The Overture of

ELDEN RING

The Golden Order has been broken.
Rise, Tarnished, and be guided by grace to brandish the power of the Elden Ring

and become an Elden Lord in the Lands Between.
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ELDENRINC:




1 doubt you could

That which commanded the stars...

Giving life its fullest brilliance...




The Elden Rin

, Elden Ringl!

Shateered...

Or something...

Don't tell me you don't see it.

Look up at th

It burns!




In the Lands Between ruled by Queen Marika the Eternal,

the Elden. Ring, the source of the Erderee, has been shattered.

s:r&:': offspring, demigods all, claimed the shards of the

den Ring known as the Great Runes, and the mad taint of .

their newfonnd serengeh red 2 war...
The Shattering. A war thatimeant abandonment by the Greater Will.

And now the guid nee of gra::-yill be broughe to the Tarnished w

were spurned by the grace of goldand exiled from the Land
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Profie

HIDETAKA MIYAZAKI

Currently the representative director and
president of FromSoftware. Throughout

his career, he's worked on a wide variety of
internationally acclaimed games. Miyazaki was
honored with a Lifetime Achievement Award
at the Golden Joystick Awards in 2018,

Games Directed:

ARMORED CORE 4 (2006)
ARMORED CORE for Answer (2008)
Demon’s Souls (2009)

DARK SOULS (2011)

Bloodborne (2015)

DARK SOULS III (2016)

E (2019)

Interview
with

MIYAZAKI o oeieos

Evolving Toward a New Sense of Scale

Miyazaki: It’s almost finished. At this stage, all thar's left
are the finishing touches.

Miyazaki: This isn't something that's unique to
ELDEN RING—actually, it applies to every game I've
ever worked on—but this period we're coming up on,
between the last stages of development and the release
date, is always trepidatious. No matter what you do.
Truth be told, it's not exactly my favorite part of the
dev cycle!

Bur all throughout our work on ELDEN RING,
I've told myself, “If we've captured a simple sense of
adventure, we're on the right track.” I think we've
achieved that, at least to some extent. We've built a whole
wide, unfamiliar world and loaded it with threats and
mysteries, new encounters, drama, and mythology, and

it's all there for pl:)':n to discover and exrlurc. bit b}' bit.

Miyazaki: If you say so, that takes a bit of the edge off my
uncertainty. That's definitely something we hope players
will feel from this game.

Miyazaki: There are two major things in particular.
For one, this time around, we were collaborating with
George R. R. Martin. We asked him to come up with the
mythologies that form the underlying basis of ELDEN
RING—events that took place in its world well before
players step into the story. Building a game up from an
existing backdrop like that was a new experience for me,
and it was a thrill to break that ground.

The second thing was the sheer size of the game.
ELDEN RING is much larger than any game I've
directed before, which means there was more thac |
had to delegate to other members of the team. Thar
was something I'd anticipated from the very beginning.
Actually, you could say that the fact that weld built up
team members to the point where I could leave things
in their hands was a major factor in deciding to make a
game of this scale in the first place. And of course, they
met my expectations!

Miyazaki: The size of my team and the length of

the development process both hit new highs for
FromSoftware with ELDEN RING. But the important
thing isn't that we had more people to toss ar the project;
it’s that weld built up a team that we could trust to get

it done.

Miyazaki: Tons and tons of things, of course! The visual
design of the Erdtree itself is one, for example. That's the
real appeal of working together to make something as a
team; it’s one of my biggest joys as a game creator,

Miyazaki: Fundamentally, it wasn't actually chac
different from how I'd directed games before. It all
b(‘glnl upﬁ‘r(a"l. “‘[h hrl“ll l'(‘“k'fr“ and Jf!isn.‘ﬂ
establishing all the separate parts that define the game's
overall direction, like artwork, level design, animations,
and text. | tried to stay involved in those elements
as directly as I could. But let’s take level design, for
example. Once a certain area’s design is established to
some extent, it's time to hand more of it over to another
team member. There was a lot to be done this time
around, since ELDEN RING's map is so huge.

Miyazaki: We'd been continuously testing some
automation since before work ever began on ELDEN
RING, but this time around, we automated everything
we could—to make sure that our team had plenty of
time to make the game more fun to play too. Some asset
construction and placement, Al base creation, and even
a bit of debugging was all automated. Naturally, a lot of
this is stuff you'd want to adjust by hand in the end, so we
still did that as well.

To look at it from another side of development, we
also honed our abilities to collect playtest data and pur
it to work in our adjustments and improvements. It
was important to us that our fixes weren't just based on
hunches, but on actual data. Especially as the team grew
larger and I had to delegate more and more things, that

became a must.

Miyazaki: Yes, | suppose so... To tell you the truth,
though, I thought we'd be able to automate more
than we actually could. There was a lot that we had
to get through on pure strength of will! But I think
that also led to some nice, distinctive bits with a real
FromSoftware flair, so I'd say all the hard work paid off.

The Hows and Whys of a Wide World

Miyazaki: In this case, I'd say that the "sense of
adventure” that | mentioned earlier is closer to what
we're after than exploration per se. Don't get me wrong,
there’s still exploration—but not so much in the sense
of searching through every nook and cranny of the
dungeons in the game. It's something on a much wider
scale than that.

Miyazakiz Yes, that’s it.“Freedom” is something of a key
phrase for ELDEN RING. You'll have a great degree of
freedom in how you tackle each area, in how the story
progresses, in the combar skills you use, and in how you

build your character.



Q: In the network test, we saw how Torrent, the spectral
steed, gives players a way to actively travel through
the game’s vast environments. That really stood out as

something unlike any of your previous games. Did you

have to alter your approach to placing items, enemies,
and other things to discover because of the spectral
steed?

Miyazaki: Since we have such a big, open field to work
with, the exploratory elements of the game—that is
to say, the “things to discover” you mention—are less
tightly packed than they are in previous games. We made
the truly important discoveries a bit more visible, in
order to keep players from having to thoroughly scour
every single area. When you're in a spot where you
really should stop, take your time, and leave no stone
unturned, the game will let you know.

We've also filled the world with distinctive
landmarks, both large and small, in hopes that players
will see them and say, “Oh, let me go check that out...”

That ges them to explore and make discoveries
on their own.
Q: We're really looking forward to seeing what sort of

fiendish situations await us in the full game.

Miyazaki: I'm glad you're looking forward to it! ELDEN
RING definitely has plenty of hair-raising situations
and enemies to go around. That's a given. Buc if I had
to say what's unique about ELDEN RING in that
respect—and this ties back into the freedom that we
discussed earlier—it’s that there aren’t many points
where those “fiendish” parts might bring your progress
through the game to a complete stop. Much, much less
than in previous games. For many—but not all!—such
encounters, you'll be able to avoid them, put them off
until later, or even come up with ways to ignore them
entirely.

Of course, that coin has another side. Since I had
that freedom as an excuse, | couldn’t help but devise
even crueler situations and more dangerous enemies to
TOSS in...

Q: Another thing that sets ELDEN RING apart from
your other games is its item crafting.

Miyazaki: We had a few different reasons for including
item crafting, but our main goal with the crafting system
was to raise players’ ability to weather combat without
sacrificing the game's overall sense of tension.

Since it's an open-world game, individual chunks
of play tend to feel stressful if they're too short. For

le, those where you realize, “I'm all
out of items; I've got to turn back,” feel much worse
in a game of ELDEN RING's size than they do in the
games I've made up until now. | wanted to cut down on
those moments. One way we manage this is by having

“Freedom” is something of a key phrase

Q: Is the spectral steed another major step in that
direction?

Miyazaki: Exactly. With the spectral steed, we focused
less on providing a realistic horseback riding experience

and more on offering play prions for exploration. We
put a lot of emphasis on making it intuitive and stress-
free to control.

Q: The spectral steed isn't just for transportation. Did
you have mounted combat in mind when you first came
up with the idea?

Miyazaki: Sure. As soon as we added a horse to the mix,

your Sacred Flasks (which are used to replenish HP
and other resources) fill back up a bit when you defear a
group of enemies. Item crafting was another thing that
grew out of that same goal. Naturally, the search for rare
materials and large deposits of useful items is a perfect

match for a large, open game world.
Q: It certainly felt like there was plenty of ground to
cover, even in one outing.

Miyazaki: Working with an open world in particular,
we had plenty of things to adjust and tune to get that
feeling across. We want ELDEN RING to be a fulfilling
experience that offers a real sense of achievement, bur
that doesnt mean we want to put unnecessary grief
or stress on players. On the contrary, by thoroughly
polishing out those rough spots, we've tried to make sure
that players can focus on and enjoy the adventure itself,
with all the danger it has to offer. In a sense, "comfort™
was another main theme we kept in mind while making
ELDEN RING.

I figured, of course we need to have mounted combat
as well.

Q: The spectral steed may not move like an actual horse,
but it certainly handles very smoothly.

Miyazaki: Thank you for saying so! I should mention
that the spectral steed isn't just for getting around on
flat land. One huge way it differs from real horses is that
it can jump quite high, because we wanted to make it a
complete, three-dimensional travel option.

In addition to its double jump, you can ride the
spectral steed 1o a spiritspring and use that 1o jump even
higher. Even if the path is a little rough, you can breeze
right through it on your steed. It can even safely run
down gradual diffsides. The world of ELDEN RING is
wide open, but it's certainly not flat. Giving players the
ability to traverse all that varied terrain is an essential

part of the spectral steed's role.

for ELDEN RING.

Q: While we're on the subject of the spectral steed, was
there any part of its visual design that you gave special
attention?

Miyazaki: As 1 d, the spectral steed needs to be
able to move in three-dimensional space—so we knew
it shouldn't look like a prize thoroughbred! Actually, its
design has a few little touches that aren’t horse-like ar all
but rather take inspiration from donkeys and antelopes,
which are perfectly at home on crags and other rough
terrain. As a plus, these details give it a nice roughness
that fits right in with FromSoftware-style fantasy, don't

you think?

Q: There's one emblematic piece of scenery that you can
almost always see, no matter where you are in ELDEN
RING: the Erdtree. What role does it play in the game?

Miyazaki: The Erdtree is both a visualization of the
Elden Ring that lies at the core of the setting itself and
also a major key image for the game itself. When you see
a screenshot or take a glance at the screen while someone
is playing, we want you to know that you're looking at
ELDEN RING. We worked hard to give the visuals a
mythological, fantastical feel, and I think the Erdtree
goes hand in hand with that idea. It certainly makes an
impression.

Since the Erdtree is visible from most places in the
Lands Between, it also serves as a rough indicator of
where you are in the world. Plus, it also let us set up
some of the really memorable scenes you'll see, like

golden leaves falling through the night sky.
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Ab, but of course, the Erdtree also plays a major role
in the worldbuilding and story of ELDEN RING. If you
want more specifics on that, though, you'll just have to
play the game and see for yourself.

Q: There's a big planet ¢ of like our me
night and day. What's tha ut?

Miyazaki: People wha've played certain past titles of ours
know that we've got a particular fondness for the moon
here at FromSoftware! Rest assured that it also plays a
major role in the world and story of ELDEN RING.

History You Can See

to their design that are unique to ELDEN RING—
especially the crucial boss characters. Most of the major
bosses are Demigods that appear in the mythology that

George R. R. Martin wrote for us, so they were designed

with a careful eye toward giving them an appropriately
mythological, hervic feel.

Of course, since we're FromSoftware, that's “heroic™

in a rather broad sense of the word. They're heroes
of ages past, since subject to the ravages of time, loss,
disgrace, corruption, transformation, aberration...but
heroes all the same.
() Martin’s mythology is a
Miyazaki: It cerrainly is! But thar mythology is the initial
spark, so to speak. With such a great well of inspiration
to draw from, we were ready to come up with our own
ideas and build them into the boss characters you'll face
in ELDEN RING. I'm extremely grateful to Mr. Martin
for allowing us that approach!

Also, since we had Mr. Martin's mythology to
work with, most of these major bosses ended up
being more talkative than usual. I don't mean to say
they're a bunch of chatterboxes, but compared to the
bosses in our past games, they have noticeably more
dialogue. That's a simple difference, bur I think
it's refreshing.

ad out i

Miyazakis I'd say that it is. There's a lot more
information to take in about the world and setting
of ELDEN RING, compared to our past titles, and
intricate visual details like crests and paintings—unique
designs in general, really—are one way for us to convey
some of that information. [ especially enjoyed designing
the creses, myself.
rn 1) .||: the
an we expect there?
Miyazaki: You're right. The role that flavor text plays in
ELDEN RING is consistent with our previous games.
But like I said, there's a lot more information to take in,
which means more flavor text, as well.
) the colors in ELDEN RING give a

1
. We assume that was a




Miyazaki: I touched on this a bit earlier, but we had
a mythical, fantastical, painterly vibe in mind. This
might be putting it into overly abstract terms, but we
also wanted a sense of “lonely, forlorn, heroic romance.”
We experimented with making everything darker, bur
ultimately decided that a more colorful, less-monotone
world would make for a more engrossing adventure. But
of course, there are still plenty of dark, horrific areas o
be explored.

Each area of the Lands Between has its own unique
characteristics. Each Legacy Dungeon we've put
together is a collection of unique content too. I hope
players enjoy all the variety there.

Miyazaki: We didn't exactly say, “let's make it flashier!”
or anything like that, but I think I know where that

Meeting George R. R. Martin

George R R Martin, the author behind the fantasy novel
series A Song of ce and Fire, also served as executive
producer and writer on the TV show Game of Thrones
(based on that same series). Martin's other works incude
nowvels such as Fevre Dream and Tuf Voyaging and the
Wild Cards series of stories. Such works eamed him
Hidetaka Miyazaki's appreciation as a fan. Knowing
of Miyazaki's fandom, FromSoftware board member
Eiichi Nakajima approached Martin—and found that
the author was familiar with DARK SOULS! The two of
them had a spirted conversation, which in tum led to the:
collaboration that would become ELDEN RING.

Legacy Dungeons

In addition to wide, open fields, ELDEN RING also
contains casthes and other Lirge architectural areas like
those found in the DARK SOULS series. These are called
Legacy Dungeons; players in the network test experienced
one as they explored Stormveil Castle. These special
strongholds are built on an even greater scale than those
in DARK SOULS, giving players a chance to make use of
thesr advanced jumping abilities and other new egloration
techniques.

Flails

The flail—this archetypal medieval weapon
does not actually appear in the DARK SOULS
series. It has a handle shaft connected to
a striking portion by a chain or rope. It'sa
bludgeoning weapon, ke a mace or a dub, but
its chain offers it greater reach and lets it strike
a wider swath. You can see one right here in
the hands of the approaching figure. Keep an
eye out for the flail and its ilk to make their
first FromSoftware dark fantasy appearance
in ELDEN RING!

impression is coming from. Many of the spells in
ELDEN RING are emblematic of certain magical
lineages, and those distinctions mean visual differences.

If I may digress a bit, there are several magical
traditions represented among the sorceries and
incantations of ELDEN RING. Some sorcery is
associated with a magical academy, for instance, while
some comes from royal houses; there are incantations of
the Erdrree, and incantations of the Two Fingers; just to
give a few examples. The symbols you see in the magic
visual effects show those lineages directly.

Those magical lineages will also be important in
the game. Some staves and sacred seals strengthen the
sorceries and incantations, respectively, of particular
lineages. If you decide to roleplay as a sorcerer of a
certain tradition, for example, that will offer gameplay
benefits as well. I think that makes for a new way to

enjoy character builds focused on spellcasting. And, of

“Comfortable” Gameplay

ELDEN RING uses several gimmicks not found in previous
Miyazaki titles to make it more comfortable to play. For
instance, resurrection points known as “Stakes of Marika™
(see page 24) are generously placed near bosses and spots full
of dangerous foes. That means thar after players die, it woa't
take too much effort to ger back to where they were to try
again. There are also “Birdseye Telescopes™ (shown here) that
offer players an overhead view of their surroundings. These

telescopes are useful discoveries in the Lands Berween indeed.

Godrick the Grafted

course, all these different types of magic contribute to
the worldbuilding too.
Q: In the network test, players o
1an in a stone mask [ Sorceress Sellen). Is she learned
Miyazaki: Yes, she is! Sellen is an academy sorceress...
Though as she admits herself, she was actually cast
out from the academy. That stone mask is an academy
sorcerer trademark. Even within the academy, there are
different branches that each lend their name to their own
types of

sorcery.
b W lso

D n ¢ the I w off the
Miyazaki: Ahahaha, no, it's nothing that high-concepr.

Its just that, as a Wizardry fan, I can't pass up a chance to

slip a little eastern garb into my fantasy worlds.

Godrick is one of the Demigods and the castellan of Stormveil Castle. Ir's said thar che sickly

born Godrick coveted the powers of his relatives.
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network test took place
12, 2021 to November 15,
articipated got a glimpse of
stretching out from under
ncountered new, unknown
its brevity, the test offered an
t ELDEN RING has to offer,
players a sense of the sheer
1l find when the full game

like to give you a closer look
ipants experienced it during

ff by introducing the five
to player characters in
regard them well as you
journey; you may meet those
to offer aid...

on ELDEN RING as it was at the time of
differ from the final game.)

WARRIOR

With a curved sword in each hand, the Warrior specializes in
consecutive attacks with two weapons. They possess the “Storm
Blade” Skill—a valuable tool that belps them control the bardefield.
Their nomadic tribe wears flowing blue cloth to represent running
water, a purity of motion they exemplify with their blades. With
stagnation comes rot; & Warrior's low must never cease.



ENCHANTED KNIGHT

The Enchanted Knight wields both sorcery and spear 1o face their
foes ar medium and long range. Their “Sorcerer Hunter” shield Skill
nullifies magic and channels its power into tiny, glistening blades
to turn the tables on its caster. Any one of the Carian royal family's
Enchanted Knights was an easy match for a thousand men; however,
i's said they all vanished with the collapse of their royal household.

CHAMPION

Clad in light armor and swinging axes, the Champion of the
badlands excels at combat. They can even breathe draconic fire. Life
is a struggle in the badlands, and Champions exemplify survival of
the firtest. Following the aple of their chieftain Hoarah Loux,
they shun excess.

PROPHET

‘The Prophet casts incantations that allow them to beal and harness
the strength of beasts. Their shield is imbued with the “Holy
Ground” Skill, which provides healing and defense to themselves
and nearby allies. Persecuted and driven out of their homelands for
following their faith to its fiery conclusion, Prophets are forced to
‘wear cart wheels around their necks so that others know not to lend
an ear to their heresy.

BLOODY WOLF

With thick armor and a heavy sword, the Bloody Wolf bears
whatever pain their foes can dish out before striking back with a
mighty blow. Their “Thunderbolt” Skill extends their reach out

to midrange. Vargram, the first among the Tarnished to reach
Roundtable Hold, was a Bloody Wolf himself.
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Following the Guidance of Grace

f you want to survive in the Lands Between, you'll have to fight. As a Tarnished,
you'll wield armaments such as swords, axes, and shields to face down those
who would block your path to grace.

You'll need your trusty spectral steed, Torrent, to traverse the vast lands before
you. While on horseback, your Tarnished’s range of movement expands

tremendously. Furthermore, you can crouch to sneak past danger, make daring
jumps across leveled terrain, and more. You have a wide range of movement in the

Lands Between.

ATTACKING
You can attack with armaments in either your right or left hand. On top of that,
you can use your right-hand for a mighty strong attack. Hold down the

“Mm&aa‘“pﬂ;'lﬂuiﬁ-ﬂ
longer to perform, but they hit that much harder. With a weapon in each hand,
you can attack with both.

GUARDING

You can block incoming enemy attacks either with a shield in your left hand or
an armament wiclded in both hands. Guarding is especially effective when done
with a shield.

Guarding consumes stamina. If your stamina runs out, your stance will be brokes.
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SACRED FLASKS

You'll have the HP-replenishing Flask of Crimson Tears and the FP-replenishing Flask of
Cerulean Tears at your disposal, There is also a third flask, called the Flask of Wondrous
Physick. You'll find items called cryseal tears at Minor Erdtrees and elsewhere through
the Lands Between, which can be mixed in the Flask of Wondrous Physick at sites of
grace to create elixirs with various custom effects.

GRACE

Go where light converges to discover sites of grace throughout the Lands B
Resting at a site of grace will restore your HP and FP (which is sp iea and
incantations, as well as perform Skills) and heal any starus ailments. It will also refill youar
sacred flasks. However, most of the enemies you've defeated will be revived when you rest
at a site of grace.

Grace exists to guide the Tarnished and lead them along the proper path. Even now, some
sites of grace retain that power, Their golden rays will guide you along your way.

Upon dying, you will be revived at the last site of grace at which yoa rested. If there is a Stake
of Marika near where you died, you can choose to be revived there instead. You will drop any
runes in your possession at the site of your death. If you die again before reclaiming those runes,
they are lost forever.




HORSEBACK RIDING

Use the Spectral Steed Whistle to summon and ride your spectral steed.
You can artack and double-jump while on horseback. If you jump while on
ek s ing, you can ride its R eyt

Use the Spectral Steed Whistle again while mounted ro dismount. If your
spectral steed dies, you can summon it again, but it will cost one use of
your Flask of Crimson Tears to do so. You cannot summon your spectral
steed while inside a dungeon.

v oY ¢ {l

JUMPING

You can jump to cover certain differences in terrain height. You'll leap
farther if you jump while dashing, You can also perform jumping attacks and
Jjumping strong attacks.

MAP

Use your map to check your current position and the terrain and buildings
in the surrounding area. You can update your map with new information by
finding Map Fragments at steles along the road. You can also use the map to
freely place beacons of light o serve as andmarks as you explore.

Through your map, you can instantly travel to any sites of grace that you've
discovered. However, there are some areas, such as the inside of dungeons,
where this cannot be done.

L

GATHERING MATERIALS

In every corner of the Lands Between, you will find fraits and
flowers, mushrooms and butterflies, and various other useful
materials. These materials can be used to craft items.

INDISPENSABLE KEYS TO ADVENTURE:

GRACE AND SACRED FLASKS
e i e e e e e il e s i
on your sdventure.

‘When you rest at a site of grace, it doesn't only restore your HP and FP, refill your sacred flasks,
and heal your status ailments. You can also choose what time of day —morning, noon, or night —
to continue your journey, use Ashes ‘“ﬂhh—*ﬂm,—h
—H.-n_‘ your i d storage, and level up. Each site

Y o )
5 camp for your Lands

m.ﬁu-qow”dﬂ*ham*d“hmw
hh-—mh—ﬁ-uﬁnd”m‘--ﬂm*—
had a total of four uses to divide between the Flask of Crimson Te d the Flask of |
h&-pﬂd--‘m‘m-‘nﬂuh-*—ﬂ
phiysical health by allocating all four of them to the Flask of Crimson Tears; with each stop at 2
site of grace, they struck the balance they sought.

Sacred flasks are refilled at sites of grace, but they can also be refilled by secking out Crimson
and Cerulean Teardrop Scarabs, which replenish the flask that macches their color. Vanquishing
'I-.d-.ﬂ: will also replenish your flasks, but the amount and type of flak replenished

Choose the correct balance of doses to suit your situation —your flasks can never be refilled
beyond their maximam capacity.
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STRENGTHENING ARMAMENTS

At a smithing table, you can spend and Smithing Si th
mm-n%hhlﬂnlmmm“a
ksmith wh make your

You can equip up to three armaments each on your left and right arms. The
actions each armament performs will vary based on which arm is wielding
it. In addition to armaments, you can also equip arrows, bolts, armor,
talismans, and items.

BOWS

Bows fire arrows and crossbows fire bolts. You can equip up to two types of
arrows and boles 4t once and choose berween them when you sk,

You can do major damage to enemies by aiming for their heads and other
weak points. If you're locked onto an enemy, you won't automatically aim for
its head, but with a bow wielded in both hands, you can use precision aiming
to place your shots with greater accuracy.

woday way, p

9to

If you have a Crafting Kir, you can make various items from fals you've gathered. You can learn to craft more items by
finding cookbooks.

You will need cracked pots or other containers to craft certain items. You will not be able to make more of those items than you
have containers. Containers will be consumed when crafting, but they can be reused when emptied.

CHOOSING ARMAMENTS:
THE FIRST STEP TO VICTORY

If you wield two armaments of the same type in cither hand—two carved swords,
for instance—you'll be able to dual weapon attacks. You can also wield
one armament in two hands to irs artack power and decrease the amount of
required to use it, but naturally, that also means you can't use 3 weapon or

in your other hand.

You can also equip armor on your head, chest, arms, and legs that boosts your
“p--ll_-.lllu’-ﬂ_ﬂQHI-ﬁT
-dhluﬂ.h--&-*'r Auupuhu-
H-,-hd-q--‘*u* h—' l-l“u'p-
equip

‘There are also decorative talismans that offer a wide variety of beneficial effects,
ﬂueﬂg]ﬂlﬂkhﬁiﬁhuhh#d

hasha adiiesd shas ol anate

\ging up yoar gear
thﬁq-h-h-lﬂ.
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MULTIPLAYER ‘

There are three different multiplayer modes available in ELDEN RING. In
to defear the boss of the hoat's current area. In invasion multiplayer, invading
guests attempt to defeat the host before they can defeat the local boss—but the
invaded player can call for assistance from other players as well. In competitive
multiplayer, players will square off in a duel to see who emerges victorious.

You will need certain items to participate in each mode. To summon guests for
tive and titiy lriplayer, you'll need to use items to discover
w*]'{—ouql-ddﬁ-hr—'mﬂ

SUMMONING POOLS

In each area, you may find effigies of martyrs that serve as
summoning pools. You'll find it easy to summaon other players at
these locations, as co-op and hostile summoning signs created with
small cffigies gather at summoning pools.

S

e =]

ONLINE PLAY THROUGH LOOSE BONDS

I addition to the multiplayer modes already described, ELDEN RING features

! Think of these as loose bonds formed between you
ddﬂﬁ-muﬂhdﬂh-h”ﬂh‘m
other players, showing you what they did in a certain spot—or bloodstains showing you
how they died. If you see a lot of bloodstains in one area, then you know that something
sinister lurks nearby.

If you set a group password, you'll be more likely to see messages, summon signs,
bloodstains, and so on from others using the same password. With a multiplayer password
in effect, you'll only be matched with other players using the same password for cooperative
and competitive multiplayer — though you can still be invaded by anyone.

During multiplayer in ELDEN RING, you'll do most of your communication through
gestures. You'll find a wide array of gestures you can use to casually express yourself 1o
players all over the world.

Feel ke playing all by yourslf? Simply doa' use any mulcplayer elaced cems and you'l be
firee to enjoy ELDEN RING with anly asynch ication features in effect.
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A Skill used by the Stormveil Knights long ago. Your armament is wrapped in a
stormy blade that can be fired in rapid succession.

STORM BLADE

Armaments and Skills

rmaments can have one special ability called a Skill. There is a wide variety

of Skills available, from powerful attacks to defensive boosts and healing. You
can use items called Ashes of War to grant new Skills and affinities to armaments
that meet their criteria. Selecting the right armaments and Skills for the rigorous
combat ahead will help lead your Tarnished to victory.

SORCERER HUNTER

Swing your shield to form a force field that stops magic and reflects it back as
small glintswords. Works as a regular parry against melee attacks.



THUNDERBOLT

A Skill used by dragoa worshippers froem the
capital. Your armament calls down a bolt of
lightning, You can fire multiple bolts in rapid

succession.

A fized Skill for Reduvia. Blood forms into projectile blades that force bleeding. Can be fired quickly
and repeatedly. Reduvia is a jagged dagger with a distinctive curved blade used by the noble servants of
the Lord of Blood. This dagger rips the flesh as it enters, inflicting blood loss with sickening efficacy. A
proud testament to the success of its vicious design, this weapon is perpetually coated in blood. Charge

artacks and mamp iembank

P r -

h
LR\

‘ REDUVIA BLOOD BLADE

ASHES OF WAR:
BUILD YOUR IDEAL ARMAMENT

The arsenal of armaments in ELDEN RING already come loaded with
their own Skills. However, you can use Ashes of War to imbue them with
new Skills too. Each only b Skill, though, so be sure
you're willing to trade the old Skill for the new!

Ashes of War can also add certain affinities, such as “Keen” or “Magic,” to
yoar armaments. This will change the effects of their attacks and alter how
they scale with areributes like Serength. You can also choose to apply Skills
only, without altering affinities.

Ashes of War can be used to add Skills and affinities to srmaments at sites

of grace. They can be applied and removed over and over again, but there

are rules. Not every Ash of War works with every type of armament, and
[ ._.l“ e % g 1
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ORDOVIS' VORTEX

A fixed skill for Ordovis’ Grestsword. The greatsword slams into foes with the swirling might of 2 Crucible
vortex, Charge for more power. Ordovis was one of the two honored as foremost among the knights of
the Crucible. His greatsword is imbued with an ancient holiness. lts scarlet tint exemplifies the nature of
primordial gold, said to be dose in nature to life itself,

woday 1A oI

ofo

GRAVITAS

'.-_ A Skill from a great white king with stone
: skin. Pierce the ground with your armament to
> damage foes as a surge of gravity draws them in.

CHOOSE SKILLS TO SUIT
YOUR ARMAMENTS

The Longsword is an easy-to-use, ch istically balanced
Mﬂwmﬂh“—u“mm
_hﬁhmﬂuhm#-ﬁhﬁﬂ"’
Skill. Using “Square Of™ holds the longsword in a horizontal from
Mhmﬂw-n—ﬂp‘-ﬂamﬂﬂﬂ.whﬂ
into a running thrust with a strong attack.

The B d Sword has exceptional reach. lts wide range makes it suitable
for chaotic group fights. lts "Stamp” Skill allows its wielder to brace the
sword in a low stance that prevents recoil from most enemy attacks, then
follow up with a strong attack for an upward serike.

As you can see, these Skills enhance their weapons’ strong points. If you're
not sure what Skill to choose for your favorite armament, you can't go wrong
with one that helps it do what it does best.




A fixed Skill for the Dragonscale Blade. The blade calls down s bol of ice, temporarily imbuing it with
ice and lightning.

HAILSTORM SWORD The Dragonscale Blade was forged from the remembrances of dragoakin soldiers, burnished with the essence
e

Y kin never attained i lity, and perish as mere imitations of
the ancient dragona.

CARIAN GLINTSWORD

A Skill used by the enchanted Carian Knights. Your sword becomes a
magical glintsword for 2 slash. You can charge this Skill for more power.

e CHOOSE YOUR WEAPON,
CHOOSE YOUR EXPERIENCE

In the network test, Tarnished of the Champion origin started off with a Bardle Axe. This
weapon boasts a great deal of destructive power, but ir's also rather heavy and slow, making
its user easily overwhelmed by fast enemies and large groups of foes. Luckily, the Battle Axe
uuwwu.m*udmmmuhuum
L e I__ 1l

“h*d—*h-‘w‘ww’*huhu
'-‘h'lﬂ-d-h-qnuﬂrk"ﬂnnﬁ--.nd-
Hh‘w. . 1 tadead

“The Short Bow, intended to be used for long-range acracks, comes with the abdity to zoom
in with a focused view and strike with precision at a distance. Its“Mighty Shot” Skill puts the
-h-ullpnt-ﬁ: lp-'ﬂh hp—---ﬂn—t»\mq
be limited, b d i the proper | \anp.dmh
flame-enhanced Firebone Arrows to soporific Sleepbone Arrows,
m*wmu"md_ﬂﬂﬁhﬁ.“—
that suits your style and role-playing preferences.
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PIERCING FANG l

A Skill used by Yura, the Bloody Finger Hunter. Searting with your
blade held horizontally, you make a powerful thrust that cannot
be blocked.

GLINTSWORD ARCH

A Skill used by the enchanted Carian Knights. Small
glincswords form an arch and arrack sutomatically. Artack
again for a lunging thrust.




STORM STOMP

A Skill brough to Stormveil by knights from
lost lands. Stomp the ground hard to kick up
a temporary storm.

VIPER BITE

A fixed Skill for the Coil Shield. The b

anaks

4

‘out to bite your foes. The Coil Shield is designed for gladiatorial combat and rises above
ci d bronze snake is a poisonous

The

ita peers as a particularly showy sp
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Sorceries and Incantations

forces can be called down and put to work by the Tarnished through spells
called sorceries and incantations. To use sorceries and incantations, you'll first have
to memorize them at a site of grace. Sorceries also require a staff to serve as a
catalyst, and incantations call for a seal. To expand the number of spells you can
memorize, you'll have to seek out an Ancient Amulet.

SORCERY: CARIAN PIERCER

A glintstone sorcery used by the enchanted knights who served the Carian
royal family. Forms a magic sword to impale one's foes. This sorcery increases
in power when charged up.

Blades of pure moonlight epitomize the protection the moon grants to Caria.

SORCERY: BRIARS OF SIN

An aberrant sorcery, discovered along with red glintstone by those exiled to the north for their
crimes. Summons large thorns from a whoel of blood shed by one's own hand in penance for sins.

This sorcery can be cast repeatedly.

‘The Academy reviles this sorcery, which draws its power from faith.




SORCERY: METEORITE

A glintstone sorcery that draws on gravitational force, used by the Alabaster Lords,
who had skin of stone. Calls small meteorites down from the sky. The meteor shower
continues for as long as the sorcery is in effect.

It is said that, in the Eternal City, now lost in ruin underground, meteorites held the
same import as stars.

N &
: 4

’.
o L
T )
- & U
INCANTATION: i Doy Gaoral

An incantation of the Dragon Communion, used by those who've eaten of a dragon’s heart. Manifests the power of the Great

INCANTATION: THE FLAME OF FRENZY

An i ion from the maddening Three Fingers. Causes the yellow flame of frenzy
to burst forth from the caster’s eyes. This incantation can drive buman foes mad, and
A El

P

L e 4

Those whose eyes are afflicted with the llame of frenzy are racked with maddening pain
and unstoppable tears.

GREYOLL'S ROAR

The roar of the great Greyoll, foreboding as a mountain, overcomes all who hear it with its might. Their attack power is
temporarily decreased.

INCANTATION: BEAST CLAW

An incantation bestowed upon those who cull the Deathroot by Gurrang, the Beast
Clergyman. Creates beast claws that tear apart the land. This incantation increases in
power when charged up.

Long ago, Gurrang was a beast of such verrifying ferocity thar his fe “Death of
the Demigods.”

INCANTATION: DRAGONFIRE

An incantation of the Dragon Communion, used by those who've eaten of a dragon's heart.
Spews flaming breath with draconic power.

Thoue extraordinary individuals who perp the Dragon C ion are called the
dragon-hearted.
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NOBLE SORCERER ASHES

olan &

Spirits

pirits are ghostly allies that you can summon to fight by your side. To summon

spirits, you'll need a Spirit-Caller’s Bell and the proper ashes, as well as a
nearby rebirth monument. Summoned spirits will join the Tarnished in their
lonely battle. Each spirit represents the remains of a person or thing left behind in
the Lands Between long ago; perhaps only the Tarnished themselves, having lost
the grace of gold, can beckon them into the present.

®
¢

USE SPIRITS AS YOU SEE FIT

There are many different ways to use the spirits you summon. You could use them as
I lhy-ﬁ-—r-“ﬁ_—.hphh_m!-
icon on your screen to make sure yoa're in
lﬂ#&—hhmﬂmﬂﬂ_ﬂmd#
at a time, though, and that you can't spiries ing multiplayer.

._._J..f_...u.

Smuﬁcopiﬂr“aubh-hmddnmuhphuﬂa.MqﬁkM
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WANDERING NOBLE ASHES
Summon the spirits of nobles who, after death, now wander the Lands
Between. Surely they were in search of something but wh it
was has long been forgotten.

LONE WOLF ASHES

Summon the spirits of three wolves who were chased from their pack and
later found company with a human outcast—a fellow hunter. Walf spirits
overwhelm enemies with their agility, siding the summaoner in combat.

SPIRIT JELLYFISH ‘
ASHES
Summon a floating phantom that illuminates its surroundings.

This is seemingly the lingering spirit of a young girl on an eternal
search for her sister, with whom she'd promised to see the stars.

' o PR e oha blaad

NORTHERN MERCENARY ASHES ."."".'"'.E‘"‘:"‘i":"‘":"""‘“*

* o

ONIE NIATH fo 24mis3a0 41,

anSojod PHOM INTH NTATH

yoday 1wa] posmian

Lfo




ONIY NIATH fo 2ampizap) 291

andofoid PHOM ONTH NTATH

wodogap ypomgayy —

gfo

.4'

The Lands Between: Vistas

he Tarnished's continuous search for the Elden Ring leads them all across

the Lands Between. The world before them offers sprawling grasslands,
steep mountains, wind-worn hills, murky swamps, and more. Despite its beauty,
this is a wild land where law gives way to disorder. The splendor of mankind is
long lost, and the ground itself begins to warp. The last fumes of a golden age
linger in the air; perhaps you'll catch a whiff of them as you traverse the lands
astride your spectral steed, and they’ll lead you to new discoveries.

LIMGRAVE — COAST
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The Lands Between: Encounters

anSojoigd PHOM ONTH NHATT

cross a sea of fog lies the Lands Between, home not only to typical wild
animals, but also fearsome, prowling aberrations. Throughout dim,
labyrinthine outbacks and bastions crawling with foes, powerful forces await
to prevent the homecoming of the Tarnished. But if you stick to the roads,
you'll likely find those cager to help you along your way as well. For the
Tarnished, there is nowhere to go but forward, continuing on a path toward

woday 1], 3
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Interview
with

HIDETAKA
MIYAZAKI

Deeper, More Free Combat

Q: There are some new additions to the combat system
in ELDEN RING, like guard counters, as well as
adjustments making jump attacks easier to perform.
What were the reasons behind these changes?
Miyazaki: With guard counters, we wanted to add more
reasons for players to pick a shield-toting, defense-
heavy playstyle. Since there are plenty of evasive and
long-range opti ilable, not to : d
combat, we wanted to make sure that the trusty shield
style would still be a valid option.

Jump artacks came about much in the same way
mounted combat did. We want players to have enough
freedom of movement, even when they're not on
horseback, so we gave them a jump. And of course, if
they jump, it follows that they should be able to do jump
artacks. One key to combar in ELDEN RING is breaking
enemies’ stances; we decided to make jump attacks one
useful way to achieve that. | hope players will see them as

it I 1,

Now, we'd like to pick up our
interview with Hidetaka Miyazaki
from where we left off on page 19.
From here on, our discussion takes
a turn toward the finer details
of the game, including what was
learned during the network test.
'I'ugcthtr with Part 1, we hope this
will deepen your appreciation of

ELDEN RING.

Part 2

DARK SOULS series. Take sword-based combar, for
example; it's been expanded upon in ELDEN RING,
but without the foundations laid in the DARK SOULS
series, we wouldn't be able to make those expansions.

and they also work well as combar tactics that call for
a less gung-ho, action-packed approach. Summoning
spirits for help brings up even more options too since
different types of spirits make different plans of atrack
possible.

Q: Storming an enemy base with summoned spirits by

our \ll{" sure was fl"l.

Miyazaki: Glad to hear it! There are more than fifty
distinctive spirits that you can summon, and | want
players to try a bunch of them out. Even if you don't use
them much, you might enjoy simply collecting them.

Q: Speaking of things to collect, where did the concept of
Ashes of War come from?

Miyazaki: Ashes of War let you make your weapons
truly yours by freely changing the skills they include
and powering them up. We thought that would be
a great way to increase the amount of freedom that
players have. They greatly expand your options for
[ izing your weap and I think that extra degree
of personalization is fun.

The skills themselves harken back o DARK SOULS
111, where we used skills to boost the individuality of
each type of weapon. We took that system and tried to
beef it up by making the skills into powers appropriate
for high-fantasy, mythic-level battles. As a result, they're
flashier and more individualistic than before.

Q: ELDEN RING also offers a uniquely high amount of
I.rct'lli'"\ in a]lfrl"g J“d upsraijln:.: youar gtar.

Miyazakis Ashes of War also ended up being a way for

We've taken everything we've made so far and inued
to build on it—that's what I mean by calling it an
“evolutionary step.”

There are plenty of new combat skills too, so I think
players will forgive us for building on what came before
and enjoy the combat in store for them with ELDEN
RING.

Q: There are a few other new elements as well, such as
‘[le[h I‘('III\P: an “plll\n. J“d \I]ﬂ'ln!linlll}‘\ ('fr'ain rlif\
to fight alongside you as spirits. What was the intent
behind adding those?

Miyazaki: We started by considering all the different
types of fight scenes that might arise in a vast, open
world. Let's say you might happen upon a psi
where your enemies were gathered—what would you
dot How would you approach them to attack? We

capon in their offensive and dek
Q: So you've not only included combat elements that
people who've played your previous games would expect,
but added new ones too.
Miyazaki: As we've said a few times since ELDEN
RING was first announced, we're approaching it as
another step along the evolutionary path set out by the

d to give a tactical edge to those decisions for
players to make. Those new elements grew out of that
idea; we wanted to give players more tactical options.
Even some that come into play before combat actually

Stealth and spirit-summoning were the result. They
fit in with our central goal of boosting player freedom,

players to add specific affinities to their weapons. If they
can change their skills as they see fit, we thought, why
not affinities too? For ple, if you ¢ ize your
weapon to pair a fire-based skill with the fire affinity,
that link makes it feel more real and at home in the world
of ELDEN RING.

Q: All right, here's a big one: Will players be able to

reassign their characters’ stats o try out different builds?
Miyazaki: They will indeed! I mean, i’s not something
you'll be able to do indefinitely, but it's possible. The
option becomes available after you've progressed
through the game to a certain point

There will also come a point where you'll be able 1o
alter your character’s appearance. Unlike reassigning
your stats, though, you can do this as many times as you
like. Since it's a rather long game, we didn't want to put
players through the pain of starting over just because
they wanted to change up how their character looks. |
know there are some players who never actually make it
past the character creation screen because they cant get
their character exactly the way they want them—this
should help them out too!




Being able to change your character’s appearance also
benefits roleplaying. You might want to switch things up
depending on how things have progressed in the story,
or for how you see your character personally, and we
wanted to allow for that. For instance, maybe you think,
“Hey, my character’s been through some horrifying
ordeals—it should turn her hair white!” You can do
that. If we were to push changes like that from our side
of things, some players would get upset that we messed
with their characters. So we wound up with the current
system, where players who want it can do it themselves.
Q: That's a fun new twist that you haven't had in your
other games
Miyazaki: Right. I like to roleplay, myself, so it's right up
my alley.

Q: The network test offered five different

player characters. Can we expect more in the full game?
Miyazaki: The origins available in the full game will
be different from the ones in the network rest. We've
prepared ten of them altogether—but there were some
origins in the network test that actually won't be in the
retail game.

Network Test Response

Q: The network test generated a lot

Miyazaki: Like I said at the start of this interview, the
network test happened during a pretty stressful time

in the development process—so once | saw it was well-
received, and that it went off without any major hitches,
the first thing I felc was relief!

I think most of the network test players had a good
time with it. Of course, we still got plenty of useful data
about issues and points for improvement, and I want to
reflect as many of those improvements as possible in the

] |.'.I\|I' 1t nto the test versaon
Miyazakis
say it's roughly ten-plus times as large as what you saw
in the network test. But like I touched on before, it won't
be NECEssary to turn over every linglc stone and cxp]nn:
every last inch of the world. All that scale is entirely there
to provide a real sense of adventure. The things that
you'll really have to search for arent as tightly packed as
they are in our previous games. | really don't want the
sheer size of the world to become a burden or a source of
stress for players.

There's a lot to do in ELDEN RING, but compared
to previous games, significantly less of it is necessary,
proportionally speaking, if all you want to do is beat
the game. But what that also means is that, should you
decide to stray from the most direct route to the ending,
you'll find plenty to explore. New threats and mysteries,

Juse taking the open world into account, I'd

encounters and drama—a whole entire mythology is
waiting for you, just off the beaten path.

Q: Is there a system of multiplayer covenants, like
DARK SOULS:?

Miyazaki: ELDEN RING doesn't have covenants like
the ones in the DARK SOULS series. We wanted to
lower the hurdles to online play as much as possible;
mechanics like summoning pools are some of the ways
we've made marchmaking easier. Covenants didn't really
fit into that concept.

Q: The DARK SOULS series has storied competitive
elements; did you have a similar concept

ELDEN RING roof

Miyazaki: As far as competitive multiplayer goes, the

PvP invasions you remember from our past games will
be making a comeback in ELDEN RING's massive field.
To be frank, the network test revealed several issues
with it, but we've made solving those one of our top
priorities since.

While we're on the subject of ELDEN RING's
network play, I'd like to touch on its so-called
“asynchronous multiplayer” fearures. Those cover
things like phantoms that show other players' gameplay,
messages from others, and bloodstains that reveal how
they died. This time, you'll be able to form your own
groups that effect how you see those. When you're
grouped with another player, you'll be more likely to
see their phantoms, messages, and bloodstains. Theyll
stand out more, visually, than those of players from
outside your group too. So even when you're not directly
playing with your friends, you'll still be able to play with

We've taken everything weve made so far
and continued to build on it—that's what |

mean by calling it an "evolutionary step.
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them in a looser sense. You're still connected.
By switching these asynchronous multiplayer

her own; she isn't just there to artend to the player. She's
something of an equal parmer, and in keeping with that

features so that they're less "something from
out there somewhere,” and more “something from
someone I've chosen and approved,” I think we might
have given them a new meaning. Maybe it could be the
start of a new sort of play built around that system.

The Charm of Characters with a History

Q: Melina, one of the more important characters, has
three distinctive scars across her eyelids. Will we find out
what these scars mean?

Miyazaki: That's something that I can't say much about
right now—at least not without spoiling things for
everyone!

But speaking of Melina, while she does allow the
player character to level up, there's a clear difference
berween her and the Fire Keepers who performed that
role in the DARK SOULS series. Melina has a will of

characterization, she has a less-arcane design that shows
a more natural face.

There are characters like the Fire Keepers in ELDEN
RING, though. They're known as Finger Maidens.
However, the player character has lost their Finger
Maiden—leaving them "maidenless.” Melina offers to
strike up a pact with them in the absence of a Finger
Maiden.

Q: How about the “snow witch” at the end of the story
trailer? She feels like she's a counterpart to Melina in
SOme way.

Miyazaki: I'm afraid that's something else I can't give
away right now! She is an important character with deep
ties to the story, but you'll have to play the game to find
out how.

Q: The larnished of ELDEN RING cannot die—at
least not all the way—which seems subtly different from
the Undead player characters of DARK SOULS. What
sort of immeortality do the Tarnished have?

Miyazaki: The immortality of the Tarnished originates
with the guidance of grace. Tarnished are those who have
died outside of the Lands Between, only to be awakened
by grace and beckoned there—that's where your story
begins in ELDEN RING. That guidance won't let the
player character go.

This grace isn't just a guiding line in the story; it also
offers hints and direction in actual gameplay. If you're
not sure where you should head next, traces of light
shining out from sites of grace will tell you where—or
present one option, at least. You're free to refuse and set
off on your own too, of course.

Godfrey, the First Elden Lord

Q: Godwyn the Golden was the first of the Demigods to
die. Do the Demigods not receive the immortality that
grace provides?

Miyazaki: No, theirs is a different story entirely—
a story that it isn't time to tell yet. But the Demigods’
immortality stems from having their fated deaths
removed from the Elden Ring. I don't expect that to

make much sense rlg}u now, but as you ph'_r the game, 1

think you'll gradually come to und
Q: What can you tell us about Godfrey, who recently
adorned the cover of EDGE magazine?

Miyazaki: Godfrey was the very first Elden Lord and
the companion of Queen Marika. In the past, there were
two Elden Lords, and Godfrey was one of them. His tale
is deeply entwined with that of the Tarnished, and the
crearure at his back is called the Beast Regent.

Q: In a previous interview about your title Déraciné, you
mentioned that you “never thought [you'd] use a shoujo
manga—style motif until [you] made Déraciné.” Were
there any similarly unexpected shades on your paletre for

ELDEN RING?
Miyazaki: Hmm... Not really, to be honest, ELDEN
RING does have a much larger cast of NPCs that had to
be drawn up than my previous games, though. I can only
compare this to what we've done at FromSoftware in the
past, but I think their portrayals are a lot easier to grasp
too and they tie into your progress through the game
itself to a much greater degree. These NPCs and their
stories play a role in offering players more freedom. We
paid special attention to how a few of these characters
would grow and change throughout the game, and it was
fun to build out their stories.
Q: Even the music this time around felt more heroic than
it usually has in your games.
Miyazaki: Thank you! Earlier I mentioned how I
thought of ELDEN RING's bosses as heroic, in a sense,
and the music comes from a similar place. The sound
team really delivered on the concept. There are quite a
few pieces of music in the game—please look forward to
Ilean'ng them all.

: All right, last question. What's the part of ELDEN
f-\f\{: that you hope players enjoy the most?
Miyazaki: There’s one thing that’s remained unchanged,
throughout all of my previous work and ELDEN
RING as well: I want players to enjoy a real sense of
accomplishment after facing down and finally
overcoming adversity.

Beyond that, I also want them to feel that sense of
adventure | talked so much about earlier. The world of
ELDEN RING is vast and mysterious. Dont hesitate
to explore it, or overprepare; feel free to experience its
dangers and riddles, get to know its people and events,
and take in its myths and legends. If fantasy fans are
happy, I'm happy!

Q: Thank you very much!

The image of Godfrey, who graced the cover of the accaimed gaming magazine EDGE, also appears in the screenshot here. As you might
ienagine from the hanging hands, this is likely Stormveil Catle, home of Godrick the Grafted. If it & indeed Seormwedl, then this portrait
may well be a symbel of the admiration and awe Godrick feels for his ancestor.







It happened an age ago.

But when I ¢ . it true.

tering ensued;

a war that wrought on

The Elden Ri as broken...

And the Demigods began to fall...

th Godwyn the Golden.

Marika was driven to the brink.




What could the Demig

ever hope to win by warrin

The conquerdn of the stars

And the Blade

vere the mighties

And so, we inhabit a fractured world.
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They will fight and they will die...

...in an unending curse.




For how else is a champion, or a lord...

...to be born?
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Brandish the Elden Ring...

for all of us.

ELDEN RING
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CRESTFALLEN
WARRIOR

A man who sits alone at the Nexus, where
heroes cross paths. He was likely once a
warrior of some renown, but long, fruitless
combat with the demons has worn him
down. It seems his spirit is already frayed
almost to its limits.

Perhaps be is a mirror of our future or,
more optimistically, a warning. He is
a living indicator of discouragement,
frustration, and worldly strife—themes
that appear throaghout Miyazald's work in
a variery of forms.




MAIDEN IN BLACK

This maiden's shabby, wretched appearance belies the importance of her
task: tending the fire at the Nexus so that it never goes out. She gathers
Souls and converts them into power—an act which seems sinful, even if her
goal is to lull the Old One back to peaceful sleep.

Her long, torchlike staff resembles a boating pole; one she may well use
to steer through the flow of faith from those who waver between man
and beast.

Colemn
THE IMMORTAL SOUL

In these spaces throughout, we'll explore several key
concepts of FromSoftware's dark fantasy library and
what they mean in the real world that we live in. Be
forewarned: this is all subjective interpretation, so

ponder at your own risk!

In Demon's Souls and DARK SOULS, Souls are left
behind when ones strength finally gives out. If this has
any analogue in our world, it's in the popular belief
Something that persists forever, even after the physical
body is gone—that's the nearly universal definition of
a"soul”

In these games, players can assume a Soul form 1o enter
other players’ worlds in order to help or hinder them.
This could be likened to an “out-of-body experience,”
wherein the spirit travels beyond the body. Such
experiences have been described in detail throughout
the ba—part of the soul that endures on earth—became
a bird to fly out of the tomb of the deceased.

There are also many folk tales of heroes that leave their
souls behind in candles, plants, or other objects before
embarking on their journey. Those who fear for the
safety of their adventuring loved one can keep an eye
mean the hero is in danger. This might strike you as
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DRAGON GOD

Deep within Stonefang Tunnel lie the
scattered bones of a colossal dragon. Given the
size of the bones, the burrowers that found
them surely considered them the remains of a
god ameng dragons.

This demon does indeed rule the dragons it so

resembles, but having grown drunk on Souls,

it may be a mere imitation of the god that
ted the b T




OLD MONK

A decrepit old man seated on a throne, the Old Monk drew
an the power of his golden robe to take revenge on those who
wronged him. After having his veng, b the madn

af the robes continued to dominate him.

If we may digress... A certain American author once penned a
collection of short stories called “The King in Yellow.” One might
explore that work for insight into the Old Monk’s robes. The
“King in Yellow” that features in the stories is a fictional play said
1o bring madness and death to those who read it.

MAIDEN ASTREA

The Sixth Saint of the Church,
regarded as the most pure and sincere.
Astrea came to Boletaria along with
her knights on a long journey of
salvation. However, no word of them
has been heard since they entered the
filthy and poison-drenched Valley of
Defilement.

Many stories tell of heroes whe
succumbed to darkness and fell into
evil. Perhaps Astrea’s fate is only one
more tragedy in a world overflowing

with misfortune.

MIND FLAYER

All throughout history, sailors have told stories of
giant squids and octopuses, boat-rending terrors
of the sea. With their cephalopod heads and
humanoid bodies, Mind Flayers like these have
made for perennial foes in tabletop roleplaying
games ever since their original appearance in
Dungeons & Dragons. They're a familiar sight for
gamers, though no less horrific for it.

The Mind Flayers that serve as prison guards
in Demon's Souls are certainly no less fearsome;
they give captive heroes a compelling reason for
remaining in their cells.

Column
TO SELL A SOUL

The Souls of Demon's Souls are spirits left behind, sought
them too, because they need them to purchase items and
level up. Sound familiar? Back in our world, there's no
shortage of stories about contracts and deals made with
souls as part of the bargain. Perhaps the most famous of
these is Goethe's Faust, wherein the trular docror serikes a
deal with the devil Mephistopheles.

Why do demons want our souls, anyway? It must be
because, from the demons’ point of view, the immortal soul
represents the pinnacle of human virtue, the light of human

reason, and the very flame of human ambition.

Converting souls into your own strength—that is to say,
consuming them like food —could certainly be said to
be a devilish act, or at the very least ambitiously selfish.
However, in Demon'’s Souls, it's a sacrifice that must be made
to slay actual demons and defend the realm. It is an act at
once diabolical and noble. Heroes must keep these aspects
in careful balance as they walk their path, best they tip over.
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RARK SOULS

PTHEGRAND CHRONICLE OF ANEW ¢
ERAIGNITED BY PRIMORDIAL FLAME

DN NHTTI o miaaay 1

O"' ap yous Humansiy...

dungeoss, masive bomses, and the senae of ach:

froen finally overcoming both; D4RK SOULS woukt 11,
oeld. Offering seas

covenants that tied roleplaying to the mualtiplayer -

huge arsenal of equipment to choose from, IMRK 5

every element of its predecessor.

E
i
:
:

With an ariginal story set in a world bl arcand
FromSoftware and Hidetaka Miyazaki filled I}
their uniue scrubilitics. When it earned the studs
they decided to make it the first entry in a series. |
humanity passes down reyths from the gods; with /
they live out their Eves in the face of fate; finally
SOULS I finds the world isself sputiering out fato +

Mo mstter which entry you play, you'l ravesse the

death as a wandering nobdy; taking in the stary
exploee the workd. The DURK

any order you wish.

DMRK SOULS, the start of the adventure, invites
their humanity™ Naturally, thanks 1o the game’s
players will likely taste death again and again every
that whas it meas o “alfer up your hamasnit™
your bumanity worn awa, listle by liule, with each

5 Keywords that appear in this section st the gasme where they fin appear
In the seres. T
BONFIRE




KILN OF THE m*’iﬂ‘iﬁ;ﬂmmuﬂmﬁ;
FIRST FLAME """"':phm“"-"‘m uuﬂMuH o
(DARK SOULS) pant tees. nd dragons. Then one day. saddenly.
hh e ‘_IJ.l
hest and cold, life and deash...

However, the Kiln where once burned the First
Flame now lies cold, having been shattered
fong ago.

Gwyn, Lord of Sunlight, was drawn to the flame in the darkness, and there be discovered the Lord
M“Muhm“%“hhhdhhﬁuuﬂ
P ded; in th hroughout the world were newly able to
lllﬂlﬁ-

OF course, it's said that history is written by the victors, and there may be no stronger evidence that
such is the case than the tale of Gwyn.
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DARKSIGN
(DARK SOULS)

‘When the First Flame was weak, the Darksign began to appear among mankind as the mark -

of a curse. Those who bore the Darksign became Undead—and eventually Hollows in want -

of souls.

This symbol, which faintly appears in the logo of the DARK SOULS series, is a closed loop; % : -
perhaps it's a metaphor for the unending cycle of life. This ring of flame continsously burns; -

sarely It naust be fucled by something... =
(Image shown s from DARK SOULS IIL)

KINGSEEKER FRAMPT
(DARK SOULS)

The Primordial Serpent Frampt secks an
certain parpose: nothing less than rekindling the il
Age of Fire.

However, in our own world, was it not a serpent d
mankind into tasting forbidden fruit, bringing
paradisef Either way, it seems no choice lies
I e & 1

Colmn FLAME AND IMM(

In DARK SOULS, fire fades and soo
puts it ar odds with notions of
This 7 isn't !
For instance, many major world religi
i hl bl d. h

mﬁnlﬂl;.lh- it
not seem so bad to religions that beli
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If there's one word that makes
DARK SOULS what it is, that word
is almost certainly “Humanity”

In the world of DARK SOULS,
Humanity has two meanings. One
is the meaning familiar to you and
1 in our world; the qualities that
make us human beings. In DARK
SOULS, however, Humanity is also
an item.

In the world of DARK SOULS,
Souls are said to be the source
of all life. But in that case, what
is Humaniry, which belongs to
mankind alone?

Astora is known as a noble nation—or rather, it
once was. The knights of Astora wear armor like
that which we associate with medieval Europe.
Mast of them also adhere to the codes of chivalry

However, it might take more than compassion,
virtue, and a stout body in a solid suit of armor
to successfully stand against one's own doom.




YURIA AMNESIAC
OF LONDOR LAPP
(DARK SOULS 1iT) (DARK SOULS I11)
Londor is called the Land of the An unfortunate Undead who
Elderly and the Hollows. Yaria teeters on the brink of going
is the second of three sisters Hollow, unable to remember
who founded the Sable Church even his own name. He wears
in that land, where the Undead heavy armor to hide his
are seen as human, to bring Hollowing frame, adamantly
salvation to all Hollows. She is refusing to lose any more than
also renowned for her ekill with be has already lost.
asword.
In the age of DARK SOULS 111,
Yaria moves in the shadows of all things—god or aberration—
Lothric to ensure true salvation are weathered away and for-
for the Hollows. Deep in the gotten...and yet Lapp journeys
dark recesses of her mind, do on with an indomitable spirit,
feelings for mankind yet linger? determined to regain his
memories. Perhaps he is the

most haman of all.
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PUS OF MAN  The Pus of Man is one sign of approaching doom. In the age of DARK SOULS I11, it already runs rampant
throughout the world to such an extent that not even mighty dragons can escape. If it truly originates from
¢ i, mankind, as the name suggests, then just what is a man in this world?

Lio




watch over boafires. Their souls draw in a great deal of

humanity. The role bestowed upon them seems much
clearer than that of the Fire Keeper in Demon's Souls,

doesst it?

‘The Fire Keeper in DARK SOULS Il (picrured here)
wears a tiara-like band over her eyes that admits no
love the darkness; what could it mean for them? For

In DARK SOULS, Fire Keepers are women who
the world?

FIRE KEEPER
(DARK SOULS)
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CHAOS WITCH
QUELAAG

(DARK SOULS)

hmbmdmﬂh
g who fought ak
pbwﬁow
to generate a new flame of their own.
However, their flame proved to be
beyoad their control

This Flame of Chaos consumed
them along with their city of Izalich.
It warped them and gave birth
to countless demons. From this
conflagration also rose the art of
Py ¥ Pechaps due to these grim
origins, those who teach pyromancy
offten admonish their pupils to “always
fiear the flame.”

mmmwwmm
: advbd—mpclupcdnmpop-kt In ancient

CLERIC
(DARK SOULS)

Miracles are magical spells received
through prayer after contemplation
of godly texts. These divine tales,
Mhﬁnnﬂ.h.mud
well as

vanquish the foes of the gods.

Gwyn, Lord of Sunlight, struck such
powerful blows with his miraculous
lightning that he could pierce even
dragon scale, though it's hard as stone.
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The Forlorn who wander the world of the Undead have no corporeal forms
or worlds of their own. Bereft of even their own sense of purpose, they
now endlessly stalk the worlds of others. To those who see them, they may
appear to be on a § y that never

The Way of Blue covenant, acting in

dance with humankind’s innate
good hears the prayers of those
beset by pillagers and takes arms to
defend them.

This covenant persists even into the
age of DARK SOULS I11, defending
the meek even though faith in their
original cause has died out. It seems
entirely possible that, throughout their
loag history, the Way of Blus has sesn
many clandestd 1 chang:
from within, much like Shinto-Buddhist
syncretism in modern Japan. (Image
shown is from DARK SOULS I11.)

ds—in search of redemprion that
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Well, then, whar i
Perhaps, as the title
suggests, it is what
depths of a benighted
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What drives you so, to overcome this supposed curse?

every human shoulders the moment they are born, and from
themsebves.

moreso than in our own, life itself may seem to be a punishment
might a scholar discover, then, when their search for the first sin

EMERALD HERALD

(DARK SOULS IT)

“Those who come to Drangleic

secking salvarion soon lose hope, and
turn Hollow.."

So whispers this emerald-clad pilgrim,
talking of the forlorn and listless souls
who wash up in Majula. She stands in this
hamlet of perpetual sunset and guides
them towards King Vendrick, sovereign
of Drangleic beside the origin of Souls, in
order to keep hope alive among the Undead.

The Emerald Herald has long wandered
in a world under the falling curtain of
darkness. Surely when the Bearer of the
Curse claims the throne, her wanderings
will finally find meaning..

chaos
sense,
though, darkness could be seen as the womb from which all
things—worlds, laws, even the gods themselves—are born.
The fading of the fire in DARK SOULS could represent
a return to the primordial chaos—a return to the womb.

, AND THE DEEP SEA

The book of Genesis in the Old Testament says that, in
the time before carth was created, "darkness was upon the
face of the deep.” From the literal beginning of creation,
darkness is likened to a b less depth. B 1

depth,” incidentally, is also the etymological meaning of
the word "abyss.” No wonder so many world mythologies
identify sach depths with the underworld! To descend into

the abyss is to step over the border of the land of the dead.
Then again, we're still discovering the menagerie of living
things that dwell in the abyss of our own world: the deepest
reaches of the sea. What seem like black, stagnant depths
at the end of all things to you and me oaly seem that way
because they're strange and unfamiliar.




Just as those in ancient times likened
thunder to h ly wrath, kind
has long used gods to explain things
when earthly strength and knowledge

falls short. Over time, these gods have [ ,1
N ) d ‘_'! wﬁ A,

In the world of DARK SOULS, gods are
puerious ye objectvely,physically real
Some of them lived in ages long ago,
while some are still very much alive...

A
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DARK SUN GWYNDOLIN
(DARK SOULS)

Lord Gwyn's youngest child and one of few remaining

old gods. He turns the blade of vengeance mercilessly
upon those disobedients who shun his firm command.

How did Gwyndolin, blood of Lord Gwyn's blood, come to
be known as the Dark Sun? Perhaps there is something to his

power and origin that yet remains hidden.
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IRITHYLL OF THE
BOREAL VALLEY

(DARK SOULS I11)

Irithyll, bathed as it is in the light of a cold moon, appears
to be the compl pposite of drenched Anor
Londo. This fantastical city now lies in the hands of an
ambitious Pontiff and his ever-watchful knights. The
beauty of Irithyll's cityscape is undercut by the wails
| of those unfortunates suffering in the dungeon below
its streets.




GIANT LORD
(DARK SOULS In)

Among those who crossed weapons
with the giants who invaded
Drangleic, some tell of a seemingly
bottomless well of malice within their
foes. When they stood against the
Giant Lord, how were they reflected
in the empty eyes that hang under his
dark armor?

$go
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QUEEN REGENT NASHANDRA
(DARK SOULS IT)

unstoppable ambition.

“h@d-hhdﬂuhm‘&ﬁ.

Soul along as be tried to reach the First Flame. However,

Queen to Vendrick, ruler of Drangleic. Nashandra herself hailed from another land; it's said
she first came to warn Drangleic of the danger posed by the giants and their hardened souls.
Afterward, Drangleic did indeed fall to ruin through long conflict with the giants.

The beautiful woman from a neighboring nation is a common figure throughout tales of royalty, both
real and imagined. It can’t be proven that Nashandra herself isn't somehow an embodiment of raw,

THE PINNACLE OF LORDLY REGALIA, THE CROWN

Throughout much of human history, kings and queens have
been regarded as holy figures with the right to reign over
entire empires. As we've already discussed, this right is often

The crown is a symbel of this absolute right to rule. Most
crowns are primarily made of precious gold, which is not
—fulynipnfqdnuudpmnﬁdnq-bdh-

said to come from divine power bestowed by some sup

y- Consider also the esoteric art of alchemy, which

being. A Heavenly Father in one nation, the very sun itself
in the next. With his powerful d, his associati

with the sun, and his weapons like lightning, there are
undeniable echoes of these supreme beings in Lord Guwyn.

was born out of b 0]

mp gold.

This notion that crowns bear s significant meaning beyond
a simple demonstration of authority plays a role in THE

LOST CROWNS, the trilogy of downloadable content
for DARK SOULS I1. This DLC suggests that the bearers
of its crowns were something more than mere rulers.
For all the considerable power stored within these bits of
royal regalia, though, they cannot tell us who their wearers
truly were.




LUDLETH OF COURLAND
(DARK SOULS 111)

Ladleth sits upon the ancient throne
of a Lord of Cinder at the Firelink
Shrine—in fact, he is that Lord of
Cinder himelf, despite his diminutive
frame.

It's said that before be became a Loed
of Cinder, Ludleth researched the
Soml. d are of positi

in a mation called Courland. He may
yet focus his intellect upon the fames

ALDRITCH,
DEVOURER OF GODS

(DARK SOULS I11)

Once a divine cleric, Aldritch was
also a recidivist man-eater known as
the “Saint of the Deep.” His profane
acts, in stark contrast to the moral
conduct demanded of the clergy,
granted him dire power—power
enough to make him a Lord of Cinder.

Drowning men, they say, will clutch a
at straws. As the world approaches .
its final end, power may not i\
concern itself with right and wrong.

Aldritch saw visions of an Age of
the Deep Sea that awaits the death
of the fire. It was likely then that
he embarked upon his final, most

rite: the d ing of the
gods chemselves.




880

EVERLASTING
DRAGON

(DARK SOULS)

Born in the Age of the Ancients, the
Everlasting Dragon is older than fire and

BLACK DRAGON AT RIEE rmgen wichis istinces

orange eye, whom even the proud

(DARK SOULS)

His orange eye holds magic power the
likes of which only he can control; if any
other tried to claim its might, surely
great ruin would follow. However, the
ensuing calamity might also make the
perfect trial for one who aspires to
Kalameet's power...




WRETCH
(DARK SOULS I1)

In the world of DARK SOULS, snakes are said to be wretched,
half-formed dragons, but it is chis humanoid monstrosity that
earns the title of “wretch.” The wings barely sprouted on its
back are underdeveloped, like a young chick's; naturally, flight
is out of the question.

Thought to be warriors who went astray along their paths to dragon-
hood, such wretches offer the perverse hope that such transformation

is actually possible.

SEATH THE
SCALELESS

(DARK SOULS)

Seath, born without the scales of
his fellow dragons, could be likened
to a mythical “tricksver” figure.
Though a dragon himself, Seath
cast his lot with Lord Gwyn and

treason ensured

Seath would
of obsession. His

begat hideous
escablished him as
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CENTIPED
(DARK SOULS)

As mentioned previc
Witch Quelaag, the
consumed all things in
and inanimare. As it b
demons—the warped b

In Japan, superstition
are attracted to the
remains. This demon,
likely drawn from that superstition.

o " CRYSTAL LIZARD
L] (DARK SOULS)
o5
‘l‘ These adorable lizards are often found in dangerous places,
i such as sheer cliffsides. They're also seen taking refuge
N beside more ferocious creatures. Those looking o improve
their armaments find the ore inside Crystal Lizards useful

-?‘ creatures, as they must be to outrun their numerous would-
e . be hunters.




(DARK SOULS)

A that imi a chest, then lies in wait
for pecting ad to approach—a tried-and-
true roleplaying staple if ever there was one. Such
magical monsters inhabit the world of DARK SOULS, roo;
however, once these Mimics have prey in their grasp, they
sprout humanoid limbs and chase it down like a predator.

Known as symbols of avarice not only for their ferocious
hunger, but also because they seem like the natural conclusion
of one ruined by their own greed.






Humans have a tendency to turn away from
the unclean—to “sweep it under the rug,”
as it were, and avert our gaze from that
which would inconvenience us. However,
in imposing our notions of “purity” and
“filth” on the world, we show our arrogance
and weak There is always another
point of view. Perhaps when faced with the
vile, people realize what it is that makes
them human.

BLIGHTTOWN
(DARK SOULS)

A village populated by those so

infected with Blightpus, one al

hesitates to call them human. Little
der it's k as “Bligh =

The ground below, where unspeakable
creatures dwell, is coated in a wide, marshy
layer of poisonous filth. Those afflicred
by the blight have erected scaffolds above
and away from the mire and adapted to a
unique way of life upon them.

THE GUTTER
(DARK SOULS II)

A great pit, untouched by the sun. Even torchlight proves unreliable for
illuminating its depths. The perfect place to throw things you no longer
need—or dead things that might attempt to return to life.

It's easy to imagine a d with throwing th of their
L into the blackness. If there is anything to be grasped in these stagnant
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rld are beckoned into another within a
of fire may yet find the means to live.

Still, there are surely those inside who
true warmth—which is to say

be taken both as a direct reference to
as an ehephant will never understand
re often invisible when not seen from the

cive dwellers of the Ringed City appear

E KNIGHT GAEL

(DARK SOULS Imm)

An elderly knight dad in a red hood. The intricate
designs on his knightly armor may be etched
there in meager tribute to his fate.

Thin, haggard, and insane after a life of being forced
to fight monstrous battles, Gael somehow manages
to retain his pride as a knighe. Perhaps because
it was all done in service to his lord. If ever he
risked his life before, thar's all the more reason to
do it now.
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Beasts.

Having developed advanced

mankind builds itself into advanced
societies and lives under the rule of law.
But our base instincts still lurk under
the veneer of civilization.

Just as we mighe liken a bully throwing
around weight outside their own to a “fox
borrowing the authority of a tiger” or
describe the idea that no single person can
not possess fangs,” we often can't help but
identify our own inner natures with wild
animals. It may be that a beast lurks within
all of us, waiting to tear through the flimsy
shroud of reason.

CLERIC BEAST

Though you would mever guess it
now, the Cleric Beast was once a
human. This twisted monster is
proof enough that the scourge of
the beast is no mere passing discase.

[ o i 1 wisd in Yh
whispered from ear to ear as if it were
fact, holds that afflicted clerics transform
into the most hideous beasts of all. It is
uncertain whether the Cleric Beast was
actually a man of the doth or not, but the
horrific nature of its mournful shrieks
cannot be denied.

THE NIGHT OF
THE HUNT

LR

*

f

When the moon looms large over Yharnam, the great beast hunt begins. The only
ones who dare step out of doors are the beasts, no longer human; the madmen,
already lost to the grip of the scourge; and the hunters, bound to slaughter them all.

Sheer mad cigns the night of the hunt. The proper folk of Yharnam barricade
their doors against the blood, the disease, and the pervading stench of death.




D YHARNAM

to the scourge, beasts revert to one
s oldest instincts: the fear of fire.

Py 1 [ O e |

disease struck Old Yharnam, the entire
rict was set sblaze and abandoned. Now it's a
ble city of beasts where those who survived
still dwell.

ts though they may be, they were once
truth often ignored by the unafflicted.
there may be those who take pity on the beasts
grow near to theem...
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Drec

Dreams are illusions that we see when
we sleep. Thus, in dreams we are free;
the flow of time and human mortality
become vague and pliable.

As hunters in the world of Bloodborne,
players experience death again and
again, but that's not all. Every time
they die, they also experience an
awakening. In some way, this offers a
taste of immortality. But it also raises
a crucial question: If this is a dream,
whose dream is it? It could be that
reality itself is also being dreamt.

HUNTERS

A trick weapon in the right hand, a firearm in the lefi—these are the tools
of the beast hunter's trade.

Hunters tend 1w favor lightweight clothing with an emphasis on mobili
Some do becanse heavy armor, which provides little notable resistance to the
beasts that lurk in the night, is a liability. Others dress properly because it
helps keep them centered, so as not to lose themselves to bloodlust.

Some b find th fves pri: of the dream, unable to escape.

Every death brings a new awakening and & new start to the cycle. This
continues until the line berween dream and reality itself is blurred.

EILEEN THE CROW

A hunter easily identified by the avian cape about her
shoulders and the beaked mask on ber face, which resembles
that of medieval plague doctors. In Yharnam, where blood
and death are always close at hand, her garb calls to mind
images of aky burials.

Eileen claims that she can no longer dream the Hunter's
Dream. In other words, though she is a hunter, ber next
death will indeed be ber last.




S

THE HUNTER'’S
DREAM

At once a familiar place of refuge and a

ypoint for h apped in the dream.
As the name suggests, it too exists within
dream.

Look around the Hunter's Dream, and you'll
find telltale signs that you have left reality:
fence around the garden with a gate that wont
open, an abnormally large moon, and more. At
the center of it all lies the workshop where the
works of the Old Hunters slumber, offering
aid to those who join the hunt.
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THE DOLL

A beautiful doll, clad in a Victorian-style dress, that
was abandoned in the Hunter's Dream. Her skin is as
smooth as porcelain, and just as unfeeling. Still, for
some reason, she has the warmth and charm of a living

Dolls are simulacra of human beings. It is actually
a sign of intelligence to imagine one might speak to
you...and perhaps a sign of greater intellect still if one
actually does.

LIFE IS BUT A DREAM

Based parely on what they see, the hunters of Bloodborne
may have a hard time telling dream from realicy. Bur is it
really that different for us? Plenty of writers have explored
the difficulty of drawing a clear line berween dreams and
the waking world. Famous Japanese horror and mystery
novelist Edogawa Ranpo famously said that “the living
world is a dream. The nocturnal dream is reality” In The
Tempest, William Shakespeare's Prospero declares, “We are

such stuff as dreams are made on” The Chinese philosopher
Zhuangzi's story “The Butterfly Dream” tells of a man who,
upon waking, can no longer tell whether be is a man whod

khia-“hrk'-n 3

In the world of Bloodborne, hunters die time and time
again, but each time they brush ic off as if it were a bad

dream. Their blood echoes remain where they died, but
the hunters themselves wake to lamplight. The connection
between sleep and death in popular perception is very old
indeed. It stretches back to Greek myth, in which Thanatos,
the god of death, and Hypnos, the god of sleep, are
brothers. Both of them were born of Nyx, goddess of nighe.
Nighe, death, and dream certainly seem to share some
primordial connection.
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BYRGENWERTH

L~ Lot Beyond the Forbidden Woods stand
wreay ‘,” 4 the moss-covered and obscure halls of

““%' .‘ Byrgenwerth College. This institution
<A\ I.; . of learning has produced many pivotal
'. y: figures in Yharnam history. Long ago,

N ‘-"f.\ its archacological schol M s
) 1 \",'-r piece of the divine deep below the city

L ' 14, and b forth d d th Iy,

entirely to further exploring it. Finally,
they sought to line their very brains with
all-secing eyes so that their knowledge
might exceed buman wisdom.

Through insight, the ignorant are enlightened and wisdom is gained
Then, one asks, what wisdom is there to be gained in the world of
Bloodborne? Things beyond the grasp of human knowledge, for one. In
the Call of Cthulhu tabletop RPG, magical abilities are gained through
greater knowledge of the Cthulbu Mythos. In Bloodborne, insight works
in a similar way. That is to say, insight represents knowledge of the true
workings of the world. Those who seek it would be advised to remember
that, on the cosmic scale, mankind is young and fragile. Too much insight
could lead not to understanding, but to madness.

MICOLASH, HOST OF
THE NIGHTMARE

A nightmare-dwelling man who has devoted an eterniry of time

to the search for arcane knowledge. Micolash is a member of the d
School of Mensis, one of the groups that form the upper echelons /
head appears to be what brought Micolash and his fellow Mensis {
scholars iato their nightmsare. 3

-t
“Mensis” is derived from the Latin word for “moon.” Just as the .e
moon shines with reflected sunlight in cur world, so too does it -

darkly illuminate the night sky in the world of Bloodborse.
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THE CHOIR

The Healing Church, practiti of blood ministration, is based in
Yharnam. Among the upper echelons of this powerful church is the Choir,
‘made up of high-ranking clerica who seek arcane wisdom.

The Chair's roots lie in Byrgenwerth, but they've since adopeed a creed of
their own: “The sky and the cosmos are one.” The common man, with his
mind cdouded by prejudice, cannot see what, to the Choir, is an obvious
truth. Perhaps it only reveals itself at the end of truly transcendental
contemplation.




LADY MARIA OF THE
ASTRAL CLOCKTOWER

A tall female hunter, said to bear a striking
resemblance to the doll in the Hunter's Dream. One
of the Old Hunters, Lady Maria sits motionless
dmelds the Astral Clack igilancly guarding
her secrees.

Secrets, generally, are not meant to be known,
which makes them all the sweeter, But Lady Maria
is a formidable opponent, and many are those who
follow their foolish curiosity to a bloodstained end.

GIANT FISHMAN

Deluges of water, it's said, are harbingers of the arcane.

A certain fishing village in the world of Bloodborne
' « nightmarish cerrifying than £ 4
that of the Cehulhu Mythos' Innsmouth, The villagers \ J e
who dwell there are now twisted and amphibious, as o
you see illustrated here. It is impossible to put words X
to the horrors that befell their hambet; secrets, after = AV

all, are made secret for a reason. 1 Ay & o
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ISSHIN ASHINA

A man who saw the Ashina name rise to fortune in his lifetime and later came
to be called the “Sword Saint.” In his younger days, lsshin distinguished himself
brought him to the very brink of death. As he bungrily sought greater and greater
serength, he began to develop a following—one that, it could be said, would form
the state of Ashina. His Ashina Arts combat skills are immaortalized in the history
of martial arts and in the name of the nation itself.

considered the most tumultuous time in
States rose and fell through bloody
vut the age, leaving piles of corpses

historical period is prime material for
feware to mold into a ruined world,
jed by survivors with silent wills and

ing strength.
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SENPOU TEMPLE,
MT. KONGO

‘With seclusion comes enligh

Senpou Temple, high up Mt. Kongo,
was built for the cultivation of combar
skills as 2 means to reach the pinnacle
of wisdom. It was a place where
passions were cast off in devotion
to charity. However, over time, its
teachings became twisted. Now it has
lost sight of its former morals, and
the fists of its adherents grow more

discover the sights of ancient Japan throughout the seasons, like those celebrated in haiku and
This memorable scene recalls the harvest moon of mid-autumn.

casts the long grasses that akirt Ashina in brilliant silver—silbouetting the three figures
in comsbat.
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WOLF

Sekiro, also called the Wolf,
is a skilled shinobi who serves
the Divine Heir. Shinobi
are assassins who follow the

n must die. Such is the




KURO THE DIVINE HEIR 4

The young d dant of the ancient Ashina bloodline. In SEKIRO, as in

FromSoftware's other titles, there are several powers that go beyond death; the I
Dragon's Heritage that Kuro bears is one of them. It's possible to take its name at face ! !
value and imagine that the actual blood of dragons flows through his veins. /

Kuro is determined to do what he believes “must be done,” although his exceptional
R T e N ki A e py =
shines through his eyes in the illustration here,

GENICHIRO ASHINA

A man who would do anything to save the state of Ashina from looming destruction, even if it would g.zgﬂ _‘-_‘ﬁ.gn.

require turning to heresy. Genichiro, driven by a deep love for the clan be leads, is prepared to lay down . il

his lifie to Fulfill the fate he's ordained for himself. 3.

In order to save Ashina, Genichiro seeks to take the power of the Divine Heir's blood into his own 5’ \
Sl

hands. Thus begins his bitter feud with the Wolf... Because, as is written in the Iron Code of the | Nt

shinobi,“The master is absolute. You give your life to keep him safe. You bring him back at any cost.” it A o
.g\ i’-




GUARDI

This ape's ga
massive sword e
prove that it is
to its eye sod

FromSoftwares

Incidentally, che

Under their courtly dress straight out of the Heian era, these nobles are hardly recognizable

™ Iy famished, they've gnawed the skin of their hands nearly to shreds and
appear to constantly grind their teeth.

Who are these so-called nobles, and whence do they come! Whatever the answer, it’s not
likely that you'll hear it straight from them.
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DIVINE CHILD OF REJUVENATION

Throughout history, mankind has longed for immortalicy,
and many traditions tell of ways that it might be attained.
One enduring legend in the West is that of the Fountain of
Youth and its waters that turn back time for the drinker. '
Here we find an Eastern take on that same concepe.

If sach an elixir were to exist, it would flout the very laws

of i lity. Surely it's ble to expect that it
woaldst come without a cost.

HANBEI
THE UNDYING

Eternal life—from powerful rulers to
mad scientists, many have sought it
and none have artained it. But what
if the one to receive it were a warrior
of the Sengolcu era, when a beautiful
death was prized above all else? Then

EMMA THE PHYS

A pupil of Dogen's known for her exc
her skills to the Wolf's cause.

In the world of SEKIRO, balanced so
the boundary between magic and
only one could see strange powers like ¢
through her expert eyes!
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DEMON OF Glorious fiey tales of
HATRED o

Hatred. Sorrow. The
bloodshed, a terrible g

:
2

FOUNTAINHEAD “Fountainhead” has two definitions. For one, it can mean a literal spring of water. But it can also mean the beginning of anything.

PALACE It's easy to believe that this place, with its starry night skies and cherry blossoms in full bloom, is a whole world awsy from the ravages of the Sengoku era.

However, look to the surface of the water, and you'll find the ruins of a fallen estate long untouched by buman hands.




DIVINE DRAGON

Of all the animals that govern the Chinese
zodiac, the dragon is easily the most familiar
to the Japanese. Dragons are also revered as
gods of water in Japan.

Though missing its left arm, the Divine
Dragon maintains its poise and digniry.
Something about it gives off an impression of
beautiful impermanence, like cherry blossoms
flurtering to the ground. In its right hand, it
clutches a Seven-Branched Sword, a legendary
blade like one from Japanese antiquiry. Some
might say that its roots lie in an age far before
the Sengoku era, in a land far west of Japan.

GREAT COLO

In Japan, it is said that a koi
up a raging waterfall to
Look long upon this stately
you'll notice that it acrually a
ald man in the process of ©
carp. Or perhaps it's the other

The Great Colored Carp has
care and affection for a very
one day it will swim up a

and become a dragon too.




In FromSoftware's dark fantasy games, powerful
enemies await on all sides. That makes good
weapons all the more precious. They're at once lifelines
to safety and covetable treasures for dungeon delvers
to find.

Allow us to introduce some of the weapons
waiting to be discovered in the DARK SOULS
series, Bloodborne, and SEKIRO: SHADOWS DIE
TWICE. They may be darkened with rust or
battered with use, but that just means they have
wordless stories to tell. Maybe you'll help write

the next chapter.
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1. Astors's Straight Sword (DARK SOULS)
2. Crystal Sage’s Rapier (DARK SOULS ITI)
3, Lothric's Holy Sword (DARK SOULS I11)
4. Bloodluse (DARK SOULS I11)

5. Sorcerer's Twinblade (DARK SOULS IT)
6. Corvian Greatknife (DARK SOULS I1I)
7. Frayed Blade (DARK SOULS IIT)




DARK SOULS Weapons

The world of DARK SOULS is largely based on medieval Europe.
As such, its weapons range from the factual and unembellished to
the wholly fantastical. This extensive arsenal enriches the setting
of DARK SOULS, allowing players to play whatever role they wish.
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8 Quelaag's Furysword (DARK SOULS)

9. Black Knight Sword (DARK SOULS)

10. Thorned Greatsword (DARK SOULS IT)

11. Wolf Knight's Greatsword (DARK SOULS IIT)
12. Profaned Greatsword (DARK SOULS IIT)

L1t



N somacyp

1. Giant's Halberd (DARK SOULS)

2. Demon's Greataxe (DARK SOULS I1T)

4. Yhorm's Great Machete (DARK SOULS IIT)
5. Barbed Club (DARK SOULS I)

3. Lifehunt Scythe (DARK SOULS)
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6. Dragon Chime (DARK SOULS I1)

7. Bone Fist (DARK SOULS I1)

8. Sunlighe Talisman (DARK SOULS)

9, Talisman (DARK SOULS)

10. Crucifix of the Mad King (DARK SOULS I11)

11. Tin Crystallization Catalyst (DARK SOULS)
12. Twin-Headed Greatbow (DARK SOULS II)
13. Darkmoon Loagbow (DARK SOULS I1I)
14. Avelyn (DARK SOULS)

:
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Bloodborne Weapons

The beasts of the hunt may have formidable fangs, but hunters have fangs of their
own: their trick weapons, which transform in an instant to suit the situation, and
intricate crafismanship and complex functionality, the weapons of Bloodborne are the
product of high civilization. However, some of them betray the primal violence at
the heart of the hunt, and others hint at arcane mysteries beyond human ken...
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5. Boom Hammer

6. Beast Claw

7. Logarius’ Wheel
8. Ludwig's Rifle




ONIY NIATH fo muza0) 341,

1. Shinobi Prosthetic

SEKIRO Weapons

The Wolf's primary weapon is the katana Kusabimaru, which he
received from the Divine Heir. To expand his options in combat,
though, he also uses various tools built into his Shinobi Prosthetic.
There’s more than one way for a shinobi to kill; in a sense, each
life can be ended in its own way.




\*A‘ | M\\' 4. Prosthetic Tool: Loaded Shuriken
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Before Demon’s Souls...there was
KING'S FIELD (and more!)
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The Tarnished will soon return.

Guided by Grace once lost.




