Welcome to Stargazer….
Welcome to the official guide of the first ever Amaranth/John Wizard collaboration, Stargazer.
Magic has long been extinct in the world until one night a reluctant beetroot farmer, big time
dreamer, and lifelong stargazer, saw a star plummet from the sky for the first time. The town from
which he comes is controlling and oppressive, and against the orders of the authority, he knows
he will live to regret it if he doesn’t follow this lifelong dream of his. He must go see the star for
himself.
When he makes his way to the landing site, he sees the damage the star has caused in the forest.
Still, he can’t turn away and leave until he sees it for himself. He moves closer toward the wreckage
and finds… a girl.
And with her, magic was returned to the world.
But in the Village of Redpaw, there is no place for magic so the stargazer must give up everything
he has ever known to protect the star. Together they must go on an amazing journey to find out
who she really is, where she came from, why she landed, and what she must do to save the world.
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The World of Stargazer
A World Torn Asunder
The different nations of the world once lived in harmony well enough until the chancellor decided
that the way of his town was the best way. He began to expand slowly into the other towns and
there was war amongst all the nations. But to his disappointment, the other nations did not take
it lying down.
When the fighting became too expensive and time consuming, he decided to back off and focus
on his own town’s progression once more.
Fifty years later, although most of the fighting has stopped, there has never again been true
harmony between the nations.
Redpaw Village
The people of Redpaw Village are forbidden to indulge in creative pastimes. The chancellor
believes only in efficiency and he appoints unnegotiable careers to each person.
Oakhaven
Oakhaven, or as it is sometimes called, the archery town, prides itself on discipline and control.
While it is not one of the larger towns, the people work hard and live in peace with one another.
Rosegarde
Rosegarde is the largest town and thrives, despite the damage the old wars caused. The town is
now self-sufficient and spends its time taking care of its own people and making sure to stay, above
all else, beautiful.
Grimsby
Grimsby is largely a mining town also run by the chancellor. Nearly everyone who lives there is a
miner but the town is not the bristling place it once was, as most of their mined goods are exported
for profit.
Techbase Omega
The tech people are the most advanced in all of the world, spending their time increasing their
knowledge and creating more and more devices to make their lives easier. They use their
swamplands to conduct experiments.

Contents

Page 1

Party Members
Aura
The only thing the fallen star knows about herself is that her name
is Aura and she fell from the sky to do something important… she
just doesn’t know what it is yet. In the meantime, she’ll find out that
she’s mischievous, adventurous and always wants to help others
reach their dreams. Right, Aura?

Zach
Zach is from Redpaw Village, where the chancellor has forced him to
be a beetroot farmer, despite his hatred of the vegetable and lack of
desire to do physical work. At heart he’s a dreamer who wants nothing
more to look upon the stars at night, until the day that he actually
meets one. Now, he’ll do anything to help Aura find out who she is.

Detective Scarbeck
You don’t need to be a detective to see that Scarbeck is an important
part of the team… but it doesn’t hurt. He is an expert on body
language and subtle hints and is always up for a good mystery. He’s
also the king of tracking devices and is the only one who knows how
to work gadgets in battle.
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Grayson
Grayson is serious and highly motivated by his morals to be strong and
brave at all times. Even though he scares most people at first, he can
be a softie once you get past the hard exterior. All he really wants in
life is to be part of a team and go on noble quests.

Thyme
Thyme is an all-natural healer who’s known for being good with a bow
and upfront about her feelings. She likes to have a laugh and make jokes
at other people’s expense but when it comes down to it, she will be there
for her friends.

Amelia-Mae
The reluctant member of the party is child genius and daughter of
Professor Megabrain, Amelia. Her agreement to join the team is based
solely on her scientific curiosity to learn more about the world. What
she lacks in people skills, she makes up for in self-confidence.

Kala
Mysterious, noble Kala knows much about Aura’s past and what
happened to magic in the world. She is from the town of Norkeep, a
secret place unknown to most of the world that lives in harmony with
their firewings, which they use to get around. She is brave and highly
focused.
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Prologue

They said magic didn’t exist, but I knew they were wrong.
At night, when I saw the stars, I could feel their energy.
I vowed that if a star should fall, I would be there to catch it.
-Zach
The Crash Site
As the game begins, you start as Zach who has witnessed a falling star and is rushing to find it.
Begin by heading straight up the mountain, talk to the locals along the way.
But look out for sneaky paths a little out of the way, because they might lead you to gold!

The Governor and the Stargazer
When you get up to the governor he will tell you to leave but you’re not going to listen to him, are
you? Go talk to the suspicious girl and climb up the ladder to continue. Then, keep heading up until
you find that star!
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Chapter 1: A Star is Born
Aura’s first friend
After the cut scene, you are now playing as Aura. Head out of Zach’s house and you will quickly be
approached by a young girl, Penelope. Follow her to her house to pick a stylish new outfit.
Remember that you’ll be wearing it for a while so choose wisely.

The Princess Butterflies
After she gets her mom out of the way, Penelope
will reveal her true nature to you. To find her
gang’s base, head right until you see a wall with
a cage door. Go through, head right again and
you’ll find a cave. That’s the base.
But feel free to explore the town and get to
know some people first.

Tip

If you happen to notice any red flowers around town, take note of
where they are. You’ll need them soon!

The Initiation
Buying Apple Ciders
At the bottom left of the town, you’ll find a building with a sign that has a picture of a bag on it.
This is a food and item shop, you’ll see many of them around the many towns. Inside here is where
you can buy ciders.
Collecting Red Flowers
To find the red flowers the twins want for their base, you’ll need to look around the town. They
are scattered all over the place but for the five easiest ones, read on.
Flower 1: The first one is easy, you would have passed it getting to the base. It’s outside the cave
and to the left.
Flower 2: Just outside the wall where you walked under the cage door.
Flower 3: Walk left some more and it will be a few steps up from the path.
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Flower 4: Walk left from there and you’ll see it a few down from the path next to a tree.
Flower 5: Continue left some more and the final flower will be by Penelope’s house (where you got
your dress).
Stealing the Coveted Item
Once you have the flowers and cider, head back to the Princess Butterflies base and speak to the
girls you completed the tasks for. Then you can speak to Madeline for your last initiation.
To find the boys base, head to the very left side of
town and go downwards from Zach’s house. Then
go left to get to Redpaw Hill. Once there, head
down the stairs and follow the path to another
cave. That’s the boy’s base! Steal the coveted
item and return to the Princess Butterflies base
for your initiation ceremony.
Head to the park in the centre of town to become
an official Princess Butterfly.

Revenge of the Butterflies
Scrapyard Thieves
The scrapyard is located at the bottom right side of the town. Head to the right and the girls will
instruct you from outside the wall to push the box out of the way. Go talk to Vern, the owner.
Timothy’s mom
Head right and follow the path up until you see a
house with two doors and a nice garden. That’s
where Timothy lives. Speak to his mother and
report your findings to the Princess Butterflies.
Next, head back to the boy’s base to post a note
on the sign outside and the plan will be
underway.

Contents

Page 6

Find Crow’s Beak Tavern
Once you’ve escaped town, the way to the Crow’s
Beak Tavern is left, but if you go up you can find a
money bag and roasted beetroot.
Once you’ve done that, go back and go left this
time and follow the rough path that will lead you
to a campsite. Go in there to find a letter to
someone called Merl, you will need this later. Then
continue on the path toward the tavern.
Once you cross a bridge, before heading up the
stairs, go right to collect some gold. Then,
continue along the path until you see a strange metallic device, known as a bear tracker. Talk to
the bear tracker at your own risk, but take note of where it is, you’ll need to find it later.
Continue following along the path until you see a strange looking rock. This is a meteor. You’ll find
many of these in your travels, some easier to get than others, but try to collect as many as you can
because they are used to level up Aura’s special abilities.

Tip

Each meteor you collect will also increase Aura’s MP, meaning she can
use more magic abilities before running out.

Next, go upstairs and follow the path until you find a pocket knife. You’ll need it later. Then, head
back to this spot and go right.
Both of these paths will eventually lead you the same way but going downstairs will lead you to
more enemies so you can collect more gold and experience. Continue following along the path
until you come across two sets of stairs next to a ramp.
First, head left to find a roasted beetroot
Then, go down the path next to the stairs to fight foxes and find some gold coins.
Finally, return and head down the stairs this time and follow the path until you get past a waterfall.
Take the ramp up to find an apple cider, then continue right and you’ll come across a bird statue.
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A Visit to the Summit
Before doing anything, activate this bird statue.
You’ll find many of these around the game that
you need to activate for later on. The tavern
you’ve been looking for is at the end of the lower
path, but first, head up to check out the town’s
summit.
Along the way, make sure to follow all paths as far
to the right as you can as there will be gold, a
meteor and a compass that you will need for later.
Continue heading up, stopping to fight enemies along the way, until you get to the summit where
you will spend the night.
The Crow’s Beak Tavern
Go back down and head to the tavern. Talk to the guy out the front to organize some new armor.
He’ll tell you to bring him yellow fox hides.
Head inside the inn.
The guy to your left will sell weapons. You might not have enough for all of them right now but
you will return here again later. Straight ahead is Merl, whose letter you found earlier. He will ask
you to bring three items that you might have already. To your right is the pirate Lucy who you just
saw arrive. By the counter is Barshtomp, another pirate. By the window is Charlie, one of the tech
guys who built the rude bear trackers you’ve seen around. Finally, if you want to buy any roasted
beetroots and apple ciders, talk to the man behind the counter.
Pirates
After speaking to everyone inside the tavern, head back out and you’ll notice a path to the right of
the tavern. Head up there to find the pirate ship. Speak to Shabadoo. Then you’ll need to head
back to the woods to find the captain.
Head back the way you came, activating the
bear trackers as you go.
You may recall this cave from earlier that
Zach decided not to enter because of the
bears inside. Well, now it’s time to go in, but
first, you’ll need the yellow fox armor from
Tanner.
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Bear Cave
Now that you’ve levelled up and got some gear, it’s time for your first cave.
Captain Shybeard will give you a shovel to dig around the cave in the holes.
The treasure is to the right but head up first for a roasted beetroot. Follow the path and head down
once you see some stairs. The hole down there will give you some gold. Continue following the
path until you see the hole near a bear. Naturally, this is the correct one! Defeat the bear and you
will now be allowed aboard the pirate ship!
Make your way back there to sail to a new land.
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Chapter 2: Beware False Serpents
Evergreen Forest
When you arrive on the beach, head straight down to get to the forest that leads to town. You’ll
soon see the new enemies for this area – the badgers. The enemies on the main path won’t return
after being defeated, so you’ll be able to pass through this area easily later.
When you see some stairs, head up them to
travel around the heights of Evergreen Forest.
Follow the bridges and you will find a four leaf
clover. You will need this later if one of your
party members faints.
Take the stairs on the opposite side to get to
town.
The cave in the upper-right of this area is the
Badger King’s cave, you’ll be back for him later.

Welcome to Oakhaven
Head straight down the stairs to meet some of the locals. You can follow the path to the summit
but unfortunately, it will be blocked off by a guard who will send you back to talk to Hawkeye, the
one with the eye patch. He lives in the big building just right of where you entered the town.
Unfortunately, he won’t budge either so head up the stairs to talk to Hobbin Rood. He will tell you
to find a detective but you might want to look around town first.

Tip

Go in the weapon shop to make sure you’re prepared for the next area
where the enemies will be stronger.

To the right of the town and up some stairs, you’ll find another bird statue to activate.
Go into the house on the left to get a side quest for Hobbin’s sister Ruby. For more information,
see the Side Quests section of the guide.
To the right of the weapon store are two bridges. Cross them both to find Melvor, who has lost all
his arrows. For more information, see the Side Quests section of the guide.
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The Bigger Evergreen Forest
When you are finished in town, head down to
Evergreen Forest.
Follow the path down and go up the stairs on your
left for some gold. Continue along the path to the
bottom of the forest.
Continue down to get to Rosegarde or go right
behind the trees to find some gold.

The Bigger Evergreen Forest
Here’s a map showing important locations in Evergreen Forest.

A
7

1
7

2
7

B
7

3
7

4
7

6
7

5
7

7
7

C
7
Map Locations

1 – Entrance to Bird Cave

2 – Mushroom Puzzle

3 – Mirka

4 – Archery Competition Area

5 – Crableg’s Office

6 – Puzzle Cave

7 - Wallace

A – To Oakhaven

B – To Serpent’s Peak

C – To Rosegarde
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Rosegarde
As soon as you enter the town, you’ll see a bird
statue to activate. Go left to find some gold, and
then continue left into Amber Way.
Enter the first building you see and go up the
stairs to find a meteor. Feel free to have a look
further left but you can’t progress here yet so go
back to where you entered Rosegarde.
Go down through the arch in the wall and down
a bridge, then continue following the path. Go in
the inn to find the detective standing in front of
a table.
If you want to look around before continuing, you can feel free to look around Rosegarde. You can
go into the other parts of town to look around and meet people, but for the moment there isn’t
much you can do.
If you climb up the wall on the bottom left side of Rosegarde, you’ll find the Beautification Society.
You can speak to Princess Geneveve to become a member.
For more information, see the Side Quests section of the guide.

Scarbeck
After speaking to Detective Scarbeck, exit the inn and go up through the wall at the top of town.
Follow the path to the right and you’ll find the suspicious man. Next you will have to find his cave
but on the way out, you will get cat-mail. For more information on cat-mail, see the gadgets section
of the guide.
Head back towards the entrance to
Rosegarde, and go back up to
Evergreen Forest. You can now
cross a bridge where a woman was
standing in the way before.
Head to the bottom of Evergreen
Forest to find Crableg’s office,
which is actually a cave. Head inside
to meet him.
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Helping Out With Chores
After the cut scene, go back to Hawkeye in Oakhaven, then take a well-deserved rest at the inn.
The next morning, Hobbin will ask you to help the students with their chores in Evergreen Forest.
Finding Glass Orbs for Wallace
Wallace is at the bottom right of the Evergreen Forest. His chore is to find glass orbs in the bushes.
The pictures below show the locations of the glass orbs.
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Mirka
Mirka will be in the top middle of the forest. She needs you to collect one blue, one red, one green
and one gold egg for her. The eggs are scattered around the forest. There’s more than one of each
color so they’re easy to find. Just look around a bit.
Hennibus
The last student is in the upper part of Evergreen forest above the town. He’s in the top right
corner in front of a cave. Hawkeye has instructed him to kill the Badger King inside the cave nearby.
You will have to do it for him.

Tip

Make sure you’re at full health and have some items before you face the Badger
King.

Storming the Summit
After you’ve finished all of the chores, head back to Hobbin Rood, who is in the training area in
Evergreen Forest. He will train the archers to fight like him and tell them a motivating story.
Afterwards, the confrontational woman will be gone and the gate to the summit will be open. Go
in the caves and fight snakes. Get the gold and then go out left to find a bean medley. Then
continue through the cave exit and follow the path up, fighting the snakes as you go.
Before going in cave number two, walk past it a little to find some gold. Then go in the cave and
when you come out the other side, make sure to go in the next cave before you head up the stairs
as it contains a meteor.
Go back out the cave and up the stairs and you’ll see some gold. Continue on to the next cave and
go up the first ladder. Keep going right for some gold before going up the next ladder. Fight the
snakes, then go up the long ladder where you will find a ginger tea and the cave exit. You will now
be on the top of the mountain where Pythera is waiting on the bridge.
You won’t be fighting him yet! After the
movie, go across the bridge and continue
along the path and into the next cave.
Before exiting the cave, head to the right
for a citrus fruit. When you leave the cave
you will have to face Pythera.
After defeating Pythera, you can finally go
to the top of the second summit.
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Uh oh
Zach has fallen ill and he can only be saved with a spellbloom flower.
Head right out to the next part of the town, then up to find the king’s house to get permit to go to
Grimsby. After you have the permit, go to Amber Way through the lower entrance. The guard will
now let you through. Follow the path left until you get to Grimsby.
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Chapter 3: A Grim Task
The meeting
The first person you’ll see is Chris, the town scaredy cat. After talking to him, go up the stairs and
talk to the lady standing there to initiate a cut scene. Then, follow the path to the shopping district
to buy some items and armors.

Tip

If you buy coffee now, you’ll save yourself a trip back later.

Make sure to head down the stairs under the armor shop and to the left for some gold. Now would
also be a good time to stay at the inn to regenerate. While there, pop upstairs to meet Dynamo,
the town’s pyromaniac. From the inn, up two sets of stairs and to the right you will find more gold.
There also a bag at the top of town on the right side if you follow the path around the upraised
area. At the top left of the town is Higgins-Clarke house.
Go left over the spider web bridge to meet a ghost. Before continuing, head straight down from
her house to activate a bird statue. For more information, see the Side Quests section of the guide.
At the bottom left of the town you will find a ghost man, who will give you another quest. For more
information, see the Side Quests section of the guide.
Once you are done exploring the town, go down the stairs from Mary Higgins-Clarke’s house and
talk to the lady standing under a cover to get your next quest. Then, head to the bottom of the
town and go down to get to Mistvale forest

Mistvale Forest
Go left to enter a cave and witness a brief
conversation between Aura and Scarbeck. Click
the black balls to see what happens but you will
need to come back for these later. Head up two
sets of stairs to collect the dynamite stick and
then up the top for gold.
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Next, head right and follow the path down for some gold. Then follow it to the right for a
bubblegum, continue up and to the left for a lifejolt.
Finally, go back to where you entered and go down the stairs to talk to the man standing in your
path, Rex. He will send you back into town to get a mining pass off Old Man Barnabus (the house
at the top left of town). He will give you the pass without any trouble if you went into the caves.
Go back and speak to Rex again.

Tip

Always take note of where things are as you may need to find them later.
Also, picking up every stick of dynamite you see now will save time later!

Miners
Begin your journey downwards and meet your new enemies, bats. Defeat them in battle and go
down the next set of stairs and to the left to meet some of the miners. Go out the cave exit below
and then follow the path to another cave where you’ll find some more enemies to fight. Follow
the cave til the end to find a meteor.
Follow the path all the way back through the other cave and to the main area. Before going down
the stairs, follow the path down and to the right to meet the pompous Barnabus Jr.
Before going back up, follow the path all
the way to the left for some gold. Then
return to the stairs and go down them and
into the cave. You will quickly see there are
several ways to go. Start with right to find
a memoir and exit the cave to see another
black ball. Then, go back in and head left of
the entrance. From there, take the lower
exit outside to find another stick of
dynamite to pick up. Head back inside and
take the final option, up and left, following
the path out of the cave. Out here you’ll
find another black ball.
You’ve now explored everywhere you can until you deal with Barnabus Jr so now; it’s time to head
back up to the cave with all the miners and talk to them.
Talk to Sheb in the mine who will make you bring him coffee (hopefully you already have one
handy!). In exchange he will give you a gem polisher which you can use on all those mysterious
black balls you’ve seen around the place.
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Gems of All Shapes and Sizes
Not all of the black balls will be gems but they will all be items. The one in the miner cave is a smoke
bomb. The cave on the right with the other miner also has a smoke bomb.
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This one is also a smoke bomb.

This one is a Sapphire.
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This one is a Roasted Beetroot.

This one is a Bubble-gum
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This one is an Emerald

This one is a Four Leaf Clover
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This one is a Quill

This one is a Ruby
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This one is an Opal

This one is a breakfast cake
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Secret meeting
After you have all four gems, return to Amber
Way. Go to the park at the top left, just up from
where the Grimsby entrance is. After meeting
the secret gem buyer, you will have the dirt you
need to get Barnabus Jr out of the way so head
back down to him.
First thing’s first, go right into the first cave.
There will be a black ball right in front of you with
a life jolt. Head up the stars to the chest on the
left to find and emerald amulet. Go to the other
side of the cave and uncover the ball for a roasted
beetroot.
After exiting the cave go down the stairs and open the chest for a glazed ham. Then continue right
and down the stairs to a cave. Inside the cave will be a roasted beetroot you need to uncover. Then
make your way through, fighting the enemies as you go. Once you’ve made your way through,
you’ll find dynamite. Head back through the cave the way you came toward the stairs.
Before going down the stairs to the next cave, head to the path on your left for some gold. Once
in the cave, fight the enemies, then pick up the dynamite and dust the black ball to find some gold.
Head back through the previous cave and continue following the path until you find the next cave
down some stairs. You’ll get your next quest to head back to town but before doing that, continue
along the path and cross the spider web bridges to find some gold and eventually, a meteor.
Now, you can head back to the inn. While you’re in town, head back into the stores for more items
and weapons now that you have all the gold you found in the mines. Also, stay at the inn if you
need to. Speak to Dynamo on the second floor of the inn, then head back to the blocked cave.

Kaboom
After Dynamo blows up the wall, head through the
new door, defeat the enemies and exit the cave.
Knock on the door of the house to your right – the
infamous Grayson’s house.
Afterwards, knock on the door to the right of
Grayson’s house – also locked. Try Grayson’s door
again. This time he will answer.
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Grayson joins your party
You may now go in the cave to your right. Keep in mind; this is going to be a big one! Here’s a handy
map:

2

1
B

A
Map Locations

1 – Push This Mine Cart in Water
A – To Grim Crossing
Green Trail – Follow to Mine Cart
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2 - Meteor
B – Cedarwood Grove
Pink Trail – Follow to exit
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First we’ll be following the green trail. Feel free to
stray off the path to find some gold and items. The
most important being the meteor marked on the
map. Work your way to the end of the green trail
to find a mine cart. Push the cart and watch what
happens.
You can now head back down to the first area you
went and cross the bridge! Follow the pink trail
here.
Follow the path until you see a bunch of enemies
standing strangely in front of some stairs. The game will urge you to save and it would be wise to
do so!
Head down the stairs and follow the path until the cave exit.

Cedarwood Grove
You are now in a fancy area and will have noticed a
strange hopping enemy to your right. Kill it. Head
down the ramp until you see another cave
entrance in between two trees on your left. Fight
the two enemies and then go in there and watch
what happens. Go to the chest on your right to
find a Golden Key that you will need shortly.
Now you should have figured out what the
enemies are, you’ll have to find them all to
complete the chess game! Head back outside the
cave.
Head right and down the next set of stairs to find more pieces to battle. You may notice a nice
flower in the middle of the water. It’s a shame you can’t get to it… Head back up the way you came
and go right to find three more enemies. Then continue right and across the bridge and down to
find a single pawn. Collect it and head back up the stairs.
You will notice a bishop you can’t get to. Head left and across the bridge. Keep going past the cave
and all the way to the left until you find a Bubble-gum. Then go right and into the cave (don’t worry,
it’s only a small one!) First, head upwards and follow the path to the cave’s exit, fighting the
iguanas as you go. Once outside the cave, you can fight that bishop. Head the other way and take
the other route through the cave.
Once you see a bridge in between two stairways, take the one on the right first to find a Bubblegum. Then go back up and down the left side to exit the cave, fighting the iguanas on the way.
Outside will be a meteor. Collect it and go back in the cave and exit through the way you came.
Now go right across the bridge and continue right until you find the small set of stairs that take
you to the king and queen.
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Continue right and go down the ramp. To your left you’ll find a cave blocked off by a gate. Use
your Golden Key from earlier to get in. Follow the path all the way to the end which will lead you
to another cave entrance. When the path splits, first go right to fight some enemies and get
some gold. Then go back and head up to the cave exit. Once you get out you’ll find two bags of
gold and three more pawns.
Head backwards through the two caves until you’re back on the hill. Go down to find some gold
right at the bottom and a castle zooming around.

Tip

The castle piece moves fast so you might want to stand in its pathway and
just wait, rather than trying to chase it.

This is your final piece! Now you can head back to the cave and see what happens.
Go back to the nice flower you couldn’t get to, get the gold and cross the bridge.
Go back to the big cave and use the mine cart bridge you made as a shortcut back to the entrance
where you came in to get back to Grim Crossing. Go through the cave to get back to Mistvale
Forest.
On your way through the town you can deal with the ghost side quests from earlier. After you are
done, head back to Rosegarde to save Zach.
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Chapter 4: Fever Dreams
Archery contest
Head back up toward Oakhaven. You might notice Mirka standing in front of the training grounds.
Once you get into town, something else will come up. Meet Hobbin Rood at Hawkeye’s old house.
Go back to the training grounds where Mirka was standing and enter the contest. Use the values
in the table below to win.
Round

Power

Aim

1
2
3

Mid
High
Low

6
8
7

Now head back to the pirate ship and sail back to Crow’s Beak Tavern.

Landing site
Follow the path in Bear Woods back to Redpaw village but just before you get there, you’ll come
across some trouble.
Go into the bear cave to the right. Where the path splits, go left. Grab the gold on your right then
go left and down to find a Smoked Trout. Head just outside the cave for more gold. Then pop back
in and go back to the entrance, going right this time.
The path will split again but head down first and follow the path to find a roasted beetroot. Now,
go straight up and you’ll find some gold and the Princess Butterflies being cornered by bears!

Tip

The three bears can be tough, make sure you heal up before the battle.

After defeating the bears, go up the stairs and head the opposite way to get another bag of gold.
Leave the cave, then make your way to town.
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Return to Redpaw Village
Once you get into the town, have a look around and buy some armor and items and stay at the inn.
You can also buy a ferry pass from the docks and make use of the boat from Redpaw Village to
Grimsby if you like. When you are ready, head to the woods on the left of town.
The path will lead you left and towards the path you took in the tutorial of the game! You can now
grab the meteor you saw on the way up when you only had Zach in your party.
After visiting the crash site, head down a bit to
the door that Zach had been feuding with.
After speaking to the door, head down and
you’ll notice a yellow light on the ground.
Keep going past it and down the ladder to find
another one. These are the tracking device
signals. Keep following them until they lead
you to the chip. Keep an eye out for some
nearby gold as well. Then, head back to the
door.

Mud fever Marsh
You are now in a new area. Head down the bridge for some cat-mail. For more information, see the
Side Quests section of the guide. Then, follow the path let until you get to Techbase Omega.
Look around the town and restock your supplies or stay at the inn if you need to. If you don’t have
enough money, don’t worry, you’re about to get more! When you are ready, head to the upper
right corner of town to find Scarbeck’s friend, Professor Kirk’s assistant.
Head to the centre of the town and go up to get to the swamp area.
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Mud Fever Swamp
Mud Fever Swamp is a pretty big place, so here’s a map:

A

1
2
B

3
4

6

5

7
C

Map Locations
1 – Scarbeck’s Gadget Quest

2 – Illogical Caverns

3 – Rocket Boots Quest

4 – Magnetic Caves

5 – Magnetic Gloves Quest

6 – Mud Toads Quest

7 – Stabilizer for Rocket Boots

A – To Professor Kirk

B – To Marshwalkers Quest

C – To Town
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Swamp
Head straight up the stairs to find a woman standing under a cover. She will give you a quest to
find mud toads. For more information, see the Side Quests section of the guide.

Core
Then head left to find a guy standing under a cover and you will get a quest to find a magnetic core.
Head upwards and cross the bridge and head left to find the first mud toad hopping around.
Continue down and left to find the second.

Boots
Then, go up and left and you’ll find some more
people. Talk to the guy under the cover for yet
another quest. Then speak to each of the
scientists around the place to break the quest
down for you.
After speaking to all of the scientists, head up and
follow the path until you find the large bridge.

Mad scientist
Keep following the path until you come across a smaller bridge that will take you up to another
cheeky door. Talk to it to get a new quest.
Then, head all the way left for some gold and all the way right for mud toad number 3. Then return
to the bridge and continue going right.

Marsh
When the path splits, go down first and follow the path to a lady (Terry) standing under a cover.
She will give you a new quest to battle some Marshwalkers for her. Follow the path back the way
you came and this time, go right and up facing the Marshwalkers on the way.

Tip

These enemies are a little tougher so make sure you’re well stocked and save
often.

Once you get to the top, you’ll find mud toad 4.
Head back to the big bridge and go left to the previous area.
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Follow the path until you get back to the group of
scientists, then head right to find more marsh
walkers, a vending machine, and some more gold.
From there, go down and take the bridge left, then
go right slightly and walk down to the bottom of
the map to find some more marshwalkers. From
there, head back up and take your first right.
Continue going right until you find three more
marshwalkers.
To find the final marshwalkers, head back to the big
bridge and take the small bridge up to the cheeky door. The marshwalkers will be to the left.
Now head back to Terry and she will give you the marsh boots.

Now you can go in the water
Go back up and follow the big bridge until you come across the stairs that you can now take to
walk in the water. Follow along the path to the cave but before going in, walk a little ways past it
for gold. Then go into the cave for more gold. Head back up the bridge and go left to the previous
area.
Follow the big bridge and make your way back to the cheeky door. Go left until you find some stairs
that lead down into the water. Follow the path left and up to the next area for the next part of
your quest.
Go up and all the way around the path to find some gold and mud toad number 5. Then take the
path down to find some more gold and a meteor. Head back to the big bridge and continue left.
Follow the path until you come across another set of stairs that goes down into the water. Follow
the path until you find a cave.

Magnets
Go inside the cave and follow the path while
collecting gold and fighting slugs as you go until
you eventually get to the magnetic core.
Once your gloves are magnetised, go through the
cave again until you come back out where you
came in. Instead of heading backwards, go down
and left to find the stairs that take you back up to
land. From there, head left until you get to the
stairs near the group of scientists. Take them back down into the water and follow the path down
and around to find a meteor and mud toad number 6.
Head back up toward the scientists and when you’re back on land, keep heading right until you get
to another set of stairs that go down in the water. Follow them around to find some gold. Continue
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following the path in the water until it splits in two directions. First, go down to find some gold and
then go up to find the stairs out of the water. Take them and another set to find the final mud toad.
Then take another set of stairs and follow the path left for some gold. Then follow the path right
and down until you come to another bridge that leads to a stabilizer. This is the first thing you need
for the big group of scientists.

Science quest
You can now head back to the toad lady to get Thyme’s arrow. Now that that is all done, it’s time
to work on the big quest to get your rocket boots. Head back into town and buy the nitrous from
the item shop.
Next you’ll have to go back to Redpaw Village via
the cheeky door. On your way through Redpaw
Hill, stop by the former base of the Strong Lads for
the gravity twister. Then head to the town and the
item shop, buy a pair of titanium boots. You can
also buy a meteor here. Head back through the
cheeky door to Mud Fever Marsh and return to the
group of scientists to get your rocket boots.

Rockets
Go stand on the rocket boot symbol to the right of the scientists to try it out and get some gold.

The Mad Scientist
Now that you got everything in the swamp zone, head back to town and keep going left to Mudpile
Ridge. Next to the rocket boots booster, you will find a bird statue for Aura to activate. Then, take
the rocket boots up and collect some gold.
You will notice some strange looking rectangles that go up the wall. These are magnets you can
climb up using your gloves. To the right is more gold, collect that and then rocket up to the next
level. From there, climb the wall again until you get to a swamp at the top. Walk down into it to
get some gold and then go out and head left up the mountain for a four leaf clover.
Climb the wall back down but don’t rocket back down just yet. First, head left for more gold and
another wall to climb up. Again, before rocketing up, go left for some gold. The rocket will take
you to the summit – but you don’t need to go here yet.
For now, head all the way back down and go left, past the bird statue, until you find another rocket
symbol. You’ve now found the house of the mad scientist. He will give you an illogical chip to get
into the illogical cavern. Before blasting back down, wander behind his house to find some gold.
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Illogical cavern
Illogical puzzle 1
You will notice one of the cats not wearing a hat. If
you speak to him, he will tell you he wishes he had
one. The item on the floor is a nice hat. Don’t give it
to him straight away or he will explode.
Instead, speak to all the cats that already have hats,
causing them to explode, so when you do give him
his hat, he will be the only cat wearing a hat. Leave
the cave and re-enter.
Illogical puzzle 2
If you speak to a backwards frog you’ll notice he says da di da di la. Speak to the one frog that is
hopping forward and select:
Da, Di, Da, Di, La
Leave the cave and re-enter.
Illogical puzzle 3
Rocky will tell you not to go east but he won’t be happy if you go west either.
Head down to the cave exit after talking to him to make him a happy rock dog.
Leave the cave and re-enter.
Illogical puzzle 4
Pull the switch to make the birds white
Leave the cave and re-enter.
You have defeated the illogical cavern and found the illogical item. Now return it to the mad
scientist who will give you a logic displacer so you can make use of the teleporters.

Go Save Professor kirk!
Find Professor Kirk in Mud Fever Marsh and use the teleporter to save him. Then meet him back at
his house. While he is trying to work out what to do about your object, head to the summit to view
a cutscene.
When morning comes, return to Professor Kirk to end the chapter.
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Chapter 5: A Little Too Quaint
Secret Bookcase
After the cut scene, you will enter a strange
room and notice that your party now
consists of only Aura and Zach! Read the
diary in front of you. If you try to leave
through the door you’ll find it is locked.
Check the chest to find a Pixie Staff and a
Gamma Sword and two Pumpernickel
Shields. Equip Zach and Aura with the new
weapons.
The key to the door will be on the bookshelf.
Once you get outside you’ll meet some
pixies.

Evil … Pixies?
Before taking the path up, go to the right side of the house you just came through to get 3 five leaf
clovers. Then, follow the path into town and fight the spiders you come across. Go up to the first
house you see and you’ll find that it is locked, as are all the houses in this town. Go to the left of
the house to find some gold. Follow the path and take the ladder up to the inn, which is also locked.
There is a vending machine next to it if you need some items.
From here, go left, fight the spiders and open the chest for a pixie dust. Climb back down the ladder
and follow the path downwards this time.

Tip

This inn here is free so come back to heal as many times as you like to save
items for later!

When you see a pond surrounded by a fence, go down and click on the frog to get a hint for later.
Then go back to the path and continue following it, fighting the spiders as you go. When you get
to the end you’ll find some gold and another journal to read. After collecting them, go left and
cross the bridge to find the key for the inn.
Grab it and go in the inn. While there, collect the jar and fight the iron spider to collect some iron
web that you will need later. There is also a journal on the right side of the room for you to read.
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Hilgarth Forest
Exit the inn and follow the path leading right
that will take you to Hilgarth Forest.
Read the sign and click on the hoppity flower
for some more hints of things you need to do
later. Then, continue following along the
path, collecting gold and fighting spiders on
the way. When you get to some stairs leading
down, you will have to choose between going
left and right. Start with left.

Pixie Battle - Woods
Click on the pixie statue and sprinkle your pixie dust on it to begin a different kind of battle… one
of insults. Select the following:
No good
Good for nothing
Creature
For beating the pixie, you will receive a key for one of the houses but before you go back to town,
take the path right to find a cave. Follow the path to more pixie dust and then continue along the
path until you get to the creepy crawlies to get a hint on what you might need the frog for.
Go back to the cave entrance and continue following the path right to get some gold and then go
up the stairs. If you collected the jar at the inn already, click on the water fountain to fill it up.
Follow the path all the way to the left for some gold and another iron spider that will give you more
iron web. Then go back and take the next set of stairs up. Go right to find more pixie dust and then
take the ramp up.
Follow the path to the left where there’s
a broken bridge. You will receive a new
quest to collect 5 iron spider webs.
Then, take the ladders up for an empty
bag that you will need to collect the frog.
Take the next ladder up and go in the cave
to find another pixie statue
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Pixie Battle – Hilgarth Heights
Select the following:
Rubber-winged
Lower-class
Cretin
You will now have two house keys. Continue
taking the ladders up to get a Quarter Moon.
You will need this later. For now, head back to
town.

Town 2
Your keys will unlock the house in the middle of town with the blue door and the one on the higher
level with the green door. Go in both these houses to fight an iron spider and collect their web and
to read the journals inside. Once you have done that, go back to the pond at the bottom and pick
up the frog in your empty bag.
Head back to the cave with the creepy crawlies and put the frog down there to feast upon your
obstacle… only to become the new obstacle!
Remember the hoppity flower from earlier? Go take your jar of water and water it. You can then
pick it and feed it to the frog to make him hop off. At the end of the cave, you’ll find the third and
final pixie statue.

Pixie Battle – Hilgarth Forest
Select the following:
Restless
Childish
Creepy crawly
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Town 3
Head back to town and unlock the house on
the left side of town with the red door. Go
inside to fight the iron spider and read the
journal.
You now have all 5 iron spider webs so you
can head back to the bridge to complete it
and then begin making your way up the
summit.

Summit
Go up the first two ladders and then go in the cave. Click on the black circle and you will place your
Quarter Moon there. You will need to collect three more but don’t worry, they are very close by.
Go out of the cave and go right, climbing up the first ladder you see for the second Quarter Moon
piece. Take the ladder down and follow the path to the right where you will see a ladder going up
and another going down. Go down first for the third Quarter Moon piece. Then take three ladders
up to the fourth piece.
Now that you have all four, return to the cave and place all the pieces in the black circle. Make your
way through the cave and collect the gold on your right before continuing up the next ladder.
You’ve now made it to the summit!
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Chapter 6: Fruit of Fools
Back to the Others
Now that you’ve done a chapter with Aura and Zach, it’s time to see what has become of Scarbeck,
Thyme and Grayson. Leave the house and you’ll be in Techbase Alpha. Follow the path down to
find some gold and the armor store and item store. Unfortunately, since you are separated from
Zach and Aura, you won’t have all the money you collected in the previous chapter. The good news
is you’ll have all your previous items back.

Tip

If you were using Aura’s healing abilities previously, you’ll need to make use
of items as well as Thyme’s remedy skill.

Follow the path back up and to the right and head inside Professor Quack’s house, only to find out
that something strange is going on in this town. You will now have a new quest.
Before heading to Folly Forest, continue following the path to look around town, talk to people,
buy items and collect gold.

Folly Forest
When you are ready, go to the top of town and head upwards. Continue following the path until
you get to a cave. Go inside and have a look at the puzzle that leads to a meteor but unfortunately,
you can’t do anything with it because Aura is not with you, so leave the puzzle for now. Keep
following the path left and over the bridge.
Head up between the trees and stream for some gold, then go down and around them to face
some snakes. After beating them, head back over the bridge and go up.
Follow the path right. Where the path splits, go
up and face the snakes and crystal crabs on the
way. Take the bridge up to see the purple berries.
You will need to come back here later.
Take the path the whole way around the water to
fight the crystal crabs, collect gold and find a
vitamin Y. Take the path to the top of the screen
and go up to the next map to check out what’s
there in a scene. You’ll also find another meteor
here but again; you can’t use it without Aura.
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Head back down to where the tree is and take the path on the left side that leads down to a bridge.
Follow it for some gold and to locate a locked door. You’ll come back here later to fulfil a cat-mail
request.
When you’re done looking around the area, take the path right and follow it down.

Idiot
Continue following the path, grabbing the gold
on the way and fighting the enemies. You’ll find
another vitamin Y and another meteor on your
way to the strange creature. After you have
found it and watched the cut scene, head back
to town and talk to Professor Quack.
After talking to him, go to the item store at the
bottom left of town to buy the shiny ball kit.
Then, return to the purple tree and take the path that goes right to find the strange creature. After
tricking him, head back to Professor Quack. He will send you back to the tree to collect the 5
berries. You will receive a cat-mail request on the way. For more information, go to the Side Quests
section of the guide.

Professor Idiot
When you have the five berries, return to Professor Quack to witness an unsettling cut scene.
You will then need to go to Professor Megabrain’s house in the centre, upper part of town. He will
give you a water testing kit and a new party member. Head back to the tree and go up to where
you found the strange vessel.
After returning to Megabrain, go to the bottom left of town and go left to get to Brooksilver. You
will see a bird statue but unfortunately you can’t activate it without Aura. Continue along the path
and talk to the scientist blocking the way. Amelia-Mae will make him let you through.

Brooksilver
When you get past the guard, head left to cross
the bridge to see what happens. You will need to
come back here later. Then, take the path down
and walk in front of the trees to find some gold,
before returning to the path. Keep going all the
way to the bottom, and then go left for a six leaf
clover and gold.
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Manual
Go down the bridge to find the first science
experiment and talk to the scientist. Head back to
the warthog and defeat him in battle. Now as you
walk around you will pick up the pieces of paper
you see lying around. Follow the path to the left,
go up the bridge. Up the stairs is the final
experiment but you have to do this last so go
right and take the path back up all the way to find
the first papers. Click them to read what they say.
Then, head left and follow the path up, collecting
the gold on your right before you go up the stairs. Continue following the path until you lead to a
bridge that goes right. Over there you will find the next experiment.

Climate controller
Talk to the scientist and then go in the cave. Head straight to the right to fight the crabs and get
some gold. Then take the path up, grabbing gold and fighting enemies along the way. There will
also be another set of papers on the right side for you to read. Continue going up the stairs and
face the three crabs. There is also another meteor here. When you’ve beaten the crabs, go down
the path on the left.
Continue following the path along until you come to a large room. First go right to get some gold
and then go back to the left to go down the stairs. Collect the gold at the bottom left corner and
then make your way across to the right side where you’ll find the weather beacon. Face the crabs
on your way back up the stairs and then leave the cave and return to the scientist.

Finding the Other Things
After completing the experiment, it is time to
find the rest of the papers. Head left and follow
the path down. You’ll see the papers you saw
first. Keep walking down past them and take the
first right that will lead to a bridge. Cross it, face
the enemies, and go down for the third set of
papers. If you continue following this path all the
way to the bottom, you will find another meteor.
To find the fourth and final paper, head back to
where the final experiment was that you can’t do yet. Just in front of there is a small cave. The
papers will be in there. Read it and then return to the experiment zone at the bottom right of the
map.
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Click on the papers and answer as following:
1.
2.
3.
4.

Panic
Circuitboard
Heard
Turn on

Now head over to the final testing area and
speak to the scientist.

Wrangle 6 Beta Testers







Tester one is near the middle where you found the meteor.
Tester two is in the crystal crab cave, in the big room where you found the beacon.
Tester three is on the top left corner of the map.
Tester four is at the top left above the armor store in town.
Tester five is at the bottom left, near the item store.
The final tester is in Folly Forest so head up there and following the main path all the way
through.

Once you have all the testers, head back to the scientist in Brooksilver.
After completing the experiment, take the stairs down to the bridge and then follow the path left.
To the Icewind Plains.
Follow the path up the mountain and you’ll come across some yetis. When you find a puzzle cave,
go in and check it out, but again, the prize is a meteor so come back when you have Aura.
Take the path to the left of the cave that leads up and continue following along the path.
Continue ascending the mountain, taking alternate paths to find gold and items, until you find
Zach.

Collect 2 More Rocks
Take the path to the left and navigate your way
through the trees until you get to the top. You’ll
see a set of stairs but you can’t get up them yet.
Continue right past them to find the first rock.
Then head back down and this time, navigate
your way through the trees on your left until you
find the second one. Go in the building just above
and make your way up the stairs to find Aura and
a new party member, Kala.
Go back to take the stairs on the left side. Continue along to find the shopping district. On the right
of town, you will find a path to the memory chambers. Go inside to finally learn Aura’s origins.
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Chapter 7: World Tour
Help Mila
Welcome to the final chapter of the game. After
the cut scene, follow the path on the left of the
cave that leads up some stairs to meet Kala’s
darkwing, Mila.
After you learn about Mila’s problem, activate
the bird statue on the right. These statues are
landing points for Mila. You can now travel
around to every area where you have activated
one by using the bird whistle that is now in your
inventory.

District 2
To cheer Mila up, head to Brooksilver. Unfortunately, since you did not have Aura in your party
when you were last here, you will have to make your way back down the mountain to get there.
Before going to District 2 though, make your way to the right as if you were going to head back to
Techbase Alpha to find the bird statue to activate. That will make it easier to get back here later.
Now would also be a good time to collect some of the meteors you found earlier.
Once you’ve done that, head to the bottom middle of Brooksilver and go down to District 2.

Meet Mayor Snide
Follow the path down and speak to the guard
who will tell you to find Mayor Snide. Keep going
down until you see some stairs that will take you
back up a hill. Mayor Snide’s house is on top.
After speaking with her, you will be instructed to
talk to Master Kent for tips on how to approach
the darkwings.
Take a look around the town and go into any
item stores. Make sure you head to the bottom right side of town to find a bird statue to activate.
Follow the path up to a lady standing by a pink ship. This is how you get to Lovey Dovey Island –
but for now, you must focus on Mila’s love life!
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Master Kent
You will find him at the very bottom of town, standing under a cover. On your way through the
shopping district, feel free to stop for any supplies or stay at the inn.

Speed-dating Greatbirds
Head back up the path and take a left on the path in front of the inn to get to Scarfield Woods.
Cross the bridge to meet the first darkwing. Stand in his path and press enter or click on him to
play the bird flute and call Mila to meet him.
Watch the cut scene and then head up to the puzzle cave to find a meteor. Go back across the
bridge and take the path down. Follow the bridge that goes right and the one the goes down. Once
you’ve crossed it, take a left to find a darkwing. After introducing that one to Mila, go down the
next set of stairs and follow the path left until you find another darkwing to introduce Mila to.
Then, head down the stairs and continue left. Follow the path back up to find another darkwing up
a set of stairs. After introducing Mila, walk up a little to locate Blackheart Cave. It is currently locked
but you will need to come back here shortly.
Next, go back down the stairs and take the path
to the left that will take you further up. Keep
following along the path to find the last darkwing
to introduce to Mila. Remember to fight any
enemies you see along the way and keep your
eyes peeled for gold and items.
It seems that Mila has not connected with any of
the wild darkwings. You will need to head back to
Master Kent for more advice.

Black Heart
After learning of the darkwing in Blackheart Cave, return to Mayor Snide for the key that opens
the door. Follow along the cave path to meet the black hearted darkwing. After the troubling
realisation, head back to Master Kent to learn the creature’s backstory.
He will send you back to Mayor Snide, who is responsible for the darkwing’s bad temper.
After speaking to her, use your bird whistle to call Mila and fast-travel to Rosegarde, then head to
the palace to speak with the queen. She will sell the rock to you for 3000 gold.
The king will use this opportunity to demand the favour you promised him in exchange for the
trade pass to Grimsby.
Before helping him out, use your Bird Whistle to fly back to Darkwing Shore to finalize your current
quest to help Mila.
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Softening the Black Heart
Now that you have the rock, head straight to
Blackheart Cave and enjoy the cut scene. You
have saved both Mila and the darkwing and
brought happiness back into their lives. If you
want, you can fly to Norkeep to see them
together.
After that, it’s time to fly back to Rosegarde to
help the king with his quest.

The King’s Favor
The path to the Marylands is directly south to the map where the king lives. Go all the way to the
bottom of the screen and follow the path until you get to a guard. You will relieve him of his duties
and continue on. First, go left to find an armor scrap and defeat the skunkfoxes to get their hides.
You will need both of these things shortly. Then, follow the path until you find a house surrounded
by a mote. Speak to the guy standing on the bridge and tell him you want to join the Trappers. To
the next question, answer “Doesn’t everybody?”

The Trappers
When he moves out of the way, cross the bridge and speak to him again to get a quest. Then, speak
to the old lady on the right before heading inside and meeting all the other Trappers. When you
have some tasks, head back outside and go to the left to find a lone Trapper standing in the dirt.
Speak to her. She will be important later.

Skunkfoxes and armor scraps
Then, take the path that leads down from the
Trappers base and follow it until you get to a
bridge that goes left across the stream. Go that
way to find three more skunkfoxes and two
more scraps of armor. After that, go back down
and follow the path until you get to a bridge and
a set of stairs going up. Go up the stairs first to
find more skunkfoxes and a door. It is locked at
the moment but you’ll come back here later.
Next, head back down the stairs and cross the bridge going down. Fight the enemies and collect
the armor scrap before going right. In this bumpy area you will find some gold and another scrap
of armor. Follow the stairs up to find a comet and then continue right and you’ll start noticing some
X’s marked on the ground. These are where you need to place your steel traps.
There will also be three more armor scraps around. Head up to find the guild hall the Trappers told
you about. Right next to here, you will find the last bird statue to activate.
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The Scrappers
Once you have placed all the steel traps down,
go down to where a guy is standing in front of a
cave and tell him you want to join the Scrappers.
When he asks your thoughts on the Trappers,
say “I hate them deeply”. Congratulations, you
are now a double agent.
When he moves out of the way, speak to him
again to get a quest. Then go inside the cave to
talk to all the other Scrappers. When you are
done, head out and up a few sets of stairs and then follow the path up all the way to the top until
you find the last three skunkfoxes and another scrap of armor.
You’ve probably noticed you’re back near Trapper territory. Before returning there, head to
Rosegarde to find the cartographer. His shop is in the shopping district to the left of the food
store. It has a sign on the front with a picture of a map. After you have purchased the fake map,
head back to the Trappers base.

Return to the Trappers
Talk to the two people out the front of the base to finalize their requests. Next, go inside the
Trappers base and talk to the lady with the pink hair to get your next instruction on what to do
with the fake map. After you’ve done that, leave the base and go directly right to find the girl
standing in the dirt and talk to her again. After doing that, go a little further right to find the last
scrap of armor. You can now head back to the Scrappers base but on the way, place both side’s
flags on the poles in front of the guild hall.

Return to the Scrappers
Before entering the Scrappers base again, you will
need to collect all the steel traps that you just
placed down before. Once you have them all,
head to the base and speak to the guy standing
out the front to deliver the armor scraps to him.
Then, head inside to deliver the steel traps to the
guy with no shirt. Finally, exchange their map for
the fake one you had made up. Then speak to the
boss of the Scrappers for your final mission with
them.
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Final mission for the Trappers
Return to the Trappers base and speak to the woman who gave you the map mission to finalize it.
Then speak to the leader to give him the iron boots. Finally, speak to him again to get the final
mission for their team.

Return to Scrappers a hero
Return to the Scrappers base and present their leader with the skunkfox hide coat. Then, speak to
him again to finalize your last mission for the Scrappers and he will give you a key.

Return to Trappers a hero
For completing the final mission, the leader will also give you his key. You now have both keys
needed to unlock the door in the Marylands. In here, you will find the second aegis stone.
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Dead Man’s Bay
Now that you have completed this area, you can
take your newly found treasure map to Captain
Shybeard to decipher. The fastest way to get to
him is to use your bird whistle and fast-travel to
Bear Woods. Head up past the tavern to find the
pirates and talk to Shybeard to get to Dead Man’s
Bay, the pirate town!
After speaking with Shybeard, walk left along the
beach until you find a spot to dig. Here you will
find the next aegis stone!

Did You Really Think It Would Be That Easy?
After the cut scene, continue right to the end of the beach to find the pirate’s base, which is locked.
You’ll need to go up into the town and figure out a way in there. Inside the walls, talk to the
shopkeeper on your left to get an idea of what you might need to do. Have a walk around the
square and talk to all the other pirates. Stop by the shops to buy new items and weapons and then
head out of the fenced area, then left to find the tavern/inn. Have a chat to everyone before
heading back out. Then, follow the path up out of town.
Follow along the path and you will come across another spot to dig. In there will be doubloons.
You will need to keep an eye out for these to buy those pirate clothes! Then, go right all the way
across the beach until you come to a cave.
Inside here, you will find a map on the table to steal. Unfortunately, it is written in pirate speak so
you will need to take it back to Shybeard to read it for you.

Follow the map
After Shybeard has deciphered the map for you,
you’ll need to head back to the cave to begin
your search. Go to your inventory and read the
clues again, following them in context of your
surroundings. You can open the map as many
times as you need to find the correct spot.
Once you have found the pirate note, head back
to the tavern/inn and go down the stairs to meet
Pegleg Steve. After speaking with him go outside and down the bridge and walk right as far as you
can until you come to some stairs. Go up them and walk around until you find the Captain of the
Sea Seagulls.
Although you will now have a key to the pirate’s base, it isn’t safe to go there looking like you do.
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Search for Doubloons
Your next quest will be to find enough
doubloons to buy the pirate clothes. Go back
around the town talking to people to find who
needs help with something. The three people
who will hire you are the man standing by the
town entrance who wants a parrot, the boy who
wants to play in Sandy Hills and the lady in town
who’s having trouble finding employment.
Speak to all three of them.

Linda the Job Seeker
First, head to Shybeard to ask him about the possibility of hiring a new recruit. You will need to
impress him before he considers it. To continue on with your quests, you need to head up through
the town and keep going up until you get to Sandy Hills. If you keep going up you will find the
Sandy Hills cave where you must defeat all the monsters to help Mitch but first, explore the entire
outside area to find all the gold and doubloons around the place, as well as some meteors. You’ll
also come across a parrot. He agrees to become Iggy’s pet if you bring him something nice.
Once you have explored the entire Sandy Hills area, head back to the cave and go inside.

Tip

If you want to check how many doubloons you have at any point, you’ll need
to return to the shopkeep.

Mitch the Playful Child
Once you get into the cave, simply follow along every path to destroy all the monsters. Make sure
to keep your eyes peeled for doubloons, items and gold as well.
Once you defeat all the monsters, the cave will now be safe for Mitch. When you reach the end of
the cave and dig, you will also find a pirate medal. You can use this to bring to Shybeard to get him
to employ Linda. First, speak to Mitch to finish his quest.
You may feel swindled but these crackers will come in handy to help Iggy with his parrot situation.
Before dealing with that, bring Shybeard the Pirate Medal you found. After he agrees to hire Linda,
return to the tavern/inn to give her the good news to receive more doubloons.

Iggy the Parrotless
Now, it’s time to get Iggy’s parrot. Take the crackers that Mitch gave you and return to the parrot
in Sandy Hills. It will now agree to be Iggy’s pet. Return to Iggy who will give you the last of your
doubloons. Now, you can finally buy some pirate clothes!
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Real Pirates
Head over to the shopkeep and exchange your doubloons for clothes. Now you can finally enter
the base of the Sea Mutts.
After watching the cut scene, head out the back door of the base and dig up the aegis stone! You
can return to the pirates where Linda will now be a member of the crew.
Next stop will be Lovey Dovey Island. Use your bird whistle to fast-travel to Darkwing Shore and
take the path up to the pink ship, this time, getting on it.

Lovey Dovey Island
You will arrive in Neigh Moor, the forest above Lovey Dovey Town. Follow the path to town,
fighting all the enemies along the way and keeping your eye out for gold and items. If you come
across a cave, just ignore it for now, you will need to come back here later.
Follow the path down into Lovey Dovey Town where you will soon come across a lover’s quarrel.
Just to your left, you will find the town inn. Head in there for a quest and for a rest if you need it.
Next, locate the mayor’s home on the upper left corner of town. If you talk to the mayor, you will
find out why Lovey Dovey Town is so dark these days and be given a quest to find the culprit.
Before continuing on, speak to Casey who is standing by the left entrance to find out how you can
help him and Joanne reunite.
After leaving the mayor’s house, follow the path down and across the bridge. When you get to the
park, go down and left to get to Esmeralda’s house.
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Cheer up Esmeralda with Love
To return the town to its former glory, you will need to solve the problems of the people in town.
Zelda and Crudis E.
Below the mayor’s house are two little homes
next to each other. Enter the one on the left to
meet shy Zelda who is in love with Crudis E. next
door. After speaking with her, head over to Crudis
E’s house to task him out on her behalf. After he
agrees, head back next door to Zelda and give her
the good news.
Then, head to the outdoor restaurant in the
middle of town to make sure things are going
well.
As it turns out, they aren’t! You will need to find both Zelda and Crudis E. to finish what you started.
In the meantime, get started on the innkeeper’s quest.
The Innkeeper
Head to the bottom of town to find the first entrance to the tunnel of love. Make your way around
everywhere you can get to and fight all the enemies and collect the gold and meteor at the end.
The second entrance to the tunnel of love is on the right side of town. Make your way in there and
go inside to fight all the enemies and collect all the gold. Once you have defeated all the enemies,
the Tunnel of Love can once again open for business, solving the innkeeper’s problem. Lovey
Dovey Town will become a little brighter! But don’t leave the cave just yet. Zelda is in here,
wallowing. Talk to her, and then, follow the tunnel to the end to get a comet. Now you have to
work on finding Crudis E. and helping Casey with his crazy proposal.
Casey and Joanne
To get started on helping Casey with his proposal, head to the store and purchase the engagement
ring. If you don’t have the money for it yet, simply continue on to the next thing and collect money
as you go.
Next, head to the outdoor restaurant and talk to the chef to organize a meal for the two.
He wants crab meat which you may have to travel a bit to find. In the meantime, head back to the
top of town and go back to Neigh Moor to check out that cave you found earlier. On the way up
toward it, battle all the enemies to collect gold.
Once you reach the cave, simply follow along the path, fighting the enemies as you go. Once you
reach the end, you will find Crudis E. outside wallowing. Before you talk to him, head into the other
cave entrance to the right of the one you just came through. Follow the path to the end where you
will find a unicorn!
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Zelda and Crudis E. Unite
Head back out the way you came and this time, talk to Crudis E. You will be moved to the park to
see how their date plays out. After their problem has been solved, the town will become a little
brighter as love is restored.
Now that you have the unicorn and the ring prepared, it’s time to deal with the food. Use your bird
whistle to return to Grimsby and then make your way to Amber Way. Head down to the crab
restaurant at the bottom of the map.
Then, speak to the chef crab. After he gives you the crab meat, use your bird whistle to return to
Darkwing Shore and make your way back up to the Lovey Dovey boat.
The Proposal
Make your way back to Lovey Dovey town and
talk to the chef to organize the dinner. Once you
have everything you need, go see Casey at work
and tell him that it’s time.
After witnessing the proposal, the town will grow
a little brighter once more. The last person you
need to help is Esmeralda. Return to her and she
will give you a love potion to use on the mayor.
Esmeralda
Go to the mayor’s office and talk to him. After the cut scene, the entire town will be returned to its
former glory and you will receive the fourth aegis stone. There’s only one left to find but the
problem is it’s coveted… by the Princess Butterflies!

The Coveted Item
Return to Redpaw Village and make your way to the former Strong Lads base and click on the
coveted item. After speaking to Madeline and coming to an agreement, you must find a new
beloved item.
It is located back on Dead Man’s Bay. Head back to the pirates at the top of Bear Woods and speak
to Shybeard to sail back there. Once you arrive, see the shopkeep about the beloved item he is
selling. It is quite expensive so if you don’t have the money, you may need to fight some enemies
to loot their corpses. Once you have purchased the item, head back to Bear Woods on the pirate
ship or use your bird whistle to Redpaw Village.
Return to the Princess Butterflies base and speak to Madeline to make the switch.

You have now found all 5 aegis stones!
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Chapter 8: An Ancient Battle
To Inselberg
Once you’ve got all 5 aegis stones, head back to the elder in the memory chambers in Norkeep. He
will teach Aura how to unlock the power of the aegis stones and send them on their way to
Inselberg. You can use Mila to leave Inselberg at any time. Just speak to the elder again to go back
there.

Tip

It’s a good idea to make sure your main party is equipped with all of the best
gear before heading to Inselberg.

The Chancellor
The first person you will encounter in Inselberg is the chancellor, with his two goons by his side.
Unable to be swayed to the side of good by Zach, he forces you to fight him. Make sure your
party is ready to go because he’s pretty tough.

Enter Xyrilius
Not long after defeating the chancellor, you will come upon Xyrilius. Make sure Aura is fully
healed up and has good equipment because she will have to fight him by herself. He’s pretty
tough, but gives up quickly.
After the battle, Xyrilius will run away and Aura will gain her party back. The next battle involves
your party again, so make sure they are all ready. The final fight with Xyrilius will be tough.

Round Two
Xyrilius has a lot of health so it will be a long fight. On every third turn, he will summon minions to
assist him. It’s a good idea to take the minions down quickly with multi target spells or by
targeting them directly, because if you let them live too long you can easily get overwhelmed.
At 70% and 30% health, Xyrilius will cast a devastating spell that hits all party members except
Aura, so it’s important to not let them get too low on health.
Once you defeat Xyrilius, you will see the ending. If you played your cards right, you may also get
to see some weddings!
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Miscellaneous Side Quests
Chapter 2:
Ruby
To find the special plume for Ruby, go up these stairs in Evergreen Forest

Follow the bridges until you get to a cave entrance. Go inside to fight birds and get gold. The exit
will take you to the mountain.
Mountain
Follow the path along, fighting the birds as you go. Follow the path upwards, keeping an eye out
for items along the way. When you get to the top, go right and down the hallway to find a meteor.
Then, continue back on your journey up and out of the cave. To the right is some gold. Grab that
then go left across the bridge. Here you’ll find the Special Plume for Herb.
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Melvor and the Wayward Arrows
Arrow 1: Cross both the bridges and pick up the arrow sitting in the toadstool.
Arrow 2: Continue left and just next to weapon store where Hennibus is walking, you’ll find arrow
2.
Arrow 3: Go up the stairs and you’ll see the apple tree from the cut scene. Go left and the arrow is
sitting in the ground near the park bench.
Arrow 4: Cross the bridge above you and go right. In front of Hawkeye’s house is another toadstool
with an arrow in.
Arrow 5: Continue right til you see the red haired girl, Mirka. There is an arrow in the toadstool next
to the tree.
Arrow 6: From there, you probably noticed number six, just up the first set of small stairs and to
the right.
Arrow 7: Head up the second set of stairs and to the right you’ll find another toadstool with an
arrow in.
The last three arrows will be in the forest.
Arrow 8: As soon as you go down into Evergreen forest, you’ll be in the training zone. To the right
is a toadstool with an arrow.
Arrow 9: On your left, beside a tree is arrow 9.
Arrow 10: The final arrow is just a couple of steps down from the tree in another toadstool.
Bring them all back to Melvor to get a meteor!
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Beautifying Rosegarde
The Beautification Society in Rosegarde will have three quests for you to help beautify
Rosegarde. Speak to Princess Geneveve on the west side of Rosegarde to get things started.

Beautification 1
After speaking to Princess Geneveve, Hildhilda will give you a quest to collect 10 butterflies from
Evergreen Forest. But first you will need a bug net.
Bug net
Go back to the town and cross the bridge to your right just up from the wall. Head right to find the
shopping district of Rosegarde where you can by items and that. In the item shop, you can buy the
bug net and also a meteor! If you don’t have enough gold, go back to the forest to fight enemies.

Butterflies
Butterfly 1: Go up to Evergreen forest. Up the first set of stairs is the first butterfly.
Butterfly 2: Go right and there’s the second.
Butterfly 3: Go right from where you cross the bridge
Butterfly 4: Keep following the path or go down to find a butterfly and a chest.
Butterfly 5: To the right near the summit blocked off bit.
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You will need Zach in your party to complete the quest
When you are given your reward, decide what you want to do with it carefully as it can change the
ending of the game!

Beautification 2
There is an entrance into Amber Way on the hill with the
Beautification Society members. Go into Amber Way and
speak to Wenhilda. She wants a grim flower for her
garden. To get the grim flower, you will need to
complete the grim flower quest, listed in chapter 3.

Beautification 3
The final quest will involve speaking to Bloomhilda who is by Princess Geneveve. She will ask you
to plant 10 flowers in Rosegarde to make the town more beautiful.
Flowers can be planted in the little patches of dirt throughout Rosegarde. There are 6 on the left
side, 1 in the middle, 1 in the King’s Landing and 2 on the right side of Rosegarde. You can check
how many you have left to do by looking how many flowers are left in your inventory. Once you
have finished, head back to Bloomhilda who will reward you.

Contents

Page 57

Chapter 3:
Emily the Ghost
Try to enter the house on the left side of Grimsby. You will be told that it is locked. Start crossing
the bridge to leave and you will be approached by Emily the ghost who asks you to come inside.
Get the key from the barrel and enter the home of Emily the ghost. After speaking to her, go in the
room behind her to find gold and a locked chest (you will come back for that later).
Speak to the coffee shop lady and then go back and see the ghost with your results. She will send
you to Mistvale.
In the cave where you meet Biggens,
there is a door with three barrels in front
of it. Open the barrels to find the key that
unlocks this door to where the coffee
beans are hidden.
Once you have them, go speak to the
ghost again and then dive down the well
near the coffee shop. On the way to the
store room, you will find a meteor. You
will need to exit the store room through
the regular door but luckily, the coffee
lady won’t even notice.
Head back to Emily and she will give you a key to the chest in her back room where you will find
something to equip.
Ghost of Higgins-Clarke
Another ghost is standing by the shore in the bottom left corner of Grimsby. He will tell you he
sold his sisters heirloom and wants you to get it back for him. The heirloom can be bought from
the store in Grim Crossing.
Bring the heirloom back to him and he will ask that you take it to his sister, who is in fact the
mayor of Grimsby. Go to her house and hand her the heirloom.
Mementos Ghost
After entering the mines in Mistvale Forest and getting dirty for the first time, you will be
approached by a ghost when you head back into Grimsby. She doesn’t know who she is and
needs 3 mementos from the mines in Mistvale Forest to help her remember.
When you bring the mementos back, she will remember who she is and want to write a letter to
her husband. You will need to purchase some stationery equipment from the item store in
Rosegarde and return to her. She will then tell you what to write and you’ll complete the letter.
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Now take the letter to her husband who lives in Redpaw Village. You will need to be up to
chapter 4 to get back to Redpaw Village.
A Grim Flower
A grim flower can be found in Grim Crossing, which you will need for the second beautification
quest. To start the quest, speak to the woman in the top left area in Grim Crossing. She will give
you a grim flower if you put a mysterious package into a yellow jar in the bottom right house in
Grim Crossing. Do this, then return to her and she will give you a grim flower.
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Chapter 4:
Puncture Arrow
Mud Toads
When you enter the Mud Fever Marsh, a scientist will ask you to collect 7 mud toads for him.
Bring them to him to receive the fever arrows for Thyme.
Toad 1 – In the bottom left hand corner
of Mud Fever Marsh
Toad 2 – In the bottom left hand corner
of Mud Fever Marsh near the meteor.
Marsh walkers are required to reach it
Toad 3 – In the bottom right hand side of
Mud Fever Marsh. Marsh walkers are
required to reach it
Toad 4 – Over the first bridge in Mud
Fever Marsh and to the left a bit. He
hangs around two small marsh pools
Toad 5 – Top right hand side of Mud Fever Marsh, near the entrance to the Illogical Caverns
Toad 6 – Top right hand side of the Marshlands
Toad 7 – In the area where you rescue Professor Kirk in Mud Fever Marsh

Crab Translator
Near the end of chapter 4, Professor Kirk will give you a crab translator which you can use to
speak to the crabs in Amber Way.
Speak to the crab in Amber Way and he
will allow you to enter his restaurant if
you bring him 5 fish. There are 2 fish in the
nearby cave, and 3 in the water around
the restaurant. Bring him the fish and he
will let you enter the restaurant. You will
need to come back here to complete a
certain quest in chapter 7.
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Chapter 7:
In chapter 7, Kala will join the party and her firewing, Mila, will allow you to fly around. Plenty of
side quests open up to you at this point.

Collectors
Find the collector in Darkwing Shore
who offers to give you a shoal pendant
for a pocket watch. You don’t have a
pocket watch so you’ll need to trade
your way up. Luckily he gives you a
letter opener to get you started. Then
you will need to complete a series of
trades to get a pocket watch.
Collector 1 is in Norkeep, on the second
floor of the item store. He will trade you
for a rare snowflake.
Collector 2 is in the inn on Lovey Dovey Island and will trade you for a bronze coin.
Collector 3 is on the second floor of the bar in Dead Man’s Bay and will trade you for stylish
moccasins.
Collector 4 is in the old guild hall in the Marylands and will trade you for a mind controller.
Collector 5 is by the dirt train entrance in Techbase Alpha and will trade you for the pocket
watch.
Take the pocket watch back to the first collector in Darkwing Shore to receive your reward.

Idiot Cure
Speak to the mystic in Norkeep and Amelia-Mae will ask him about a cure for the idiot disease
that Techbase Alpha is suffering from. He will demand a dark rose from you for the cure. The dark
rose can be found in the Scarfield Woods
next to Darkwing Shore. Bring him the
flower and he will give you a cure.
Now return to Techbase Alpha and find
Professor Quack. He will respond well to
the cure and award Thyme with the idiot
arrow, after a little persuasion.
The idiot arrow has a chance to make the
enemy become an idiot and attack
themselves.
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Yeti Cave
Kala joins your party at level 25. Once she has reached level 30 you can visit the magic trainer at
the top of Norkeep to get a quest to unlock new magic spells. To learn new spells Kala will
require 3 spell books from the yeti cave which is in the Icewind Plains south of Norkeep. The
trainer will give you a key to the cave so you can enter.
Explore the yeti cave and collect the 3 books. The yetis are pretty tough so make sure you’ve got
some good equipment. Once you have all the books, return to the trainer in Norkeep.
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Darkwing Feathers
Speak to a man wearing black in Darkwing Shore who will ask you to collect 10 darkwing feathers
from around the town and Scarefield Woods. There are more than 10 feathers lying around so it
shouldn’t be too hard to find them.
Once you’ve collected enough, return to the man wearing black who decides he doesn’t need all
of the feathers and hands you a darkwing feather accessory.
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Scarbeck’s Gadget Quests
Scarbeck will periodically receive cat-mail throughout the adventure. Cat mail will bring a new
quest for Scarbeck to complete which will reward him with a gadget which will also become
available from all gadget dealers throughout the world.

Exploding Bubblegum
You’ll receive your first cat-mail after meeting up with Crableg in Rosegarde. Now you need to find
a man behaving conspicuously on the right side of town.
Follow the path back down and head right past the shopping district. You’ll find a big water area.
Keep heading right and then go down some stairs where a weirdo in a hat is jumping around.
That’s him. Answer with the following:
Behind the vase
It still isn’t
If it was family
Scarbeck will receive an exploding
bubblegum gadget which he can use to deal
damage to all enemies in battle. Gadget
dealers will also now sell this gadget.

Retractable Hand
At the start of chapter 4, when you leave Thyme’s house you will receive a cat-mail from a girl
named Annabelle in Rosegarde. She claims her boyfriend was murdered and needs Scarbeck’s
help solving the case. To solve the case, take the following steps:
1.
2.
3.
4.
5.
6.
7.
8.
9.

Speak to Annabelle on the right side of Rosegarde, in the bottom left house
Speak to Ricky Tall Jeans in the top left house
Enter Johnny Bluetongue’s across yard from Ricky’s house
Inspect the coffee stain, the letter on the desk and the bookshelf, then leave Johnny’s
house
Follow the trail of blood to a small child
Interview Annabelle and Ricky in Rosegarde
Speak to a strange man in the coffee shop in Grimsby who reveals he was at Johnny’s
house
Make your way to the overlook on the right side of Rosegarde
Follow the tracking beams to the library on the left side of Rosegarde
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10. Speak to Annabelle on the right side of Rosegarde, who is now in the park
11. Find Johnny Bluetongue in Grim Crossing and send him home
Scarbeck will receive another cat-mail at this point with an extendable hand gadget which he can
use to steal items in battle. Gadget dealers will also now sell this gadget.

Lazer Watch
To fulfil Scarbeck’s cat-mail, head to the big bridge and go right to the next area once you have the
rocket boots. Continue following the bridge right until the first bridge that will take you up. Follow
the path up and left to another rocket boots and another. Then go left to the guy spinning around,
picking up some gold on the way past.

The item is here.
Scarbeck will find a lazer watch in the barrel which can be used to deal high damage to a single
enemy in battle. Gadget dealers will also now sell this gadget.

Exploding Lipstick
Scarbeck will receive a cat-mail when the party enters Folly Forest in chapter 6 to capture the
creature. The letter tells Scarbeck to find a secret door in the Folly Forest. The secret door can be
found by going to the very top left part of the forest, and going down the left side.
Knock on the door and somebody inside will ask if you are an idiot. They won’t believe you so you
will have to confirm a few times that you are definitely not an idiot. When they believe you, they
will come out and do something interesting, and leave.
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Scarbeck will then notice they dropped an exploding lipstick gadget which deals high damage to
multiple enemies in battle. Gadget dealers will also now sell this gadget.

Normal Pen
Also known as – the final cat-mail. Scarbeck will receive cat-mail upon entering Darkwing Shore for
the first time, telling him to find a suspicious man in Darkwing Shore. Head to the bottom of the
town and speak to a man who is walking backwards. He will ask you how many purple trees -there
are in Darkwing Shore, in a round-about way. Wait until you are given the opportunity to tell him
there are 11, and he will accept the answer.
He will give Scarbeck the normal pen gadget, which despite being a normal pen, deals high damage
to a single enemy in battle. Gadget dealers will also now sell this gadget.
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Thyme’s Arrows
Thyme can equip new arrows as an accessory which will change her main attack move.
The tables below have details on where to get the arrows and what they do.

Where to get them

Arrow

Location

Info

Puncture
Arrows

Oakhaven

Complete the archery game upon returning to Oakhaven
in chapter 4

Fever Arrow

Techbase
Omega

Complete the mud toad quest in Mud Fever Marsh

Ice Arrow

Icewind Plains

Find in a chest in the yeti cave in Icewind Plains

Cupid Arrow

Lovey Dovey
Island

Find in a chest in the unicorn cave on Lovey Dovey Island

Idiot Arrow

Techbase Alpha

Complete the idiot cure quest

What they do

Arrow

Use

Puncture
Arrows

Deals increased damage to enemies

Fever Arrow

Has a chance to give enemies swamp fever, dealing damage over time

Ice Arrow

Has a chance to freeze enemies

Cupid Arrow

Heals a party member in battle

Idiot Arrow

Chance to confuse enemies and make them hurt themselves
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Meteor Fragments
Chapter 1 – Bear Woods
1. In the bear woods, you can’t miss this one.
2. Near the top of Mt. Tamborine, take a right at the gold fox.

Chapter 2 – Oakhaven, Evergreen Forest, Rosegarde
1.
2.
3.
4.
5.
6.
7.
8.

Find arrows for Melvor in Oakhaven.
Mushroom Cave in Evergreen Forest.
Puzzle Cave in Evergreen Forest.
Inside the Bird Beak Cave in Evergreen Forest.
Inside the Forktongue Caverns on Serpent’s Peak.
For sale at the Rosegarde general store.
In Amber Way go into the round building and out the back.
Go to Amber Way from the Beautification Society area, enter the back of the
round building and complete the puzzle cave.

Chapter 3 – Grimsby, Mistvale, Cedarwood Grove
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.

In the shed at the bottom right of Grimsby.
In the underground tunnel to the coffee shop in the coffee ghost side quest.
At the very bottom of Mistvale Forest – past Barnabus Jr.
Puzzle Cave in Misty Mines.
In the Misty Mines.
For sale at the Grim Crossing general store.
At the top part of the Mistbegotten Cave – after Grayson joins.
Puzzle Cave in Cedarwood Grove
Top left of Cedarwood Grove – go over the bridges.
In the Marylands – right of Cedarwood Grove.
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Chapter 4 – Redpaw Village and Mud Fever Swamp
1.
2.
3.
4.
5.
6.
7.
8.

For sale at the general store in Redpaw Village.
At the crash site, the one you saw at the start of the game.
For sale at the general store in Techbase Omega.
In Mud Fever Marsh, accessible with marshwalker boots.
In Mud Fever Marsh, walk down from where Professor Kirk is trapped.
Puzzle Cave in Mud Fever Marsh – left side.
Puzzle Cave in Mud Fever Marsh – right side.
Mushroom Cave on Mudpile Ridge.

Chapter 6 – Come back for these once you get Aura
1.
2.
3.
4.

At the crash site in Folly Forest – top left.
Top right of Folly Forest – down the stairs.
Puzzle Cave in Folly Forest.
Beta Cave in Folly Forest.

Chapter 7 – Norkeep
1.
2.
3.
4.

Puzzle Cave in Icewind Climb.
Bottom of Icewind Plains, behind the trees.
Puzzle Cave in Icewind Plains.
Icewind Pinnacle false summit.

Chapter 7 – Darkwing Shore
1.
2.
3.
4.
5.

In the trees in the south part of Darkwing Shore.
Puzzle Cave in Scarfield Woods.
Across a bride guarded by a Jailer in Scarfield Woods.
Hidden behind trees in Scarfield Woods.
For sale in the general store in Darkwing Shore.

Chapter 7 – Lovey Dovey
1. For sale in Lovey Dovey Town.
2. In the Tunnel of Love.
3. Behind the crab chef in Amber Way.
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Chapter 7 – Dead Man’s Bay
1.
2.
3.
4.
5.

On top of the hill near the captain of the Sea Seagulls.
For sale at the store in Dead Man’s Bay.
Puzzle Cave in Dead Man’s Bay.
On the right side of Sandy Hills.
On a hill at top left of Sandy Hills.

Chapter 7 – The Marylands
1. Toward the bottom, near a waterfall. Walk along the ledge.

Chapter 7 – Inselberg
1. Around the trees, you can’t miss it!
2. Near a waterfall in Inselberg.
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Attraction Points
Attraction points between Zach and Aura can be
gained by obtaining certain gifts throughout the
game. Gifts can only be gained when both Zach and
Aura are in the party. Likewise, quests that reward
gifts can only be completed while both Zach and
Aura are in the party.
Sometimes you will have a choice of giving a gift to
Aura or keeping it to sell. If you keep it to sell, Zach
will never be able to marry Aura as they require all
9 attraction points.
The locations listed below show where each gift is found. Some gifts are bought and some require
a quest to be completed. Refer to the side quests section for specific details on gaining the gifts
received from quests.
Attraction points can be viewed in the profile menu of either Zach or Aura.

Chapter

Location

Info

2

Rosegarde

Complete the first beautification society quest

3

Rosegarde

Complete the second beautification society quest

3

Rosegarde

Complete the third beautification society quest

4

Grimsby

Complete the memoirs quest from the ghost in Grimsby

6

Techbase Alpha

Purchase astronomical watch from vendor

7

Norkeep

Purchase snow flower from vendor

7

Dead Man’s Bay

Purchase bandana from pirate

7

Lovey Dovey Island

Purchase love heart necklace from vendor

7

Darkwing Shore

Complete the collectors side quest

Marriage
Once you reach 9 attraction points, Zach will be able to propose to Aura. Head up to the Icewind
Pinnacle summit in Norkeep. When you get to the top, Zach will propose. If all goes well, you’ll
see their marriage play out after you defeat the final boss.

Contents

Page 71

Marrying Grayson and Thyme
Thyme is a strong-willed girl, but even she will eventually be worn down by Grayson’s charm.
Though she doesn’t admit it, there is something about him she finds admirable.
In order to get Grayson and Thyme to marry at the end of the game, you will first need to collect
the cupid arrow from the unicorn cave on Lovey Dovey Island.

Once you have the arrows, equip them on Thyme and enter a battle with Grayson and Thyme in
the party. Grayson and Thyme will gain an attraction point for every two shots she gives him with
the cupid arrow. This means you will have to shoot him 18 times in order for them to marry. Nobody
ever said love was easy.
Once you’ve reached 9 attraction points, you can wait until after you’ve defeated the boss to see
the wedding of Grayson and Thyme. You may even get to see Grayson smile. Maybe.
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Firewing Map

7

1

2

8
3
9
4
10

5
6

11

Map Locations

1 – Redpaw Village
3 – Oakhaven
5 – Grimsby
7 – Techbase Omega
9 – Norkeep
11 - Marylands
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2 – Bear Woods Tavern
4 – Rosegarde
6 – Grim Crossing
8 – Techbase Alpha
10 – Darkwing Shore
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Meteor Puzzle Caves
Evergreen Forest Mushroom Cave
Jump on the number mushrooms.
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Evergreen Forest Puzzle Cave
Push the rocks into the water in the order indicated.

Amber Way Puzzle Cave
Push the rocks into the water in the order indicated.
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Misty Mines Puzzle Cave
Push the rocks into the water in the order indicated.

Cedarwood Grove Puzzle Cave
Jump on the numbered mushroom in order and walk over the yellow squares.
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Mud Fever Marsh Puzzle Cave
Push the rocks into the water in the order indicated.

Mud Fever Marsh Puzzle Cave
Push the yellow rock as shown below. Push it left first to get around to the other side.
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Mudpile Ridge Puzzle Cave
Use the rocket boot pads in the order shown below.
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Folly Forest Puzzle Cave
Push the rock onto the right switch, then step on the other numbered spots in order.

Icewind Climb Puzzle Cave
Push the yellow rocks as shown below. Use the mushroom to jump over to the left side.
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Icewind Plains Puzzle Cave
Step on the marked spots in the order shown below.

Dead Man’s Bay Puzzle Cave
Push the rocks as shown. This one is easy, don’t be fooled by the decoy rocks.

Contents

Page 80

Scarfield Woods Mushroom Cave
Jump on the mushrooms in the order shown below.
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Challenge Puzzle Caves
Rosegarde Puzzle 1
Use the mushrooms in the order shown and then step on the yellow squares.

Contents

Page 82

Rosegarde Puzzle 2
Walk around on the squares as shown below.

Rosegarde Puzzle 3
Walk around on the squares as shown below.
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Rosegarde Puzzle 4
Walk around on the squares as shown below.

Grimsby Puzzle 1
Use dynamite at 1 and 2. Then push rock 3.
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Grimsby Puzzle 2
Use dynamite at 1. Push rock 2. Dynamite at 3. Push rock 4.

Grimsby Puzzle 3
Use dynamite at 1. Push rock 2.
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Grimsby Puzzle 4
Use dynamite at 1 and 2. Push rock 3.

Grimsby Puzzle 5
Push rock 1. Dynamite at 2. Push rock 3. Dynamite at 4 and 5. Push rock 6.
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Mud Fever Puzzle 1
Push rocks as shown. The Auras represent snakes.

Mud Fever Puzzle 2
Use bottom right mushroom. Push rocks as shown. The Auras represent snakes.
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Mud Fever Puzzle 3
Push rocks as shown. The Auras represent snakes.

Mud Fever Puzzle 4
Push rocks as shown. The Auras represent snakes.
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Alpha Puzzle 1
Push rocks 1 and 2 as shown. Push rock 3 onto the yellow square.

Alpha Puzzle 2
Push rocks 1, 2 and 3 as shown. Push rock 4 onto the yellow square.
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Alpha Puzzle 3
Push rocks 1 to 8 as shown. Push rock 9 onto the yellow square.

Alpha Puzzle 4
Push rocks 1 to 5 as shown. Push rock 6 onto the yellow square.
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Alpha Puzzle 5
Push rocks 1 to 6 as shown. Push rock 7 onto the yellow square.

Darkwing Puzzle 1
Push rocks as shown below.
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Darkwing Puzzle 2
Push rocks as shown below. Use mushroom to escape.

Darkwing Puzzle 3
Push rocks as shown below.
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Darkwing Puzzle 4
Push rocks as shown below.
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