

“.7ma missions can be traded to him for extra gear or upgrades for Carvo. to the Admiral’s room from her to explore a bit more than
‘ you're supposed to.

P If you bump into Wallace and Cecelia before meeting
the Loyalists, you can follow them and eavesdrop on a
conversation they have about Corvo.

» Read the Admiral’s diary after stealing the key to his
room. This updates throughout the story.

If you want more money, take some time to look for valuable items before
leaving the area around the pub.

<7=r you meet, one of Piero's machines loses power. Help the guy out. LOCATION

» GET A FRESH WHALE OIL TANK FROM UPSTAIRS
» INSTALL THE TANK AND TALK TO PIERO AGAIN

=7 10 the top of the stairs, grab a whale oil tank, and bring that down to the
=z where Piero is working. Install the tank and he’ll be good to go once
~2rz. Take a look at his wares to see if you can afford anything right now
== entirely possible).

"= purchases you should make depend greatly on your playstyle. Anyone trying
= 20 a run without utilizing powers should stock up heavily on bullets, bolts, and
“7er physical tools of the trade. Killers should upgrade their weapons once they
“=ve some real money. Stealthy players, especially those following the nonlethal
=210, burn through Sleep Darts and need as many Bone Charm slots as possible
= zssistin their efforts,

“mce you're done talking to the inventor, Corvo gets some rest. Or, you can
=:plore a little longer and listen in one some interesting conversations.




OUTSIDER DREAM
While you're sleeping, something happens. You wake in a strange location. The

disquiet you feel is intuitive and things only get more curious when you leave the
room where you wake.

> SOMETHING’S NOT RIGHT

Take the stairs outside the initial room to the top of the area. Talk to the Outsider
there and accept his gifts.

P USE YOUR BLINK POWER TO REACH THE OUTSIDER

Make sure that Blink is slotted as your offhand ability for Corvo and then try it
out! Walk to the edge of the platform where you met the Outsider and target

the next ledge over. Though a good jump would get you close to it, Corvo would
still fall short. Press the button for Blink to see where you'd end up, and let the
hutton go when you want to teleport there.

Blink to the next platform over and search for Piero’s Spiritual Remedy (a mana
elixir!). There is also a letter on the ground. Read it, if you wish.

If you press the button for Blink and then change your
mind, use the inferact command fo disrupt the process. This
saves your mana for more essential purposes.

Blink across the next few gaps in this strange world. Often, you can approach
the edge and Blink across without doing anything special. For the really long
stretches though, this isn't enough. Instead, you have to run and jump to get
yourself as close as possible to the desired location and then Blink while b -
airborne. To do this, hold down Blink targeting and paint your destination

indicator where you desire. Sprint and jump towards your destination and

release the Blink targeting button while in mid-air. It's exhilarating!

Read another letter when you get onto the platform with the two men and the girl. Look at the dresser just a short distance away and get a second mana elixir. If your

spiritual energies grow weak, use these to replenish yourself. Depending on your settings, the game may do this automatically when you try to use a power and don’t
have enough strength to do so.




Another Spiritual Remedy is inside a chest beneath the building. Get that and
then follow the Heart the rest of the way in. Keep using Blink to cross the large
gaps, but none of these involve jumping or complex angles.

mana elixirs in the dressers replenish if you fall, sb yo
er fully run out of mana in this area. Go back and get m
you find yourself running on empty.

Your goal is to reach a Rune. These items allow Corvo to learn new powers and
upgrade his existing abilities. They’re extremely important to find. This one was
practically free. Not all of them will be so easy.

n subsequent missions, there are Runes hidden all over the
ity. Use the Heart to get.an idea of where they are located

{eaching them is sometimes difficult because the Runes ma
e inside locked buildings or in otherwise tricky areas to
ncover. Explore and have fun collecting them.

Vhen you have a few of these, enter the Powers Menu to bu
r upgrade your abilities. Read each description thoroughly
efore you dedicate to a purchase. Make sure that you're

. getting powers that are essential to your playstyle instead 0
A% the end of the second series of Blinks, you come to a brick wall that is too *  buying things frivolously. .

7:gh to climb. Use your Blink to aim above the wall and let Corvo fall to the
ground on the other side. This won't cause any damage, and it's a nifty trick.

Tre Outsider isn't far away. Approach him and listen to his words. Accept
another gift from this stranger.

» USE THE HEART TO FIND THE HIDDEN RUNE

“ut the <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>