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LISING THIS GUIDE

Fabie Il is a special game that requires a unigue approach when organizing a strategy guide. You'll find all of the expansive content
you've come to expect from BradyGames, bul in a slightly different format. This strategy guide is primarily divided into three sections.
The largest of these, titled “The Road to Rule”, provides a guide to each of the dozens of quests contained in the game. This section

is divided Into individual chapters that coincide with the major objectives in the main story campaign. Each of the optional side-quests
contained in the game is covered within these chapters, right when they first become available during the story. Fable il's glowing

trail and ability to fast travel make it possible to follow along with the story and receive tactics for each of the quests in a streamlined
fashion without having to wade through pages of maps and information on collectables and other superfluous information. This section
is for those who want assistance on a particular abjective or quest.

The next major section is what we call the “Albion Atlas.” This sizable chapler is a compendium of information for each and every area
within the game. This is where you'll find maps to each of the areas, complete with callouts for every bit of treasure and collectabls item
in the game. This section also includes a listing of shops and jobs in each area as well as strategy regarding Demon Doors, Gold Doors,
finding the Gold Keys, as well as tips for unlocking secret side areas within each region. This portion of the guide is for those players
who love the treasure hunting aspect of Fabie games. Whether you're searching for the missing Brightwall Books, dirty-mouthed
Gnomes, or the last of the Gold Keys, this section will help you find it,

The third major section of the book is really a collection of chaplers and data that lifts the hood on the game and lets you see its inner
workings. Here you'll find a wealth of data along with advanced strategies for topics including the weapons and magic system, garning.
money through real estate and jobs, relationship building, battling enemies, and so much more. These chapters are guaranteed to
provide you with the knowledge needed to become a ruthlessly efficient ruler who will not only have little trouble slaying foes and
maximizing riches, but one with a clear path to unlocking-every Achievement in the game.
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KING LOGAN

- s~ R~ t————

_=aan, your elder brother, is the unpopular King of Albion and your only surviving blood relative. He inherited the throne following your
szc=nts’ deaths and was not only chargad with ruling the land of Albion, but being your legal guardian as well. A man of few words,
_ogan shares little with the public, His subjects perceive him to be a ruthless and selfish leader, completely unlike the former ruler. His
2olicies, faxes, and lack of compassion have given rise to an underground resistance.




‘SIR. WALTER BECK
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He received his knighthood while leading the Albion army under
your father’s rule and has known you since birth. He has been your

* mentor, your confidant, and is your most trusted friend. Walter's

sense of duty Is unmatched and he would not hesitate to lay his life

down in order to protect Albion. While his peers concern themselves

with advancing their careers and appeasing the crown, Walter

. acts of his own accord and is not afraid to speak his mind when it

. benefits the nation he loves. Walter has been growing weary of King
- Logan’s rulings and has realized that as long as he continues to
serve the King of Albion, he cannot serve its peaple.




“=5per 15 your personal attendant and, like Walter, is every bit the family member Logan is. Jasper has been there to raise you since the
=45 of your youth and isn't about to abandon you now. After leaving the castle, Jasper assumes stewardship of the Hera's Sanctuary,
- wnere he is always on hand to offer a compliment, a witty remark, or even help alert you to some important news. Your father has laft
= 5ok for Jasper that contains all there is to know about being 2 Hera. Jasper will happily spend his days mastering the book's subject
- maxzr so that you may get the most out of the Sanctuary. After all, Jasper sees you not as his employer, but his child, He wants nothing
- ~ore than to see you succeed in vour efforts. He will forever be on hand to help you any way he can.




_ ALLEESINREVOLT

Sabine is the aging leader of the Dwellers who resite in

a small caravan camp in the snow-covered mountains of
Mistpeak. The Dwellers eke out a simple existence, preferring
to live in harmony with their natural surroundings rather

than move to a city. They are accustomed to a harder

life, but Logan’s policies have pushed them to the brink

of starvation. Whereas the former Ruler granted them

a measure of autonamy within the kingdom, Logan has
increasingly targeted their lands for exploitation and resource
harvesting and has given the Dwellers no say in the measure.
The Dwellers are in dire need of assistance, yet who isina
position to help?

BEN FINN

e ) —————

Lieutenant Ben Finn is a charismatic friend of Walter's
stationed at Mourningwoad Fort, the least desirable of

all military outposts in Albion, Ben Finn is a seasaned

traveler, writer, and soldier whose memoirs have

been scattered throughout the pubs of Bowerstane. -
They provide enjoyable reading for all who scan their

pages. A self-fashioned ladies’ man, Ben Finn puts few

things above his pursuit of happiness—and female

companionship. Though his demeanor may cast him

as someone who can't be relied upon, his devation to

Major Swift and Sir Walter Beck is complete. Ben Finn

will not let these men down. He is an invaluable ally and

combatant,
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Page is the leader of the Bowerstone Resistance, an
underground organization plotting to overthrow King
Logan. She and her members live in the sewers beneath
Bowerstone Industrial, free from prying eves and looser
lips. Her headquarters are safe from Logan's soldiers, at
least for now, But Page has seen firsthand the hunger,
homelessness, and suffering that Logan's policies have
brought the commoners and she is willing to die to bring
about the change the city's poor require to survive, Page
is reluctant to trust anyone and will not hesitate to kill
those who threaten her operation—a policy that has kept
her alive for this long—but she is as compassionate as
they come. Page is the guardian that Bowerstone’s lower
class so desperately needs.

~cross the sea is a forgotten land of sand and rock, home to a dying
2=ople known as the Aurorans. Kalin is the leader of those who remain,
=aving inherited the role from her deceased father. Unspeakable horrar
“reatens the city they call Aurora. Many have died and Kalin, along with
231 a handful of other Aurorans, has been forced Lo live as a prisoner
within her own city, afraid to venture out into the desert for fear of
c=riain death. Yet, despite their predicament, Kalin and her people will
2ot hesitate to help those who need their care. Kalin knows that her city
=nnot survive without Albion’s protection, but she is limited in what
£5¢ can do to convince its ruler to deem Aurora worth saving.

11




REAVER
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For every King there is an unscrupulous advisor whispering in his ear. In Albion, that man goes by the name of Reaver. The millionaire
head of:Reaver Industries has been granted complete control of Bowerstone Industrial and enjoys a monopoly on ruthlass profiteering.
Reaver cares not for the environment and even less for his fellow man. He proudly employs children in sweatshop conditions and treats
} “ bis adult employees like slaves. A brutally efficient businessman, Reaver will not hesitate to kill anyone who dares protest, Those who
= _ deafly ignore his suggestions do so at their own peril
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THERESA

==z is the seer who resides in the Tattered Spire, far off the coast of Albion. Theresa played an important role in your father's defeal
= _ucien and subsequent rise fo power. Her motives are unknown, as are her true powers and identity. Theresa will escort you along
"3 =nad to Rule and be there to cast judgment when the time comes.
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Upon starting Fable [, you'll have to select the
gender of your Hero. The main thrust of the
game is the same either way, so the choice
comes down mostly to aesthetics.

Do you prefer male or fernale

voice acting for the lead

protagonist? Would

you rather fuss over

the wardrobe of a

woman, or a man?

For most major aspects

of gameplay, though, gender dossn’'t matier.
The Hero, whether man or woman, will become
a titan in combat, and ultimately a legend to

the people of Alhion—whether that's as a
benevolent savior, or as yet another ghastly cog
in the machine of ongoing political corruption,
is up toyou.
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o Movement. The left analog stick controls your movement. While

© RIGHT TRIGGER

Magic attack or cancel.

not available right at the beginning, sprinting for extra speed can be
accomplished soon enough by holding @ while moving with <, e Interact, good expression, sprint, or roll,

@ Camera Control. The right analog stick controls the movement of the

Holding @ cenlers the camera behind you. If citizens of @

camera. Gamera controls can be inverted if desired under the Options Albion are in view, symbols appear above their heads

panel, in the Hero's Sanctuary.

indicating the status of their relationship with you. Also,
occasional points of interest prompt the holding of § to zoom inon

6 The D-Pad can occasionally be used for exira, context-sensitive something important.
commands. During battle, the D-Pad handles using healing items ;
and magic potions. Outside of combat, the D-Pad may point your e I comes into play when mingling with villagers. When facing a

attention to spending peints on the Road to Rule, or to checking cilizen of Albion, press B to hold hands with them. They follow you
in with your family or with pressing objectives via the World Map thereafter, until you press B again lo release your grasp. Holding B
Table. Contextual commands on the D-Pad can also be used to move also uses over-the-shoulder aiming while wielding a firearm.

betwsen rooms in the Hero's Sanciuary more quickly.

Up

Down

Laft

Right

o Melee attack or Evil Expression.

@ Ranged attack or Silly Expression.

~D-PAD DIRECTION

@ Tap @ to center the camera behind you, or hold 48 to enter first-

FLESDLE COMMAND: person view, This is ideal for getting your bearings, taking in the

World Wap, Road to Rule, Sow Time potion,

ey (a, yrlagien o s o beautiful scenery, or scouting out a pesky garden gnome.

Sakby On/Of, Summan Creabares pation y

e @ The Hero’s Sanctuary. This is a secret space you can visit almost
anylime thal represents your menu, essentially, You can peruse your

Heallhy poticn

weapons and outfits, scope out the World Map Table, or even go
stand on your accumulated money and swell with pride.




THE HERO'S WAY
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The aged seer Theresa leads you along the Road to Rule. This mystical path represents the
struggle for Albion's throne. As you clase in on the magical facsimile of Bowerstone Castle sat
on the edge of the Road to Rule, so too will you be closing in on the actual castle, with its actual
throne. Various important followers you've brought over to your cause are also represented
along the Road to Rule, and the appearance of your Hero at the time is immortalized
as you pass each new gate along the way, Also spread acrass the Road to Rule are
special treasure chests, which require the spending of Guild Seals in order to open.
The first Guild Seal is obtained at the beginning of the game, while escaping from
Bowerstone Castle. You'll accumulate hundreds of Guild Seals throughout
your travels by gathering followers to your cause, which you can
accomplish through valor in combat, quests, and interactions
with the citizenry of Albion.

B The Road to Rule is where the Hero leams new abilities and spells.

All told, you'll be pulled into the Road to Rule by Theresa al len dislinct points in the adventure,
generally after major accomplishments. She will bring you up to speed on your progress
toward usurping Logan, and then you'll have an opportunity to gain new abilities from chests
you couldn't access before. If you lack the Guild Seals to open a chest you want, or if you
simply decline to spend Guild Seals, you can always return to the Road to Rule later by
entering it from the glowing blue seal in the Hero's Sanctuary.
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Opening every treasure chest
=ang the Road to Rule requires

2 hoard of Guild Seals—1570, to
2= exact. There is, naturally, an
Xbox LIVE Achievement available
#you snag every chest. If you
2an't care about the Achievement,
o ifyou'd like to focus on the
story before going for a 100%
completion rate, you can lower the
Zuild Seal burden by focusing your
upgrades. Specializing In weapons,
for example, is a good way to limit
he amount of Guild Seals spent.
You can easily get away with
‘ocusing on only one weapon ype
%0 fully upgrade. Or, consider being
=zlactive with your jobs. There are
hree hands-on occupations for
direct money-earning, but you can
s3ve Guild Seals by figuring out
which job you enjoy mast, then just

upgrading that one. If a spell doesn't

sound particularly interesting to
you, you don't have to open the

chast for it. Additionally, if you know

you'd like to focus on making your

Haro either naughty or nice, you can

avoid purchasing expression packs
for expressions you won't negd.
You can always go back and open
any chests you passed up at first,
ance you have maore Guild Seals.

STAYING UP-TO-DATE ON
GUILD SEALS

il

itﬂ
o

GHIL'SEF&L_SEI:IJMULA‘FWE

REOUIRED | TOTAL
104 105
1 50
B0 k]
100 FL
%5 635
b U3
] 1230
4 1270
300 1570

WEAPONS THAT CAN SPEED UP EARNING GUILD SEALS IN COMBAT

"WEAPON NAME

SWORD

HAMMER

PISTOL

-

RIFLE

Tha Splade

Simguick

Wolizhang

Thet Casanova

Th Channedar
Bedle’s Cutlass
Souldrinker

Feally Sharp Pair of Szissms
Thunderhladi
Thunderhiade
Sorremy's Fist

The Absthr

Tha Champion
Seythe's Warhamemer
TR TYPD

The TYFO

The: Tenderiser

Holy Vengeance
Feaver Indusiries Parlorator
Briar's Biaster
Blondcraver
Draguestonper 48
Delenderof Lhe Faith
OF Masice

O Masce

The Hero's Companion
Facemelier

it Irreqular
Aekwright's Flintiogk
Aakoright's Flintioek

THE HER
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o
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Don't worry, at first, about opening every single chest on the Road to Rule. Gpen chests for things you think you'll use,
then come back for chests you skipped tater on, whenever vou have a surplus of Guild Seals,

. LEGENDARY BONUS
i Setounge Dig up 30 itenz: Eaen Guid Seals Faster in Combat.
i Shapping Spree Spead 8,000 of your personsl gok Eaen Guild Seals Fastes in Comhat.
oo Dtk Fill 50 enganing vilh flourghes. Ezm Guild Seals Fasted in Combat
T4 Chiarmer Becoms friengs wilh 30 wiligers Eam Guild Seals Faster in Combat
Ko Fesearcher Spend 8,000 of yoor person gold Earti Guild Seals Faster in Comhat
s Dayiiaper Hill 300 enermies in the daytme Earm Guild Sels Faster in Combat.
Ko Blackguart Decreass yoar moril standing. Eam Geild Seals Faster i Combal,
W Despot Eam Guild Seals fom o ixpressions.  Earn Guild Seals Fasher in Combal
i Shira-afl Kl 00 pnerriess with foerisbes Fam Guid Seats Faster in Combel.
e Completa 40 quests. Eam Guld Seaks Faster in Combal
i Loose Marals Have an gy wilhh 4 other people. Eam Guild Seals Faster in Comdal
i Pty Animal Becnma Iriands with 30 vilagars. Eam Guild Seals Fasier in Combut
o Heartrmaker Wz 5 vilagers kv you. Eam Guild Seals Faster in Combal
. Legentiany Compigla 30 queste Eam Guild Saals Fastor in Combat
£ Prgular Maitz § villagars Jovy you Earn Guikd Saas Fastar in Combal
£ Thoack! KL 100 enamies. wath Aourizhis. Eam Guld Saaks Fasaer in Combat
o e Earm Guild Sials from el gxpressions.  Earn Gulld Seaks Faster in Combal
i Pamgen Igreasn yout moed) slanding Earn Guld Ssas Faster in Combal
o et Therapy Sipeed 10,000 of yoir pessoeal guid. Earn Buid Seais Fasker in Combat
T Hring Complet= 30 quests Exin Guid Seals Faster in Comibat
i Do Drinker Fill 20 vilagers wha dowe you. Eam Buil Seals Fastes in Combat
& Revlntionid Kill 50 mdlss Eam Guild Seals Faster in Comiat
S Sl Gl married, Eam Gulld Seals Faster in Combat
4 Hotligan Smash 50 crates, Earn Guild Saals Faster in Combat
S Fealherbrained Kick 100 chickens. Earn Gl Seals Faster in Combat
B Farmaty Have 2 children, Earn Gioiig Saals Fasher in Gombat
£ Unhoty Detneats your morsl standing. FEarn Guild Seats Faster in Gombal
Silonlly Kil 300 mencenaries, [Earn Gulid Seats Faster in Gombat
s Sociaits Beooma frisnds with 30 villagars. [Earn Guiid Seats Faster in Comat
B Spendmit Spasd 10,000 of your persanal poid Earn Guitd Seals Fasier in Combat
o Sy Make 5 viiagess love you. Eam Guid Seats Faster in Combst

The Shriskang Pigeim
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The' Guild Seal, a token passed down from your forebear, allows the
stepping out of time to a safe haven. Jasper serves dutifully here, always
ready with instruction, praise, and carefully-measured criticism. When
you first cross through the Guild Seal to discover the Hero's Sanctuary,
its rooms and functions are limited. As Jasper cleans up and explores this
place of reprieve further, he'll gradually open new raoms and functions.

Avquirimg the Guild Seal, and thus the Hero's Sancluary, is the first step on
the road to rufing Albion,

WORLD MAP TABLE

e e

The World Map Table is a tremendous locus of power. From here, you can
monitor all of Albion—the landscape can be surveyed, properties can be
purchased/sold, and quests can be reviewed. You can even instantaneously
fast fravel to previously-visited locations.

B You can sunvey h‘r& entire kingdom from this table ;

FAST TRAVEL

Fast travel is accomplished by pressing € while viewing the desired
destination. Sometimes, due to circumstance or a critical quest, fast travel
is unavailable. Fast travel is a wonderful boon when you'd like to cut down
on time spent hoofing it between locales. You do miss out on opportunities
for dig spots,
keys, treasure
chests,
gnomes,

and combat
exparience,
however.

Fast travel saves time and streamiines guesting, but you
never knowe what you might miss!

QUESTS

There's the Hero's main quest, of co urse, the focus of Fable it

the struggle with King Logan for the preservation of Albion. i
This is always in the foreground, but meanwhile, and much

of the time, you're free to engage in various other worthwhile |

and profitable adventures. Through completion of these quests you engage
further with the populace of Albion, earning Guild Seals, treasure, and gold
along the way.

Citizens of Albion, along with a few other entities, indicate they offer a
questwith a floating exclamation point (this is also true oulside of the
Hera's Sanctuary, away from the World Map Table). By hovering over
them with the magnifying glass and pressing @ you can review their
quest, make it the active one if desired, and even fast travel to the nearast

possible location.
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Though not immediately available,
the quest list can eventually be
accessed by pressing @ while
viewing the World Map Table. Only
one quest is active at a time, and
the glowing trail traces its path. To
direct the glowing trail elsewhere,

" make another quest the active one
by selecting it from the quest list
with @.
| WEAPONS TO WEAR WHILE COMPLETING QUESTS AN ENTREPRENEUR
! > ' | (FGENDARYBONUS|  DBJECINE | R
] SWORD The Channeler i Dot Complete 30 quests. + Bhck Damags IN ALBION
1 Y ot = — Fr A Our Hero isn't able to trade in real
l s Cullase s Braguaducio Comglete 30 quasts. +30% Damage vs Human Eneamizs astato st first... apparently it takes
1 Trunderbiade Biery Completa 30 quests. Ezen Bufid Seales Baster In Combat a while for even children-of-state
: HAMNIER Fari Hammer of the Moon K600y Avantuees Complate 30 uests: 10 Extra Damage o geta license under King Logan’s

naturally generate rent. Businesses
Brar's Blaster 8 Hercie Complets 30 qussts. Eam Guild Seals Faster in Combat can also be acquired, with a profit

kicking back to the owner. As

the owner of business and rental

properties, you can set the rate of

rentand price of goods along a

» RIFLE The Heen's Gomparion £ Sminur Comyiets 30 qeests. +201% Damage in Multplayer full spectrum—all the way from
heartless profiteering, to literally
The Sandgoose o Advennarnus Complte 2) quests. +25 Exdra Dtarrage giving things away. How you act as

a real estate owner ina given town
goes an encrmous way toward
determining what people in that
town think of you. For more on
real aslate, visit our "Real Estate
Magnate” chapter,

reign. Eventually domiciles can be
Thet Champian £ Advenhe e Gomplata 30 quests +15 Fiara Damage purchased, then lived in or rented
‘ Soythe's Warhamenis K Legandary Comghte 30 qutsts Baam Buld Sasls Fastr in Combat out. Owned rental properties
PISTOL

Chicksnbang i Surashbushlir Cormplete 30 quists, +12 Exra Damage

if you idle in & safe place and take a nap. No one but you. .. 21
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ARTMORY

Stored in the armory is the Hero's vast arsenal. This [ |
formidable array of weaponry starts with the Hero weapons ' @ ‘
passed on from Albion's former Hero, and is bolstered |
by Legendary weapons and magical spell gauntlets found

throughout the ongoeing struggle. No single player will be able to get every
Legendary weapon on his or her awn—aonly so many Legendary weapons
are available to a given Gamertag, and those you can't find on your own,
you'll have to trade for with other players on Xbox LIVE. The Hero's

combat prowess in general increases the more combat he or she sees,

and upgrades for sach weapon type can also be purchased on the Road

to Rule with Guild Seals. Also, Lagéndary weapons have bonuses that can E Malee attacks ara perfgm}gd with €. Melee weapons include ag,nfp swﬁm_g
be unlocked by fulfilling certain requirements. Press € when examining a and enormous hamimers.

weapan, whether in the armory or in a shap, to see more details on it, including these bonuses. For much more on combat and weapons in Albion, check

out the "Weapons of Yore” chapter.

Ranged altacks are performed with @. Spew a fusiliade from afar with B Magical s,ueﬂs are ﬂchva ted with @. The magic used is determined by the

pistois and riffes. fsr't technology grand? A spell gauntiets womn,

- THE ART OF FIGHTING

* The Warrior
L. The higher
ae up a flourish by

r hegght: Along h

r firearmis, but also ent
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DREJSSING ROOM

The Hero's wardrobe is within these walls. There are custom slots for favorite outfits, and areas to select between garments, makeup, hair,
tattoos, and dyes. At a few points in the game you'll be forced to wear a particular ouffit, but generally you have complete contral over your
appearance. Different outfits generate different reactions from peaple. They'll find you more or less attractive or frightening, which has an
effect an what they think of you. Pieces of various outfits are found throughout the game, in treasure chests, from dig spots, from dive
spots, on bookshelves, in cabinets. .. wait, the Hero of Albion is wearing things the dog found in the dirt? Nevermind. :
Clothing, tattoos, and hairstyles can also be purchased in stores. Additional dyes are unlocked along the Road to
Rule. For mare on clothing, visit gur ltems and Clothing chapter.

Picking a starting outfit is practically the first thing you'Wf do.
Further costume changes are made in the dressing room.

TROPHY ROO

—r—
PONS THAT CAN HELP AMASS WEALTH

| Inthis room lies ample proof of your spoils. Achievements WEA

and trophies are cataloged here, lining the walls of the hallway
Ieading to the treasure storeroom and ledger. Here your

WORD . sturdborse o Heatess e Sk Gan Wianzy per HA

fortung is piled, as bountiful or meager as you can manage. Tha ledger
contains a history of the most recent transactions. Gold can be both eamed 5 Earn Guiid

] \ . i The Inquisitor Tt Seds Trom evil Gaim Mownzy per Hi
and spent in myriad ways. You'll find it in dig spots, dive spots, treasure EXJIESEONG
chests, bookshelves, just ahout av hare, You'l i i " 5 = ;100 enesri )

_ just about everywhere. You'll gelzt it trurf': ;etl|ng HAMMER,  fovetamoaie o RIS g g e
unneeded items or trade goods to pawnbrokers. You'll earn it in rent and
profils from houses you rent out and busingsses you own, But you'll also Tinnd Become ks wift G Morey il

; i : eATER B Chum 30 vilaers Each Hit

spend it on properties, weapons and outfits, general goods, and upkeep for

families and houses. Eventually, money becomes a matter of importance

way beyond just keeping you in nice duds—you're going to need an MeBanusficha  gupreoder  gomne T+ Gadpe
abundant supply of it, and you're going to have to work hard if you want to FISTOL

stay on the moral and ethical high ground while also making enough money THe Bamurifcter g ngantopit I'f‘”mﬂﬁ?,%m Gan Hooeywih
io avoid disaster, Although for every ethical stand you bend on, a little, or a G

Iot, you can stand to lessen the burden,
. Spend 10,000 of Mgy waith
Tee kit St g hezumaleor mr"fxlr,&-:;:ﬁcﬂm ke

1

RIFLE The Sinds Ear!r !jl.r-ﬂ Py
he Sirdqocse i eals from evi +1 Gold per Hit
& hggressing oot
?
L)
iy = Become friends with  Gain Money with
S TheSandiest g Popularity Hvidagers Each Hit

There are exira spoils for Heroes who sock away enough gold. 6,000,000
oughttoda it. ..

23
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el = LIVE. ROOMY
- _ This mysterious room, as Jasper explains haltingly, would
Tk : % : \? seem to allow you to commune with other versions of the
fed Hero, in other versions of Albion! Quantum physics in Albion,
it would seem, hold to the Everett inferprelation. Everything
g _online is handled in this room. You can check available downloadable
. f GG content, adjust online preferences and settings, and invite friends to your
world. Overall statistics for your Hero are shown here, too.

: Online play has many advantages. You can trade with fnends to get
weapons and outfits you can't find, and earn both Guild Seals and gold at
acceferated rafes.

WEAPONS THAT CAN BOOST MULTIPLAYER DAMAGE
 WERFONNAME ' :

The Menchants Spend 8,000 of your #20% Damagein
Bodyguard BaBigSpeater  paisomal gold, Wndtiplayer
RIFLE Give pifts 1o 20 playess.  +20% Damage In
Beamarshil 6 Donor o o LVE T Muligtager
' The Her's v il (o 20 plzyers
Campatica Wbl over Xbox LVE 12 Extra Dzamage

WEAPONS TO GIVE GIFTS WITH OVER XBOX LIVE
 WEAPON NAME

; Ee SWORD

BT Tha Meschant’s I Give gifts lo 20 plzyess  Gain Mossy wilh

M o 1 / Botygard S Trager e b LIVE EacaHl

S { FISTOL

T g

g s . Give gitts 30 20 layers  Gain Maney with

N ( TheSamumifcay gt oy ROV B

e : :

W RIFLE Rt o :;ma:imf;luapms ﬁ;gﬂanrln
The Hem's Give gills b 20 plawers.
Companion G Bealattor  gver Xbou LIVE H12 Pt i
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HERO STATUS PANEL

<o

Shown here
are the Hero's
slats. While
this paints

a general
portrait of the
Hero's ability,
there is more
going on
behind-the-scenes than is ever made transparent ta the player.

COMBAT STATS AND HERO LEVEL

These attributes start at 0% sxperience and scale up to 100% slowly,
through dealing damage and scoring kills with a particular type of attack.

At certaln points along this progression, the star raling shown to the player
here changes, though not perfectly—some stars are worth more than
others, And even though stars might all be filled up, implying mastery, you
still might not be done capping experience for that attack type. Together,
these combat stats go toward a hidden stat: Hero Level. Hero Level starts at
1 and eventually goes all the way to 10, Your Hero Level determines enemy
difficulty and rancdom loot guality.

Hero Status

e e e e L .

Strength

Stature

Magical:Aura

 STAT | INCREASEDBY USING

Hesit Lewad, rstle atack povetr, 2ad brawn

Stiength Seords and hameners
Stane Pistols and rifles Hire Lewel, fieearm aftack pawes, and beight
Magical Aurz Spedl gauntits

Hero Livel, spesl power, and giowy

s 134515

51-T1% 1.58x-1.71x

T2-5T% 17218 ik

B 100% 12 o AA i
A - .
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WEAPONS TIJ WEAFI WHILE ENEREAS[HG MDHRL STﬂNDIN‘G

.IlNEEl”s‘l‘E
)(/ sl | G ST
HAMMER
/ The Cwmpion oo Wit :;Earsz:nwrmural « Flims Dithage

i; Al inde f | on: Holy Vengeénce & Picath g.r';;igayuur.mral Fnagﬁlﬂ!:&ihﬁmr
15 run into about prom

p them. Keeping an old

s = a0 Lo RIFLE
5E y ed weak and powe s noble [
But your priorities may hay d since, E The Shieting : ncreasyourmed  +20% Darage va vl
: F _"" ; ! ? Filpi Tl Fightzaus 5|z.r|e:u-n;5.n“J Homn g
may be strained. T ons § | ther vou honor

ether you walk a
POSITIVE MORALITY NEGATIVE MGHAL}T'{
| REQUIREMENT | EFFECT [ REQUIREMENT

i T mrh""w te2 1 mioeily Threalin expression -1 morality
Iractiveness
veight Eat fou or camot +1 maeality Al - marality
Et eefery +2 morality Wanidaksm <3 moralty
Caich crimingl + 10 morality Ezd cxunchy chick -5 maraigy
Vazious slory decisiens 4254175 morality Foete 3 cifiea b work =10 maralty
Kill soldier or villager <15 miraity
Various story decishns 25--175 morably

WEAPDNS TD WEAR WHILE LOWERING MURIIL STANIJING

\HEﬁPﬂH HﬁHE

Decremsayeurmoral G Money and Eul

SWORD Mi Stasty stinging, with Each it

!5‘EI|IE [lam
Sturdborma Decrease your moral ?:1.
G %4 Unhaly stnding. Erarmes
T3 3 § Decreaseyourmoral  Eam Guild Seals
i Soulfriker G Baciquad  standing, Faster in Combal
PISTOL
Rezver Industries Mmssyourmord L oaalan
Ptaatat i Fiend b 150 s ol
. Decregseyour mordd  Eam Guilld Seals
i o Loty sleing Faster in Combat
RIFLE
- +10 Exira amape,
Shom's Justien Do Decrezse your Mol agp e HooeEi
: 3 sandoyg Enemls

. Become friends with  Gam Moty wilh
TheSandgosse  gGarophity 30 vilagers Eaah i
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CAREER OFEEVIL
~ Eventually you will be able to donate to or embezzle from the
f' kingdom’s treasury. Donating money is viewed as a good act,
~ while embezzling inta your own coffers is viewed as evil. It's nota
¥ zero-sum exchange, though; donating then embezzling the same
; amount of money results in a net loss of morality. This means
that once you have access Lo the treasury, you can easily max
out evil any time you like. The most you can donate or remave at
once is 1,000,000 & . This donation of one millien grants +200
marality. Then, immediately taking that million back grants -300.
S0, even from totally virtuous, maxed-out maorality (1000}, you
can go all the way to infernal evil (-1000) in only 20 swaps of the
same pne million gold! Sadly, there is no way to game the hanking
system for an equally quick and painless trip in the other alignment
direction, although danating to the treasury in large quantities
is also the fastest way to gain marality. Like many good moral
decisions, it just costs a lot more.

I's not terribly hard to be evil anyway, bt this is the easiest way to max
out eitfrer alignment. This is also a method that aliows you to easily achieve
tatally avil morality without ever harming a single citizen or making a single
evil decision, should you so desire.

Dongte 100 @ 10 tressury +{.057 maraliy
Danate 1,000,000 8 10 fressmy +200 moraliy
Reming 100 @ drom sy 0.03 marality
Remime 1,000000 & Fom tiessury 300 moeaity

WEAPONS THAT CAN HELP )

YOU BE EVIL (AND RICH!

Gain Maney and Bl

S‘II'UHI] Mr.’i‘;ihh.n Decreass vour movel it Eaeh Hil

1 Aszassin standing

Wr Stabby Oray & vilagars

Giain Moniry and B
W losbmasler ok 1]

wilh Each Hi

The consequences of morality are reflected in your renown; complete
strangers will have opinions of you based on things you did. As a kind hero
of the people you'll garner grateful hoots, hollers, and claps throughout the
land, and some especially appreciative citizens will present you with gifts
(these gifts pile up inside the Hero's Sanctuary, where opening them reveals
items). As a scourge who attends only to your own seffishness, you'll draw
scom and derision from many citizens—at least, from those who aren'l

too frightened to do naught but tremble in your presence, and there will be
many of them, too.

i :
i the wretched purse
armangnt, threatening
[ the end, the wholly
arewt will find themselves



THE HERO'S WAY

RS R R A O S S FE N

e ————
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* Many activities that have a negative moral value are also considered illegal. These acts include theft, assault, : '
+ vandalism, and murder. Witnasses to these acts usually flee and look for a guard. The current bounty cost
and duration are displayed, and alerted guards chase you down and demand your surrender. You'll have
three options. You can either pay a fine or perform community service, with higher penalties incurred for
more egregious offenses. Or, you can resist arrest. The guards will draw their weapons at this point, and
you'll now have to run, fight, ar apologize and surrender, o

Thiz ican's appearance indicates you've been witnessed @

committing a erime. You can hold up on © 1o apologize, which
somatimes absolves you of guilt if the onfooker forgives you.

If you have job expertise leveled up ail the way along the Road to Rule, even the sleepes! fines are easy to work off through
community service, making a life of crime totally manageabile. While using communily Service to pay off a debt to sociely,
you are considered on paroie—if you add fo your bounty again at this point it bears an extra penalty for parole violation!

PURITY AND CORRUPTION

Morality deals with good and evil, and is a stat
you can see. There's another behavior scale you
can't see, though, that deals more with questions
of consideration and selfishness than virtue. This
is the purity and corruption scale, You begin the
game at 0, or fully pure. Through inconsiderate, i
selfish actions, this value can increase to hecoms e o ff ffau b ™ :

as high as 1000. Like morality and attractiveness, l Satting prices on properties all the way up or down is the

this value effects what the populace thinks of most potent way to continually and automatically influence
you. Here, it's manifested mostly as gossip—the purity and corruplion.
snippets of dialog you'll hear about yourself as you wander among the people,

Most activities that change purity and corruption only adjust this value a slight amount. One activity can change
this stat in a meaningful way, though—real estate management. How you set the prices for rent and goods in

vour buildings has such a profound and frequent effect on purity and corruption that the decision to deviate from
normal prices on properties renders all other purity and corruption considerations mool. Once you own a sizeable
empire of businesses in every settlement, simply picking a pricing extreme (gither maxed prices, or completely
free) changes this rating by triple-digit amounts every five minutes, capping the stat in either direction in less than
an hour! Of course, this assumes you high-or-lowball uniformiy across all your properties. If you have a balance of
overpricad and underpriced properties, the net impact on purity and corruption each cycle may be much less, and
harder to predict or discern.




HEDUCE B(]HF[UPTIEIN INCHEASE CUREHPTEDN WEAPDNS THAT GHN EUUST ATTRACTIVENESS
MENT | EFFECT ( PN ERRECT ' SEoR '

Cuthde gxpression -1 comepiion Vilgar theust expiression +1 coeruption —_— .

SWORD Maike 5 vl Aractiveness,
Tickle expression | comuptina Belch expression +l cormuplion The Love Swroed QP ey s &ﬁﬁﬁm

G 25%
Dance iprestion -1 eoeruption Rear expression +f coruption - = mf:ﬂ 5 vlagers ls.muz'r-s_nesa.
Yoo mminity b
Pat-a-cake exprassion <1 corruplion Seary lugh expression +1 corruplion Scaming
Whistlz exprassion -1 earrugtion Grored expeession +1 Gomuption PISTOL (55
Heru pase expression 1 coruplion Fan sxpression +1 cormuption { Eehgl‘:rrarlnnfum; & Fiayer H“e o EIE’ ead: ﬂmﬁtﬂ
Searing
Shake hands exprassion -1 coaruption Rnden expeession +1 cormuption
Pel dog =1 corruplion Insull expression #1 coruption "
Feteh with dug -1 comuption Poird an lamh rpssion +1 coruption WE'G HT -
Eat vogitables or tofu -G compion Tilloff dog +1 comuption You are what you eat in Albion. Weight rises or falls depending on the types
ﬁ@mﬁﬁrﬁnm u;."rﬂﬁﬂn Drick sgits o cormption of foods you |n_gest t_u regain health _in combat (or IIjE_ food you eat just
Eat crunchy cick i for the heck of it, which is also possible). Produce, juices, and tofu reduce
CORRUPTION NEUTRAL T 2 weight (along with reducing corruption), while meats, sweets, and alcoholic
; - ey inle bieer +2 corngpiion g 2 ; : : i :
CHICKEN EXPRESSION : — drinks increase weight (while also usually increasing corruption). Heavier
et priczs on renlal properties +hoes ol

Kick clugken and shops to high or weny high [ %igm gffects attractiveness HﬂUBFSE[‘f,

Drink vina

WEAPONS TO WEAR WHEN GAINING WEIGHT

S prices to nanmal on rantal prapedties and shaps o rs RS
werponiae | SOENOARY e
WEAPGNS THAT CAN HELP WITH _—

SWORD
WEIGHT LE]SS AND EDHHUPTIUN 4
L Ty At I oy Stk G Ve, L8 Mt
v g™ | e | o
HAMMER
HAMMER

Loz Weight and

Tha Tenderiser K Soud Burmer 11 3 sposses. Gain Purily with
Eah . The Alsalver § BoHerd Maleyosrselfales. 475 Exba Damage

ATTRACTIVENESS RIFLE
Simmon’s Shaigu L Nk voursal falfer, ¥30% DEmage ve
Attractiveness is what it sounds like—a measure of the physical appeal of =i 2ia B s 53 Humans

the Hero. This is influenced by weight and by dress, from different clothes,
to tattoos, to makeup and hairstyles. Check out our chapter on ltems and

; WEAFGNS THAT CAN HELP WITH WEIGHT LDSS
Clothing for more. :

| LEGERDARY | rorr
OBIECTNE | AEVARD

S Slimmer. Mk yourset fabter !‘Ezﬁ #""ﬂm'h
: Mk 10 villagees Lessir Wiskght with
23 Mhiriam's MufSlator i Delved et youL. % [mmer:
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Sorrow's Fist

The Bonesmasher

Here you'll see which weapaons are currently equipped, along with the
current Road to Rule unlock level. Weapons for a parficular type are all
strengthened across the board by opening special chests for that weapon
type on the Road ta Rule. For more on weapons and combat, see our
“Weapons of Yore” chapter.

OPTIONS PANEL

Vortex Spell
Fireball Spell Gauntlet

e L

While the game lnads automatically, and autosaves pretty frequently, you
can manually save or load here. You can also tweak various settings related
to presentation, from graphic brightness to audio volume and quality, You
can dlso alter settings for the glowing trail,

The game fsn't really paused in the Hero's Sanctuary; the Hero is just taking
a breather and revie his or her approach. (Albion time does come to a
Stop white in the Hero's Sanctuary, but NOT vifile on the Road lo Rule) To

truly pause the game, visit the options panel (alternately, press the XBOX
guide button).

Life in the Castle
Choose an outfit.
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THE GLOWING TRAIL

Our Hero, the player's character, you: a Hero has a true sense of where to go to gel the job done. The glowing trail points the way toward the current,
active quest. If you'd like to point the glowing trail to a new target, then change the active quest at the World Map Table. If you'd like to adjust the frail's




Without the people, a nation is just a piece of land, It was the people who cordoned off the land and made it sovereign in the first place, after
all. So too is the kingdom of Albion its people. Cilizens of Albion are nobles, soldiers, shopkeepers, blacksmilhs, cooks, husbands,
wives, children, criminals, begoars, whores, lovers, and friends—pretty much the full gamut of the human experience,

PROMISES, DECISIONS. AND JUDGMENTS

] 4% sl

This being a game in the Fable series, you'll have to make many choices that affect your Hero, the general citizenry, and Albion at
large. These choices come in the form of promises, decisions, and judgments.

PROMISES

Thera itis, right at the baginning of the game: the huddled masses entraat
yau, as prince or princess, to make a commitment 1o eliminate poverty in
Albion by adding your John Hancock (wait...they probably don't know who
that is) to their petition. Here you can choose whether to agree and sign,

or whether to decline in a fashion most insulting. Many more promises

will follows, and while occasionally you will have a choice whether or not

o commit your services, often vou will not—in the course of amassing
Tollowers to challenge the throne, you will fave fo make promises.
Welcome to politics in Albion!

DECISIONS Promisa to help the poar,
0f course, the problem with promises is that people remember them, and or laugh in their facss at

: i ! the gall they have ta beg for
axpect you to adhers to what you said before. Now, here’s an interesting aid In the fist place

thing: you don't have to keep your promises! Now, naturally this will turn

trust to hate in the people you misled, and your morality takes a hit as a resull. However, there may be
benefits to breaking a promise that outweighs the psychic cost. Keeping promises is often costly, while
breaking them may even generate money and new opportunities. It's up to you to choose how you :
fionor your accords.

ks

. It doasn't fallove-up & promise, but early in the game you can decide whather to give an encouraging pep talk to King
3 Logan’s befeagirered stalf, or to deride them for their insolence. (t's not hard fo figure which of these choices follows a
moral path, and which skews towards seffishness and ewil,
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JUDGMENTS i
3 More cut-and-dried than promises and decisions, judgments occasionally occur on the spur
of the moment, and usually have lo do with whether you execute or spare a wrongdoer. Hera

again, you'll have to weigh the balance. ..execution is a hard-line stance that suggests a lack
of forgiveness and incurs a concurrent drop in morality. Sparing a life, on the other hand, is

| a benevolent, morality-boosting gesture. It's up to you.
] An agonizing, impossible decision! Later judgments will be
I less paradoxical. A masler logician and humanitarian King
Logan is not.
THE GRASSROOTS APPROACH

i

The villages and towns of Albion, from the vibrant mansions of Millfields
to the grinding poverty of Bowerstone Industrial, are overflowing with
people. Just a few guards and citizens excepted, you can foster a persanal
relationship with each and every soul. By using expressions to build
personal relationships, you'll earn lots of Guild Seals. More expressions
- and relationship possibilities are untocked along the Road to Rule. Building
up relationships can eventually lead to having best friends, spouses, and
children. On the other hand you can also torpedo relationships, causing
peaple to hate or aven fear you. And keep in mind that your reputation can
and will precede you.. .if something you did devastated an area, or if you
raise prices in shops and rental properties you own, then affected residents
won't like you before you've even met. For more on expressions and
relationships, visit our “Albion Love Connection” chapter,

= RS e

W You can interact one-on-one with nearly everyone in Albion.

B Hold @ while interacting with a viltager o learn important detalls about their personality.
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Taking on manual labor is the most direct means of making money. Other money-making

solutions, like property ownership and skillful bartering of trade goods, are more efficient
financial paths, but they are longer-term. Jobs are for when you need money right now.

Jobs are all performed
it public. Performing
well at a job, especially
lute hero, makes
nearby villagers like
you maore, while poor
perfarmancs causes
them fo heckle with
disalain.

If you commit a erime, get cauaht, and opt for community service, you'll
pay off your debt working. If you plan on a life of erime, it's worth upgrading
fob skilis even if you don't plan on working voluniarify—even huge fines

for scores of atrocities committed are easy to pay off with high-level job
expertise!

Ligte Here Level 1

Each job is a rhythmic minigame that requires you to press either @, €,
or @ in time with onscreen prompts. By successfully stringing together
inputs without mistakes, you'll build up a multiplier that increases how
miuch money you make. As the multiplier rises, the rhythm gets faster and
the margin for error smaller. String together nine perfect rounds in a row
and you'll be at the highest possible multiplier, eaming ten times the norme!
amount of money for each perfect round after. Make a mistake anytime,
thaugh, and your muttiplier returns to one.
Jub expertise can be increased by opening up chests along the Road to
Rule. This makes the jobs a little bit harder (eventually adding in an extra
button to lute hero and pie making), but also increases how much you eam
far your talents. Truthfully, jobs aren't greal money...that is, until you hil
Level 5 experlise in a given job, and can consistently get a 10x multiplier
going. At that point, jobs provide fanfastic opportunities to make money.
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Lv? Jobs Seach Fiad 10 Rube 3: Afler Sakee
Lvd ais 10exh Foad fo Rule 4: Sabing Promise
Lo Jots Sexn Aoad 1o Rule B Sentt Promisz
i ots B eaxh Foad 1o Rule 7: Fage Meating

WEAPONS TO USE WHILE WORKING

: g LEGENDARY

Eain 10,004 gold

The Bamumificator & Ha Worker  from iﬂEr’; +1 Gald per HR
PISTOL
{. Biar's Rlacles & Bishar F';; :Sﬂm!"” + Shotgun Spezy
Dragonstomper 48 e Warkabolic [Efuﬁ lt;lhlgllﬂ goid +18 Extra Damape

LUTE HERij

Lute hero is the most widely available job. You can pluck the heartstrings of
Albion in Dweller Camp, Brightwall Village, Bowerstone Market, or Aurora.
You'll have to strum in time with @ and €, and eventually @ too at higher
levels. Lute hero much more than the other jobs encourages a crowd to
gather, and they will be free with their evaluations of your musicianship.
Lute hero ultimately has the highest potential payout per round of the jobs,
but it also takes the longest, too.

Niras reracd b shrre S prden | 2

T 0 7 0 7 7

& por successiul strum i 2 5 -4 8-30
Saums per roved ] 9 10 11 1
& per parizcl round ] 18 5 110 360
& per pericl round with 1w muliphier Ba 180 50 1110 3600
Butions used [+ ]x] oo obg 0060 000

PIE MAKING

Only in Brightwall Village and Bowerstong Market can our Hero pul him or
herself to the noble task of manufacturing baked sweets. Here, vou must
press @ or € in time to the rolling of the pie dough. Like with lute hero,
at higher levels of apfitude €9 is added to the equation, making the game
slightly harder.

-
& per suzcesshl roll 2 H 18 4
Aolls par round 3 4 § B 7
& per periect rouad L] 16 i % 1
W per perbect roved with 10x multiplier &0 160 400 B0 1360
Buttons used o0 oo oo 000 000

BLACKSMITHING

Blacksmithing can be performed in Mourningwood Village, Bowerstone
Market, and Aurora. You must press € and €3 to temper hot stesl

in time with the prompts onscreen. Unlike lute hero and pie making,
blacksmithing doesn't add in another button to worry about at higher
difficulties. The rounds for smithing are quicker than with other jobs,
too. For these reasons. blacksmithing tends to be the most efficient job
for making money.

‘E‘l
B per susoesslyl slrke 1 3 § i
Slrikes pes round 5 ] 7 8 8
& per pertect roand 5 18 42 % a
O per peact rowed with 10x multipliar q 180 40 a0 J240
Buttnns ysed 00 (A1) (1] (+11] [+ 1+]
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COMNMNERCE IN ALBION

<&

~ You'll engage in business with shopkeepers in Albion. Blacksmiths
run weapon stores, tailors sell clothing, market kiosks offer all kinds of

-~ Items, and there are even tattoo parlors and barber shops. At all of these
gstablishments you can buy things. Weapons, outfits, and items you will
use. Books help you teach your dog new tricks. Many items serve
solely as gifts, given to fulfill the requests of children, friends,
or lovers. And trade items provide an investment opportunity:
they have no function save being bought and sold. Now, shops
will only seil you items, and pawnbrokers only buy things you no
longer want. So, if you can first caleh shop items on sale or haggle
the price down, then wait and sell when pawnbrol-({:rfs are offering
extra during shortages, you stand to make a pretty penny, and for no
effort other than paying attention. What shops offer for prices, and what
pawnbrokers offer in payment, is variable. There will be sales in shops,
with reduced prices, and shortages for pawnbrokers, so they offer
more than usual. Haggling is also possible, once it's unlocked on the
Road to Rule. Romancing a pawnbroker or shopkeep, or striking
lear in their hearts, can also skew prices in your favor. Finally, you
also receive a discount on purchases, or markup on sales, from any
establishment you own!

L

You'll find the same ilems in the majority of shops, ﬁaﬁfewr, weapon shop
inventoras are randomily generated.

Don't wory if you clean a vendor out of a particular itam; come b.mk Mtrr
and they il have restocked.
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WEAPONS TO SPEND ® WITH
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The Marchant's Spend 8 000 of yout +20% Damage i

Pawnbrokers aren't just useful for selling undesirables or trade

Bodyguard G By Speader el gold Mlsltiplayes
itams. While you can view all your weapans, dyes, hairstyles, SWORD 5 i Shopgi Spend 8000 olyoor  Eam Guild Seals
HArquch S 9 pessonl qold Fastia in Conbat

tattoos, and outfits in the Hera's Sanctuary, thera is no place in the

3 R f | P z Spend 8000 of yoar  Eam Guild Sexls
Sanctuary to view items. The only place you can scan your potion, | The Channcks GaRearber  pesoralgnd Fastat In Dbt

item, gift, trade item, and furniture inventories is at a pawnbroker. Spend 3000 ol your

The Inquisitor Gbdmagant  pissanal gold +15 Exlra Damage
1 Bliaver ndusiries ; Spend 10,000 ol yoor ~ Eam Guikd Seals
PISTOL Perlorater Moo Retail Therapy  persainal qold Faster in Cormbuak

Spend 10,000 ofyowr  Gam Mongy with

TORMGIerSIOORS gy decumulalt  persaral golg Exc Hil

RIFLE

Spend 10,000 ofyor  Eam Guild Sexis

Arright's Flnliock g speqtiify persanal gold Faster in Combat

DAY AND NIGHT

Albion cycles through
a full day, from dusk

o sun-up to sunset
and twilight, in about
20 minutes. Towns are
bustling during the day,
and most shops close
al night. Keep this in
mind when planning
your commerce.

To get to a desired time of day quickly, find a bed where it's safe to rest
untif then,
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i . WEAPON NAME | BONUS OBJECTIVE REWARD WERPON RAME | BONUS OBJECTIVE : AEWARD
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= - RIFLE
Bl 75 o 5 PSTOL . mososnashe  gyoy  (emmeinte O Dunet :
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OTHER INCOME SOURCES

- Kill 400 eneraas in e 430% Damage o
Detencer ol e Filh g Suntipseed daytime l:rrms o Caytene

As is covered in-depth in our “Real Estate Magnate” chapter, land
ownership is potentially the most potent way to make money. Unless you

WEAPONS THAT CAN DO MORE DAMAGE DURING THE DAYTIME  96cide to give out ental properties and goods for ree, which is actually
LEGENDARY athing you can do, you'll have some money coming in roughly every five
m minutes of play. Brick-and-mortar stores offer you the most hang for your
' T buck, but the initial investment to buy is highest. Merchant kiosks are much
FISFIFIL by [ @ e i B _ . less expensive, so while you won't make near
4 as much per shop, you can make up for that
somewhal by buying small shops en masse.
Building up money to purchase property on a
,  whim becomes much simpler once you
’ have your favorite job maxed out. At that
point, even if a desired property is 50,000 &
or mare, it really

Kill 400 enamies mthe  +30% Oamage fo

The Barmumdicatr B Sunblasied diytima Ermmies in Dlaytime

KIH 400 enemizs fn the  +30% Damage o
The candgooss B Setiessid  gaylime. Emﬁm‘m

' WEAPONS TO USE AT NIGHT doesn't take that
| WEAPON NAME | ﬁﬂﬂm I DBJECTIVE o e
[ money ot right -
R/ SWﬂ'_E___ﬂ_ Wolfshirs 5 Moongen ﬁﬂ]mmm " ;ﬁ::h?me : i ESDMI?"}’
if you can suslain a
[ 7 10x muttiplier while
i Stariome oo g ISEdDamge working. Finally, you
i ; also sporadically find money socked away
I _ .-: ; : Hﬂl&ﬁ:IEH in treasure chests or dig spots, or as a
s ' UraomPour | @8 Nt | KlZwemies - Gamtencigoms reward for completing certain quests.

) Kl 200 evemies 411% Damage
Tes Mllar Shaater g paghiowl at night. .;N!ghlw

Te Equaicer E Hight Kl 200 enemies 405

@ right Eremizs 1 Hight
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You have a trusty four-legged

hest friend right fram the start in
Fabie I Your dog slays by your
side for the full breadth of the
adventure, He sniffs out dig spots,
eyeballs carefully hidden treasure
chesls, and helps finish off enemies
you've knocked down. During
exploration, if you hear a bark or
grow! from your dog, pay attention.
He's constantly on a vigilant watch
for enemies or treasure.

You can check your dog's stats, and change
his name, in the Hero's Sanctuary.

£l N L fustaren
VIRE"
AN

-‘-f_F“I:iJ o0 RS
Your dog's abilities increase as you learn new methods to teach him from E’.,F “:ali__i
books. Dog training books are found occasionally in treasure chests and shop . En

kinsks. You'll find books on dog aggressiaon, exploration, and charisma, all g ]

pertaining to a particular stal. Each stat starts al 1, and has a max level of &.

It's possible to skip levels when training your pooch—if the only training book you ever find is Level 5, well, then that's the only book you ever needed
to find. Aggression relates to how quickly your dog goes after downed foes, and how much damage he'll do. Exploration determines how easy it is for
your dog to find dig spots and treasure. At higher exploration levels, he'll find treasure more quickly, and even unearth dig spots he overloaked before.
Charisma relates to how sociable he is in town. Everyone loves a good dog, S0 cultivating his behavior makes it easier to make friends.

S | [ (nicates vhenyour | Indicates whenyour  WEAPONS TO DIG UP ITEMS WITHE
B | B ddog has discovered » dog has sniffed out T I
treasure. a dig spot. \WEAPON NAME

DIG SPOTS
Pay attention to Wour frlJST)I' i}DUEh, El_l'ld 1,"ﬂi_l'll find dig éDDtS ta be the
PISTOL

most plentiful repository of hidden loot in Albion. Goodies are buried just
under the surface all over the place, from the midst of the most weathered K Crickenhzae GaSorsche  Doupi0inms +12 Exra Damage
battlegrounds to the back-alleys of bustling towns. If enemies are nearby,

your dog won't sniff out the spots until the threat is dispatched. With a RIFLE

higher exploration stat, earned from dog training books, your dog will find

more and better dig spots. Smman's S0 gy Eutumation  Pip op 20itens + Sherigun Sprey




Apart from dig spots found by your dog, there are several more ways for
goods and maney to come to hand in Albion.

DIVE SPOTS

e B

Dive spofs are places you can plunge underwater in order to haul treasure
{o the surface. Dive spots are to water what dig spots are to land, except
that you're not dependent on your dog to find dive spots; just keep an eye
out for foamy, swirling water.

+ beaten path, tre

£ 2 handful of trea

:_: [ (fo Sire '
chest alongside the road during the first visit to Mourningwaod),
¢ most treasure chests in fact have random cantents. The

b passibilities for chest spoils are determingt ur hidden Hero
b Level A higher Hero Level means better potential loot from any
& random source of treasure.

SEARCHING AND STEALING

Inside houses and businesses you'll find lots of furniture (like cupboards.
dressers, and stoves) which can be searched for items. If you own the
house, no problem—no one will bust you for going thraugh your own
property. However, if you're in someone else’s housa, or a business,
searching property is stealing. Stealing lowers morality by -5, and can be
considered 5 ;

illegal. How is %
it considered .
illegal? Only
if someone
sees you!

through furniture, And remember that the morality ding s

I Unless it's your houss, use discretion when nifling
significarit even if no one sees you.

1 B Hold © o search wii _'_"| An open eye means
watching the aye icon. | B youare aftempling 1o
Glosed means ng ane steal in plain sight, w=

is walching! someone eyeing vou

-
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JILVER KE‘I’J FOR cSIL'VER KEY CHE:STJ

There are 50 hidden silver keys
spread throughout Albion. Hidden
also across the land are several
silver key chests. Upon each is
engraved a number—this is the
number of silver keys required to
access the chest. Silver keys are not
expended upon use, so don't worry
about having to make choices on
chests. Your dog will assist guite

a bit in the seeking of these keys,
as he'll sniff them out just like dig
spots or treasure chests. What you
or your dog miss, we can make up
for'in the Albion Atlas.

T |
TI0H ]IEﬂIjEIE[I

Thi Reliquary Shiting Sands 10
[rvesiles Camp 3 Chiltseath Caveen 1
Mistzezk Vaksy ] Bowerstone Market 15
Bowvarstane Industial 5 M Pl il
Brightersl Villzge 10 Aurora 20
Mourninguood 1 Bowersione Castle a0

Biwarstonst Industrial i

ol

Four golden doors can be found in Albion. Four corresponding gold keys
open these doors, leading to huge treasures and riches. Like silver keys,
their quantities per location are also listed on the World Map Table, but gold
keys aren't all found on the world map. ..

B8 Albion's rarest treasures are found beyond golden doors.




: | EVIL GARDEN GNOMES
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Poor Brian in Brightwall Village has a quest for you. He needs your
assistance rounding up 50 garden gnomes gone wayward. These once-
innacuous lawn ornaments have become foul fountains of bile-filled insults.
It's from the verbal harpouns they hurl that you'll know a gnome is about.

If you can hear a gnome needlessly berating you or your dog, search the
area carefully using first-person view. It can sometimes be easiest to find
gnomes by using manual aim with a gun, as the gun will auto-target the
gnome and highlight it if you aim close enough. And once you find the
gnome, you're just ane gunshot away from blessed silence.

Gn nmss are quite orafty tucking away their loathsome selves. Be prapared
to loak in every Aok and cranny,

Guns l'n\%Mlglﬁ targ ets when'
manual ¥ aimec]. TLiS Carl ]‘.LE’]P spot
Shomes i[ you Pcm over Ll’uem wi{hcujt

realizing it

g

53 BT,
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A librarian in the Brightwall

Academy wants you to collect 30 e A
missing, ancient books for the B E - e~
library. These books are hidden kA 4 A
in plain sight everywhere: in : i ] | . '"f
bookshelves, on desks, even on the - ¥ _"-:
floor, For every five you collect and : 3 L |

donate, the librarian will have one
specific rare book he'll send you

after, usually in the midst of a fair =172
. \| : I e S
amount of baddies. T & S~
R
o ‘- = et

It can be hard fo tell what is just a background element and whal /s a book that can be
inspected, o ére toward checking any leafy-looking bound thing hying about.

»

AURORAN FLOWERS

— %

In the faraway, sun-blasted land of Aurora, flowers still find a way to
bloom in the parched desert heat. There are 30 total to collect, with an
Achievement unlocked for finding every one.

I Fiefd the flora and fauna across the saa.
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CHOOJSE. AN OUTETT

It's time to rise and shine to a
beautiful sunny day in Bowerstone.
Jasper has taken the liberty of
arranging two outfits for you in
preparation for your meeting with
Lady Elise (or Elliot if playing as the
Princess) in the garden. Choose
between the Practical Outfit and
Elegant Outfit by approaching the
stand and holding the A button.

Slip into whichever attire suits your
mood, but try both of them on to get
additional credit towards the Fashion
Victim Achievement. Wearing the
pajamas and both outfits, even if
only for a moment, will count for 12

of the 106 articles of clothing needed Time Io dress for the day. Each oulfit counts as four pieces of clothing towards the Fashion Viictim Achieverment so try
for the Achievement. Each outfit them both on.

consists of pants, shirt, shoes.

and gloves.




D ELISE/ELLIOT

el A P

Foffow the glowing trail through the garden and enjoy the pleasantriss
showered upon you by the castle’s servanis and nobles.

Your royal quarters reside on the second floor of the castle’s rear,
overlooking the garden. Fxit the room via the stone walkway outsids and
descend the steps to the formal gardens below. The glowing trail lsads =
way through the garden to your meeting point. Quest objectives and k=y
destinations are encircled by a ring of light resembling the glowing irail.
Step inside the circle Lo trigger the next objective.

OWINGITRAI

:';' ?avfe Jifcontains a glowing trail that guides yau to your nexd
: objective. This handy feature pravents you from getting lost and
+ works quite well in lieu of an onscreen map and waypoint system.

" You can adjust the brightness of the glowing trail within the
Options menu, or even turn it off completely If so inclined. Though
we don't recommend disabling the feature, we do recommend
veering away from the trail to explore on your own, The only way
to uncover the myriad treasures and collectibles hidden throughout
the kingdom is to deviate from the glowing trail and explore each
area lully. Once satisfied with your off-trail exploits, simply resume
following the glowing trail where it leads,

One of the key elements of Fable i1 is the idea of physical contact betwesn
people. In other wards, tauching. Continue your courtship of Elise by either
hugging or kissing her when prompted—she'll respond positively to either
Elise tells you of problems in the city and a growing anger towards your
brother, King Logan. She wants to accompany you to the castle so that you
may help ease the tension building amongst the citizens.

- ey

MOTHER, HELLO FATHER

:Tn make descriptions of the pravious ruler less ambiguous regarding gender, this walkthrough is written
with the assumption that your father was a King of Albion. Of course, the ending of Fable )l could easily
* have had your Hero reigning as Queen of Albien.
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LEABDERSE. TO THE CASTLE KITCHEN

f o o

This Achievement unlocks the first time vou hold hands with someone. Whenever you need to bring someone along with you, you do so

by holding their hand. This can be a romantic gesture—as it is with Elise in the garden—as a means ot escorting a villager, or it can be far
more sinister, such as dragging a person away Lo sell them to a factory, Press the Left Trigger while standing next to someone to hold their
hand. Press the Left Trigger again to let go.

Stand next to Elise and press the
Left Trigger to take her by the hand
and guide her back through the
garden towards the castle’s back
entrance. Ascend the few steps and
enter the kitchen through the door
to the right, directly beneath your
royal bedroom.

I8 Eiise won't have any trouble keeping up. Hold the A button to make the couple rur if you wish.

ADDRESS THE STAFF
CHOICE gow SULD momauy
# %, BOOD: Give an encouraging speech. - E 125
‘?’ EVIL: Give a harsh speech, - ¥ 25

The servants are spreading rumors about the
execution that took place at the factory this
marning. They're clearly bothered by the living
conditions in the city. The chef has gotten

their attention so you may speak. Choose the
appropriate button as prompted to give either
an encouraging speech or a harsh one. This Is
the first of many moral choices you'll have o
make throughout Fable 1. Whether you decide
to always do the right thing or be a complete
tyrant—or something in between—Iis up to you.
As you will eventually see, both paths have their
difficulties.

Litthe decisions lfke how vou speak to the staff add up to say plenty aboul
vour morality over time.

45



FOLLOW WALTER

bt

Sir Walter Beck, your mentor and dear friend, has come to the kitohen in
time to hear your speech. His reaction differs according to the tone you
look with the staff, but know that Walter is a gaod man with a pure heart.
Nevertheless, Walter has come to sea to it that you are on time for your next
training session. Follow him out of the kitchen towards the combat roam.

SIGN THE PETITION
CHOICE L gﬂ%‘g T
## . BIOD: Sign the petition. i e
X BYIL: Insult the petitioners. = i =

Your walk to the combat room takes you through the main entrance to

the castle, where a group of petitioners is waiting to meet with the King.
You are asked to sign the petition and lend your support to their fight
against poverty in Albion, in hapes that the King may take the matter more
seriously if your signature is among the others. Your choica in this matter
has no long-standing effects other than the change to your moral standing.
although you are likely to see Laszlo the patitioner again.

I Walter defers to you when asked to sign the petition. Sign it or wipe your
bum with it, the choice is yours.

COMBAT TRAINING

-

—

Grab the sword from the rack on the left-hand side of the combat room and prepare to fight Walter. He doesn't want you 1o hold anything back so treat this
battle as if it were to the death. Attack with the X button in a rapid succession of two or three swings, then roll away by pushing the Left Thumbstick to the
side or back and press the A button. This is a great way to evade attacks. It's also possible to block incoming attacks by using a defensive stanca, This is

done by holding the X buttan.

The training concludes once you perform your first successful flourish attack. Continue fighting Walter until you land several successful hits and the lesson
advances to flourish attacks. Push the Left Thumbstick towards Walter while hoiding the X button to charge a flourish attack. Rel=ase the button to attack

with a stylish, overpowering attack that cannot be blocked.

Hold a defensive stance to bait your apponent into attacking, then quickly counteratiack!
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LirE IN THE CASTLE

<4

Elise bursts into the combat room and implores you and Walter to come
with her to see the commaotion outside. Follow her down the hall to the
window to watch the protesters. Walter immediately turns and heads
upstairs to the war room to speak with Logan. Elise wants the two of you
to sneak upstairs and listen in to see how Logan is planning to handle
the situation. Follow her to the door outside the war room where you can
eavesdrop through the keyholes.

CHOOSE WHO MUST DIE
CHOICE GOLD g'g;‘ig MORALITY

T ] The mab of protesters aufsrafe me castle L'a’early underestimates their king's
#O. G00D: N/A ; : ruthlessness.

7 HIL: A

Your efforts to stop Logan from executing the mob are seen by your brother as a betrayal. As punishment, he forces you to decide between executing
Elise or the protesters. He'll have them all killed if you don't choose, so indecisiveness is not an option. There is no right or wrong choice here, and neither
selection affects your moral standing in any way. Sacrificing Elise may save the larger number of lives, but the protesters chose to risk their lives in protest
of the King. They had to have known the repercussions could be severe. Make your decision by pressing the corresponding button.

o e g A S
WHATIF ELISE LIVES

: . hoasing to execute the protesters instead of Elise/Elliot does have one small effect on later gameplay: if you decide to sacrifice the mob fo save
- your friend, he or she will appear in a later quest. You can still complete this later quest regardless of the decision you make here in the throne
room. The only difference will be the presence of Elise/Elliot (and with that the option to marry him/her) in place of an unfamiliar NPC.

ESCAPE THE CASTLE WITH WALTER AND JASPER

T

L

Can you sacrifice someone you love to save the lives of three complele You'll be away from the castle for quite a while, but Jasper, Walter, and your
slrangers? dog will be with you every step of the way.

Walter comes to your room to lead an escape. He speaks of a revolulion, a new King, and of a Hero. He wants to see if you are ready to be that Hero.
Follow Waller and Jasper outside and across the garden 1o the cupola near where you met Elise earlier. Descend the steps to the Gatacombs and open the
door. It is time to leave the castle.




LEAVING
THE CASTLE
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PICK UP THE GUILD SEAL

e L 2

after has led the party into the
acombs nol just to escape
2uietly in the night, but so you
=y obtain your father's most
—oveted item, the Guild Seal. The
=uild Seal reacts in the hands of
—ose who have what it takes to
me legendary, 1o become a
Walter has long suspected
rou may one day fill your
r's shoes and lead Albion to a
omight new day. Take the item, feel
ower, and enjoy your first trip
=2 the Road to Rule.

E3

This is the first of the story progression Achievements and unlocks as soon as the Guild Seal reacts to your touch. Follow Walter and Jasper
into the Catacombs and watch as Walter triggers the secret switch that reveals the sacred item. Pick it up to unlock this Achievement and
make your first journey to the Road to Rule.




You have :
your first f
most often-used magical attack, the Fireball Spell.

CHEST

Fireball Spsll Baurakt

THE RC '..%rw. T

‘; 18 Ftuad to ﬂu!e isa I‘!’I[.'Stll:d[ road divided into a numtier
£ of segments by portals and gates. You will return to the
-j_ Road to Rule and be granted access to a new segment
& every time you gain a critical follower in your quest fo
;. become the new ruler of Albion. Jasper and Walter are
' your first followers, but subsequent followers will require

- far more convincing on your part. But it's worth it! Fach

-" sagment along the Road to Rule contains a number
" of chests. Spend the Guild Seals you agquire (through

| combat, making friends, and completing quests) to open

| Ihese chests in order to gain powerful abilities, This s
: how you gain new expressions, increase your combat

] rat!rigs. earn new spells, and even unlock the ability to huﬁ_f

* property and start a family. As you will soon see, you can
return to the Road to Rule lo spend accumulated Guild:
{ Seals at any time, but you can only advance along the

foad o Rule by growing an army of allies willing to follow %

Stand on the circular platform and use your newfound Fireball spell io
open a secret entrance beneath the floor. Cast magic altacks by pressing
the B button, You can either direct an attack at a specific targst with the
Left Thumbstick or unleash a circular area-of-effect attack by pressing
the B button with the Left Thumbstick in the neutral position. Perform the
latter here.

' N Even your Level 0 ﬁrebaﬂ spell s s.fmng enwgh i Gpan th-e enfmnue to me
= underground funnels.

ESCAPE. THE CASTLE
THROUGH THE UNDER-
GROUND TUNNELS

e e

Descend the stairs into the lower level of the Catacombs and follow the
glowing trail through the narrow confines of the tunnel to the overlook in
the distance. Practice casting targeted magical attacks by lighting the two
extinguished braziers aflame with the Fireball spell. Enjoy the view and
continue along the path to the left. Locate a Silver Key near the collapsed
column to the left of the torches. There are 50 Sitver Keys and 4 Gold Keys
scattered across Albion—find them all to unlock the 1 Am the Keymaster
Achigvement. Silver Keys are used to unlock special chests that contain
valuable treasures, while gold keys open special doors.

Follow Walter across the nalural bridge and around the bend in the trail. A
flock of bats attacks as you proceed. Move in front of the bats and rapidly
cast the Fireball spell. Don't bother trying to target individual bats at first,
Just cast arsa-of-effect spells to engulf the fleck of bats in a small ring of
fire. Switch to fargeted casting to fake down any stray bats that escape your
initial attacks. With each bat you kill, you earn a small amount of points
towards your next Guild Seal. The Guild Seal indicator on the left-hand side
of the screen gradually fills with each enemy you slay in battle,
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Continue along the rocky ledge and down the stairs towards the shallow
stream within the cave. Additional flocks of bats attack, so be ready.
Confinue to use Fireball against them to rapidly accumulate a bevy of
magical kills. The Wizard's Revenge Achievement can be unlocked by
killing 500 enemies with magical attacks—using Fireball against the bats
in this area nets you your first 100 kills and sets you well on your way to
unlocking that Achievernent in no time. You'll likely earn five Guild Seals
from the battles as well,

Make your way into the sewers at the end of the Catacombs and scramble
through the crack in the wall to the platiorm containing the Cullis Gate.
Stand atop the circle and cast Fireball to activate the ancient transportation
device. This whisks the party away to the Hero's Sanctuary.

This is an extremely efficient way of accumulating kills towards the Wizard's

I Move in front of the bats and cast Hrebaﬂ ovear and over to sef them affame.,
Revenge Achievement.

i

The Cullis Gate (s your way out of the Catacombs. There is mare to see within this cave, but that's for another time.

INTERACT WITH MAP TABLE

S —

b e Hero's Sanctuary is essentially an interactive menu screen. Pressing the
Stan‘ button at any time will bring you to the map room of the Sanctuary where
asper awaits. There are many other rooms radiating outward from this central
= room, each of which serves the purpose of a traditional menu screen. With
time you will use the Sanctuary to equip different weapons, view your trophies
and riches, customize your appearance, make use of the game's Xbox LIVE

integration, and save your progress.




The Sanctuary was created by your father to aid him in his quests. Now the Sanctuary belongs to you, though it is FAST TRAVELLING {
in pretty sad shape. Fortunately, your father lsft a book detailing everything one needs to know about being a Hero v

and using the Hero's Sanctuary. Jasper remains behind to read the book and prepare the Sanctuary. Afler all, he's
much better suited for domestic duties than he is combat. In the meantime, approach the map table and highlight
the Dweller Camp with the magnifying glass. Press the X button to fast fravel to that location.

st travel
in Albion
discovered
t)is an
nown only

Gnomps Destriged

Yyou the ability to fast fravel, but it keeps track of how many collectibles vou've acquired

g The map table not only allows
in each area too!

o .
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FOLLOW WALTER

déw

Descend the hillsicle from the Cullis Gate to the fire-lit ring of gypsy caravans in the distance. Follow Walter through the camp and up the path on the far
side of the central ring of wagons towards the gate. The Dwellers will beg for money and food, but you need not interact with them just yet. There will b

plenty of time for that soon enough.

Follow Walter through the encampment to the guarded gate in the distance. You are eventually able to buy these
wagons and rent them to the Dwellars.




THE ROAD TO RULE
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BUY MORE APPROPRIATE CLOTHEJ

<

Sabine, the leader of the Dweller Camp, isn't going to take kindly to royal
visitors after the way King Logan has treated his people, so Walter gives
you 500 gold to buy a proper Dweller autfit with. Return down the hill to
the ring of wagons and Iocate the clothing shop to the right. The Dwaller
Suit costs 301 gold. Purchase the entire suit, then press the Start button to
return to the Sanctuary. I's time to visit your dressing room.

Jasper unlocks the entrance to the dressing room within the Sanctuary. The
Dweller Suit you purchased was immediately transferred to the Sanctuary, :
where Jasper set it up on a mannequin, Approach the mannequin and press S o —ﬁ'—u
the A button to select it, then choose which pieces of the outfit you wish to :

wear, For the purposes of fitting in anongst the Dwellers, go ahead and put E The Dweiler Suil is the only ilem avaiabiz at the only shop that is Cﬂffﬂﬂfﬁf
onThsentire At being staffed in Dweller Camp.

ALK TO WALTER TALK TO SABINE

ot 4 . =
Buying the Dweller Suit leaves you with 199 gold. You can effectively Sahing is every bit as ornery as Walter suggested. He and his people have
improve your moral standing and earn additional Guild Seals by giving been brutally oppressed by King Logan, and he's going to need convincing

some of tha gold to the villagers in the camp. Interact with one of the people  that you are not like your brother. He'll only lend his support to your cause
you see and press the Right Bumper to give them 10 gold. Simply shaking  if you manage to prove that you're a Hero, that you are skilled in combat,
their hands can also earn a Guild Seal as well as help you earn the Touched  and that you possess the skills of a leader. Do this by accomplishing the
by a Hero Achievement. Make your way back up the path to Walter once following three tasks:
you're ready to meet with Sabine. He'll be waiting by the gate.

“#= Survive the trials of a dungeon beneath Brightwall and refrieve an

EﬁNIG .'.3”_“-“ S_ES FRM STHHNGEHS ancient relic hidden thera.

nd press the A button to interact: =8 ¥ Slay the mercenaries who plague Mistpeak Valley,
on the bottom of the 2

4 Persuade the paople of Brightwall to share their food with the
Dwellers.

Exit Sabine's inner camp and tollow Walter back through the camp to the
gale leading to Mistpeak Valley. He's going to try to dig up some info on the
mercenaries in the adjacent valley while you make your way through the
mountains to the base of Mistpeak Valley, and then to Brightwall Village.
Walter will meet you in Brightwall when he's formulated a plan,

Sabine drives a pretty hard bargain, but having him on your side is essential
to the rebelfion’s success.

55
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FIND THE LIBRARIAN IN BRIGHTWALL

€ &

The path from the Dweller Camp leads to the northwest corner of Mistpeak Valley, high in the snow-covered mountains, Descend the trail to the signpost
pointing the way farther down the mountain to Brightwall Village. The path to the right leads up to a nearby peak where a Silver Chest requiring five Silver
Keys is located, Save it for another time and continue the descent.

A pack of wolves altacks beyond Lhe
bridge. Stand back and use targeted
Fireball spells to destroy them. Hold
the B button to charge up each spell
while using the Left Thumbstick ta
target the nearest walf. Your dog
will attack any wolf you knock down
but do not kill. Continue across the
second bridge to find another small
pack of wolves. Charge the Fireball
spell and let them have it!

LISTEN FOR THE

- __. = . .'-". -M'
Wolves can't sunave more than one or twa Fireball attacks. Cha
spell o take them down with a single blast!

rge up the

Zigzag back across the river canyon over the third
bridge to reach the valley floor. Walter is going to
learn more about the in the area, so don't go off
exploring on your own just yet, Defeat the four wolves
near the ruins and follow the sign around to the right
to continug south towards Brightwall. Your dog vl
likely lead you to a chest and dig spot along the way

Descend out of the snow, then immedately turn to the right
and-start running back uphill fo reach Brightwall Vilage.

56
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FIND THE LIBRARIAN IN BRIGHTWALL (Centd)

Follow the path to the large stone bridye leading to the village proper.
Continue past the bridge to a house in the distance to locate a chest

and Silver Key, then return to the bridge and cross into the town. Take a
mament to soak in the hustle and bustle of the village, and to inspect the
traders’ wares. The weapons shop is currently closed, but there is a chest
in a room on the second floor, accessible via the stairs on the side—this
is precisely the type of exploration you should be doing as you follow the
olowing trail to the next objective. Cross the small stone bridge over the
creek and head up the hill ta the Academy.

enter the library, formally known as Brightwall Academy, and speak to the
caretaker at the front desk. He'll try to run you off Tor fear of attracting King
Logan's wrath, but it only takes one [ook at the Guild Seal for him to know
what to do. Follow him through the rear of the Academy to the door leading
o the Reliquary.

feel competied to buy anything just yet: you'll need your gold for farger

E Thera are many vandors in Bﬂgﬂﬂmﬂ laaking !0 :.aﬂ sorne food items. ﬂcm?
purchases soon enough.

. LITERARY GOLD ;.

0 yield a small fortune in {mld
your w 'thrr‘ugh IhE ||hr=1r1.

Sf?ﬂ# the J’menan the Guild Seal, then use it to opan the door to the
,. Rpﬂquar}' Only & Hero can gain access to the cavern beneath the Academy.

a7
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FIND YOUR FATHER'S TREASURE FOR SABINE
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Descend the steps into the Reliquary and immediately set to searching the aisles that flank the central walkway. Search the bookshelves for gold and use
the Silver Key you've found to apen the chest in the aisle on the left. Whistle for your dog and press Up on the D-Pad to teach him fram the Dog Combat
Training 2 book you find. This upgrades his fighting ability and makes him more vicious in combat,

Canlinue past the books to the crumbling walkway that overlooks a large
void. Open the chest on the left, then follow the glowing trail around the
corner and down the stairs to the right. The daor there is sealed shut, but a
flit switch is present. This flit swilch requires a melee weapon strike (note
the switch's blue color corresponds to the X button on the controller) and

it just 50 happens that Jasper has found two of your father's old weapons.
Return to the Sanctuary and follow Jasper into the Armoury. Equip either
the Hero Hammaer or Hero Sword, then return to the Reliquary and strike the
switch to extend a bridge.

Y Ty e

E Equip a melee weapan at the Sancluary, then use it to strike the fiit switch.
Cross the bridge and prepare for battle!

The twinkling blue lights you see in the air are your signal that an attack by hollow men is
imminent. Use your Fireball spell tagether with your newfound melee weapon to bash them
to pieces. Each of these hollow men attacks with melee weapons: avoid all forms of danger
by keeping your distance. Target individual enemies with the Fireball spell to knock them
hack, then move in for the kill with the sword or hammer. Grass the second bridge that
exctends and continue through the door that opens.

Use area-of-effect spells to knock the hoflow men back ifa
group of them gets toa close.



Step out onto the ladge and target
the red flit switch that appears with
your Fireball spell. This causes a
staircase to rise up out of the abyss.
Step on the floor switch atop the
stairs to make another panel rise up
within reach. You must use this and
the subsequent blocks to cross the
void. Step on the blus-lit arrow on
the side of the panel corresponding
to the direction you wish to travel.
Cross to the left to reach the chest
there, then double back and head
across the gap to the other chests,

you off!

Causing a panel to rise up beneath one of the lanterns glowing blue with
hollov-men spirits triggers a short battle against a half-dozen or so
enemies. Stick to the center of the platform and use your area-of-effect
Firehall spell to knock them back. Descend the stairs thal appear next to
the final panel and head left. Leap down to the lower level, then step out
onto the broken bridge and dive into the water far below, Search the dive
spot for treasure and climb out of the water near the large circular door.
Stand on the seal and target the door with a Fireball spell to open the vault
beyond. Hold the B button to charge the spell and push forward on the
Left Thumbstick to target the door, then release the button to hit it with the
directed spell,

The Reliquary was built 50 only Heroes could explore its depths. Don't
hesitate to cast a magic spelf whenever vou see a seal such as the ane on
the fioor here.

The path continues beyond Lhe door to a large rectangular area that towers
saveral stories upwards in height. Proceed in a serpentine direction around
the large pillars in the cenler to a hole in the wall on the far side of the area.
Ascend the rocky ledge past the waves of hollow men to where the path
2ads back into the main area of the Reliquary.

v n e
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Step on the blue arrows to cross the chasm while collecting the contents of each chest. Don't fet the hollow men scare

. LIGHT.-THE EAMI

§ The path leads past a locked door at the end of a walkway &
lined with six extinguished braziers. Use the Fireball spell to
ignite each of the metal lanterns to open the door. Collect the
Silver Key then leap off the ledage to find a wooden chest. Circla
around the area in a clockwise direction to return to where you
were moments ago.,

Follow your dog's barking to the chest around the corner to the right. Take
a side-trip up the path here lo Lhe area overlooking the rising panels you
crossed upon earlier, Throw the lever to trigger a fight against a large wave
of hallow men, one or two of which may have rifles. Defeating the hollow
men triggers a staircase to rise up from a ledge across the cavern—explore
this area on a return trip.

Return to the main path lezding upwards to the top of the Religuary to
encounter a yellow flit switch. Return to the Sanctuary to equip either the
Hero Rifle or Hero Pistol that Jasper has found and use whichever you
choose to shoot the flit switch. Ascend the ramp that extends while firing at
the hollow men ta reduce them to bones long before you get within range
of their cleavers and sickles.



==

ROAD TO RULE,

——-*-*—-———_

Locating the Music Box is all the proof anyone

This Achievement unlocks as soon as you have killed enemies
with all three attack styles—magic, melee, and ranged ihs
attacks—in combat. You won't have gotien this far without o | need of your being a Hero, but your future fests will not
using the Fireball spell a number of times already. You've likely i a0 8y. Follow Theresa's instructions and use the
already gotten quite comfortable using either the Hero Sword R ) jitness Logan's frue intentions. This should
or Hero Hammer. Now all you need to do is use your nawly & y doubts you may have felt req need
equipped Hero Rifle or Hero Pistol to blast a hollow man. |

The path ascends on a series of self-extending bridgas that connect a
number of small square landings. Hollow men wait in droves to attack
you as you make your way up the path. Hang back and use the ranged
weapons and targeted Fireball spells to weaken them while staying out of
reach of their meles weapons. The hollow men get more numerous and
better equipped the higher you go up. Consider using one of the Summan
Creatures potions you've likely collected from the chests in the area—
magical crealures appear and attack and distract the enemies, allowing you & can begin buil m-‘
to pick them off from afar. B - ropertiee Pl

have 20 or more Guild Seals.

CHESTS NOW AVAILABLE
CHEST TYPE  GUILD SEALS  DESCRIPTION

! Skl D mire damane wilh a7y meles
e L) Upgrade RO o0 58 '
Ranged Skl ) [ o damsage vath any gun
Lewal § Upsgrade YU Use.

il 4 [o mors damage with any spell
Magic Laved 1 Upgrace y0u cast

Shack electrocutes oppanents,
Ehocx Spel Gauntle darmaning and momentirily
Slunning them.

- |I'ra,'..l‘.'lll'-“l LD|::" |||Iu','nuu|.'lems
W The final landing has the largest enamy force yet. Use Freball and males Dye Pack 1 Oy Coioes ,3'-“: 3 Efwi cl?rr;? ?e:I ‘E-u'f».w'"
strikgs to beal them back, then open fire with vour ranged weapon, 5 ey, and grees
2 Friena Leam Whisti, Hera Pose, and
Expression Expressions ';h“;‘-“,'?*l‘_"m\;l"h‘:f:."lu
PICK UP THE MUSIC BOX " B
* GUILD i ; Becama Albéon's grestest land
CHOICE GOLD SEALS MORALITY ¢ Landiord Pack [‘;{m ? ta;:.:a-“; k":?ur; by a]rp.
= e - e reat, and degoralz houses.
. BUOD: Pick up the Music Box. . 50

7o YL N/A LA 5

Ascend the stairs to the
lofty door and enter the final
room in the Reliquary. Here
is where your father left a
mast prized possassion, the
Music Box. Taking this itern
inta your hands is sure to
prove to Sabine that you are
indeed a Hero.

Oy a true Hero could make it this far, And
only a descendant of Albion's famed savior
and King could vnderstand how special
this relic 1s.

=

&0




IN WOLFS
CLOTHING &

"lllir"t’ L'llflS l::ar:m-:] illLlJ( \l.l;c mercenaries Lt]a.L berrorize 3?? -y
E}'LE Dvm]:lﬁrs maintain a w-::ﬂ-lur{i[ju:l camp on Llr'le E\'l%E

2
a{ m!si;.mcnlc ‘Vju:.lc)r Youre not 505155 ke qLEe lo saunter up o

l'l'm ‘ﬁ)a{e anc] Snin access r]rr:;.t:l'.{] as a ]}w;_'.”{_::’-m‘d :cr{ainl}' not .

clrcs&r:c] as Lll& Frince eitherbit ‘qulir.r I'ms a Flﬂ.n. ]4‘3 a ris](_y

Frl:;ixsl{mn EVED [or a Hem, lf:ut :,'L'."-lll'"f? 5:1ir|5 {o ]'mvc to sncaJ-t

m{ﬂ ‘L.E Aercenar:,' (‘ﬂmf] am:f lx:m{ {LL\.-ITI into su|::ml331=on fish ﬂn:ig:
1o ].rn:vmi ]Enlure au.mgtx tie Dwe”en; T]'ﬂs is {!m rm]y Wiy [ i




b ” 5 [}
L _— 4 ,
wh LT i L :l -
. = Yl P F
" L-!\.:\._' “a ’. 4 .
L3 ' . — L .‘- - II’. i
P . 2y J'f":a, e AT
. » e BEly Tl
% ' s
¢ % ]
: 1 j
P 3 2
L !
- ,.
b .'J ! #
4
g R
¢.‘.'_-. - X
B Tt
BRIGHTWALL VILL AGE
i —y —

r."
o |

L L T (T T L T O O DO -
._-__:f

NEET WALTER IN THE PUB

e

Samuel is thrilled to see you return from the Reliquary in good health and has word that Walter has gained some valuable info about the mercenaries.
Head to the pub in Brightwall Village to meet with Walter. The pub is near the main entrance to the village, by the bridge leading to Mistpeak Valley.

_ PLAY THAT FUNKY MUSIC

3 - There are plenty of opportunities

& 10 earn some extra mangy in

& Brightwall by playing the lute or
by making pies. Between the two,
playing the lute brings in mare
money. Approach one of the “Lute
Hero” signposts near the tree in

' the upper village and begin playing.

™ .."h \ L]

You'll earn 1 gold coin for each »

Caald Puldiplies: 9

correct note you strum. Strum s
& all eight notes in each tune (by _{’ E%j
b pressing the X and A buttons in ¢ %»sy
* time with the needie) to increase 3% B
B the gold multiplier to a max of 10x. veﬁ‘“‘%; n_«\__” y
b You can earn up to 80 gold per e USRS U NS
& tune as a Level 1 lute player. Learn
B more about each of the jobs in the
& “Hero's Way" chapter.
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5 waiting outside the pub.
lim upstairs to the room
2oove the bar to find one of the
==rnanaries passed out drunk,
v Walter's advice and take
== guy's clothes, then visit the
ctuany to put on the Mercenary
= This is an important part of the
. but you're going to need
& than clothes to sneak into the
zrcenary Camp.

_‘ Waller made sure Jimmy drank too much to stir. Take his clothes off him betare he wakes up.
BUTT THE MEFRCENARY TATTOO
———————{ B }

==wm to Brightwall and head across the bridge to the stylist. Purchase the Mercenary Right Arm Tattoo and
“e=rcenary Beard for 500 gold each. There are plenty of ways to make monay in Brightwall if you don't have

ugh. Working as a lute player or pie maker earns you as much gold as you fee! fil to make. Another optionisto | Evenif you're playing a
=ap by the pawnbroker's shop and sell the various gems and other gift items you've likely found sa far. Return to female Hero, you will need to |
== Sanctuary's dressing room and finish the costume by applying the tattoo and beard. wear the mercenary beard, -
It's a slightly nontraditional
look for a lady, but it will fool

the dimwitted mercenaries.




MERCENARY CAMP
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FIND CAPTAIN SAKER

%)

W There are several dig spots and dive spots around the perimeter of the fake. Collect the treasure, then approach the
S stockade wall to gain entrance to the camp.

p

Saker is the leader of the
mercenaries and he's holed up at
the Mercenary Camp in Mistpeak
Valley. Cross the bridge to exit
Village and head down
the hill in Mistpeak Valley towards
the lake. You'll encounter numerous
packs of wolves in Mistpeak, but
they're nothing you can't handle a2
this point—just fire two quic
with your gun, then blast away wit
the Fireball spell. Swim the length
of the lake to find the two dive spots
then exit the water near the g
post to enter Mercenary Camp. The
guard will think you're Jimmy and
open the gate without delay.

Open the chest beneath the watchtower on the right, then head over to the two mercenaries calling your name. One of the guys goads you into showing
the other, Stilts, “that thing you do.” Approach Stilts to interact with him and either press the A button to kiss him or the X button to fart on him. The chocs

is yours; you can even shaot the explosive barrel next to them to kill both of them if you'd like.




‘tontinue past the mercenary searching in the grass. Locate the jewelry a few steps
beyond him and pick it up. Locate the chest and dig spot at the end of the path,
then return the way you came. You'll have an opportunity to give the jewelry to the
man who's apparently searching for it. Giving the jewelry to the mercenary earms
you +5 Morality. Keeping it will not tilt you towards an evil rating, which is good

since the jewsiry may not even be his anyway!

Continue to the second checkpoint and enter the main area of the camp as
300N as the gate is raised. Ignore the two guys fighting in the center and
1zke a moment to search the parimeter for loot (you can find a complete set
of Mercenary Tattoos throughout the Mercenary Camp) before approaching
ihe two mercenaries near the next gate. Though your costume is a dead
ninger for a mercenary, the guys at the gate notice your eyes are the wrong
color and attack. Fire two quick shots with your weapon, then roll away

and attack with a Fireball spell. The gate opens as soon as the first four
have been dispatched. Stand facing the gate and guickly fire at the barrels
oayond it to defeat the two enemies standing near the explosives.

Your disguise, however perfect, won 't gel you past the two sharp-eyed
mercanaries near this next gate. Be ready for battfe!

Approach the open gate and target the barrel in the distance with the rifle. You can auto-aim by pointing the Left Thumbstick in the direction you wish to
fire and pressing the Y button fo fire—the weapon automatically targets the nearest target in that direction. Pressing and holding the Left Trigger while
rgeting an enemy locks on to the foe. Just tap the ¥ button to shoot, or hold Y down to sxscute a flourish shot, Another half-dozen foes attack from the
=, 50 be ready. The path zigzags up the hill from here towards the fortified circle atop the hill where Saker is hiding out,

" You were able to purchase the ;

+ Mercenary Right Arm Tattoo
in Brightwall, but you ¢an

I find the rest of the set at the
Mercenary Camp. Locate the
chests and dig spols (Level 1)
in the area to find matching
tattoos for the left arm, chest,
left leg, and face.

e ) Mo

Distance fs your best friend! Roll away from enemies to stay out of range of their meleg weapons, then rely on guns
and magic to dispatch them safely.

Santyour way up the hill to the left, past the next watchtower to where three enemies approach on foot. Hold your ground, dispatch these foes, then
smoulder the Hero Rifle and take aim at the explosives near the enemies in the distance. If you haven't already equipped the Hero Rifle, this is a prime time
= o 50, as its superior range makes the final push to Saker much easier. Slay the wolves that are released from their cage, then grab the Silver Key and
=cend the watchiower,

i

(i)



(=]
=1

There are three groups of mercenaries in the distance. They have taken
cover behind sandbags, but they weren't smart enough to get clear of the
explosive harrels they're hiding alongside. Use the Hero Rifle to snipe each
of the barrels. The resulting explosions will eliminate any of the enemies
standing nearby. This is a great spol Lo make some progress on the Batrel
of Laughs Achievement, which requires 25 kills via explosive barrals. It
typically takes bwo shots with the Hero Rifle to dispatch an enemy, but one
shot to a barrel can eliminate multiple enemies at once!

Hold the Left Trigger to aim the reticle at one of the red barrels, then press
the Y button fo fire.

Descend to the ground and resume the push towards Saker's inner
sanctum. Continue to make use of the Hero Rifle's outstanding range by
sniping the distant enemies long before they can get clege enough o be

a bother.
DEFEAT CAPTAIN SAKER
CHOICE O GHD MORALITY
#5CM%, RO0D: Spare Captain Saker’s life. - 50 175
A L: Kill Captain Saker. S

Captain Saker leaps down off the wall that circles the inner
area of the Mercenary Camp and attacks at once by lobbing .
Malotov cocktails. This is his only ranged attack, but it's

an effective one. To avoid being enguifed in flame, point /
the Left Thumbstick in a direction and tap the A button & i
to roll. Move gradually closer to Saker to take away his
ability to attack with the explosive bottles.




Sash twice at Saker with your Hero Sword, then roll away before his
counierattack, IU's rare 1o be able to actually land three sword strikes on
Saker without the last being blocked or your heing hit, so stop at two,
Sa«er has several melee attacks up his cut-off sleeves. First among those
£ 2 double-fisted jab that he'll deliver if you stand directly in front of

= Another is his leaping ground-pound attack that sands shockwaves
cutwards inall directions. Both of these attacks can knock you back and
#ict moderate damage.

oatinue dashing around the arena while pelting Saker with Fireballs
250 moving in and out of range for melee strikes. Several of his cronies
=ventually leap inta the ring to lend a hand. Stay on the move to avoid
Sz2r's Molotov cocktails and use the Hero Rifle and Shock or Fireball
=2=s to dispalch the lesser foes as quickly as possible. Saker is immune
2 Shock. but it momentarily incapacitates his minions. Fireball just blasts
=v=ryone. Your choice! Consider using a Summaon Creatures potion to
=20 Up the sides and distract both Saker and his men. This grants you the
“rzedom to take your shots at Saker without risk of retaliation.

wa more batches of enemies enter the arena to assist Captain Saker. Stay
= e move and use your ranged atfacks against the lesser foes while
—uing in attacks against Saker when possible. Roll away from the enemies
e, take a couple of quick shots with the Hero Rifle, cast a Fireball spell,
™ ’G|| again. Saker gradually shifts to a boxer’s style of fighting and tends
= not throw his Molotov cocktails when his own men are in the ring. Stay
=t of range of his uppercuts and jabs and use Firshall spells and guns to
s=0ck him to his knees.
Saker accepls
his fate like a
good soldier
and you're
free to do
with him as
you pleasa.
You'll earn 50
Guild Seals
=zardless of whether you choose to spare his life or kill him, but the impact
= your morality is severe. The choice you make regarding the fate of Captain
==k=r has greater impact on your morality than any other choice you make
“roughout the game. That said, it is hard to lead a rebellion if you ruthlessly
«¥ those who may be of help to you in the Tuture. We recommend sparing
S=e=r. You receive Saker's Flag regardless of your choice.

- g

for the Dwellers, y
in combat. Sabine will no dou

image joins that of Jasper and Walter along the Roa
to:Rule if you decided fo spare him. Though the gate to
the next round of upgr't'!w- -1p+=n' rrgqrrllp i

decided I.r_l kill Saker.

Upgrade Strateqgy: Continue the trend you set upon earlier
and purchase the Magic Leve
you to l:h'uuu your magic wp—"'ll" EVE

2 upgrade to aid in ',-'-::LJquhj earning. Lastly, p

the Family Pack can help y it

possible to bring a child of your own to tlw I:Iumuq Door in
Brightwall Village, resulting in a very valuable reward.

CHESTS NOW AVAILABLE
CHEST ~ TYPE  GUILD SEALS DESCRIPTIDN

Skil Do mare damage with any maiee
Mokt Lpved 2 B damage with any ma
e Lol 2 Upgease WD YOU LSS,
Ranged Skil Do mare damege with any gun
Lewe 2 Updrade VR ga,

" Shit i Do mare damegs with any $psl
Mgk Leet2  pgrage yoa st

Take your relalipnshiss 1o the
Lovar next kel by beaming Dance, Hug,
Expression Expressions and Kiss in neder to becoma best
Pack frignds cr gwen kivses walh the
peaple of Albion

Wanl I start 3 tamiy? Linkck

Marriape, Hoess Buying, Having

Chilzeen, and Adogtea (As0

wrhocks |he Lower Expression
k)

Famity

Famiy Pack i

Biecoms & better blacksmith
and e mane morey shikng
it st

Blacksmith Job Skil
Lewvel 2 Uagrade

[Phe Iakar Job Skl Iemguowg your enoking hills and
Livel 2 Upgrads BTN Mofe maney makisg pies

Imgaye your lube plzyig
Lute Level 2 ﬂ';h rsg?cl shilty 2 earh more money
v parfarming
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“LEADERS AND
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Climb the stairs to the room above the bar inside the pub to meet with Walter and Samuel.
Walter has been trying to talk Samue! into lending some supplies to the Dweller Camp, but
the people of Brightwall have very little to spare. Samuel believes that if you were to spread
some cheer around the village and help people out, that those same villagers would then
turn their gratitude into charity and send supplies to the Dwellers.

Waiter and Samuel are enfoying a not-so-frosty mug at Ye
Quitf and Quandary. Climb the stairs to see what they have in
mind far you.

GATHER 30 MORE GUILD SEALS TO GAIN THE
FOLLOWING OF THE PEOPLE. OF BRIGHTWALL

- :
SIDE-QUIESTING

4 isit the Sanctuary to study the map table with Jasper. He's found a way to use the map to highlight those villagers who can benefit from !;uur-
assistance. These quest givers are marked with an “!" above their head can be selected with the magnifying glass. You can also see a brief
descrlphon of the quest and the number of Guild Seals you stand to earn for completing the quest.

There are currently four quests available: Chicken Chaser, Missing Play, Missing Child, and Gnomes are
Greall You won't need to complete all of these quests in order to fulfill Samuel's requirement of 30 new
Guild Seals, but the more side-quests you participate in, the more Guild Seals you'll have to spend along the
Road to Rule. Lastly, we strongly recommend completing Gnomes are Great! and beginning the follow-up
Gnomes are Evil! quest since it's quite lengthy and involves traveling throughout all of Albion—best to start
it soaner rather than later,
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MISSING PLAY

Lambert and Pinch need help putting on their plays in Brightwall.

RVAILABILITY: This quest becomes available after defeating Saker and
returning to Brightwall,

UNLOGKS: /A

This Achievement requires you to experiment with cross-
dressing. Completing this quest requires you to wear

both male and female costumes, so you will unlock this
Achievement regardless of whether you're playing as the
Prince or Princess of Albion. It may only be 5 Gamer Foints,
but it's an easy Achievement to complete.

REWRRD: 20 Guild Seals & The Complete Works of Philipth Morley

MORALITY: M/A

Speak to the two thespians outside the Academy to learn of the
missing play. The first step in finding the play is to find a man named
Ransom Locke. Enter the Academy and continue straight past the front
desk to the door that slams shut in the distance. Ignore the warnings
and open the door to proceed deeper inlo the Academy. Continue
through the second shut door to enter the study at the rear of the
building. The missing play is in the far corner of the room.

Thumbing through the pages of the play triggers the arrival of Philipth
Morley's ghost, who then sucks you into the world of The Lost Works.
Ransom Locke is there to chaperone you to safety. Follow along with
Ransom Locke as he leads you to three different sets from three of
Morley's most celebrated works.

Approach the mannequin and put on the first costume, the lady's
dress. You'll get the chance fo either declare your love or abuse your
suitar, Oliver. The play calls for you to express your love ta Oliver, but

the choice is yours. The next play requires you to perform as a jester in

a chicken suit. Put
on the costume
and make the king
laugh by tickling
him (or risk his
wrath and express
your love instead),

The final play requires you to dress as a man named Titus and battle
a gang of gladiators led by a character named Ace. Though the script
calls for you to fall in battle, it's certainly worth putting on a good
show. Mot only will this be all the more convincing to the ghostly
audience, but you'll eam additional Guild Seals through combat. Keep
the fight gaing for a while to earn a Guild Seal or two. Ace eventually
summans a larger group of his men to attack. Ready a Fireball spell
for them and keep up the fight! Thera isn't any penalty far dying, s0
don't use any potions. Just keep fighting until the end. Win or lose,
completing the scene is all that matters.

GCollect the script to The Ham Sandwich from Morley to escape The
Last Works. Once outside the Academy, give the script to Lambert and
Pinch, who immediately—and unfortunately—set about performing
the play on the steps of the Academy. The audience may not like the
play, but you'll still be rewarded with The Complete Waorks of Philipth
Morley for your trophy wall.

Complete the quest The Missing Play to unlock this
Achievement. Don the three outfits, participate in the witty




SNDMES ARE BREAT!

Zrian in Brightwall wants your help refrieving a very special
packane.

AVAILABILITY: This quest becomes available after defeating Saker and
refurning to Brightwall.

UNLOCKS: Return the Gargoyle statue to unlock the “Gnomes are Evill"
quest.

REWARD: 10 Guild Seals
MORALITY; n/2

223k to Brian in the area with the massive frog statues, to the east
o7 1he Academy. Brian has what some might say is a rather unhealthy
z%zction for gnomes, and today is his favorite gnome Jonathan's
arthday. The package Brian ordered has gone missing in Mistpeak

alley, and he believes the delivery coach may have lost a wheel. He
==20s you to head to Mistpeak Valley and retrieve the gift he ordered
%ar Jonathan the gnome.

=allow the glowing path out of Brightwall Village, across the bridge,
=0 down into Mistpeak Valley. Descend away from the snow-covered
2=aks on the left and continue along the trail as it winds its way along
=& ridge to the right. The wagon bearing Brian’s package has indeed
st a wheel, but it's also been attacked by mercenaries! You'll likely
=ty spot four of the mercenaries at first, but there are a total of seven
3' them hiding amongst the rocks. Use charged magic attacks to
soften them up as they approach, then rell away and open fire with

ur gun. Use flourish attacks to finish the mercenaries off as they get
~ose then unleash a final charged magic atlack to clear the area.

S —

THE ROAD TU FIULE
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Locate the missing
package behind
the wagon, a
Gargoyle, and
pick it up. Return
the Gargoyle to
Brian in Brightwall
Village and place it on the pedestal beside him. You'll just have to
waich and see what happens next, but do understand that this will
unlock the Gnomes are Evil! quest. Consult the Quest List feature on
the map table to see when it becomes availabls then head to Brian to
initiate it.

GHICKEN GHASER

Bernard and Patsy's chickens have run amuck,

AVAILABILITY: This quest becomes available after defeating Saker and
returning lo Brightwall.

UNLOGKS: Complete this quest to unlock “4 Day at the (Chicken)
Races."

REWARD: 10 Guild Seals & Chicken Trophy

MORALITY: Save the chickens lo earn +50 Morality. Kill the chickens o
eain -50 Morality.

Locate the chicken farm on the west side of Brightwall Village and
speak to Bernard, the panicked farmer. To his harror, someone has
left the gate to his pen open and the chickens have escaped. They've
split into groups of three, and he wants you to lure them back to his
farm. Put on the Chicken Suit he gives you and set out to Tind the
chickens. Press the A button when in range to flap your wings and gat
the chickens to follow you. Your dog barks when he gets near a set of
chickens, and a quest indictor appears over his head to let you know
the chickens are near.

Al
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The first group of chickens isn't hard to find: they're right under the
arch in the wall near the farmhouse. Run up to them, flap your wings,
then slowly lead them back inside the pen. Descend the path towards
the small stone bridge and turn to the right. The second set of chickens
is hiding near the houses up the path on the northwest side of the
creel. The final group of chickens are in the town square, near the
statue in front of the pub.

Bernard and Patsy don't agree on how to tend for the chickens gaing
forward. Bernard would like to kill them, and Patsy wants to save them.
They leave the decision up to you. Regardless of your decision, events
unfold to allow you to bet on the chicken races later on. You probably
won't win much money betting on the races, but it's worth sparing

the chickens just to hear the narratar describe the chickens. You will
earn the Chicken
Trophy for your
efforts regardless
of the choice you
make concerning
their feathery fate.

| Returning the chickens unlacks this betting game. Return to
he chicken farm in Brightwall Village whenever you wish to lay
* some gold down on the chickens. There are five chickens in the
" race, each with their own unigue name and odds. Approach the
table near the house to place your bets. Bet on as few or as many

chickens as you'd like, but
know that the rasults are
random. Even the long shot
wins every so often.

Search Mistpeak Valley's caverns for a lost little girl

AVAILABILITY: This quest becomes available aiter defeating Saker ana
returning to Brightwall.

UNLOCKS: hv/A

REWRRD: 5 Guild Seals

MORALITY: h/A

Cross the bridge leading out of Brightwall Village and speak to the

woman on the far side of the gorge. Her little girl has gone missing
somewhere in Mistpeak Valley and she needs you to search for her
Mistpeak Valley has three entrances to an area known as Chillbreath
Caverns. Descend the hill from Brightwall Village and furn left at the
ruins, then head up inta the snowy heights, via the bridge. Cross 5
snowy plains to a large cleft in the mountain and head inside. This |
the entrance to Chillbreath Caverns you need in order to find the gir

it

(e

Chilloreath Caverns has thres distinct routes within it that are not
connected. Thaugh the caverns are quite large, the trall you're
following to the missing child is both shorl and straightforward. Foliz
the glowing trail into the caverns and round the corner to the left whes
you get Lo the ledge. Locate the dig spot and wooden chest just off the
main path on your way to the girl, Eve, at the end of the trail,
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T=ke Eve Dy the hand and guide her back the way vou came to the exit of the cave. Several packs of wolves attack along the way. These packs 4
—=ually consist of just two or three wolves each and don't pose much of a threat. Release Eve's hand, shoot the wolves, then continug escorting
“=r 1o the exit. Lead her back through Mistpeak Valley (where more wolves attack) to Brightwall, where her mother waits patiently by the bridge,

= complete the quest.

GNOMES ARE EVIL!
Brian in Brightwall braught his gnomes to life with your help, but
now they're causing him problems. He needs you to find them and
fielp fum put them right. Refurn to Brian to give him any gnomes
you find.

AVAILABILITY: Must first complete the Gnomes are Great! quest.

HNLOCKS: N7A

nd shoot it. \We s
a problem shooting

REWARD: 40 Guild Seals, the Gnomewrecker weapon, & Gnome Trophy

MORALITY: /A
Return to Brian to see that Lionel magically reappeared in the garden
=zturn to the gnome garden area and speak with the visibly upset once he was shot. Brian wants you to search all of Albion for the other
=2rian about his gnomes. It seems that all 50 of the gnomes have gone 49 gnomes. Return to Brian to receive 10 Guild Seals for every 10
wussing, and he only knows where one of them can be found. That gnomes you recaver (through the first 40 gnomes). Find all 50 gnomes
29z, the gnome he calls Lionel, is inside Brian's house. Head up the to receive the Gnomewrecker weapon and to unlock the Gnome
2ath above the garden to his housa and go inside. The gnome is on Invasion Achievement. Consult the “Albion Atlas” portion of the guide

== wall opposite the chest. You'll hear its Gnomish trash talk as soon  for details on all 50 gnome locations.
25 you enter the
wouse. Draw your
zun and shoot the
zoome to send it
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RETURN TO SAMUEL ROAD TO RULE.
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Make your way to the front gate near the pub as soon as you have earmed
the 30 Guild Seals needed to win the support of Brightwall's villagers.
Samuel is reacy to shower you with praises and send plenly of supplies to
the Dweller Camp, but not without first asking one more favor. He needs
you to promise to reopen Brightwall Academy once the revolution is over
and you become the new king of Albion. You have no choice in the matter;
you must promise Samuel and give the people of Brightwall your word
as Prince that you will one day reopen Brightwall Academy. Agree to the
promise and earn 50 Guild Seals for completing this quest.

You'va gained a crucial allydn Sabine, but have had to
make promises you may find difficult to keep later on.
This Is the'cost of being.a leader. Nevertheless, thers |
much work to be done befo

to make good on these pro

additional allies.

have is Walter and a few Dwellers. You will need far more
than that if you're to overthrow i

Upgrade Strategy: Depe
available quests you comp you may hav

180 Guild Seals to 5 You certainly have at least

130. Return to the previo nient of the Read to Rule
.and purchase any additional combat skill uj
prade your jo
mply going for the most
num earnings. Purc
il you plan on completing mo

your

by th

l Lerel)y meir‘sc*: m{ I s aH rleoPen {11
Bﬂg]‘ltWﬂH Aca&em}(

GO TO THE DWELLER

CAM & CGHESTS NOW AVAILABLE
I CHEST ~ TYPE  GUILD SEALS DESCRIPTION
: - e i i ey e Storm sammons fos
b | ‘S-:_:iimm .}.\Tr{irl. e :?ngr'%z:ql:j:;nérfn| on
You've completed all three tasks Sabine has set out for you; it's time to
5 o ! i Joker A Become a comedian by kaming
retumn to the Dweller Camp and see if he has been fittingly impressed by Egtie Expressioes : g&%mﬁﬁ Ll
your efforts. Lse the map table to fast travel to the Dweller Camp to meet — ~
: ; _ A . - e Glathing Tired of your appearance? Leam
with Sabine. As was the case wilh Samuel, Sabine is most impressed with : Dy Pack| i firw o By DU elnifhes o hair
[ e Mak, purple, orarge, and pink.
your performance, but has one more request before he'll agree to join your = S
- i ! ! X ! . -~ b Gl Bacome a hetter biackemith
revolution. You must first promise to him that you'll restore the mountains S i U s ar s oy
to their natural splendar and grant the Dwellers full custody of them. B -
F ¢ ; 7 Pe M:_A:i"' Job Shll 5 |mpeing yome Goacking I:k:.'jldl\-'J
Agree to the promise to gain a most important ally, earn 50 Guild Seals, 5 Ll Upgrade €A e maney meking ples.
and unlock | =, L T ALY e L ] kb Skl Imipeve your lut2 playing
. > > | Lule Level 3 Unarsde 1] kil amf pirn mare nioney
the And So ; Plret petorming
It Begins
Achievement.

‘il ]‘mregy Pmmise to restore *}13 lcm ; U{
/v\.is{})eal( ana] return fllem tostlie Dwe”ers_
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Walter is waiting at the monorail
station in Mistpeak Valley to kick off
the next leg of your army-building
adventure. Don't rush off just yet!
This is a great time to complete
additional side-quests and purchase
some houses to begin amassing
your riches (you can't purchase

any shaps or stalls right now, but
you will soon). The “Real Estate
Magnate”™ portion of this book
provides complete listings of house
and shop prices for all of Albion,
along with strategies on how to

get the most bang tor your buck. o
Ifyou're low on funds right now, Repair the caravan to ensure the tenants pay rent. Caravans only yield about 45 gold each in rent. but collecting 45
then stick to buying just one or two gold every five minutes adds up to thousands of gold over time.

caravans at the Dweller Camp. You'll
receive rent every five minutes
spent playing the game in real-lime.
The more expensive houses and
shops offer the biggest return on
your investment, but even little
purchases like Dweller caravans can
yield sizable returns over time.

;.'Buying a shop or a really high-priced house is the most effective way to earn the highest return on your
" Investment, but they cost a lot! Build your early forlune by purchasing a few caravans or small houses
and renting them out. Make any necessary repairs to the structure, otherwise the renters will stop paying
their rent. Decorating a house automatically increases the rent you can charge, but you can adjust the rent
manually too. Raising or lowering the rent is an effective way to shift your Morality rating towards the good
{low rent) or evil (high rent) end of the spectrum. We suggest keeping it at the default sstting unless you'rs
already a millionaire or trying to be completely evil.
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_§_1|;;gg§_T__ DWELLER CAMP
SPECIAL DELIVERY

Mrs. Tibbins has found something interesting in her backyard.

BVRILRBILITY: This quest becomes available after making the promise
10 Sabire.

UBLOGKS: Deliver the package to Saul to unlock An Ancient Key quest.

e e e e et

REWARD: 5 Guild Seals
MORALITY: /A

Mrs. Tibbins lives in the caravan in the center of the Dweller Camp, within the fence. She needs someone to deliver a package to her cousin Saul
=t the Brightwall Academy. You can reach Brightwall by descending the mountainside on foot to Mistpeak Valley and then journeying through
e pass to the village. Alternatively, you can use the map table at the Sanctuary to fast travel there—the choice is yours. The latter is obviously
much faster, butyou'll gain more Guild Seals by going on foot and battling any wolves or mercenaries you encounter. Either way, head over to
Snghtwall Academy and give Saul the package. He's in the room to the left of the front desk.

SIDE-QUEST BRIGHTWALL VILLAGE |

mﬂmﬂm‘r HH Use the key to unlock the door and head up the stairs inside the
hallway where the third set of hollow men attack. Use the key once

again atap the stairs to bring Saul to a long-forgotten room containing
hundreds of ancient tomes. This is the best treasure Saul could have

AVAILABILITY: Complele Special Defivery 1o unlock this quest, hoped for!

Saul has the key ta an ancient secret, but he needs some help.

UINLOCKS: An Evil Presence

REWRRD: 5 Guild Seals
MORALITY: N/A

=xit Brightwall Village to allow some time to pass, then relum to

™z Brightwall Academy and meet Saul in the room with the suits of
armor by the entrance to The Reliquary. Accept the Key of Forbidden
Enowledge from him and lead him by the hand down the stairs into

The Religuary. The glowing trail leads through the aisles of books to the
czvernous portion of the old repository. Descend the stairs on the right
==d prapare for battle. A number of hollow men will attack at thrae paints

SUT-THAT.FLIT.SV

=ang your journey to use the key. Release Saul's hand and prepare a AR s : i ey

%1y charged Fireball spell to shatter their bones. Cross the bridge that hooting the flit switch on the wall inside the raom you brought
you extended on © Saul lo reveals the first step in @ lengthy process needed to reach
your first visit to * the golden door at the base of The Reliquary. Shoot the flit switch
reach a second ' three times to open the door and gain access to another flit switch.
battle, then - Slash at this one as it moves from one position to the next to 1
continue down the {  activate a series of stairs and platiorms that spiral downwards

stairs to the right. *around the central tower to reach the golden door. You can read
more about this gelden door in the Albion Atlas portion of the book.

i
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Escort a wandering trader to Brightwall.

AVRILABILITY: This quest becomes available upon entering Mistpeak
Valley after making the promise to Sabine.

UNLOCKS: /A

REWARD: 5 Guild Seals

IORALITY: N/A

Billy the wandering trader is patiently waiting outside the Mistpeak
Monaorail Station for someong brave enough to escort him to Brightwall
Village. He's terrified about being killed and robbed, or was that robbed
and killed? Either way, he needs some help. Take him by the hand and
lead him back along the path leading into the hills above the lake to
Brightwall Village.

Several bands of mercenaries will attack along the way. When this
happens, release Billy's hand and use your ever-sharpening combat
abilities to destroy them. The mercenaries often drop from trees or leap
out from behind racks. Immediately prepare a Level 2 magic spell and
unleash it just as they draw within the circle marking the spell's area of
effect. Finish them off with melee and gun attacks. Guide Billy by the hand over the bridge into Brightwall Village.

REET SR WALTER AT THE MISTPEAK
MONORAIL STATION

Partake in as much side-questing as
you want {available side-quests are
detailed prior Lo this section), then
travel across Mistpeak Valley to the
monorail station near the lake. It's
on the opposite side of the lake from
the Mercenary Camp. The stztion is
crowded with travelers, but it's not
that large. Ascend the stairs to leam

about some friends of Sir Walter's " &
fusthe and bustle to mesat him.

The sudden collapse of the monorai
car sends Walter into action. Follow
him to the main platform where ha
will pry open the gate leading to ths
maintenance fifts. Proceed down the
walkway and board the lift atop the
first set of stairs on the right. The Iif
lowers you to the floor of the cave.

revolution.
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FIND THE MONORAIL WRECKAGE

—_—  i— —_—

Exit the lift and descend the path alongside the cart tracks to the ruined monarail car, Waller
was hoping to find survivors, but the only things alive in the area are several hobbes, These
squat, troll-like creatures are both weak and extremely flammable, so prime your Fireball
spell and let them have it! Hobbes come in many varieties—you'll encounter much tougher
ones later—but this first encounter takes place against the weakest of them all. After the
fight, continue across the wooden bridge,

Usa yaur gun to pick off the first few hobbes, then ready
the Fireball spell for the larger group that approaches later.

EXLTT HE CAVE

Follow the trail to the north, past the small pools of water, and up the slope

Rl to the narrow ledge located across from the hobbes in the distance. The
The path ahead is crawling with hobbes, many of which are taking cover hobbes have built themselves an impressive set of wooden wallways
behind walls of sandbags ar inside the barrels. Unfortunately for these and structures across the chasm, but they've loaded it up with a number
dimwitied cave dwellers, they don't realize they're standing near explosive of explosive barrels. Shoulder your rifle and snipe the barrels as Walter
barrels. Use a rifle and shoot the barrels from afar as soon as you see charges ahead along the path to get a closer shot with his pistol. You can
them. The hobbes will charge up the hill towards your position, so just keep eliminate the
firing—Walter will cut down any that get too close! majority of
| the hobbes
TECHNICIAN'S KEY REQUIRED inthe area by
s i i e | detonating
y to open the locked gate to the left of each barrel
kot bar : with the rifl,

return to this place (via the Monorail 5 i 0 and

y. Cansult the Albion Atlas glmrtiun of this:
ditional information about The Ho

o e

IR T Use a rifte to snipe the red explosive barrels across the
chasm. The resulling explosions will engulf the hobbes
in flames.

i3

R — . —_—
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Keep firing on the hobbes until there is no more movement, then continue
around the U-shaped bend in the cave. Another large group of hobbes is
waiting in the distance and they won't hesilate to charge your position.
Shoot at the barrel on the left-hand side of the path just as the hobbas run
past it, then prepare your magic and meles attacks for a more intimate
hattle. These
hobbes anly
have access
{0 melee
Wweapons, so
try to stay
a couple
steps away
to avoid : - - e
taking damage. Cware ie hobbes in the red military unitarms! These
2lite hobbes carry large axes and muskets, plus they can
withstand a fot more abuse than lesser hobbes!

FIND A WAY TO THE
SUMNMNONER HOBBE

—

1

Eliminate the last of the hobbes, then open the wooden chest on the left
and continue through the cave. Splash through the shallow pool of water
and climb up the slope to where a summoner hobbe seals off the opening
in the rocks.
There's no
way past

its magical
barrisr, 50
you must
find another
way around.

Tha summoner hobbe won't be safe for long. Head down the
path fo the right to loop around and attack from behind!

Leave Walter near the barrier to distract the hobbes and head down the
path on the right to the waler. Swim through the tunnel in a counter-
clockwise direction to reach the hobbes behind the barrier and then take
aim at the summoner habbe with your gun. You only need to distract him
momentarily to lower the barrier and allow Walter through, The summoner
hobbe can
call upon
fallen hobbes
and cast
fireballs, so
focus your
attacks on
him first,
then deal with st e 5

the athers later. B Aun and somersault past the hobbes with the cleavers and
muskets fo atfack the surmmoner hobbe first. This makas
dealing with the others easier.

Continue down the path to a ledge looking across a bottomiess pitto a
series of ruins. Cross the rickety bridge near the collapsed columns and
head up the hill to enter the Hobbe Arena.

DEFEAT THE HOBBES

—t
=

The hobbes have converted an ancient temple into a gladiatorial arena,
complete with a ring of drummers banging out a tribal beat to complement
the combal. Three summoner hobbes appear on a central dais and beckon
a dazen skeletal hobbes. The unarmored skeletal hobbes are the weakest
of all the hobbes and can be shattered with a single Fireball spell (Level 2
or higher).

| The armored
ones can

% withstand

& 2 bit more
punishment.
but fall to

3 E_ - g 3 e | Fireball spelis
R~ : : ! as well.

high-powered magic spells to decimate the hobbe
Skelefons that are summoned. The faster you clear put
the surmmoned hobbes, the sooner you can reach the
summaner hobbes.

The magical barrier surrounding the summoner hobbes gets dispelled as
soon as the first wave of summoned hobbes is destroyed. Take aim at ong
of the summongr hobbes with your gun (or use spells) and blast it off the
dais and away from the others to separate it from the group. The others

will surmmon another small wave of hobbes. Let Walter take care of them
and charge after the one you isolated from the group. Use magic and meles
attacks to defeat the summoner hobbe, then focus on defeating the others
in the same
manner.
Clear the
arena of
hobbes to
aarn 50 Guild
Seals and
another trip

to the Road -ﬁ (R

to Rule. Altempl to isolate the summoner hobbes by knocking
them off the platform one at a time with riffe shots. Focus
on the summoner hobbes to minimize the number of
other hobbes that join the fray.

g, FEADING HOBBE BODY LANGUAGE

zh-for the hobbe to

he side to avaid
Incoming vards or backward

L alse vou'll
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ROAD TO RULE

Defeating the hobbes proves that you can overcome
sudden, unexpected challenges. Theresa is confident

that your conquests in The Hole will be told for ages
throughout the lands of Albion: Your experience as a
Hero continues to bulld and new abilities await. This next
segment of the Road to Rule contains one of the most
important powers that you can earn—enjoy this victory, =
You deserveitl -« % - E Pe -

Upgrade Sirategy: The 50 Guild Seals earned for surviving
the Hobbe Arena are |ust enaug'h 1o purchase the Spell
WEaui'ng ability. If you only purchase one chest during this
trip along the Road to Rule, then this.is the oré! You may
_have more than 90 Guild Seals remaining if you did each
of the available side-quests and used your Silver Keys to
unlock the chast in Mistpeak Valley. If so, purchase the
Vortex Spell and the Enirepreneur Pack along with any
chests from previous road segments that you skipped

on previous visits. Unlocking Spell Weaving and the _
Vortex Spell are among the most important purchases

to make along the Road to Rule. Visit the Sanctuary and
combine Vortex with Fireball for an absolutely devastating
combination!

CHESTS NOW AVAILABLE

CHEST  TYPE  GUILD SEALS DESCRIPTION

Spesl Weanving

Dy Pack Il
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EXIT THE: CAVE,
(CONTINUED)

£
Walter will create an exit from the arena and you're not far from the cave's
exit. Just go straight across the wooden bridge and up the hill to reach the
exit. Pay attention to your dog in this area as there are several dig spots
worth checking out. You emerge from The Hole in Mourningwood.

it ND THE TECHNIEIAN 8 KEY..

There's more to The Hole than what you just experienced, but
b you'll have to find a special key to explore it further. Cross the
& wooden bridge and venture down the narrow path to the left of
the flaming cauldrons: There is a chest at the end of this path

 that contains the Technician's Key. Use it ona return tripto
' explore the area beyond the locked pate not far from the monorail
b wireckage. R
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FIND ALLIES IN MOURNINGWOOD

You emerge from The Hole amongst the moss-draped trees in the dank
swamp of Mourningwood. Splash your way south through the marshland
1o a stone bridge. The path spirals downward into the narrow valley below.
Explore the area just beyond the bridge with your dog to find spme treasure
and note the location of the Silver Key Chest—you'll probably have to come
Dack to open it at another time, as it requires 10 Sitver Keys. Descend to the
wooden walkway below and locate the chest ahead, on the left. Immadiately
visit the Sanctuary's weapon room and equip The Bonesmasher pistol
found here.

The Mourningwood Fort is just up ahead. Walter knows the men stationed
nere quite well, and belisves Major Swift and the soldiers under his charge
will join the revolution. Follow Walter around the fort as he introduces you
0 Major Swift and Ben Finn. Major Swift then asks for your assistance in
manning the mortar.

The Bonesmasher. This pistol is devastaling against hoflow men, which are

I Most wooden chests yield random treasures, but ihis one always contains
in abundance throughout this area,

® a moment to purchase any potions you might need from the supply
anle in the corner, then follow Ben Finn onto the wall above the front gate.
=ollow Jammy's instructions on using the mortar and destroy the left and
middle scarecrows that he's set up in the distance. Position the targeting
rzticle on the target, then press the A button to fire the mortar.

Major Swift and Ben Finn are part of Logan’s royal army, but they're not
exactly fans of the king. Help them battle the undead to gamer their support.
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DESTROY THE
HOLLOW LEGION

~ P -

Dozens of hollow men spawn in groups of four to six all across the area
outside the fort’s main gate, and it's up to you to keep them at bay. The
mortar can fire a shell roughly every 3 seconds and has a broad enough
impact area to destroy six or more hollow men with a single blast, so long
as they are tightly grouped. The hollow men primarily appear in six different
areas: along the three angled roads to the left and on the three horizontal
roads to the right. Look for the blue glow that precedes the appearance of

a hollow man and wait for multiple hollow men to spawn before firing the
shell. Individual hollow men are no threat to the fort, so focus on the groups
just as they appear, before they scatter,

P

Target large groups of spawning hollew men near the ruins lo get the most
out of each shell. The more hollow men you Kifl, the more Guild Seals you'lf
garn!

E alsosm

The battle rages for several minutes with wave after wave of hollow men
lumbering towards the middle of the approach. Some stand near a barr
or behind a piece of fortification to fire their weapons, but most remain
on the move. Continue to pan around the area with the targeting reticle
ina semicircular pattern. Sweep from the upper-left down across the
bottom Lo the upper-right then back the other way. It alsa helps to listen
for Jammy's directions, as he dogs an admirable job of calling out fresh
hollow men targets.

Don'l worry about being shot by the stray hollow men that spiit from the
groups. Most congregate atong the central paths on the left and right, so 5=
ready to hit them where it counts!

DEFEND THE REAR GATE

el 4 e

The hollow men may be undead, but they're not stupid. It only takes z feu
minutes for them to change plans. Leap off the balcony to lend support on
the floor of the fort against the hollow men set to smash through the rear
gate. Draw the Bonesmasher pistol and begin firing on the hollow men

as soon as they breach the forl's defenses. The Bonesmasher is perfectiy
suited for shattering hollow men and can destroy mast of them in just ons
or two shots, depending on your ranged attack level.

I e from afar, Killing 300 holfow men with the Bonssmasher eams a he
attack bonus—ihis battie gets you off to a good start.

Blast away at the hollow men that appear near the gate, then turn around =
take on those that attack near the stairs. There are nearly a hundred holias
men that attack during this battle so fire rapidty, stay on the move, and
don't be afraid to use your magical and melee attacks if surrounded.
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This battle is likely to be the first chance you get to cast a magical attack while wearing two gauntlets, assuming you purchased the Spell
Weaving ability at the Road to Rule as you left The Hole. Access the Sanctuary's weapon room and select 2 combination of Gauntlets to wear
(we recommend Fireball + Vortex) and let loose with a dual-threat attack!

The stairs leading to the balcony
nave been blocked off, so you must
2o your fighting on the ground. The
nollow men essentially attack fram
our areas within the fort; 1) near
e rear gate, 2) by the stairs, 3)
nzar the window beyond the stairs,
znd 4) near the burial plots on the
ooposite wall. You'll earn experience
‘owards additional Guild Seals even
when Walter, Ben Finn, and the
other soldiers kill a hollow man, so
con't feel like you need to slay them
=l by yourself. Stay on the move

10 keep your distance and continue
s=lying heavily on the Bonesmasher
pistol, even if your character has a
maner magical attack rating,

; - '. 7
e o ; Tl

The combination of casting Fireball and Voriex causes the hollow men to fiy around in a fiery whirlwing.,
Shoot thern with the pistol as they sail past.

DEFEAT LIEUTENANT SIZAAONS

B e Tl e ey

YNobody follows to orders anymore: Major Swift told Lieutenant Simmons to stay dead, but does he listen?
Aosolutely not! It's up to you to send Ligutenant Simmons back to the grave once and for all.
_zutenant Simmons is the largest of all the hollow men that attack the fort and he nat only
== the ability to summon a number of other hollow men into the fray, but he can employ
magical attacks as well.

Rezady a Level 3 spell as soon as the batlie begins and unfeash it as soon
25 the hollow men spawn. It damages Lisutenant Simmons, but more
importantly destroys many of the lesser hollow men.

85




Lieutenant Simmons attacks primarily by swinging his twin swords downward in an overhand swing. Move towards him to bait him into attacking, then
quickly roll to the side, get up, and counterattack. He attacks with one sword at a time when standing still but swings both at once after taking a few

running steps. You can sometimes sneak a third strike in against him, but it's best to strike twice and then roll away to avoid being hit. Additional hollow
men spawn around Lieutenant Simmons in an effort Lo aid him. Unleash rapid area-of-effect magic attacks or open fire with the Bonesmasher, but don’t
spend too much time fighting them. It's more important to thin them out quickly, then focus on Lieutenant Simmons.

Be ready lo dodge LI Simmons’s massive sword swings. Lure im into a running aftack, rolf to the side, then gef up and courteraftack!

The biggest threats you face from Lieutenant Simmans are his magical Fire away at Lieutenant Simmons when not close enough to strike him
attacks—Blades and Shock to be exact. Watch for the cavity in hischestto  with a melee weapon. He eventually vanishes and reappears across the
suddenly glow either blue or red. This is your cue that he’s about fo unleash  fort, where he summons a fresh batch of hollow men to renew the attack.

a powerful magic spell. A blue glow in his chest precedes an area-of-effect  Continue crushing him with melee strikes and blasts from the Bonesmashes
electric Shock spell, whereas the red glow typically indicates a targeted to inflict extra damage. You have 1o force him to relocate three times before
Blades attack. Neither of these spells is particularly powerful, but they can you can finally defeat him. Use a health potion if you are struck by his

inflict moderate damage if they make a direct hit. magic attacks ar hit by too many sword swings. It's best to play it safe with
S0 many enemies in close proximity.

Defeating Lieutenant Simmons goes
a long way toward convincing Maior
Swift to support your cause. He juss
needs you to promise to restore the
old guard once you become king.
Making this promise unlocks the
Swift Justice Achievement and sams
you 50 Guild Seals along with the
Simmons's Head trophy.

o

Fial o l HT ' e

Roll to the side as soon the Blades spell appears over Lt. Simmons’s head, These Blades move fast and can home in
on your position easily.

“I herel::y Promise to aPPDinI; Aajor Swi[{ as 1eacler D[ ll‘xe royul ar:my.”
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Your battle against the: Hollow Legion didn’t Just save the lives of the men stationed at Mourningwood Fort: you've won the support of
Major Swift and Ben Finn as well. Having them on yvour side certainly makes any conflict a'gamst Logan's army much more even. Still,
you need additional followers in-order to rule the kingdom. And for that, you'll need even more powerful abilities.

Upagrade Strategy: Don't hesitate to purchase the Magic Level 3 uparade. Level 3 magic represents the “sweet spot” of magic casting,
as the reduced time it takes to cast more powerful spells makes it worth charging up to the higher damage levals. This is also a great
time to purchase the Blacksmith Level 4 upgrade as you're soon going to have an excellent opportunity to build your wealth.and 4
purchase a number af shops and houses. Working as a Level 4 blacksmith provides you with an avenue to quickly get the money
needed to make those highar-priced purchases. Purchasing the other abilities on this segment of the Road to Rule is completely
optional. Unless trying to shift your character's morality to completely evil, we advise staying away from the Bully Expression Pack
and Theft Pack for now. Save your Guild Seals for mare valuable chests farther along the road. You can always buy these other ones
fater on.

CHESTS NOW AVAILABLE 3
' GUILD'SEALS  DESCRIPTION

d Laugh, and Threalem expies
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MEET WALTER IN BOWERSTONE INDUSTRIAL

8 e T R PRI 5

Exit the Mourningwood Fort via the south entrance and take a moment

to collect the Silver Key up the path to the right and to locate the wooden
chest inside the crypt to the left. Walter is going to continue on ahead to
Bowerstone Industrial while you have a look around Mourningwood. The
branching paths south of the fort lead to a main path that loops through
Moumingwood in a clockwise direction. Advance along this main path, past
the enemies that attack, to where the road forks near the entrance to Sunset
House. Make a quick detour to the Sunset House so that you can access x‘
it via the map fable at a later point. Return at once to Mourningwood and
continue north.

THE FIERY BARRI

¥ What evil lies beyond this
barrier? Thera's no way Lo

know for sure—at least not
at the moment—but you
can bet that a figry magical
barrier wouldn't be here
without a reason. Better come back later (or check the “Albion
Atlas™ if you don't mind a little spoiler).

The western half of Mourningwood is crisscrossed with numerous trenches
dug into the hillside. Explore the network of paths for dig spots and a chest g e EETTE
en rotte to the marshy lowland to the northwest. Keep the Bonesmasher on & e
hand to deal with the hollow men that appear. The swamp is crawling with
hollow men; hurry through the water to a wooden walkway leading to the
relative safety of a small village.

The northwest comer of Mourmingwood is home to a band of eco warriors
whio eke oul their existence among the trees they hug so dearly. Interact
with some of the villagers to gain some quick and easy Guild Seals, then
locate the chest on the storage platform to the north. There are two large
sewer tunnels just beyond the village. The ground has collapsed upon the ol

right-hand ane, leaving only a wooden chest and a nearby gnome to find. Look behind the trees and around the ruins for wooden chests and ofher
The left-hand one leads to Bowerstone Industrial. ireasure.




THE
BOWERSTONE
RESISTANCE

owerstone Industrial 1s not a place where anyone desires to wind up.

It the end of the road for people whose lives have no future. Children
are forced bo toil in faclories, hemeless crowd the streets, and workers are
treated lke slaves. Walter has been aware of the problems in Industeial
[or quile some time, and knows of an underground resistance movement. lts
leader's name 1s Page, and she and her men are fucled with an immense
hatred for King Logan and have more than enough firepawer to bak it up.
T time o oot her. Whether o ok shel st you, he King s aiblng, s
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BOWERSTONE INDUSTRIAL

FOLLOW SIR WALTER

—— e

Walter's knowledge of the Albion sewer network is quite extensive for someone with so little regard for dark, confining spaces. Follow Walter out of the
tunnel and onto the paths that line the canals throughout Bowerstone Industrial. Walter waits for you should you desire to have a look around or inleract
with some of the child laborers or homeless people in the area. You can't draw your weapon right now, so don't spend much time searching for gnomes.
as you won't be able to shoot them.
W .. o
AN ADDRESS FROM
FOGAN

" Follow Walter acrass the
it bridge lhen take a
quick detour down the
alley to the right. There is
4 public address of sorls
from Logan to the people of
Bowerstone Industrial. This
letter shinas some light on
how Bowerslone Industrial's
working poor are treated.

&

Lagle-eyed players can undoubtedly spot several wooden chests that are currently inaccessitle. Follow Walter through

town and come hack for those treasures lafer.

Waller leads you 10 a demonstration outside of a factory on the far side of Bowerstone Industrial. Here you can see firsthand what happens when a workss
tries fo fight for his rights. As far as Waiter is concemed, handing over control of Bowerstone Industrial to Reaver was among your brother Logan's

higgest crimes.
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FIND THE BOWERSTONE RESISTANCE
HEADQUARTERS
CHDIGE gorp SULD  wommuiy : : e PR
SEALS o R  rue leade  people of Bowerstone
] L000: Meet Page, the leader of the i 5 _ ' Industrial. You may never have met Page before, but
: Bowerstone Hesistance. “ = Walter knows herwell. And he Knows
Ak L N/A . . ) = " on your side if the revolution is ta he

success! Winning the trust of the most oppressed. people
in Bowerstone is going to take a ennqiderahla amaount =
of work. These are |

It's time to meet the Bowerstone Resistance. Cross the bridge to the side of
the canal near the pub and descend the stairs on the left towards the water.
Descend the second set of stairs and open the wooden door to enter the
Sewers. The Bowerstone Resistance’s headquarters are inside.

Upgrade Strategy: Your purchases during this visit to
the Road to Rule depend entirely on your style of play.
The Force Push spell can be quite
.complement to melee atta
it over uDumdua to your me anged fighting
'h-i.:"‘ﬂ them already. Return to

that your preferrerl -..nrnha ]

its fullest possi ent before purc g Force Push.

: & . y Addilionally, Level 5 job skills don't come cheap. Puw hase
The Bowerstone Resistance is headquarterad behind this brown wooden % the much more affordable Blacksmith Lavel 4 |

dlaor, near the pub. A convenient location! ©  il'you haven't already. You'll unloc

the Road to Rule before long—one that |

Follow Walter into the Sewers. There is only ane way to go and it isn't
far, Mernbers of the Bowerstone Resistance make themselves known. i
Fortunately for you, their leader Page recognizes Walter and welcomes you 8 CHESTS NOW AVAILABLE

both inside. Follow Page deeper into the Sewers to the map room inside CHEST TYPE GUILDSEALS ~ DESCRIPTION
their headquarters. Page is fully aware of who you are, but she's not about R
to hand over the survival of the resistance to you—at least not without ghalc s
vetting you first. You gain 50 Guild Seals for meeting Page, but you have
much to do in order to win her trust.

Frue P

Force Push Magical
Spail Gaunllet

ealra famags

Good Bacome (e \IIﬂ"“'lL:.{S.

Parpating Exprassions ] i
Park

4 Up s 2 -Iu; £hild, and
le Baby exprassions

Hoaligan
Expressios Expressions i
Fatk

Blacksmith

Job Ski¥ &0 Become fhe best blacksmith
Level § b

Upgrade 1 A

Fie Miaksr Job Sl i Become the greatest cook in
Level 5 Upgrade ! Alkinn.

Job kil o Eacome Bt st skillad fute
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GATHER 100 ORE. GUILD
SEALS TO GAIN THE
FOLLOWING OF THE

PEOPLE. OF BOWERSTONE

-k

Page's instructions to earn the following of the peaple of Bowerstona
Industrial are not unlike Samuel’s requests in Brightwall Village. Return to
the Sanctuary and press the Y button while studying the map table to view
the lengthy list of avallable quests. Many of these quests unlock subsequent
quests, often in the same area. The following section detalls every side
quest that is pessible to undertake at this time. You needn't do them all now
for many are still available later on. There are also a couple quests that you
miay wish to lgnore attegether out of concern for your character's morality
rating (note that these same quests of ill-repute are not likely to be available
once you become Ruler of Albion). Nevertheless, the more of these quests
you complete, the more Guild Seals you'll have to spend later on and the
more Silver Keys, gnomes, and other collectibles you're likely to find.

" personal wealth and the bes

; shaps. In particular, the pubs; 0ps

b furniture stores are financial powerhouses. Save enough money

' v with'a few
ney pour in. Tho ching for

urther adds to'y

game. We're.not going to tell you 4
d time to start shooting for 6,000,000 gold
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There's been another kidnapping in Bowerstone Industrial. Locate
Nigel Ferret's gang, rescue their captive, and shut them down
for good.

AVAILABILITY: This quest becomes available after meeting Page in the
Sewers.

UNLOGHS: N/A
REWARD: 30 Guild Seais

MORALITY: Tell captive to stay with Laszlo/Linda to earn +100 Morality.
Keep captive for yourself to eam -100 Moralily, Dffering “No
Comment” does not affect your Morality,

IMake your way over to the boarded-up homeless shelter in Bowerstone
Industrial to speak with Laszlo (or Linda if your Hero is female). His
fiancée has been kidnapped and he might have to sell the shelter to pay
the ransom. That is, unless you can rescue her for him! Follow Laszlo
across the street to the gang's hideout and head inside when the doaor
opens. Make your way past the guard and through the cellar door to
The Cesspools.

Laszlo informs Ferret that he's not getting his ransom money and
that, instead, you're going to Kill everyone in his gang. This naturally
leads to a battle with the mercenaries in the room. Many are armed
with massive cleavers, so keep your distance. Pepper them with pistol
or rifle fire and use magic attacks to finish them off. Proceed inta the
next room to speak with Ferret and learn that the captured fiancée is
stranded at the
bottom of the
cave below the
gang's hideoul.
Dive off the ledge
to continue the
search.

an your actions earlier in the game. Laszlo's kidnapped beloved
- s none other than Elise, provided you opted to kill the protestors
8 during the Life in the Castle scene before escaping with Walter
.' and Jasper. If you chose to have Elise {or Elliot) killed, the guest
giver's fiancé is a villager named Geraldine (Gerald, if your Hero

¢ is female).

Lead the fiancée
by the hand up
the path around
the corner to the
right and down
the hill into the
next section of
Sewers. Unleash
multiple area-of-effect spells to beat back the ravenous bats and locate
the chest around the corner to the left. It might contain a Rare Topaz
which can be sold for over 9,000 gold during a gem shortage! Proceed
through the tunnel to the right-hand turn and note the meat hanging
from the ceiling. This is your cue that hobbes are in the areal Inch

up the hill with yaur gun drawn and immediately begin firing on the
hobbes as soon as you spot them, Charge a Level 2 magic spell and
unleash it as soon as they get close. The hobbes in the rad military
suits are agile and easily spin away from your melee strikes so rely
more on magic and ranged attacks when confronting them,

Lead the fiancee up the hill past the next wave of hobbes to the narrow
rock bridge up ahead and continug into the maintenance tunnels
beneath the area’s factories. The fiancée stops you near the exit to ask
for your advice. Should she stick with Laszlo or dump him for you?
Either way, she will
return to Laszlo
and reunite with
him. [f you made a
play for her, she'll
be waiting for you
outside the shelter
in a lew days. At
that time you can
marry her if you
have a Wedding
Ring and you've
unlocked the
Family Pack on the
Road to Rule.
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BRICHTWALL VILLAGE

THE PEN 1S MIGHTIER. ..

Samuel, the fibrarian in Brighlwall, needs your help recovering rare
hooks which have baen scattered across Albion and beyand. Return
fo Samuel to give him any books yvou find.

AVAILABILITY: This guest becomes available after mesting Pags in the
Sewers.

UNLOCKS: /A

REWARD: 50 Guild Seals
MORALITY: N/A

Much like the Gnomes are Evil! quest, this is an ongoing guest that
takes a considerable amount of time and exploration to complete.

To be clear, it"s impossible to complete this quest at this moment as
many of the areas you must visit are not yet available, Nevertheless,
accept the quest now so that you can work on it gradually throughout
your travels.

Return to Brightwall Academy and enter the newly opened room to
the right of the front desk. Samuel is aware of 30 rare books scattered
across Albion (and beyond) that he needs your help in locating and
collecting. He has erected a plinth for 25 of the books in this main
display room. There is also a special viewing area set aside for the five
most valuable books. Accept the gquest and follow the glowing trail to
each of the pedestals to place any books you may have already found
in their proper spaces. The “Albion Atlas” partion of this book details
the exact location for each and every rare book. The following table
lists the number of discoverable books for each area for those wanting
a bit more of a challenge.

25 DISCOVERABLE BOOKS

LOGATION NO. BOOKS LOCATION NO. BOOKS

Thes Pesliquary 2 Bewersione Castiz 1
Misipeak Valey 1 Rilttiglds

Mgk Cave 1 Raaver's Mangmn 1
Tre Catatomibs 2 Siverpines i
[rvesthes Camp 1 Dritbwond 1
Maurmngwond i Bowerstons Cid Quartar

The Desuary 1 Tee Casspooks 1
Sunsat House 1 Tet Hole 1
Bowsersbong Industnal 1 Sl Palace 1
Bowsrstonz Market i ity of Aurora ]

For every five books you return to the Brightwall Academy, Samuel
sends you on a specific quest to find one of the special books. The
glowing trail guides you to the special book selected by Samuel for
collection. You receive 10 Guild Seals for each of the five special books
you return 1o Samuel. Find all 25 discoverable books and each of the
five special books to complete the quest and unlock the Brightwall
Book Club Achievement.

5 SPECIAL BOOKS

BOOKS
BOOK REQUIRED LOCATION  DESCRIPTION
mﬂﬂ:ﬁ 5 Mislpeak Cave E:i;;l.lr:gﬁfmni-:mwmlmmuegulcmﬂ*:?—:
B | m | seses | [messlsacem i
RN . T Relui in|1g|!| past theongs of hollow men o e furthest comes
L

he: Rafiguary. Deleat two boss hollow men fo das
baak

1
e
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3 MARRIAGE OF INCONVENIENCE -

4 married couple in Brightwall has been together for years, and now e
ey've had enough. Perhaps you can help them... separate. ' el A

AVAILABILITY: This quest becomes available after mesting Page in the
Sewers. You also need the necessary packs for marriage unlocked on
the Road to Rule,

UNLOCKS: h/A

REWARD: 20 Guild Seals

MORALITY: Leaving the couple alone to go through with the divorce
gaimns you +50 Morality. Killing either of them earns you -50 Morality,

Accept the quest and cross the bridge over the main road in Brightwall Village to the house where the couple is arguing, Speak with William
outside the house to learn about his plan for divorcing Veronica. (If your Hero is female. the couple’s names are Wilma and Vincent.) William
needs her to file the divorce papers so she dossn't get half of his money! Agree to aid in the divorce by seducing Veronica and enter the house to
get started.

Approach Veronica and press the
A button to beain interacting with
ner. Perform a successful series
of positive expressions to seduce
ner. After three expressions
she'll begin to talk about how
much she adores jewelry. Give
fier any jewelry you have in your
possession (if you have none,
vou can buy some at the shop
near the Academy) to move

your relationghip from neutral to
friends. Perform several more L
positive expressions with Veronica |

1o seduce her into something
oeyond mere friendship—love. You'll know when you've succeeded by the heart that appears over her head,

I's time to take Veranica on a date. Grab her by the hand and lead her out of the village and onto the bridge to the south. Kiss her once you

get there to really win her over, then propose marriage o seal the deal. She'll hurry home to tell William she wants a divorce. Chase after her

1o wateh her encounter with William inside the house. William is all too happy to accept her divorce papers and Iets her know it was all a ruse
designed o trick her into leaving him. Veronica won't go down without a fight. She knows the divorce won't be final until William files the papers
vith the village clerk. That leaves you plenty of time to kill William and marry Veronica, house included. The choice is yours, but the decision you
make has a significant effect on your Morality.
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A hellish presence has taken over the Academy. Saul ngeds a trufy
heroic exterminator to help clean the place up.

1 #; |

¥

4

AVAILABILITY: This quest becomes available alter meeling Page in the
Sewers. You must also have compleled An Ancient Key.

UNLOGKS: h/A

REWARD: 5 Guild Seals and 250 Gold

MORALITY: hy/A

Proceed to the armor display in the Brightwall Academy to chat with Saul about the monsters he's been encountering in the Reliquary. He nesds
you to clear all the monsters out so that he can continue his research. Accept the quest to receive The Key of Even More Forbidden Knowledge.

Equip the Bonesmasher pistal if
you haven't already and descend
the stairs into the Reliquary. The
first wave of hollow men attacks in
the initial corridor—don’t advance
without first killing each and every
one. Weave the Vortex spell with
another to get the hollow men up
into the air, then shoot them one
by one as they fly around you in
circles. The glowing trail leads you
farther into the Reliquary once
every hollow man in the previous
wave has been destroyed.

Fight your way down the stairs,
across the bridge, and back up to

the room where you earlier left Saul to his studies. Round the corner in the U-shaped room to the locked door and use the key Saul gave you o
continue on to an even older, more isolated part of the Reliquary. Fight your way down the stairs in the rectangular hall until the last of the holizs
men have been destroyed. Open the chest at the end of the hall then return to Saul to complete the quest.
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W Foltow the glowing trail through the cemetery to the swamp on the

Prove how evil you are by murdering someone in Mourningwood, wesl side of Mourningwood. Battle your way past the throngs of hollow
men ta the hippie camp in the northwest corner of Mourningwood.
You'll find Rhys dancing to an imaginary beat near the campfire. Move
AVAILABILITY: This quest becomes available after meeting Page in the in behind him, draw your sword, and press Down on the D-Pad to
Sewers. turn the safety off. Yes, Rhys is an innocent man. Strike him down (or
i _ shoot him if that is more to your liking), then return to Lesley. There
éﬂaﬂﬂimumer fifys {o unlock the Excavation quest in the Dark aren't any guards in the woods of Mourningwood so you needn't worry
il 4 about being arrested or having lo pay a fine.
EEWARD: 15 Guild Seals and 500 Gold

MORALITY: -15

HAMIMER AND FORT,

Max and Sam are dead. And bored. Thay want you to acquire an
ancient lome possessing phenomenal supernatural power.

==l past the hobbes and hollow men to Mourningwood Fort and
&= onio the hillside beyand the gate beneath the mortar, Follow the AVAILABILITY: This quest becomes available afler mesting Page in the

==-fand path to the large wall with the fiery magical barrier. Speak Sewers.
w0 Lesley, the man in the cloak standing near the flames to hear his
smpiaint about the tree-hugging hippies living in Mourningwoad. He'd
W nothing more than to see their leader, Rhys, murdered. Would you
2% 50 kind s to do this small task for him? Best of all, doing so gains REWARD: 10 Guild Seais

UNLOGKS: Compiete this quest ta unleck the Gone But Not
Forgotten quest,

oo 2ccass to the area beyond the flames.

MORALITY: /A

Meet up with Max and Sam at the rear of the cemetery in Mourningwood
to learn about their desire o read from the Normanomicon, othenwise
known as “The Book of the Extremely Dead.” They need you to travel
to Millfields to dig up the book, which is buried with their mother, The
mast direct route to Millfields is back through Bowerstone Industrial.
Cross the Mourningwood swamp to the Sewer tunnel near the hippia
encampment and continue to Bowerstone Industrial. From there,
continue south past the pub to Bowerstone Market. Locate the Silver Key
Chest near the factory to gain 50,000 gold if you have 10 Silver Keys.
Once in Bowerstone
Market, continue
PR T  unning southward

E? ;,‘Ti to the main bridge

: and turn left to

access Millfields.

a7




Ll

ahE

=

Unce in M|Ih‘:elds, cummue past Ihe Millfields Monorail Station and
mining operations to the top of the ridge. Pause for a moment to
absarb the views of Bower Lake—~Fable // fans no doubt recognize this
area—before following the glowing trail to the three graves located
near the tree on the left, Dig in front of the middie grave to ungarth
The Normanomicon.

Disturbing the book triggers an assault from dozens of hollow

men, 50 ready yourself! Use the Bonesmasher pistol along with the
combined Vortex and Fireball spells to blast away the lesser hollow
men that attack firsl. Conserve any Surmmon Creatures or Slow Time
potions you may have until the hollow-man leader escapes from the
crypt. This tougher foe is heavily armored and summaons additional
hollow men into battle, Use a fully charged magic attack to shatter the
lesser enemies, then set to attacking the leader with melee strikes.

It unleashes an electrifying spell of its own that can inflict some
heavy damage if you don't dodge it. Watch for the spell to emanate
from within the creature's face to indicate when it's preparing to be
unleashed. Dash around the tree to stay away from the creature’s
heavy attacks and sneak behind it for two quick strikes. This fight is
similar to the one against Ligutenant Simmaons, only this hollow man
doesn't teleport multiple times. Defeat this monstrous foe to earn the
rights to keep the book. Return it to Sam and Max in Mourningwood to
complete the quest.

A man obsessed with evil wants funds for the excavation of ths D==
Sanctum.

AVAILABILITY: This quest is unlocked after cormpletion of the Peace,
Love, and Homicide quest.

UNLOGKS: Provide the funds nesded to excavate the Dark Sancium io
unlock the Awakening quest.

REWARD: 5 Guild Seals
MORALITY: /A

Fast travel to Mourningwood and cross through the fort, then travel
up the left-hand path o where the fiery magical barrier was. With the
barrier removed, you can now access the Dark Sanctum. Continue

up the path to where Lesley is standing, just beyond the campfire.
Lesley needs 5,000 gold to pay a team of workers to excavate the Dams
Sanctum from a rockslide. Give him the money to begin the work
Check the quest
list periodically
and return
later—Lesley isn't
through with you
just yet!

GONE BUT NOT FORGOTTEN

Sam's brother Max is gelling into trouble. Find him and stop him
before something terrible happens.

AVAILABILITY: This quest becomes available after completing the Bored
to Death quest.

UNLDGKS: /A

REWARD: 30 Guild Seals & Normanemicon

WORALITY: h/A

Locate Sam in the Mourningwood Cemetery to learn all about what

happened after you gave him and his brother the Normanomicon. It

turns out things got out of hand, Max had his first taste of alcohol

and hecame a bit belligerent. Now Sam needs your help in tracking

down his waywarg

brother. Follow

“‘ him into the crypt
to enler an area

2 known as

the Ossuary.
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Iax is just beyond the entrance to the Ossuary. Run up to him, grab him by the hand, and drag him back towards the passage leading to
Mouringwood's cemetery. This seems to work just fine, right until Max turns into a wisp and flies to the top of the tomb. Battle the hollow men
on the stairs and chase after Max as he flees across the bridge and deeper into the Ossuary.

Leap from the ladoe across the bridge and descend the stairs towards
e tree where Max moves to next. Max summons a number of
deceased partygoers to “entertain” vou. Fortunately, these ghostly
2ssailants are not fit for fighting and can be sent back to their graves
with oné or two shots from the Bonecrusher or a similar weapon.
Jescend the large staircase beyond the tree to the large clearing. Max
20ain summons the ghosts that were at his party, but this tima he calls
upan dozens of them! Mave to the center of the area and charge up a
Lzvel 3 spell. Wait for as many of the enemies to step within the circle
25 you can safely permit before unleashing the attack. Repeat this to
siminate the ghostly crowd.

Continue your pursuit of Max up the stairs of tha large tomb and down
the narrow hall to chamber beyond. Max has sprung a trap, but he
failed to account for Sam coming to your rescue, Exit the frap room
and bypass the holes in the courtyard ahead to reach the two wooden
chasts. Use the tactics outlined earlier to beat back marauding hollow
men to unlock the final door leading to the Organ Raom. Of course,
you could also minimize your exposure to the hollow men by avoiding
the searchlights that move about the area,

Max (and later 3am) uses the organ to summon dozens of ghostly
partygoers to the room, followed by several waves of hollow men.
Use the spacious area to distance yourself from vour enemies and

to prevent yourself from being surrounded. Then unleash spell after
spell to decimate them and lay them o rest. Use any potions found
earlier in the Ossuary to aid you in the battle if necessary, otherwise
save them for more difficult fights to come. Watch for the last of the
wisps guarding
the book to leave
their station, then
run to the pedestal
and take back the
Normanomicon.

Complete both the Bored ta Death and Gone Bul Nol Forgotten guests to send Sam and Max back to their graves, alongside their mother,
and to unlock this Achievement. Completing these guests involves plenty of combat against hollow men, so have the Bonesmasher eguipped
and carry plenty of Health Potions and a Summon Creatures potion in case you get into trouble.
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RESTORATION

The head of the Albion Historical Restoration Sociely (AHRS)
requires funds to restore the old Oweller Camp bridge.

AUAILABILITY: This quest becomes available after meefing Page in the
Sewers.

UNLOEKS; Providing the goid to build the bridge grants access to
Driftwood.

REWRRD: 5 Guild Seals
MORALITY: N/A

Fast-travel to Milifields and battle through the mercenaries near the
mining operation to the ridge overiooking Bower Lake. Follow the
signs pointing towards Silverpines beyond the bridge above the river
canyon and head up the hill. Fans of F2bfe / should recognize this area
as heing the place where the young Hero was raised by gypsies. The
bridge where that earlier Hero—vyour father—first talked with Theresa
has been destroyed. That is the bridge your donation will help restore.

Speak to Griffith Smith atop the hill, near the sighting scope and trunk,
and agree to give him the requisite 750 gold. Return at a later time

1o cross the bridge, explore the old gypsy camp where your father
was raised (though time has not been kind to this area), and continue
heyond the area to Driftwood.

_T__

Arthur urgently needs a letter delivered to Brightwall.

AVAILABILITY: This quest becomes available after meeting Page in the
Sewers,

UNLOCKS: h/A
REWRRD; 5 Guild Seals
MORALITY: M/A

Meet the rather dapper-looking Arthur on the far side of Bower Laks
near Clixby-Stanners Manor, and agree {o deliver his letier to Zachesy
in Brightwall Village. Make your way back to Brightwall Village on foe
or by fast travel and start up the hill in the center of town. Zachary

is near the well above the rocks overlooking the shops in the town
square, Give him the letier to complete the quest.




Lesley’s excavalion is on hold until someone lakes care of a
dangerous infestation in the Dark Sancium.

AVAILABILITY: This quest becomes available after completing the
Excavation quest.

UNLDCKS: Eliminate the hollow men within the Dark Sanctum to unlock
{he Leverage quest,

REWARD: 5 Guild Seals and 500 Gold

MORALITY: N/A

Fast travel to Mourningwood and ascend the path beyond the fort to
enter the Dark Sanctum, Lesley is on the stairs, not far from wheare you
last saw him. Speak with him to learn about the monsters terrorizing
his workers and agree to exterminate them.

Enter the central area within the Dark Sanctum and immediately set
about slaughtering the dozens of hollow men that rise to attack in front
of the giant statue. There’s not a ton of room to maneuver, so you may
want to rely more on flourish attacks than normal; a charged-up flourish,
especially with a hammer weapon, can crush multiple enemies with a
single strike. Prepare magic attacks (particularly Vortex) betwaen waves,
unleash them to
weaken the enemy
ranks, then resume
the melee combat.
Return to Lesley
once the last of the
hollow men have
been defeated,

Lasley needs some assistance bringing the Dark Sanctum to life
once more,

AVAILABILITY: This quest becomes available after completing the
Awakening quest.

UNLOEKS: N/A

REWARD: 10 Guild Seals

MORALITY: Sacrificing the villager (optional) earns you -50 Moralily.

Travel to the Dark Sanctum and follow the glowing trail back to the room
to the right of the massive statue. Talk with Lesley and agree lo search
the Dark Sanctum for the missing lever, Take the Dark Sanctum Key and
ascend the stairs to the locked door behind the statue in the previous
raom. Run the length of the corridor until you reach the floating platiorm
with the three arrows, similar to those seen in the Religuary.

There is only one path across the large pit in this room using the floating
panels. You must snake your way back and forth across the pit using
the two sections of solid ground on the left and right. Proceed along

one platform, then cross directly to the lefi to reach the landing there.
Finally, cross the pit to the right. From there you can reach the exit on
the other side. You can easily negotiate the pit without triggering any
mid-platform hollow men attacks by stepping on the light corresponding
to the direction you must go. Stepping on a wrong light doesn't raise

a platform into position, but it triggers the appearance of a number of
hollow men. Don't
be afraid to step on
each of the lights to
welcoma the battle
and earn more
Guild Seals.

Wondering how you
* room? Well, you're going to hav
b get back here and finish cle:
tima, then make anotl
ba
gendary weapons—The irizer!
the. “Albion Atlas” portion of this guide.

Head up the stairs to the rear room within the Dark Sanctum and claim
the Ancient Lever from the sarcophagus. Slay the hollow men that
attack and fight your way back to Lesley. Give him the lever and watch
as he prepares a peasant for roasting on the Sacrificial BBQ Pit. Doing
the honors is completely optional, but it costs you 50 Morality points.
You can now drag someone to the Dark Sanctum for barbecuing
whenever you
want—this is

a great way to
quickly turn

100% avill

10 Points

Unlock this Achievement by completing the entire string

of quests in the Dark Sanctum line. This includes the four
quests starting with Peace, Love, and Homicide and ending
with Leverage. Your work in the Dark Sanctum isn't over,
though. To truly get the most out of this place, see the Dark
Sanctum section of the “Albion Atlas.”
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BOWERSTONE MARKET

Three wizards have a quest for a true Hero: rescue the princess from
the evif baron!

AVAILABILITY: This quest becomes available after megting Page in the
Sewers.

UINLOCHS: /A

REWARD: 40 Guild Seals & Orb of Magicka trophy.

MORALITY: /4.

"~ Head upstairs before or after taking part in the quest to read
the letter to Mark, Jim, and Ben sitting on the table. It's from
L Arthur, the same Arthur who has been sending insulting lelters to
! everyone in Albion.

Mark, Jim, and Ben are three role-playing gamers who have
constructed an elaborate table-top adventure for a Hero of your caliber
to participate in. They even wrote a story to go along with it—a story
filled with tales of romance, exploration, and even murder!

Take hold of the Orb of Interplanar Transference and walch as the
mystical device shrinks you down to the size of a miniature Hero

ready to be placed on the board. You find yourself in the village of
Lightwater. Go through the gate and up the hill an the right to talk fo
the villagers. You can overhear the gamers speaking throughout the
adventure, and you'll also no doubt notice thal speaking to the villagers
is optional. At the
least speak with
the blacksmith and
i the poel, as the
dialogue is quite
entertaining.

Speak with Arturo the gate keeper to learn of the Princess’s
disappearance. Continue through the gate and up the hill to the castla
where the evil Baron lives. Use your gun to kill the walves that attack
an the steps of the castle. Enter the Baron’s Tower to discover that
the fareboding castle on the hill is harboring litle more than a teddy
bear factory. Nevertheless, you require the weapon in the chast on the
left—you can't
possihly defeat the
Baron without the
Scimitar of Baron
Slaying +3!

b

SCIMITAR ¢

% This weapon comes from the Ariefacts and Armaments Codex
" for the popular game Hollows and Hobbes (3rd Edition, revision
" 15.2.2.1.7.3.0.0.0.8h) and contains the following bonuses: +30% _
sense of Self-Importance, +90% Damage to Space Elves, and §
-50% Self Awareness. You'll have to unlock that kast bonus before
taking on the Baron, naturally.

Pursue the Baron into the castle and pull the lever in the room with the
checkerboard floor. Stay near the lever as the lights go out and prepare
a fully charged magic attack for the hollow men that appear. Finish ofi
the stragglers with your newly found Scimitar of Baron Slaying. Cross
the bridge over the ravine to continue the chase up the fiery path to
where the Baron flees. Pause momentarily to collect the Legendary
Condom of the Gods +5 from the pedestal—even role-playing gamers
get lucky every once in a while—and continue to the den of the
demaonic chickens. These shadowy chickens spit hot fire, so don't
stand too long in
one spot. Use the
pistol to shoot
them from a safe
distance to give
yourself time 1 ro
away, even though
the fireballs inflict
minimal damage
No need to take
any unnecessany
| risks, eh?
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Exit the cave near the rear of the board, err, Lightwater Village and
fight the hobbes preventing you from reaching the princess. Hobhes
attack in waves of three and four, giving you plenty of opportunities to
tefeat them without being surrounded. The hobbes that appear below
the ledge are accompanied by a summoner hobbe, Use a magic attack
to tie up the hobbes with the military suits so you can focus on the
summaner hobbe before he summons a number of skeleton hobbes.

The Princess is just up ahead, guarded by the Baron. Defeating the
Baron with the Scimitar of Baron Slaying +3 is as sasy as tapping the
X button. In fact, that's all you have to do. Show that paper game piece
who's boss and rescue the fair Princess! Smoochy-smooch!

Complete “The Game" by surviving the trials and tribulations

of Mark, Jim, and Ben's labletop role-playing game. Battle

the wolves and demaonic chickens to reach the Princess of

Lightwater Village. Defeat the Baron with the Scimitar of

Baron Slaying +3 and win a kiss from the Princess and 10
Gamer Paints.
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Fasl travel lo Bowerstone Industrial once you've earnad at least
100 new Guild Seals to meet Page's demand (you can earn well
over 200 by completing all of the quests detailed on the previous
pages). You'll find Pags in the Sewers, at Bowerstone Resistance
headquarters, along with Major Swift, Walter, and Ben Finn,

Some of Page's men broke into Reaver's Manor but they haven't
returned, requiring you and her to break them out! Reaver is
hosting his weekly masquerade parly tonight and it just so
happens that Page has secured a couple of Masquerade Suits for
the two of you to wear.

B

Take the Masquerade Suit hack to the
Sanctuary and put on the entire costume
in the dressing room.
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MNEET PAGE AT REAVER'S MANOR

(+

B.Y.O.P..

b Things may get ugly at Reaver's party, and his guests have already consumed all the refreshments. Better bring a few potions with you just

lake. Lead Page into Reaver's Manor and talk to the butler in the foyer. He'll quide you straight to the party and even lets you keep your weapons! Thank
goodness for oppressed proletariats!

5 M fow the buller through the dining room to the main balfroom. You
o inside without first speaking with her, can return to explore the rest of Reaver’s mansion during the Reaver's
2 Unmentionables quest.
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SURVIVE THE MASQUERADE

*

Reaver not only knew you'd be coming, but he counted on you to provide the svening’s entertainment via the Wheel of Misfortune! Reaver is going to

spin the wheel, and you'll have to enter the chamber it selects and defeat hordas of enemies that appear. Each chamber has a lone wooden chest near the
entrance that contains a potion of some variety—take it! The first few chambers foree you to battle more hobbes, hollow men, and mercenaries. You're
undoubtedly well acquainted with these enermy types and should have little trouble surviving—especially with Page fighting alongside you! Stand in the
center of the chamber and unleash a barrage of area-of-effect magical attacks, preferably weaved with Vortex or Force Push to knock the enemies astray—
or right off the ledge. Use targeted spells to inflict even greater damage on the larger creatures that conclude each wave,

The fourth chamber contains an enemy known as the Sand Fury, a fast-
maoving enemy with swords that is only human in appearance. Sand
furies can be defeated easily—they have no armor and minimal resistance
to damage—but they are extremely agile and aggressive. Particularly
noteworthy is their ability to leap out of range when you're charging a
melee flounsh or an area-of-effect spell. Switch to ranged weaponry if you
find it hard to land melee strikes. Watch for them to sprint towards you to
altack with their swords, flip away, and suddenly fire on you with a hidden
crosshow! You can distract them by using a Summon Creatures potion,
but that probably isn't necessary. Use magical attacks to occupy them with
Vortex while you shoot them from across the chamber, Their crossbow

attacks have a limited range and accuracy. The good news is that there Sand furies are difficult to hit with melee attacks. Rely on your guns and
magic to fend them off

aren't any boss-level sand furies to worry about. Slay the roughly two dozen
sand furies that spawn then return to the main area.




The final battle takes place in the central ballroom and it's against a pack of
balverines, one of Albion's most terifying creatures! Do not hesitate to fully
charge a Level 3 magic attack, then get close to Page and open fire with
your gun. If you have a Slow Time or Summon Creatures potion left, this

is the time to use it! Keep a close eye on the balverines and immediately
begin rolling across the room if you notice one or more [eap to the ceiling;
they'll drop down somewhere else and dash towards you while performing
4 vicious melee attack. Balverines only attack in groups of three and usually
one keeps to the periphery, leaving you two to focus on. They can sidestep
direct melee attacks, so try to sneak up and strike those battling with Fage.

E Balverine claws are extremaly sharp! Keap your distance and take aim on
enemies frying to attack Page.

Survive the fight against the balverines to rescue the Bowerstone
Resistance member in the cage. Reaver lives to see another day, but you
succeeded in letting him know he's up against a true Hero. Your efforts
have eamed Page's complete support (and the Balverine Head trophy),
but you must promisa her to be different than Logan, to look after the poor
and to stop the exploitation of the lower class and homeless. Making this
promise not only gains Page's support, but it eams you 50 Guild Seals and
the Resistance Achievement.
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MEET BEN FINN AT THE CASTLE

&

Announcements have gone out
all around Bowerstone and the
surrounding areas that King Logan
is set to deliver an important
speech at Bowerstone Castle.

Ben Finn knows whatever Logan
has to say can't be good, and he
wants you to meet him there. Fast
travel to Bowerstone Castle to join
Ben amaongst the crowd that has
gatherad 's demaonstration
delivers a blow to your band of
revolutionaries, but s

grim reminder of just how \rltal your
SUCCESS is.

3 b il
W The two of you are powerlass fo save Major Swift, but bide your time—soon Logan will face justice at your hands.

' THE RESISTANCE CAN WAIT!

© Ben wants to hurry to Bowerstone Industrial to go over what just happened with Page and Walter. That's not a bad idea, but it can wait.
b This is an excellent opportunity to perform a number of side- quests that are now avallahle Use this time to search for your first Gold Keys
- arul complete one or two Demon Door challenges.
,:- Meelinq with the Bowerstone Resistance is going 1o sel things In motion that aren't easily reversed. You can purchase plenty of potions

L hefore yolrgo, but you need to start planning now. Amassing a stockpile of gold can serve you well after the revolution. The best way to do
b that is to use this time to purchase as many high-end shops puhs and mansmns as ;}:}ssmle The profits and monthly rent will add up to a

; m.zdhltﬂ Imlune by the time you return. ;
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ANIMAL LIBERATION

Brealk into the pie factory and release the caged animals.

AVAILABILITY: This quest becomes available after leaving the
masquerade party with Page.

UNLOEKS: h/A

REWARD: & Guild Seals and 500 Gold

MORALITY: h/A

Talk to the woman named Katie near the Deman Dooer in Millfields to learn of the chickens' plight in Bowerstone Industrial. She wants you to
break into the factory and release the birds before they get stuffed into meat pies. Accept the quest to receive the Factory Gate Key. This key is
used to unlock the gate near the entrance to the Bowerstone Resistance. Travel to Bowerstone Industrial and go past the entrance to the Sewers
nearest the pub. Continue up the stairs on the other side of the canal to find 2 metal gate in an alley

The area behind the factory

is crawling with mercenaries,
including two of the taller biokes
who throw fireballs. Stay on the
move and use the hay bales in
thea center of the area as cover
while you charge up magical
attacks and fire your weapon at
the lesser thugs. Use a Slow Time
potion to halt the attacks of the
larger enemies until at least one
of them is dead. Stay a few sleps
away from the larger enemies
with the fiery hands to avoid

the shockwave from the flaming
ground-pound. Finish off the rest
of the enemies in the area and climb the stairs on the fire escape. Pull
the lever to open the factory door and head inside.

Leap off the balcony and eliminate the mercenarigs inside the factory
just as you did moments ago outside. The perimeter of the room is
stocked with animal cages. Pull the lever in the center of the room to
open all of the cages simultaneously. The door in the corner of the
factory also opens. Swipe the three Meat Pies from the chest opposite
the door and return to Katie in Millfields to complete the quest
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Cedric isn'l exactly taking his loss well.

RVRILABILITY: This quest becomes available after leaving the
mastuerade party with Fage.

BOWERSTONE MARKET

THE MAN WHO KNEW JUST ENDUGH

Bob can’t stand the thaught of his mate living behing bars.

AVAILABILITY: This quest becomes available after leaving the
masquerade parly with Page.

UNLOGKS: /A

UNLOCKS: N/A

REWARD: 5 Guild Seals and 500 Gold

REWARD: 5 Guild Seals and 500 Gald

MORALITY: -15 for murder

Meet Cedric along the river walk on the west side of Bowerstone
Market and agree to put your weapons to use against the man he lost
his money to. Alan, the mark, is at the pub in Bowerstone Industrial
and Cedric wants you to kill him as payback for winning all of Cedric's
gambling money.

Alan is standing near the bar, rubbing his hands together in a
mischigvous manner. Approach him slowly, draw your weapon, and
turn the safety off by pressing down on the D-Pad. Strike him dead
before making your exit from the bar, turning leit, and fleeing to
Bowerstone Market before anyone else sees you—or worse.

MORALITY: -15 for murder

You can find Bob under the bridge in Bowerstone Market. Talk to him
1o learn about his business partner who got himself arrested. Ideally
Bob would love for you to kill the sheriff, but that brings too much
heat. 50, instead, ha'd like you to kill his old pal Leanard—after all,
dead men tell no secrets!

Cross the bridge to the east side of the river where the jail is and head
behind the huilding on the left. Locate the lever that controls the cell's
gate and wait for any nearby guards to leave the area. Once the coast
is clear, pull the lever to open the gate, then go inside and kill Leonarg
You should try to do this without being detected, but you can kill him
right in front of the guards and still come out on top. They'll fine you
250 gold for murder and another 20 for trespassing, but you're going
to get 500 gold from Bob anyway.
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Head up the short second flight of stairs to the right of the dining

Get a pair of Reaver’s underpants for his obsessive fan, Benjamina.

AVRILABILITY: This quest becomes available after leaving the
masquerade party with Page.

UNLOEKS: N/A

REWARD: 5 Guild Seals

MORALITY: /A

Senjamina lives just beyond the city wall, along the road to Millfields.
et Reaver's adoring fan on her doorstep and agree to find her a pair
Aeaver's old underpants. Continug down the road to enter Millfields
d make your way around the lake to Reaver's Manor and go inside.
=2vz a look around the downstairs for items (you can find a book in
the room on the
left and another
insulting letter in
the kitchen) then
ascend the stairs

to the second floor.

room and continue down the hall to the master bedroom. Search the
furniture for pajama costume pieces, then investigate the bookshelf in
the far right-hand carnar to reveal a secret hallway leading to another
bedroom containing both a treasure chest and a Silver Key. More
important to the mission at hand are Reaver's Underpants, located
on the nightstand to the right of the bed. Steal the rest of pajama
castume from
Reaver's furniture,
then return to
Benjamina lo give
her the undies.

BOWERSTONE OLD QUARTER

Hre

ey

Sussell belipves art is worth dying for.

AYAILABILITY: This quest becomes available afier leaving the
sasquerade party with Page.

NLOCKS: N/A

FEWARD: 5 Guild Seals and 500 Gold
BERALITY: -15 for murder

» Sowerstone Old Quarter, He's been snatching up Thomas Kaidkin
S=e=mings for years and now he wants their value to increase so he can
== =mem for a profit. He believes the best way to make that happen is
= 5= you kill the artist—it's really a matter of supply and demand.

= =i merchant, Russell, operates a stall on the main shopping street

The artist lives in Brightwall Village. Fast travel to Brightwall to find
him autside the pawnbroker’s shop, near the main statue. Waiting
until guards leave the area and committing the act without detection is
great, but the fine is only 250 gold. Move in behind Kaidkin, draw your
weapon, turn the safety off, and attack! Pay the fine if you must, then
return to Russell in Bowerstone Old Quarter to finish the quest and
collect your reward.

m



B} SIDE-QUEST. BOWERSTONE INDUSTRIAL . .
ONERING T0 FIND

A clumsy husband-to-be has lost his engagement ring.

'-: 4 -,_._ﬂ ,llu.'.:is '- -': ﬂﬁ?_ A
CALTERNATIVE SEWER ENTRANCE

" This quest takes you to a part of the Sewers separate from the _.ﬁ\
 Bowerslone Resistance headquarters. If you were wondering how

AVAILABILITY: This quest becomes avaitable after leaving fhe . :
masquerade party with Page. to get the Silver Key beyond the metal bars (visible on the way to

e " meet with Page), then this is the quest for you.

UNLOGKS: /A

REWARL: 5 Guild Seals Meet James in Bowerstone Industrial across the bridge from the pub

MORALITY: N/A and agree to head into the Sewers and search for his lost engagement
ring. Enter the Sewers through the door beneath the large crane near
Reaver's large factory, Collect the Silver Key on the right, then turn an2
make your way deeper into the Sewers on the left.

The small cave beyond the entrance is crawling with hobbes when you pass the first time (it will be patrolled by mercenarias on the return trip).
Take a few steps through the crack in the wall and unleash your magical assault on the hobbes to thin them out so they don't follow you deepsr
into the Sewers. Continue ahead to the next crack in the wall where the mercenaries are located and explore the areas to either side for iterns. Fio=
the mercenaries to continue through the room beyond the cracked wall. This leads to another section of the Sewers, where you'll find the ring.
Battle the hobbes in this final tunnel to reach the dig spot containing James's Engagement Ring. Return the ring to James to complete the quest

12
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A widow wishes to visit the grave of her dead husband,

AVAILABILITY: This quest becomes avallable after leaving the
masquerade party with Page.

UNLOGKS: M/A
REWARD: 5 Guild Seals
IMORALITY: /A

Equip the Bonesmasher along with the Fireball and Shock gauntlets
and return to the swampy lands of Mourningwood. Battle past the
throngs of hobbes and hollow men to the hippie commune in the
narthwest comer of Mourningwood. Locate Sarah, who wishes to see
her deceased husband's grave, and agres to be her escort, Lead her by
the hand back into the Swamp where the hollow men are. Fallow the
glowing trail in the direction of the cemetery in the southeast corner

of Mourningwood, but do not hesitate a moment to release Sarah's
hand the instant you see the talitale wisps of approaching hollow men.
Charge up your weaved spell to stun and weaken the hollow men. then
open fire with the Bonesmasher! Three waves of hollow men attack en
route. Beat them back and continue guiding Sarah past the statue in
the center of the cemetery to the grave just past it, on the right.

P & = "

) SIDE-QUEST DRIFTWOOD |
PEST CONTRAL e

An offshore infestalion of hobbes needs to be dealt with, JORE FLIT SWITCH

= The flit switch you see on the small utcrop to the right of this .
- island is accessible after the completion of this quest {once

AVAILABILITY: This quest becomes available after leaving the

masquerade parly with Page. You also must first complate the i vou leave the area and return), but you'll need to complete two
Restoration quest and access Drifiwood on foot from Millfields. more quests in Driftwood after that to follow the flit switch to its
conclusion. See the Driftwood section of the “Albion Atlas” for full

UNLDGNS: Eliminate the hobbes to unlock the Gift Wood for j T 11y
- tt h it leads.
Driftwood and An Island Getaway quess details about that flit switch and the Gold Key to which it leads

REWARD: 5 Guild Seals and 500 Gold
MORALITY: N/

“rzvel from Millfields to Driftwood and speak to Rohin on the beach.
%2 inhabitants of Driftwood wish to expand to the outer islands, but
==y need someaone of your abilities to first eliminate the hobbes wha
~2ve sel up camp there. Locate the chest at the edge of the beach to
== rignt, then swim past the two tiny islands to the larger one straight
==shore. The first batch of hobbes is camped amongst the trees near

== heach,
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estof the hobbes are scattered across the two larger islands to

the'left. The glowing trail leads in that direction, but it's worth taking

a moment to swim around the central island in a counter-clockwise
direction, opposite the glowing trail, to find some extra collectibles on
the outermost island. From there, swim directly to the beach on the

backside of the largest island fo battle your next group of hobbes. Head

counter-clockwise around the island to the channel hetween this island

and the farthest inhabited island offshore of the three. (You'll be able to

see Theresa's Tattered Spire in the distance.)

Swim through the channel and follow the glowing trail up onto the
beach on the outermost island. The trail on this island leads upwards
to a hobbe camp near a collapsed bridge. Dive off the top of the island
and resume following the glowing trail clockwise around the middle
island. This larger, central island has a trail that spirals upwards to a
false summit. The pinnacle of the island is only accessible via a rebuilt
bridge. The final batch of hobbes is on a ledge directly above a wooden
chest that your dog sniffs out for you. Return to Robin to let him know
the istands are hobbe-free!

AN ISLAND GETAWAY

A gambler has lost his fortune and wants you to escort him to the
safaty of Driftwaod befare the debf colfectors find him.

AVRILABILITY: This quest becomes available after completion of the
Pest Control quest.

UNLDENS: N/A

REWARD: 5 Guild Seals and 500 Gold

MORALITY: /A

Meet the gambler, Rusty, on the second floor of the pub in Bowersions
Market and agree to take him to the newly expanded village of
Driftwood. Lead him by the hand across the bridge in Bowerstone
Market to Millfields and, from there, across the rebuilt bridge and
through the old gypsy camp to Driftwood. This escort quest is similas
to others in that you have to release Rusty's hand in order to defznd
yourself from mercenaries that attack. The mercenaries will likely
attack twice near the Millfields mining area and once again near the
bridge to the gypsy camp. The thugs you encounter from this point
on incorporate grenades into their repertoire of attacks, so stay on the
move and be extra careful!

The villagers have expanded onto the islands off the coast and even
erected bridges that now link each of the islands. Guide Rusty across
the lengthy footbridge to the encampment on the third island to
complete the quest. Leave him near the lute player.
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The inhabitants of Driftwood need a letter delivered. Cross the newly built bridges over the water to the third island in
Drftwood and speak with the villager. The residents want to expand to
tiie other Islands, but they need a more experienced carpenter fo do the
AVAILABILITY: This quest becomes available after attending Logan'sspeach  work. They need you to deliver the Letler to a Carpenter to a man with
al the caslle. You must also first complete the Pest Control quest. sufficient carpentry skill, who just so happens to live in Silverpines—

S

UNLOCKS: N/A ane of the most dangerous areas in Albion, It's a patch of densa farest
: and crumbling mausoleumns patrolled by bands of ravenous balverings.
REWARD: 10 Guild Seals It's best to take plenty of Health Potions along for this journey and also

wise to equip a weapon that provides benefits against large enemies or
balverines or similarly powerful weapon.

MORALITY: /A

Faollow the dirt path as it winds its way
through the woods, past the collapsed
columns of an earlier time, and over a
creek to a small settlement to the south.
The carpenter doesn't live in this village,
but the nearby mine contains a Silver
Key worth collecting. Gontinue out the
far side of the seftlement along the road
leading eventually to a locked metal gate set in the hillside on the right. The carpenter lives up the hill directly left of this heavy door. Follow the
glowing trail to his doorstep and give him the latter to complate the quest,

%ﬁ ---- =l 10 Points

Complete both the Pest Control and Gift Wood for Driftwoad quests to help the eco-minded folks of Driftwood expand their village
thraughout the islands in the area. You must first complete the Restoration quest in Millfields and visit Driftwood on foot at least once
before you can fast travel or accept quests here.
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RETURN TO THE REJSISTANCE HEADQUARTERS

B Major Swift managed to relay an impodant message lo the Bowerslone Resistance before his fateful end,

PREPAHE F[!FI THE I.{]NE THIF'

Travel back to Bowerstone Indusir=
and make your way into the Sswers
to meet with Page and the others.
The mood is somber. The group
knows Logan is hunting them dows
at this very moment, but they must
continue to build their base of alliss
Major Swift was able fo send word
that the revolution can find allies o=
the distant shores of Aurora. Wale
and Page will see to it that Logan =
fleet doesn't follow them ac

the sea, so it's up to you and Ben
Finn to make your way through the
back alleys and secure a ship. Ben
unlacks the door at the rear of the
headquarters room. Follow after hee
once you're ready.

& The journey "1head isn't.easy and it's going to bea while I:lciclrc you can return Lo Bt:lurcrslone ACcess t-u your SdlittUdl’)' will be limited as
FJII Pllrchase sevur&l Health Potions before leaving.
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FIGHT YOUR WAY TO THE DOCKS

=alow the glowing trail through the back of the Sewers to where the tunnel lsts out near the dockside factories in Bowerstone Industrial. The gate leading
= 5 factory you need to cut through is guarded by Logan's men—prepare for a fight!

Niove imside the gate as soon as it opens and take aim at the explosive barrels throughout the yard. This considerably reduces the number of soldiers you

=t face. Logan's men are primarily armed with broadswords so keep your distance as you unleash your magic and blast away with your firearms. Many
o= froaps will emerge from the factory to reinforce their fallen comrades, Hold your ground and maintain the assaull! Watch for the soldiers to become
S=-=ct=d by Ben Finn, then run up behind them and pummel them with a hammer attack.

%= combination of Shock and Vorfex spelis is sure to give Logan's men a joit of excitement!

Shoct the barrels within the factory and ascend the stairs to the wooden chest on the far side. Watch as Ben Finn leaps off this platiorm Lo the floor below
2=0ind the crates blocking the path) and follow his lead. This is the anly way to the door on the side of the factory as the path is blocked on the ground

e 2nd outside in the alley. Exit the factory via the door on the side and run around to the front in time to see the Bowerstone fleet erupt in a series of
8=y =xplosions.

DEFEAT LOGANS SOLDIERS

o G

S22 zround to the docks to find
== 7zl squad of soldiers standing
B=mw=2n you and the ship to Aurora.
—uckly target the barrels across the
=== 7en finish the rest with magic
T=cks. Some of these soldiers are
s=rmying rifles, so move swiftly and
= them in crossfire with Ben
=i Walter joins you near the dock
&= 5000 as the fight is over. Board
™= =7ip and set sail!

chest on th
You may hav

Page is going to stay behind and continue to prepare her men. You'll be
shoving off with Walter and Ben Finn,
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You and Walter wash ashare on

an unknown beach, somewhere

far across the sea from Albion.

Ben Finn is nowhere to be found.
Find the chest on the beach to the
left, then join Walter and head into
the massive cave. The bats fly by
harmilessly and won't attack, so don't
warry about them, Just keep close to
Walter and proceed through the cave
1o the large tomb in the distance.

Make your way around the balcony
overlooking the mystical pink barrier
to the stairs. Locate the chest at the
end of the sandy clearing before the
stairs, then join Walter and descend
the steps. Search the bodies for clues. Walter finds a journal and reads
amagical incantation fram it that removes the barrier covering the spiral
stairs. There's nowhere to go but down!

I \Wialter has a phobia of caves, particufarly dark ones. Stay close to s side to explore the cave logether.

L SHING THELIGHT LS

The enemies you are going to encounter take heavy damage

from light, particularly lightning. Equip the Shock Gauntlet if )
you haven't already. Weaving Shock with Yortex serves you well 55
from this point forward. Also, if you're trying to fully upgrade

the Scythe’s Himmer weapon (or another weapon that requires

Shock magic), thisis a great time to have it equippad a5 you dre : _—
likely to get dozens of Shock kills in Shadelight, 5 Descend the stairs to the magical swirling vortex below and search the
: bodies. Walter stumbles across a way to lift the barrier.
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Shadelight is pitch black, but your dog finds a torch for Walter to carry.
Stick by your mentor's side and make your way down the corridor to the
large room with the retracted bridge. Another pink barrier can be seen
across the room, but you must first find a way to extend the bridge for
Walter, Leap off the ledge on the right and climb the stairs on the other side
of the void. Pull the lever to extend the bridge so Walter can cross safely.

Walter manages to dispel the barrier atop the stairs beyond the bridge. A
large number of shadowy creatures attacks your party in the corridor to the
left. Charge your magic attack and unleash a Level 3 or 4 Shock aftack to
annihilate them. Repeat as necessary, then continue deeper into the tomb.
There's got to be a way out if you keep maoving!

NO LOOTETO FIND

o

** Don't worry about searching the corners of Shadelight. Shat!alighf ':-
contains no chests, gnomes, Silver Keys, or any other collectible .
item you might be looking for. You are far from the beaten path of
Albion and if you're lucky you might just be one of the first humans
1o make it out alive.

P

Walter's torch shines a path along the right-hand side of the cavern. Leap
off the ledge and hug the perimeter of ihe room 1o reach the lever.

Battla past the shadow creatures and continue moving. There's only one
way to go inside Shadelight, so don't worry about gelting lost,




Continue the slow walk into darkness alongside Walter, who soon feels 2
Zreaze and runs up the stairs—only to come face-to-ugly-maw with the
e of Shadelight. Gontinue searching for an exit until the next batch of
stzdow children atiack. Unleash a Shock attack and immediately begin
<harging anothar. In a fit of fear and frustration, Walter tosses the lorch
at the Nightcrawler to kill it and sinks you further into darkness. Follow
the glowing trail up the stairs and through the next corridor, then turn
left along a sandy path to a more brightly it area. Leap down to the sand
below the ledge.

Hold your ground and let the shadow children come to yau. A charyed
Shock attack can decimale these transparent entities,

FIND WALTER

—— sl i e ~

Walter's hesitation costs him dearly and now you have to find him. There's
no going back the way you came; the ledge is too high to climb back up.
YYou have no choice but to fight your way forward. Shadows emerge from
the inky pools of blackness that appear throughout Shadelight, so keep
clear of the pools until the creatures stop appearing. Shadow children aren't
dangerous as long as you don’t gel surrounded.

aftacks fo eliminate any at close range and target more distant ones with

I The shadow children emerge from the ink-iike pools that appear. Use magic
Your gun,

Follow the glowing trail along the sandy floor of the cave to a series of
ledges overlooking a temple of sorts. Leap down to enter the room. Walter
s atop the stairs, paralyzed within a blanket of black ink. Den't think about
trying to free him just yet. You have lo defeat the darkness first!

Mave to the middle of the temple floor, away from any pools of shadowy
ink, and prepare for battle. Hordes of shadow children attack, but it should
only take you three magical area-of-gffect attacks to wipe them out. Avoid
standing in
any of the
poals of ink,
else a flock
of shadow
Crows rise
up and

bk you
repeatedly.

A high-tevel Shock attack can rain lightning dowr on
innumerable enemies.

The battle becomes much tougher once the spirits rise and revive the
metal-plated statues that line the temple. These bird-like warriors, called
“Minions", are equipped with razar-sharp blades and can spin like tops.
They are of little threat at a distance but downright deadly at close range. Do
not let tham get close enough to strike or else you'll certainly get slashed
repeatedly and struggle to break free, Use quick strikes with your melea
weapan, roll out of the way, and then open tire with your gun or quick-cast
repeat magic attacks. Be mindful of the direction in which you roll and try
to keep all of the enemies in front of you. This makes it possible to strike
multiple enemies with each swing of your sword or hammer,

Roll out of the way of the minion's spinning slash attack, then open fire with
Your gun.

DEFEAT THE SENTINEL

£ g

Deteating the shadow children and minions causes the darkness to drain
away from Walter and give life to the Sentinel. The Sentinel is one of the
toughest foes you'll ever encounter thanks to its darkness-spreading staff
and its ability o summon other enemies. It can be bested while taking
minimal damage with the right approach.

12



The Sentinel does most of its attacking by summeoning large pools of darkness to appear on the floor beneath you. Quickly roll or run beyond their diameter
to avoid the flocks of birds that emerge from within. The Sentinel's other attack is to stab its staff into the ground and cause the ground to fracture in a line
towards your position. Shadow children periodically appear from the pools of darkness but they can be defeated with a quick Level 1 area-of-effect spell.

Kesp rolling to avaid the Sentinel’s attacks. Get up, attack quickly, then roil again,

The key to defeating the Sentinel s to continuously alternate rolls and LE AD w hLTER INTO

targeted magic attacks. Attack quickly, roll to the side, get up and fire your

weapon or cast another spell, then roll again. Continue moving in the same

direction to encircle the Sentinel and avoid all of its attacks. Don't get close THE‘ LIGHT

for a meles attack; you are much better off relying purely on magic and ol

ranged attacks. Help Walter to his feet and take his hand. The darkness has taken his
vision and he needs you to escort him out of Shadelight. Descend the
stairs and turn left. The lengthy, and somewhat dusty, hallway leads to
the Shifting Sands area. Most importantly, it leads outside to fresh air anc
bright blue skies.

Look for oppartunities to direct a charged (Level 1 or 2 only) spelf directly at
the Sentinal for maximum effect. Roll away as soan as the speil is cast,

Walter is extremely weak and can no longer see where he's going. Take him
by the hand and guide him oulside,
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The scarching and windswept dunes provide a stark contrast to the
lightless caverns of Shadelight, but the change of scenery has not improved
Walter's condition. Guide him up the stairs of the temple to sea if there’s
any sign of nearby civilization.

CONTINUE HELPING WALTER?

CHOICE BOLD. oG MORALITY
#C GO0D: Help Waller 0
X Bl Abandon Walter : %0

Walter wants you to abandon him. He knows he doesn’t have the strength
for a long trek across the desert and he's worried that trying to save him
may cost you your life. This decision affects only your Morality rating and
some dialogue that oceurs later on in the game. Make the choice as you see
fit. Even if you choose to help him, you can let go of his hand to leave him

if you wish.

Do vou abandon your friend or do you dig deep within yourself and insist on
guiding him across the desert?

Regardless of your choice conceming Walter, there soon comes a point
where you have to go on without him and try to get help. Leap off the edge
of the temple to the sand and head towards the massive stone arch to the
north. Hug the rocky left-hand edge of the desert to avoid getting twisted
around
amongst the
dunes. There
are no hidden
iterns to find
at this time,
so focus on
the fask at
hand: finding
help for
Walter!

The desert can be a disorienting place. Keep he rocks
close by on your left o avoid losing your bearings.

The powers that lord over Shadglight and the darkness that dwells there
will toy with your mind as you reach the stone arch. That is not Walter you
see, but only an apparition. Follow the glowing path as if nothing is out of
the ordinary. lgnore the shade thal has blanketed the area, as well as the
pleas for help, and run right past the shadow creatures you see. None of
this is reall =
Continue to
the stairs
leading out
of the sand
to the city of
Aurora and
know that
help is on
the way,

Don't fall for the darkness's tricks. Foliow the glowing path
and ignore the fakery.
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SPEAK TO BEN AND KALIN

~ & B

Despite collapsing on the stairs
to Aurora, you are safe now. Ben
and the leader of Aurora, Kalin,
brought you within the walls of the
city and nursed you back to health.
and Walter too. You awaken in the
temple at the south end of Aurarz,
atop a hill overlooking the city. Hawe
a look around and follow Ben and
Kalin outside as you leam of your
rescue and this place Ben calls the
“City of Nightmares.”

W

0 5en explaing how he came to be in Aurora and got Kafin and her people lo help search for you and Walter.

EXPLORE. AURORA

Kalin believas the best way for =5 By
you to undlerstand the plight of REASUR

her people is to explore Aurora e i
on your own and read the letters * You encounter several chests and dig spots during your stroll around

¥
posted throughout the city. These ¥ Aurora, but you cannot draw your weapons at this time nor are you

ara memories written by surviving able to shoot any gnomes you encounter. You'll have to return far
family members about their them later. One thing that should not wait is the nearby Legendary
deceased loved ones. Your dog can Weapon, Locate the Silver Key Chest to the left of the temple

help sniff them out. entrance to claim another new and powerful weapon.
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The first memory letter is on the base of the stairs. Descend the left-hand flight of steps

to the bottom to find it. There are five others attached to the sides of houses, shrines, and
memaorials throughout the city. Much of the city is blocked off at the moment by rubble so
the area you have to explore is rather limited. Follow the perimeter of the fown and duck info
each little alleyway to find all of the letters. Read the memories while you séarch for chests.
You only encounter a single Auroran during your exploration, Selan the Auroran. Speak to
nim after reading the letter he posted.

Speak to Selan the Auroran to leam the significance of the
letters. Dan'f averigok the ietter near the statue beside him.

RETURN TO KALIN 3
I Lcrf:l;)}f Promis::

_.,_.__* '.i-_
Aead up the stairs to the first platform and speak with Kalin and Ben once yau're done looking around Aurora. to Tei)uilc]
L in’ i trance. B |
isten tlI] Kalltr? s story as you follow her back upth_e S’FHII’S to the temple en ra.nc en told her about your quest f\ur ora (mJ PI’D{E C{
and she's willing to lend you the support of her ships in exchange for a promise to rebuild and protect Aurora. g
Agree ta the pramise to earn 50 Guild Seals and uniock the Distant Friends Achievement and complate your its FC‘O 1(‘3_
recruitment of allies.

Your promise ta Kalin has earned you the final ally needed to launch the revolution against
your brother. He too had promis alin his support, but went back on his 1
Aurora to suffer its terrible fate, Though they are a town ravaged by the dar

ships could aid you greatly in the coming ult: Gan you ever repay them?

Upgrade Strategy: There is o y one nes ¢ hase and it’
impaortant one—Blades! W

ade ing con h: decimate foes o iety. There is one m
segment along the Road to Rule [ its three chests cost 100 Guil

CHESTS NOW AVAILABLE -
TYPE GUILD SEALS  DESCRIPTION

Bladies Spal Iagical Gaunti=t Ll Bilates; computess magacal swonds which sesk oul and impals asemies.

The Auroran priestess is successful in coaxing the darkness out of Walter, whose
expressions upon waking up differ based on whether or not you abandoned him. With
Wialter back on fis feet, the fime has come to leave, The time to revolt against King Logan is
upon you. Board the ship to set sail for Albion.

Board the £hip [0 sai back fo Albion and gather your
generals. Page and Sabine no doubt want their say in
Planning the assault!




THE BATTLE
FOR ALBION

I'.C PE‘\‘:PGI‘G.‘{';UU’;S .iaave LCI:!I". che: L.EG]'{S }‘.GI.W-'E LE'E!'I. won, OI]J QJIQ&LG.."LCES SWIOTT. h is lime to CerGO{! II'U?

role D[ trailor u.nn:l wa‘é}e war uL.ﬁjal.nsL your L«]’\:l'!:‘lt‘l"s ru].l:. I|. wun'l L: easy, wWadr never is, r.l.ruJ Lﬂvﬂu F:‘O‘FC.'{'}‘

el li{e veill be lost. But this battle is both noble and necessary afidl the lcSacy D-[ your rebellion will sureive Jrz‘.s
aJ-JLer Llw Luc]ies lmw: Lc-:n Luricw:l a.nJ l.lu: ruu.)lc lms Lccn sweFi away.
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BOWERSTONE OLD QUARTER _
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DESTROY THE JORTAR:

=i

Wi the revolution under way you find yoursalf on the coast of Bowerstone
= Quarter alongside Walter, Ben Finn, and a small group of soldiers who e . "
== swom their allegiance fo you. The path before you winds its way up to * It can be hard to tel! some of your soldiers apart from the enemies ":
= oy oate and s guarded by dozens of Logan's men. Worse still, there © you're trying to defeat; after all, they do look quite similar. One way
= 2 mariar positioned at the top of the hill that is taking out your men and - 10 tell them apart is the color of their unifarm. It's a relatively subile

ng the Auroran ships at bay. You must get to the top of the hill and difference but the soldiers fighting in support of the revolution are

ut that mortar! dressed in red jackets. The soldiers who maintain their allegiance

ta King Logan wear purple.

Follow Walter's lead up the path,
but keep your distance. It's much
safer to use a rifle and pick off the
enemy soldiers from afar while
Walter draws their attention. Move
into a flanking position by leaping
over the wall and climbing up the
grassy slopes on either side. This
allows you to slip unnoticed into

a prime sniping position. Avoid
staying in ane spot for more than a
few seconds or else the mortar will
fire on you!

W sz the trees for cover and harry the enemy’s flank while they engage
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Lise the newly-acquired Blades spell togather with aither Shock or Fireball to attack a number of enemies at once with deadly accuracy. Even area-0fe7s0
attacks spread out and impale individual enemies. This alone makes Blades an excellent spell to use when battling small groups. Blades is also & good so=
to'use in quick bursts when targeting enemies directty ahead of you, particularly if weaved with Shock.

) { g T

Cast Blades repeatedly while aiming at the enamies on the path. You won't Defeat the final batch of enemies bayond the final switchback, then shoct
have to worry about shooting the wrong person—the Blades know who the explosive barrel near the mortar to siience the cannon.
to hit!

FIND LOGAN

<>

Kalin and her fizet move into
position and blast through the ity
gate, giving you access to the Old
Quarter. Fight your way into position
beside the statue in the town center.
From here you can open fire on the
enemy troops farther up the road
without straying into harm's way,
Target any barrels you see and
resist advancing past this statue
until you've defeated all enemies.

3 3 - C T s, A g o 5 e, 4 "‘.-_.
Wait for multiple enemies to take cover behind the sandbags near the explosivie barrel, Uise this battle to inch closer =
unlocking the Barrel of Laughs Achievernent.

You'll know when Sabine is on the scene, as a giant explosion rocks the
town and a building topples to the ground. Lead your team through the
rubble lo the road that curves around to the left, and onto the bridge vou
went under before the explosion. Lend some support to any Dwellers yoo
see engaged in combat and continue up the road to where it wraps arouns
the small park. Cast your Blades spell against the enemies around the benz.
then roll away and allow Walter and the others to take them on at close
range. After all, Walter and Ben Finn don't need to worry about using He==
Potions like you do!

Lat Walter engage the enemy at close range while you lend support from a
safe gistance.
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Logan's men have assembled a significant defense atop the bridge. Use your rifle to detonate the barrels near each of the rows of sandbags to reduce their
numbers. Hang back and wait for Walter to move in and distract the remaining troops, then take them out as soon as you get a clean shot!

i

o P

Don't lake unnecessary risks. Some of Logan's men are armed with pistols. Use the supenior range of your rifle to take them down while staying safely out of their range.

Though it looks asif the route is blocked, you can leap from the wreckage Round the bend in the road slowly and use your rifie to target the barrel in
on the right down into the building Sabine blew up earlier. Snake your way  the distance. Fire before the soldiers start moving and you just might take
through the burning building to the solid ground beyond. You're almostto outa half-dozen enemies with a single shot! Climb the stairs on the right to
the castle! Join the Dwellers in the street and fight your way up the slopeto  find a chest atop the wall, then return to the street. The gate to Bowerstone
the next roadblock. Cut through the house on the right in time to see Page  Castle—and King Logan—are steps away.

and her men racing towards you from the other direction.

Don't let the heavy wooden gate stop you! Leap info the burning building Stick close to the wall on the left to avoid being spotted early, and shoot the
and make your way around the gate. barrel to eliminate half of the remaining royal guard.

CORON 1Iﬂ‘"

-' .‘-_ﬁ"r:lur brother offers no resistance, and Walter and the rest of your
I generals usher you in as the new ruler of Albion, to much fanfare. Ruling
a land as vasl as Albion poses unigue challenges, heretofore unknown
to you. Walter introduces you to your new personal assistant, Hobson.
Jasper remains in the Sanctuary to provide support for your journeys

afield, while Hobson helps manage your daily tasks and budgetary
matters. Your rule begins immediately.




WEIGHT OF
THE WORLD

Lf:: in such a time is Jiffjmll. net crn]}r fm- the Pomle o[ f\lLim, but {ur the rulin‘a_é;

elass as well. You will soon learn the motive behind many of Lagan's actions and
be [aocé with the same Jmucn\ginér} dectsions that cast him in such un{c.vorc'stalc 11511{.
Will you lrlrr: better 7 Brl]amﬂrg your desire to do what 15 }m’fmlﬂr and 5&1] with what =

in i!‘lc Lingtl:!m's 53;5:1 1cn5-i¢t‘m interests is nio £asy hslc. E! is lE‘I.C c:nJcss cjmllcngt dm*_

faoes all lanclers. as you are ol 1t exPerIance
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GO TO THE
"THRONE. ROOM
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Days Left Until Attack: 365

“#* Judge Logan, former King of Albion.

& Hobson has set out a schedule of tasks for you to accomplish

1 ;i _ 3
“#= St tax palicy. & on your first day as King of Albion. These tasks must be tackled j
in arder. Hobson guides you through the choices you must
#=  Talk to Reaver in Bowerstone Industrial. & make, seeing to it that you fully understand the options—and
consequences—you have o choose from. Many tasks are purely
= Consider proposal to rebuild the Bowerstane decision making in nature, but don't hang up your sword and
0id Quarter. | pistol just yet! There are still are plenty of opportunities te go

| adventuring, even as King!

13




132

Exit the planning room and head down the hall to the throne room where
your people anxioushy await your arrival. Walter presents the issue al
hand—the fate of your brother—and each of your allies speak on the
matter. Public hearings often take this format, though Reaver often speaks
in defense of the less charitable option.

Baing King isn't easy, You'll have many voices in your ear, each of them
trying to sway your opimon.

DECIDE YOUR BROTHER'S FATE

GUILD
CHOIGE GOLD e | MORALITY
# %, §000; Pardon Logan. - : +100
‘? EVIL: Execule Logan. - : -100

Some believe Logan should be executed while others feel that killing
Logan would only mean a continuation of the type of rule you fought to
overthrow. Listen carefully to Logan's explanation for his actions and,
more importantly, his warning. If what he says is true, you may well indeed
need his soldiers. This decision reveals a great deal about your characler
and has one of the largest affects on your morality rating. Logan's life rests
in your hands.

| L g fly

You swore you'd never forgive Logan for what he did bafore you ran away
with Walter. Are you still angry enough to kil him?

Upgrade Strategy: This is the fi

ROAD TO RULE

You've made your first ruling as King of Albian, but many
decisions are still to come, some of which hay

greater impact on the kingdom's future. Log

was true; Theresa confirms as much. You have exactly

make the hard choices necessary to ensure it

egment of the Road
sts 100 Guild
h. You need to purchase the Meles Level 5 (or
ged Level 5 if fully upgrading a gun) upgrade in order
to open the Dermon Door in Mourningwood ., Yéu may well

_not have enough Guild Seals to purchase any of thesi

ght now, but yol
Rule whenever you want. V 8 y and step into
the light to return here. You can also i Pad

when the Guild Seal icon is present.

CHESTS NOW AVAILABLE
CHEST ~ TYPE  GUILD SEALS DESCRIPTION

Sl

Magi Leved §

Ranped
Liwal &

Wk Lewel 5

Upgrade

Sl
Lipgrade
ol
Upgrade

Become 2 masker of magic

Bacame @ mester ol guns

Bucoma a aster of makee
WIS
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ILis time to learn about the
Kingdom's finances. Follow
Haobson thraugh the door to the
treasury. The treasury contains

all of the Kingdom's gold. Despite
your brother's iron-fisted rule, the
treasury containg a meager 400,000
gold. You're going to have to bring
ina lot more gold if Albion is to
have any chance of surviving the
invasion.

SET ANNUAL TAX LEVEL

CHOICE

A0 G000 Lower taxes.

"?’ EVIL: Raise taxes.

STATUS QU0

'460060-’H

THE ROAD TO RULE

W OF TH B

FOLLOW HOBSON

*

You have exactly one year to build the treasury’s total to 6,500,000 gold if you are to save the maximum

1 umber of people from the impending attack (and unlock the Tough Love Achievement). There are 6.5

'. illion residents in Albion and there is a 1:1 ratio of gold to lives saved. You have the opportunity to maka
§ numerous decisions that impact the treasury's total. Making what are generally considered popular and
benevolent choices significantly reduces the treasury's total. Making the hard, unpepular choices increases
- the amount of gold in the treasury, but makes the people hate you.

- Making only the most popular and morally good choices as ruler leaves you with a treasury deficit of
. -2,000,000 gold, exactly 8,500,000 short of your target!

& Chaosing the hard, unpapular options while avoiding the tamptation to embezzle money (you have the T
! :nppurlunily to donate the value of found items to the treasury or your own personal savings) nets you amta‘I' -
'of 5,650,000 gold. An impressive sum and only a mere 850,000 gold short of your target. However, that
& lranslates into nearly a million people you didn’t save.

50 how do you possibly save everyone? The only way is to donate the necessary funds from your personal

savings. Use the ledger in the treasury room to transfer gold between your personal savings and the
treasury. This can be done in both directions though your morality is atfected accordinaly.

This is a one-time decision that affects how your people view you for quite

THE'DLE ﬂ" ' Eﬂ{g MORALITY some time. Raising the taxes increases the treasury, but this no doubt leads
400,000 - 55 to increased homelessness, crime, and starvation. The people will surely
i - hate you for it. Lowering the taxes brings great joy to the people of Albion,

but wipes out what little gold there is in the treasury. Maintaining Logan's
current tax rate is also an option.

Raise Taxiﬁale

Lawer l Rate

Raise Tax Rate
@ 200,000

Lower Tax Rate

O -4

Mo chaice comes without a consequence. Is the extra 200,000 gold worth the effect it will have on the populace?
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MEET REAVER IN BOWERSTONE. INDUS TRIAL

i &}

Hobson has arranged a public meeting for you wilth Reaver in Bowerstong Deciding the fate of the factory has no effect regarding future quests or
Industrial. You can be assured that the public turns out in droves to shower  exploration. It does, however, have a significant effect on your relationship
you with praise. You automatically travel to Bowerstane Industrial. Follow  with Page. Reaver is guaranteging a deposit of 500,000 gold to the treasury
the glowing trail past the crowds of onlookers to the area outside Reaver's  You can't opt for the status quo this time; you must make a decision. The
factory. Reaver is an excellent fundraiser—perhaps too good—and he is money or your word?

proposing that child labor be reinstated as a way of bringing in more money
to the treasury. Page is there to remind you of your promise to her and ask
that the factory be turned into a school.

DECIDE THE FACTORY'S FATE

e TREASURY  GUILD
CHOIGE EolD SEALs MORALITY
oz BODD: Turn factory into a 200000 ! u25
TR school. '
7 BYIL: Reinstate child labor.  +500,000 : 2
STATUS QU0 A WA WA

Saving the lives of Albion’s residents fs important, but whal aboul the
quality of those lives?

GO TO THE THRONE ROOM

<4 P

Take this opportunity to explore the castle, both inside and out. There are DECIDE THE FATE OF THE OLD QUARTER

several collectibles to be found in the gardens, as well as in the kitchen and TREASURY 'GUILD
. CHOIGE | MORALITY
rayal bedroom. Make your way to the throne room as soon as you're ready - BOLD | SEALS '
to tackle the last item on the day's agenda. Reaver and Page await you in iy, BODD: Rebuild the Old 550000 _ 45
the throne room to discuss the fate of the Old Quarter. Quarter.
-ts:r« EVIL: Leave the Old Quarter i %
in ruins.

The revolution to overthrow King Logan took a heavy toll on the Cld

Quarter. Buildings were toppled, shops set aflame, and walls torn down. STATUS QU0 NIA WA /A
People have lost their jobs and homes and have been forced into the

streets. Nevertheless, the battle
against the darkness is just a year
away. Is there any guarantes the Old
Quarter won't get decimated again?
What good is a rebuilt city if half

a million residents may lose their
lives to pay for it? Rebuilding the
city costs the treasury a substantial
amaount of money, but any shops
and homes you own will once again
generate revenue for your personal
savings. Perhaps you can buy
enough shops to refund

the treasury?

B jt was your revolution that left the Oid Quarter in rinns, but is this the right time to restore it?
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Days Left Until Attack: 339
L = Set guard budgzt.

“# Decide on castle’s decoration.

= Rule on the status of Aurora.

= Embark on a journgy of adventure and
exploration.

S .

[T SRR 1

o

JOIN HOBSON IN
THE TREASURY

=

And just like that, you're 26 days closer to the impending attack. Hobson
15 inthe treasury room, as anxious as ever to discuss budgetary matters
with you, namely, the guard budgel. It's time to decide the coming year's
allotment of funds for the Bowerstone law enforcement.

SET THE GUARD BUDGET
CHOICE Gl Stalg  MORALTY
O Eﬁa;é:e?laisethe guard 200,000 : 05
A EEIdLg:ebwer the guard 200,000 . %5
§TATUS QUO 0

The people of Albion are asking for an increase in the guard budget in
hopes of reducing the crime that plagues Bowerstone’s streets. Increasing
the guard budget was something your brother was never comfortable doing
due to other more pressing needs. You can leave the budget as it is, raise it
and lower the crime rate, or sink extra funds into the treasury by reducing
the amount spent on guards. The citizenry react accordingly.

Cutting the guard budgel increases crime and may have a negative effect on
the rant and profits your real estate invesiments gengrate.



GO TO THE THRONE ROOM

& P

-

A pair of interior designers is awaiting your arrival in the throne room. They are here to present their ideas regarding the
new decorating scheme for the castle. Matters like this may seem Lrivial to a ruler with far more important matters ta

tend to, but don't disregard the effect these seemingly innocuous dacisions have on the servants’ attitudes. You remain
in the throne room to decide the fate of Aurora immediately after deciding on the interior design. So is the life of a
ruler: one minute you're picking out curtaing and the next you're condemning an entire city to a life of darkness.

CHOOSE AN INTERIOR DESIGN

| TREASURY GUILD .
S T o (e S o g0 seals MORALTY

‘?"‘“ EVIL: Sefect the dark, intimidating design.

STATUS OUD N/A NiA

Ghogse the design that suits your moad and refiects the style of leader you
wish fo be.

Finally a choice that doesn't affect the budget! Your opinion on this matter is purely cosmetic and does not
impact the treasury or your morality. Do you wish for the castle’s wallpaper and decorations to be bright and
enlightening or do you want them ta make visitors cower in fear?

DECIDE THE FATE OF AURORA
#%_ §O00: Keep your promise and rebuild Aurora.  -700,000 . 425

A EYIL: Break your promise and mine Aurora. 450,000

STATUS QU

Kalin is here to remind you of the promise you made to
her when you were in need of Aurora’s help and now
she wants you to keep your word. Doing so costs a
significant amount of gold, but Aurora will be a brighter
and safer place to live. In contrast, Reaver's mining
proposal actually nets the kingdom 500,000 gold in
revenue, It also opens up a new area in Aurora for

you o explore, as well as an optional side-guest. The
choice is yours to make. ooy PR 20

Going back on a promise is never easy, but can you really

afford to fum down Reaver's mining operation? -
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GO TO THE AURORAN CAVE

& P—

The “journey of adventure and exploration” that Hobson put on your
schedule could prove quite lucrative if you manage to succeed. Explorers : B 2l
have found a diamond in the Auroran desert believed 1o be worth a fortune. f o dog is Iike]:.r to draw your attention to a rl.umber of Auraran
It's located in an ancient temple within the Shifting Sands area known as  Flowers. These flowers are exceptionally rare and come in six
Sandfall Palace. Dangerous creatures are said to guard the palace, but it's } different colors. Pick up any that you come across. You can't
nothing a Hero can't handle. Right?

I3 " i3

~ do anything with them just yet, but they become useful soon

enough. There are five of each color: Green, Orange, Blue, Purple,
Fast travel ta the City of Aurora and have a look around town to see the " Red, and Yellow.

changes that have occurred as a result of your recent ruling. Scour the city
for collectibles and pay a visit to each of the shops; you may just find a
new dog training book or article of clothing you haven't seen before. You
couldn't draw a weapon in Aurora during your initial visit so usa this time to
shoot any gnomes you noticed before.

)

Exit the city via the gate at the top of the hill across the city from the temple.
This leads out into the desert of Shifting Sands. You exit onto the steps
where you collapsed so many days ago. The area’s most dominant feature,

e - v -_-I S its arch, lies directly ahead of you. To the left is a canyon leading to an
Improving your dog's ability to sniff out treasure and collectibles lie area known as the Veiled Path. The cave you seek is at the end of the short
Auroran Flowers is worth every penny! canyon to the right. Pass under the red bannars strung across the canyon

and fight past the Sand Furies to enter the area known as Sandfall Palace.

Exit Aurora and follow the glowing trall through the canyon with the red banners,
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FIND THE AURORAN DIAAOND

The cave doesn't look much like

a palace al first glance, but it wil
shortly. Follow the ribbon of sand to
the stairs looking out over the casis
below and draw the Sand Furies
out of hiding. Unleash your woven
Blades and Shock spells to destroy
them and head down the stairs

to the water on the left. The area
contains multiple dig spots, dive
spots, and Auroran Flowers. Cross
the stairs beyond the doorway.

P e i i - iy i} L R oy

Sand furies aren’t nearly as tough as they act. Hit them with the Biades spell fo cul right through them!

The upper area containg an expansive pool of shallow water that wraps
around a larger central platform. Explore the watery area to the left of the
statues and large stona wheels then follow the glowing trail up the stairs

to the wraparound walkway. Fight past the sand furies around the cormer
and continue through the door to the room containing the diamond. Get the
Sliver Key in the corner then collect The Desert Star.

Paface. Sand furies atfack the moment you pick it up so be in

I The Desert Star is on a pedestal in the third room of Sandfall
goad health first!
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ESCAPE "TRE CAVE,

<o

Unleash a charged magic attack as soon as you collect the diamand, then roll to the larger center area of the room. Additional sand furies come streaming
in through the side door that opens once the first batch is killed. Take them out then head through the door they entered through—this is an alternate path
to the exit.

Shock the sand furfes to temporaniy immobilize them ther open fire with your gun.

Battle alung this corridor to the walkway above the water and collect the You risked your life (somewnhat) to locate the Desert Star and now that
items from the chests en route. Dive off the ledge where there's agap inthe  you're back safe and sound in Bowerstone Castle, it's time to decide what to
railing and swiny ashore. One final wave of sand furies meets you on the to with it. The diamond is worth 700,000 gold. You can donate the value of
slairs—wipe them out and exit the cave. Retum to Hobson at Bowerstone the diamond to the treasury and help fund the coming war or you can keep
Castle via the Sancluary's map lable. the gold for yourself and deposit all 700,000 into your personal savings.
Even if you are planning to later donate all the gold you have to the treasury
THE FLIT SWITCH DOOR o to fund Albion’s defense, embezzling money alang the way resultsina

net-negative concerning your morality. Unless you are truly playing to be
as evil as possible, the only reason to keep the gold is if you are really close
to reaching the Gold Kay in the Sanctuary and need this to put you over the
top. Otherwise, it's a good idea to donate the funds.

DECIDE HOW TO SPEND THE DIAMOND MONEY

TREASURY  GUILD -
s, 000D Donate the diamond's oo oen o 25
* value to the treasury. '
7. EVIL: Keep the dizmond's = ’
? value for yourself. ! e &
STATUS QU0 WA WA i

B The Desert Star is almost too big for Hobson to (ift!
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MNEET HOBSON IN THE
TREASURY
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Days Left Until Attack: 294 - Hobson is not about to let much time pass before presenting you with your
i next agenda. Stay in the treasury after deciding the fate of the Desert Star
“#= Datermine fate of Child Bengfits. diamond to get started on the next agenda (allow for 45 days to pass dunnz
; . the saving and loading period).
£ = Consider proposal to renovate Bowerstone 2
| B .~ DETERMINE THE FATE OF CHILD BENEFITS
| . CHOICE TREASRY QUL Sioeaiog
== Gonsider proposal on how to deal with '
excess sewage in Bowerstone Industrial, #C%. GUOD: Restore child benefits. ~ -200,000 . +25
4. Nioak it Pags. I HIL: Introduce child fines.  +200000 - 5
STATUS QU0 0

The people of Albion had grown accustomed to a sizable tax benefit for thes
children, a policy that Logan had abolished some time ago. The people wan
the child benefit reinstated at a cost of 200,000 gold. Maintaining Logan's
policy has no effect on the treasury, but Hobson has another option. Rather
than provide the citizenry with a benefit for having children, why not fing
them for each kid they have! This devilishly clever policy would actually
bring in money to the treasury, but at what cost to your popularity?

Do you dare fine the populace for having children?
Not even Logan went that far.
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AURORA

TEMPLE'S TREASURE

Priestess Mara needs heip restoring the lost treasure of her temple.

AUAILABILITY: This quest becomes available after retrieving the Desert
Star diamond.

UNLOGKS: /A

REWARD: 60 Guild Seals (10 per color)

MORALITY: /A

This is a fine time to ignore the guests waiting in the throne room and
return to Aurora. Climb the steps of the tample and enter the room to
the right of the altar to speak with Priestess Mara about her missing
treasure. The Aurorans used to collect the rare Auroran Flowers and
make valuable, and highly ritualistic, dyes out of them. Priestess Mara
is willing to share these dyes with you (for changing the color of your
tattoos) if you can find the flowers.

There ara 30 flowers in total, five each of six different colors. The
flowers are spread across the Auroran continent and can be found

in City of Aurora, Shifiing Sands, Sandfall Palace, the Veiled Path,
and the Enigma, Thorough exploration of these areas, along with the
flower-sniffing ability of your dog, leads you to them. Gonsult the tabla
below for the breakdown of flowers in each area. The maps in the
“Albion Atlas” show the locations of all 30 flowers, Find all 30 flowers
to unlock the Flower Power Achievement, Return to Priestess Mara
whenever you find all five of a given color to receive 10 Guild Seals.
Approach the vessel of dye on any one of the pedestals to change the
color of your tattoos.

AURORAN FLOWER BLOOM DISTRIBUTION

AREA GREEN RED BLUE PURPLE ORANWGE YELLOW
City o Aurora 1 0 1 1 1 1
giigSands b o i 2 2 2
S 2 2 1 0 0 0
e W 1 2 2 2 2 2
The Enigma 1 1 a (1] a L]

PERFOR/M RULINGS IN THE THRONE ROOM

DETERMINE THE FATE OF BOWERSTONE SHELTER

AND ORPHANAGE

o TG0 Seas Momay

pon TR g

”‘?’ Eblri#eiionvenshelterinma 41,250,000 , 25
STATUS Quo WA Wik WA

Page has come to request funds for the restoration of the Bowerstone
shelter and orphanage in Bowerstone Industrial and Reaver is there to
propose turning it into a brothel instead. As with the school you decided
on earlier, denying Page's request amounts o going back on your promise

e

to her. She won't take it easily. That said, the vast amount of profils the
treasury stands to receive from Reaver's proposed bordello does indeed
test one's hast intentions. The decision you make is not purely financial:
restoring the shelter provides a much-nsaded orphanags to the city

of Bowerstone and everyone, including unwed monarchs like yourself
perhaps, can adopt the child of their liking. Or ten, for that matter. On the
other hand, -

opening

a brothel
grants you
access to the
Whaorezone
guest.

An arphanage makcs it poss:b.!e m adopt ch:ldren A bmmc'f
unlocks the Whorezone quest. Tough call
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Everyone must make this decision based on their own style of play, but
there are certain tactical considerations. If you are low on personal funcs
and wanting to save as many civilians as possible, then the brothel makes a
lot of sense. If you've already salisfied the Auraran Demon Door's request
to see a purely Evil or Good Hero then you needn't worry about trying to
achieve a perfectly good morality and can select the brothel,

A DEMON DOOR OPENING

DECIDE ON BOWERSTONE'S SEWAGE SOLUTION

TREASURY  GUILD
CHOICE GOLD  SEALS MORALITY

: R000: Build a sewage plantin -+ _ycp oo . W05

~ Bowerstone,

A EVIL: Flood Mourningwood 90 i 25
b with raw sewage,
STATUS QU0 WA WA A

The next iterm on the docket deals with Bowerstone's sewage problem.
Reaver has come to the castle to propose increasing the volume of sewage
disposed of in the Mourningwood marsh. Currently a little of Bowerstone’s
sewaqe is piped into the marsh: Reaver would like to see all of it be
disposed of there. Of course, ane of Mourningwood's resident hippies has
come to offer the counterpoint. Dumping the sewage in Mourningwood
does not atfect your abilily to visit the area, nor does it unlock or cancel any
possible questing opportunities. Your decision on this matter can be based
purely on finances and morality. It is worlh pointing out that you never
promised the people of Mourningwood anything so you at least don't have
to fret over going back on your word.

Nobody wants their neighborhood flooded with sewage, but is it worth
spending 150,000 gold to protect the marsh?

RNEET PAGE. KT TFIE
REBEL HQ

Page wishes to mest with you at the old rebel headquarters in the Sewers
heneath Bowerstone Industrial. Return there at once to learn about the
rampant crime spree Sweeping across Bowerstong. She says it's all linked
to one man—Nigel Ferret. Ferret's gang is planning to rob the tavernin
Bowerstone Market: it's a perfect opportunity for you to stop them in the
acl and
gt  |carn about
their secret
hideout.

| ) -

Page isn't used to royally meeting her in the Sewers, but
she's happy to have your help.

$TOP THE ROBBERY
IN THE BOWERSTONE
MARKET PUB

—_ et B B

Exit the Sewers and follow the glowing trail to Bowerstone Market. It is
night when you arrive and the pub is closed for business. Approach the
door and hold the A button to slip inside and interrupt the robbery. Ferret
isn't on hand, but ane of his lieutenants is and he gives the order for the
other gang members to attack you. Immediately open fire with your gun
before they can turn their rifles on you. The thugs that come running
towards you can be downed with just one or two shots each, assuming
you've been leveling up your ranged ability. The gang members whao stand
in place are a bit harder to kill. Alternate shooting them with targeted magic
attacks. Defeat all of them lo obtain Nigel Ferret's Instructions. The note
cantains i &2 1
directions on
how lo enter
the gang's
hideout.

Page isn't used to royally mesling her in the Sewers, but
she's happy to have vour help.

Head out of the pub and across the briclge to the stairs on the right.
Descend the stairs to a steel door lzading to the Hideout area. This area can
only be accessed during this guest.
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CAPTURE NIGEL FERRET

Open the door to the interior of the hideout to meet up with Nigel Ferret and
his gang of thugs. Ferret quickly locks the door to the room he's in and tells
his men to attack. Use the time it takes them to get up from their seats to
begin charging a powerful magic attack. Continue charging it until the area
of affect envelops the entire room then unleash it. Finish off any surviving
gangsters with your gun or melee strikes.

R it

A Level 4 or 5 Fireball spell won't leave many standing. Use your gun lo
finish aff those who survive the initial altack,

The Hideout is actually three staries in height a augh the door to Migel
Ferret's inner sanctum is locked, you can access it via the back passages
on the middle level. Descend the stairs in the cormer of the room fo the
lower level storage and prisoner area. The path ahead loops in a clockwise
direction past numerous cells and other small rooms to a staircase on the

other side of the Hideout. You can stop and open the cells to let the prisoner

out, but don't overlook the door on the right leading down to the lower level
where you can find a Silver Key,

Follow the path to the door near the slairs leading back to the upper level.
Ferret seals himself behind the bars in a cell he believes has a secret
escape—he’s wrong—and leaves you to fight bwo of his henchmen. These
much larger thugs are capable of tossing molotov cocktails as well as
Firaballs. You can't afford to spend too much time charging a spell, as they
ifate to attack. Instead, quickly hit them with a Level 2 spell then
roll towards one of the enemies and begin slashing away at him. Focus your
attacks on a single thug to halve the number of attacks you have to face.
Roll around the area to avoid their fiery projectiles then get up, open fire

wom't

with your gun if you are across the room or ¢ ice quickly with your

sword or hammer.

—r 5 i , &4

You may not survive the time it takes to charge a high-powered magic attack
while both thugs are standing. Soften them with a spell instead.



OPEN THE GHEST. ___

T L

Don't overlook the chest in the corner of the room, to the left of Ferret's cell: You won't get a chance to open it after winning the fight and
ntents may, well come in handy during the battle.

I Don't fet thesa two bruisers corner you! Stay on the move and focus your attacks on a single enemy until there's only one left

Ferrel pleads with you o release him. He even bribes you with 100,000 DECIDE FERRET'S FATE
gold to take mercy on him. Ferret has been running a crime operation in CHOICE TREASURY  GUILD MORALITY

Bowerstone for as long s anyone can remember and he certainly deserves = : GOLD  SEALS
| GO0D: Reject Ferret's bribe

to be left in the cell to rot. That said, there is another option. It's possible to P ) 0 50 29
. . . i and let him stay locked up.

accept the bribe then shoot and kill Ferret as he escapes the Hideout. This _ EVIL: Accept the bribe and

still counts against your morality rating, but not as significantly and you get ﬂl'_\'r - m;eﬂlﬁg Ferret. +100,000 %0 e

the gold. The choice is yours.

Nefect bribe

Tikn Bite

Ferret deserves fo spend the rest of his life in the cell, but will you accept the bribe?
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Days Left Until Attack: 252
“#  Determine alcohol policy for Albion.

“# Rule on the possible re-opening of Brightwall
Academy.

g =¥+ Consider proposal o drain Bower Lake.

= Meet with a concerned and wealthy citizen.

P T

Removing the drinking Gt will further increase vour popularity, along with
the occurrences of housewives 1hrowing up in the Streels,

THE ROAD TO RULE
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e

TR

SET ALBION'S
ABGOHOL POLICY

o 5=

The time has come to focus once again on the laws of Albion and less on
adventuring and treasure hunting. Hobson greets you in the treasury room
and eagerly gives you an update concerning the fate of the kingdom's
defenses. The next item on the agenda concerns Albion's drinking policies.

SET ALBION'S ALCOHOL POLICY

TREASURY  GUILD
CHOICE oD sears. MORALTY

H00: Remove the drinking

PO fimi 400000 - 25

.. EVIL: Outlaw alcohal _ _

? consumption, +100,000 25
STATUS QUo 0

Since the alcohol policy only affects the commoners, the noblemen and
noblewornen of Albion are willing to contribute 100,000 to the treasury

in exchange for a complete ban on alcohol consumption. The current
policy merely limits consumption and is unpopular among both classes.
The nobles don't think it goes far enough and the commoners feel itis

an infringement on their rights. The commaoners are only pleased by a
complete litting of all drinking limits. Doing s0 is seen as a morally just
thing to do—Iive and let live as the saying goes—but it costs the kingdom
additional funds due to the increase in public drunkenness. Those puddias
of vomit aren't going to clean themselves, vou know!
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RULE ON BRIGHTWALL ACADEMY

TREASURY | GUILD
CHOICE Eoin | Sepis MORALTY
=y 0000; Reopen the Brightwall . | y
o Academy o all, 130,000 +25
e EVIL: Charge tuition for Sy ;
-tsj. Brightwall Academy N o
STATUS QU0 /A WA WA

Your father helped create the Brightwall Academy as a place where anyone,
regardiess of income, could study and learn. The institution was closed
during King Logan’s rule and now Samuel wants it reopened. He's here to
remind you of the promise you made when you were looking for the people
of Brightwall Village to assist the Dwellers. Reaver too wants to open the

Academy, but he believes in giving nothing away for free. He proposes that 1o take away
you charge a significant tuition for use of the Brightwall Academy, ultimately  the one place
guaranteeing that only the rich could ever learn. It's anly fitting that the the people of
owner of so many sweatshops would aim to keep the population ignorant. Bowerstone

cangoto

escape the

ey City and ] ek
' enjoy nature. 2

; TR e e -
Do you break your promise or do you ignore the pending attack and open
the Academy free of charge for all who wish to leam?

DECIDE THE FATE OF BOWER LAKE

TREASURY ~ GUILD |

BO0D: Rejact the proposal to

- : : 4;.5
AT mine the lake, 50,000 5
0% EVIL: Drain Bower Lake 5o _ . -
H? mining can begin. 400,000 2

STATUS QU0 WA NA N

Reaver has reason to believe that vast mineral deposits are located

beneath Bower Lake and he wishes to have the lake drained and a quarry
constructed. Mining Bower Lake would bring a wealth of gold to the
treasury, but rob the people of Albion of their one natural park. Page pleacs
with you not

Think what you want about draining Bower Lake, Reaver

certainly knows how ta frame a convincing argument.
Agreeing to drain Bower Lake and open the quarry loses you some favor
and sets your morality back a bit, but it doesn’t violale any promises you ve
made. Furthermore, draining Bower Lake actually unlocks twa different
optional side-quests along with an entire mining area you'd otherwise never
get to explore. You won't miss any critical items by not draining the lake,
but itis something worth considering.

NEET THE WEALTHY PATRON IN:AILLFIELDS

it). This is a job for a Hero!

4
ok

Hobson has learned of a wealthy
citizen who wishes to make a sizbs
donation to the treasury in order &
help protect the kingdom. Travel

to Millfields at once and follow the
glowing trail to the house near the
entrance to Silver Pines and speak
with Lady Muriel. Lady Muriel was
going to donate a valuable status
but it has been stolen. The thief rzn
into Silverpines and she needs you
to recover it at once!

£ e R b i {1 3 A 9 .
Ladly Muriel can't be expected to track down a thief and recover the statue herself (and the guards certainly won't do
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FIND THE THIEF

<¢

Yourdog picks up the scent of the thiel within moments of entering Follow the main path past the crumbling ruins in the corner of Silverpines
the foresl—it belongs to a white balverine! Sprint down the path in the to a circular clearing where the man named Gonner sits, guarded by several
direction of the balverine to give chase. The balverine leaps high into the air  balverines. Connor has no further need for the stolen statue and hands it
and retreats deeper and deeper into the woods as you proceed. Just keep over, but not without first presenting an ultimatum: aid Connor in exacting
pursuing it until you reach the settlement in the center of the forest. revenge on the village or be attacked by Connor's pet balverines.

You won't get a friendly welcome to the settiement, but that's because the
inhahitants are a little junpy due to the increased balverine activity. They
keep silver nitrate lamps burning to ward off the balverines—there's one
hanging near the entrance. Have a look around the settlement and nearby
cemetery then return to the main path and continue after the white balverine.

The stolen statue has given Connor the power to transform info a white
balvering. Proceed with caution.

CONNOR'’S OFFER OF VENGEANCE

GUILD

CHOIGE GOLD SEALS MORALITY

s, oi0D; Defend the village from the . 2 5
Listen to the man’s story about the sitver nitrate torch and what recently ~  balverines. _ ;
happened when a man named Connor fet one go out. . EVIL: Extinguish the lanterns toaid i 25

4 the balverine atfack
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You stand to retrieve the stolen statue regardless of your choice here, so make your decision
based on the morality of the situation and whether or not you wish to do much battling
against balverines. By choosing to defend the village you are thrust into battle against a pair
of balverines sent to distract you while Connor and the other balverings attack the village.
Immediately cast 2 woven Fireball + Blades attack to destroy them then head down the path
to the settlement. Use magic and ranged attacks to fight past the balverines that attack en
route and keep moving towards the village. Kill the four balverines seen rampaging through

the village to lure Connor out of hiding.

Connor transforms into a balverine sire right before your eyes and
immediately summons additional balverines to the fight. Counter his call
for reinforcements by using a Summon Creatures pation. Your shadowy
allies distract Connor’s lesser balverines leaving you to focus on the main
enamy. Roll out of the bedlam to get a clean line of sight on Connor and
charge up a Blades + Fireball attack to hit him with. Follow this with ranged
and/or melee strikes depending on positioning. Ideally, you should be able
to maintain separation from him and use your guns, but this may not be
possihle given his speed. Don't hesitate to use a Health potion the moment
you start to lake significant damage, especially if Connor has you within
striking range,

e e

hirn lighthy!

s - P - ...%‘-&- o =
Try ta distance yourself from the summoned creatures and the other
balverings and facus ranged and magic attacks on Connor.

Use ranged attacks to gef past the balverines quickly.
Dapending on weapon and level, it may only take 3 shofs &2
Kill a balvering,

Lo T g s W By -
§ So you want to help Connor attack the villa;;c?' Follow the glowing P
: "_lraii back to the village and use your melee weapon to destroy
* each of the three silver nitrate tarches that keep the balverines at
bay. The man you met earlier continues to threaten you through
the process, and ultimately attacks once the last torch has been
- extinguished. Defend yoursell as necessary, while Connor and his
¢ balverines begin their attack on the village. Connar hands over the

stolen statue as soon as he leels justice has been served.

Defeat Connor (or conclude the attack on the village) to retrieve the White
One statue that was stolen. Return to Lady Muriel’s house in Millfislds io =
her know you found it,

ACCEPTING THE STATUE DONATION

TREASURY  GUILD ;

. b Danate the value of the

i o

= slatue to the treasury,

ﬂ?, EVIL: Keep the gold for
yourself.

+300,000 0 +25

0 50 =25

Hand over the statue to Hobson and consider the choice before you. The
White One statug is worth 500,000 gold and you can either donate it to the
treasury or keep the gold for yourself. Regardless of your choice, you can
always transfer the gold back and forth between your personal savings
and the Treasury (unless the Treasury is negative) so base this decision oo
morality and your desire to pay off any debis in the Treasury.

+¥ - __ ;'-,_ L
The 500,000 gold donation can help pay for those feel-good causes you've
likely been subsidizing.
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ADDRESS COLLAPSE. OF
ALBION'S ECONOMY

&) e

Days Left Unfil Attack: 121 © Much time has passed since the last schedule was set and the attack is just
121 days away. Panic has gripped Albion and the already tenuous financial
= Address collapse of Albion econamy. . situation has grown far worse. The financial institutions are on the brink of
| ruinand the economy is in tatters. This is an urgent matter that demands a
== Consider proposal to build a military outpost. bold course of action.

“# Rule on the future of Mistpeak. DETERMINE THE FUTURE OF ALBION’S ECONOMY

i TREASURY  GUILD  oroas
THE gD seas MORALTY

GO0D: Bail out the economy. 500,000 - +25

— EVIL: Let the economy
collapse.

STATUS QU0 WA A 1

+0

The people of Albion are counting on you to guarantee that their savings

are protected, but what good is a functioning economy if no one survives
the coming attack? This can be a tough decision to make, especially il your
persanal wealth is not substantial enough to fund the necessary defenses.
‘fou can offset the hit in morality by loaning money to the Treasury later, but
your popularity certainly takes a hit if you allow the economy ta collapse.

T =0

T 1o bail out the economy?
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Though the calendar says there are still 121 days left hefore the attack, we must warn you that this is your last opportunity to stash away enough monsy =
save the citizens of Albion. Delay your trip to the throne room for as long as necessary if you want to save everyone and let the money pour in from your
Investments. Transfer enough gold to the Treasury to exceed 3,250,000 gold so that at least half of all citizens are spared. You still have some more rulings
to make, and they'll impact your final numbers as well, so read ahead and gear up. Concluding this final session in the throne room sets in motion events
that cannot be stopped. The darkness is coming. This is your final chance to prepare.

DECIDE ON PROTECTION FOR AURORA
CHOICE TH{;E%]S.?]HT Egtg MORALTTY

nwmmmmmm,ﬁ

et OO0 Build a desert outpost 200000

R L'm”tlljlflf ; - T for protection. 63
\;;j FVIL: Reject proposal to 5 -

build outpost, =

STATUS QU0 NiA NiA NiA

Kalin has returned to Bowerstone Castle to ask for additional protection in Aurora. She wants the kingdom to provide her people with a desert outpost ne=r
the large stane arch in Shifting Sands. This outpost would help to defend Aurara from the darkness and also provide a settlement in an otharwise barren
landscape. Reaver, naturally, is on hand to argue for rejecting the proposal. Building the outpost changes the landscape of Shifting Sands and does give
you a new location to explore in the days following the battle, buf it does not come cheap.

How much protection can you afford to give the peopls of Aurora knowing your own city and castie are about to be attacked?
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DETERMINE THE FATE OF MISTPEAK

TREASURY ~ GUILO
CHOICE SolD . Seals | MORALTY

: Keep your promise to
. Cahing. -50,000 : +25

EVIL: Break promise and fog

Mistpeak for resources.

STATUS QUD NiA | WA

+400,000

Sabine

has finally
made it to
Bowerstone
Castle in
ardar to
remind

you of the
promise

you made—

b m.ﬁ.\.__

H istary will not judge you kindly if the Treasury doesn't
have at least enough gold to save half the citizenry.
Consider this before deciding Mistpeak's fate. reverse

Lopan's
policies and return control of the mountains and forests of Mistpeak
to the Dwellers. This ensures the area’s health and natural splencior
o=, for generations to come, but does come at
™ the expense of lost assets. Reaver proposes
expanding Logan’s policies by logging Mistpeak.
Building a
logging camp
not only changes
the landscape and adds a
significant amount of gold to the Treasury, but
it also unlocks an optional side-quest. But is
that worth going back on a promise
" after Sabine and his men risked their
lives to put you in the throne you
now occupy?

ROAD TO RULE

It is the one-year anniversary of your coronation and the
time has come for you to show your trug form—your Hero
form—and guide the'people of Albion in battle against

the darkness. The
past year and comments on'your inientions in relation'to
the nurmber of pieuuie you managed to save. \Were you

a kind, benevolent ruler who succeeded in making the
“right” decision® Did your inability to make hard de

cost your kingdom their lives were you a tyrant

judges yvour parformance over the

who maximized per: n over the common good?

2! ess, what's done is done and it's now up 1o you to
save what remains of the kingdom. You must lead Walter
and Ben Finn into battle. You must fight for AlBion!

Upgrade Stralegy: This is your final chance to visit the
il

] es. Run back along tht
Road to Rule and buy any all upgrades you can afford
starting with the final ¢ als

od time to pure

n't already.
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THE ROAD TO RULE
Do tHE Enps usTiey THE M
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BOWERSTONE MARKET

LTI J LR T T SO L]

SAVE THE PEOPLE OF BOWERSTONE.

=
The battle has begun and your army of allies is once again by your side, particularly Walter and Ben Finn. You enter Bowerstone Market from the road
leading to the castle and the battle is already well underway. Dozens of shadow creatures have invaded the area near the clock tower and additional

reinforcements are flooding in. Open fire with your gun as you descend the stairs towards the pools of ink then hack and slash through the throngs of

attackers to clear the area. Most of the shadow creatures fall from a single strike, but do not let down your guard! Their strength is in their numbers.

Defeal the shadow creatures and their armored comrades near the bridge.
Use magic attacks to thin their numbers then attack with flourishes and
quick strikes. The armored enemies can harm you with their spinning

slice attacks; do your best to avoid them. Make your way down the street
alongside the river, near the clothing store, to the turn in the road. Multiple
enemies unleash their assault here, but you can defeat them in an instant
by detonating the barrel on the left. Cast a low-level Blades spell to ensure
there aren’l any survivors,

| e nt

Stay ciear of the large pools of ink and look for oppartunities fo slay multiple
shadow creatures with 4 single blow.

Follow the glowing trail through the alley near the weapons shop and around
the corner to an apparition of Page before doubling back towards the

bridge. The approaching darkness has brought large swaths of sand with it
from Aurora and much of Bowerstone Market is being blanketed in it. The
darkness is also eating away at the barrels and other detritus strewn across
the city. You must end their assault before there's nothing left to save.

Detonate the barrel alongside the armored mimions to blast them to pieces
before they can start their spinning atfack.
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Proceed 1o the end of the road and
turn right to cross the bridge on the
outskirts of town. A sentinel appears
in the center of the bridge so allow
your health to recover before getting
too close. It attacks with Blades
magic of its own S0 you've got

to work fast—Blades are deadly!
Open fire on the sentingl from afar
while he uses his staff to extend the
darkness in your direction. Roll out
of the way than get up and open fire
again, Gradually close on the sentinel
and finish it with melee strikes.

Continue across the bndge to the junction with the road on the other side of the nver. Many
enemies attack here, but the most deadly are the armored foes taking cover behind the
sandbags to the right. Use your gun to take them out before they begin throwing their bladed
discs at you. Target the bamels in the area to expedits their demise. Defeat the final sentinel
up the road leading to the jail and continue to the clearing near the main bridge.

; Ll

Stand back from the ranged enemies behind the
sandbags to attow Ben Fnn and Walter to draw their
fying discs while you shoot them.

T B0 ety W i,
Credem ot sl Wk -

DEFEAT THE POSSESSED

4P

Walter has been passessed by the Nightcrawler and there’s nothing you
can do fo break the spell other than defeat him in combat. This is not the
Walter who yau knew and trusted—it's a creature of the darkness now. T
crawler is using Walter's body to try and kill you 5o don't hesitate to fiof=
back with all you have!

AMainfain a steady barrage of Blades aftacks from a safe distance fo weaken

Watter and keep him on the defensive. Possessed Walter carries a sword and a pistol but he has no magical
abilities. Keep your distance from him and repeatedly cast low-level mage
attacks one after the other to keep him on the defensive and to graduz®,
soften him up. The combination of Blades + Fireball or Shock works we'
given the ease at which the Blades spell hits its mark.

Walter jabs his sward into the ground to create ink attacks much like the
sentinel, but you can avoid these by staying on the mouve. Use a Summas

Creatures potian in the center of the area to have reinforcements ready
distract Walter if he gets too close.

Evade to the side whengver Walter jabs his sword info the ground then
quickty stand up and open fire.




THE ROAD TO RULE
Do tHE Ernps Jistiey 1HE MEAR

The pace of the battle picks up significantly the weaker Walter gets. Not only does he attack with greater fervor, but he also begins teleparting into position
alongside you for a quick strike. Stay on the move and continue to use flourish aftacks whenever he gets close. You can typically beat Walter 1o the draw
with your gun so watch for him to raise his pistol, then quickly open fire.

The darkness within Water is no match for your charged flourish attacks. Spread your wings and end this fight!

The best way to finish the fight once you've softened him up is to move in close and charge up a flourish attack, Charging a flourish attack not only
spreads the wings of your true form but you are untouchable while the wings are spread. Unleash the flourish to deal devastating amounts of damage to
Walter. Continue this process to vanquish the darkness from Bowerstone and put your dear friend out of his misery.

Hhﬁ and each of the allies to whom you kept your word will
e there in the castle garden to bid their farewells and memorialize
Waiter. The scene you see and the comments you hear—especially
| .vurn Walter in his final moments and from Theresa—are

ased upon the actions you took as Ruler of Albion. How you
‘accomplished the task of saving Albion matters not in the eyes

- 0f Theresa, only thal you succeeded in saving more than half of

all the citizens. The others, however, will not even be on hand to

* congratulate you if you went back on your promises to them. Did the

ends justify the means? What would your allies have done in your
shoes?

IEE 8% iy

e T R Sy :._ ;
BUTSTHEREIS STILL ".‘\OI |-

in Bowemtune and throughout Albion continues, but not without changes. The p:}qua!mn panrcu!arly in the cities, directly reﬂects upon
your success or failure in preparing for the darkness. Several quests are now available, along with potentially new areas to explore based on the
:f lings you made. This is also an excellent time Lo continue your search for gnomes, baoks, and other collectibles. Visit other lands with a friend
"over Xbox LIVE or perhaps raise a family. The choices are endless. The stary ends with the defaat of the darkness, but the game is far from over.

-sure, Hobson and Reaver are saying their farewells, but you still have Jasper and your dog too! Turn the page to continue the adventure with our
endgame coverage of the remaining quests.

155




ouve vanquished the darkness [ram Albion and lived to tell the tale. The mam

story u[ your rise {.’c.u:l Prince to Heroic Ruler is over, but there 1s still much &=
o There e o bl of st thl nly besins avarlebl afier s ek et
LT ceverd gt bl e gt o o g A
perfect lime to complete some of these adlittonal quests and finish your search for e
B L e This ducpie bl shon o ey, Sl LS
more to explore even when the quests outlined below have been exhausted. Turn to e

hAlLim Adasu a{i&r rearJlné l'J-u's section [r:.\r a.c:ul{i-arm] Suitl{mce in uﬂmver[né tlu- Y




S s ———— e o

THE ROAD TO RULE
THE ENDGAME

e P T T AT PO R T

BOWERSTONE MeARKE T

LT T L L T T O O T T T L T,

LT

¥

AFTER THE WAR

e
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she can return with a ship full of exotic treasures and spi
valuables. Give her the gold to complete the quest.
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ALIRORA con

Speak to the quest-

A follower of an Auroran prophet wants you to deliver a package into  9Ver near the

the desert. shops in the center
of the city to learn
about the prophetic
AUAILABILITY: This quest becomes available after you defeat the darkness. hermibwha [Fvas
UNLBEKS: t/A in the desert. The
hermit can predict
REWARD: 5 Guild Seals the future and communicate with the dead. Accept the Brain and e

e T e S out into the desert of Shifting Sands. Follow the glowing trail into &
MORALITY: h/A canyon ta the left to enter the area known as The Veiled Path

The Veiled Path is crawling with Sand Furies and armored minions; you may have banished them from Albion, but a few still roam the [angs &
Auroral Weaving the Blades and Force Push spells makes for a polent altack and leaves you with some room to maneuver, Baltle past ¢
of enemies all the way 1o the far end of the area. Ascend the stairs past the entrance to The Enigma to the sentinel standing betwegen you ang
the prophet. Use a Slow Time or Summon Creatures potion to aid you in this last, difficult battle and use a Level 5 Blades + Force Push sps- =
decimate the opposition. Deliver the Brain to the hermit 1o complete the quest.

EBEUHHEEE_EEST Run up the hill

Help the temple recover an important item, towards the city
gate in Aurora

to find the quest

AVAILABILITY: This quest becomes available after you defeal the Gver o the-Tight.-
darkness. Himilcar was
commissioned to
UNLOCKS: /A find the lost statue
REWARD: 5 Gulld Seals of Tan.nar the Great for the temple in Aurora, and thaugh h_a knom =
statug's whereabouts, he's far too weak to battle the inhabitants of ™
MORALITY: N/A Shitting Sands. Accept the quest and venture out into the dessr

Battle past the stone arch and take =
bearing straight through the heart &
the desert towards the ruins near the
exit from Shadelight. Your dog deisc=
a dig spot near the ruing where you ==
unearth Tannar's Stalue. There arg 2 &=
of enemies in this area so take a He==
Polion with you and be ready for ba=e
Return to Himilcar the way you came and hand over the statue. You can return to Aurora at a later time and see the statue on display in the lemg=
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An Auroran businessman has an interesting proposition for you.

AVAILABILITY: This quest becomes available after you defeat the
darkness.

UNLBGKS: hv/A

REWARD: 5 Guild Seals
MORALITY: /A

Speak fo the
businessman near
the tattooist in
Aurgra to hear his
teal. He wishes to
sell you a special
key for 4,000 gold.
This key is said

to unlock an area containing an even greater key which, in turn, can
unlock a door to greater treasure. Purchase the Ancient Key from the
man to complete the quest, as far as the busingssman is concerned.

—— . o re—

THE ROAD TO RULE
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The Ancient

Key unlocks a
door in the far
northwestern
corner of Shifting
Sands. Journey
across the desert,
beyond the arch,
and angle to the left of Shadelight. There are many ruins in this area

and hidden among them is a narrow staircase leading to a locked door,

Use the Ancient Key you purchased to unlock a small area known as
the Crossroads of Passing.

Step on the blue-lit switches to make your way over to the alcove

on the left-hand sida of the room. Numerous enemies attack as you
step on the switches in the area, unless you only step on the correct
switch (see the map in “Albion Atlas™). Go ahead and step on all of
the switches swiftly to draw all of the enemies in the area into battia
and unleash a charged magic atlack, preferably woven with Force
Push, to knock them right off the platform! Step anto the floor plates
in the left and right alcoves to light the nearby cauldrons and make
the final panels and stairs rise into place. Go through the door to find
a Gold Key.

158




AVAILABILITY: This quest becomes available after you defeat the
darkness,

UNLOGHS; N/A
REWARD: 5 Guild Seals
MORALITY: h/A

Journey to Milifields and speak to the author, Dans Mourir, where he stands near the Bower

Lake bridge. Dans wants you to escort him into the nearby hobbe cave, Dankwater Cavern,

where he plans to live amongst the hobbes to conduct much-neaded research for his next

book. Take Dans by the hand and lead him around the edge of the lake and up the hill leading

towards the mining area in Millfields. Leave the trail as you reach the fence on the right and

explore the area to the left, above the pond. Defend Dans against any attackers you meet
along the way and enter the cave.

Battle past the few hobbes you encounter as you escort Dans Mourir to the far end of the
cave. Dankwater Cavern is essentially split in two halves: an upper dry, rocky portion and

M 2 lower water-filled center. You cannot access the watery portion of the cave just yet—that

™ comes after Dans does his research. Lead Dans to the far end of the cave where he can stay
and observe the hobbes. There's nothing else you can da in this area now. Accept the Guild
Seals (and promise of being mentioned in the foreword of Dans's next book) and leave the
area. Allow for some time to pass and return to this spot in Dankwater Cavern to gain access
to the lower half of the cave. We'll let you discover the author's fate on your own. Consult the
“Albion Atlas” portion of this book for details on what you can find later on.

BOWERSTONE INDUSTRIAL

Deirdre is in the world's oldest profession. She's looking to hire
someone in the world’s second-oldest profession.

AVAILABILITY: This quest becomes available after you defeat the
darkness, but only if you ruled in favor of convarting the Bowerstong
Shelter & Orphanage into a brothel.

UNLDCKS: M/A

REWARD: 5 Guild Seals and 750 Gold

MORALITY: 15 if you kill Lucy

Travel to Bowerstone Industrial and speak with Deirdre. She's standing on the corner across from the hedges that wrap around the newly
converted brothel. Deirdre has encountered some competition that she would like eliminated. She's willing to pay vou to travel to Bowerstone
Market and kill the prostitute named Lucy. You don't have to, of course, but there's a good chance thal if you were truly worried about your
morality rating, you probably wouldn’t have converted the orphanage into a brothel in the first place.
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Accept the quest and follow the glowing trail to Bowerstone Market.
Lucy is located in an alley behind the pawnbroker near the clocktower,
Draw your weapon, turn off the safety, and lat dying be the last trick
she ever turns. Return to Deirdre to collect your reward—and to spend
some of it If you're into that sort of thing.

Gel the miner's brother out of a nasty predicament.

AVAILRBILITY: This quest becomes available after you defeat the
darkness, but anly it you decided to drain Bower Lake and open the
Millfields Mine area.

UNLOGHS: N/A
REWARD: 5 Guild Seals
MORALITY: h/A

Visit the Millfields area and descend into the massive quarry pit where
the lake used to be. Locate the house beneath the old cupola in the
center and talk to the distressed man about his brother. The missing
brather works in the mine and has been cornered by violent hobbes.
He needs you to fight your way past the hahbes and escort his brother
to safety.

Enter Millfields Mine via the entrance next o the quest-giver (as
opposed to the entrance near the tracks) and descend the rocky path
to the first wave of hobbes. Focus your early attacks on the Summoner
Hobbe to minimize the number of hobbes you'll encounter, then battle
the others. Use a Fireball + Vortex or Blades to devastate the lesser
hobbes then finish those still standing with powerful flourish attacks.
Another wave of hobbes is in position at the base of the stairs leading
onto the wooden platform. Expedite the battle by knocking them off the
ledge into the abyss!

The final wave of hobbes contains two Summoner Hobbes so be

extra careful; defeat them quickly to avoid being overrun, The missing
brother is up the stairs and around the carner on the wooden platform.
With the habbes eliminated you are free to grab him by the hand and
lead him on an uninterrupted journey back to the surface, where his
brother awaits,
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JOBS: Blacksmith, Lute Hero

SHOPS: Pawnbroker, General Goods, Food, Tattooist, Stylist, Weapons, Gifts, Trade Goods, Potions
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10 AURORAN MINE
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_Si'LVEFi-KE‘ﬁS DEMON DOOR

—_—

REWARD: Legendary Weapon

The Demaon Doar in Aurora isn't accessible during your first visit 2n8 a8
after you return to Aurora following the revalution can the rubble Socsss

y e * R T the path to it be cleared. The Demon Door is clearty visible on the ES ss= =
Tidake your way up the path leading — Follow the looping path bengath the path leading to the city gata. You'll climb this path whenever yoo s

10 the City's gates ancl continue Ihe city gate to the small rocky path
past ihe Demon Door. The silver near the large shrine. Follow this
ey is in-a small hollow on the path out onta the stona arch with
right-hand side. the hanging laundry and leap onto

thi lowéer roof. Continue vaulting
onto lower rooftaps ta reach the
lower arch where tha silver key

GNOMES

01k

This is one
g of the mare
This gnomea calls 1o you near the This gnorme is on the side ofa difficult Demon
docks. With vour back to the water,  house, directly above a shring Doars to unlock

head leff around the fiesthouse and  near ong of the arches. Follow the as it requires
[ook up to spot it You cannot draw  looping path away from thetemple  an unwavering

a'weapon in Aurora until returning and listen for it devation to
after the revolution, your chosen
maoral path.

You must achieve absolute goodness or evil in order for it fo open Hosss
opening the door reveals ong major surprise; the region beyond e Demes
Door reflects which moral direction you've chosen. Refer to the piavss
stats screen in the Sancluary to see how you're daing, You will find &=

it's not terribly hard fo beceme absolutely good as long as you avoes Sles
innocents, stealing, and breaking promises, Similarly, doing all of Sess
things certainky tits you towards pure evil. You can push yoursst o 5= S8
Climb the stairs (o the termple in The Very Unsafe Book for Boys. by transfarring gold from your persenal savings fa the Treasury (goas &
Aurara and approach the alfar, Vel £ Hang Giidersis sitting on the  embezzling money from the Treasury (evil).
The Amazing Fxploits of Baron edge of the shrine near an arch, on

Barnahy Beadleis near the candles  the looping path leading away from  Satisfy the

on the right. temple, just uphill from gnome #2.  Demon Door’s
requirement to
gain access to
the tiny area
known as The
Moral View.
This region
consists of

no more than a shart path laading to a chest with a random Legensss
Weapon insida it.
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RECURRING QUESTS
MINERS REQUIRED

= 100010 6000 Gold
10 Morality

This quest only appears if you decide to exploit the City of Aurora and farce
the people to pay for their protection in the reopened mine. If so, retum to
Auroraand locate the entrance to the Auroran Mine atop the hill where the
large shrine used to be, The factory supervisor is just outside the entrance
to the mine and he needs an additional "volunteer” ta work the mine.
Descend the path into the city and grab the first person you encounter, so
long as they're nol listed as & factory worker or miner. Drag that person
back to the supervisor to enskave them in the ming. It's not an especially
nice thing to do, but if you were worried about nice you probably wouldn't
have opened the ming in the first place. There is one thing to keep in mind if
you're interested in lining Your pockats as much as possible. More gold is
given for bringing pecple of higher social standing. Beaoars working in the
mine are worth less than having a nableman.




) AURORAN MINE

The Auroran Ming i ub-area of City of Alror.
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JOBS: Mane
SHOPS: None

GODDESS PUZZLE

et e, e

REWARD: Legendary Weapon

The Auroran Mine, at first glance, seems to conlain fittle more than a network of walkways and scaffolding that leads to a handful of
unlocked chests. Then you notice the massive goddess statue and unlit braziers at the rear of the cave and realize there is more to

this area than meets the eye. In fact, there are eight (it switches hidden throughout the cave that you must shoot/strike to send to the
central platform. Once on the central platform, the flit switches turn red. Move to the central dais and perform a Level 3 magic attace ==
simultanaously activate all eight of them. This makes the statue’s hands spread wide, revealing a chest containing a Legendary Weapes.

That may sound straightforward, but the challenge lies in finding each of the eight flit switches. Make your way around the perimetes &8
cave, on both the high and low paths, and seek out the eight flit switches detailed on the next page. Once found, use a Fireball spell &=
the braziers on the left-hand side to extend a bridge leading to the central platform. Charge an area-of-effect spell wide enough to i 2
flit switches a second time then retrieve the treasure.




The first fit switch is on the left, as
s00n as you climb the first set of
stairs. This is the one that lets you
know there is a puzzle in the area.

Continue in a clockwise direction
along the platforms on the left-hand
side to the skairs in the far corner,
The flit switch is on the left, beside
the stairs.

’

R ESWIICH=———=0
2 'ri ) ; $' 0\

Descend the ramp in the far left-
hand comer and turn to face the
central platform. This flit switch is
an the platform support.

This flit switch is beneath the Walk along the upper path in a Shoot this flit switch on the far This flit switchis on the rocky

wooden walkways in the nearright-  counter-clockwise direction to the right-hand corner, on a pillar facing  wall of the cave below the wooden

hand corner of the cave. Descend to  pillars on the right side of the cave.  away from the statue, It's nearlyas  walkway in the near left-hand

the rocky ledge and walk counter- This flit switch is across from the far as you can travel on the upper corner. A good place to shoot it

clockwise until you see it. right-side of the central platform. right-hand path. from is on the bridge that extends
when you light the braziers leading

The final fiit switch may be the to the central platform.

most difficult to find of all. It's on .
the underside of the ceifing, near
the four columns in the near
right-hand cormer.
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gIL"JER KEYS

Make your way to the back of the
gardens behind the castle and
turn leftat the steps leading to the

- Gatacombs. The sitver key is behind
the statue.

Iloor-of the caste to find this
grome. He's sitting atop the giant
~ caskinthe comner.

This gnuma'is on the birdbath in the
corner of the garden, Exit the castle
via the kitchen and head down the
steps. Look to the left to find this
heckler, :

=8 KEY CHESTS
i CHEST

Legendary Wgpon & 2.000.000
Bold

Head up the stairs inside the
castle and turn left to reach the

roval bedroom. The Alcheny and
frmortaliy book is on one of the

beds in the small room to the right.



THE LIBRARY'S SECRET

Explore the lower floor of the castle to find the library (the room with the
four tables in it). You can reach this area by descending the stairs in the
hallway between the foyer and the dining room. The locked door in the
library can be opened by reading a story written on the four statues in the
correct order. Inspect each of the statues to see their messages then go
to the statues and read them in the order listed here to complete the story.
Unlock this door to gain access to a small room containing a chest.

¥ Thera were once three great Heroes. .. (left of locked door)

== The secand was the Hero of Strength. .. (right of locked door)

“ The third was perhaps the most powarful of all.... (right of door

lsading outside)

7 But hefore they died .. (Ieft of door leading outside)

GOLDEN RICHES IN
THE SANCTUARY

B
The Sanctuary isn't fiterallyin the castle, but you are highly unlikely to be
able to access the gold key in the Sanctuary until you are Ruler of Albion,
s0 we include this information here. Remember, though, this refers to the
treasure room in the Sanctuary, notthe Treasury area within Bowerstone
Castle. Use the gold key found in the Sanctuary to unlock the special chest
buried beneath the gold in the Sanctuary.

SPECIAL GOLD KEY

There is an important gold key in the recess high above the floor of the
treasure room that you've likely seen since the beginning of the game.

The only way to reach this key is to accumulate enough wealth—at least
5,000,000 gold—to be able to run up the pile of gold coins and grab it. The
best way to build the necessary wealth is to use all of your early earnings to
purchase as many high-priced shops as possible. Purchase pubs, fumiture
shops, pawnbrokers, and weapon shops throughout Albion to generate
substantial shop income every five minutes spent playing the game.
Additionally, visit the Demon Door in Sunset House once you've become
Ruler to gain access to a chest containing 1,000,000 gold. Spending time in
another Hero's gare (Xbox Live co-op play) and working as blacksmith, pig
maker, or lute
player are also
great ways to
earn the
requisite
amount

of gold.

GOLD CHEST

REWARD: Legendary Weapon

You may or may not be aware that there is a chest on the floor of the
treasure room inside the Sanctuary. This chest is typically buried beneath
your gold, butif you've ever gone broke, you may have seen it. Regardless,
the only way o unlock this chest is with the spacial gold key you collected
by elimbing the mountain of gold coins! You can aceess the chest by
transferring all of your gold to the Albion Treasury. Transfers can only be
done up to 1,000,000 gold at a time so this may require several transfers
to accomplish, *

Leave the treasure room once
' you've transferred all of the gold
inyour personal savings then

| refurn to access the chest. Unlock
the chest with a gold key to obtain
| another Legendary Weapon.
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JOBS: None
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SILVER KEY CHESTS

2 5 T Sz Time Palion

8 Thera is a silver key inside the factory witere

the children are werking (near the tunnel from

: ‘Mourningwood), but you have to manipulate the

| levers [n a particular arder to turn off the steam

- vents i order toreach it Glimb the stairs o the

* firstvalve and pull the lever, Cross 0 the far right-
hand corner and throw the lever there. Cross to the back [eft-hand comer and throw that
tever next, Now pull the fever nearest the stairs you climbad to reach the balcony. This:

 fourth lever, the one on the near ight-hand side of the room, isn't used,

level There is a'small elevator car at th

- ithas a silverkey insida it
turns the valves off Lo allow you decess to the silvar key from the far right-hand side. The :

Return to the mess
warehouss res==
the docks af
bacoms Rokes &
Albion and cimR e
stairs to the o

g top that is nosme—
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GNOMES

The gnome is in an alcove under Accept the Animal Liberation
the bridge beyond where the worker — quest and unlock the entrance o

dermonstration was. This is the the pie factory. The gnome is inside
bridge closest to the path leading to  an animal cage beneath the upper
Bowerstone Market. entrance to the factory.

This gnome is high on the wall of The Famous Killers: Terrence

the building on the west side of the  Posture has been left on the tabla

bridge closest to the docks. Enter nearest the piano inside the pub.

the alley to get a clear shot at it. Fick it up the next time you drop by
for a pint.

RECURRING QUESTS

FACTORY “VOLUNTEERS”

#1000 to 6000 Gold
“# 10 Morality

The factory supervisor in the factory nearest the tunnels leading to
Mourmingwood occasionally looks Tor additional workers. Of course,
nebody actually wants to work for him so he needs your help to “recruit”
some volunteers by dragging them into the factory. Bowerstane Industrial
is crawling with people, many of them homeless, so finding someone who
is't already a factory worker shouldn't be hard. It doesn't hurt to drag

a factory worker to him either, as there's a good chance they're actually
employed at a different factory anyway. You'll receive more gold for
dragging someane of higher social standing to do the hard labor.

BOUNTY HUNTING

#1000 to 6000 Gold
== 10 Morality

Bowerstone Industrial has a problem with jailbreaks and you may come
across a guard who needs your help catching one of the escaped prisoners.
Aceept the quest and follow the glowing trail to the target. He'll likely take
off running at the first sight of you so chase after him. The farther he runs,
the more pleasure you'll feel when you finally do get him to surrender.

Hold the A button to sprint after the criminal 50 he doesn't gat away. He'll
eventually throw his arms in the air and surrender—drag him back to the
guard when he does.

i e
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TRE}“&JUREZ OF THE LAND

il

clthing he
chock boner,

Gross the bridge to the side of the Approach the path leading to the
river nearest Millfields and descend  Bowerstone Gastle exit and enter
the stairs to the river walk, The the last house on the left before the
silver key is bevond the food stall, wall. The house is called Hautevilla
near the sailboats at the end of the Heights ancd has a silver key in its
walkway. backyard: Cross through the interior
of the house to reach it. i

B A




This first gnome is i the alley near - Ascend the siairs nearest the Walk through the house to the

the stairs leading up onto the city antrance from Bowerstone Ieft of the pub and straight out the
wall, nearest the entrance from Industrial onto the city wall and backdoor into the yard behind the -
Bowerstone Industrial. It's'in the proceed south towards the jail. This  house. The gnome is on the back of
cormer just past the stairs. gnome is in the circular lookout on - the house, to the right of the doar.
the wall,

BOOKS

Enter the Cockin the Crown pubin Cross the bridge and confinue

the center of the market and climb~ beyond the cityawall as if heading

the stairs to the second floor. Follow  towards Millfiglds. Purchase the

the balcony around tothe dable and  third house on the right, Dollhouse,

chairs near the window to find the and enter the second floor via the

Tyranny of Tyrants. autside door. The Grasping Avarice
arKings and their [ ackeysis on the
bed in the comer.

RECURRING QUESTS
ESCAPED CONVICT

= 1000 to 3000 Gold
“= 110 Morality

Talk to the guard near the jails within the main city wall near the road
Ieading to Millfields to accept an Escaped Convict quest. These repeatable

- fjuests require you forack down an escaped prisoner someswhiere in the

- area, Follow the glowing frail to the convict and Intéran{wifh him. Some
run, others try-to put up a fight, and others go quietly. Usually firing

-an efrant shot with your weapan is enough 1o scare the escapee into

- surrendering. Take :

iy by the: hand and

- drag the criminal
hack to the guard to
complete the guest,
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TREASURE. OF THE LAND
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GNOMES

Make your way past the rows of Kill & few birds with one stoneand ~ This gnome is on the right-hand Make your way uphill past e
shops in the canter of town and turn  locate this key during the “Battle side of the House of Stains, near the  shopping area in 0d Quarisr &
eftat the end'of the path. Climb the  for Albion” portion of the story. It's ~ main entrance to Bowerstone Old turn left at the end of the mas 5
St80S to whare the path tums and far to the left of the path leadingup  Quarter from the zigzagging path gnome is on the side of the noes=
purchasethe Nightshade House on - from the water, inthe comner of the  leading down to the water, to the right of the small steps & 88
the right. The silver key is on the area beneath the ity wall: path,
‘sacand floor.

BOOKS

i “l

Darigerous Things: industrial
{ Machineryis located on the base of ;
;- he statug in the circular park where g
the road cunves tightly: up the hill,
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RAEE BOOK: THE INVOCATION OF THE WATCHERS

Return a total of 10 books to the Academy and accept Samuel's quest to find The lnvocation of the Walchers
Samuel gives you the Trapdoor Key needed to access the basement of a house in Bowerstone Old Quarter where
ihe book is being held, The man of the house was & bit of a collactor of Albion fistory and was unwilling fo donate
the book to the library. Now he's dead and, as Samuel puts it, he's not going to miss it if you take it,

T s

Visit Bowerstone Old Quarter and follow the glowing trail around to the rear of Throckbibble Mansion and use
the key to unlock the trapdoor to the basement. Locate the flit switch in the far right-hand corner of the area and
shoot it. The three habbe statues in the center come to life after you shoat it a second time. Defeat the hobbes and

continue ta hit the flit switch first with magic. then with a melee attack, then with a final magic attack. This moves
the hookshelves and reveals the book Samuel requested.
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FABLE AN FARLE
B BAR TIFACTS

This basement contains a
museum collection of various
artifacts from previous Fable
games. Fans of the series will
o doubt identify many of the
pieces on display, Read the
signposts near each exhibit
for details.
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JOBS: Lute Hero, Pie Maker
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SILVER KEYS

The map table fn the Sancluary lists five silver keys for Brghtwall Village. Two of these are located within
the Reliquary.

}E'_qnaam the small stong archway Tivs is o the left of the entrance to This silver key is behind Bernard
near he house outside the vilage.  Brightwall Academy. It's behind the  and Patsy's house, near the chicken
This house is located across the rocks between the Academy and the  coop. Circle their house ina

miain bridge from Brightwall nearlry house. clockwise direction to find 'rf__
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GNOMES

The first gnome is inside Brian's This anome is on the side of the Gnome #3 is on the rocks behind
house (the quest giver) s highion chimney of the large house east of the Bumbler's Gruff house near the
the wall opposite the entrance, {he little stone bridoe, bridge that goes over the main path

through town.

Famaus Kings of Histary, Markus Approach the furniture shop on Use the stairs on the side of the
fwis onthe second floor of the pub-  the hill near the large frog statues house nearest the Brightwall

in Brighiwall Village. Glimb the stairs and loop aroundithe lefi-hand side  Academy to enter the second flcor,
it the outside of the pub to enter of the building to.the back comer. You'll find The Very Unsafe Book for
the second floor. The book is on the  Aftack of the Killer Fuffinsis onthe  Boys, Vol 2: (vens on the railing
bedside table: windowsill at the rear of the house.  inside the house.

DEMON DOOR

et e — —

REWARD: 25 Guild Seals and 3x Summion Crealurs polions
The Demon Doorislocated upthe g —— -
path behind the pub, in the cliffs i . -
that ring the village to the east, The —
Dempn Doar greatly desires fo bear I
witness to a soul of utter purity that
hasn’t been corrupted with greed or
evil thoughts. In'short; the Demon
Door ngeds fo/See:a child. Since you
cannot hold a strange child's hand
and [ead them anywhere, you're
“going to have ta bring a child of your
pw fo it. There are two ways 1o go
about doing this: 1) you can by

- ahouse, gel married, and aise a
family af yaur own (preferatiy right
n Eﬁghmlalr Village), or2) you can
adopta child from tha Bowerstone

: Bmlmnaga You can accomplisi this after the Bowersione Resistance portion of the story or you can walt until yau "re Ruler of Albion and resios ==
‘orphanage, Assign her toa house yol own in Brightwall \.Flhga {a nanny cares for herif necessary), then go and visit her. Take her by the hand iz &=
Demon Door to show it the purty which it seeks. %
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The area beyond this Demon Door is known as Last Orders. It's 2 small area
containing no mare than a two-story pub filled with jovial skaletons. You
can't inferact with the skeletons, but you can watch them drink and dance
for as lang as you wish. You're likely to be more interested in the chest on
the second fioor. Ascend the stairs on the side of the building and enter the
bedroom to the right. Here you'll find the chest containing 25 Guild Seals
and three Summaon Crealure potions.

REPEATABLE QUEST

e e N

=SCAPED PRISONER

1000 to 3000 Gold
+10 Morality

-"ﬁl'n == guard near the stairs leading up to the second floar of the pub to accept an Escaped Prisoner quest, These repeatable quests require you o
- Sown an escaped convict samewhere in the area, Follow the glowing trail to the escapee and imteract with him. Some run, others try to put up a fight,
SEEs 00 quietly, Take him by the hand and drag the eriminal back to the guard to complete the quest.
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TREASURE OF THE LAND

P>

Continue down the path fo the
overiook and lurn left near ihe ui

GNOMES
b

Return to the Castle after the revolution
and enter the Catacombs. Traverse

the initial tunnel leading away from the
crypt and turn immediately to the right
to spot this gnome.

GOLDEN RICH

GOLDEN DOOR
REWARD: 40 Guild Seals

Descend into the Catacombs from the garden tomb in Bowerstone Gardens. Follow the rocky
ledge just as you did when escaping the castle then turn left at the fork to descend the stairs to
the golden door. Unlock the door with a gold key found elsewhere and continue along the path
to the enemies across the shallow pool of water. Slay the balverines at the hase of the stairs
then-ascend the circling path to a chest high abova the water. Open it to gain 40 Guild Seals.

Return the way you came and make a left at the bottom of the stairs (where you fought the
balverines). The path forks ahead. The right fork leads to a dig spot while the left branch takes
you to 4 ledge overiooking the entrance to the tunnel leading to Mistpeak Vallay,
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Dive off the ledge and head up the
path and around the comer to the
right. Smash the wooden boards on
the left-hand side of the tunnel to
find this silver key.

‘--'0,311'4- FF 5 R

TREASURE OF‘ THE LAND

st

Proceed through the tunnel at the
base of the hill past the turn to the
right, to the dead end up ahead. The
gnome is on the far wall just beyond
the light shining down from above
ground. :

Dangerous Things: Gunpowderis
located on a table just inside the
entrance,

et TR s e i e,

ALBII‘JN ATLAS
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“TREASURE OF THE LAND
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You'lll likety spot this sitver key
during the Missing Child guest
but not see a way to getit. To
reach it, enter Chillbreath Caverns
via the entrance near the bridge
strung above the path leading to
the Mistpeak Valley Deman Door,
Once inside the cave, follow the
path across the rocky bridge to the

silver key.

GNOMES

Enter the cave via the entrance uphill
from the monorail station. Follow
the path to the frozen lake and head
out onto the ice. The gnome is
standing atop the taller stalagmite.

b

‘ f

Enter Chillbreath Cavarns via the :

entrance closest to the bridoe near ; s
Iistpeak Valley Demon Door. The '
gnome is high atop the stalactites = =
justinside the entrance. !

The letters A'B, C,
the Mistpeak Vall
e




Enter Chillbreath Caverns via the entrance nearest the monorail
station and proceed down the path to where you begin to see the
overhead wooden supports. Locate a small frozen creek between the
rocks on the right and follow the ice around to a stack of crates near 4
bedroll. Famous Killers: Xavier Smedfey is on the crate.

RARE BOOK: BOOK OF MYSTERIES

Return five books to the Academy and accept Samuel's
fuest to find the Book of Mysteries. Enter Chillbreath
Caverns through the entrance in Mistpeak Valley closest
to the monorail station. Battle your way to the frozen
lake in the hottom of the cave and make your way across
the ice and through the short tunnel in the distance.
Fight vour way up the hill at the rear of the cave to the
mercenaries camp. Spiral up the path on the right o find
the Book of Mysteries an the table.
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DANKWATER CAVERN

Dankwater Cavern is a sub-area of i
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TREASURE OF THE LAND
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SILVER KEYS

Return to Dankwater Cavern after
completing the Hobnobbing with
Hobbes guest and enter the water
via the slope whers you left Dans
Mourir, Swim far to the left to

the bank with the branching path
leading up out of the water. Take
the right-hand path and follow it up
to the silver key you may have seen
upon entering the cavern.

Return to Dankwater Cavern after

completing the Hobnobhing with
Hobbes quest and enter the water
' : near the hobbe camp. Swim a
! counter-clockwise spiral through
L the rocks immediately fo the right fo
[ A Work your way to the sloping path
B in the far right-hand corner and the
silver key.

Enfer Dankwater Cavern and follow
the narrow path above the waler
towards the waterfalls. The gnome
s on the rocks beside the waterfalls.

Proceed down the narrow path to
where the route circles around a

pile of rocks and stalactites in the
southwest cormer. The gnome is
behind the rocks on a short offshoot
path on the outer edge of the circle:

You must complete the Hobnobhing
with Hobbes guest in order to
access this book. Return ta whers
you left Dans Mourir and enter

the water. Swim all the way to the
far left end of the cave. Liver of
Darkness is on a table below the cliff
where you first enter the cavem.
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TheiBark Sanctum conltains two flit

switches that. if hit, can be used to access

(o previously inaccessible areas. In order to
access thase two flit switches, you must tirst
compiete the entire Dark Sanctum quest ling,
starting with Peace, Love, and Homicide
and ending with the opening of the Sacrificial
BBA Pit in the Leverage quest

TREASURE. OF THE. LAND

—— A

BERESWITCEH PUZZLES

R e

THE STATUE FLIT SWITCH

r The first flit switch is at the basa of the large
statue in the canter of the main hall. Approach
the edge betwesn the two stairs and use

your gun to shoot the flit switch. Follow the
fiit switch past the Sacrificial BBQ Pjt to the
door behind it. There is-a chest containing a
Summon Creatures pation within this raom
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UNLOGKING THE TENDERISER

The second flit switch is located in the
deepest, darkest carner of the Dark
sanectum, right where you found the lever
needed fo complete the Leverage quest.
Equip the Bonesmasher (preferably after
you've gained the Cleric upgrade's B0%
damage bonus against hollow men) and
bring a healthy supply of Health potions

to the rear of the Dark Sanctum. Slowly
and methodically fight your way through
the hordes of hollow men that ling the
serpentine path winding v fo the rear
of the area. Dozens of hollow men attack
atonce in this section so be extra rare‘ru1
Use high-level magic attac

weaved with Shock, Blades, or Vortex works

well-—to buy yourself some time, then unload with the Bonesmasher. Roll
backwards away from the hollow men whenever you need to reload.

Strike the flit switch in the corner of the room where the lever was and
chase it back the way you came. Shoot it when it stops and chase it to the
area where the holiow men were. It descends into a slot in the floor and
tour pedestals with extingaished cauldrons will rise. Target each eauldron
with the Fireball spell o ignite them. Light the four to make two additional
flit switches appear near the exit. Hit the right-hand one with magic then
quickly shoot the one on the left.




. Follow the twa flit switches through the hallway, but stop at each archway

| to-hitthe third and fourth flit switches that appear. One drops from the
ceiling as the first two pass through the arch. Chase all four flit switches

to the landing atop the stairs and quickly hit all four at once with a Level 2
magicattack. Onge all four have been hit with 2 magical attack, they'll move
to the door down the:stairs on the right and open aceess toa new area.

This final area within Dark Sanctum is a puzzle of sorts. You must oo
make your way back and forth across the area to light the four extingussss
cauldrons, New sections of walkway-and stairs move into position with
each it cauldron. Each cauldron is guarded by the wisps of hollow mea

s0 be on'guard! Head left first to the cauldron even with the entrance 5=
climb the stairs that appear when that cauldron is Iit. Use your gun fo shes
the sniping hollow men positioned throughout the area and continue o 5
far left-hand corner to light the next cauldron.

R ——

Clrele back past the entrance and extend the walkway in a counter-
clociwise direction. Leap off the walkway onto the/lower ledge and climb
the stairs 1o:the third cauldron, Leap off the comer of the platform where
the cauldron is to land on the path leading to the fourth, directly below the
chast. Light the final cauldron and climby the stairs that appear to reach the
chest containing a Legendary Weapon,
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Swim offshore to the large island
(' the center of the three inhabited
islands and locate the small cave
onthe side of the island facing the
mainicoast. Enter this tiny cave to
find the silver key.

GNOMES
ik
0

Climb the outermost of the three This gnome sits’on a small island
flarge islands to the hobbe camp far off the coast of Drittwood,
beyondthe [edge where the chest  beyond the largerislands where the
15 located. Leap off the plateau hobbes (and fater the villagers) are
with the camp onta a ledge on the  located,

outer edge of the island to find this

silver key.

Stand on the beach facing Rebss
coastal commune and locate &
faint trail leading batween the mess
tathe right of the caravans. Folles
this'pathito a small group of iiess—
the gnome is on a tiny caraves &
the center.
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Make your way ouf to the right-
most large island and enter the
mine on the side facing the shore
{after completing the Giftwood

for Driftwood quest). Dangerous
Things: Stargazing in Remote Areas
is on one of the crates to the left as
you enter.

~ GOLDEN RICHES

i

GOLD KEY

Complete the An Island Getaway, Pest Control, and Gift Wood for Driftwood quests and leave the Driftwood area.
Return after a short visit to another area (once the Island Paradise Achieverent is unlocked) and cross aver ta
the island camp. Use the newly-built bridge to reach the flit switch on the tiny island 1o the right and strike it. Chase
aiter the flit switch and continue shooting and striking it. You can reach each position that it moves to thanks to the
carpenter's work.

R :

Swim across the channel to the other island to continue your pursuit of the
flit switch and chase it all the way up the mountain to where the collapsed
bridge was. A new wooden bridge has been erected in its place, o long as
youl gave the carpenter enough time before returning. Continue chasing the
flit switch up the spiraling mountain of the center iskand to the Cullis Gate.
Lise this gate to warp to a secluded path near the entrance to Driftwood
containing the gold key.
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SILVER KEY CHESTS
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| CONTENIS | LOCATION |

(On-2 bedge: ovarkooking tha wagens,

10 Gl Sels and a Heath Pation vz (e pond

SILVER KEYS .GNDWIES BOOKS
1

Return to the Dweller Camp tofind ~ This gnome is on the rocks beyond  Famous Kings of Histary: King

the gate to Sahing's inner camp the silver key chest. Head up the Cedrigis on the table inside the
apen, Enter this private area and path southeast of the wagons to Ione wagon near the top of the
look behind the wagon on the ight  the chestand shoot the gnome switchbacking trail that leads upto
to find the silver key. from there. the pond. It is inside the “Wimpel's

Sniffle” wagon.
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SILVER KEYS

Open the door across from the
jail cells on the middle floor of the
Hideout and descend the stairs

to the lowermost level. Open the
cell around the corner to get the
silver key.
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The Hole is a sub-area of Mistpeak \alley, but a 5
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SILVER KEYS

Fallow the cart tracks down the

hill from the monorail wreckage to
the storage area. The silver key is
behind the rack of harrels alang the
far wall.

Enter the Millfields Monorail Station
to access the southeast corner of
The Hole. Climb the stairs to the
monorail platform and locate the
key around the far side of it.

BE'YOND THE TECHNICIAN'S GATE

o

Use the Technician's Key to unlock  Collect the Technician's Key from the chest at the end of the path beyond the bridge leading out of the Hobbe Arena

the gate beyond the monorail (near the exit into Mourningwood) and return to the Mistpeak Monorail Station where vou first enter The Hole.
wreckage and follow the upper Descend in the elevator once again and continug past the monorall wreckage to the locked gate left of the rack of
path to the ledge above the arena.  barrels. Climb the stairs and explore the upper section of the cave as it wraps around a previously unexplored area
Battle the army of hobbes and towards the arena. Listen to your dog's barking and locate the dig spots, chiast, and silver kay in this area. But be
claim the key. careful! The hobbes that live in this upper area are a bit tougher than the ones you may have faced earlier,

GNOMES i SRR
at ¢ . 3 = it e s -

This nasty fellow is hanging onto Defeat the hobbes in the arena then

the lamppost near the wrecked face the entrance to the arena, ook

monorail, Shoot him before up and to the left to spot this gnome

crossing the wooden bridge. on the column near where you
came in,

209




MERCENARY: CAMP
AREA TYPE: ENEMY GAMP
! NEIGHBORING REGIONS: MISTPEAK VALLEY

SUB-AREAS: NONE

p

~
REGION §YNOPSIS

].|ﬁf_‘ .’l‘“l"&rctr_ﬂ]'}' I:_I.‘]T!'!.:'! is a j':.—l'i‘x'i}:,' IU.’{:[:C'J Sll'DnﬁJ:’-‘if}lG] \'-'LL"."U ':I“_' _":_"III'_'é“AI'."L‘H E."..".I r}j‘l!‘jl_: JIUl\IthD‘:;"L;; 1"."?.\1]

ey 1ive

. . . ; ' b e " s
L :c‘,r:nf_-cl on l]-m [._-,:- sl'm'rc o1 l]-u- ..-.-L:—, ::j)[;usﬂ:: l_l'_t: entrance to the [\islpeak .-J\t'.:.'.:rrli! 5__’_[,_9___‘ [f'-': rensg noe

i

:II:;;,' oc !D:I".:{f!-i}l l|'|'~:i_’5_ IbLt {_"_e}' I-‘.nc‘.-.' '.'.'J'lr‘.* El‘q(!:.' were ‘J:i:-'.]L[% whnen ll‘lf.‘:_’, l'.‘ul“ {:E'LL";I' camp TJi'.[-r:-_ ig [‘.nE;,.' DNEe Touse

i T | ‘ [ —~ .
{m'w;{}]n the camp ang it's lined with '-',".'.I‘LCJ'ZILC‘.»'CI'E. :L:rlumn-.{w, and multiple Iorli';ca:ions. '-,_J|-.|§.- a Hero could
L= a »

] .1 7 | AT l
:'J!,:SE.':IJ‘F' n-..-.l'.e it "..".n.".:JEll'. to ine .‘1.r:.'..1-|'..:.- inner sanctum glg}—_ the hilll I.; one p_’);_;._.;J ll‘.i:p’l .\:.Lgu{ bhe mercenarsss
| o “ v :

P
T e

is iJu.i lltc;.' are trus to their a-;u.-:i S‘,‘.’H’f“tlﬁf:r IeﬂJerls |I]c 1nrJ yc,u.:l l:u.—. -.-..'l—-?.;;:;-,l;_—;l ng.-:-i: {o LL_: camp _-_m}rf;;;'_o_- VI

wish, [ree r:‘ |‘.a£5:_:-.
|

TREASURE
R CHESTS | @ SILVER KEY CHESTS | o DIG SPOTS

L} ] 9 0

COLLECTIBLES

¥ SILVER KEYS | 4 B0KS % AURORAN FLOWERS

i 0 1 0 0

JOBS: None
SHOPS; None r




e L T S A A R LR R L O e i o

ALBION ATLAS

MERCENARY C -\\.|

TREASURE OF 1851 LAND

JEWELFI\'

Under the watchtower at the top of
the hill, near the wolf cages. This is
the last watchtower you can ascend
before reaching Saker's inner
sanctum,

Return to the Mercenany Camp
after initiating the Gnomes are Evil!
quest and make your way to the
innar fortified ared. The gnome is

. atop the water tower where the:path
swilchbacks to the left

|
]
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SILVER KEYS

Ascend the path beyond the fence
opposite Pepparpot Cave to reach
the farge factory atop the hill. The
silver key is inside a small shack on
the far side of the building.

GNOMES

~

g

Enter Millfields from Bowerstone
Market and continue past the
mining operations and monarail
station. Fallow the path ta the right
beyond the entrance to Pepperpot
Cave and venture off the path near
the racks on the right to find the
anome.

REWARD: 40 Guild Seals

The Demon Door in Millfields is
what some may call a cantrarian,
particularly as it relates to what
passes for style and beauty. The
Damon Door has grown fired of

- seelng the stylish and fit parade
past on their way to the fake. The
people of Milifields strive far too
hard 1o dress attractively and keep

their bodies thin. The Demoan

Door eraves to see someane with
absolutely no care as to how they
look. It wanis to'see someone put
effort into looking as ugly and unfit
aspossible.

Make your way past the mining
factories and over the ridge towards
the Bower Lake side of Millfields.
Take the first path on the left and
imméadiately turn left again to spot
this silver key sitting out in the open.

This gnome is high on the ruing
near the bridge leading out to the
island on Bower Lake. It's directly
below the hill where the suspension
bridge walts to be restored.

Ascend the hill from the lake
towards the mining area and
venture cross-country to the left
towards the entrance to Dankwater
Cavern. Descend tothe pond
directly below the cave entrance and
swim over to the silver key on'the
|eft. The key is directly below the
statue with the telescope.

Swim'across Bower Lake towards
Reaver's Manor and climb out onto
tha dock. This third gnome is in
the left-hand corner of the terraced
garden, near the tree with the white
hark.

DE/MON DOOR

Accept the quest Bored to De=S

in Mourningwood and dig up &=
Normanomicon in Millfiglds. De==
the hallow men that attack. thes
enter the crypt where the leager

of the hollow men was to fing
AdventureQuest: A Select Your
Own Endeavour book.
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The Deman Door's request is actually comprised of two parts: dressing ugly and letting yourself gain a lot of weight. The first part is easy: simply swap out
your outfit for pylamas. The pyjamas are sure to fit the bill and are among the easiest to find. You can exacerbate your ugliness by coloring each piece of
your outfit a different color. This is sure to ear the Demon Door's approval. The second part of the request can be a little trickier. The easiest way to pack
on the pounds is to consume a number of fattening pies and pieces of meat. Depending on how long you wait to open the Demaon Daor, there is a chance
that the majority of your cities’ vendors don't survive during the Weight of the Werld portion of the story. Fortunately, you can always visit the pubs! Beer,
wine, and spirits are all high in calories and help you pack on the pounds. Keep eating and drinking until your weight meter (visible on the Hero Status
screen at the Sanctuary) reaches the far right-hand side of the meter. Return to the Demon Door to impress him with your ugliness and girth. Enter the
Twitcher's Curtains area and open the chest within it to gain an extra 40 Guild Seals.

"

)
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RECURRING QUESTS

— e —

CONVICT ON THE RUN MINERS REQUIRED
== 1000 to 5000 Gold =¥ 1000 to 6000 Gold
=110 Morality 10 Morality

Talk to the guard near Reaver's Mansion to accept an Escaped Convict This quest
quest. These repeatable quests require you to track down a criminal onthe only appears
loose somewnhere in the area. Follow the glowing trail to the escapee and if you decide

interact with him. Some run, others  to drain Bower
' try fo put up & fight, and others go Lake and
quietly. Take him by the hand and QPEn a quarry
drag the criminal backto the guard  during the

to complete the quest. rulings phase.

It s0, return
to Millfields after battling the darkness and talk to the supervisor about the

negd for additional laborers. He's willing to pay you for your trauble if you
locate someone who isn't already employed at the mine and drag him/her
to the foreman for forced labor. The key to completing this quast Is to pick
outa person whao isn't already working at the mine—ignore those with
the title of crate carrier, miner, or factory worker. Your best bet is to find

a nobleman and drag him to the supervisor. You'll know you got a good
candidate if he resists being dragged; they're prabably already working at
the mine if they go willingly.

.l P
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35 Guid Seals and Summas
Crealures polion

spiral up e snowy

SILVER KEYS BOOKS

There is a silver key behind the Face the Mistpeak Monorail Station - Enter the ticket booth osss S
piles of logs near the clear-cut entrance and head up the hil Mistpéalﬂﬂun{nrail Sighos =
swath of forest on the banks of the  directiyto the right. Thereis afaint  Howetobe a Grack Shotos 5%
lake. This area is downhill from trail here that soon fades away. counter near the cash regs=
the Demon Door, not far fromthe  Continue ascending between the

Mercenary Camp. rocks and treas to the ridge.
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GNGMES

'1-

This gnome is atop the frozen This particular gnome is directly Head to the section of ruins in o
waterfall near the Demon Door. This  ta the right of silver key #2. Climb the lower mountains where the p ;
small frozen valley is the farthest fo the hill to the right of the Mistpeak table, crates, and shovels are and " - g
the right when leaving the lakeand  Monorail Station entrance all the look over the edge of the cliff. The b M e ;
heading up into the mountains. way to the top to find it. gnome is on the rocks fo the right. R ‘%- i
' o g T i
GOLDEN RICHES
- e o Y

GOLD KEY

Mistpeak Valley contains a gold key on a ladge not far from the Demon
Door, but it cannot be accessed without first making a lengthy trek through
Chilloreath Caverns. Enter Chilloreath Caverns (B) via tha entrance uphill
from the Mistpeak Monorail Station and proceed to the frozen lake inside
the cave. Head up the slape to the right of the lake and continue ina
straight path, bypassing the rocky land bridge on the left. Fight your way
past the mercenaries and hobbes that dwell within the cave to the exit far
in the distance. You'll exit the cave near some ruins high on the hillside of
Mistpeak Valley, steps away from the gold key.

REWARD: | egentiary Weapon

The Demon Door in Mistpeak Valley is located in
an icy clearing just uphill from the stacks of felled
trees. This particular Demon Door longs to see the
physical expression of affection between friends,
Invite a friend to join your game, either via Xbox Live,
or as a local co-op partnerand take a minute to make
sure he/she has the Lovers Expression Pack from
the Road to Rule. The chest only costs 5 Guild Seals
\ and can be acquired quickly by a new henchiman if
| necessary. Once both members have the necessary
expression pack, head to the Demon Door and listen
1o its request. The Demon Door wants to seg you
perform the Kiss, Hug, and Tickle expressions. The
order doesn't matter, but you must perform them
succassfully which means holding the A button

'\ until the meter fills to the 12 o'clock position and the controller vibrates. Perionm each of the
: :‘ expressions to unlock the door to Demon Door Retirement Home.

Demen Door Retirement Home is exactly what it sounds |ike; a place where Demon Doors o
to live out their days in tranquility. Though the Demon Boors in this area are quite funny ta
% listen to, the main allure of the place is the chest containing a LB![EHI!H!\' Weapun




RECURRING QUESTS
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LUMBERJACKS WANTED!

“#= 1000 to B0OO Gold = 10 Morality

This quest anly appears if you decide to exploit
Mistpeak Valley and log the forests for use in the war
against the darkness. If so, return to the shores of the
lake in Mistpeak Valley afier battfing the darkness and
talk to the supervisor about the need for additional
laborers. He's willing to pay you for your trouble if you
locate someone who isn't already emploved as.a
lumberjack and drag hinvher to the foreman
for forced labor, There aren't a lot of people
in Mistpeak Valley, and many of them are already working at the lumber camp (sometimes listed
as factory worker’), so you may need to search far and wide to find someone, The key to
completing this questis to pick out a person who isn't already working as a lumberjack.

Follow the path around the lake towards the Mercenany Camp for your best chance of
- finding someone. There aren't many, but you may find a housewife who has gone out
: o0 4 forawalk—drag her to the factory supenvisor to put her ta work!

e i———— — e e ey

LEE BONUS: I‘_I_UNTER'J LODGE

e e e L St T

Those who purchased the Limited Collector's
Edition of the game receive & code that can'be
entered to-unlock this special area located in
the far northern corner of Mistpeak Valley. This
small property contains two dig spotsanda
chest outside and a chest inside the house that
contains the men’s and women’s Auroran ouifits
& along with a Boxer Dog potion. Give the: dog the
i potion while in the Sanctuary to change his breed
to aboxer.
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SILVER KEYS

The World Map Table lists four sifver keys for Mouringwaod. Two arg
foeated in Modriingwood proper, and the other two are focated in The

(Issuary.

FaalAlRE

Detonate the barrels near the

wooden barricade sealing off the

key inside this bunker. Either shoat

the barrels with your gun or fire a

mortar close enough to ruplurethe
- barrels from splash damage.

Follow the western edge of
Mourningwood narthward past the
chest near the tree 1o the ruined
wall. The silver key is within one of
the arches on this wall

The map table {ists threg gnomes tfor Modrningwood, but 6as =SS

is located af The Ossuary.

Follow the main path away from
Mourningwood Fort to where the
paths come together to the south,
The gnome is on the hack of a
semi-cireular riin atop & small hill

between the paths. If you reach the.

cemetery youwent too far.

A
A7k

This. gnome is located on =€
tacks between the two ege =
tunnels in the northwest come s
Mourningwood. Approach S &=
hand tunnel then look to & Ss
on the right to spotit.
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RARE BOOK: THE PANGS DF'SUNSET

Samuel requests that you fing Ths Sanas of Sunsatafier you return 15 of the discoverable books scattered across
the landscape. This book is located &= 2 grave in Moumingwood and is among the most straightforward to recover.
Equip the Bonesmasher in preparaion far ihe hordes of hollow men that patrol the cematery and return to the area.
Figitt your way past the Mourtingwoss Fort and up the hill straight ahead fo the large cemetery. Slay the hollow
men that appear by focusing on the Lroer one with the two swords—he'll continue to summon lesser haollow men
for as long as hig's standing.

Nt A T dered O L F

Fight your way to the hippis

camp and approach the house Follow the glowing trall to the statue in the center of
nearest the storage platform set the cemelery then look to the left. Yourdag lsads you
outside the ring of homes. to the grave site you seek. It's just to the right of the
The Mibbs-Spagno Theory of large tree. Return the book to Samuel.

Glultony is atop a crate next to
the house nearest that platform.

DEMON DOOR

—_—— _‘_* ° |-
REWARD: Military Costume and Summon Creatures potion

The Demon Door in Mourningwood is located slightly southeast of the eco warrior village.
This particular Demon Door ¢raves to see a fully upgraded weapon, and not one of those

Hero weapons your father left you, but a Legendary Weapon. Consult the “Weapons of Yore”
chapter for a breakdown of each weapon's upgrade requirements and see which of them most
closely matches yolr style of play then set to meeting all three requirements to fully upgrade it.
Doing so unlocks the My Weapon's Better Than Yours Achievement.

AnalTofaks '
s b e sl

Onee you have that done, make your way to the end of the Road to Rule
anid purchase the Melee or Ranged Level 5 upgrade. This upgrade costs
100 Guild Seals (assuming you've already purchased Level 4) so save up
forit. Now you are reay to show off your weapon! Return fo the Deman
Door and draw the weapon toimpress him.
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The Demon Door opens o an area named Planet One. Step through the !

nortal to emerge on a distant lunar landscape. Follow the path up the hill to
the chest containing the Military Costume and Summon Creatures potion.

The chest is not the only thing on this
otherwise barren landscape; there is
also a mysterious apparatus. Pull the
laver in front of it to change the color
of the planet you stand upon. We're
quite fond of the green, but perhaps
you prefer red? Either way, this is
purely cosmetic and cannot be seen
back in Albion. Enjoy.

MORTAR

AND MOURNING

——

Purchase the Mourningwood Fort for approximately 45,000 gold. This is a special property
that can't be rented out or sold, so only do this if you've already purchased a good number of

shops and are flush with cash. Once the Mourningwood Fort is in your possession, head up

onto the rampart and inspect the martar to trigger the Mortar and Mourning mini-game.

Jammy has come back from the dead to help you bombard the
hollow men once again! You have 200 seconds to rack up as
many points as you can with the mortar. Each hollow man is
worth 10 points and you need to score 2000 points fo win the
top prize—a Legendary Weapon! Focus your attention on large
groups of hollow men, preferably while they are still spawning
to ensure a direct hit before they split up. That being said, you
can't scure'poims when you're not firing and it only takes three
secands to ready another shot. Pan the area back and forth

in sweeping semi-circular motions and keep firing! It's befter
to fire on'a single hollow man than to pass over it and fire no
shiot at all. This plays exactiy like the scene during “The Hollow
Legion™ part of the story. You are free to play the mini-game as
many times as you'd like, After all, it's your fort!

NFO
Private Goblet [random item)
Serpaant Bl o Figh {random ifam)
Ligwnant Ametyst (eandam Biem)
Generdl Souldrnker

Sgore pver 2000 points during the Mortar and Mourning mini-game to earn the rank of General and unlock this Achievement. Buy the
Mourningwoad Fort then approach the mortar above the gate to initiate the fight against the hollow men. Manage to kill 200 hollow men in

200 seconds or [8ss to win.
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In the open crypt near the entrance
to the area from Mourningwood. It's
the fourth crypt fram the right.

Climb the stairs of the tomb nearest
the entrance from Meumingwood
and turn left atthe first landing
(before the golden door). Leap

off the ledge here to land an

an atharwise unreachable level
containing a silver key.

Circlg around the perimeter o the
laft of the large central tree to reach
the row of five crypts near the
wooden chest. The gnome is behind
the short wall between the third and
fourth crypts.

Famous Kings of History: 0% &85
Oswald is resting atop the staee
railing on the balcony, just sevess
the golden door.
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SOLDEN DOOR
SEWARD: | caendary Weapon

~ S=oee e golden door in the Ossuary lies a small room strewn with wooden coffms and little else. Ascend the steps on the right to the lone sarcophagus
9 room and push back the lid to discover another Legendary Weapon.
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SLVER KEYS

Fight past the hobbes to the far
end of the cave and swirm across
the small pool of water to find the
silver key.
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REAVER  MANOR'

r's Manor is a sub-area of Millfields.
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Enter the bedroom to the right of Enter Reaver's Manor during the
the second floor dining room and Reaver's Unmentionables quest
inspect the bookshelf to reveal (or by purchasing it) and enter
the secret hallway. Follow this to the room to the left of the stairs.
Reaver’s private bedroom, The Dangerous Things: Lightning is on
silver key is behind his bed, the table near the windows,
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SILVER KEYS RARE BOOK: BOOK OF DOOM

These twa Silver keys are included within the map lable’s tally for This is the final book in the Pen is Mightier Than The. . quest: You muss
Brightwall Village.

find and return all 29 other books before Samuel gives you the key nesdes

to access the part of the Reliquary containing this book. which means 2k

having completed The Ancient Key quest. Accept the quest—and key—=

descend into the Reliquary. Use the key to unlock the first locked door

on the right, just down the stairs wrapping around the cave. Of course

you rmust

s x fight through

Use the Fireball spell to light the Return to the room with the gridof ~ throngs of

six cauldrons near the locked door  floating platforms and chests and hollow men to

tafind this silver key. Thisisinthe  throw the lever in the nearby temple.  reach it!

area beyond the circular vauli-like (you need to make a lengthy loop

door you must open with a magic through the cavern to reach it). This

spell. makes a staircase rise into position
near the rocky ledge with the chest
on it. Ascend the stairs to a small
tomb containing this sitver key and

i £
e

a sarcophagus.
GNOMES |

b

-

= T

Cross the grid of floating platforms ~ Dive off the ledge into the waterand ~ Slash your way through the hollow men in the corridor beyond the lockss
to the stairs leading down to the follow the path up to the room with  door and follow the hallway to the lowermost floor in the collapsed pories
temple on the far side of the area. the large cylindrical columns. The of the Reliquary. Ascend the stairs past the rubble to the first landing. The

The gnome is behind a column on gnome is on a wall to the right of book you

the right-hand side. the vault near the six braziers. seek is on e
pedestal io

BOOKS the right.
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Deseend the steps from within Complete the An Ancient Kay quest
Brightwall Acaderny to enter the to reach a locked library within the
Reliquary and immediately turn Reliquary. Famaus Kitiars: Garl

to the right. How to be a Master Tendeneyis on a stand in the comer
Swordsman is on a stand on of the room.

the right.
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GOLDEN RICHES

GOLDEN DOOR
REWARD: Malg and Female Highwayman Costumes

The Reliquary contains a golden door that ¢an be quite hard to spot and i e e
impossible to reach if you haven't been completing each of the available R, I K |
side-quests. Accapt The Ancient Key quest (you must first complete the

Special Delivery quest) and use the Key of Forbidden Knowledge to lead
Saul to the locked library within the Reliquary. Once there, shoot the fiit
switch on the wall three times to unlock the door in the center of the room.

7
T '/

Ascend the stairs to a balcony high above the room with the floating
platforms and open the door on the left to find a second fiit switch, This
one requires melee strikes to move it. Strike the flit switch then vault
down to the lower level and strike it again.
Defeat the large squad of hollow men that
appears in order to trigger the arrival of the

first in a lengthy series of stairs and floating
platforms. Descend the spiraling series of
platforms to the golden door at the base of

the central tower. Use a gold key to access the
Cullis Gate inside and transfer to an area known
as The Prism.

THE PRISM

The Prism contains four short platfarms tlanking a lengthy central ane. Each
landing has a chest containing a different piece of the male'and female Highway
Man costume—the only way to collectthe full outfit and exit The Prism is to visit
all five areas. Each platiorm contains one or two Cullis Gates that you must use to
warp around the area, from platform to platfarm. Hollow men attack in each area,
s0 be ready with the Bonesmasher or magic attacks as soon as you appear.

Consult the lettered callouts on the accompanying map to master the route
through The Prism. You begin on the northeast corner. Take the long Cullis Gate
on platform A to reach platform B. Platform B has two Gullis Gates, Face the edge
of the balcony and take the left Cullis Gate to redch platform C. Take the left-hand
Cullis Gate on platform G to return to B. Now lake the right-hand Cullis Gate on

B to visit platform D. Collact the item from the chest then use the left-hand Cullis
Gate to make your way to platform E. The Cullis Gateon platform E takes you
back to Gate A and the exit.
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TREASURE OF

e sher kzy isinthe far corner of  Locate the locked dooronthe left,  The gnome s high onthe wallinthe  Cross the bridge over the first

e oo containing the diamond, before reaching the first oasis. far right-hand corner of the second  section of water to the door on the

W= Sr=coy lefl of the diamond. Shoot the flit switch above the door  large oasis room. You can shootit  far side of the room and descend
three times to open the door. The from underneath the walkway. the stairs on the right. Dangerous
silver key is on a ledge just beyond Things: Ladders is on the railing
this door. near the trees.
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SILVER KEYS
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Enter the Sewers through the door
beneath the crane in the far comer
of Bowerstone Industrial (used
during the One Ring to Find quest)
and turn right at the first junction.
The silver key is around the comer,
near the metal bars. This is the key
you could see but not reach when
feading to Bowerstone Resistance
headguarters.

TREASURE OF THE LAND
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Enter the Sewers via the door under
the crang (used during the One
Ring to Find quest) and turn left at
the first junction. Continue straight
ahead through the distant crack in
the wall to a room with light shining
down through a ceiling grate. The
gnome is stuck in the grate.
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AREA TYPE: WILDERNESS
' NEIGHBORING REGIONS: CITY OF AURORA, VEILED PATH
SUB-AREAS: CROSSROADS OF PASSING, SANDFALL PALACE
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BUILD Ay

SETTLEMENT

§ Visit Shifting Sands if you

elect to construct the security
outpost as Ruler of Albion.

A

!‘ A seltlement has been
. constructed near the large

stone arch in the center of
Shifting Sands. You won't
find any rare collectibles, but
the fort does contain multiple
chests that may vield some
valuable items to bring to a
pawnbroker.
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Approach the large stone arch from  Head under the large stone arch This silver key is under the large j'j,'-
the Aurora end of Shifting Sands in the direction of Shadelight and slab of rock sticking out of the sand 8 1 :
and lookfora path leading up the  immediately turn to the left. Follow  in front of the exit from Shadelight, 4 = o
dunes to the right. The silver key is  the racks over the dunes to the key. 3 (
up this path, before the arch. '

_GNOMES

Exit the City of Aurora out onto the  Enter the narrow canyen leadingto  Leave Aurora and head through the
stairs in Shifting Sands and Jook fo  Sandfall Palace and keep youreyes  narrow passage leading fo the large
the column down the stairs, onthe  onthe left-hand wall. The gnomeis  stone arch. The gnome is high on
left. The gname is on the column, on the rocks on that side, just before an overhanging rack to the left.
near thetop. the entrance to the cave.

BOOKS
RARE BOOK: REAVER ON REAVER

Accept Samuel’s request to find this special book after returning 20 or more discoverable books. Use the World Map Table in the Sanctuary fo trave
directly to Shifting Sands. This paces you on the steps leading down into the desert outside the walls of Aurora, Head north through the canyon lsadeg =
the large stong arch and continue into the expansive desert beyond, Battle past the sand furies and other creatures o a depression in the dunes nezs #&
edge of the desert on the right. Your dog guides you ta a spot in the sand where you can dig up the valuable book. You should nofice 2 shovel and crse
the area. Retum the book to Samuel to collect another 10 Guild Seals.
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GOLDEN RICHES
GOLD KEY

Return to the City of Aurora after defeating the darkness on your
anniversary as Ruler of Albion. Locate the man near the tattooist and
purchase the Ancient Key for 4,000 gold. This key unlocks a door in the
far northwest comer of the Shifting Sands area. Cross the desert towards
Shadelight and veer to the left to discover a narrow staircase behind the
ruins in the corner of the desert. Unlock the door with the purchased key to
enter the area.

-CROSSROADS OF PASSING

The Crossroads of Passing consists of a large room with a series of
floating panels that rise up from the abyss when the correct triangular
switch is stepped on. Stepping on the incorrect switch triggers the arrival
of numerous anemies, and sometimes both a platform and enemies! Use
Force Push to knock the enemies off the platforms and make your way to
the alcove on the left. Stand on the floor plate to light the two cauldrons and
make & set of stairs rise into position.

S R e

ALBION ATLAS
[ING SANI
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Double-back the way you came and
battle your way to the alcove on the
right sida of the raom. Step on the
floor plate there to light the second
set of cauldrons and gain access

to the door on the far side of the
room. The door opens as you get
close. Enter the small vault beyond
it to collect what is likely to be the
final gold key you need.
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Follow the path southward to the
small settlernent and enter the
Silverpines Ming, a small cave
considered part of the general
Silverpines area. The keyis at the
rear-of the cave.

TREASURE OF THE LAND

Procead down the main path
towards the settlement in the center
of the forest. Turn left just before
the settiement and follow this side-
trail up the hill to the silver key.

The gnome is atop the wooden
supports outside the Silverpines
Mine, in the small settiement at the
south edge of Silverpines.

Climb the hill to the cemetery above
the settlement and locate the trail
behind the crypt. This path wraps
around to the right, to a wooden
tower above the mine. Thereis a
gnome on this structure,

245
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Follow the path to the settlement

in the center of the forest and walk
around the first cabin on the left.
The Very Unsafe Book for Bays, Vol
3; Boxing is on the crates beside
the house.

WOLF'S BANE. LCE. QUEST

OO - i —

REWARD: Legendary Weapan

The goal of this guest is to assemble & wolf skeleton o gain access to the large tomb near the carpenter’s house.
Use the key you receive with the code included in the exclusive Limited Collector's Edition of the game to unlock
the door of the crypt uphill from the settlement. Open the sarcophagus to retrieve the first piece of the wolf
skeleton. Head up the stairs in the cemetery and locate the altar to the right. Place the first piece of the skeleton—
the skull—on the altar. Now you need to find the other three pieces. Head to the ruins near the
lake and enter the cave (only accessible during twilight). Open the chest to find the
walf torso, retumn it to the altar, then praceed to the third location: the lake. Swim
out towards the ghost that appears at the dive spot. Dive down to retrieve the third
piece of the wolf skeleton. Place the third piece of the skelston on the altar and
quickly sprint to the dig spot at the nearby ruins. The dig spot has the
final piece of the skeleton,

Follow the ghost wolf that appears once the skeleton is complete. It will
lead you to the locked door to the tomb near the carpenter’s house. Enter
the tomb and collect the Legendary Weapan from the sarcophagus. Watch
out! Ghost soldiers, along with their leader, ambush you as soon as you open the

licd to the sarcophagus. Spring your own ambush on them and turmn the tables before

grabbing your reward.
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SUNSET HOURE.

AREA TYPE: COUNTRYSIDE
NEIGHBORING REGIONS: MOURNINGWOOD
SUB-AREAS: NONE
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Head up the path to the large
tlearing in Sunset House and follow
the perimeter in a counter-clockwise
direction halfway up the hill to the
mansion. The silver key is amongst
the rocks and trees on the right.

TREASURE OF THE LAND

e et

This silver key is amongst the rocks
to the left of the Demon Door. Look
for the glow of the key emanaling
from the boulders.

This gnome sits atop the rocks

1o the right of the Sunset House
mansion. It appears during both day
and night.

Approach the cupola with the
statues and look to the park beses
near the hedges behind it. e
Extraardinary Homunculus of S5
Von Orfen s sitting on this b=
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GOLDEN DOOR
REWARD: Legendary Weapon

Enter Sunset House from Mourningwaod and proceed down the path to the
large clearing. Turn immediately to the right and hug the perimeter while
approaching the rocks and trees. Proceed along the path between the rocks
to @ golden door. Unlock the golden door with a single gold key to locate a
chest containing a new Legendary Weapon.

REWARD: 1,000,000 Gold

The Demon Door in Sunset House
is located to the left of the path
leading up to the clearing. Itis
hidden behind trees and rocks and
requires a small bit of roaming to
find. This particular Demon Door is
only impressed by supreme royalty
and will not open for anyone other
than the King or Queen of Albian,
Return to Sunset House after the
coronation—perhaps on your way
to Aurora during the search for

the Desert Star diamond—and
approach the Demon Door as King
or Queen to have it open.

The area beyond the Demon Door is known as the Pools of Sorrow. Descend the steps to the chest at the end of the walkway and help yourself to
1,000,000 Gold! There's also a note on the railing for you to read, but it's there purely for vour enterlainment.
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INVESTIGATE THE CURSE.

—d 3

Visit the Sunset House area during the night. ifit's nof night when'you
arrive, simply exit to Mourningwood then turn around and come back. it will
he night when you return. Make your way over to the ghostly cupola with
the four statues and approach one of them. Press the A button fo interact
with any single statue four times to make it cycle through its various
stances and match the stances that the statues exhibit during the day. Now
do this for each of the other statues in a counter-clockwise direction until
you have cycled through all four animations far each of the four statues

in order. Do this correctly and the ghostly statues furn solid, as dogs the
mansion atop the hill.

Read the letter on the table

inside the mansion then continue
through the open door. Climb the
stairs to the flaming bedroom
and. despite the pleas telling you
otherwise, lay down in'the bed
and goto sleep. It dossn't matter
for how long.

CHESTY’S CHESS

You'll awake in a dreamscape outside on a giant chessboard. Open the
chest in the center of the chessboard to read a message from everyone's
favorite sadisfic chest, Chesty! Chesty wanls to play chess with you and

it dogsn't matter if you don't know how to play because Chesty, as he's
known to do, is going to cheat anyway. Move the selector around the board
and select a white chess piece with the A button. Move the piece to any of
thie valid places an the board (acceptable moves light up to help guide you).
Press the B button to deselect a piece if you so wish, Take turns playing
what appears ta be a normal game of chess until, thatis, Chesty just calls
the game off.

Prammbcuinl

Return to the canter of the board and read another message from Chesty. Chesty has decided to change the niles and create a new game. One that
involves attempted murder—prepare for battle! Chesty is going 1o animate his chess pieces and send them to attack you in waves. Ready a magic so88 &
annihilate his pawns (hobbes). Speak to Ch&aty after each wave to-initiate the next fight. He'll send his bishops and knights after you next (sand funss &t
hollow men). Rooks (giant hobbes) attack in the third wave followed by his king andf-qi.laen (mercenary and hollow men leaders). Unleash a Level 3 o &
magic attack then finish off any surviving foes with a couple of gun shots. Gamplate this quest to earn 20 Guild Seals.
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Investigate the curse of Sunset House and defeat Chesty in
chess. The battles are not difficult, provided you have leveled
up your magic and either your ranged or meles attacks to
Level 3 or higher,

3 e
Q-OP.CHESS BATTLES
T You can return to Sunset House and play chess with a friend

during co-op play. Approach the two chessboards on the grass
alongside the life-sized board to play,

The first is on the right-hand side of
the room you're in, near the couch
to the right of the bust.

SHATTER THE MIRROR

Head down the halbway to the right to the dusty, abandoned dining room
and approach the barrier on the far side of the room. This magical barrier is
actually a mirror reflecting the image of a happier, brighter time in Sunset
House's past. Pay attention to the position of the furniture and paintings

on the wall to see that you are indeed looking at a fresher mirror image

of the decrepit room you are actually in. Notice the three black slots on

the wall (two on the left and one on the far right). You must move to the
corresponding position in the room and guide the ghostly head within

the mirror to the flit docks. It may help to swing your sword at the wall to
ensure you get closa enough for the head to dock within the flit switch.

The flit switch appears in the mirror image and lights the corresponding
recaptacle. Light all three to earn the ability to leap through the mirror. The
flit switch locations essentially correspond to where the suits of armor are
positioned—it helps to knock down the armor to hit the switchas.

The second one is next to the couch
in the near left-hand corner as you
enter the dining room.

The third flit switch location is in the
center of the room on the left, to the
laft of the globs.

Strike all three flit switches then approach the mirror
and leap through it to go back in time before Sunset
House was cursed. Return to the foyer and shoot the
qgreenorb (now in the opposite comer of the room}
to unlock the door on the other side. This leads to &
chest containing a Legendary Weapon, Locate the
chest in the bedroom upstairs then leap back thraugh
the mirror. Shoot the green orb in the present day to
npen that same door—this time the chest contains
175 Guild Seals and a Slow Time potion!




/' NEIGHBORING REGIONS: SHIFTING SANDS
. SUB-AREAS: THE ENIGMA

1
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TREASURE

R CHESTS | @ SILVERKEYCHESTS | &' DIGSPOTS | &DIVESPOTS |
¢ 0 f ]

GOLLECTIBLES

2

PSILVERKEYS | FGOLDKEYS L GNOMES | MmBODKS | & AURORANFLOWERS
1 4 i) 11

* Tha totals listed in the above tables also include items found within The Enigma,

JOBS: None

SHOPS: Nore
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TREASURE OF THE LAND
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“or your way to the far end of The  Enter the area known as The Enigma
veiled Path. This sitver key isinthe  and shoot the flit switch to enter
“ant-hand comer, atthe top ofthe  the second room. Light the Second
brazier with an unwoven Fireball
spell to open the nearby door. Go
through the opening on the right
to find the silver key atop a small
circular platform.




GNOMES
B

This first gnome is almost diregtly  This gnome i3'on the rocks beneath

1
to the right of the entrance to this the lengthy approach to the rear of |
area. Takea few steps forward and ~ The Veiled Path. It's just below the }
look along the rocks to vour right. entrance to The Enigma. E
) i
Ascend the lengthy staircase at the  Enter The Enigma and shoot the flit Ry
far end of the areato where the switch to enter the second room. \
next batch of enemies attack, Kill Light the secand brazier on the left \

the enemies and look to the top of with a pure Fireball spell to open the
the rock spire near the stairs: The nearby door. Cross this next room
gnome is standing on top of it. to find the gnome in a small alcove

4 across from the entrance.

GOLDEN RICHELS

P T b TS

GOLD KEY

Fight your way to the lengthy staircase at the rear of The
Veiled Path and enter the small area on the right known
as The Enigma. The daor is just ahove the stairs leading
up out of the sand (see map table). i

THE ENIGMA

The Enigma looks quite smalkat first glance—just

- a room with a chest in it—Dbut there | a series of
Interconnected rooms beyond this intial entryway. The -
hexagonal shaped rooms will go unexplored, however,
unless you notice the flit switch above the door at the
and of the first room. "




ALBION AT

THE VEILE!

Defeat the enemies that attack and collect the Green Auroran Flower in the
center of this room. Note the three unlit braziers around the peripheny of
the room. Each one is near a currently closed door. Return to the Sanctuary
and equip only the Fireball gauntiet then return and target the braziers with
fire to open a nearby door. Light the brazier to your immediate left to find

a chest and the one to your immediate right to find a dig spot. Far more
valuable treasures lie behind the door linked to the middle unlit brazier,

Light the brazier and enter this next major room to find a Red Auroran Flower and numerous enemies. Locate the gnome across the room then venture to
the third room, located to the right. This room contains a silver key, but more importantly a series of colored platforms: red, biue, and yellow. Stand in the
middle of the room and look to the two groups of colored flames on the altars flanking another large door. You must step on each of the colored platiorms
in the order that matches the colored flames (from left to right). Be careful not to step on the wrong color, else you'll have to start over. Each platform
chimes and emits a bright glow when approached in the correct order. The order is as follows: yellow, blue, yellow, red, blue, red, blue, red. Go through
the door between the flames to find the gald key.
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You can alse buy properties while hoofing it through town.
Properfies you already own have a symbol indicating ownershio
abave the real estale sign.

After acquiring the appropriate ability upgrades along the Road to
Rule, you can transact on properties from the World Map Table,
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It's not quite the same in Albion as it is in our world; a Hero’s first ' h_;;m':;ﬂ;m.mﬂ
worry in this era isn't likely to be a land deed. For a fair time your SRS - ;
concern simply is survival, and the mobilizing of a revolutionary
army. You can't start building your real estate empire until a little
ways into the events of the game. New real estate-related abilities are
acquired along the Road to Rulg, by spending Guild Seals to open
special treasure chests. Soon enough, you can buy just about every
property on the map.

Landland Pack Road fo Rule & Aftar Mizlc Box 2 Become Albion's preatest land baree By leanning how §o bay, rent, and decorabs houses

Famiy Pack FRnad to Fuke 3 After Spker 3 ‘Want to start a famiy? Unlock Marriage, Houss Ruying. Having Children, and Adoption. (/2o ualoeks the Lover Fxpeessins Pack |
Entrepransar Pagk Road e Ruke 5: Aftar The Hol ] Lsam haew to haqgie and aem shags and you 000 cin b2 rumsing your own business empire,
Thelt Pack Fioaad to Ruie b: Switt Proniisa 3 Become 3 masier {hik by leaming how 2o steal, Just b caraful you don't get caught

Included on this list
of real estate-relevant
| treasure chest unlocks
@ is the Theft Pack. While
i | theft isn't expressly an

aspect of land ownership,
the ability to finagle items
from furniture figures in
heavily once you start
setting foot in a lot of
different houses. I1 you
own & home and live

: there, theft doasn't enter
::‘;':::._...ug. caught into it; take whatever you
want, it's your house after
all. If you are renting out
a home, though, or if you
don't have a stake in a property whatsoever, then any attempt to remove valuables constitutes theft. This includes the attendant -5
maorality ding per thieving incident, as well as the pressures of the law over your head should you be caught stealing. If you really want
to search a home you own without worrying about a drop in morality, simply swap it from a rental to a personal home before rifling
through the drawers. Once done, switch the property back to a rental. Those of us who are renters are glad it does not work this way
outside of Albion!




Most buildings are homes, used by families of Albion. After you unlock either the Landlord
ar Family Pack, you are able to buy houses, Immediately after purchasing a house you

can either choose it as your domicile, or rent it out. You need a home for each spouse

you marry in your travels. Apart from that you don't have to have a personal home at all;
you could simply assign all available properties to accrue rent. Rent for your rental units

is tabulated and added to your reserves roughly every five minutes. You can certainly also
maintain personal homes if you choose, and you may find value in decorating with furniture
and seeing what kind of purchase offers you generate.

Owned Property called out by this som =

K . e

Family Rented Property

- I Available properies 2=

The status of your property, whether shop, rental, or
family home, is calied out with a flag.

Properties naturally max out at a condition of 100%. Over time, properlies degrade in condition due to normal wearand tear. Active vandalism of
properties diminishes their condition. For a price, you can repair any properiy that you own. Properties with a condition over 50% have a clean, blus
display flag. Properties that have degraded to under 50% condition have a brown display flag.
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UPKEEP

i # )
= fousing degrades over time, whether through weather, age, misuse, vandalism, or
Zrzamity to major incidents of inflammatory political upheaval, Properties won't show their

= s2lg value if upkeep is not maintained. If wear and tear goes unchecked long enough to
=tuca a property's condition to 0%

r
-

the occupying tenant will stop paying rent altogether!
nally, a spouse in a family home will be completely unsatisfied at that point. There

= na rental penalty for a condition of at least 1%, however, Rent is not affected unless

on falls to 0%. You will be alerted that properties approach dire physical straits via
== contextual D-Pad menu. However, the contextual D-Pad menu keeps track of so many
s, and the game itself is so fast-paced, that it is easy to miss this small visual cue
ou're assembling a portfolio of properties, m

Do you wassie 1o ey eepaly this bouse? 10will cost B pokl

ake it a habit to check on building status whenever you happen to be lagking at the map lable. Blue
=y flags over your buildings? No problem! Brown flags, however? You might want to do some quick repairs! The costs of upkeep are a small price
2y 1o keep your buildings in tip-top shape,

DECORATIONS

& p—
you own can be redecorated, whether you reside there or rent it out. Be careful entering a rental property to redecorate at night, though—your
> may get upset, considering this trespassing! Once inside a house, the contextual D-Pad menu gives you some prompts to follow. By pressing Up
o D-Pad, you can signal for Jasper to redecorate the entire property as best he can, from your reserve of unused furniture. If you'd rather do it yourself,
o & you're unhapw with the job Jaspc does, ynu can enter Manual RPdacmatmn mode by pressing Down on D-Pad. From here, go up to individual

i a4 By e’y Conaf] e LALTF

Redecoration mode with Dovwn on D-Pad. Ghange walipag

I R‘wa_ﬂ fum::um out rumi-‘wrp]eces in your mm tory by &
Doiwn again,

-'31' P’ﬂ“ UP an D'Pé?ﬂ o have JB-‘FHSF redscarate the whole place as best Replacing fumiture afters the value of the home, usually for the belter,
he gan. Hem tiie most expensive pieces n.f fumititre you have.



NOTHING GOING ON BUT THE RENT

e Y.

In addition to choosing whather to rent aut a property, you also choose how much fo = =
aut for. How your prices for a given region trend in general, whether unreasonably hio™ =
generously low overall, is one of the most important factors for determining what peoge =

that area think of you. Set all properties to have normal rent and you won't see any crane
in the public’s opinion whatsoever; they're content paying an honest price for shelter 5=
the rent too low, or even eliminate it altogether, and everyone thinks a little bit better o8 oo
each time the rent comas due, as their portion is either nil or marginal, The same holds ==
for heartless rent skewed in the other direction; buy up all the rentals and jack up thes ===
and waich a town slowly start to hate you after just a few rent cycles. Of course, the nig==
prices are extremely high indeed, and there’s no penalty lo spreading your overpriced monapaly on homes apart fram tha public scorn, So, if you vaie

money more than you worry aboul derision, this path is open to you.

SHO

B Shops are a serious cash cow, but require a steaper payment up from:

Shops are less customizable and numerous than houses, but shass
offer a more direct revenue stream. The purchase cost tends o o=
much higher, but shops also tend to generate more.meney. Shops 250
Jdon't have upkeep; just buy the shop, set your desired price rangs

and that's all there is to it. Shops can be sold, though it is always = =
ST i ’ ¥ foss against what you paid for it. Asa. substantial bonus; yOUu recshs =
s b7 g % 1 i - 3 : - . discount buying wares from any shop you own! As with rental i

i ’ skewing the price away from:normal greatly influences what ciizsss

" think of you. Charge more for goods than normal, and the citizenry was
be pleased. Gharge less than normal, or even nothing at all, and they ®
naturally overjoyed. « >
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F ALBION REAL FSTATE LISTINGS i ik

remember e e naturetﬁfpcjmcsmlm?ﬁuﬁsg .
whims ofthe gqaple [mnaﬂy@lues can ch‘&xigeffur

any number of reasons, often before ;r‘uuwﬁ_ hink
about approaching to purch‘asea pmsaeclhmp!ut. Let
these numbers serve most usafyliy as guidelines. With
ihem, vauican el which pruﬂeﬂies in eachregionare
most valuable, relative to one anotfer. Whether or not
you getwhat's listed here - you pmhanly won't - is [ess
importantthan knowing whether you're getllng a good
bang for vour buck: L :

e
Y

« PROPERTY VALUES

Afew factars can influence the costs of just about anything in a given area, WM the public thinks of you isa good place to start have you done anything
o make a city's populace furious, or ecstatic? Are you perhaps such a terror thal .fear more than abhor you, or are you the apple of every eye? Finally,
what do you alrgady own? As you purchase more and miore properties in a given 1own, the remaining properties arow ever-so-slightly in cost, reflectinga
shrinking market. If you've a fat enough wallet to go for a Iot of real estate in the Tiﬂgplace, though, the difference waori't beia big deal.

¢

Thiese arethings that canialier a property's value before you ever even see it. After yalispurchase, you cag. fuffier alter the value of your homes by
repairing them and sprucingthiem up with swank new furniture. . ut ’

o

|1




DWELLER CAMP

- . The first seftlement you see afler escaping the castle is a jarring experience indeed. .. living sheltered behind the walls of Bowerstone Castle uiei
~ the reality of life for the downtrodden in Albion. Property values and returns are predictably low, but that just makes it easier fo bufwe;rythmg. Tt:us&ll:
retums add up.

-t

'-Thbammmesafﬂmwfarﬂanmmuﬁdﬁemaﬁﬁﬂﬂfmlﬁmﬁﬂ -,ﬁmmgajﬂfafpmwﬂescan.bemwmn tﬁ&fndnaymmdﬁi&-t
You buy your first new autfit here, but that's about it . - isn't much. All the litle amounts add up, and Y 7

i : i smfmmﬂpmhwmmm’
Sy r ' 2 murmcasxsamammd i

' DWELLER GAMP SHOPS
PROPERTY | BASE PURCHASE PRICE

" The Raggle Taggle (Clothing} 20
Sumimit Sugplis [Generel Goods) 270 430 4 a
ARion Ink (Tattockst) o o i

' DWELLERCAVP HOMES

- BASEPURCHASEPRICE | RASESELL e HEOMERENT oo
FREEnTY {180 | e | . HORMAL | HigH HIGHEST

BASESELL
PRICE

¥ Ciestare Raferanica Houss L] L] 18 % H 72

KA E, ey Ths Rat Howse 00 810 18 % 5 n
T TR L Wirs Tibbing's Carmvan fii 810 18 3 M
e SRR The Houss of Risdies L] 810 18 % ]
§ofeooo L Thalrooksd Camvan 9 10 18 % 5
T T 30 810 13 # 54
JL e Gl Poom 102 & i £} ]
> B TheSaughte Howse 123 & 1 i S
z 4d 0 TheCaern ol Love 1028 &t L £l ]
d A Wirmpet's Sniffle 108 ) a 40 ]
‘Eii Winter Wagan 4 B
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BRIGHT WALL VILLAGE,

{4 -

Brightwall Village is quite a step up fram the Dweller Camp in every way except being covered in snow. There's more diversity of peaple and property, fora
rmuch wider spactrum of investment oppartunities, Here vou beain to ses that the real monay in real estate comes from high-dollar shops. The initial outlay
can be daunting, but the money comes back double-time.

The Dweiler Camp doesn't have much in the way of shopping. In contrast, The gem of the bunch here is the pawnbroker. The price might not be

Brightwall has it all. Keep an eye out for sales in stores, and offers for extra right, though. To earn fast, short-term money to vse towards housing
maney far ceértain goods at the pawnbroker, invastments, figure aut which fob is the easiest for you, then lavel that

Jjob up to 5 on the Road to Rule. With a maxed multipiier of 10x on a
Level § job, you can make more than 3000 for each brief round, Keep
that going for a while and you won't be frefting so mueh at the stegp

costs of some buildings.
BRIGHTWALL SHOPS
BASESELL | INCOME: SHOP SALES
PROPERTY BASE PURCHASE PRICE PRICE [ low | NORMAL HiH m
Beightwall Banauets (Food) 550 B55 4 i | 2 &
Esightwall Boaze (Drinks]) 950 55 " Fi ] 42 &
Brightwiall Bty (Gifts) 2850 2565 42 5 128 m
Erightisall Madicina Potations [Polions) 630 2850 42 2] 128 m
By 'n SeB'n By (Trade Rems) 3800 3420 5 114 M 228
Gond Bay (Dog Banis) 3865 Kon ] Ll 114 " 8
Mustache Mangioes [Stylist) 15410 13,869 bail 462 4] 424

et Fitud Frocks [Clathing) 40,050 ]
Fabubouis Furnishings [Furniftura) 48,100 T2
Brightual Blades. (Weapoog) 60,950
Ye-Oull & Quandry (Pub) 76,390
Beihteral Brokeraga 142,65

BRIGHTWALL HOMES

BAGEPURCHASEPRICE | BASESFLL | ICOME: RENT :
AT PRICE | Law | NORMAL HiGH

Misgmomnat Honiss -

+ Houss of Cluck - - - - -

Fluff Coltage . : : . -

~ Theid Semckehouse 202

| Mouri's Mansice 0 1
Housa of Siats 3502 19
Tuwe-Knock House 4
Bemibliar's Gorufi

TR




SILVERPINES

(e

In this creepy, sleepy region, found by way of Millfields, field_ls flill E_\i wolves ans
balverines surround humans who've enly settled for access to the Silverpines Mas
Selection and accommodations are spartan compared to many plaﬁes. buf thee'sz
unique shop in The Werehouse, and some inexpensive houses to:scoop up 2nd =22
to your burgeoning portfolio. '

The Werehouse offers a strange menagerie of trade goods and rare items.

. SILVERPINES SHOPS

: BASESELL INGOME: SHOP SALES
§ PROPERTY : i

The Werehouss 25,000 2250 i 70 1125 1500

I SILVERPINES HOMES

BASE PURCHASE PRICE BASESELL | INCOME: RENT ; :
M PROPERTY sy t -
— {100%) FRICE LW NORMAL | HIGH | HIGHEST

Finkelouse Fam L % 14 12
Lispine 26 i L L1 145 194
Houss of Hulshotf 670 ! & 145
Tha Skitr 7178 100 150
Mocrshine Cabin i 100 150
Carpenters Lndps 5 56 13 i
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b ' MILLFIELDS b
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There's not much in Millfields save for members of the aristocracy huddled - y
in their mansions around Bower Lake, fearful of roving mercenaries in the st /? { : s
surrounding lands. Bower Lake is one of a shrinking number of nature’s Li
treasures that hasn't yet been plundered for the sake of the industrial
revolution. Of course, the cost for these spacious waterfront properties is
outrageous, but in return you garner the best rental fees.

And wiho said Bower Lake would escape the wrath of onrushing progress forever?
You may have a say in the destiny of the lake at some paint. ..

MILLFIELDS HOMES

BASESELL | _ INCOME: RENT

TEEENED | BAGEPURLEAGE PrLE | PRICE | LOW HORMAL |  HIGH | HIGHEST
Chavington Hat . - - . .

Tienmins Tawers 153,734 155,286 3450 2] 10351 13802
Clondy-Stasnrisrs Manor 21530 1TB.E45 3925 7850 11775 15700
Fakaney Hall 240388 197,123 4380 B761 13141 17852

DRIF TWOOD

<o)

Driftwood is an area socked away along the southern coast of Albion. In the distance, views can be had of both Bowerstone Castle and the tattered.
looming Spire. A city can be slowly built up along the islands of Driftwood by completing a series of quests, starting with Pest Control.
: : oo n— e e

More of the fown is opened up by completing An Island Gelaway. Gomplete the Giffwood for Driffwood quest to compietely round out this sleepy

aquatic getaway.
DRIFTWOOD SHOPS
| ‘ BASESELL INCOME: SHOR SALES
PROPERTY ] e et D -
| Bt 0 |  PRKE KORMAL HIGH HIGHEST
Tradewesds (Trad Goods) 4000 3600 0 12 180 240
Drifter’s Misceflany (Ganeral Gouds) 00 2430 40 i1 14 1683
Duitter's Fisbery (Food) 200 1800 30 il ] 10
3 Giftwood (Gifts) i) 243 4 # i ]
DRIFTWOOD HOMES

BSEPURCHASEPRIGE | DASESELL

~ INCOMERENT
PRICE

PROPERTY. RGH R
(100%) | oy | LW NORMAL HIGHEST

Driftwood Gabin e 1883 4 ik} i 166
Cart of the Solitinn o] 210 18 ¥ 54 72
Sparrow's Carzrn w0 810 18 3 54 72
The Caravanof Damizn Brundich 2] 810 18 3 54 e
The Sticky Caravan %90 810 18 # 54 72
il Crasiey %0 810 18 3 54 il
0id Relishle 90 810 18 3 54 72
Caraven of Mogo 890 a1 18 3% 54 it}
The Fal Wagon 590 810 18 k- 54 7
The Wobkly Yagon 480 810 18 £ 54 2 by
B i e




MOURNINGWOOD

e — e

The area of Moumningwood is that patrolled by Captain Swift and his men, ever-vigilant against the encraaching hoards of squat hobbes and skeletar hollow
men. Also presant here is Mourningwood Village, a hippie commune. Situated as it is among the trees, it's a totally groovy place for the enlightened free-
thinkers of Albion to gather in unison with nature, to exchange their organic, fair-trade eats, to explore their sexuality, and to—ah, what were s;aying,
man? Nearby, Mourningwood Fort itself can be purchased, which unlocks the Mortar and Mourning mini-game that repeats the defense e\rem in the main
quest. Go after Captain Swift's record to snag a Legendary Weapon as your prize!

: : : R S R SR
Mourningwood is no Brightwall or Bowerstane for bustle, but the eco The fort itself is semi-expensive and éﬂefs.r_m
warriors here have a charm all their own. Perhaps that comes from recurring rental mmpensa!rbﬂ-ﬁ:i return, but on the
not showering. . bright sidle you can play the Mortar and Mourning
; mini-game as often as you want for item rewards.

MDUHNINGWGGD SHOPS

Oiganiz Ik (Tattocis!)
The Melkw Emporiem (Bensra Goods) 553"3
Peas and Love {Food and Polons) 6480

MOUHN[NGWOUD HOMES

(108%) FHIGE NORMAL | HIBH | HIGHEST 8

* Maurnmgwocd For esim 2
Drop-out House 2884 il 185 ]
Feaven's Kest 315& 2532 115 in bl
Happy Hipples' Hul o] 24 12 181 M3




REAL ESTATE MAGNATE

- - o T Y

| BOWERSTONE. INDUSTRIAL

of A e

The choking smokestacks of progress can be seen (and smalled) fram far away. The consequent property values of establishments and residences
situated here are some of the lowest in Albian, an air of smog and forced child labor being discouraging to land appreciation.

The heart of the industrial revolution is here, carried on the backs of the The Riveter's Rest, a place of drunken respita for the workars of the area, is
poorest people in the land, the only properly here that offers solid individual value on fts own,

BOWERSTONE INDUSTRIAL SHOPS

o

Het, Yummsy, and Cireular {Fond) 840 756 12 & W 48
T Fair Tracker {Trace (bams) 3360 k] 50 100 150 Fi|
] The: Riveter's st {Puby) 27,240 24518 0 86 1225 1633

BOWERSTONE INDUSTRIAL HOMES

T BASE PURCHASE PAICE | BASE SELL HEOHE: RENT
; (iogs) PRI LOW

Wioode-Fuddleiuck-Glimbang Mansion .

Bumirey House 304 2466 54 108 163 18

Captain's Lodpe 35 2578 57 114 1| ]

The: Smogales o] hiET] B 122 183 44

Sailor's Retreat £ 2862 %] 121 180 25

Rotter's Hump 3H 2876 ] 127 130 254

Rannkgan's Chump bl 230 85 130 185 260

House of Bilge ko] 84 [ 132 198 24

Crunge House kv 2207 ] 13 189 288

The Greddacks k] Fel ] m 145 27 20 E : ;
House ol Filth ] a2 ] 143 23 78 ; i Lol
Futtock's End 4251 5478 n 154 21 208 3 AR Bl
Guilord 4 3% il 161 241 3%

Fium House
ol T
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BOWERSTONE MARKET

e

Finally, a metropolis to make Brightwall Village seem quaint. This market, located near the seat of power for Albion, is the most expansw:g inthe land. Lz _
Brightwall Village, there are options for every budget. Many store kiosks and houses can be acquired on the cheap, vet there are still options f:;lra larger
lay-down of currenuc;;rl should },rnu desire.

Bowerstane Storage isn't exactly a house nor a shop, but owning it gives Eowersrone mrkefhas a fewmtemﬂh}' shaps forapamnﬁaf mmerm

you solid payouts, and a treasure chest is contained within. consider. Like most pawnbrokers, the one here offers huge payouts, but
only with an equally huge up-front purchase. Several shops here repressm:
imvestments that are almost as good, but nof quite as commitiing.
BOWERSTONE MARKET SHDPS ; ' :
! Bﬁ-’:‘E INCOME: SIIUP SALES
PRAPERH mxﬁm ; PHIGE HORMAL
The {8 Trout (Food)
Bowerstnne Bevarages (Drisks) 1060 15 al
Fiomwar Boer (Food) 1080 95.1 15 il -1?
Num Num Pies {Food) 1060 54 15 ] a7
Javrall B oy [Gifts) 4240 kil 53 126 1%
| Tal's the Way to Da Il {Tatinosst) B8 5% # 150 74
11l Gt Yoy { Stytst) 16,560 15,584 254 508 162
| The Magic Batde {ofins) 158 LT 42 54 1445
| ) it & Guf (Gemeral Gooss) 24 b B35 1213 130
We've Got Wood (Furniture 5348 4T i 159 1]
Biwer Thigads (Clathing) B4 LR 5 1844 2
The Iree: Hool {Weapons) 67 840 61,056 iiFy 2034 o2
- The Gock in ihe Crovan (Publ @40 T 129 2474 8
3 Bowerctons Brokes (Fannbrokes) 265,000 250 75 7950 1nes
BOWERSTONE MARKET HOMES

THCOME: RENT
G  INCOMELRENT

PROPERTY 5
X PRICE | LOW | NORMAL | HiGH

Baryersiane Siorape 107 428 95,585 - iy

The: Gale Fouse 4B 3055 8 175 62
Treaie’s Slump 4914 41 ] 178 a7
Lelipop Lodge S1H a1 kil i3 m
House of & Thousznd Aocding Nads 5057 a3 Ell it m
The Shrirs 5239 4288 o 180 %5
The Last House on the Lelt My Left) 5640 15 1 Fir-] w7
The Delihoues 6029 an 103 i 28
Sharkleton Ricksle il 49 1 m 31
The Bricks 6103 B 1 m k< }!
nbastation Cottage il 499 1 o k]
Hoke i ihe Feed Howse 6261 s122 13 o k]
The Antigus Roadhouss i Nz 113 Frig W
The Oid Toemhouse B0 5293 17 bk i)
o0 Dhack Stack Stk 8159 6676 145 % ]
Pireersids Sluds a1z 7454 165 kx| 4
- Waary Brove 9 o 173 50 55
The St men 8355 185 m 556
House of Cardg 16,801 13583 o B4 =1
Lk The: Ft Count 16,168 14563 ) wy an
| o ; Hugtesdle Hisights 24563 2034 =5 0 165
It . S The Doghouse w73 71053 &7 %6 e
. 268 - i -.Mq‘ - . . /




REAL ESTATE MAGNATE

¥ . el o o E

BOWERSTONE OLD QUARTER
e o o -F

=

This poor, weathered district of the city has taken more punishment over the years than just about any borough could stand. At some point later in the
story you have the opportunity to help revitalize this area, re-instilling commerce and family to the district. The houses and shops are modest both in form
and value, but there [s worth in having more shops to check and citizens to influence.

Dan't worry, it's not hard to pinpoint when the Bowerstone Ofd Quarter Properties here are humble, but the shops may have inventory you can't
decision is made. find efsewhere, and the people couldn't be more full of gratitude.

BOWERSTONE OLD QUARTER SHOPS

BSESEL
Nz Elaine Neous's Goods (Geners! Goods) 1:9.! 1350 22
Pation Emotian {Pofions) 1600 3 ﬁll L] 12'.1
Eat It! (Fod) mn:u 1800 30 60 ] 120
Marchasts Mile (Trade Goods) a0 3600 60 120 160 L]
Cattuered Mutts {Tiog Baoks) L] 3500 &0 120 160 il
Gimme. Gimme, Gimme! (Gfts) 4000 3600 il 120 180 20
BOWERSTONE OLD QUARTER HOMES
PROPERTY BASEPURCHASEPRICE | BASESELL __ IKGOME: RENT
{100%) PRICE LOW [ NORMAL
The Bakles: ] 3882 Bs !
Hamied Howze 7 L 1] 45 190 285 360
The Knnocs gl 5040 12 el 3% 1]
Simmies Housa ikl 5049 12 ] 36 48
Nightshade House 8171 5040 112 el 1% 4
Chesse Cottage BT 5049 112 a4 k] 48
Duckeurih House gi7i 5048 12 el 138 4B
Sod Houss B2 50 13 e} 1 452
Shingles End 5T 8137 114 ] e 458
Tumbheduam Arme B35 5166 114 | kL] A58
The Shambles 6315 §i68 114 w k] A58
Throckbibible Mansin 836 su7 118 nr ol i
House of Stalns 6602 S0l 120 240 350 4B
Crumblz's Tegping 56 5445 121 M2 B
Fattie's Retoeat ] 517 124 48 i
Curmudpgesns’ Cottage BE6E 58 1% =] E1]
Pogule's Knocker (66 555 1% = i
| Know We Can Make This Work Manar Tii5 v 12 bl 87



AURORA

e
Like the Bowerstone Old Quarter, Aurora is also an area whose condition—and potential for profit—depends largely on your actions. A rebuilt Auro
mmes residences and 3hopstur the frequenting, on top of an aesthetic lhal ] ranically different from the conventions used acrass the sea, | lnAIblm. _

BT

Yaurbesibasisherearerﬁemapanssm u-'ifrepawnbmker S&, pres
much the same as everywhere else.

j Hveancr;afﬂmajesﬂunﬂﬂmm s matched v‘ﬂfewm‘a‘rerplaces Pictured here,
our Hero wears the Auroran Suit, only available with the Limited Collector’s
‘Edition ofFable |1,

AURORA SHOPS )
BASE INGOME: SHOP SALES
Fab ot

Dekctable Dalighis (Food) 1% n w 85 14
" Wegelabbes of Aurora {Food) I!!’.‘ﬂ 1728 % 57 BS 14
i The Curiosity Shop (Bifts) 3840 M58 i1 i 172 o !
E Skeichy Tatioos (Taticaist] 4B00 4320 i 144 216 b i
Me=ca Tonics (Potions) 4800 4320 n 4 2B 288 <
Styles ol Aurore (Styfiss) 17280 15552 258 Sid 1t 1036 § T
Honsst Omar's (Banerzl Goods) il 073 us %0 1036 1381 o .
e ) Rabes Age Us [Clathing) il | 77 haR 460 8 1381 1842 ; . -
7 The Armuury (Wezpans) 29920 a0 748 1497 245 2984
Figtsam's Jetsam |Pawnbroker) 184000 129,600 21160 4320 480 BEAD
~ AURORA HOMES
Pl
S rRoPERTY BASEPURCHASEPRICE | BASESHLL INGOME: RENT
= N (100%) PRICE
Tha Housa f Tannar the Great 4275 3408 i 155 2 3o
Housa of Platiudes &5 3498 i 195 m i
The funss 4275 3408 i 155 n i
Housa of Culat 4375 3448 i 195 et i
Dimsaet Vi 4275 3495 i 155 22 o
Wanderer's Retreat 75 3498 i 155 e n
*  Curioes Cottae 4275 3458 i 185 ekl 30
Sandsky House 4275 Has i 15 23 3
Warnirs Rast 4275 W if 155 22 3
Hermiane's Hermetic Hermitage 75 W fr 155 Fuck) k]L]
Shackiaram Hous: 4275 345 ) ] Fars 30
Howse of Hmilcar 4775 £l i 195 2 k) i}
K-\ #v's Cottage 4275 3453 i 155 22 30

Goid Star Manor 275 HE r 19 il i




ALBION LOVE
CQNNECTION

o — A 1: nﬁclom H’.c Ah]LlO\.‘l s{re{a[ﬂng as f.le:a [mn
Lr%f“ﬂ i }l.:':‘u lo sea a.ncl c'lcmnl)ass[rg rjuzr:u n[ w{{ie-rmﬂ fs

towns, and l:ﬂ.les. is E&ls’.]lng W[{}l Fc:r;;::i:: [ ccf}lu 5<:m5
o r:m.c! {m u.{hcnc]ing lo d‘LEiT timl}.' lmstnnss. t:[mHi_uS

catJ'l oﬂler uF. [a”[ng in nn:] oul u[ erc. a.."ch raisiné
r.hllc]mn TJ"LEGC are 'EJ'H‘. ‘;::.'JP](: )«'ﬂu scel(

te Pm’r.ec{ [rnm your hrothay LDf)'m'
; amonS :.LLer d-.rcq{q_ Tlﬁs is wLm
you ['6“ [orl Bu{ yeur rc]ui[maslzif;
'nﬁ'l'.]d "J'I(.‘: Pcoplc o[ A]Lm at ]urSr:
jsnt Jusi about your s:’tmgslg asaimd the Ktns
or your vﬂliﬂnce in l:.af'lle, [or you ean rJ_lsr: ““&“5“ c<~$
Fersm onan [nchviJua.] leve!_

and neads? Or are you no different from your brother?

I Are you kind fo the peaple, considerate of their wanis
It's up to you.

Many Legendary weapon bonuses and Achievernent unlocks
are contingent upon fralernizing directly with the citizenry.




]

THE PUBLIC TRUST

Your contact with each bersnn can have an effect on both that individual's opinion of you, as well as the opinion of the townspeaple at large. If your contacs
comes in the form of whacking villagers into oblivian with a hammer, or grosshy overcharging for rent or goods on your properties, then these activities =
noticed by those citizens not directly victimized. On the other hand, kindness and charity to the populace are likewise likely to be lauded by the group. O
course, while these overarching behaviors alter what people think about you, they are not direct means to familiarity. For that, you must roll your slesves
up and address the populace directly. This is accomplished through Expressions. Aside from during a few moments in the main story, you don't have to
cultivate relationships, but great rewards are found in daoing so.

TYOU CAN LEAD A HORSE TO WATER..

Face a villager, stand still for a second, then pull the left trigger to hold their hand. Once your hands are clasped together, you can lead the villager wherswes
you'd like. You can still hold the A button while moving to sprint, as though you were running alone. You cannot fight or engage with other objects or
villagers, however. You must first release your grasp by pulling the left trigger once again. Trying to force them to run through too tight a squeeze

(or through other people or abjects) can also cause the bond to be broken, though your partner tries to catch up if possible. Note that villagers only go
wallingly if they feel neutral or better about you, If they're hateful or fearful, “Hold Hands" becomes “Drag!™ You can still haul them wherever you'd like, b
it takes longer to do so. From going on dates, to leading scared citizens back from the wilderness, to dragging escaped criminals back to jail, or bringing
“olunteers” to a new place of employment, there are many uses for handholding throughout the game.

S SR . I R BT : el e o #; 3 5 o e
| Gitizens ﬁfﬂr'naﬁm ; fear from you come quickly and wilingly when led Those whase opinion of our Hero is less than sterfing must be dragged.
by the hand. Whataver gets the job done, yes?




ALBION LOVE CONNECTION
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AN EXPRESSIVE. PERSONALITY

e »

»

Expressions are your most

direct means of influencing your
relationships in Albion. Expressions
are performed by interacting with a
person, then pressing and holding
either the A, X, or Y button. You
can release the button at any time
to get credit for the expression,
and therefore any available Guild
Seal reward for interacting with
that person during whichever

state they're in at the time, but

the effect of the expression on the
relationship is much more potent
if you wait until the gauge charges

fo the sweet spot to release the
. : during the sweat spot
out, you return to the interaction
screen with that same person, ready to perform more expressions. At the beginning of the game, you can only use Shake Hands and Belch
Expressions do nat have 2 pass or in your mFeractiuns. As the game progrlasses. you have the opportunity
tail chance, as they did in Fable |1 1o use Guild Seals to purchase expression packs along the Road to Rule.
Exprassions simply wark. These enhancements not only add more expressions to your repertoire, but

also unlock new abilities entirely. You cannot make friends, have lovers,

or raise children until you purchase the corresponding packs. Sao, while
you can Belch in peoples’ faces until everyone fears your vile breath and
poor manners right at the beginning of the game, you cannot spend an
equivalent amount of time cultivating more rewarding relationships for a
while. Soon enough, though, you are free lo lavish kindness or scorn as
you prefer on almost all the people you meet. (Only a few guards and other
characters cannot develop a relationship.)

EXPRESSION | T o e
PACK AVAILABILITY | s gy | DESCRIFTION

Fileend Expraszsion Learn Whistla, Herg Poss and Chat expressions in
Pack Al Wi B 2 e b batoen Hiends ith the peogs of A0N,
Lover Expression  Rosdto Rose 3 8 mwwﬁgmﬂﬁﬁm@mgw
Ml fuls Hiends o ever Kovers. with The pesgl of ARBiGn.

Jotker Exprission Rlozd to Rl 4 5 fecome @ comedian by learning the Tickds, Pat-A-
Pack Sahine Promise Gake, and Chicken Diance expressions.

. . Leam how to coerce peaplz and band tham 1o your
ma‘m‘”" gmgma- B ‘il vt e Insult, Point and Laugh, seve Thematen

EXPIEss0ng,

. . Secome the warkd's grestest parent by lzaming the

Qooifuwtty | o e 5 Tickla Child. Pick U and Hup Chil, and Cudd
pabii Beby exqrssiong

HookgnExpresson  Road o R 7 Gart it b be  foud,otioyicus out? Than learm
Pack Fape Mezling 5 g‘rﬁm:anmmwm'ﬁm!mw
Seary Expression Flosd to Rl B Leaini the Grod, Scary Laugh, and Bloodiuss Rear
Pack Fezver's Manor : ] mm!mmm%mﬂ.
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. WEAPONS TO EQUIP WHILE EARNING GUILD SEALS

- USING EVIL EXPRESSIONS

WEAPDN HAME

,\w

HAMMER

/

PISTOL

.
&

Each person’s appraisal of their relationship with you is readily available. For information at a glance, hold down the right trigger. Any villagers in sight
who can be influenced have a symbol above their heads to give you a general idea where you stand with them. For more detail, approach a giﬁen persan
to prompt new display elements to appear to help you gauge their opinion. The relationship gauge at the bottom of the screen shows their state of mne
toward you. To begin direct interactions with a particular person, press the A button while this meler is present. From here, you can hold the right trigger =

Souldrinker

The Inquisiiar
Sherp Pair

b

Trolizfight

Sorrow's Fisl

The Tendesiser

The ice Maiden

The Sandgoose

LEGENDARY- |
| CTIVE
poys | OB
Eaiti Guild Seals kom
4 Ty el expressiors.
Exm Guild Seals kom
© s vl expressions.
2 Guild Seals Ir
© gesgar pritemoredgil
- Y Faen Guikd Seas from
Rigenaralion eyl expressions,
: Earn Gadld 323l from
& enzce evil Expressions,
Eam Gidld Seals from
B4 il expressions.
Eam Guild Seals biom
9 Slecger sl xprassions.
i
64 insuler Eﬁlnailergsﬁﬁjas.wm
- Earn Gulld Seals from
& jggsshe £Vl EXprESsions.

REWARD

+15 Extra Damage

Gaim Mansy per HE

Earm Build Seals
Faster in Coméat.

Gain Health wilh
Ezch Hit

+14 Futra Damage
Earn Guid Seals
Facher in Combat

+ Shotgun Speay

+10 Exira Damaga

+1 Gold per kit

GOOD EXPRESSIONS
Shake Hands

Whistle
Hero Pose
Chat
Dance
Hug

Kiss

Tickle
Pat-A-Cake

o e 8 S B

GOOD EXPRESSIONS FOR
CHILDREN

~#- Tickle Child

-+ Pick Up and Hug Child
-+ Cuddle Baby

SILLY EXPRESSION
=+ Chicken Dance

EVIL EXPRESSIONS
Belch

Insult’

Point and Laugh
Threaten

Redeo

Fart on Villager
Vulgar Thrust
Growl

Scary Laugh
Bloodlust Roar

K I 5 % o Sl E B

AN ALBION STATE
OF MIND PUBLIC TRUST

gain more insight into their personality and preferences.

—

-

TG

ey

Villagers came in all shapes and sizes, with all sorts of different preferences. Straight, gay, joyous, humoriess, silly, serious, and so on. In the end,
though, the choice is really still just batween using either good expressions to build trust, or evil exprassions to torpedo it




ALBION LOVE CONNECTION

P

Positive Expressions +

BEST FRIEND

J Positiss Bt (Sexialdncoimpatibi)
Relationship Quest
Positive Expressions +
.l Data (Sexually Compatibic)
i Negative

Expressions
R __ Negatue ___

|
Unp mwlc:ted Sex

NEUTRAL

o p—

The first time you interact with a person their state is almost always neutral,
indicating they have no solid opinion, neither good nor ill. (Their opinion
may be influenced in advance of your personal meeting, however, if you've
committed global negative acts against their area, such as needless murder
or overcharging.) By interacting with the person and performing either good
or evil expressions, you can tilt their opinion towards friendship or hatred.

If you bottom-out the neutral gauge, their lack of opinion readily gives way
to hate, even at the start of the game. On the other hand, provided you have
the friend expression pack, max out the neutral gauge and the citizen offers
4 Relationship quest. Complete this quest and they become your frignd.

- T R




HATE

If you heckle, ridicule, and otherwise annoy a citizen continually, their
opinion of you slowly slides from neutral to hate. Unlike ascending in

the other direction, towards friendship and love, no expression packs

are required to steer someone fowards hate. This state is pretty self-
explanatory; they won't like you much. You must weather their derision
whenever you wander nearby, and their prices toward you (assuming they
own a shop of some sort) are negatively influenced. The relationship Is
always salvageable, though, if you start acting nicely toward them. If you
marnage {0 max out hate, you must do a Relationship quest to progress
back to neutral. Perpetuate evil behavior, though, and hatred can give way

to fear,

FEAR

sl o ARG D Continue down the path of annoying or threatening someone who already
pifed adie hates you, and they eventually teeter from hatred to outright fear. In this
3 2% state, they shudder and cower in your presance. You see an apposite effect
: on benefits in this state. If they own a shap, their prices are likely to be

favorable toward you, out of fear for their well-being. It's possible to create
= a fear state in lots of villagers without ever talking to them at all if you run
N roughshod through their village killing pecple. In this case, people who fear

i you without ever talking to you directly cough up Guild Seals as a reward
s 2 b when you simply bump into them going about your normal business. You

" can still retrieve relationships from fear, but of course the going is longer
than if they simply abhor you. You must complete a Relationship quest to
go back from fear to hate, and then another to go from hate to neutral.

: AR sy O

There are a few Legendary weapons with bonuses that vou can only unlock
if you walk the patft of a murderous despot. If you're going to make people
Tear and hate you anyway, you might as well kil some of them with these
weapons tog.

Having everyane hate you isn't necessarily useful, but it is more or less
guaranteed if you play the game a certain way. Raise prices, grind your
morality and corruplion info the dirt, pass judgrments that lower guality of

life, and kil the innacent, then hate, and eventualiy fear, is inevifable,

RELATIONSHIP BENEFITS/DISADVANTAGES
RELATIONSHIP STAGE | I

SHOP/STALL PRICES™

Love/Bes! Friends 100% 20 Disconss
Fiiends b 0% Discount
Neveral - -

Hate L) S #10% Dvercharps
Fear 1% 0% Diseoust

“This is the chance that one of the people with whom you have a refationsho
{good or bad) will have a gift for you when you entar the region.

**Pawnbrokers don't offer the same discounts or overcharges.
“**This isn't a gift so much as it is a bribe to make you leave.

WEAPONS FOR KILLING VILLAGERS AND SOLDIERS

WEAPON NAME LI:GE'-'I‘MH'F OBJECTIVE REWARD
BONUS
SWORD
/ Teimusier | @ poodsicker | LpiL RSN g e
HAKMER
sty | Qg | HICRESO b Diage
PISTOL
Kl 300 il (Gain Heslth =
H;NHI: i .a:?l Hi

/ Bioderaver G4 Biood Orainer



ALBION LOVE CONNECTION

FRIEND

If, from a neutral state, you shower a citizen with good expressions, their
neutral gauge eventually fills up. Then, if you have the friend expression
pack, they offer you a Relationship quest. Complete the quest and this ;
person s promoted from the neutral state to become your friend. Once you're friends with a citizen, you can continue to,regale them with positive
expressions to max out their friend gauge. At that point, the next step depends on whether you are sexually eompatible with that person, (Straight villagers
are only compatible with opposile sex Heroes, while gay villagers are compatible with same-sex Heroes.) If not sexually compatible, then a Relationship
quest is triggered that, upon completion, transforms a friend into a best friend. If compatible, then vou can fake the friend on a date. Complete the date
successfully and the friend becomes a lover!

Talssiamutup ot . Foueh
1 nmn =

Courier: You have to deliver a package or letfer for your prospective friend. After
a successhul delivery, return to canfirm the delivery, complete the quest, and
progress the refationship.

WEAPONS TO EQUIP WHILE MAKING FRIENDS

3 . : ; LEGENDARY o
Felch: Citizens sometimes request that you retrieve a mispiaced item for SWORD
them. This itern is always found in a dig spot, which you can find with the
help of your dog, and the glowing trai,

Becomafriendswitt Eam Gofd Seals

TheCaswid 4 harmar 30 vitigart. Fetler in Cambat

HAMMER Watelts Malst Become fiends ity +10% ancent

; 20 ilanrs Knockirck vs Al

4 i Hiteer 30 vilagars. Eremies
3 Becoma fiendswith  Earn Guilg Sasky
The Absaiver @Rt Al 0vilages Fastar in Cambzs
The YO Become friendswith  Gain Maney with

& Cam W ilagers Each it

K The Banumificatdr g Fogolar Eulﬁfrgr'qwd:mn‘ 17 Exti Damagd

RIFLE Arkwmight's Becoms friends with [Earn Guild Sealy
Fintiock L 30 villagers. Faster in Comba:

st pREErE % b - P T
Gift: The villager may just want a present. If you don't have an appropriate
trinket stowed away in your inventory, check out Brightwall Biing in TeSsdiooss bty Saoeg Foddy ol (- ok Norwy i

Brightwall Viliage, Jewsll Be Sorry or Gifts & Gumf in Bowerstone Market, : e Each

Gimme, Gimme, Gimme! in Bowerstone Old Quarier, or The Curiosity Shop

in Aurora. 277




TheLove Sword G pmar

rlends

SEXUALLY INCOMPATIBLE: BEST FRIEND
From friends to best friends: If you aren't sexually compatible with a citizen,
this is the course the relationship takes at the end. Once their friend gauge
is full, they send you on another Relationship quast, as with any positive
transition from one refationship state to another, such as neutral to friend.
This can be a felch, courier, or gift-giving quest. As before, if you don't have
an appropriate gift on hand, head to a gift shop in Brightwall, Bowerstone
Market, Bowerstone Old Quarter, or Aurara to make a purchase,

SEXUALLY COMPATIBLE: LOVER

If you ARE sexually compatible with a friend, pushing the relationship to
the next step leads to gaining a lover. A compatible friend with a maxed-out
friend gauge can be taken on a date. On a date, you have to hold hands with
your new love interest and lead them to the rendezvous, as indicated by the
glowing trail. Here, you kiss them to affirm the new commitment.

WEAPONS TO EQUIP WHILE GAINING LOVERS

52 LEGERDARY

/ Sairmnw's Fist ﬁ'me
{ Elvoderaver % Elood Drickes

WEAPONS THAT CAN BOOST ATTRACTIVENESS

Waie § vilagers
e you,
Wake 5 vikages
o you.
Make 5 vilagers
e you.
WMk 5 vikagers
fewve you,
Ehake 5 vilagers
Ko you,
Wake 5 vifagars.

o you.

Mk 5 vilegirs
e you,

Wake 1 ilagers

v you,

Miake 3 villagers
Ivz o

#25% Alfractiveness,
|memurity o Searring

+20% Allratlivanss,
Imeerity o Szarring

Earn Guid Sealy
Faster in Gombat,
Earn Guild Seals
Fasagr in Combel

Earn Guid Seals
Faster in Combst

Earn Guid Seaks
Faster in Combsal

Eamn Guid Seals
Faster in Combat

Leese Wekght 'with
Each Ht

Earn Befid Saals
Fasiter in Combat

ate
FurpeIschtioy Dot w1

W Love is the first step toward firs! marriage, then sex and possibly childres
WEAPONS FOR KILLING LOVERS I

| OBJECTIVE ‘ AEWARD

Eatra Knockioes =
Hesman Enemes

B2 Demm

Farn Guld Sxse
Faster in Comia

{ REWARD

+25% Ainchem=
Immunity ke Sy

455 At
Ienmuriity & S

HYE Al
Immunty 2 ==




ALBION LOVE CONNECTION

- PIE ettt s X P E

MARRIAGE

You can propose to a lover at any
time by interacting with them,

then pressing the right bumper.
Assuming you have a wedding ring
(available at jewelry and gift shops),
and a home (or enough money

to buy a home), the proposal is
accepted! You immediately have

to select both a marital home and
awedding ceremony. Most homes

and weddings are expensive, so be You can propose marriage to any lover with the right bumper. In order to go through with the marriage, you have fo

aware of the costs of matrimony select a marital home. A different home must be selected for each new spouse, naturally, and prudence might dictate
s not placing different households foo close together

going in. After your ceremany you

can let passion take hold and lead
your new spouse to a bed, in order
to consummate the union. [ you
have a condom on hand, you are
able to choose between protected
or unprotected sex. Unprotected
sex can lead to the transmission of
STDs, but you may also be blessed
with & child!

s e GBI s .
I On top of selecting a home, you also have to select a ceremany. More expensive ceremonias are
more lavish and wei-atlended, but you have a marriage whether your choice is frugal or opolant.

Ah, the fun part! Use protection if

you don't want a iftle one.
WEDDING CEREMONIES
LOCATION | THEME | 00ST
Brightuall Village Sirest Wedding 0 hurora Simpla Wediling 500 Brightwall Vilagé Hrademy Wedding 4000
Moumingweod Shamp Weddng 1 Dretlier Camp Drvgliar Wy ms Mikizids Liake Wedding 5600
Boveerstong Markst Vgrant Wedding % Milfigis Manumen| Wedding 1000 Bewersioas Market Riyal Mile Wedding 5000
Deselier Gamp Wintar 'Weddieg 1] Maurmingwaod Fort Wedting 1000 Bowerstons Indusirial Canal Wadding G000
Miltfizigts Mutdy Wedding 10 Boeersiong Market Towm Seuara Wedding 2000 Aueverstaag Castie Ginden Wedding G000
Mourniagrood Far Out Wedding ] Aurcea Festive Wedding 200 Aurcra Lavieh Wedding B0
Brightwal Vikge Bridge Wedding 400 Dhwvedar Camp Dweller Court Wadding 20m Bowersione Castie Statg Wedding 12000
Bowarstone |ndustnal Back My Wedding 500 Bwwerstane Industrial Factory Wit 5m Bowersione Castle Firgal Wedding 20000
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WEAPONS FOR KILLING SPOUSES

“Inthe afterglow of post-marital and post-coital bliss, you must take care of LECENDARY
some bookkeeping regarding your new next-of-kin, and you have to start WEAPON NAME BINUS | DBIECTIVE ‘ REWAR
thinking about the long-term contentedness of your spouse. You receive HAMER
a dowry for marrying, along with a small stipend from your spouse sach T i es | [ g Lose Wegm o=
time incoming profits and rent are tabulated. However, familial upkesp also 14 e
rapresents an ongoing drag on your pocketbook. You also want to keep
your marital home in good condition, and your spouse is likely to ask for RIFLE
a change of furniture and an improvement in the condition and value of . SomsJsic | @iy M3t J Sn0ck Do

the property evary once in a while. Ignare the requests of a spouse at your
own peril; while you can divorce spouses you've tired of by interacting with

them and pressing the right bumper, Hey can divorce you just as quickly WEAPONS TO WEAR DURING SEX WITH WOMEN

if you neglect them. The relationship decays over time based on the home LEGENDARY

WEAPON NAME ‘ DBJECTIVE J AEWARD

and upkeep. The relationship can actually increase gradually over time BONUS

if the house and upkeep are good. If it's bad, however, your relationship SWoRD

will deteriorate at a rate based on how bad the home and upkeep are. TSt §hiom Harm s i MR e
Keep in mind that wealthier villagers want nicer (more valuable) homes

and mare upkeep. The flipside to that is that they give bigger dowries and
some better, potentially even rarer, gifts. There's another bonus to having  WEAPONS TO WEAR DURING SEX WITH MEN

a. happy Spuyse; the:!: increase the condition of the family home over S A LEGENDARY [ oo e m
time by making repairs! It's good to have a happy & handy person in the BOKUS

home. Set upkeep as high as you comfortably can, give them occasional PISTOL
tender loving care, and swap out their furniture for nicer pieces in order Toles oo b saguction Harm e BN |, Fane Dasage
to keep them sated. The final resart may be to move. If your spouse is

constantly nagging about the quality of the home and amount of upkeep,

and new decorations don't seem to do the trick, consider moving. Take

your spouse by the hand and lead them to the building sign of a brand MARRIED WITH CHILDREN
new, better house (select the family home option when there). This should  Marriage followed by unprotected lovemaking can lead to the birth of 2
appease them. You may also use the map table to do this. Happy spouses  child. You may be blessed with a new child by adopting one from the
lavish you with gifts, as do happy children, and this can be a fantastic Bowerstone Industrial Orphanage. —
source of goadies. These offerings can be quite valuable, allowing youto A nanny will automatically be hired
obtain some of the rarer items in the game: furniture, make-up, hairstyles,  if there’s no spouse assigned to

tattoos, elc. A the family home. The baby inifially
spouse/child appears in a crib in the marital
may have a gift home, where they mature for a kide -
f 4 y while bef bew ing 2 full Your offspring grows in & cr e
| or you every ile before becoming a fully- a bit. where you can encoursgs
couple of days— fledged kid. The apple tends not hin or her with expressions mas=
provided you keep to fall too far from the tree; as you for children. ﬂff;eﬂﬁ'&m‘r;b Fﬂ o
ok : i maiures beyond
then? in 1hle top a!'a qgenerally good, avil, s_enfaus, gr Begins fiving in sampet, wald
relationship stage. : o flirty, s0 tao may your child inherit amongs! the townspeople and
: You can chovse how much to give each family per ~ your master traits. Can babies be vying for your attention just i 2
day, from 0 alf the way to 8 max of 1000 evil? In Albion, yes! other citizen.
WEAPONS TO WEAR WHILE GAINING SPOUSES WEAPONS TO WEAR WHILE HAVING CHILDREN
LEGENDARY 3 < LEGENDARY X
pisTOL SWORE
K Miriam's Musiator &4 Meriage pddicr GELMamied Stimes. 48 Bdra Damage The Lo Swoed & Branir Have § chidren. +8 Extra Camage
RIFLE RIFLE
™ Gy Sk Fske i Comta Goganon | @hmy  taezowe | ELMEES




ALBION LOVE CONNECTION

PITFALLS OF POLYGAMY

I's entirely possible to have multiple lovers, and - ultimately - multiple spouses. This creates interesting logistical problems, though. Naturally, different
spouses are none too happy about having to share, and their displeasure increases in direct propartion to the proximity of other hushands or wives. -
Spouses aware of each other bicker at each other and you constantly, and their happiness plummets. As your main preventative measure, position your
primary families in different cities. If you must cultivate marital harems in the same town, try to keep the houses far apart, keep the houses repaired and
well-furnished, take a hands-on approach to checking in with your families, and last but definitely not least, set family upkeep for each domicile to 1000 per
day. This solution isn't cheap, but who ever said juggling families and spouses is easy? Well, it isn't! ;

Neglect spauses, or situate them close together and awars of one
another, and you might find yourself the dumpee rather than the
dumper, divorce-wise, (t's possible to maintain multiple marriages
where the Spouses are aware they aren't alome, but it's oifficult

HOUSES OF ILL REPUTE, SOCIAL DISEASES, AND ORGIES

In accordance with the social mores of Albion, sex takes place within the sanctity of a marriage bond and under the marital roof. for purposes of pair
bonding and reproduction. However, rules ware made to be broken. Just because you're not married doesn't mean you can't engage in adult dalliances.
Should you find them streetwalking, prostitutes can be commissioned to follow you to a bed for some consenting entertainment. You can even enlist
multiple prostitutes at once for an orgy; a few Legendary weapons even have this as a requirement for unlocking bonuses! Finally, STDs are an extant
nuisance in Albion, though at least the actual effects are innocuous; the only reason you notice you've acquired these embarrassing ailments is from inter-
area lnading screens!

WEAPONS TO WEAR DURING ORGIES

LEGENDARY | 3
WEAPON NAME | ot | DBJECTNE | REWARD

HAMIMER
H g
SO GloMosk el e
Reaver indusiriss Have an orgy with 4 25% Afraciveness,
PISTOL Pertorator ) Py other peopl, J:nmwrrmsﬂmnu

K Ten Kiler Shooter s ot mm‘“m #11 Exira Damage

R T R B O
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& If you brandish a weapon or cast a spell near villagers, the safetym :
. symhol appears in the bottom-left of the screen, where D-Pad
commands are shown. Pressing down on the D-Pad while this
symbal is visible toggles whether you can attack villagers. Harming
¢ innacents strikes fear into the hearts of those you spare, while
skewing your morality naturally towards evil. The morality of the
Hero is 0 at the outset. This value can soar as high as 1000, for F
pure good, or plunge as low as -1000, for pure evil. Morality can :'- el 8
be checked af the Hero Slatus panel in the Hero's Sanctuary.

The Inquisites

Frigndly fire off! Swing away near the innocent, you
won't hurt them. Windows can be broken to the tung of 3
-5 morality each. : Eloodeaver

Weapons free! Show the puny townspeople your
wrath. You'll gamer -5 morality for assault, and -15 for
murder. Villagers tend to dig in ane hit, but soldiers can
give you a bit of a fight

4 Buodsuther

W Murdarer

Kiil 300 willagers
or soidiers.

Kill 100 viiagers
Of S0hdnrs,

Gl 300 viltagars
o solditrs,

(ain Husalth
Per Kt

+20 Extra Damaps

Gain Health Yiih

Each Hit
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€3 controls melee attacks and defense. The first time you press €3 your
current sword or hammer is simply drawn and readied. To put the weapon
away, press @, Direct strikes are accomplished by holding %= in the
desired direction while pressing €. (Simply pressing € without a specific
direction causes your hero to attack straight ahead.) Press € repaatedly to
string continuous attacks together. Hold @ (without moving @) to block
incoming strikes.

€ controls ranged attacks, The first time you press €9, your current gun is
drawn and cocked. To holster your firearm, press . Direct the gunshots
by holding = in the desired direction while pressing €. Firearms can only
discharge so many shots before a reload is required. Your Hero reloads
automatically when necessary. Magazine size is determined by the current
ranged attack unlock level along the Road to Rule. The higher the level, the
more shats per reload. Don't worny about overall ammo—your reserve is
limitiess.

Fortune favors the bold. Malea swings allow you to get nght info the B8

of battle.

RANGED

ROAD TO A
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FLOURISHES

By focusing his or her martial
prowess, a Hero can tense up

and unleash a powerful flourish
technique. Flourishes take a second
to ready, but are much more
powerful than normal attacks,
Flourishes can be performed with
both meles weapons and guns.

For swords and hammers, ready a
flourish by holding € while moving
#® in the direction of the intended
target. Your Hero adopts a different
stance than when you simply hold €9
{without ®) for a blocking posture.
Release € to unleash the flourish,
For guns, hold @ to ready a flourish,
then release @ to fire (this fires in the direction the Hero is facing, Fire in a different direction with %2). You can be interrupted while readying a flourish,
but not once you've released the button and started the attack. Added damage aside, flourishes are temrific because all but the stoutest foes will be knocked
down. Prone, dazed foes are completely susceptible to gunfire, spells, finishing blows with €9, or fatal attacks from your trusty canine companian.

LEGENDARY WEAPODNS TO USE FLOURISHES WITH

GENDARY g -
G e

Kl 20 engemiss with Eam Gulld Szaks

I Hold, then release S+ for swords and hammers, or € for guns,

e Kot ekl flourishes, Faster in Gombat
: Kill 0 ilagers TR
SWORD Mr Stabby i Massaere ﬁgﬁg:&;rs L] +15 fitra Damage
Bearie™s Kill 100 engrmees o n =
// e o il iourshes. Sty
Raaly Kill B0 human
Sharp Pair of ; enemizs wilh ‘3:' i Damige ve
Spmenes hﬁlll‘:}!'!ﬂ Tlorarishes Fiuiman Enemizs
e K 200 spemizs Farn Gald Seils
Thaseiade  aShawoll i wvishes. Fasern Comb.
Fasre -
; o o o Kl 100 2nemies 3 .
a 4 e aly . : :gf:{r; B g Assissi yith flgeishes, +1 Gold per Hit
In battle, screen contrast changes and the controlier vibrates to indicate Tromigh Gome  Lllmeenemes 460 Lamageys
d i 9 Lngcmes

Vour Hero is focused and ready to let loose the flourish.

¥l 100 humas :
DOraganbone ; Extra Knockdmam vs.
TR = Y e A nm Hea anemies wilh X
HAMBER Hammer T Headsmacker ourEhs Human Engnves |
Lunasium Kl 1080 #nemies +10% Chance of ;-
P & Thud! with Aaurishes. Fnockback per Hit L
s i il 150 : ’ e
TewersGRY g Holire D el + Fam Damage : :%
= o il \03anesies o Guid Seals g
Tha TYP0 £ Thwac| with Rourishes. Faster in Gombat ,'g
_ ¥ill 15 vilagers
TheTenserisl i Tenderice ﬂ!:qmem vith +20 Bxtra Damape
INENes,
e Kl 50 vilgers =
Jack’s 1a 30% Damage o
Fammer s Eladamastor :E;;gf“"h dsdson.d
The it 5000 pnermies
Bonssmashar B Sholgunner ;“1" 3 figurssh + Shatgun Spray

FISTOL Kil 100 enemies

Goomenrecksr T Smasher with flowvishes. +10 Exira Damags
: . . Bloodk Kil 100 hlllélﬂ':‘l z
odervr Enemis v «16 Ext
. Sfandsﬁﬂ over fogs that amknmkeﬂdnm Mshﬂam menpmss@ 1 O sremles v it Damnage

i Drage 5
tey don' et up agln. .. ol T L

s, * P Sttt g Hard Hiter %‘m:?ﬂm +4 Fatia Dsmzge

i Defende of Kill 205 aneenkzs
i g = the e o Arenger il flolrishes: + Shock Damage
i : Kill 10 large snémi
: Scatiershat g Seagun ofh “w:'g:h:;emlag + Shatgun Spray
: Fazemelar i G R 1DIatge SIS 113 i Damape

The Matksman Kt 50 hl!!“a‘" Exfra Knockdown ve
54 @ v oo Harman Eneanizs
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FINISHING MOVES

When you attack an enemy who is near death, a finishing move can occur,
Finishing moves occur more frequently as you open combat-oriented
treasure chests along the Road to Rule, increasing your melee and ranged
skill levels. When you score a finishing move, you'll know it—your Hero
downs the foa lavishly iva brief cinernatic sequence. Each weapon type has
its own fimishing moves, which are different against each type of enemy!
With hammers against balverines, for example, the coup de grace may be a
brutal head crush, while against hobbes a tremendous hammer golf swing
punis them into the distance. Experiment with various weapons and level
them all up to see all the finishing moves.

SPELL GAUNTLETS

© controls magic attacks. Press @ for a quick, area-of-effect spell that
strikes anything nearby. Alternately, press ©-+%2 in the direction of an
enemy to focus a more powerful version of the spell on just one target.
This is just with tapping @, however; you can increase the power of any
spell, whether area-of-effect or focused, by pressing and holding @,

then releasing to cast, A spell can be charged up to five levels, and unlike
charging flourish attacks with swords, hammers, or guns, the Hero cannot
be interrupted while charging an enhanced spell! This makes spells perfect
for getting out of overwhelming situations. Gunslingers and sword-
swingers can both be overwhelmed by hordes of foes, but spall users rarely
will (although be aware that while you can't be interrupted while charging,
you do still take damage). Ultimately, weapons and spells go hand-in-
hand.. .spells can serve as a crucial supplament to users of any sword,
hammer, ar gun.

ROLLING

—f i — ——

Ralling is accomplished during combat by pressing @ while moving with
&= Rolling is an even better defensive option than guarding. Our Hero

; =0 i o el é $
There are six different spell gaunifets. Eventually, through spell wearsg

is invuingrable while rolling, so with well-timed rolls you can avoid every different gauntlets can be paired in numerous ways for tons of diffess
attack in the game. This indispensable defensive technigue is useful in all spell effects. There's an Achieverment available for using every possioe
spell effect!

situations—ifrom escaping crowds of holiow men or hobbes, to leaping
out of a blast of explosives thrown by mercenary bosses, to dodging the
scattershot barrages of enemy marksmen.
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THE §CARS OF BATTLE

s
A il

Damagge in combat is represented :
by deepening red blotches around » i3
the perimeter of the screen, and i
around the D-Pad display in the
lower left-hand corner, Confinue I
to take damage, and the screen : ;'
continues to redden. Once your i
heart starts pounding, the end ‘

is awfully close. Take too much A
damage, and you'll be knocked lj
out. Eating a knockout arases your o
progress to the next Guild Seal, and | !-
can lead to searring. Luckily, there i
are several ways to heal up during B
battle to avold being knocked out, &l

Potians restore fealth instantly. If you're in dire straights,
__E=B | W available potions are accessible by pressing right on & .

Various food itams als restore health. The currently
, equipped food item s avallable in combat by pressing left
l 2 oano.

LEGENDARY WEAPONS THAT CAN HELP YOU STAY HEALTHY.

- 1 ,;’- 5 - ]

. Geltimg knocked out even once mea
SWORD .| @meinistr | Bt SRV giareamperc 8 :lﬂﬁgy &

c.msmmen: !

i Raglly Sharp Kl 400 human

? Gain Hezlth with
Peir of Srissors BREMES Each Hil

HANMER

Eatn Gutd
& Trolblight Regenerdn Sasls froem el

Gain Heatth with
Expressions. bt

Deag 10 riminals Galn Hasiis with
PISTOL o Holy Vengeance  Paladn m_?a"]ul Each Hil

Gam Heafth with
Each Hit

5 Desirt Fery Wan-Eatar Kl 150 men.

Kil 300 vilagers or ~ Gain Health with
soldigrg Each Hit

i Bloncieraver Biood Oraine
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TOOLS OF THE TRADE
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Very early on in the events of Fable I/ you acquire the weapons of your forebear—a sword, hammer, pistol, and
rifle, These are the Hero weapons. As you increase your weapon levels along the Road to Rule, the damage
ratings on weapons also increase. In addition to increasing in power when leveled up, Hero weapons also morph
in response to your behavior In Albion. Use one type of magic primarily, for example, and your Hero weapons may
adopt tha color hue or effect of that spell.

.l'.“ spells vou use, the enemies vou fight most often, whether you're
f} aligned with good or evil, even whether you use potions frequertly or

v

il o

Higher weapon fevels from Road to Rule treasure chests mean more unique
iraits on each Hero weapon.

On top of the four Hera weapons, there are also over fifty Legendary weapons to collect. The Hero weapons
are completely adequate for the entire game and develop unique traits, but most Legendary weapons
hit harder. Most importantly, Legendary weapons are customizable too, in specific ways. Each
Legendary weapon has three powerful bonuses that can be unlocked if the right objectives are
fulfitled while that weapon is equipped, Many bonuses are fabulous, but the work to achieve them

15 grueling. You'll have to pay attention to which weapons you're wielding as you go about various
tasks—irom making friends, to spending'money, to using certain attacks or killing certain enemies, There are a
few things to consider when leveling'up Legendary weapons. First, when possible, double up by equipping a meles
weapon and a gun with similar unlock objectives! Second, laok for bonuses that “overap™ each other—for example,
the Bonesmasher pistol rewards killing hollow men, killing enemies during the day, and killing with flourishes. Kill

a hollow man with a flourish during the day, and you makg progress toward all three rewards! As bonuses are
unlocked, different weapons become more effective in spacific situations. To aid you as a reference, we've included
tables of related weapons in various places thraughout this guide.
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Weapan siore owners restock what
they sefl, 50 you can buy extra
weapons to have on hand for oniing
Dartering.

- o

! Some Legendary weapon bonuses grant abilities avaitable nowhere else,

line giving spell effects to normal melee swings, or adding shaigun spray fo
gurnifire.

Oh, and another couple things about Legendary weapons—first, you can't
get them all by yourseli! On a given Gamertag, anly 26 of the Legendary
weapons are obfainable selo: 12 from shops and 12 mors from freasure
chests, and 2 from quest rewards. Second, the weapons you ¢an receive
per playthrough are also, more or Ieis. random. The contents of stares,
rewards for some quests, and contents of some treasure chests are simply
“random Legendary weapon,” so the weapons Won't all show up-on a given
playthrough. Don't fret though, this is the point—it's encouragement to hop
on Xbox LIVE to trade for the weapons you need with other players. You l
can also take part in commerce in their kingdoms, making mongy far mora
quickly than is possible offiine, so there’s plenty of incentivel .

e g Rl
From the Xbox LIVE Onfine room of the Hero's Sanctuary
with Heroes from other worlds.




have to certam*aiﬁ?dcs

AWEA? ON CC

~ Legendary weapons for sale in stores and waiting in treasure

'-:hesls. While a handful of Legendary weapons are always found
* inacouple chests or received at the end of a few quests, most of
L the time what you get is up o chance. For this reason, we only

i

list an acquisition method for those weapons that can always be
acquired. If no acquisition method is listed, then that weapon must
be receivad as loot, either as a random treasure chest reward or
guest spoils. Weapons neither found in a store nor a chest must
be tracked down in trades over Xbox LIVE. As vour own trade bait,

. you have the contents of the weapan shaps in Brightwall Village,
Bowerstone Market, and potentially Aurora. These blacksmiths

always restock the same weapons on a given playthrough, so

5; this pool of weapons represents your bargaining chips with other
{ players online, who will themselves have different stocks of
© weapons available from the stores in their worlds.
LEEEM[]AH"F WEAPON AC&UISITIDN
Trsasars Ghest in Mourningwood The Bonesmashar
Mamengemad Sibver Kay Chest [10) Fasvdoen Legandary veapin
Mill Fieds Silvar Key Chast (20 Randomn Lagandary weapan
Auroes Sibver Key Chest (20§ Fandom Legandary weapon
Surral Housa God Ky Door Réndom Legandiry weapon
Teasore Chest in Hena's Sanclugry Trophy Room Rindoen Legendiry weapin
Mislpeak Vbiy Damon Door Randoen Legandary weapon
R D vl s e
Beat high scare &t Mourmingweod For mortar Random Legandsry weapon
Eiul‘lil't!l::s;‘.linﬂsdﬁcl‘:w’s Edttion Duest in Wallssane
Comalete Stave Mine Puzzie Random Legendary weapon
Gompists Dack Sanctiem Quasts Tha Terdariser
Gromewreckar Colect and burn in all 50 gramss
The (zsusry Gold Key Door Reward Handom Legandary wezpon — Ralic
Sowversions Gastio Siker Key Chest (50) Random |egendzny weapon - Relic
- COMBAT POWER

The strength of your swings,
shots, and spells increases as

. ihe game progresses, based

_on the damage ratings of the
_wéébuns that are equipped,
and the combat stats of
your character. Damage

' mahlass&a partrcu]ar enemies

%

."_

St
\CK TYPES (POWER LIP
N THE ROAD'TO RULE|
Hera Leval & Strength Melee Allecks Sweids
Haro Laval & Strengih Melie Attacks Hamingrs
Hern Lavel & Steture Ranged Aftacks Prints
Héro Lavel § Stafure Rased ditacks Rilies
Hara Level & Mapical fura Wagic Attacks Spel Gauntiss

DAMAGE AND ATTACK LEVEL

Each attack type (melee, guns, and spells) starts at level 0. This lavel can
be increased by opening treasure chests along the Road to Rule. Thers 2=
five chests for each attack type, for five upgrades each. You can check 7=
current level for a given type in the Armory of the Hero’s Sancluary, or 2
the Hero Status panel. As you open [evel-increasing Road to Rule chests
for melee or ranged attacks, you uniformly upgrade the damage rating

of every related weapon. Finishing moves appear more often in combat
with higher-level weapons, too. Every weapon's appearance also changes
and your Hero weapons morph according to your behavior up to that
point. Opening higher-level chests for magic spells increases the power
and overall effect of all spells, while also decreasing the time required to
charge up high-level spells. However, thera is a special case, There are 4
levels of Legendary weapons: Common, Uncommaon, Rare, and Relics.
The weapon's level determines how much damage each inflicts. The
damage gaps
between
these
weapons
increases

as the Hera
levels up that
attack skill.

20 for each type

L Fozd to ks 2 After Wisic Box

2 Fecid b Fude: 3: Afler Sikes 40 each
[£2] Raad b Rue & Sudlt Pramise B exch
L Road fo Rule B: Page Promisa Egah
L5 Fioad to Rete 10 100 sach

Moralicy
Attractivianess

[ Weght

| HemoHampmaer
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COMBAT STATS—STRENGTH, STATURE, AND
MAGICAL AURA

Dealing damage and scoring kills with a given attack type grants experience
toward the related stat. The more experience you have, the higher your
combat multiplier is for that type of attack. These three stats together give
your Hero his power, and the more powerful you are, the more damage you
do in combat, and the better the loot you get from chests.

STRENGTH, STATURE, AND MAGICAL AURA PROGRESSION

0 STATUS PANEL} You won't know exactly where you are in statistic progression, but f;'raf’s
-17% (BN fing. Yau were going to hit things anyway, weren't you?
+* 18-33% 11821 53
' @ M5l 13451 5x
Jrd 51-71% 15121 71
L 8.8 & T2 117201 £
ok Aok B-100% 1. Ba-2x

Stergt,and st mae damage, s neased by poundng e
into submission with swards and hammers. Your Hero grows brawnier the
higher thir strength grows.

Staturs, and therefore gun
damage, is increased by gunning
down foes. As stature increases,
50 too does height.

Magical aura, and therefore
spell damage, is increased by
pulverizing the opposition with

spells. A high magical aura stat
makes the Hero glaw with power
wihife charging flaurishes or spells.

HERO LEVEL

Hero level is ane of the most impariant numbers in the game. It determines the numbers and types of 2

enemies you face, and the quality of random loot you receive. Hero level is set al 1 at the beginning of the 3 20-29%
game, and if can increase fo a max of 10. Hero level is an aggregate of three stats—sirength, stature, and -
magical aura,




COMBAIT STIRATEGY —FOR ALBIONE

——

Actual battles in Fable I1] are almost always against large aroups of assailants—this revolutionary leader can hardly calch a break, eh? Groups of wolves.
corrupt soldiers, mercenaries, hobbes, hollow men, or any of a host of other vile creatures surround you and close in cautiously. At lower Hero levels thess
groups are fairly weak in strength, and similarly unprepared in tactics.

Against disorganized groups of wildlife or humans, any battie plan you fike should see the day won,

LR A

Furtherin the game, as the story B R 13
progresses and you develop your o i N
power, renown, and Hero level,
enermy numbers swell and their
formations become more robust,
Increasingly, enemy ranks are
broken down between meles
combatants and armed backlines.
You'll have lo choose between
dealing with melee aftackers first
while being peppared with bullets
from a'fa'r, ar charge past enamy
fighters o close in on their pesky,
- gun-toting support.

2 =y e et i

; Er.-emy marksme us ; gunfir inferfares i you stos &
atlack some of their biudgean-wielding frignds. Rush for the gunmen to take them out. They are predictably weak =
tlosg-guarier combat




Eventually, larger, hass-type enemies beqin to appear in enemy formalions.
These burlier baddies have access to attacks their lesser brethren lack,
such as firebombs or magic of their own, Some of these enemy leaders
can even summon more foes if you kill members of their contingent, Thus,
the strategy here becomes further complicated; you still have to deal with
melee fighters and enemy marksmen, choosing which to prioritize, but now
you also have their boss to contend with. Focus on the minor foes and their
hoss may nail you with powerful, explosive attacks from afar, meanwhile
any lower-ranking foe you dispatched may just be replaced. Against these
groups, you'll want to bring your strongest abilities to bear clearing out
minor foes while you focus the majority of your attention on the boss.

On the other hand, if you're confident, these large-scale skirmishes also
represent an ideal opportunity to "grind” experience toward Hero level or
bonuses for Legendary weapons. You can simply kesp murdering whatever
aides the boss-type enemies throw at you, for as long as you please!

Heftier foes include mercenary bosses, fearsome undead, and elite hobbe
magicians. While you can shrug off plenty of stray blaws and billets from
normal foes, these stronger enemigs can knock you out in just a few hits.
lgnore or bat aside lesser enemies wiifie focusing your damage—and vour
damage avoldance—on the beefiest of the bunch.

MELEE \WEAPONS

SWORDS

<3

Swords are the more agile of the two melee weapons; you won't hit as hard
with a blade as with a hammer, but you can make up for it in speed.

HERO SWORD

A sword left to you by the last Hero of Albion. Itis part of your legacy,
and cannot be sold.

ACQUISITION: Story progress.

| VALUE [ LVO.DMG | LV1 DMG. | LU2 DMG | LY3 DMG | LY4DMB | LVS OMG

4000-104,000 10 15 pic} | 5 T8

THE SCIMITAR OF BARON SLAYING +3 [ THE MERCHANT'S BODYGUARD

This weapon comes from the Artefacts and Armamants Godex for the
popular game Hollows and Hobbes (3rd
Edition, revision 1.5.2.2.1.7.3.0.0.0.8b).

ACOUISITION: Oy available during
The Game guest.

Lv5
[ VALUE | LVO OMG | LV1OMG | L2 OMG | LU3 DHIG | LV4 DMG | LVS DMG |
1,005,000 @ 0 15 z k| 54 76
& KnorelloAl tgﬂi‘gg"ﬁm" tha ey £30% Semsa o Sutdmpertines
B Space Gesk Fi%ﬂ:;;'""s tiom fctiona science +O0% Damage vs Spars Ehas
00, The wony Try desperately hard to make fom of

SiBOp <5065 Belf Avareness

THE LOVE SWORD

Created by Lawrence the Licentious (also known as Lusty Larry),
who was famous for his many, many o
conquests, and whao left behind a legacy i f
of many, many illegitimate children.

Lv5
VALUE | LVOIDMG | LV1 DMG | LV2 DMG | LV3 DWG [ LVA DRG | LV5 DIG.
4200 @ f 18 t] k)| 55 1
LEGENDARY BONUS | DBJECTIVE REWARD
B Breeder Have § children +8 Bitra Damape
B Love Hatee 32 with women 20 fimes + Biira lamage
W Pwowr Mabe 5 wilsgers bove you o fnarion, ko

Created by the ancient order of Darkwood Traders, the Merchant's
Bodyguard was used to protect the
caravan while generating more income.

ACQUISITION: Shaps. - '

Lus e 91
VALUE LVO DMG | LVIDMG | LV2 DMG | LY3DMG'| LVADMG | LVa fIMG
wH @ 12 17 2 k7] 5 7

LEGENDARY BONUS | OBJECTIVE HEWARD

& i Spender Spend 5,000 of your personal gold +H0% Damage in Mulbplayer
o Profitesr i1 400 meresaries. +10 Exdra e
L Trader

Give ifts 10 20 plyyees ever Mo L IVE Gain Maeey vt Fach Kit




THE SPLADE THE CASANOVA

This ingenious multipurpose killing tool is equally capable at digging This weapon was developed by Reaver Industries to help soms =
treasure from the ground, or the heart the less outgoing members of the royal
out of a man. guards find lovs.
ACQUISITION: Shaps. e € P ACOUISITION: Shops.
Lv§ o : LS
VALUE LYO OMG' | LV1 OMG | LYZ2 DG | £V3 DMG | LV4 DMG | LV5.DMG \'ALUE LVOOMG | Lv1 OMG | LVZ OMG | LV3DME |
il ] 13 18 2% 1 57 i 5200 & 15 v 12 40 8 =
LEGENDARY BONUS ¢ DBJECTIVE: REWARD LEGENDARY BONUS | DBJECTIVE
& Sooungs Dig up 20 items Eam Guild Seals Fasier in Combat & Chammer Bezoma friends with 30 viligers, Farn Guild Sasle Fagter = Sorms
& St Kl 300 human anemmies S ik & Pertactioni il 200 ughy enemics, 12 Exlr Darnage
& Puge il 50 nobles. +10 Fatia Damege S Brioved Wizke 5 vllagers fove you g;#mm'ﬁ ——
SLIMQUICK KR STABBY
The Shmauick line of weapons has achieved notoriety for the Fora short period, Mr Stabby was the most popular weapon ' ; g
counterintuitive way it allows users to for personal defense in Albion. lis . {"
lose weight by putting it on, popularity waned with time, as most of

its owners were ultimately stabbed.
MBI 85005 > URET ACQUISITION: Shops.
Lvs ' Lv5
[ VALUE  [LVODMG | LV1 OMG | LV2 DMG | LV3 DMG VALUE | LVDOMB LU2 DMG | V3 DMG | Lv4 DMG | LS B
100 " ki 3 B4 87 B0 @ 18 x| k?) '] g5

LEGENDARY BONUS | QBECTIVE LEGENDARY BONUS | DBJECTINE .~ |- REWARD
; - B Serounge Dig up 30 ems. Earn Gl Saats Fagtes in Combat. & Massacn Kill 60 vilsgers or sobdiers with flourishes. 15 Bxira Damage
B Stibber Kill 300 humas anemizs. Emﬁ-g“""“ of Knpckhick vs Hian A Deerease your moral slanding. G Moy and Exil e Exce

L] Kl 50 nodies. S0E -Iraﬂamag- B4 Taskmaster Drag & vilagers jo e (iein Money and Exfi with S35 =

WOLFSBANE
It is said that this sword was fnrged by wolves dunng 1he gmat Lupma

Forged by the legendary spelicaster Garth. His research into the

Wars over a thousand years wu marriage of magic and stegl allowed
him to imbue this weapon with some of
ACQUISITION: Cormpiete Limited his impressive abilities.

Collector's Edftion questin Siverpines, (3554

Lvs : i g B8 ' Li8 .
’ S bt 3 e

8 VALUE | LVOOMG | LVIOMG | LV2DMG | LU3DMG | LVdD DHIG VALUE | LU0 DHIG mam

H600 & 13 7 2 40 B 500 1 ] 33 4 ]

LEGENDARY BONUS | OBJECTIVE LEGENDARY BONUS lﬂmﬁm—

'|I Creridll Foll 50 enemizs with lourishes, [Earn Gl Seals Facker i Combat B (uester Compiste 30 quests, « Shiek Damags

A & Lupiratos il 50 wnives or balverines, ;;Eri?:‘;w'““d“““d

B Ressarcher Spend 8.000 of your perscral goid Eam Guikd Seals Fassher in Comoa

KB 100 énamies vl an urmepvan ’
Biades spell ) +15 Extra jaw

Fill 50 anesries 1 mghl. 8 % Ebdestorm

£ Moongios
L5 ™

+40% Darmage at Night



D&

THE INQUISITOR

Made fram a shard washed up in Bloodstone Bay, this weapon emits Reaver used the Inquisitor to spread his influence thraughout
pure evil. It becomes a powerful tool in Bloodstone, Any wha stood in his way
the wrong hands. were ruthlessly deall with.
Lvs =i : Lvs
VALUE [ LV0 DMG LV2 DME | LV3 DMG | VALUE | LVODMG
MW 16 t <l L i 1] 8500 & 18 ] n 4 B 8
LEGENDARY BONUS | ORJECTIVE REWARD LEGENDARY BONUS | DBJECTIVE ! REWARD.
& Uehaly Decrease your maredslanding £ Btk T, 300 rrol e Spand 3000 of your pessaral gold 15 Bra Demage
- @ Darkness Kl 200 namiss &t gt +15 Extra Damage | “I Earn Guild Seals from el axpressions. Gaim Mangy pér Hi
& Hearlless Drag 8 vilagers ta wark Gain Manay per Hit B4 Blooducker i 300 villagers o soldiers. Gag Mzl par 4t
| BEADLE'S CUTLASS REALLY SHARP PAIR OF SCISSORS .
Called ‘the greatest weapon ever made’ by its creator, Bamnahy Beadle. Hoping to cultivate a fearsome legend, blacksmith Harvey Bindle

Weapan experis agree that this is an
exaggeration, and that it is in fact the
28th best weapon ever made.

named this dastardly weapon after the
scariest thing he could think of,

Lv5 Lvs
LV0 MG LVA DG VALUE  [LVDDMG | LV1 DMG | LV2 DMG | LV3 DMG | LV4 DN | LVS DMG
e 16 M 4 173 B3 12100 1" 2 ] 4 !t =
LEGENDARY RONUS.| DBJECTIVE REWARD LEGENDARY BONUS | OBJECTIVE REWARD
& Dayripger Kill 300 enemies in the datime, Eam Gulid Saais Fastarin Combat, & Sumzn Kl B0 human enemies with flounshes 3% Damigs v Humin Ersmizs
& Hiller Kill 100 enamies with flourishes. +15 Eatra Damage B Depot Eam Buitd Seas from evil exprzssions Earn Guild Seals Faster in Combat

B Bragadoco Complels 3) quests, #30% Damage vs Human Enamles L Al Kill 400 msman enemes. Gain Health with Each H

Cd

No one knows who forged this sword. It s said to have been . The great old Hero Thunder is said to have been able to rend the
summaned from a black abyss by a : : sky with this. The rumour was started
NEcromancer, e : : by Thunder himself, and was widely
' 5 Al discredited by his sister, Whisper,
Lvs TR % L5
III!!I-IEEEEI

00 1 - 1 ] '_j - 12108 18 b 4 1

ﬁmm s Lmnwsauusi

@ Blkguerd Decrease your moral standiag. E&im Guild Seats Faster in Combat B & Ghowot Kill 200} enermies wall lounshes, Eam Guild Saals Faster in Combad,

b ._L! g Shadow Dian K 100 enemie fooed neas Anror., 30% Damisge ve Human Ensires & Beciocutioner Ewﬂ?—mm" ¥ Ui + Ghanee b Stin Enerry

Eam Bl Sals Irogm evil expressions. +15 Extra Damage = & o Compets 30 quests. Ean Guild Saa's Fasterin Combat




AVO'S LAMENTATION

Asister to the legendary Avo’s Tear, this weapon was forged al the
same time, but was lost for centuries.

3 . =
VALUE | LVODMG | LviDMG | LV2 DG | LV3 DG | LV4DMG | LV5 DMG
12700 & 18 b2 i L] b ] -]

LEGENDARY. BONUS | OBJECTIVE | REWARD® |

& Fightcous Inznizsa your mosal stznding. +20% Darang v Bell Enimies

B Beseeg Make 5 viagars love you Earm Guild Seals Faster in Combat

&4 Holy Blast K3 200 halkew man + Shock Damage

THE SWINGING SWORD

Often misidentified as ‘The Singing Sword', this weapon thrives on a
wiglder who is, shall we say, generous

with their affections.
| Lv5 A
~ VALUE LVD DMG { LV1DMG | LV2 DMG { LV3 DME | LV4OMG | LV5 DMG
16,700 & | -] a 55 83 108
s LEGENDARY BONUS| OBJECTIVE [ REWARD :
| B Man's Best Frend Have s2x with men 15 timas Earn Guidd Seabs Faster in Combat
B Lodykiler Heve s wilh women 15 Bimes. Farn Guild Seaks Faster in Combal.

Lo Swingar Harve an crgy with 4 cher penple +25 Extra Qamage
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HAMMER:S

- o

Harnmers hit hard, and are more likely to knock enemies about than
swords. For these privileges, hammers are a little slower. The weight might
have something to do with it, too.

HERO HAMMER

A hammer left to you by the last Hero of Albion. Itis
part of your legacy, and cannot ba sold.

AGOUISITION: Story progress,
Lvh
VALUE | LVO.DMG IEEEEIE‘EIEH
4000-104,000 & 14 30 0 1

AURDRA'S SHIELD

Wiglded by the long-dead champion Saler the Righteous and his
soldiers, this model of hammer has
crushed untold legions of Aurora's
ENemies.

ACOUISITION: Shops.

Lvh
mmmm
200 & 1 # i 7 10

'LEGENDARY BONUS | DBJECTIVE | REWARD :

#4irs Diamuage vs Enemies Found

B Fiotacor Kill 30 enamies found near Aurcea, Meas Aurors
B Folitzman Dira 10 erimirals $o jail #30% Darmape s Evl Heman Enamiss
& Faith Metn & wilkigens e you Eam Guild Seals Faglerin Combal

FAERIE HAMMER OF THE MODMN KING

Many have looked askance at the fragile, unassuming aspect of this
hammer, shortly before it bashed their
heads into very small pieces.

ACOUISITION: Shops.

Luﬁ
~ VALUE [ LVD.DMG [ LV1 DMG | LV2DMG | LV3DMG | LVADMG | LV5 OMG
200 & 16 R 4 3 102
LEGENDARY BONUS | OBJECTIVE : | REWARD.
B fssassin Kl 100 gnemizs with Tourishes +1 Gokd par Hit
B Loved Baen 5 willagers B you, Eam Guild Seals Fastar in Combal
B Advintun Complate 30 quests +10 Extra Damane

=

TROLLBLIGHT :

A set of weapons commissioned by Logan to exterminate every last
troll from Albion. As anyone travelling
through the kingdom can testify, the
campaign was entirely successful.

ACQUISITION: Shops.

Lvd
[ VALUE  [LVODMG | LVI'DMG | LV2 DMG | LV3 DMG | LV DMG | LV5 DG |
2100 & 17 1 o 171 103
'LEGENDARY BONUS | OBJECTIVE : CHEWARDSS - ane i e
i Gienthang Kill 10 targe enemies vith flourishes B0 Duainags ve Largs Ensmies
& Trofbane E:Liéﬂ:;:f”ﬁmmn il + Flame Damaga
& Aeganerzlion Eam Guild Szals from vl expressions. Bain Kealth with Each Hi

DRAGONBONE HAMMER

Made from the vertebra of an ancient dragon, this hammer s shrouded
inrmystery. The principal mystery is:
what sort of person goes around making
hammers out of dragon bones?
ACQUISITION: Shops.

Lv5
| VALUE | LVDDMG | LVEDMG | LVZ DG | LV3 DMG ummmam

8200 18 o 3] By

-LEGENDARY BONUS | | OBJECTIVE i | R

G Headsmacker Kill 100 hoenaa enemies with Tiourishes, Extra Knockdown v Human Ensmizs
Foll 1340 enamies wilh an wremven s .

& Dragonfice Fastallspek + Flaane Damaga

B2 Dverseer Drag B villagers bo work. +14 Extra Damagz

SORROW'S FIST

Found deep in an Auroran cave, Sorrow's Fist is blighted by the
shadows that inhabit its dark steel.

Lu5
_ VALUE [ LVODMG: | LV1OMG | LV DIME | LV3.DMG | LVADMG |'LV5 I]ﬂﬂ"
6300 & 18 n n 5 ] 1H]
LEGENDARY BONUS | OBJECTIVE. CIUREWARD.
g Lovestneck 5 ilagers weho oo you Extra Knockdoen vi Human Enemiss
B Mens Eam Guild Seals bom evil axpressions. +14 Extra Damege

i Loose Moeats Hawe: an orgy with 4 ncher peopls Ean Gathd Seaks Faster in Combat
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LUNARIUM POUNDER TANNAR'S GLORY .

The blacksmith Caramax Incunabulus created this line of powertul
hammers to work with the rare
substance lunarium, until then thought
to be completely immalleable.

ACQUISITION: Shops.

Lvh
| VALUE [ LVODMG | 1V1 DNG | LVZDMG | LV OMG | Lva OMG [ LV5 DMG
THO @ 18 1 5 ] 115
LEGENDARY BONUS | DRJECTIVE | REWARD:
o Haght Wilcheman Kl 200 enerrezs 2l nighl, Exitra Knockdown ws All Engmis
B Thd! K100 enemicss with lorishes, #110% Chance of Knockback per Hii
G b Kl 100 wolves or Bahverines. #4(1% Damape vs woves 08

babverings

Marde by master blacksmith Timothy Mallett, this weapon is especially
good at inflicting head trauma on

smaller humanoids.
ACQUISITION: Shaps.
urﬁ
LVO OMG | LV1DMG: LU3 DMG | LV4 DG
8000 & 13 b 52 ) 118
LEGENDARY BONUS | OBJECTIVE REWARD
W Vandad Smash 40 crates Fxire Knockdoem
B Biourgh? Fill 200 shart enamies +15 Exlra Damags
& 3 fitlr Becorme friends with 30 viters. Eaae o et 1 4

Hammer used this weapon {o mete out justice in the name of her
father, murdered in the Temple of Light.

Lvs
VALUE LY0OMG [LVI OMG | LU2 DMG [ LU3DMG | LV DMG | LVS DMG.
£ B 19 o L] 5 BS 116
" LEGENDARY BONUS | DRJECTIVE REWARD
-l fig Heared Aake yoursel fatter. +15 B Damage
.- 6 Party Animad Secome riends with 30 villagers. Ear Guld Seals Facter in Combst
Kl 200 el gnemaes +20% Damage vs Bvil Enemiss

& Algolution

HAMMER OF WILMAGEDDON

THE ABSOLVER THE CHAMPION

Tannar was an ancient Auroran warrior who dedicated his fife o
defending his people. He protected the
Auroran city from the many threats that

beset it from the deserts.
Lvs
| VALUE | LVODMG [ LV1DMG | LV2 DME | LV3DMG | LV4 DMG | LS W
w00 & L P f 5 %
LEGENDARY BONUS | OBJECTIVE
& Defend Kill 5 nemizs found near Auram &J‘;‘A‘i’n’r"u' i
& Enforcer Dirag 10 ¢riminads o jail. +16 Exlra Damags
& Haly Fee Kill 150 enemies with flourishes. + Flama Damage

This rare weapon was forged by famed blacksmith Henry Geddon
under the direction of his wife Wilma,
who was said to have magical aptitude.

Lva
VALUE LVODMG | LV1OMG | LUZ DMG | LU3 OMG | LV4 OMG | L¥SEmE
8350 @ 20 b 4 B
LEGENDARY BONUS | DBJECTIVE R ‘REWARD
& Fire Mz E'waﬁ”“ vilh an umrosen + Aams Damage
W B E.ILEdt[rﬁ a'-[emils with an ymenvEn + Shock Damige
0 Barebregier Kl 150 halisw mea +15 Eatra Damags

Found in the ruins of the old Hero Guild, this weapon has an
engraving indicating it was wiglded by
the Guild's greatest champion.

Lvb
VALUE LVD DMG | LV OMG | LV2OMG [ LV3DMG | LV4DMG | LYSDRE
B W A A &1 53 B6
- LEGENDARY BONUS | ‘OBJECTIVE | REWARD
B Haathresker Khakz 5 vilagers love vou Eara Guild Seals Faster by Comes
B Wt inzreasa your morad stanfing « Fama Damage
i Adveniures Complats 30 quests +15 Exira Camape




SCYTHE'S WARHAMMER

ILis foretold that one day Scythe will return to Albion. When he does,
he might want his hammer back. Just

a heads-up.
Lvs
VALUE [ LVOOMG | IVEOMG | LV2DMG | LV3OMG | LVADMG | LV5OMG
11,800 & H| LH il ) 129
LEGENDARY BONUS | OBJECTIVE REVIARD
B dimger Kill 300 sl eemias, +M Extra Damage
& Stermioed gi!;‘:ﬁ;&i"ﬁ"""h’“”"’m“ + Shock Damage
Eam Guild Seals Faster in Combat

B Legendary Complets 30 quests,

', "!; '&._.
THETYPO

A weapon designed not only for fighting ensmies, but also for

winning the hearts and minds of

civilians. Its name is an acronym for
Tactical Personal Offensive Weapon.

Lv5
[ VALUE [ LVDDMG | '-HBMG LV2 DMG | LV3 DMG | EV4 DNE | LUSDMG |
10 & n a H] % 1

LECENDARY BONUS IEE!]EH—

PupuI!r Iiake 5 vla0ers l0ve pou Exmn Guid Seale Fasle in Combal

& Chum

B Thge!

Become inends with 30 vilagers. fain Money vith Each Hit

K L0 enemies with flourishes. Earn Guld Seals Fasder in Combal

THE TENDERISER

This hammer was used by the Dark Sanctum Brotherhood to prepare
their older, tougher sacrifices.

ACQUISITION: Complete Dark Sanctum
quests.

Lvs
| VALUE | LVODMG | LV1DMG | LV2 DMG | LV3 DMG | LV4 DNIG | LV5 DMG
1250 @ u k! 4 ] a7 130
LEGENDARY BONUS| (OBJECTIVE REWARD
& Soul Bumer Kill 3 spouses Lose Weaght and Parity With Each Hit.
& Fiend Earn Guid Seals from evil expressions. Earn Geiid Sasls Faster i Combad
£ Tenderiss L 15 vl fr ndess wie 420 Exira Damage

| JACK'S HAMMER

Imbued with pure evil, this hammer was used by the infamous Jack
of Blades to activate magical focal sites

hundreds of years ago. >
Lvs
| UALUE [LVODMG | LVI'DMG. | LVZ OMG | LVIDMG | LV4DMG | LV5 DMG
16500 & M k| 108 143

LEGENDARY BONUS Imﬁﬁﬂ—

Bladamaster Kill 50 vikagers or sobdiers wilh flgunshes.  +30% Damage t Humans

+30% Demagz 1 Dark Minons and
Ganfingls

Shade Kk 400 shadow eraatunes

Mhurdarar KE 100 villagers or soldiees +20 Exarz Damage



PISTOLS

= : LEGENDARY
WEAPON HARE EONUS
Pistols are quicker to fire than rifles, and also hold one more round per _: Gy ) Kt 200 o eneis.
reload. The shells from a pistol don't pack as hefty a wallop, though. =
y : Hit 500 endmies wilh
HERD PISTOL POTOL oo Y e
A pistol left to you by the last Hero of Albion. It is part of your legacy, f/ s By Bl o
and cannot be sold, 4 ks e Ean i
il
RCOUISITION: Story progress. it S Kl 10 g i
HCll 100 sapmies
Lv5 ; Wik | O |
LUDDMG L LVT OMG | LV2DMG | LV3 ONG | LV4 DMG L LV DG T i
'F 4000- 104,000 & ] i1 i 32 5 ] ] o n

Drag 10 crimings
G The Equaier  Wondiasd mﬁﬁ "

The Shiieking  Eancsity ol 150 habowy me
Phin b

Used by Lady Mirian and all of her followers and admirers, this pistol ' The noble Marcus the Pure crafted this line of extraordinary p|sialslr
model was used on anyone who didn't his war against evil. He was forced to
agree she was the fairest in the land. use ong on himself after having Impure

thoughts cne morming.
el Ae el ACQUISITION: Shaps.
Lvs Lvs
LVD.OMG | LV1OMG | LV2 OMG | LV3DMG | LVADMG | LVSOMG B8 VALUE | LVODMG | Lvi DMG
. Mm@ 15 a i B 5 H 2100 & 1 n i # %
* LEGENDARY BONUS | OBJECTIVE l REWARD LEGENDARY BONUS | DBIECTIVE
e b Vanity Kill 3 people wha ke you, § Extra Damage A K Paragon Inprease your moral standing. Earn Guild Seals Faster in Comes

R 110 wallagers b ou. Lisss Wisght wath Eagh Hil & Falagin

Drag W criminals 1o jail. Gatin Healih with Each K&

Gief married 5 fimes: =& Exira Damage

| B3 Avenger Kill 200 & enemiies + Shotgun Speay



THE BONESMASHER

The latest technology has gone into creating this pistol, especially
designed to shatter hollow men into
very small pieces.

ACQUISITION: Treasurs chest in

Mourningwoad.
Lva
VALUE | LVODMG | LV DMG | LV2DMG | LV3 DMG | LV4 DNG II.EEEI
Ll - 18 k] 3 3 i
LEGENDARY BONUS | DBJECTIVE REWARD
& o Ki1 300 halits e 4 Bl M ke
& Solr 1% 250 enemizs In the daylime. +30r% Damage fo Enemies in Dayams
£ Shottunnes it 500 enenmiag vweth 2 Rourish sfteck + Shtaun Spray

DESERT FURY

According to legend, the sand furies used pistols like this to kill every
last male of the sand fury tribe. Their
procreation habits remain a mystery to
this day.

ACQUISITION: Shops.

Lv5
VALUE | LVODMG | LV1 DMG |'LV2 DMG | LV3 DMG | LVADMG | LV5OMG |
prail ) 15 k] 32 )] ] 85

LEGENDARY BONUS| OBJECTVE | REWARD

+30% Damage vs Enemaes Found

i 40 anemies fowrd 1 |
& Fury il 30 enemies ownd nexr Aurr Near Kt
B Sunblisted 10400 ererrass in Ihe dayhime. +30% Damags b Eramies in Daylims
& ManExer #ill 150 een Gan Haalth walh Each Hit

REAVER INDUSTRIES PERFORATOR

A pistol manufactured by Reaver Industries, combining reliabiliy,
accuracy, and a marked lendency to kil
anyone shot with it.

ACQUISITION: Shops.

Lv5
VALUE - {LVODAIG | LV1 DMG | LV2 DMG | LV3DMG | LV4DMG | LY5 OMG |
AT ) 18 35 ] 66 88

LEGENDARY BONUS| OBJECTIVE | REWARD

7 Extra Danvage, +30% 3 Non-Zv
& fid Decraase your maral standieq Enemies
B Ftad Therapy Spend 10,000 o your persnndl goid Eam Guikd Seale Faster in
B Flye Hawe 20 gy with 4 olhar pacgila 225% Aliraciivensss, immonly

Scaming

4

THE BARNUMIFICATOR

Eamum, ane of Albion's great entrepreneurs, bought the rights to
this weapon hoping to make a fortung.
Sadly. he died before he could witness
its sUCCess.

ACOUISITION: Shaps.

Lvb
VALUE LYDDMG LVT OMG | LVZ DMG | LV3 DG | LV4 DMG |
T80 ] o il &7 &
LEGENDARY BONUS | OBJECTIVE ; | REWARD 5
G Hard Wockar Eam 10,000 geidf kum jobs. +1 Gold per Hil
& Fopules Secome friands with 30 villagars #12 Extra emmage
& Phitantheoprst (v ifts 1o 20 plapars over Xbox LIVE Gam Money wifh Each Hl.

TEE KILLER SHOOTER

Tee Killer was actually a very nice man when sober. As soon as he-
got drunk though, he was a fearsome
assassin. Nobody really knows why

he'd lick salt with every shot.
Lvs
[ VALUE [ LVODMG | LV1 DVG | LV2 DVG | LV3 DG | LV4 DG | LU DMG
o bl ] £} & i W

LEGENDARY BONUS| OBJECTVE | REWARD

i Hightod K10 200 pnemiss 2t night. +40% Damage at Night
W Aooumaizior Spendl 10,000 of your persceal gold. Gan Monsy with Each k&
B Hedonist Hewe &n oy 'ith 4 othar paoplz +17 Extra Demaga

BRIAR'S BLASTER

Briar Rose was a greatly misunderstood Hero. The fact that she
was rather annoying didn't help her
reputation. One thing is indisputable
though, she was a great shot.

Lv5
VALUE | LVODME | LV1 OMG | LVZDME | VI EMG | L'IHI}ME LV5 DMG
830 W Full 3 n a5 ]
LEGENDARY BONUS | DBJECTIVE : REWARD " -
G Blaster Earm 10,000 poid from jobs, + Shagun Spezy
© Gl Power il 150 men, +12 Exira Damaga
T Herpin Complete 30 quests.

Eam Guild Sesls Faster in Coambat




THE ICE MAIDEN

The infamous assassin Scarlet Frost used the lce Maiden to liquidate
any men who stood in her way, and a
few who were not in her way but had
made inappropriate remarks.

Lvs
| VALUE | LVODMG | LV DMG | LU2 OMG | LV3 OMG | LV4 OMG | LU5DMG
11,500 & il N 4 50 it a
LEGENDARY BOWUS | ‘OBJECTIVE I~ REWARD
B Min-Haer Kill 200 man +15 Exdra Dintage
B Slicier Earn Guild Seals Irom ol ogvessons, + Shagun Spray
B Seduction IFave sax with men 15 emas. + Flame Damage

The ancient Gnomemaker made this weapon to keep his minions in
check. Atter hearing their insults day
after day, he found the easiast solution
was to use it on himself,

ACQUISITION: Complete Gnome quest.

Lvb
.L'n"ﬂ OMG | LV DWG | LV2 DMG | LV3 DMG | LV4 DMG:| LVS DMG
12300 W 21 3 41 50 fL | ar
LEGEHBHR‘I"EUHHS' 'REWARD ;
& Shonist KIA 200 shor gneizs +J0% Damtage v Short Enemies
@ Inster Earn Guid S Irom el sxprassions +10 Exira Damage
£ Smasker %0 100 anamis with fiourishes. +10 Extra Damiage

BLODDCRAVER

The Blooderaver craves blood. It used to be called The Fury of the
Poppy Seed Bun, but was renamed
after the weapon manufacturer's
marketing division got wind of it.

Lk :

' UALUE | LUODMG | LViDMG | LV2DME | LV3OME | LVADMS | LV5 DME
: 1250 & £ 3 LH 5 b 1

* | LEGENDARY BOKUS| OBJECTIVE | REWARD '

0 [Diood Drinker Kl 20 viliagérs wh ke you Eam Qi Seals Faster in Combal

':;: & Owmiki Kill 100 b enemies with fiourishis. +16 Exira Damage

% Blood Drainer K1l 320 vitagars o sardless Gae Heaith wih Each Hil

The seourge of chickens acrass Albion. This weapon could asiy
have been called Chickenscourge, but
that name didn't test well,

Lvs
| VALUE [ LYODMG | LV1DMG'| LV2 DMG | LY3 DMG | LV4 DMG | LS TE
16200 & a ¥ 4 59 %
LEGENDARY BONUS | DBJECTIVE : | REWARD
B Kghw Fiex 100 chickens. +10% Chancs of Knocicacs s
B Scrarcher Dy bp 30 it2ms +12 Bxira Dzmaga
S Suashbucker Complets 30 quests. <12 Extra Damage

DRAGONSTOMPER .48

Only six of these fine weapons were ever made. Reaver has colles=s
five of them. You now possess the
sixth.

Lvd
| VALUE [ LVDDMG [ LV1.OMG | LV2 DG | V3 DMG | LV4 DMG | L5 I
1600 & H k) i & ¥
{EGENDARY BONUIS | DBJECTIVE .| REWARD
& Fewmilonit K150 o, amn Guld Sesle Feser £ B
B Dragon's Bresth Kill 120 enemizs with ourshes # Flarms Darags
& Workholic Eaen 10,000 goid from jebs. +18 Exira Demzge

RIFLES

& p—

Mirroring the relationship of hammers to swords, rifles are more poss
than pistols, but at some cosl to speed. Rifles also discharge ong ess
round per reload,

HERO RIFLE

A rifle left to you by the last Hero of Albion. It is part of yourlegesy.
and cannat be sold.

ACQUISITION: Story progress,

Lvs
| UALUE | LVODMG | LVI OMG | LVZ DMG [ LV3 DMG | LV4 DMG | L3S I8
4000-104 000 i % H ki i

= ——
=




DEFENDER OF THE FAITH

Rifles like this were once carried by Karl the Misguided and his
followers, Temple of Light monks who
were not entirely clear on the meaning
of the word "pacifist’.

ACQUISITION: Shops.

Lvs
VALUE | LVODMG | LV1 OMG | LV2DMG | LV3DMG | LV4 DM | LV5 DMG
20 W 20 2 0 3 ] 82
LEGENDARY BONUS | DBJECTIVE REWARD
b Saftled Gt marred Eam Build Seals Fastar m Comba
& Sunbiessed Kill £20 anemizs b ha daytime. =30r% Daraage o Enamies in Daytime
6 wenger HIl 200 anedrizs with fiournshes » Shotk Damage

SCATTERSHOT

Created to spray bullets in all directions, the Scattershot, if properly
used and maintained, can be adapted
into an impressive blunderbuss.

ACQUISITION: Shops.

Lvb
LV1DMG | EV2DMG | [V OMB
200 @ 2 & 30 34 61 &2
_DBJECTIVE REWARD
B Fard litier 1l enesmies with 200 lourighas, +8 Exira Damage
6 Scatergn Kill 10 lange eremizs with Hiourishes + Shagun Spray
B Doncx Gave it to 200 playesrs orver Xboo LIVE. +20% Damage in Muftiplayer

OL' MALIGE

Some say this weapon emanates evil. Others prefer the term ‘exudes’.

RCQUISITION: Shops.

Lus

VALUE  ['LVDDMG | LVi DMG | LVZ.ONG | Lv3 OMG | EVEDME | LV5 OMG |
o e 21 M4 kl| H B2 83

LEGENDARY BONUS | OBJECTWNE [ REWARD |

& Hooligas Smazh 50 crales, Ezin Guikd Sudte Fasted in Combal

& Featharbrained Kick 100 chitkess Eam Gulld Sesks Fester in Combat
G Explosiee ;urnlllzl. :an:IPeu'nmn UavEn + Shatqun Spray

WEAPONS OF YO

PstoLs &

THE HERD'S COMPANION

This weapon is aptly named as it perfarms better for those Heroes
who have a number of companions of
their own.

ACQUISITION: Shops.

Lvs
VALUE LVDDMG | LV1DMG | LV2.DMG | LV3DMG | LV4 DMG | LV5 DMG
B0 2 X n i ] %
LEGENDARY BONUS | OBJEETIVE REWARD 5
G Famly Have 2 children, Earn Buld Seals Fastar in Combat
B Eanetscior (ive: gifte: b 20 plagers over Xhox LIVE +12 Extra Damage
54 Saviour Comphate 3 guasts +20% Damage in Muplayer

This weapon's name is a bit misleading, as it can actually melt more
or less any part of an opponent’s body.

ACOUISITION: Shops.

Lv5

L VALUE | LV0DMG | LV1 DG | LV2 DMG LV DMG
Fi

8100 & ] k] 48 7
LEGENDARY BONUS | ORIECTIVE | REWARD
& Cant Kill 10 lige enemies with Aoarishes. +13 Extra Damags
i Kill 150 anemies with an unwoven a Mamans
B Meer Firebed spel + Flime Dlamags
B Unholy Decrease your meral standing Earm Gulld Seals Faster in Combat

SWIFT IRREGULAR

After frying dozens of guns, Major Swift insisted all his soldiers were
issued with one of these rifles.

ACQUISITION: Shops.

Lvs
VALUE LYDDMG | LV1 DG | LV2DMG | LV3 DME | Lv4 DMG LUE-HE
00 W L 30 a 1] it} q

| LEGENDARY BONUS| OBJECTIVE | REWARD '

G Deisiaiio i o 15 4 Damge, 2% v o
& Suift Requixe fnﬁ'lj;’:m'arm Maeeringwood Fot +12 Bira [asnage

Earn Guild Seats Faster in Combat

O Loty Kill 300 mareenanss.




ARKWRIGHT'S FLINTLOCK THE SHRIEKING PILGRIM

Captain Arkwright never missed with this rifle. He accomplished this This rifle was fashioned from the thighbone of the ravered monk
by never firing it, and yet his neglect Ethelbert the Hobbled, four years before

seems to have imbued the weapon with his death,
almost unerring accuracy.
Lvs TE Lvs
VALUE LV OMG | LV1 DME: ilz DING | LV3 OMG | Lva DMG | LV5 DG | VALUE | LNODMG | LviDMG | LV2DNG | LV3OMG | LV4OMG | LVS DN |
2500 & # 3 50 75 L] 1220 & u % a1 59 8
 LEGENDARY BONUS | OBJECTIVE ] ~-|"REWARD: : LEGENDARY BONUS | DBIECTIVE ‘REWARD
& Soli Bienoma tiends with 30 vilapers Earn Gulld Seals Faster in Combat & Rightsous Iireess your moral staading. +201% Damage vs vl Humas S
B Ependiteif Spand 10,000 of your personal gold. arn Guid Saa's Faster in Combet B Gainlty Waks 5 vllagers v you Ezan Gudd Seals Fastes in Comez
% Revolutionist Kill 40 nobles 415 Extra Damags Be Sanctify Kl 15} hollzw mes. + Shabgen Spray

SIMMONS'S SHOTGUN SKORM'S JUSTICE

Lieutenant Simmons carried this shotgun with him at all times, and Though Skorm's few remaining followers are still dedicated to an
it saved his life on many occasions. ancient and outdated religion, they have
Didn't stop him being tarn to shreds by changed with the times when it comes

hollow men though. to weaponry.
L5 T : L5
[ VALUE_ [.LVODMG | LV1OMG | LV2 DMG | LV3 OMG | Lv4 DHG | L5 DNIG | VALUE LU DHG | L2 DHG | LU3 DHG | LV4 DHG II:«i:i
12300 @ 2% 1 1 5 & 10 12600 & bl % i w’ 8
LEGENDARY BONUS | OBJECTIVE: -1 REWARD o “LEGENDARY BONUS | DBJECTIVE REWARD
| B Guliver ke yirselt fatter. #30% Damage vs Hemans & Deman Disreasa your maral standing &E_IE';”"‘W < =
& Exwmation Dig ep 20 ffems. + Shalgun Spey B Gl Dirag B villagars 1 work #15 Exrz Damage
| & (Oificar ‘:-'"":r";r?'m“““"'w""q“mm « 70 Fxir Dyenas £ Unholy Blast Kill 3 spouses. + Shock Damage

| THEEQUAUSER [l THESANDGOOSE

The Ward of the Woods used this rifle to drive away the evil denizens This incredibly powerful rifle was created by the weaponmaster Sangy
that lived within the forests of Albion, Goose. His falents were so sought out
that he became a hermit. This is his
masterpiece, and all that remains of
him.,

Lv5 Lvh
mmm LVODNG | LV1 OMG | LV2 OMG | LU3 DMG | LVADMG | LVSOMG [ VALUE [ LVODHG | L1 DMG | LV2 DMG | LV3 DMG | LV4 DMG | LVS oG
: 1285 & 2 3 86 58 85 0 16,700 @ 2 4 ] [ o
~| LEGENDARY BONUS| DBJECTIVE REWARD : 'LEGENDARY BONUS | DBJECTIVE | REWARD.
S B Vighinle Kill 130 mencenariss. +30% Damags vs Bvl Humen Enemies & Aggressive carn Gadld Seads from el sxpressions, +1 Gold Par Hit

B Vioodward Dy 10 crimmals to i + Shoigen Spray & Adventurous Complete 20 quests. +23 Exira Demrape

B4 Hight Wakhman it 200 neniies & nighd, 20 Damage o Enemizs at Nigh! B Popuariy Become friands with 30 villagers G Mimey with Each Kt



WEAPONS OF YORE
RiFLEs & MAGIC
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Spell gauntlets grant the wearer the
power to unleash limitless magic.
Each new spell gauntlet is earned
by progressing further along the
Road to Rule and opening up new
spell gauntlet treasure chests.
Spell power itself is boosted along
the Road to Rule, by opening up
treasure chests that unlock new
levels of magical aptitucie. At first,
only one type of gauntlet can be
worn at a time, but eventually spell
weaving enables the use of two
types of magic at once.

Slow time i combat by pressing up on <. By sfowing every enemy, vour Hero becomes the Mercury of Albion. Attack
merciiessiy while the effect is active, Stow fime fasts fonger with higher magic skill

& SINGLE -USE SPELLS. SLUMMON. CHRONOWETME e
FCREATUREAND SLOWATIME :

' There are two arcane spells that are not present in gauntlet form,
~ and can only be accessed with single-use brews. These potions
can he tound in many places—in shops, in treasure chesis, in dig
spots, and so on. The spell effects tip the entire battle in your faver,
in different ways. Don't hesitate to use them when combat ats
overwhelming—slowing or distracting an entire field of adversaries !
at ance is quite a game-changer, and you can find more bottles of

each later. Finally, nole that these polions become mare polent a5
the Hero's magic skill level increases along the Road to Rule.



CHARGE LEVEL

- R

apells increase in strength the longer you charge them. Tap @ for a spell
at charge level 0 or hold @ for a while longer to charge up before releasing
a much stronger blast. The longer you hold down @, the more powerful
the spell. Unlike with melee- or ranged-weapon flourishes, you cannat

be interrupted while charging. Charge times can be reduced by opening
mare magic skill treasure chests along the Road to Rule, and the decrease
in charge time is startling, to say the least. The ultimate in magic damage
definitely comes from charged-up versions of spells, but at the same time
standing still for even five seconds in combat is an eternity. This makes the
use of charged-up magic unrealistic at firsl. But even just upgrading your
magic skill twice, to level 2, takes charge level 2 from twelve seconds of
charge to twal An attack that previously required too much commitment
ever 1o use now has a brief enough charge period to use every time.
Cansidering the overall power and usefulness of magic, no matter how
youl like to play, getting these charge times down is probably the mast
significant thing you can do to improve your combat performance.

CHARGE TIME REQUIRED (IN SECONDS) FOR STRONGER SPELLS

Charge Lewel 0 ]

0
Charg Levd 1 EL] i i 1 1 1
Charte [l 2 12 67 ? 2 s 2
Charne Level 3 o 165 85 35 35 35

Gharge Lavel 4 E ] Fil

A New Hero

ROADTORULELEVEL | LVO | LV | V2 | W3 | Lvd | W5
] ] 1] 1}

AIMED OR AREAOFFFFECT

-

Spells can either be aimed at one enemy in particular, or projected comess
in & circular blast around the caster. Aimed spells benefit fram the focusss
energy, and deal more damage than area-of-effect spells. Area-of-st=
spells have a diminished effect against any single target, but provics
excellent crowd control when surrounded by unfriendly, biting things

AREA-OF-EFFECT SPELL CIRCUMFERENGE

While charging an area-of-effect spell, a ring around your Herg indicas=s
the coverage of the attack. You can use € g focus the spell on ons ==
without losing the level of charge.
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FIREBALL SPELL GAUE

e —

Send forth a ball of trailing flames at your enemies, with a chance of setting them on fire,
Combines well with the Blades gauntlet.

ACQUISITION: Treasure chest along the Road to Rule (cast: 1 Guild Seal}

This gauntiet is your first, and perhaps most useful. The Fireball spell deals heavy damage
and burns the opponent. The damage of the spell and the duration of the burn are
determined by magic level. For raw damage, only the Blades spell is superior, but you won't
see that one for a while. In the meantime, Fireball is your most damaging magic option.
Fireball works well woven with any other spall, but is perhaps most effective when paired
with Vortex for crowd control, or Blades for raw magic damage.

WERPDNS Tl] WEAR WHILE USING THE UNWU"J'EN
: FIREBALL SPELL 28 o2

FlFlEBALL SPELL DAM&EE

Gharge Level 0 Aimad 15 18 a L 50 n
Gherga Lavel 0 Are-ol-Eflact 0 1i5 " 1 275 75 e mh1me v e
i . i miltana il &0 OvEn
Chige Livel 1 Aimad 104 B 0 W W ws HANMER @ Tribigh Firchal spel, Damage
Kil 130 enemizs
Charye Lavel | Area-ol-Ellect ] % 55 56 46,5 145 i Drmonton  Draganvy P EHFWE
Hammar Firchall spel. mige
Ghame Level 2 Aimed 254 286 108 137 246 350 Kill 100 enewiiss
T Hammer of Fire Maga with &n oo El;llm
Charge Level 2 Area-ol-Eect 140 10t B 76 131 183 VWilmagedin Firekll 5pel. L
2 X . Kill 1000 enemizs
Chase Lavel 3 Almed g2 4 28 15 357 515 : i oo bibalyi + Shalgun
RO tce Frekal spek. Soray
Chase Leval 3 Area-ol-Eflect kI 2 152 100 180 50
Kl 150 anesris + Flame
(harge Level 4 Aimsd 1158 B0 T3 445 540 T e Facemaltar Melter wilh an vmeven

Firehall spek. Duriagt

Gange Level 4 Area-o1-Elct




SHOCK SPELL GAUNTLET

3

Shock electrocutes opponents, damaging and momentarily stunning them.

ACQUISITION: Treasure chest along the Road to Rule (cost: 40 Guild Seals)

While not as damaging as the Fireball spell, Shock is useful in other ways. Shock may
electrocute and stun the enemy, rendering them momentarily helpless. Shack is also

. highly effective against some of the game's toughest, latest
adversaries—minions are Weak to this electrical onslaught
Shock works best paired with Fireball or Blades as it fills
the same role of low-damage crowd control that Vortex and
Force Push do.

SHOCK SPELL DAMAGE

Charpe Lival 0 Aimed 105

Charge Level 0 Arez-of-Elact 7
Chuargz Level 1 Aimed b
Cruarge Lived 1 Area-od-Effeed 38
Cruargs Level 2 Aimad 148 B [ 1 | Kl 200 enemis
1 Thunderblas Eleclrotulioner  withan umwoven
i . B
[Chuarge Level 2 Arez-of-Effect 10 Shock 29
| Change Lived 3 Aimed 456
HAMMER Hammer of Kl 200 eaemies
! X 3 ] 3 ; s Wi an unwoven
| Change Level 3 Area-of-Effect i) . A Wlmagacdon Shaek spell
; Charge Lgvel 4 Aimed 5 Saythe's il Kill 200 essamies
. . y ol Wilh an umwoven
: Charge Level 4 Aras-o/-Elfect 28 1 5 : 5 Warhzmmes i

: i_ldé,\s}_ﬁirm.summﬂns frozen shards that rain down destruction on your foes.
 AGQUISITION: Treasuro chastalong the Road o Rl (cost: 40 Guild Seais)

- lee Storm is what it sounds like—an lce Storm either araund you, or
nemered_uri the target. lce Sturrn is the! un!;e sp&li that ﬂmﬂ'temressly
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ICE STORM SPELL DAMAGE

LILE TREASURE
E UNLOCK

Charga Level O Almed 9 2 15 19 3 41

y  Charge Level D Ared-of-Effect § 12 1 18 3 a7

Clargs Livel 1 Almed 10 1? 5 19 kD 4

Cheirge Lewel 1 Area-of-Elfect 10 n 15 18 # 4

Charge Leed 2 Almed 22 16 13 i A 8
(arge Lavel 2 Aregeof-Elfact 4] 18 13 it b

Changs Leved 3 Aimed 1 kil % 17 ki a

~ Crarge Level 3 Area-ni-Elfect A k] 2 7 £l 4

= e Level £ A 61 1 5 35 » &
2

Criarge Lovel 4 Are-gl-Elfect L] (1] N 3

Vortex creates a windstorm that picks up
enemies and hurls them around, preventing
them from attacking and potentially
knocking them into objects.

ACOUISITION: Treasure chest along the Road
to Rule (cost: 40 Guitd Seals)

The damage of Vorlex may be lower than other spells, but that doesn't stop it from being one of the best. The furious gales it creates sweep enenties off
their feet, whirling them around in the maglstrom, eventually dumping them onto the turf. Enemies flailing in the air are enernies not attacking you, and
they make lovely targets for a firearm. After they land, sprawling, there's a perfect opportunity to go for a downed attack to finish them off—if your dog
doesn’t beal you to it! As Vortex grants all the crowd control you could want, pair it with Fireball or Blades for some added oomph. Vortex won't work on
the sturdiest foes, though.

‘JOFITEX SPELL DAMAGE

ROAD TO AU REASL
g M 10 | i i | s
25 175

Charge Level 0 Amed

Oharge Level 0 Arex-nl-Effece 25 2875 35 £V, BETS 9373

Charge Level 1 Aimed ] 1 s a a7 3]

Charge Levet  Aria-al-Effect 135 g 11 " M 55

Charge Livel 2 Aimed b 50 n B ] N

Charge Leval 2 Area-ol-Eflect

Chare Leved 3 Aimed

Charge Lavel 3 Area-ol-Eifect

Charge Level 4 Aumed

Cha:ge Level 4 Area-plEHact




l FORCE PUSH SPELL GAUNTLET
| ! e

Force Push magically propels
anemies away from you.

Knock them into walls or off
ledges for extra damage.

ACQUISITION: Treasure chest
along the Read to Rule (cost:
40 Guild Seals

FORCGE PUSH SPELL DAMAGE

Charge Level ) Aima3 s 45 579

Chaspe Lavel O Area-of - Efest 25 2785 35 415 6875 9475

Cherpe Level 1 Amed - 17 ) o 4 #

Charge Laval 1 Area-of-Effect 135 9 1" " M kkL]

Chargs Lewal 2 ime 5 5 30 L] & o : A i

Hntege |l A ok Pt MY 15 1w @5 &5 Foroe Push, like Voriex, is weaker than other spells, but makes up for = =

Chargs Laval 3 Aimas 156 125 B 5 o4 135 effect. Strike enemies with Force Push to knock them back forcibly. I yoc ==

Chigs Lovel 3 v Efect 18 B ws 2 05 6 looking for a spell to clear crowds from around you, Vortex or Shock 2=

Chiog Ll 4 g - i - e r i better choices. But in areas with an exposed edge, like a cliff, Farce Puss

can hold its own, scaring easy kills by simply sending enemies plummeiag

, Charge Loval 4 Arec-ot Eftact 1% 109 25 [ W5 j045

to their death.

BLADES SPELL GAUNTLET

_____ — e —

Blades conjures magical swords which seek out and impale enemies.
ACOUISETION: Treasure chest along the Road to Rule (cost: 40 Guild Seals)

While Fireball adds a little simmer to go with its damage, the Blades spell is after raw pain.
In fact, a fully-charged, aimed Blades cast is the strongest attack in the game! Like Fireball,
Blades works well with either Vortex, Shock, or Force Push—one spell supplies the brunt of
the damage, the other supplies a useful effect. And, of course, if ;
you're going for raw damage, nothing beats an aimed, charged
ljiglsto}‘ Firehiall from one hand, and Blades from the other! The
only drawback to the Blades spell is that it's the least effective

 speliat actually distracting or deterring foes. It does a lot of

- damage, sure, but it won't eccupy the enemy for long the way
~ spells such erre: o e il
as".fmjlei',ﬁr
Shack do. 1t will
however, stun




WEAPDNS OF YURE

" H | kl I
BLADES SPELL DAMAGE © SWORDS SUMMONED DURING BLADES SPELL
: (BOTH AIMED AND AREA-QF-EFFECT)

HEST ‘WUMBER DF i
Cherge Level O Aimed W SWORDS CHARGE LEVEL E

Charge Level 0 Areagb-Ellsst 5 § B 10 17 k] Crange Lined 0 Chage Level 3 6

Chesge Laval 1 Aimed 1052 65 ] 1a 185 m Chaa Ll 1 4 Charge Level 4 §

Chisge Livel 1 Area-oh St W3 | WS | W4 BB BB 83 [hams Livel 2 3

Charpe Livel 2 Aimed 876 156 It M4 ki 42 - R R R e g
Chargs Livel 2 Area-o1-Etizct 552 M08 M 304 532 152 WEAPON TO WEAR WHILE _US]H_{:‘_; TH UN_WD!.'EH BLADES SFELL
Charge Level 3 Aimed m i m k] 504 75 e v o Sma e Mt i

Crarge Livel 3 Aree o £zt 85 %5 545 38 B 8

Charge Lirvel 4 Aimed 1526 1108 ] 716 B 1064 ] SWORD

. 100
Dbargs Lovel & Aree oo 6 M5B BB 6B 785 1099 / The Channaier  Bldsion pednesd
k Blaes spal

SPELL WEAVING

g

Spell weaving allows you to wear gauntlels for different spells on each hand. In turn,
the spell effects generated ara a mix of the two spells. The power and duration of the
normal spell effects suffer a penalty (woven spell effects are 70% of unwoven spells in
damage and duration), but the overall effect is stronger for the mixing. In addition to the
utility offered by spell weaving, there is also an Achievement to unlock by weaving every
possible spell combination.

ACQUISITION: Treasure chest along the Road to Rule (cost: 50 Guild Seals)

Once spell weaving is acquired, there's little reason nol fo use it, the only reason being if you
are going for a Legendary weapon bonus that requires unwoven spell usage. Let's say that
you're attempting to gain kills with Fireball. If you weave it together with Shock, you run the
risk of the Shock part of the woven spell providing the killing damage. This would prevent

- the kill from counting. However, in the same example, if Fireball pravided the killing blow, it
I Spell weaving does more than cast the two spells

simultaneoushy—the effects of the spells are combined, would gount. 1u.'-.|'ﬂafnng spells for this purpose shouldn't be negated. Just understand that not
with surprising effects, every woven kill will count toward the Legendary kill requirement.

~ For the example of the importance of weaving spells, consider Fireball plus Vortex, versus e
 either spell alone. When you cast Fireball alone, enemies take damage, and stagoer a bit, s
=8  but most foes continue bearing down. With Vortex alone, enemies are certainly uéé;upied
sl and you are free 1o get away or close in, but the damage is low. Combine the two, thqugh

-~ and now you have a damagmg spell that alsutakes an enemy or three out of the picture for
 several seconds.

SPELL WEA‘JIHG GDMBIHATEDNS

Tty out various combinations Lo g memmammen: HAND Hﬁ"’-" HAND &
and to see what vou like. For our money, no cambmﬁnn Firsh Firetall Shack ISt o2 Ssam
auttloes Firebal + L’a.-fexfommmﬂuw.rtyf A :

Shock | Shotk loeSham B8 ke Staim Vot I Vothex
Shack

ke Stoem

Fonca Push Foare Pash

Firsta Wortz Shack Force Push 800 ks Stoem Blades Fota Pash Ekades
Shock Budes & Vordix Vet Blades
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Goodies can come to hand in many
different ways. For the most part,
the items received as rewards from
treasure chests, dig spots, and
other item-bearing locations are
random. The mare powerful you
are—the more skilled with melee
weapons, guns, and magic—the
betler the loot you obtain. Only a
fews rewards are fixed,

Treasure Chests: Normal treasure chests are found all over the world, and
can simply be opened. Silver treasure chests are in certain locations, and
require a specific number of silver keys in your inventory before they can
be opened.

Dig Spots: Your dog leads you to all kinds of treasure, but dig spots are the
only loot source you can't find without him. Your dog can learn to sniff out
more dig spots if you find Lraining books that increase his explaration skill,

Dive Spots: Dive spots may be found while swimming in any body of water.
They are indicated by swirling, bubbling water.

Searching Furniture: Bookshelves and other pieces of furniture can be
rifled through for money and items. You cannot search furniture inside
houses until you've unfocked the Theft ability 'alﬁng the Road to Rule—even
if you own the house. Once you can go through drawers, cabinets, and

50 on, though, homes are a huge potential source of items, Your scruples
determine lo whal extent you take advantage, though, as each incidence

of theft causes a -5 ding to Morality, Unless, of course, you own that
particular house.

Quest Rewards: Every quest has some sort of reward. At 2 minimum you'll
earn Guild Seals, bul many quests also offer monetary compensation and
item rewards.

Villager Gifts and Tribute: Townspeople who are taken with your virtue
and charity may approach you with
presents. On the other hand, those
who regard you as a wrathful tyrant
may offer gifts out of fear and fealty.
Once you accept the gift, it can be
opened in the Hero's Sanctuary.

Xbox LIVE: While playing with Triends online on Xbox LIVE you can rade
items, or receive gifts. Exchanging items with other players is the only way
to complete your collection of certain items, like Legendary weapans or
rare trade goods.

ITEMS AND CLOTHING

1 o

ITEM ACQUIITION: ==

Shops, Sialls;_. and Kiosks: There are traders in every city 0
ready to exchange money for goods. From full-on, brick- ;
and-mortar stores to smaller table stalls and kiosks, items
can be bought everywhere, for the right price. Prices can
be influenced by sales, by vour relationship with store
owners and a given town at large, by haggling, and by
owning the shop you're perusing. There is another facior
for the prices and that is town wealth. Prices are generally
higher in Bowerstone Market than they are in Brightwall.
Why? The town is wealthier and the populace can afford
to spend more on items. You can influence town wealth

in various ways. An easy example is that spending money
there makes it go up, while crime makes it go down.

WEAPONS TO SPEND & WITH
LEGENDARY ;  Ey 5
WEAPON NAME BONLS: .DBJEJ:TITE ! REWARD :
The Merchanl’s nd B0 of you +20% Damaga i
Sodypuard 6 g Sgentr psgf:nnu oo i+ ra
SWORD e L _
O WSS g ook faoer Gon, R
-
The Tnguisitor © Eragint :Em ﬂ uu?.' WO ge Eyrs Damigs
PISTOL &’m‘;‘,“ B i Theray f,.,‘.',’,"‘g}?ﬁ&‘?;&n_

Farstar in Combat 2l "

K &

o Spend 10,000 o {Gain Money with #

TeaKilor Sh0Sr  fgdhccomulalo’  ypurpersoealgold.  Exch I ’
?

GENERAL STORES

Eam Guid Seals

Ariemight's
?ﬂ Faster in Gombat

Spand 10000 o
Flisgincx

64 Sgendtvitt your personal goid

Summmit Supples {Gensral Goods) Drvselier Camp

The Werehowse Sirpines

Tha Msliow Emporiem (Ganzral Goods) Mourningwied 2
Gifts & Gumf (General Goods) Bomerstong Market

Ms Flaine Noows's Goods {General Goods) Bowerstonz 01d Deariar

Honest Omar's (Besers) Goos) e

WEAPON SHOPS _

SHOP NAME

LOCATION

Biightwal Bades (Weapars) Bl Vg 2

= .
The Iran Heof (Wapons) Bowerstone Warket W
The Armaury (Weapoos) Blréea



POTIONS

<4

- Potions can be used during combat to replenish health, and to evoke magic ~ POTIONS
effects that spell gauntlets can't produce. == Health potion
4= Slow Time potion

: m POTION STORES == Summan Creatures potion

SHOP NAME ' LOCATION

Brightesl Miadicinal Fotaioas [Potions) Bightiall Villige
by Peas and Love {Food and Potions) Mouringwood
e The Baqic Botte (Patizes) Bontstane Market
1 : Poton Emosin (Faizss) Bastone O Daartes
i Woizza Taeics {Posces) Ao
-
. ; e
R CONSUMABLES - DRINK.S

e

Drinks, like potions, can be consumed. Drinks replenish health but may also DRINKS
f‘;P, have side effects, such as adding weight or causing drunkenness. 4= Bear
== Fryit Juice
=+ Spirits
~ \Wing

WATERING HOLES _

-

SHOP NAME 5 LOCATION

Brighteral Bogze (Drinks) Brightiall Vitage
e Cuill & Quandry [Pub) Brightwsll Viizge
The Rivalar's Rast [Pub) Bowersiond Indusss
Bowerstona Beverages ( Drinks) Bemereiana Maie
Thie Cock in the Crovn (Pud) Bowersanne Mashes

CONSUMABLES - FOOD

< 0>

:

4 SHOPNAME LOCATION

Brightial Bincuets (Food) Brapstwal Village
Hot. Yammy, and Ciecalar {Food) Bowerstone Inustral
The DI Trout (Focd) Beersiune Marka! == Apple w= Lizard ona Stick
Fhwer Bowver (Food) Bowetsinng Markel =~k Blueberry Pie =+ Malanga
Kum Mot s Food) Souerstone Mrkst wi= Carrot = Meat Pie

i adee iale oo : E?Llrenr:hy Chick : Enu;:cT: Pear

S Decae Detights (Fond) o ~#+=  Dark Sanctum Pie -4~ Tofu
Vegatables of Aurora [Fod) Hutoea «f  Fish




ITEMS AND CLOTHING

Trade items can be purchased from many different shops and stalls.
These items tend to be inexpensive and have no use outside of reselling to
pawnbrokers. If you have the coin, always err towards buying up available
trade items. When you see that a pawnbroker has a huge shoriage, you
may make your money back two- or threefold.

TRADE GOODS

SHOP NAME LOCATION

Burw 'n 5l ‘n Bay (Trade erss) Brighierall Village
The Fair Trader { Trads tems) Boneersione Indestrial
Niarchan's Milz (Trade Goods) Bowwersanne (id Caarter

PAWNBROKERS

" SHOP NAME | LOCATION
Brightwall Brakerage | Paumbeoksr) Bnghtuall Villige
Bowersions Brower (Pawnbrokar) Bewssions darkel
Flarsam's. Jatsaen [Pandioken) Ao

TRADEGOODS - - \ :
=fe  Barrel of Coffeg “efs" qumf Lizards -+~ Crate of Wine S
wi=  Box of Crabs i - Box of Odd Fruit  «#  Sack of Grain 3

i+ Boxof Fish o= CraleofTea -4~ SackofPotatoes i

RARE TRADE ITEMS
¢

Rare trade items are just like trade items, except, as you may have
guessed, they are rarer. There are only seven rare trade items, all rare
gems, and on a given Gamertag only four manifest themselves. To snag
the rest, you must barter with friends online over Xbox LIVE. Keep in
mind that a rare gem that isn't native to that world rakes in four times the
normal price if sold at a pawnbroker

RARE TRADE ITEMS

Rare Amethyst
Rare Diamond
Rare Emerald
Rare Jet

Rare Pearl
Rare Ruby
Rare Topaz

tfea
vt

—— e

MNISCELLANEQUS

This modest-but-important category includes the training manuals you

use to enhance the abilities of your dog. It also includes a rather important
device for socializing. |f you've progressed a relationship with a citizen of
Albion to the point where you're thinking of getting frisky, you have to make
a decision—are you just after bonding and fun, or are you after offspring? If
it's the former you prefer, protection is a must!

MISCELLANEOUS
=#=  Condom =4+ Dog Training: Combat 4
= Dog Training: Charisma 2 Dog Training: Combat &

Dog Training: Charisma 3
Dog Training: Charisma 4

Dag Training: Exploration 2

o
o= Dog Training: Exploration 3

=
.

e
e

=4~ Dog Training: Charisma 5 Dog Training: Exploration 4
<+ Dog Training: Combat 2 =4~ Dog Training: Exploration 5
== Dog Training: Combat 3

SHOP NAME LOCATION

Good By {Dog Books) Brightvall Village

Cultures Metts {Di Boaks)



CIE'TS

- & -

GIFT SHOPS

Many iterns exist solely as presents in relationships, whether
for making friends, doting on children, or inducing lovers. If you
aren't using many gifts, treat them like trade goods and sell when

pawnbrokers offer extra money. Brghtea B (3] Brighbeal Viegs

Jeweell Be Sorry [Bifis) Buersiong M
Gimme, Eimme, Gimme {Gifts) Bowerstons (i Cusms
The Gurigsify Shaop [Sifts) Haror

GIFTS

<= Amethyst == Porcelain Doll

== Box of Chocolates == Ragdoll

= Chessboard = Ruby

«+=  Diamond ~f=  Silver Bowl

- Emerald ~e  Teddy Bear

=i Flowers -+ Topaz

=4+  (oblet = Toy Bow

<= Hand Mirror wf= Toy Gun

- Jet == Toy Horse

o= Jewelry ~4=  Toy Sword

-+ Pearl =i~ Wedding Ring

=t Perfume




FURNITURE
il
Fumiture has decent resale value on its own, but is more valuable when | B
used to make your personal houses more attractive befare you try to sell 5
them. Like other iterns, furniture can be found in a number of places, but
most consistently fram furniture stores. Who knew? You also gain all
the furniture in a house if you purchase it, though of course these pieces

remain in that house unless you swap them for pieces of furniture in your

ITEMS AND CLOTHING

inventory.
FURNISHINGS

[ESHOPMAME Z R b g e s LOGATION

Fatuilaoes Femishings (Furcifue]

W' Bot Wood (Fornifur)

Brightwall Vilage

Bowerstors Market

BEDS SINKS CHAIRS RANDOM ITEMS
=4+ Broken Double Bed =#~  Broken Sink =4~ Broken Comfy Chair == Blackboard
=f= Worn Double Bed “ie Average Sink = Worn Comify Ghair =4+ Grandfather Clock
== Average Double Bed wee Luxury Sink == Average Comiy Chair =4~ Hat Stand
=+ Decorative Double Bed == Decorative Comfy Ghair == Telescops
== |Luxury Double Bed STOVES =4 Luxury Comfy Chair == Toy Box
=i Nightmare Child's Bed -4~ Broken Stove =4 Trophy Mount
=+ Restless Night Child's Bed -~ Average Stove RUGS == Pictures
== Good Night Child's Bed == Luxury Stove == Small Worn Rug <= Whiskey Keg
<= Lullaby Child's Bed == Small Rug <+ Beer Keg
== Sweet Dreams Child's Bed CLOSETS ~f=  Small Auroran Rug =4~ Globe
™ == Broken Closel -~ Small Decorative Rug == Iron Maiden

BLES == Worn Closet 4= Large Round Rug =+ Torture Rack
4+ Broken Dining Table == Average Closet =4~ Large Auroran Rug == Torture Stocks
== Worn Dining Table == Decorative Closet == Large Circular Rug == Aged Armour
== fAyarage Dining Tabla == Luxury Closet e Extra Large Worn Rug -4+ \fenerable Armour
=i+ Decorative Dining Table =~ Extra Large Rug <= Shining Armour
= Luxury Dining Table CUPBOARDS, DRAWERS =4~ Extra Large Decorative Rug =4 Ben Finn Portrait
<~ Broken Bedside Table AND DRESSERS <o Eliot Portrait
~#  Wom Bedside Table ==  Broken Cupboard SHELVES == | ogan Portrait
== Average Bedside Table ==+ Worn Cupboard =4 Shelf ~4= Page Portrail
== [ecorative Bedside Table ==  Average Cupboard -4+ Sahine Portrait
== Luxury Bedside Table =#+=  Decorative Cupboard AURORAN ITEMS = Saker Portrait
+#~  Broken Desk Tahle == Luxury Cupboard == Auroran Baskst «i= Major Swift Portrail
== Worn Desk Tabie «#e+  Broken Drawers %= fAuroran Incense Burner =i Theresa Portrait
-4~ Average Desk Table Wom Drawers ~d+  Auroran Stool == Sir Walter Portrait
wi=  Decorative Desk Table Average Drawers =4~ Large Auroran Table wi=  Elise Porlrait
== Luxury Desk Table Decorative Drawers =4~ Small Auroran Table

Luxury Drawers

BOOKCASES

== Broken Bookcase
== Warn Bookcase

~~  Average Bookcase
=i~ Decorative Bookcase
== Luxury Bookcase

Broken Dresser

Woaorn Dresser
Average Dresser
Decorative Dresser
~#~  Dresser for Successor

Pt +4 4

o

I e R




CLOTHING

o T——

It's said that clothes miake the man, and this is partially true in Albion; clothes make the man,
along with weapons, spells, money, fate, chance, and the assistance of a loyal dog and some
good friends. But clothes are definitely involved. Your personal effects and grooming help
determine what the people of Albion think of you, and are sometimes used as a disguise.

i
- : = .
g : The actual garments your Hero wears are broken down by outfit. There are many male- and female-specilic outfits, although either gender can wear ==

M ofclothing
3 DYES CLOTHING SHOPS

2 I picx | acousimion | SUEDSERLE pescrerion SHOP HAHEE ! LOCATION
' A 4 Tre Raggs Tggl {Catig) e G

|
~o . putfit. While you can find pieces of many outfits as random loot like any other item, there is also usually a way to buy or otherwise acquire almost == ==

|

w e Pack| i fo Rule 2 1 Inject sms color inlo your Hero's veaedrob by lzzming
A After Wusic B e 1o dipe your clathes or hair red, bive, grey, and gresn. Feou o Feocks [Chtting) Bightyal Vitsge

- o om Pkl P 1y Pl 4: 5 TMMﬁammm?mmmwﬁmeﬂﬁ
; *“"i = St PR sty il ps, B Theaads [Clothing) Bowerstons Mk
r ! o Pkl m?ﬂﬁlﬁc 5 Eaperimant uith more ¢olors by Maming 1o dye yoor i e

H J ] ciatbes or hair white, Bme yeli, 2 bemam Robes ArdUs (Cming)
%
MEN'S PYJAMA SUIT

These handsome PJs are what our dashing
Hero wears at the beginning of the game.
These clothes can also be purchased at

- Frou Frou Frocks in Brightwall Village.

o PiEce BASEVALUE | SILLINESS |SCARINESS | ATTRACTIVENESS | TRAHSVESTISH (MALE)

Men's Pyjama Bedsocks Hi) A% 005 2% 0.0%

Mer's Pyjama Loagiohns 7 1005 0% 0% 0%
Men's Pyame Mghicap 0 100% % 0% %
Mer's Pyama Nghshin Ho 1205 0% A% 00%

WOMEN'S PYJAMA SUIT

DOpt to play as a Heroing and these are the
 duds you'll start out with. Like the men's
version, this set can also be purchased at
FrouFrou Frocks in Brightwall Village.

' UPIECE | BASEVALUE | SILLINESS | SCARINESS ' ATTRACTIVENESS | TRANSVESTISM (MALE)

Wemzn's Pyama Bioomess 175 10.0% 0%

Wamnen's Pyama Mightesg 140 100% 0% A% 0%

| Womer's Pygma Mightshit il 2 ] 11 ] B0 120

Womee's Pyjama Singers T % (i1 Bl A0%



PRACTICAL PRINCE SUIT

As the prince, you decide between this and the Elegant Prince Suit, right at the start. You can't laze about in :',-:_;-f v
pyjamas forever, as it turns out. Whichever suit you go for, try them both on before sefting out, so both'sets l s
count towards your Fashion Victim Achievement. The Practical Prince Suit is also available later, at Bower s
Threads in Bowerstone Market. S

[ FIECE | BASEVALUE | SILLINESS |SCARINESS | ATTRACTIVENESS | ranusvrsrlsmmm

Practical Prince Boos m 11,3 00%
Practical Peince Gizves krid] 0% 0% 0% 0%
- ﬁ# S Practical Princa Jacke: 1200 0% 0% 11,1 0%
i "l. Prinze Trousers 100 0% 0% B0% %
" '\‘_‘ :

RSV A -
PRACTICAL PRINCESS SUIT

As the princess, you choose between this outfit and the more
opulent Elegant Princess Suit. As with the prince, try them both on
regardless of which you actually prefer. The Practical Princess Suit
can also be purchased later, at Bower Threads in Bowerstone Market

| PIECE". | BASEVALUE | SILLINESS |SCARINESS | ATTRACTIVENESS | TRANSVESTISAY {MALE)
Practical Princss Blousz 1200 0.0% 0% Birs 120%

Practical Princass Books 400 00 0.0% 0% 40%
Practical Frincess Gloves 20 0% 0% 10% 4%

Practical Pringess Skt 1000 00% (0 B0% 1205

ELEGANT PRINCE SUIT

For something with a little mare grandeur as the prince,
apt for this autfit at the start. It can also be purchased
later, at Bower Threads in Bowerstone Market.

BASE VALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTISM (MALE)

Elagant Prince Bont 0.0% 5 0.0%
Elegant Prncs Ghoves B0 oS 0.0% S0 0.0%
Elegant Pringz Jarke 2400 0% L% 1505 0%

Elegant Prince Trouszrs

ELEGANT PRINCESS SUIT

The princess's best can be selected over the Practical
Princess Suit at the beginning of the game, or picked up
later at Bower Threads in Bowerstone Market.

PIECE | BASEVALUE | SILLINESS'| SCARINESS | ATTRACTIVENESS | TRANSVESTIS (MALE)

Blagant Pringess Bodice 2400 0o 0.0% 1405 12

Elegant Princess Ghwes w0 0% HG 10%

Elagant Prinbass Hat 1600 0.0% 10.0% 1040%

Elegant Princess Skirt 200 0.0% e 2% 15.0%

Elegant Princess SBppers | 0.0% [l 505 4%



DWELLER MEN'S SUIT

The Dweller Men's Suit helps the freshly-renagade S B > i i e =
prince better fit into his more slovenly surroundings. Duseles Mor's Bocks i s b 1N -
It can be purchased at The Ragale Taggle in Dweller Duslier Men's Coat 15 00% 0% Al i
Camp. Dséler M Gkowes | 00% 0% A0 %
Dveller Men's Trousers 100 (1.8 0,04 20 bim,

DWELLER WOMEN'S SUIT

The princess can hardly fit in with the downtrodden wearing her nicest threads. This more humble, 202 =
far warmer, outfil is available at The Ragole Taggle in Dweller Camp.

PIECE | BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS (MALE)
| Duveller Womsen's Bandana s 0 % 20% 504
. - 5, Thivliar Women's Bacts 50 0% 0% 10% 2%
éﬁ; 1 Develier Woawn's Daal 15 0% (1 4m Bl%
Duweller Women's Gloves 50 0% 0 0% 0%
Dhweller Wormen's Trousers 100 004 0% 0% 10%

MEN'S MERCENARY SUIT

Mo matter which sex you select at the beginning

of the game, the Men's Mercenary Suit is acquired
through story progression as a means to infiltrate the
Mercenary Camp. This outfit can also be purchased at =
Frou Frou Frocks in Brightwall Village. .

FIECE BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTIEN! (M=
W' Marcesary Bools L] 00% FEL] 2T g

Man's Marcanary Glves B 0% 25% 2% 8%

Mar's Menssary Hat 200 00% % S0% 0%

Men's Menesary Lickel 3 0% S0% H0% el

Men's Mercesnary Trousers 25 0.0% 0% A% 28%
WOMEN'S MERCENARY SUIT

Our female Hero must wear the Men's Mercenary
Suit just the same as her male counterpart to
progress the story, so the Women's Mercenary Suit
is never overtly pointed out, It's tucked away ina
corer in Frou Frou Frocks in Brightwall Village, and
is much more becoming on the princess.

[ PIECE | BASEVALUE | SILINESS

4

Women's Mencanary Boots 100 0% 25%
Women's Mercedary Gluves ] 0% 5%
‘Women's Mercemry Hat FiL i 0 5%
Wontan's Marcemary Jacel w ok 0%
Women's Mamanary Sharts -] 0% 5.0%



MEN'S HIGHWAYMAN SUIT
This firearm-focused outfit, matching the likes of those benevalent but misunderstood criminal legends
passed, is available a few diffarent ways. It can be purchased, but not inexpensively, from Brightwall

Village. However, if you can hold out long enough, you can also acquire this outfit from the gold door
inside the Reliquary.

 BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTIS :mL

Ween's Highevawmean Booss a0 0% 0% 4%

Nen's Highasyman Coat 4500 0% 00% 120% (111
Men's Highymean Gioves 60 0 0% 40% 00%
Man's Highwayman Kzl 3000 0.0% 0.0% 100F% 00%

Men's Higtesyman Troasens 3750 005 0% 10.0% 0.0%

WOMEN'S HIGHWAYMAN SUIT

Like its male counterpart, this female outfit is
available from Frou Frou Frocks in Brightwall Village.
You can also snag it from the gold door within the Reliquary.

m_m TRANSVESTISH (MALE

Waenan's Kighwayman Boots 5 .0 (2l 40% 0%
Womsn's Highwayman Coat 500 00% 0 120% 505
‘gg‘:;“" Higwrtysan 500 0% 0% 4.0% 2%
Wioman's Highwenyman Hi 3000 00 005 B0% 0%
Women's Highnrigmein 730 0% i 100% 40

| NESES

CHICKEN SUIT : :

The Chicken Suit can be had in one of two ways, both accomplished in Brightwall Village; either
complete the Chicken Chaser quest for Bernard and Patsy, or simply buy it at Frou Frou Frocks. There's
an Achievernent in it for you if you don this absurd outfit for important
decisions late in the game. ..

PIECE  BASEVALUE | SILLINESS' |SCARIMESS | ATTRACTIVENESS: | TRANSVESTISM (MALE)

Chicken Body - 0% 0% 120% o ‘  SihE
= - : i s AR
Chigiea Fest 1% 6.0% 0.0% 0% 0 -.‘-.-&1.;: g

8 Chicken Gloves % Bi0% 0% 5.0 0%

0

15.0% 0.0% 100% 0.0% Y




This is a friendly outfit, isn't it? This intimidating set of
.-'-"7 armaor ¢an be found at Bower Threads in Bowerstone
* Market. Interestingly, it's actually attractive instead of
being horribly Irightening.

PIECE BASE VALUE

SILLINESS | SCARINESS | RTTRACTIVENESS | TRANSVESTISM (=

Me's Warriod Boots 1800 0% 0% 4% (11 ]

W'y Warrioe Coal =L 0% 0 120% io%

Mexr's Warrioe Gloves ] 0% 0.0% A% 0%

Mers Warrigr Kil 3600 0 0.0% 100% 285

Men's Warrior Trousers 4500 0.0 it 10.0% 0%
| WOMEN'S WARRIOR SUIT

\ The fernale version of the Warrior Suit is a little more open than the male version, but sesms =
less effective as a battle vestment. Pick it up at Bower Threads in Bowerstone Market.

PIECE BASEVALUE | SILLINESS
Women's Warrior Boots 1800 00% 0rs a0 plic

Woman's Wirnoe Caat 0 0% 0os 2% Eo%

Women's Warrior G 10 % 0% %

Women's Wirriar Helmet 300 B.0%

Women's Warror Trousers 4500

“MEN'S MASQUERADE SUIT

Hide your face, so the world never finds you! This crafty §
disguise is acquired through storyline progression as
the male Hero.

PIECE | BASEVALUE ~|'SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTISM (MALE)
Wan's Masquerade Coal 1200 1% () 15.0% il

Wen's Masquerade Gloves 20 0% 00% 0% 0%
Ien’s Wasquerace Hat E00 A% 0.0%
Mean's Masquerade Mask 00 119 0.0%
Man's Matgoerage Shoes 400 11 0%

Men's Masgaerade Trousers 1000 0% 0%

- WOMEN'S MASQUERADE SUIT

. Like the male version of this masked costume, the
Women's Masquerade Suit is received through story
progression, provided you are playing as the princess.

] PIECE : BASEVALUE | SILLINESS | SCARINESS ATTRACTIVENESS | TRANSVESTISM (MALE)
Woren's Masquerads lodios 1200 0% 0% 121% 120%
9 Women's Masquerade Gloves ruzi] 0.0% 0% 50% 4
o Women's Masgetras Hal m 00% 0% 10.8% 1010%

e ; E( S Womars Masqrada sk &0 0% 0% 50% 35
: 404

160




AURORAMEN'SSUIT ' % SRR R

PIECE | BASEVALUE | SILUNESS [SCRRINESS A ﬂmmm:mn , Sog
Auroran Men's Bracess L] 0% o o , o, X N s
furoran Men's Hat b 0.0% 00% i 0% : :
Auegran Men's Sandals M s 0 2.0 0 =
Auraran Men's Trosers 0 0.0% 7, 2% il o,
Auenran Man's Waisienal 300 0% [l 405 0% \

AURORA W{JMEN'S SUIT

PIECE BASE VALUE | SILLINESS |:

HAavoran Women's Bodics 0.0% ¥

Aran Women's Hracers i 0.0% Ll 1% 2% -

Aavtran Wames's Hat 200 0% a 53 50 i :
4 A

Auoran Women's Skt 250 00% 0o 2% 50% e £
E. B

Auzoran Womes's Slippers plL 0% 0% 1% 0% )

MILITARY SUIT

Like the Chicken Suit, the Military Suit is genderless. There's only one sel and both Hero and Heroine wear it equally well. Unlike the Chicken Suit, the
Military Sult is not a joke. This set is not all found together; the trousers, jacket, and boots are found behind the Mourningwood Demon Door, whils the of
gloves are found in the Reliquary.

PIEGE BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTISM (MALE

Miliazy Boots 50 0.0% 00%
Miliay Gloves M nos 0% 0% 0.0%
Milkzsy Jacket 75 0% il G0 0%

Milkasy Trouszrs 625 0.0% il B0%




MEN'S MAGIC SUIT

Once Aurora is restored as a city, the Magic Suit can be purchased at the aplly-nameaa
Robes Are Us.

PIECE
. Ieben's Bagic Boots

Ien's Magic Bracers 1440 0.0% 0.0% 40% 0o
Msn's Magic Coat 5400 0% 0.0% 120% 0.0%
Mien's Magic Hat 3600 0% 0.0% 10.0% 00%

Men's Mapic Trousers 4500 008 0% 10.0% 0%

2 WOMEN'S MAGIC SUIT

Like the Men's Magic Suit, the female version is available in Aurora later on. ..provided you help
them recover!

PIECE | BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTISW (MALE)
0.0% 0.0% A0 2%

Wames's Magic Boots 1800 (1,9

Women's Wagic Bracers 1440 0.0% 0% 4irs 2%
Womsn's Magic Coxt 5400 0.0 0% 1248% 0%
Wamén's Magic Hat 3600 0% 0% 0% 5%

Wiman's Magie Skrl




ITEMS AND CLOTHING

KING'S SUIT

[ PIECE | BASEVALUE | SILLINESS [SCARIMESS | ATTRACTIVENESS | TRANSVESTISM (MALE)
King's Boore 5000 0% 0% B 00% i

King's Growm 10000 0.0% il 150% 0.0%

Kingy's Gloves 4000 0% 0% 6%

Wawy's Jackat

King's Trousers

1 f i
QUEEN'S SUIT /
PIECE | BASEVALUE | SILLINESS |SCARINESS | ATTRACTIVENESS | TRANSVESTISH (MALE) £

Qusen's Boots 5000 0.0% 0 505 4%

Dusan's Crowe 10000 0. o 15.0% B0%

CQueen's Gloves 0% B0

Oueen's Jacks! 0.0% 18.0%

Queen's 3kin 0.0% 15.0%

e

- g o T ——.
WYAL CONUNDRUM

'§_"u.lhir.h gender you're playing as. This is no big deal for almost every outfil, as you can buy clothes for either
sex in every clothing store, and you frequently find pieces of clothing as random rewards from treasure
chests, dig spots, and so on. However, there is one outfit that you cannof get on your own, no matter what—
the ruling autfit for the gender you aren't playing as! In order to complete your wardrobe and score the Gamer
Points, you'll have Lo hook up with a friend on Xbox LIVE who is playing as whichever gender you aren't, and
who has already acquired the ruling outfit in their game. If you already have every other outfit, just convince
your friend to let you hold onto their kingly threads for just a second. If either the Queen’s or King's Suit was
the last bit of fashion you needed, the Achievement unlocks and you're all done with sartorial happenings in
Albion! Of course, do return your friend's clothes; they can't get them any ather way sither!

COOK'S HAT
This is the only outfit that consists only of a single piece, and like the Military Suitand Chicken Suit, it's identical
for both genders. You can receive this stylish hat from the cook in
Bowerstane Castle later in the game. If you're lucky, you may find it in t%
a chest or dig spot. However, it may be worth your while to befrienda
cook in the castle once you're ruling, so that hefshe gives you regular
gifts. It may take some time, but you may eventually receive this as a gift

| PIEGE. | BASEVALUE | SILLINESS | SCARINESS | ATTRACTIVENESS | TRANSVESTISH (MALE) &

Co0k's Hat 4 5% 0% 1.05% 0%



I—IAIR&TYLE}S

A full head of hair is the literal capper to your ensemble. Hairstyles are most easuty found in some of the stylist salons spread in a few towns across Abar
Just like with outfits, either men or women can rock any hairdo, though perhaps with mixed results in a faw cases,

HAIR STYLISTS

SHOPNAME LOCATION
Mustache Mansions (Stylsl) Beghtal Viligs
1T G Yw {Stylst) Boatrsinng Mariet
"""" Sty of Agtora {Stylsl] sz
m ATTRACTIVENESS Fm.q;l'stsnsm lman‘cmrmess TRANSYESTSS
- VALUE {MALE) {MALE FEMALE
ok s:;le 10 00% 100% :
oo el %50 oty 0% 4% 0% 738 =
;b e i = 0% 50% 00 s i
'~ ‘::“”“l;,;"‘“ 20 ams 5% 504 0% 5% um
Long Thick Haistyte 250 4% i 4% i 4% LY
Bad Dvead Hairstyle 250 0% 0.0% 5% 0.0% A% i
5 Hob Harshle a0 0o 0% 00 504 B0% o
w' %’ Liagy Hairstyte 250 1113 0% 0 10.0% 4% 2
& & & s Loy BunHairstle 280 bo% 0% a0 il 120% 3.1
1 | = Short Bun Hairséyln 250 0% 0% 0.0% 1005 10.0% s
| ; TedBnkastle 24 o (1 00% 10.4% i
b - g Eo o 00% 405 (T 1) 2%

FACIAL HAIR

Ifyou'd like, you can adomn your face with ong of a few styles of beard. Even female Heroes can da this, though of course this enhances transvestis™
which can confuse villagers in large quantities. Like hairstyles, grooming of facial hair is found in stylist salons.

HAIR STYLISTS

'SHOP NAME i —LOCATION

Mustache Mansions (Sylst) Brightesal Villzg=
I Cut You |Shfist) Bownrsione Marct
Styless of Auoes {Sa7ist) Auiors

Stantd Bead 0.0% 00% s =,

Full Bazrd 20 0% 0% 50 0.0% 5%

Loy Tied Besrd 20 s 0.0% 100 0.0%

Mertanzry Baand 500 00% el 25% 0.0%

Wetlon Chogs m 0% 0% 5.0% o

Slandard Moustache ] 0.0% 0% T5% s

e 0 o [ 505 (1

Sifibures 2nd Baand o0 o 0% 10.0% 0%




o

ITEMS AND CLOTHING

Makeup serves as a flipside to the facial hair coin. Both genders can sport
it, but makeup tends to get males confused for females (though this is not
true of all makeup). Makeup can be bought in shops on occasion, but also
in the field wherever treasure is found.

- BASE oo | ATTRACTIVENESS | TRANSVESTISM | ATTRACTIVENESS | TRANSVESTISM L |
VALUE | SILINESS | SCARINESS | ™ oyarey ™ | (maLE) (FEMALE) | (FEMALE) 1
Arstocral Makenp pli] 0% 0% 10,05 0.0% 10.05% s i

Hoble Makep 0 0.0% 0% b 5.0% 100% 0.0%

Enichanting Mikesp 20 0% 0 0% 5% s 0%
Fyes of the Behoider Makeup 200 00% 0% 0% 5% 8% LO% f
Entartiines Makeup 200 (116 0a% 0% 100% 40% 00%
Jewi! Malmup 0 00% 00% 0.0% 1005 50 0%
Gt bhakeup n (T3 1.0% 0% 00 0% o
Drseer Makeup ] 0.0% 00% 25% 00% 5% 0% -
¥ Hortepin Maiep 0 0% 0 505 00 5% 0%
{ Siai Type Matep M 0.0% 5% 0 0% 0.0% %
S Workss Oidest Maksup 200 s 008 0 50% Bl no%
Exilic: Makaup i) 00% 0% 0% 0% 0% Q%
Rogy Makeug o 00% 1129 0.0% 50% At %
Mermenary Makzup 20 0% 4% 2% 0.0 20 0.0%
Reraqads Makeep bt ] 0.0% 4% 2% 0% 0% 0o
Bandil Maleup FiL 00% 4% 210% 0.0% 20% 0%

Inikbiat Makenn 00 e B0 005 D B0 00

Tradtna Makauy




TATTOOS

<
Tattoos are the final accessory you can use to complete your look. There are tattoo pariors in a few towns, and you can also find many tattoos in the wic
All tattoos add a little bit of attractiveness except the mercenary set of ink, which subtracts attractiveness while adding scariness. Your tattoos glow wmes
charging a flourish or spell, but this may be hidden by clothing covering them. However, certain pieces of clothing also have lattoe-ike patterns wihics
glow only when charging flourishes or spells. They're normally invisibla otherwise. '

TATTOO PARLORS

SHOP NAME | LOCATION

Abinn Ink (Tattaces) Dwalber Camp

Onganic Ik (Tafoost) Maurningwood
Tel's the Way to Da 1! {Tattoeist) Bomersions Markst

Skeachy Tattoos (Tattooss!) Aarora

| VALUE | ALE) (FEMALE} FEMALE
Aurcean Back Tasoo 0% : 25 0% 25%

' ‘ar ] : 2 0% 25%

i P

‘ g : Auroren Face Tation 3 05 25% : 25%
=k %m;_

| BASE | o ness ;smmsg'nm?mfluef'usss % ESTISM | ATTRACTIVEESS | TRANSVESTISH

Aurraa Laft A Tattgo 0% ; I 5%

© haroran Lef Leg Tatioo § 0 : o 25%

-

Agroran Right Am Tattno % E 0% 3%

fugroran Right Leg Tathoo ] i 5% 5%
. FEBASE e el weoe | ATTRACTIVENESS | TRANSVES VENESS | TRANS!
-‘}_ Tﬁﬂ'ﬂﬂ. 1 VALLE SIL!.EHES-S SCARINESS (MALE) (MWALE ALE i (FEM?
Dreeties Bach Tatloo 18 % 0.0 5% 0.0%

R i

Deweliér Chgt Tamod b L% 3 0l 25% 0%
Dwelier Face Tatioo % 0 5%
Drvehier LeB Arm Tfioo X 0% ; 00 5%
Drwelhar Laft Leg Tatioo i 5 4 25%
Dnyelisr Right Arm Tatiao i I 00% : 0% 254

Owellar Might Lag Tanna 1 o 05 % 2.5%

BASE oo | ATTRAGTIVENESS | TRAMSVESTISM | ATTRACTIVEMESS
; 150 0 0% 5% 0% -

| Guld Batk Tamo 25

Bl Chiest Tetoo 150 00% ams : o
Gl Face Tatso i 0% oo . o
G Lt m Tatoo 0 0%
i Lot Log Tattso : 0%
BGuild Right Arm Tafion

Guild Right Lep Teoo




ITEMS

.

AND CLOTHING

Wircenary Back Talso
Whezoeary Chast Tattoo
Meroenary Face Tation
Mercenary Ledt Arm Tattoo
Mercesary Lefl Leg Tattoo
Marcesary Right Amm Tatioo

Marcerary Right Leg Tatiza

Ol Kingdom Back Tattco

(0l Kingdom Ghest Tatioo

08 isgudarm Face Tatton

0l Kisgdom Left Arm Takloo
0l Kirgdoen Left Leg Tatin
(4 Kinigdom Right Arm Tatioa

{id Kingdom Pight Leg Taioo

Hitiere Back Tattod
Natere Ghest Tatica
Nature Fage Tatto
Nature Left Arm Tetion
Naturs Ledi Leg Tatioo
Mature Right Arm Tatloo

Malure Right Lag Taltes

%

1L}

0%

0.0%

0%

00

TATI0 i

ASE
LUE
150

Royel Bk Tattoo
Fiowa Chést Tattoo
Rl Fage Taltan
Fioyl Lt Arm Takioo
Fyal Lef: Leg Tattoo
Fayal Right Arm Talina
Foyal Righl Leg Tatton

2[Fe

e

2%

Bl s s
150 (1119 25!

150

150

150

-25%
5%
4.0%
5%
-25%
2%

25k

25%
5%

25%

0.0%
0.0%
0%
0o
0

0.0%

0%
0.0%
0.0%
(L]
0%
00

0%

0%
0%
0
0.0%
0.0
0.0%

0o

TRANSVESTISM
{WMALE) -

0%
(1139
0.0%

00%

5
]

15%

el RANSVEST

) FEMALE
5% 0.0%
2% 00%
4% 0.0%
25% 00%
-25% 0%
“25% Y
5% 0%

25%

255

25%

]

il

s

0%

0%

0%

0.0%

Eﬁ TRANSVESTISH | ATTRACTI
(MALE} | [FEMA

=0

ATTRAGTIUENESS | TRANSVESTISM
SILLINESS | SCARINESS | (MALE) WALE) %
(0% 25% 0% 2

L%

5%

%

L%

5%

5%

Li%

0.0 ¥
0% 0% 25% 0% 25%
0.0% 0% 15% 0% 25%
0.0% (15 25% o 25%
L% 0 5% 0.0% 5%
0% 0.0% 25% 0% 5%

VENES
LE}

TRANSVESTISH
(FEMALE}

4

00%

0%

0.0%

0.0%

%

00%




2 | BASE . ATTRACTIVENESS | TRANSUESTISM | ATTRACTIVENESS | TRANSVESTISW
TATI0O0 | yaLu | SILLINESS | SCARINESS | 5y S WAL | E | (FEMALEL
0k b0

(FEMALE]
Seythe Back Takiea 130 25% 00% 5% fis
Seylhe Chest Tallog 150 0% 00% 25% 0% % nes
Soythe Face Tanoo 150 0% 0.0% 5% 0.0% 5%

Seythe Lalt Arm Talfon 150 0% 00% 255 00% 25% e, 3
Seythe Lft Leg Taton 150 00% 00 2 0.0% 25%

Scythe Right Am Tatto 150 00% 0% 25% 0% 25% i

Szt Right Leg Tattoa 150 0.0% 00% 255 0% 254

¥ HBRSE ~| ATTRAGTIVENESS | TRANSVESTISM | ATTRACTIVENESS STISM
TATTOO VALUE | SILLINESS | SCARINESS (MALE) (MALE) i % B

Badincs Back Tallon 150 0 0% 25% 0% 25 0%

3 ey fekancs [hest Tanog 150 0% 0% 245% 0% 25% %
E Bakancs Ledt e Taoo 150 0% 0% 5% (158 25% 0%
Balance L= Leg Tatioo 150 0% (139 25% 11129 25% 0%

Balanza Right Arm Tatton 150 00% 0% 5% 0% 234 (1)

Batanca Fight Lag Tatloo 150 0.0% 0.0% a5 0% 5% il

‘r iﬁ’ *Special taltoo available from relailer code.
p ; iﬁ“

TATTOO" VENESS: | TRANSVESTISM | ATTRACTIVENESS | TRAHSVESTEN
{MALE] (MALE) (FEMALE) (FEMALE:

Dragenbreath Back Tano 150 0% 00% % 0.0% 5% i

Dragonbreath Chest Taiteo 150 0o 1.0% 5% Qi 25% 2

Dragontiregth Le#t Arm Tatton 150 00% [T 25% 0% 25% A
Dragonbrezth Lef Leg Talloo 150 L0% 0% 5% 0 25% ot
Dragoribiezth Right Arm Tation 150 0% il 25% 0% 25% it
Dvagantireath Right Leg Tatloo 150 0% 00 15% 1159 5% oo

*Special tattoo available from retailer code.

{ BASE RACTIVENESS ATTRAGTIVENESS | TRANSVESTISM
VALUE {MALE} (FENALE) || (FEMALE)

. Coyehal Back Tatioo 150 0% 0% 5% 0% 5% 00

TRANSVESTISM

Geystal Chest Tattoo 150 0% 0.0% 5% 0% 5% 0o
Crystal Lft A Tattoo 130 nrs 0.0% 25% oo 25% 00%
Capslad Left Lag Tstton 150 00% 0% 5% 0% 25% 0o
| Grpstal Right Aqm Tt 15 0% oo 2554 (13 25% 0%
Crystal Ripht Leg Tatiaa 1% 0% 0% 5% s 5% 0.0%

*Special tattoo available from retailer code,




ITEMS AND CLOTHING

o P R Lt ot b T

Swathaing Rack Tamon

Swirhwing Chest Tatioo 150 0.0% 0% 2.5% 0.0 25% 0ot

Swiraing Face Tanoo 150 0% % 5% s 25% 0.0
Surirtwing La#t Arm Tatloo 150 0% 0% 5% 0% 5% 00
Swirteing Lesf Leg Tattoo 150 0% 0% 25% 0o 5% 0.0%
Sueriwing Right Arm Taloo 150 0% 0% 5% 0 5% 0.0
Strirhwing Rizht Lag Tatino 150 0% 00% 5% Ll 25% 0%

*Special lattoo available frorm retailer code.

S G R
g e (e - '

Industrial Back Tanon 150 0t 0.0% 23 0.0% 3% 0%
Indusirial Chueet Tation 150 0% 0.0% 5 0.0% 15% 0o
Industrial Lest Arm Tattoo 150 [T 0% 5% 0% 5% 0
Industrial Lett Leg Taltoo 150 01 0.0% 5% 0% 25% 005
Indysstrial Right Arm Titlog 150 0% 0% kL 0:0% 5% [l
Indizstrial Righi Legy Tattoo o] % 0% L 0.0% 5% s

“Special tattoo available from retailer code.,

Clociamrk Back Tatloa 150 0% 0.0% 5% s

Clockerark Chest Tattoo 15 00 0% 5% 0% 5% 0%
Clockrk Face Tattoo 150 00% 0.0 25% 0a% 3% 0%
Clockerork Leit Am Tattoo 1530 00 0% 2.5‘.':. s 5% s
Clotkeck Left Leg Tation 15 0% 0% 25% 0% 25% 0%
Clockmork Righl Am Tatteo 150 00% 0.0% 5% 00% 3% 0%
Clackenck Right Leg Tamaa 130 0% % a5% il 255 ki

*Special taltoo available from code in BradyGarmes Collector’s Edition Fable |1l Strategy Guide.
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You almost naver fight only one adversary at a time. Learn lo manage Aside from the fargast foss, like enemy lsaders and balverines, mos:
your position! Don't allow yourself to be suroundet—unless you're enemigs can be knocked down with spells—iike Vortex. From |
daing so on purpose, to unleash a helfacious weapon flourish or gither your dog can finish them off, or you can stand astride then
charged, area-of-effect spell, press the X button for a kilfing bow while they're floored.

As is discussed in other sections of this guide, your primary stats are increased through combat.
You'll recelve some experience toward a given stat simply by dealing damage; experience doesn't
just come from kills. But, of Gourse, you receive 4 premium an experience for scoring a killing blow
with a aiven type of attack. The strength slat is increased by using swords and hammers, while
stature is augmentad by using guns, Magical aura is improved, in czse you haven't guessed, by
using magic. As each stat increases so too will the damage of the attack type tied to that stat, But,
again, while you don't have to kill with a given attack for experience, you must at lsast deal damage
80 you can't simply stand somewhere safe and cast magic or whiff a particular type of attack over
and ovar 1o increase your power, Increasing these stats also has a couple side effects; higher
strangth makes you mare muscular, higher stature makes you taller, and higher magical aura
causes you to glow while charging up llourishes and spells. Strength, stature, and magical aura are
also the primary factors driving your hidden Hero Level. (Hero Level is also increased as you open

more chests, thus unlocking or enhancing abilities, alan the mystical Road to Rule.) You can't To maximize your damage output, focus on openss
know your Hero Level for sure, but its funclion is critical; the higher your Hero Level, the fiercer the treasure L‘!I&S!;‘ within the Road to Rule that augm==
foes you'll meet. Of course, having an elevated Hero Level in tha first place also means you'll be the combat skills you use mast aften, and have fes

well-prepared to take on these tougher adversaries, leveled up the most.




Towns are usually
sale havens from
hostile elaments. The
countryside, however,
certainty is not. You'll
run into groups of
enemies just about
everywhere. Which
Engmies you mn into

IS random 1o a certain
extent, though there

are certain factors at
play. Naturally, you'll
find mara hollow men
underground, near
graveyards, and at night,
while mercenaries tend
to roam wooded areas near roads, or congregate near the Mistpeak Marcenary Camp.
(What a surprise, huh?) Beyond this, the actual makeup of the enemy forces you mast
is driven by your Hera Level. At lower levals, you tand to run into disorganized groups
which mainly consist of easity-dispatched lackeys. At higher Hero Lavels, however,
stronger enemiies show up as well, and sometimes even enamy leaders take the figkd
apainst you. They are much tougher than their toadies, and can often summan morg
servants to send after you at will. Once you start running into thess tougher baddies,
you should make it vour mission to focus on them first. Taking out the leader not only
prevents him or her from summoning more underlings, but it also uitery demaralizes
the forces remaining, causing them to fleg, or fight with diminished passion

Filling enemy leaders greatly weakens the group.
However, if you'd ke to farm experience (or bonuses
o Legendary weapons) and lel ihe feaders live, and
Kill their reappearing minions for as lang as you iike.

Finally, be careful it you opt to just run past groups of enemies. They give chase, and
just because you've triggered one group of enemies, that does not preciude triggering
more. A careless run may result in dozens of foes of all kinds bearing down on you. The
gitver lining here s that differant types of enemies may also fight each other in addition
to you! Keep this in mind if you ever run from a group of, say, balverines and end up
smack-dab in the middle of 2 mercenary ambush, Allow the groups to merae, then gat
out of the way, and you may find they do all the hard work for you

_: Foes are broken down into different categorias based on their
;_ alignment, size, location, and general characteristics. These

categories are important for unlocking bonuses on Legendary A

i weapons. Several weapons require that you kill evil enemies for :

| progress taward a bonus, for example. In this case, you'd have the é
option to kill hollow men, mercenaries, hobbes, balverines, and

shadows for credit.

EMEMY CATEGORIES

EVIL ENEMIES AURORAN ENEMIES
e Holiowr Man = St Furiég

os Metparunias. = Shadies

o Hobs st i

ke Balverives = arfinels

i HUMANOID ENENIES
UGLY ENEMIES g o

= 00 WiR 'ﬂhlm.ﬂﬁ

e Hoiihiog == Sricfs

s s i) =

SHORTER ENEMIES
4= Hobbee

e Kinins

LARGE ENEMIES
wrie= Meroenary Commanders
s+« Halow ken Sermmoners
=Hie= BEEringS

=== Bavering Sires

=t Sentinels

BATS AI_}IQ;_CROW ,_

— T S

After a sheltered Ilfe mlhrn Iha walls

of Bowerstone Castle, your first brush
with the unfriendty elements of Albion
occurs in the Catacombs beneath the
castle. Here, swarms of bats will encircle
and harangue you, along with your
compatriots Walter and Jasper. Your
newiy-acquired Fireball spall gauntiet o
proves mare than adequate for dispatching the flying vermin withoul much fuss. Later
0n, &5 you encounter other swarms of flying creatures in other areas, the lune won't
change much. There might be mare of them as you increase in strength, but no mitter;
charge up a powerful area-of-effect spell to take out huge swaths of them at a time.
Weither type of flying foe poses a serious threat.

POTENTIAL BAT AND CROW SPAWNS PER HERO LEVEL

HEHII "HERD =R = e
POTENTIAL FAMILIES POTENTIAL FAMILIES A
5 B

1 I bat 37t Gt s
2 1w Bt e oy 7 500 Bak S Crow :
3 16 Bt 15 Croay 8 50 B 50 Lo 3
4 2w Bl 2 Crew g 50 Bt S Crow -
5 27 Bat 2iu b 10 50 Bt 5w Groww
Like bats and crows, wolves are
simply wildlife that doesn't coexist
well with humans. Unlike your trusty,
domesticated, four-legged companion, =
these feral canines are completely wild,
and all you represent to them is a meal,
They are a dangerous nuisance, but still
just & nuisance; if you have trouble with
wolves, that does not bode well for the
challenges the rest of the game has in store. A liberal application of your favorite type of
attack is often enough to silence the yelping, snapping packs.
PC!TENTIAL WOLF SPAWNS PER HERD LEVEL P
o
POTENTIAL FAMILIES e
i T Wall
? Sl
4 T ot BN T Wiolt e,
= & Wl 1 Wil
5 10 Wkl Eife . e
] 100 W Eite 3
T 10 Wl ERe
] e Woll Elée - -
9 Tihe Wit Els
i it Wl B .

WEAPONS TO USE AGAINST WOLVES AND BALVERINES

LEGENDARY ; i

EWORD o
\ : Kl 50 wobees o AT
/ e ©Lghdor b i o
HAMMER
40 Damagy
Lusréariisn 1 K 100 wokss o
s - vs Wlves and
Foundsr S o Baverings Hais

333




IST NON-EVIL ENEMIES '
WEAPON NAME LEGENDARY |

RONUS DBJECTIVE
SWang
)/ S L] Wy i
maToL
Rerar . Decotase your mocal
( oy saning
RIFLE
/ Siones sk i Degn m"”@_iﬂ'm

e ———

- The first foes you'll face besides aerial
 pésts are hollow men. These anclent
bags of bones are reanimated and

not too happy about it. As you might
expect, thaugh, being a dusty, creaking
compendium of old fossils and armor s
. not the greatest prospect for durability,
and most hollow men can be bashed
-apart without much effort. Sturdier, elite

LEVEL POTENTIAL FAMILIES
1 fhebs Ronges XA, 1 Ringed B el
2 Bx Medee, 2 Ranged T Mo, 15 Ranged B Maten
3 GxMelen xPanged 7 Melea, 1y Fangeq SeMskee
1 mmhw?aa?t BeMzles, TxRanged & 1S ek
TE Tibde b i, S Milen, 21
§ m’ﬁpﬂ.h%r et 2 Spdlter
eiie GxMelee, v il IxMelm B Tx Summonar i Ei
LR e oo o ot B
1 iz 1 1x Sosllcasier Eite, ix | 1
7 Sumnceer i, 30 b e Sttt Bl e b
Ranged, 2t Spal S R0, e, e Summcrer
Spellaster Gt 1x 2 Spelcastar Fit 1
| S i St i (SSEREOL
S Spalicaster b, 1x 3x Spelicachyr Eile, 11
] Semmoner, T Summonsr - Senimoner, 1 Sumimonar
e 21, i g il 4x Fite
0 Smmoerre 2w, Jvoodosie i &
& R 24 Summener Hite, 4 Eils
WEAPONS FOR KILLING HOLLOW MEN
| LEGENDARY
WEPONMAME | LEGEMDARY | pppnye |
SWORD
/ Coein | oyt K 200 ol men,
HAMMER
/‘ P g
! ' PISTOL
& =
Sl g [ 7 A 300 i e,
Sl Ireeguiar Fal300 hiiow man
P..';.?Tm Kal 150 hollow men.

ONS THAT CAN DO EXTRA DAVIAGE

REWARD

S Edr
1308 15 Mo
[namins

1 frira ;
#30% v5 oo
Enemiss

+10 bra
+307% ve Nome £y
Enamics

)]

holiow men begin to show up later, boasting thicker armar and stronger weaponry.
Holtow men capable of summoning can make your Iife miserable with a steady strsam
of lessar bone soldiers, so focus on these enemizs if possible to avoid getting overrun.

POTENTIAL HOLLOW MEN SPAWNS PER HERO LEVEL
HERD

1x Summaner, x Fangad

TeSumincnes, 10 Mefes H"’m“

{x Summrer, 1x ik, &
T, di ianged

REWARD

+ Shock Damage

+15 i Damae

+1 Ditra Damage.
+50% 3 Follow Men

+6 Extra Damags,
+B% v holiey Men

+Sheagun Spray

WEAPONS THAT GAN HAVE DAMAGE
BONUSES AGAINST HOLLOW MEN
LEGENDARY i

WEAFON NAME BONUS | OBJECTIVE ! REWASZ
FISTOL I3 "
K Sonssmesher 0 e Kol 300 ko #BT% v Hokow T

RIFLE
S G penmnn | bR, R

g ———

character of the game, you are a rebel,
after alll It has been said that willingness
lo dissent is a sign of a heallhy political
system. A mercenary is something
different than a rebel, though. While |
rebels transgress against the state fora
purported greater good, a mercenary has
no ultimate cause except himsalt, and
answers to no idelogies save money and survival, In Albion, mercenaries are basse
(insofar as they have a power structure at all) out of the Mercenary Camp at Mtz
but they can be found hiding in walt for passers-by throughout the land. They freosm
spring an ambush, surrounding travelers and unleashing their assault. Mercenzy
groups do not eventually have summoners who spawn lesser helpers like soms oo
enemy types, but instead they have mercenary leadars. These commanders ars buss
hulking brutes with flaming fists for close-quarters combat, and firebombs for =0
from range. When a leader stomps after you while olher mercenarias ara also engeoss
you'll be well-served to exercise great caution and dispatch him as quickly 2s possoe
The Summon Creatures and Stow Time potions are invaluable in these instances = 2=
carefully-timed rofls to avoid their firebombs from afar. Few foes in Albion can infie
pain on you more carefully than a mercenary commander if you aren't careful.

POTENTIAL MERCENARY SPAWNS PER HERQ LEVEL

{E}E POTENTIAL FAMILIES
1 & Mekae Juledae, 1xRangad  2x Melee, 2x Ranged - z
b4 4 e O Mekee, 1% Fanged - 2o Mekee, 2x Ranged . -
3 S ke S Mt 2w Renged 2 Miskss, 7 Ranged . .
2 TnMeles, 2xRanged,  {xLeader, Tl 2xMelea Fite, 2x
1 m?i‘?“ '@.E'ﬁm "Eie, ¢ Hete mfci'" 1
T Loatfer, Bt Mlan. 1 Leader, B Mokee, T Leackr, Ox Melow, 2 Vs T
5 e Fanged, 2x ama amz: 1 Leader, 3n ke -
i Polegder, 2 Melee, | 2x Leader, Ixbelee,  Buleader duMalen xlooder, fulesdsr M=
nFamged. BxEil: | 2xRanged, 22 Eita B2 ERe, B Ele k7
teleder Bile dx i Leadar Eite dx Tx Leade, Tx Leader
IR -y g ol Idedable T e b e
Ranged Fanged Sapes iz Mskee
I, Leardar Eife, 1
S e e
g Teleatar Bt 2 2xLuagier £, 2 .
SoperEliz 4Bl | Super s Makes
W nleadar B B BxLuader Eite, B - % 3
SuprrEfte, 4eFis  Super Elita e

WEAPONS TO USE WHILE KILLING MERCENARIES

I I
WEAPONNAME | '-E“E”“““"| OBJECTIVE | REWARD
| BONUS |
SWORD
smu'm;.-n & Pifiteer KRADOmerseneniss, 10 Ftra Damags
AiFLE -
St meguls G |y K 300 merteninies ?gﬁﬁ
Tobuske g O To0mRSSE




WEAPONS TO USE WHEN KILLING HUMANS

WEAPON HAWE LECENDARY | omsecmue | RewaRD
SWORD The Splade & S ki gl EX 47 b e
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HOBBES

These strange, squal creatures arg
humanoid, but they are not human. Fighting
thern has many similarities to fighting people,
though. Initially, hobbe warriors attack with
gither melee or ranged weapons, just like
mercenaries or guards, Evenlually, however,
you'll runinto skilled hobbes casters who can
either use magic, peppering you with fierce
spell attacks from far away, or who can use their arcane powers fo summan skeletal
hobbes forth fram the very earth. These bonay hobbes, which are to hobbes what hollow
men are to humans, occasionally show up as a brittle attack forca all their own.

POTENTIAL HOBBES SPAWNS PER HERO LEVEL
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ENEMIES OF ALBION
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WEAPONS TO USE AGAINST SHORT ENEMIES
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WEAPONS THAT CAN DO EXTRA DAMAGE TO SHDRT ENEMIES
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You first encounter these strange whirling
dervishes while infiltrating Reaver's Manor in
amasquerade outfit. Apparantly Reaver has
something of a callection of rare wildlifa from all
regions. Sand furies normally make their home

in the deserts surrounding Aurora, and that is
where you'll encounter them next. Furies atfack
qmn[dy and mercilessty, and are capabli of taking
evasive action that is just as fast. They are so
fast Ihah,rau may find males attacks less use1.'u1 than usual, a5 sand furies often vacate
Ihe area you'rg artanhng belnm you fini " \rlng, and focus on Lsing

I\.} r




A S Fury ]

1

2 e S Firy 7
] & Sand Fury 8
4 & Sard Fury ]
5 e Sand Fury m

WEAPON NAME | LERERDERY | omaecTive
SWORD
)/ S @ Sdwian g
HAMMER )
/ A Shed G prolecir Efm i
Lo S T
PO
K Deset Fury % hay &ﬂgl 30 enamiss found
AIFLE
r Tha Mirksman Kl 100 enexm
/ B | S Dianss

HERD
LEVEL

POTENTIAL FAMILIES

xS oy
1 Effe, Bx Sand Fusy
2 Eiig, 3¢ Sand Fury
45, 21 SandFery

iz

- WEAPONS TO USE AGAINST ENEMIES NEAR AURORA

REWARD

30 Demage vs

WEAPONS THAT CAN DEAL EXTRA DAMAGE TO ENEMIES
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BALVE‘.RINE}S
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Like sand furies, lhase fearsume luping
monslers fight at Reaver's beck and call.
You can alzo find them in Sibverpings.
Eventually, you'll find balverings in any
wilderness where you once found only
wolves, such as in Mistpeak Valley

or argund Millfields. Balverines share
another similarity with sand furiss in
thiat they are incredibly fast, but they are
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far more dangerous as they combing blazing spead with the pawer of a mercanary

-~ commander. Balverines can slash aver and aver, with follow-up attacks strung together
50 seamlessly that you sometimes won't be abile to get out of their flurries. They're also

capable of lunging suddenty from a surprising distance.

Being overrun by bafverings is perhaps the game’s fastest path to suffering a knockout,

Use extreme discretion; single or coupled balverines are more susceptible to meles

strikes than sand furies, but any mare than two balverines in front of you, and wading
in‘with a melee weapon becomes awfully foafish. The normal solution to large groups
of enemies—liberal application of Vortex—doesn't work on balverines unkess you have
unlocked several chests augmenting magic along the Road to Rule. Additionally, if you

ever see a balverine jump straight up and out of the screen, roll away immediately!

Remain in the. same sauLanﬁmsywill fall di

behind you with a brutal strike,

POTENTIAL BALVERINE SPAWNS PER HERO LEVEL
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WEAPONS THAT CAN DO EXTRA DAMAGE

TO LARGE ENEMIES
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Logan's guards are sta!n:med Ihruuqhaut
the kingdom as police, essentially, and
won't narmally be aggressive toward you.
If you engage in minor criminal activity
and resist arrest, or if you engage in
heavy criminal activity such as murder,
this changes in a flash, Every guard

in a towin will swarm you to stop your
transgressions. Of course, soldiers also

ape
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treat you as the enemy during events that make it obvious you are a member of e
rebellion. While it's a pity to put down good men who are merely serving 2 bad cos.

diplomacy is not an option.

POTENTIAL ROYAL GUARD SPAWNS PER HERO LEVEL

(A0 | POTENTIAL FAMILIES {Eie
1 b E
2 4 Sokdier ;
3 4 Solder .
: 4 Soider B
5 A Soider »

POTENTIAL FAMILIES

5o oldier, 1x Pistolier

¢ Bt 4 Sofer, 1x Prmier
& e, 2x Soldier, 12 P T
Brinadier

T, 25 S, 1 Proler %
{rachis

5u. Eite, 24 Grenadizr




WEAPONS THAT CAN HAVE DAMAGE
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WEAPE]M FOR KILLING VILLAGERS AND SOLDIERS
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MINIONS
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In the faravay land of Aurora, among
ancignt and sprawling ruing, you'll
encounter strange statues animated by
dark forces. These are called minions,
and thay are similar to most melee-type
combatants. Perhaps as a consequence
of essentially being suits of metal armar
given life by darkness, minions are
particularly susceptible to the Shock spell,
which incapacitates them. These beings are also easier to bash apart with swords and
hammers than their clanking stes! frames would saem lo suggest.

WEAPONS THAT CAN ADD DAMAGE VERSUS DARK MINIONS
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While King Logan's methods are . -
unquestionably flawed, his reasoning. -
specious, and his aims obtuse, he may be
aware of something that the public at large
is not. An ominous force may be forming
that is so strang that it threatens the entire
wiarld, Mbion included, An inky black
Iegion, hell-bent on utter negation, and on
the undoing of civilization itself is rising. The shwuwmrm will Tlrsl be stumbled upon
in the appropriately-titled Shadelight Cavern, whera swarms of smoky, fluid shadows
rise up from the floor and take shape as harrifying, murderous, murmuring harbingers
of chaos, What each distinct shadow lacks in fortitude. the whole mess of them makes
up for in numbers, and it vall be impossible to avoid being surrounded by the charcoal-
tinted mulitude.

Your weapans will decimate each shadow easily enough, but you will also want to rely
on spells like fce Storm to provide some extra cover. |ce Storm doesn't expressly home
in on particular enemies, but that can actially wark 1o your advantage. Unleash an
areg-of-effect lce Storm and take refuge in the center of Ihe maelstram, letting the hail
beat back the oncoming harde. However, it's not just shadows with which you'll have to
contend. The darkness can also manifest as a far graver, more powerful attacker in the
form of sentinels. These angels of death come cloaked, wiglding scythes and casting
powertul, wide-ranging magic. Give yourselt a fighting chance by using your best
weapanry and spelis, and possibly by fighting shadows with shadoves. Remember that
the Summaon Creatures potion grants you a powerful advantage by distracting riearly

all enemies,

POTENTIAL SHADOW FORGE SPAWNS PER HERO LEVEL
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ACHIEVEMENTS

STORY PROGRESSION

7 ACHIEVEAENTS VITH A CUMULATIVE GAAER ScorE oF 280.

These seven Achievernents are unlocked as you progress through the story. Descriptions and lips on how to unlock them are omitted to avoid the risk of
spoilers, Follow along with “The Road to Rule” portion of this book and complete the main story to unlock them. Each of these Achieverments is tied to
unavaidable moments in the story. You cannot complete the game without unlocking sach and every one of these Achievements.

ACHIEVEMENT ICON  ACHIEVEMENT NAME GAMER POINTS
The Guild Seal 10 pis
And S0 it Begins 20 pts
Swift Justice 20 pts
The Resistance 0 pls

ACHIEVEMENT ICON  ACHIEVEMENT NAME GAMER POINTS
Distant Friends 20 pls
Thi Russer of Albion 80 pls
For Albson! B pis

SIDE QUESTS AND STORY BONUGSELS

8 ACHIEVEMENTS WITH A CURULATIVE GAMER SCORE OF 80.

Help the celebrated thespians Lambert and Pinch put on
the world's greatest play.

Accept the quest The Missing
Play at Brightwall Village and
head to the rear of the Brightwall
Academy to find the missing play.
The spirit of the playwright pulls
you into the book where you then
have to perform three plays in order to win your freedom. Put on each of
the costumes when prompted and follow the on-screen instructions to
impress the playwright and win your freedom—and a copy of the play.
Give the play to the two thesplans outside the Brightwall Academy to

se it performed and unlock this Achievernent. Detailed tactics for The
Missing Play are found on page /0.

T

B oo

Make sure Max and Sam get home in time for tea.

You can unlock this Achisvement
while eamning Guild Seals

lo impress Page during the
Bowerstone Resistance chapter.
Accept and complete the quest
Bored to Death in Mourningwood
to retrieve the ever-powerful Normanomicon for the brothers Sam and
Max. Leave Mourningwood and return later when the Gone But Nat
Forgotien quest is available. Complete this quest to set things right
with the brothers and their overbearing mother—and to unlock this
Achievement, of course. Gomplete factics for Bored to Death and Gone

5 But Not Forgotten are found on pages 87 and 98, respectively.

S &
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~ Accept the quest The Game in

iopts |

 Rescue the princess from the evil Baron.

]

Bowerstone Market and speak
with the guys in robes inside the
last house on the left, on the road
leading to Bowerstone Old Quarter.
These three men are what vou
might call rele-playing fans. They've constructed an elaborate table-top
board for their game and even wrote their own story for it Now all they
need is a Hero to act it out. Accepl the orb to be shrunk into the size of
a common miniature game pece and make vour way through the brief
stary to save the princess and unlock this Achievemeant. Detailed tactics
for The Game are found on page 102.

3
3
&
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Reinstate an ancient, evil lemple.

Reinstating the Dark Sanctum
requires completion of mulliple
quests, beginning with the Peace, |
Love, and Homigide quest first
available during the “Bowerstone
Resistance” chapter. Complete

the aforementioned guest, leave
Mourningwood, then return {o gain access beyond the fiery barrier
sealing off the Dark Sanctum area. Enter the area beyond the harrier
and speak to Lesley about the Excavation quest. Return later and enter
the Dark Sanctum area to continue the thread of quests. Accept and
complete Awakening and Leverage to finally open the Dark Sanctum
and unlock this Achievement, Complete coverage of all four of these
quests can be found in the “Bowarstone Resistance” chapter, beginning
on page 8§9.

Estabiish the istand of Driftwood.

Driftwood is a coastal area located
beyond the woods of Millields. It is
ot readily available when you first N M
benin exploring Albion. In order fo =
aceess it you must first complete
the Restoration quest in Millfields ;
to have a bridge built. Retum later and cross the bridge to the old qypsy
camp and continue north to discover Driftwood. Once you've discovered

. Drittwood, accept and complete the Pest Control and Gift Wood for

Driftwood guests. Leave the area to unlock the Achisvement,

X

Defeat Chesty al his own game.

Chesty, that lovable
sadistic chest from
Fabfa If, makes a
return’in Fabie fif
and he wanis to
play chess, Visit the
Sunset House area
at night (if it's not night, simply leave and return) and approach the S
ghostly statues in the cupola on the left of the lawn. Approach ons o ==
statues and press the A button to interact with the statue four times. Ses
mowe to the right and do the same for each of the other three stztuss
Interact with each of the four statues four times to cycle through fhes
various poses ta make the house atop the hill magically transform Som 2
ghostly residence to a real thing of bricks and mortar.

Enter the Sunset House mansion, read the letter, and sleep inthe bec =
be trangported to a life-sized chessboard in the garden. Speak to Crest
to initiate the chess game. Don't worry if you don't know how o pi=y
chess, s Chesly is going to cheat anyway, Play along until he suddess
lobs @ bomb at your pieces and switches the rules; he much prefers =
see you battle his chess pieces. Dafeat each of the four waves of snemes

to survive the game and unlock the AchievementL

Score 2000 on the Mourningwood Fort mortar game.

Return to Mourningwood after
meeting Page in the Sewers and
purchase Moumingwood Fort
for roughly 45,000 gold. Once
purchased, head up onto the
upper walkway and interact with
the mortar to initiate the Mortar and Mourning mini-game. Jammy
reappears from beyond the grave and you have 200 seconds to kill ==
many hollow men as possible. Each hollow man is worth 10 points

and you need to score 2000 points to win the top prize—a legendan;
weapon! Focus your attention on large groups of hollow men, prefe=ae
while they are still spawning to ensure a direct hit before they splitus =
only takes three secands to ready another shot so keep firing at all o=
Pan back and forth in sweeping semi-circular motions and keep firing
It's better to fire on a single hollow man than to pass ovar it and fire ne
shot atall. This plays exactly like the scene during “The Hollow Legios
pairt of the story. You are free to play the mini-game as many times 2=
you'd like. After all, it's your fort!




Unlocking this Achievemnent
requires you Lo save all 6.5 million
Albian citizens during the Weight
of the World portion of the story.
This requires accumulating over
6.5 million gold in the treasury, as therg is a 1:1 ratio of gold to citizens
saved. There are a number of ways to go about accumulating the gold,
but you can extand the amount of time you need to accomplish this

by delaying your retum to the throne room come time to pass rulings.
Spend that extra ime accumulating vast quantities of gold by spending
time in other Heroes' worlds and by owning all of the expensive shops in
Albion (see the “Real Estate Maonate” chapter of this book far details).
Another quick way to increase your gold reserves is to unlock the Demon
Door in Sunset House after becoming Ruler of Albicn; the chest behind
that Demon Door containg 1,000,000 gold. Taking work as a blacksmith,
pie maker, or lute player is alse a great way to eam gold quickly, Each

of these techniques increases your personal wealth which, by using the
ledger in either the Sanctuary or the Treasury room, can be transferred
to the Treasury. Of course, the easiest way to save all of the citizens is

to reduce the amount of gold you need to add to the treasury in the first
place. You can do this by making the hard, unpopular decisions that
don't cost the kingdom any gold leading up to the invasion. You may
have to break some promises, but doing $o may save a lot of lives.

COMBAT
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11 ACHIEVEAENTS WITH A CUAULATIVE
GAMER ScoRE oF 240.

Kill enermies with melee, ranged, and spell atlacks.

Jasper calls you back to the Sanctuary early on during your quest to
present to you several of the Hero weapons your parent—and former
Here—had left behind. Weapans come in three styles: melee, ranged,
and spell. Kill an enemy using either the sword or hammer to get the

melee kill; the rifle or pistol to earn the ranged kill; and any of the magic
 gauntiets to earn the required spel attack. You receive your first gauntlet
during a visit to the Road to Rule. Kill at least one enemy with each
weapon type ta unlock this Achievement.

ACHIEVEMENTS &
__AVATAR AWARDS

R A ST EETA

This is an Achievement that takes a
little time to get, but only because
the Spell Weaving ability is reserved
for those who persist in their
journey along the Road to Rule.
You visit the Road to Rule many
times, but this ability is not available until after surviving an unexpected
journay through a certain hobbe-infested cave. Spend your Guild Seals to

unlack the Spell Weaving ability then retum to the Sanctuary and select
a combination of two different gauntlets. Cast them both simulianeously
with this powerful new ability to unlock the Achievement.

N 10pts

Send an enemy flving into the air and kill him while he'’s
airbomne.

There are many ways ta knock an enemy into the alr, depending on the
power of your attack and refative strength, size, and vulnerability of the
enemy. The easiest way, however, is to catch an enemy inside a powerful
Vortex spell then open fire on him with your pistol or rifle as he flies
around the room in circles. It's also possible to knock enemies into the
air with a melee attack or even a powertul ritle shot. Fire again with your
ranged weapon to kill him while he's airborne to unlock the Achievement.

Cast all 15 possible spell combinations.

This Achievemnent is all about getting you to experiment with each of

the different spell weaving combinations, Follow aleng with the main
story through the gathering of allies and become the ruler of Albion. This
unlocks all of the segments of the Road to Rule needed to purchase the
Spell Weaving ability and each of the Gauntlets: Fireball, Shock, Vortex,
Ige Storm, Force Push, and Blades. Now visit the weapon room [n the
Sanctuary and equip one of the 15 combinations of Gauntlets, exit the
Sanctuary and cast the spell, then retum and swap-them for another set.
Follow the suggested pattern in the list below to ensure you attempt each
af the 15 combinations. ;

Fireball + Shock, Vortex, lce Storm, Force Push, and Blades.
Shock + Vortex, lce Starm, Foree Push, and Blades.
Vorex + lce Starm, Force Push, and Blades.
lce Storm + Force Push and Blades
. Force Push + Blades




- Kill 500 enemies using firearms.
Tiis Achievement is unlocked by
making use of your pistols and
rifles in combat. 500 enemies
may sound like a lot, but even
with a well-balanced battle

plan that incorporates all threa
disciplines, you can still unlock this Achievement by the time you

leave Reaver's masquerade party. A greal way to rack up ranged kills

is to equip the Bonesmasher pistol and use it exclusively during your
time in Mourningwood and whenever vou travel to The Reliquary. The
Bonesmasher is devastating against hollow men and these locations are
fillet wath them.

As with the Gunning for Glory

Achievement, this one can also

be unlocked before you even

leave Reaver's masquerade

party without any special focus

0n melee attacks. One way to

| accumulating a wealth of melee kills is to use a powerful hammer
such as Scythe's Warhammer or Trollblight and use it to deal the fatal
blow to numerous enemies after weakening them with area-of-effect
attacks. Cast a low level magic attack to soften up the enemies then

- fush in and finish them oft with the melee weapon,

Fully upgrade your Melee, Ranged, and Magic
abilities on the Road to Rule.

You begin the game wiﬂ{whax amounts to Level 0 meles, ranged, ana
magic abilities. Unlock this Achigvement by purchasing all five upgrades =
each, at the tolal cost of a whopping 900 Guild Seals! There are countess
ways to eam Guild Seals, but completing as many side-quests asyout=
Lising weapons with an improved ability to generate Guild Seals in comsss
and interacting with villagers is a great way to gain them. The following =5
provides a braakdown for when each new attack upgrade can be purcizsss
along the Road to Rule. All three attack styles can be upgraded at the same
point along the Road to Rule.
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8 Kill 500 enemies using magic.

Magical attacks make it possible to
inflict damage on large numbers
of enemies simultaneously. The
ability to weave two different
spells together for added damage
* Increases the chana of delivering
miass casualties o enemies. Using charged area-af-effect attacks against
lesser enemies is a great way to increase your kill count, The Vortex spell
is particularly useful in that it can smash enemies against walls-and other
; objects. Force Push is great for narrow ledoes, as you can gain kills by
pushing enemies off.

Complete Fable (Il without being knocked out in combat.
Do you have what it takes to survive the entire story and see the credss
roll without getting knocked out even once? That's what you must do
to unlack this Achievement. Fartunately, it's not as difficult as it sounds
There are a few things you can do to make your eternal survival that
much more likely. For starters, always carry at least four Health Potioes
and don't hesitate to use them as soon as the edges of the screen stam =
turn red. The more Health Potions you carry, the more prudent vou c==
be while consuming them, Another tactic to keep yourself alive s to o =
remain as far away from enemies as possible. Most do not have powea
ranged attacks and you can often get the jurp on them by using your
ranged weaponry and targeted magic attacks. Along those same lines
always look for barrels to shoot—one well-aimed bullet can defaat
multiple enemies! Lastly, take vour time and be as thorough as possie
The more side-quests you complete and Guild Seals you eam, the soorer
you can fully upgrade your attacks and the strongar you'll be. The gam=
naturally advances in difficulty as the Hero gains experience, but you
can keep ahead of the curve by fully upgrading your meles, ranged, ang
magic attack abilities at every first opportunity.




Complete 3 unique upgrades on one of the legendary
weapons found around Afbion,

Finding a new legendary weapon
is always an exciting moment,
especially given the random
system that governs what weapon
you get—you just never know!
Whenever you get a new legendary
weapon, immediately press the Start button, then keft on the D-Pad to

go to the weapon room. Find the weapon on its respective rack and
inspect the uparade requirements to find a weapon that suits your
playing style best. Each weapan can receive three unique upgrades, but
the requirements for these upgrades vary quite substantially from one to
the next (see the "Weapons of Yore" chapter for details). The one thing
each legendary weapon has in common is that earning all three upgrades
tends to be time consuming. Though the never-ending sandbox that
exists after the story is completed makes it possible to play forever, we
recommend committing to upgrading one or two weapons during the
“Bowerstone Resistance” portion of the story, This gives you planty of
time to not only earn all three upgrades, but hopefully have the fully-
upgraded weapon in time to use it against the game's toughest foes!

o 10 pis

Kill 30 enemies with explasive barrels.

Many of the areas in which you'll
he fighting contain red explosive
barrels. These barrels are often
positioned in close proximity to
walls of sandbags and other enemy
defenses. Target these barrels with
],rci-ur rifle or pistol when enemies are nearby to detonate the barrel and

4 'rrEéiantU kill the nearby enemies. You can often kill two or mare enemies
" with a single harrel explosion by timing your shots well. There are mare
than enough barrels o accumulate the required 30 kills, but there are

a few areas where you can really pad your stats, Look for barrels in the
following areas: The Hole, Mercenary Camp, and Bowerstone Old Quarter
(Battle for Albion).

ACHIE‘JEMENTS &
AVATA‘R_A_WAHDS
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BEING SOCIAL

SN —

12 ACHIEVEAENTS WITH A COMULATIVE
(GARER SCORE OF 145.

AN 50t

Wear a full set of clothing intended for the opposite sex.

This Achievement simply requires that you dress in a complete outfit
designed for the opposite sex. The easiest way to accomplish this is to
accept the guest The Missing Play in Brightwall Village. You have to don
threg separate costumes during this quest: a woman's outfit, a chicken
suit, and a man's outfit. You unlack this Achievernent whether you're
playing as a prince or princess. Of course, you could also just purchase
an putfit designed for the other sex from one of the many clothing shops
in Albion. Purchase the outfit then return to the Sanctuary’s dressing
room and put an the entire autfit to unlock the Achievement.

Hold hands with someone.

One of the new mechanics in Fable NMis the act ul hu[d:rlu hands with
another person. You must hold a i
character's hand to lead (or drag)
. them with you where you are

qoing. You are introduced to this

new feature in the early moments
af the game, during the Lite in the
Gastle portion of the story. This is the first Achievement you unlock.

NCHICREN. | 1001

Perform a royal _rudgm em‘ whffe ﬂ'mssad asa chfcken

You have plenty of opportunities to stop by the San[:’[u:arg,,F and shp into
the Chicken Suit (acquired during the Chicken Chaser guest in the
Leaders and Followers portion of the story) on your way to the throne
room. There are five scheduled days that you'll have to sit on the throne
and rule on various matters. Wear the Chicken Suil to the throne room
and rule on any issue to unlock the Achievernent.




i MR

’ -‘:E'umhlase adye packthal has five

Dye ea‘aﬁ part akan uuﬂi? vou're wearing a different color
£ 'ﬁ”@ﬂiﬁmﬂﬂ F‘ﬁ"ﬂ

differant colors (or two smaller dye
packs) along the Read to Rule and
head to the clothing room in the
Sanctuary to tum each articla in
yaur autfit a ditferent color. Dye the

pieces of clothing marked as head, upper body main, hands, lower body f‘m .

main, and feet. Mow you only need to find the long hairstyle. Hairstyles
are most often found in dig spots and unlocked chests. Another way to
receiva hairstyles is fo befriend Stylists and receive them as a gift. This

is particularly common after you become Ruler (provided you are wall
liked). The long hair cut is the default hairstyle for female players. Men
can purchase the long thick hairstyle from the stylist in Brightwall Village.

f0ps

The first step in unlocking this
Achievement is ta become a
Level 5 lute player. This is done
by unlocking each of the lute
playing upgrades on the Road to
Rule. You begin life as a Level 1
lute player; but must spend a total of 100 Guild Seals unlocking the lute
playing skill upgrades. You needn't purchase all four chests in order;
you can purchase just the Level 5 upgrade for 100 Guild Seals if you

50 desire. The Level 5 lute upgrade becomes available on the Road to
Rule immedately after meeting Page in the Sewers. Once you have the
ﬁpﬁmpriate skill evel, all you have to do is play one bar of music without
missing a note in each of four differant towns: Aurara, Brightwall Village,
Bowerstone Market, and Dweller Camp.

- Nh:nn 154 Inrmg, hrealhlng Ianrl

10 pts |

Use tauch axpressmns to interact wrm 20 da'r‘remm peapfe

inhabited by over six millian
people. Though you won't see
all of them, you will encounter
countless villagers during your !
travels. Stop and interact with
amy of them by pressing the A button then perform an expression that
touches the other villager—dance and pat-a-cake are two common
ones. That's all it takes to get credit towards this Achievement. Perform
sither of thess actions with 20 different people to unlock this bonus.

16 pts

Make 20 fnﬂn ds.

Thars are twn wa}rs to go ahnm unloclmm; this ht;hmvemmt Thos::
wanting to unlock the maximum number of Achievements as quickly 2=
possible can make friends the old-fashioned way; perform expressios =
qgeta person to like you, then complete the quest they offer ta eam Ser
frigndship. You can do this early in the game and earn quite a few Gus
Seals in the process.

fj0ps

Hemade! 5 dm‘arenf houses by mangmg the furniture.

The first 5tep to unlocking this Achievement is to own five properties
either houses or caravans. You can accomplish this via the map tabe
by selecting a settlement and using the magnifying glass to inspeci =
property for purchase, Now you need to visit each property in persos &=
decorate it. The easiest way to do this is to fast travel directly to one &
your properties, go inside, and press Up on the D-Pad to have Jaspss
auto-decorate the house by changing the rugs, wall decorations, and
fumniture with items from your inventory. You must have at least ons
valid item in your inventory to get credit for remodeling the house.
Furniture itemns are often found in dig spats, unlocked chests, and
received as gifts, You can also purchés& high-dollar pieces of fumitus
at shops throughout Albion. Adding nice furniture and accessories oz
home increases its value and the amount of rent vou collect.




Build a property empire worth 2,000,000 gold.
This Achievement is going to take

some time to unlock, so it's best
to get a jump on it early on. The
goal is to accumulate a collection
of properties (wagons, houses,
stalls, shops, and pubs) worth
atotal of 2,000,000 gold. The value of the hames and shops in your
possession goes up over time as life improves for the villagers and your
efforts raise the guality of life in the town so it pays to buy early on while
prices are low. The value of the properties also increases as you improve
the decorations and furnishings within the houses and wagons. These
increases in value do affect your tofal property empire, but not enough
1o truly reduce the number of properties you must purchase. Purchase a
few stalls early on to begin generating revenue while you're oul questing.
This gives you enough money to purchase the more lucrative stores and
pubs sooner rather than later. Buying and renfing out houses is also a
good source of rent, but you have to invest some of that maney back
into the house in the form of maintenance otherwise your tenants will
move out. Pawnbrokers and tavemns are your top revenue sources—and
also amony the most expensive buildings to own. Save up for one or
twao early on then use the proceeds to purchase valuable houses to push
yourself over the threshold and unlock the Achievernent.

ACHIEVEMENTS &
e VATAR AWARDS

B ot

As ruler of Albion, get married 6 times and kill 2 of
Vour spouses.

This is a straightforward Achievernent to unlock and though you need
not be married to six different people simultaneously, it does add

some good entertainment, especially if you have them live next to one
another! Purchase five (plus the castle) houses or caravans and kick

out any tenants that may ba living in them. Acguire a half dozen pleces

of jewelry so you have giffs to give and find six villagers who are of a
compatible sexuality and who are already friends with you. Being friends
isn't necessary, but it does save you from having to befriend them first
Seduce each of these potential spouses with positive expressions, then
ask them to marry you. Select a house and assign your spouse to it. Now
pici two of your spouses and kill them. Don't forget to turn the safety off.

Adopt a child.

S 10pis

Get a 15,000 goid bounty placed on your head.

) s

- Even If you live life in Albion as a
sorl of sociepathic warmongering
barbarian, striking down anything
or anyone that's even mildly
displeasing, you still might not

reach the lofty heights of a bounty
. past 15,000 gold. That's fine, though—you don't need to walk a dark path

- atall You just naed to save your game, then travel to a heavily populated
area. Something Iike Brightwall Village is ideal. OK, ready? Draw a
weapon, furn off satety, and start killing everyone indiscriminately. When
you thin out a given area, move elsewhere in the same city. By the time
you've cycled through previously-depopulated areas, new townspeople
will be milling about. OF course, this kind of activity doesn't go unnoticed,
and quards inevitably attempt te stop your spreg. Resist arrest and take
them out, too. After about 10 to 20 minutes of outright slaughter, your

"~ bounty shouid be highenough to nab this Achigvement, Afterward, simply

~reload your last saved game. Unless wanton mayhem was your goal

. anyway, of course, in which case carry on, then.

L
L

Visit the orphanage and select

a child to adopt. There's a small
fee invalved, but this is a way
for even single, unwed Rulers to
start a family. Assign the child to
your spouse’s home or select an
unoccupied house you own to place the child. A nanny is hired at the rate
of 25 gold per cycle if no spouse is present,




E‘ '3 _ TRE'.AJURE AND COLLECTIBLES

Collect all 30 rare books for the Brighitwall Academy,

Accapt the The Pen is Mightier... quest in Brightwall Village afler maeting Page in Lhe
Sewers fo learn about the rare books scattered across Albion. These books are often difficult
to find, given their size and tendency o be located off the beaten path. Consult the maps in
the “Albion Atlas” portion of this book for the locations of all 30 books. For every five books
you return to the Brightwall Academy, Samuel offers you a special quest to find one of five
rare hooks. These books are linked to specific quests that must be accepted in order to find

P e the given book—these books do not exist in the world outside of these quests, The Tollowing
table lists the number of hooks found in each area.

BOOKS BY AREA
. Aﬂﬁl NAME DISEF&F%&ELE ﬂﬁg%]&ggﬂ AREA NAME DISE;]&E}?;BLE IIITIE%T&?;I_LT

Aurora Gy 2 : Millkelds 1

Hausersione Castie 1 - Mistpeak Yallzy !

Benrrstons Industral 1 . Moutnmgopd 1 1

Berzreione Market 2 : Ossuary 1

Bmstretong 01 Dudrter 1 1 Redver's Manor 1

Beightwall Vigage 4 - Rabquaty 2 i

Cagtponts 1 . Sandfall Paace

Chilhraath Caveres 1 i Shilling Sands . 1

Darkwatar Cavesn 1 . Siverpines g r
" bitead | : Sunsat Housa 1

[weller Camp | b

-

1 30 pts

Collect all 50 Sitver Keys and 4 Gold Keys.

Itwouldn't be Fabfe without 50 Silver Keys to collect, but now there ara 4 Gold Keys as well!
These are scatered across Albion (and Aurora) and require some thorough searching in
order to find them. You absolutely must venture away from the glowing trail if you are to ever
find even half of the keys! Fortunately, you have two helpful resources at your disposal. For
starters, the map fable inside the Sanctuary (and war reom in the Castle) can be used to see
how many keys are in a given area. Move the magnifying glass over a settlement to view a
" table of collectibles, The numbers listed here also account for any sub-areas thal may be within
that settlement too. For example, the data on the map table for Mistpeak Valley also includes
collectibles found within Chillbreath Caverns and The Hole. Uise this infarmation to narrow
your search then turm to the “Albion Atlas™ portion of this book for defailed descriptions of where all 54 keys are, including complete guides to each of the
5 . four Gold Keys. Unlike Silver Keys, Gold Keys can typically only be found after solving an elaborate puzzle.




ACHIEVEMENTS &
~ AVATAR AWARDS

TR T TS

Collect all 30 Auroran flowers,
Return to the City of Aurora after retrieving the Desert Star diamond and accept the Temple's
Treasure quest. This quest requires you to find 30 Auraran Flower Blooms, five of six different
colors: Red, Green, Orange, Purple, Blue, and Yellow. The 30 flowers are scattered throughout
the areas of Aurora City, Shifling Sands, Sandfall Palace, The Veiled Path, and The Enigma. The
flowers are not quite as difficult to find as many of the ather collectibles and your dog does an
excellent job of sniffing many of them out, so long as his exploration leval is 3 or higher. Each
and every flower has been marked on the appropriate maps in this book. The following table
tetails the breakdown of which flowers are located in each area,

AURORAN FLOWER BLOOM DISTRIBUTION

and hurtful commentary at you whengever you are near. Keep your ears
open for the sound of a gnome's mackery, then immediately search the
nearby area. Move in the direction of the sound, hold the Left Bumper to

pan around in first-person view, then shoot the gnome once you locate it.

Once shot, the gnome automatically returns to Brian in Brightwall Village.

~*As with the keys, yolrcan consult the map table in the Sanctuary to track

how many gnomes are still unaccounted for in each settiement, These
settlements also include the sub-areas within them, W&‘ve marked each
and every gnome [ocation on the maps in the “Albion Atlas” portion of
the guide and also include screenshots and descriptions for finding every
one of them: Find all 50 to gain some rather special prizes, as well as this
imprassive Achievement.

opportunities. Consult the maps in the “Albion Atlas” for every dig spot
location and its corresponding dig level.

347

AREA GREEN RED BLUE " PURPLE ORANGE  YELLOW :
Qi of Aurora | ] 1 1 1 1
Shiting Sands ] 0 1 2 H H
Sandfah Palace z H 1 0 L] i i
The Veded Path 1 7 2 2 ) 2 i
The Erigma 1 1 il ] (] il
Destroy all 50 gnomes. Dig up 50 items.
: A - Return to Brightwall Village after Every area in the game contains a number of invisible dig spots. Listen
.« defeating Saker at the Mercenary for your dog's bark and follow him to a nearby dig spot. Wait for him to
- Camp and accept the Gnomes are start digging, then press the A button to use your shovel (automatically
_ ~  Greatl guest. Retrieve the gargoyle equipped) and dig up whatever is there. Each dig spotis linked to a
‘statue for Brian, leave the area, particular exploration level. Find and purchase dog training books that
~ then return and accept the Gnomes improve your dog’s exploration rating to locate higher level dig spots.
are Evill quest. This guest requires that you search all over Albion (and Your dog can detect all dig spots at and below his current axploration
__,-:At'ill;nra} for 50 missing gnomes. You'll locate the first gnome as part of level so improving the exploration rating sianificantly increases the
* the quest’s infroduction—enter Brian's house and shoot the gnoma on number of dig spots your dog detects. That said, you can still unlock
the wall. Finding the other 49 won't be nearly as easy. Fortunately, the this Achievement without increasing the dog’s exploration level so
gnomes are extremely mean and love nothing more than to hurl insulting lang as you venture off the beaten path and don't pass up any digging %l




Apart from the 4 Hero weapons acquired more or less immediately, there are 51 Legendary
v}eapnns to collect as well. Since only 30'of them can be found on any one given playthrough, you'll
have to get by with 2 little help from your friends to snag them all. You see, everyone's distingt
viorld has a slightly different mix of available’ weaponry. This is actually based on your save game,
50 yOu can create a new save game to collect different weapons. Stock up on the weapons you can
find in your world, befare heading online to barter with other players. The following table provides a

Collect all 50 legendary weapons. They won't all appear in your world, so trade with other Heroes!

chacklist of all 51 Legendary Weapons.

LEGENDARY WEAPONS CHECKLIST

SWORDS

iy Lamentation

P- i z Beadk's Cullass

Tha Catanoma
The Love Sword
The Marchant's Bodyguard
Mr Stabby
Reafhy Sharp Pair of Sciesors

Slimguick
Souikdrinker

Tha Splade

The Swinging Swoed

Thurderikde
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HANMMERS PISTOLS
AlRENS Sl The Barmumilicatos
Dezgunbone Hammes Bloodcraver
Fasre Hammed of the Maan Kiag The Bonesmashes
Hammer of Wilmageddan Brize's Blasier
Jatk’s Himmer Chickanhane
Lurgirim Pounder Desasit Fuiry
Madant's Willst Dragonshompér A5
Seythe's Warkammer GmomiwTeckes
Samoe's Fist Hioly Vergaanse
Taorar's Glony Thee lce Maiden
The Tengerisar Wirizn's Mutikztor
Troftlight Reavsr Industnes: Parlorabos
T TYPO Tee Kilizr Shaooter

iam.

Mb

RIFLES

Arouight’s Flieticck
Diefender of Ehe Failh
The Equalisar
Facemidiar
The Hera's Comganiza
Marksman 300
O Maice
The Sandgoasz
Scariershol
The Shrieking Pignm
Einamons's Shoigun
Skonm's Jushos
Sl Ironguiar

E-
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Coffect every item of clothing.

This Achievernent is pretty straightforward—nab all the clothes. There are
25 outfits in the game. You receive most of the outfits for the gender you
pick by playing through the game normally, but this Achievement requires
every piece of clothing—so whether or not you're inferested in cross-
dressing. you still have to stock for it. The military suit for the gender you
select comes from appeasing a Demon Door. The rest of the outfits are
found in a vaniety of places. Some are available in shops, from tailors, Tha
rest are discovered in random gifts, treasure chests, dig spots, and furniture,

It's passible to find every outfit on your own except one—the ruling st for
whichaver gender you're not playing as. In order to snag the Achievement,
yourll have to get a player over Xbox LIVE to let you hold their royal
Vestments, via gift or trade. If that was the only suit you're missing, the
Achievemnent should unlock. Then, you can give your onling friend back their
kingly clothes—there's only one set per playthrough, after all

OUTHIT CHECKLIST

= Men's Pyjama Suit

7 Women's Pyjama Suit
¥ Elegant Prince Suit

= Elsgant Princess Suit
== Practical Prince Suit

“#= Practical Princess Suit
i Dwaller Men's Suit

“# Dweller Women's Suit
Men's Mercenary Suit
Women's Mercenary Suit
Chicken Suit

Men's Masquerade Suit
Women's Masquerade Suil
Men's Highwayman Suit
Women's Highwayman Suit
Men's Warrior Suit
Women's Warrior Suit
Men's Magic Suit
Women's Magic Suit
Cook’s Hal

Military Suit

King's Suit

Queen's Suit

R O O

2 0 O 2

2 2
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Unlock all of tfie chests on the Road to Rule.

This is an Achievement that you can unlock during the Weight of the
World portion of the story if you are extremely thorough. Otherwise

vou need to invest additional time in the endgame portion to get the
requisite Guild Seals. Acquiring the wealth of Guild Seals neaded to
purchase every uparade and ability along the Road to Rule requires you
to complete most, if not all of the side-guests that present themselves
during the course of the game. You can gain additional Guild Seals by
interacting with villagers, befriending them, and performing expressions
for them. It's also important to not shy away from combat. You can eam
alot of Guild Seals in combat {especially with a weapon that generates
additional Guild Seals during combat) and “farming” Mourningwoad,
Mistpeak Valley, and Shifting Sands for additional Guild Seals Is 2

great way to eam extras. Visit the Road to Rule any time you desire by
stepping into the light within the main room of the Sanctuary. Remember
to travel back to the beginning of the Road to Rule to make sure you
didn't miss any early chests.

XBOX LIVE PLAY

—

4 ACHIEVEAENTS WITH A COMULATIVE
GAAER ScorE oF 40.

Get married fo another Xbox LIVE player,

Join another player's game on Xbox LIVE (see user's manual for details)
and ask him/her to marry you (you must fiave a family home you can
move t0). You can also unlock this Achievement by being the one who is
proposed to, so long s you agree to marry the other player (don't worry,
You can divorce them anytime you want). You are free to marry a player
of either sex—the residents of Albion enjoy Iife ina progressive society,

&
&
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- Hawaﬁhﬂd Mﬂfﬁﬁuﬂmrxmxmfpxaygr

Fnlmwmehpsforl.cmg Distance Relationship to marry another plaver on Xbaox LIVE then join your spuuse near a bed and agree to have unprotected
sex. Unlike the mamage Achievement, this one does require players of the opposite sex. Though you can adopt a child from the Bowerstone Shelter and

Orphanage, doing so does not unlock this Achievement.

i 10pts -

Enter info a business parrners.-'up with another Xbox LIVE player.

To get this ar:hteu\emem yOu must enter a husmess partnalshm with anmher}(bux LIVE p!ayer ThlEi can be done by having analhel Dlay&r Ium your game

or join their game. Once in game, interact with the player and press the left bumper to propose a business parinership. Once bath players accept the
= parinership, the achievement unlocks for both players. Business partnerships allow the client to buy property in the Host's world and you also share gold
4] ; [iu_st like marriage) so you have to be careful with whem you make 2 business partnership with.

AR

o] 10 pts

Earn 7, UUU gold jn Henchman wagss in anoﬂter Hem 's world.

~ Join another player In their world over Xbox L I'u'F and aowmufah* over 1,000 gold before leaving. This can be done in any number of ways, but the easiast
: way is to take up a job as a lute player, blacksmith, or pie maker. You can also eam gold by finding chests, completing quests, or by purchasing a shop or
i rental property. Lastly, you earn a wealth of gold for every five minutes you spend in another Hero's world so just sit tight and watch the money roll in!

AVATAR AWARDS

Unlocking specific Achievements tied to the main story also eams you special props and articles of clothing for your Xbox Avatar. Complete the main 225
10 unlock each of these special Fable JIf Avatar Awards! .

|

ACHIEVENENT AVATARAWARD " SEKT o TVRE

Sl Justics Rl Trousers fit Clathing
The Resistance Hioyal Start aleemak Chithing
Aind 5o it Bxgins Foral Boots Cnthing

Tha Rular of Alhion
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