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n the beginning there where 6 Gods. Each mas-
tered a unique element and together they created 
the land of Sarana. 

 To protect the new land, the Gods made a sacred 
pact known as the Oath of Sorana that would keep peace 
and balance over the land.  

 However, the sixth God possessed more power than 
the others and over time was blinded by his strength and 
turned against his siblings. The sixth’s hate towards the oth-
ers grew so much that it took life of it’s own consuming the 
God thus creating the Black Shadow, a corrupting energy 
which destroyed everything in its path turning all the living 
it claimed into Shadows. A war between the Gods and the 
Black Shadow broke out that lasted thousands of years.
 
 Having lost all hope, the gods united their power and 
created Penumbra, a floating castle hidden from the Black 
Shadow, protected by the essence of the Gods, a power 
called Blue Fire. The Gods sheltered the remaining living 
creatures in the castle. High above the sky, hidden from the 
corruption, Penumbra prospered.

THE LOST LAND OF
PENUMBRA
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THE FIRE KEEP

A WARRIOR AWAKENS
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 Blue Fire begins with the awakening of 
Umbra in the Fire Keep.

 Once input is given to the player press 
the indicated button several times to break the 
glass and gain full control. You’ll find yourself in 
a room with not much to do but learn the basic 
controls and break several objects to start col-
lecting ore which will come very useful later on. 
After you’re satisfied, advance down the stairs.

 Either kill them or avoid them and pro-
ceed up the broken stairs. 
At the top turn right and 
head down the corridor 
with the broken floor.

 Turn right and 
you’ll find yourself 
in a big hall with a 
broken stair case. Be 
careful in this room, 
you’ll find leeches 
that jump at you and 
drain your health.

 Move down the stairs then turn left. 
Open the door and you’ll find yourself in front 
of a locked door that requires a key. Remember 
this door, you’ll have to return here briefly.

 Once you reach the end you’ll find a 
door. Inside there is an empty arena and a chest 
at the end of the room. Head towards the chest, 
a gate will trigger blocking both the chest and 
the exit and three enemies will appear.

 You’ll have to take these enemies out. 
Lure the leeches and kill them before taking on 
the bigger guy. To defeat the sword enemy either 
attack quickly and dash out or get close enough 
for him to attack, evade quickly with a dash and 
then dash in while he recovers and attack. 
 After defeating all the enemies the gates 
will lift and another chest will appear. Open 
both chests in the room to collect the Shield and 
a Key.

 Once you’ve collected both items, 
head back towards the room with the 
broken stair case, then turn left and head 
back to the first locked door you en-
countered, open it.

 At the top of the broken 
stairs you’ll find this peculiar object. 
Don’t worry about it now, it’ll come 
in play later on.

COLLECTING THE SHIELD AND 
THE FIRST KEY

 Before continuing through the locked 
door, there is another big door to its left that 
grants access to the exterior.

 This room has an Emote Statue and an 
NPC. You can choose to buy the emote if you 
have enough ore (mind you should save ore for 
the first checkpoint pretty soon).

 You won’t be able to do much with the 
NPC now, you’ll eventually need to return and 
speak with him to complete a quest.

THE FIRE KEEP

NOTE

NOTE
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NOTEVON & FIRST VOID Grace of lula

 Through the locked door you’ll find a 
small corridor that leads to a room with a Road 
Dweller and some leaches. 

 There’s a door to 
the left here that 
leads to an Emote 
Statue.

 Voids are pure platforming challeng-
es were you must test your skills. Reaching 
the end of a Void grants you an extra life.
Void Souls can also be found in voids. These 
are powerful collectibles which you’ll be able 
to trade for Spirit Slots.

 Continue forward. 
You’ll reach a high circular 
room with a locked door, some 
breakable boxes and a few ene-
mies.

 Once successful go 
through the open gateway and 
enter the Memorial Room.

 To unlock this gate, 
you must hit a lever located 
on the platform to the right 
side of the room and quick-
ly return to the gate. The 
gate will close if you don’t 
make it. The lever resets 
so you can attempt this as 
many times as needed until 
you succeed.

 Once open, the gate will 
stay this way for the rest of the 
game and the lever is no longer 
needed.

 Once you beat the void, you’ll be trans-
ported back to the Fire Keep. You’ll see the gate 
to your left unlock. Continue through this door.

 You’ll find a small room with boxes to 
break, and a  chest. The floor here is broken so 
watch out for the gaps.

 Dash over the gap in the center of the 
room and head towards the statue at the end.

 A cinematic will 
be triggered here where 
Von will introduce him-
self. Once your meeting 
with Von ends, turn 
around and interact 
with the rotating portal 
to enter your first Void. 

 There’s a Spirit at the top of the room where you 
met Von for the first time. You won’t be able to catch it 
now, but remember to return later on in the game to collect 

 Rare gemstones are valuable items that can be sold 
for a high price. Try to collect as many gems and currency 
as you can early in the game, they will be useful for equip 
yourself.

 Also, Emotes will unlock hidden chests with special 
items. Be sure to come back for them if you can’t afford 
them at the time.

NOTE
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 The Memorial Room is a large hall with 
3 entries/exits. The one you just came through, 
a big door to the right that takes you back to the 
broken staircase room and a locked one at the 
end, where you need to go.

 There are several enemies, chests, collect-
ibles, a void and a weapon in this room so make 
sure you explore every corner.

 Head towards the opposite end of the 
room. A big door with a double lock is found 
that you’ll need to unlock by hitting 2 levers 
located in the left and right ends of the room.

 Be sure to always explore thoroughly 
when entering new areas. All sorts of items 
and secrets are hidden in the castle.

 Once you exit the Memorial room, con-
tinue forward towards the fountain in the center 
of the next room.

 Nuos, an ancient god, will appear in need 
of your help. His shrine has been corrupted by 
the Shadows and you must destroy them.

 After the cinematic ends, go back if 
you’ve missed anything or else continue forward 
taking the exit through the pipe to the left of the 
room. 

 You’ll find the Diamond Wings in a 
chest. Once obtained, enter your inventory to 
equip them. Swords improve your attack.

 Emote Pads are used to unlock secret 
chests. You’ll have to return later if you don’t 
have the required emote yet.

 Enemies will give you Shadow 
Fragments when defeated. These are 
traded to Fire Shrines in exchange of 
Mana, so be sure to get as many as you 
can.

 To hit these levers, lock and dash to-
wards them and attack as soon as you’re close 
to them. You’ll need to make sure you release 
the movement joystick or WASD to perform a 
locked dash.

 The first Fire Shrine of the game is locat-
ed in the center of the room. Fire Shrines work 
like checkpoints and you’ll have to pay Ore to 
awaken them. Checkpoints are used for saving, 
extending your Mana bar, equipping spirits and 
warping to other Checkpoints. You’ll re-spawn 
at the last one you interacted with when you die.

 To the opposite side of where you en-
tered the room is Umbert’s Secret, the second 
void in the game. 

 The difficulty ramps up a bit com-
pared to the previous one and you’ll begin to 
see the variety of mechanics voids have.

NOTESMEMORIAL ROOM NUOS

UMBERT’S SECRET
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PATH TO THE CITY

ARCANE TUNNELS
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Fara’s Dream Path of Victory

 If you take a right you’ll find an 
emote statue, a chest, and a closed cell which 
you’ll be able to access later and a new void 
called Fara’s Dream. 

 There are small blue diamonds float-
ing between platforms in this void. Jump or 
dash towards them to collide, they’ll reset 
both your jump and dash as if you’d touched 
the ground. 

 Once you go down the stairs at the end 
you’ll meet Orip, a strange fellow who’s fascinat-
ed by elevators. Speak to him and he’ll open the 
fence blocking the path.

 You can now continue forward. Watch 
out for spiked platform traps, they’ll pop up and 
damage you if you stand on them for too long.

 Once you beat the void - or decide to ig-
nore it - continue down the main path until you 
reach a big door at the end.
 
 Defeat the  Poison Dwellers and collect 
as much ore as you can. There’s a checkpoint 
near, hopefully you’ll have saved enough to acti-
vate it.

 Be sure to visit the small room on the 
right before continuing through the door. 
There’s yet another void to be beaten here, and 
emote platform and lots of Ore to be collected 
from breakables.

 Advance down the first passage and 
jump down the ladder once you reach the end.
  
 You’ll find two enemies on the way, a 
Poison Dweller and a Poison Bomber. The first 
stomps the ground inflicting damage all around 
him, you have to attack him and dash out or use 
your shield a few times to take him down. Be 
careful, when dying he will explode so be sure to 
get out of the way.

 Bombers are simple enemies that’ll 
explode as soon as they get 
close. Attack first and you’ll 
be good to go.

 On the other side of the big door is a 
circular room with a big statue. A Fire Shrine  is 
found right beyond the door. 

 This area leads to several points of in-
terest. Ignore the black door close to the check-
point, you’ll be coming here back later. Instead, 
follow the tombstones to the opposite side of the 
room.

Arcane Tunnels
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 Open the door at the end and 
proceed forward to trigger an ambush.

 The Spirit Hunter is an odd fellow, he’ll tell you 
about the art of spirit hunting, sell you some spirits (if 
you have the Ore) and he’ll craft Spirit Slots in exchange 
for Void Souls and Ore. He will also reward you with the 
Thieves Cloak once you collect 10 Spirits.
 
 Be sure to get the chests in the room, collect some 
ore then head back to the main room with the statue.

 On the second floor, you’ll see a cur-
rently unreachable platform to the left, an open 
room on the other side of the room and a closed 
door to the right.

 Ignore the first for now but remember to 
return later to collect a Spirit and to trigger an 
Emote Platform. 
 
 Head to the opposite room to collect 
some loot then proceed to the closed door on 
the right.

 The next room is straightforward, avoid 
falling down to the lower floor, the spike traps 
and the toxic water. There’s also a chest on the 
left side of the room. Make your way forward 
until you reach the next room.

 You’ll find Orip again here, as he said be-
fore, he’s fixing the elevator that leads to Stone-
heart City.

 Orip will ask for 2400 ore to fix the 
elevator or offer you to pay him later. The catch 
is he’ll double the price if you don’t have that 
much with you at the moment (you will want to 
pay him later on though in exchange for a valu-
able item).  

 Make sure you’ve scouted the room for 
Ore and items then proceed to take the elevator 
up to the Crossroads. 

 Look for a chest in the center of the room that 
contains the Bloodstorm Blades. Pick them up and take 
the lift to the second floor.

 Two Poison Dwellers and a 
bomber will appear. Defeat them to 
obtain the Fire Charm, a powerful 
attack that consumes Mana.

 Now continue forward and into 
the Spirit Hunter’s chamber.

NOTE

There’s a small open-
ing in a high spot 
in this room with a 
chest and a valuable 
ore. You’ll be able to 
reach it when you 
come back later, ig-
nore it for now.

THE SPIRIT HUNTER
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 The Crossroads is a large hall-like room 
that serves as a connection between Stoneheart 
City and the Arcane Tunnels. Platforming starts 
to become a bit harder from here on out.

 Now head to the ladder on the other side 
of the room. Jump onto the pipe on the right 
and clear the gap to the other side by jumping 
and dashing. Get to the ladder and head down-
wards.

Watch out for the Bombers here and zig-zag 
your way until you spot the lever in the center of 
the room.

 Use the pipes to reach the lever on the 
floating platform. Hit it to unlock the gate to the 
city.

 Jump back on the pipes and continue 
to the end of the room to the platform with the 
chest and a bomber. Then make your way up the 
ladder in the corner.

Be sure you haven’t missed anything important 
in the area and open the unlocked door to enter 
Stoneheart City.

 There are three 
chests and one emote pad in 
the Crossroads, also several 
barrels to collect ore and 
bombers to get more shad-
ow fragments.

 As soon as you get off the elevator, go 
forward and jump onto the pipe right in front 
of you (don’t worry about the door on the right 
since its locked from the other side).

Follow the pipe and 
climb onto the stairs 
in front of you.

NOTE

 On the lowest floor of this area you’ll find a lever that opens the 
gate to The Well, its on the left side of the room when entering from the 
tunnels (below the first stairs you climb). You’ll need to return later here 
since you need the double jump to clear the gap. At the end of this corri-
dor lies an ambush with the Spin Attack as a reward.

CROSSROADS

The Well
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THE FORGOTTEN CITY

STONEHEART CITY
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 Stoneheart City is home to several NPC’s 
and one of the only two areas in the game 
with no enemies. From here you can access 
the Temple Gardens, the Abandoned Path, the 
Crossroads and the Nuos Temple. This last one 
is where you’re headed next - remember the 
cinematic at the end of the memorial room?

Take a right as soon as 
you enter the city and 
you’ll come to the main 
plaza. Go up the ladder 

to the right.

 Head towards the temple entrance locat-
ed in the opposite side of the plaza from where 
you entered the room. You’ll need to hit a lever 
that’s high up on a small platform in front of the 
entrance.

 Head in the direction the temple en-
trance is facing and you will find two ladders. 
Use them to reach the lever. Hit it and the Nuos 
Temple is will open.

 Before heading towards the temple make 
sure you explore the city. There are several valu-
able upgrades you can collect at this point.

 A set of binoculars on the top give you 
an overview of Bremur’s Inn, where you’ll have 
to go later. Reach the center platform either by 
jumping down or using the opposite ladder and 
activate the checkpoint. 

STONEHEART CITY

TEMPLE ENTRANCE

MORK

ARI

ORIP

WOLFGANG

 Ari is an old tunic maker, probably the first NPC 
you’ll meet in the city. He sells colorful tunics and 
will tell you the story of the five temples, the gods 
and the corruption of the queen if you ask him to.

 On the second floor of his house you’ll find an 
emote platform, the chest will appear 
outside of Fara’s House, high up in 

the middle of the city.

 Mork is mysterious librarian that 
you’ll probably visit a few times. He’s lost 
five books and he’ll ask you to find them, 
they’re all in the city. He’ll give you the Merchant’s 
Robe when you complete the task. 

 Besides this, he will sell and buy you stuff for 
fair prices. Being so close to the Checkpoint in the 

central plaza, it’s a very convenient location for returning later in 
the game to sell him items.

 This tiny musician will only briefly talk 
about the Nuos Temple for now. You’ll have to 
come and search for him for a side quest later on 
in the game.

 You’ll find Orip work-
ing in his house now, you’ll have 
to pay him the Ore you promised if 
you didn’t pay before. Once paid, he’ll 
happily give you the Odd Rock, a rare item 
that’ll come in handy later on.
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NOTES

While opening the Nuos Temple gate, there is 
a door that can be quickly unlocked revealing 
a small passage that connects the city to the 
Crossroads.

On the first platform 
when entering the 
city, there’s an Ancient 
Scroll. There are many 
rare items like this 
throughout the world 

which can be sold for high prices to a collec-
tor in Rust City.

A big gate connects the city to the Temple 
Gardens. Ignore this new area for now, you 
will soon have to return here.

There are five of Mork’s books scattered 
throughout Stoneheart.

1: Between the temple entrance and Mork’s 
Study.

4: On the city’s lower level, near the exit to 
the Abandoned Path.

2: Next to Mork’s Study, by the first stairs 
you climb to get to the temple’s gate lever.

5: The final book is on the highest level of 
the city, you can reach this location after 

beating the Nuos Temple.

3: Next to the plaza, beneath Orip’s house.

Remember to trade your Shadow Fragments 
at Fire Shrines for Mana. Your Shield and 
the Fire Charm both use Mana so it is wise 
to improve it as much as possible.

You won’t be able to reach this platform 
with a chest containing gemstones for now. 
Still, as a reminder, its next to where you 
first entered the city.

Book locations

Borisa’s Fate

 The void Borisa’s Fate can be found 
in front of the exit towards the Forgotten 
Path. Make sure you have Nuos’ Claws be-
fore entering it.
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NUOS’S PLEA

THE FOREST SHRINE
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 Nuos will appear in the first room tell-
ing you to find the claws he crafted long ago to 
vanquish the shadow.

Once you’ve hit the le-
ver, go through the gate 
you’ve just unlocked.

 The one on the right holds an Old Key. 
Once you get it go back to the corridor where 
you hit the last lever.

 Exit back out and unlock the door oppo-
site to you. 

 You’ll trigger a second ambush. Defeat 
both dwellers and obtain a Holy Key.

 Return to the previous room and now 
open the last door. The Nuos Claws are waiting 
for you here. You can now wall run and wall 
jump.

 Go straight down the stairs and open the 
locked door with the key.

 You’ll reach a room with three doors. 
Two of them are locked so you only have one 
path. 

 Enter the room to your right to trigger 
an ambush. Defeat both enemies to obtain an 
Old Key.

 There’s a Forest Wave Spawner here, 
avoid his attacks by jumping over them and 
defeat him to navigate comfortably in this room.

 Ignore the room to the right for now. 
There are two Forest Dwellers there but you’ll 
want to come back here in a bit. Proceed to the 
opposite room with two chests. 

 Take a right and enter the room with the 
big tree. Defeat the two Forest Sentries and use 
the lever inside the tree trunk to lower the water.

 Now carefully jump down the hole in the 
center of the room, you have to hit the lever in 
the platform below. Don’t worry if you fall to the 
lower part of that corridor, you’ll be able to get 
to it anyways.

THE FOREST SHRINE

FIRST WATER LEVEL

EAST CORRIDOR - NUOS CLAW
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 With the Nuos Claws go back to the 
room where you got the first Old Key and go up 
the stairs to the first floor.

 Watch out for the two Forest Sentries, 
take them down if you want to and proceed to 
wall run on any of the two panels on the sides. 
Once you’ve crossed, activate the lever lowering 
the water level to its lowest point.

 Go down to the lowest floor in this 
room. You’ll reach an area with a small island 
and a chest.

 After finishing Arigo’s Challenge, contin-
ue the path through the temple. There’s another 
wave spawner in the following room. Wall run 
to its platform, take him out and wall run again 
to enter the big tree room.

 Quickly wall jump on the pillars again to 
reach the top.  Then continue the path alongside 
the wall. You’ll find a Wave Spawner (it’s easier 
to avoid him than to take him down). Jump to 
the platforms on the tree. 

C

 Go around the 
tree and dash towards 
the platform on the 
wall. Watch out for a 
second Wave Spawn-
er.

 Finally, you’ll have to wall run then jump 
off, dash against the panel on the right and wall 
run to wall jump to reach the final platform and 
clear the challenge. This one is a bit tricky. 

 If you fall, go 
back to the lever and 
hit it again to reset the 
challenge.

 You should notice a chest locked inside a 
big tree en the middle of the room. This has the 
boss key. There’s also two dwellers to take down 
here, two chests, and lots of jars to collect ore.

Head towards the opposite right corner of the 
room. Wall jump between the two pillars to 
reach a platform with a lever. Hit it to activate a 
timed challenge.

 There’s a Ruby in the 
chest you might want to get 
and some breakables. Continue 
to the next room through the 
open door.

 Defeat the Dweller and enter the void 
here for an extra life.

LOWER WATER LEVEL

HOLY KEY

Arigo’s Challenge
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Note

Note

 Enter the next room, take the Sentry 
down, collect the chest and continue towards 
the middle platform on the water.

 Collect the 
Old Key that is in 
the chest and go 
back to the room 
with the big tree 
that has a chest 
inside.  

 Unlock the gate to get the Holy Key. 
Make sure your life is filled and head to the door 
in the end of the area where the boss lies.

The Silver Blades can be found in a 
chest in the main room of the temple.

 You can use the side walls 
to wall jump and avoid wave at-
tacks.

 Enter the boss room. A cinematic will play before 
the fight begins. 

 The fight with Gruh is fairly simple as he has one 
attack. Each time Gruh attacks he will roar briefly before 
slamming his arms against the floor casting an expansive 
wave. He will spawn several waves before stopping to rest 
for a few seconds, this is your attack window.

 Hit the lever to 
the left to unlock the 
gate at the end. There’s 
also an Emote Statue 
and an Emote Pad here.

Gruh

Gruh The Corrupted Guardian
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 Once you defeat Guardian Gruh, pro-
ceed to the final room of the temple to meet 
Nuos, the God of Knowledge.

 Remember to pick up the Spirit at 
the beginning of the temple before leaving.  
 
 You’ll have to enter the room from 
below, wall jump between the pillars and 
hit the lever. Then access the Spirit’s plat-
form from the first room.

 He will briefly speak of Uthas, the God of 
Water, and give you the key to his temple asking 
you to help him as well. 

NUOS

 Get close enough and attack quickly when Gruh stops to rest. Hit him once or twice 
then back out again quickly before he roars, otherwise you’ll take damage. Repeat this several 
times until Gruh dies.

note
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PATH TO UTHAS

STONEHEART CITY
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 Once finished with the Nuos Temple, 
head back to Stoneheart City. You’ll need to find 
Bremur and obtain the Graveyard Key. It’s also a 
good opportunity to power up you character by 
equipping new items, trading Mana and buying 
valuable items from Npc’s.

  Speak to Bremur at the Inn. He’ll give 
you the Graveyard Key. Return later once you 
find the Family Picture and he’ll reward you 
with the Bremur Family Swords.  

 Finish any other pending tasks in Stone-
heart City then find the exit below the Inn and 
enter the Abandoned Path.

 Head back to the central plaza and 
towards the direction to the right of the Check-
point. You’ll have to jump from the center plaza 
to the platform by the stairs. Then use your wall 
jump to reach the top of the buildings. 

 From there you will see two long 
concrete beams, use them to clear the 
gap and reach the Inn.

STONEHEART CITY

 Be sure to explore the rooms in the 
Inn. There are two chests and several barrels 
to loot.

FARA

POI

BUROK

Fara is a young boy who misses his mother, she 
left quite some time ago and hasn’t come back. 
Speak to him and return later once you’ve found 
his mother’s necklace in the Abandoned Path. He 
won’t be there anymore and instead you’ll find a 
Spirit in his place. It is one of the strongest you’ll be 
able to equip in the game so make sure you get it.

 On the second floor of Bremur’s Inn 
there are two rooms you can enter. In the 
first one you’ll find Burok, an Onop from Rust 
City that’s stealing goods. Make sure you talk to 
him with a good amount of Ore in your pocket 
and he’ll sell you a bigger Pouch.

Poi is Bremur’s daughter, she helps him out 
with the Inn and she’ll be of great value to you 
by offering to sell Fire Essence Slots. Buy both 
containers from her if you have enough ore.

Ura’s Glide

 Close to Bremur’s Inn is Ura’s Glide. 
Also, if you look to your right here you’ll see 
yet another platform higher up. Reach it to 
get one of Mork’s books and a chest.

BREMUR

Note
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 Entering the Abandoned Path - also 
referred to as the Graveyard - advance to the 
locked gate and open it with the Graveyard key.

 Head forward. You’ll have to make a 
tricky jump by using a combination of jump, 
wall run, wall jump and dash to clear the first 
gap. Watch out for the Ice Sentry though, since 
it’ll freeze you and you’ll most likely fall in the 
water. 

ABANDONED PATH

Note

 Get rid of the enemies if you want to or 
simply make your way forward until you reach 
an opening. Turn right and you should see the 
Uthas Temple entrance. 

 When you’re done exploring the area 
use the key Nuos gave you to open it the Uthas 
Temple and head on in.

 You can explore deeper into the Aban-
doned Path if you want, but you’ll run into a 
dead end and you’ll have to return here later so 
you might as well continue on to the temple and 
leave this area for later on.

 There’s an Emote Statue located to 
the right of the Uthas Temple entrance. 
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THE GOD OF WATER

TEMPLE OF UTHAS
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 Use your wall run and 
dash to clear the first gap. You’ll 
encounter a sentry afterwards. 
Defeat it using lock and directed 
dash. If you choose to ignore this 
Sentry it may get really annoy-
ing. Collect the two chests to the 
sides of the room, one of them 

has a key, then return to the center and wall run against 
the two pillars in the middle of the room to reach the 
middle level.

 Possess the two Uthas Statues 
and move them on top of each pressure 
pad to open the path ahead.

Reach the opposite side and repeat the 
same action to unlock the gate. 

 Once in the middle level, turn back and use the 
pillars again to reach the upper level of the room. 

TEMPLE OF UTHAS

 Drop down and go through the newly 
opened passage. A cinematic will play and Uthas  
will appear.

 Moving forward you’ll reach the main 
chamber of the Temple.

 A brief camera cinematic will show you 
the boss key, way up in the third floor. You’ll 
have to do several things before reaching it 
though. 

 Go straight and jump to the central plat-
form, you’ll be introduced to a new enemy type 
here, the Crawlers.

 Crawlers will... Crawl straight towards 
you and attack. Attack and dash backwards 
immediately or use your shield to avoid their 
attacks. Repeat this until you take them down.

 Once Uthas disappears unlock the door 
using the Old Key you just obtained in the chest 
and continue.  

 You’ll now come across four Sentries. 
Defeat them to collect Shadow Fragments, then 
collect ore from the many breakable jars in the 
room and a chest to the left before continuing 
forward.

Note

Note

Note

 The Sentries here will spawn three attacks 
in a row, then have a small recovery time and 
attack again. Use your spell to interrupt this cycle
or wait for them to rest and attack.

 You can speed through this room 
without taking any of the Sentries down, 
though it might be a good idea to practice 
your aerial skills here since you’ll need 
these later on

 There’s a Spirit high 
above this room, you won’t 
be able to reach it now but 
remember to return later with 
the double jump to collect it.

The Main Chamber
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 Head left and turn around the corner 
to find a chest with an Old Key. Grab it and go 
back the opposite way.

Once on the other side, follow the path to the 
left. Clear the next gap using a wall run, collect 
the chest with an Emerald and proceed to the 
stair at the end of the corridor.

 Using the wall with the vertical spikes 
do a combination of wall runs, wall jumps and 
dashes to clear the gaps and proceed towards the 
end of the chamber.

Note

 Exiting to the second floor you’ll find 
yourself in an open space with several enemies. 
Defeat them quickly and then head to a locked 
door in a platform close to the stairs.

 Once you 
enter this room 
an ambush will 
trigger. There are two crawlers and two Sentries 
in the ambush. It’s best to first defeat the floating 
Sentries then destroy the crawlers.   

 Defeat them and a special chest will 
appear at the end of the room. Get the Holy Key 
inside and head back to the main chamber.

 Go back to the center of the main cham-
ber. Use the Holy Key to open the big chest in 
the second floor. The Uthas Bracelet is inside.  
 This bracelet will give Umbra the ability 
to double jump.

 With the bracelet, turn around and go to 
the open gateway opposite to the ambush you 
just came out of. Drop down and dash into the 
opening in the opposite wall.

There’s an Emote Statue in the 
second floor.

UTHAS’S BRACELET

 Head straight into the cage and drop 
down to the small room on the left.
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 Back in the main room, continue for-
ward to where you got the first key in the oppo-
site side of the central platform. Use the double 
jump to reach the small platform and cross to 
the other side.

 There’s an Emote Statue and a chest you 
can collect. Enter the locked door to the left. 

 Possess the statue there and press the pad  
right beside it. Exit the room with the statue and 
go towards the other side of the room to press 
down a second pad and open the middle room 
that holds the chest.

 Get the Old Key in the chest and leave 
the room through the first floor.

 This next room is a bit tricky. Drop down  
or take the stairs down to reach the left side of 
the middle floor. You’ll have to enter the cage 
in front of you. Drop down again and use your 
jump, double jump and wall jump to reach the 
lever. This will unlock a lever on the other side 
of the cage. Repeat this on the other side. The 
second lever will unlock a final third lever at the 
end of the room. 

 Once you’ve hit both levers in the cage, 
go back to the top where you entered the room. 
Jump, double jump and wall run against one of 
the fences on either side of the room and dash 
to reach the opposite side.

 Now look down one of the holes and 
drop onto one of the moving platforms. Then 
quickly jump into the final corridor and wall 
run, wall jump and dash to reach the platform 
with the lever on the end.

Lower Passage

 After activating the final lever, drop 
down to the lowest point of the room and exit 
through the now unlocked door.

 Advance through the next room to 
trigger an ambush. A combination of Sentries, 
Crawlers and Road Bugs will appear so be pre-
pared. Defeat them all and continue to the next 
room.

 Enter the next room to find a timed lever 
to the right. You’ll have to be quick and precise 
here. Hit the lever and begin to make your way 
up the room using the moving platforms.
 Remember to combine your double 
jump, wall run and dash in different ways to 
reach each platform.
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 There’s a chest in the middle of the room 
on the fourth static platform you’ll land on. It 
holds an Old Key you’ll need soon.

 Once you make it to the top on time go 
through and advance to the next segment.

 Continue forward and go to the opposite 
side of the room. Find the lever hidden and hit 
it to open the gate in the center. This creates a 
quick shortcut in case you die beyond this point.

 Jump up 
the fading plat-
forms and open the 
locked gate at the top using the Old Key you just 
found.

 Watch out for the Sentry in this room, 
you can avoid it or take it down if you prefer. 

 Continue to the other side and take a 
left, then use the wall and the fading cube to get 
to the platform with the archway in front.

 Follow the water to return to the main 
chamber. Now double jump and dash to reach 
the top level in the center of the main chamber 
and continue forward to get the boss key.

 Head back to where you just came from, 
but this time you’ll want to jump to the right 
side.

 Advance to the room with the two verti-
cal gates. Move along the wall clearing two gaps 
until you reach the chest with the Old Key.

 Get the key and drop down to the floor 
below to unlock the door. Go through the door 
and prepare for the boss fight. 
 If you’re low on hearts you can go back 
and hit some breakables in search of Fire Essence. 

Top Floor
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 After defeating Croh, proceed forward to the final room. A cin-
ematic will play where Uthas will tell you a tale. 

 Once finished, Uthas will thank you for saving him and give 
you the key to the Temple of Gods.

Croh

The Corrupted Guardian

Uthas

 Guardian Croh will begin the fight by 
diving into the ground. He’ll move underground 
until he gets close enough and jumps out. Wait 
for him to get near, then dash out quickly to 
avoid damage. Croh will spawn damage waves 
when popping out so be sure to jump over 
those. Wait for him to pop out and chase you or 
stay still and attack him quickly before he dives 
back in. 

 His attacks will change slightly and at 
one point he’ll begin spawning Crawlers. Defeat 
them when they appear and stay alert to pattern 
changes and any waves he spawns..
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RISE OF THE LORDS

Temple Gardens
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 Once you exit the Uthas Temple, advance 
forward and then take a left in the direction of 
Stoneheart City. You should see a platform with 
several ice stalactites and a lever to your left. Hit 
the lever to unlock a gate to the Temple Gardens.

TEMPLE GARDENS

Note
 Once on the other side, take a left 
through the path with the Sentry and the two 
Temple Knights. Then enter the south left tower 
and climb the ladder to the second floor. Exit 
through the door.

 Temple Knights are strong enemies 
with two attacks. One consists of a ground-
ed attack that’ll inflict area damage and the 
second is a sword thrust with a spin. 

 Phantom Knights have less health but 
disappear and appear to attack. You’ll have 
to avoid their attacks and counter attack as 
soon as you see them.

 Once through, you will see a new Fire 
Shrine in front of you, head towards it and ac-
tivate it. Manage your Spirits and trade Shadow 
Fragments for Mana if you wish to, then contin-
ue across the Temple Bridge.

 When you exit the area, there’s a small room where you’ll find a chest and some jars to 
break, clear this room and go through the door to enter the Temple Gardens. Follow the path with 
the broken platforms and fading cubes. Watch out for the Sentries here, they’re stronger than the 
previous ones and shoot faster.

ABANDONED PATH

TEMPLE BRIDGE
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SIRION LORD OF FLAMES

BEIRA LADY OF ICE

GROTESQUE LORD SAMAEL

VON

 Once on the other side of the bridge a cinematic will show you the awakening of the 
Queen’s Guardians.

 Lord Samael is found deep in the Wa-
terways, next to the Arcane Tunnels. He is a 
monstrous creature and a challenging rival.

 After the cinematic, unlock the temple’s gate and enter to find Von inside waiting for you. 
 Von will warn you about upcoming events, your destiny to fight the lords and the Queen’s pres-
ence in the temple. He will also give you the Sanctuary Stone, a very valuable item that will allow you 
to warp from Fire Shrine to Fire Shrine.

 Sirion, the Lord of Flames is a strong 
adversary you’ll encounter at the end of the 
Firefall River, deep in the Steamhouse.

 Beira is an ancient warrior of ice. 
You’ll find her way up in the Graveyard 
Shrine, after you fulfill the Shards Quest.

 Once finished with Von, exit the temple. 
A second cinematic will be triggered, show-
ing two gates opening in the gardens. The first 
grants access to the Abandoned Path and the 
second to the Firefall River. 

 In this guide we’ll be heading to 
the Firefall River first, but you can actually 
defeat all the Lords in any order.

 Now head to the second gate seen in the 
cinematic which is found across the bridge in 
the lower level and take the elevator down.

Note

TEMPLE OF GODS

AWAKEN LORDS
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 There are nine chests scattered in 
the Temple Gardens and several interiors 
full of breakable jars to collect Ore.

 Two Emote Pads can be found in 
the area, one is high up in one of the four 
main towers, on the opposite side of the 
temple’s entrance. The second is found in 
one of the small interiors on top of the exit 
to the Abandoned Path.

Julian’s Song

 To the left 
of the temple’s 
entrance lies Ju-
lian’s Song. This is 
a simple Void to 
complete and it might be a good idea to clear 
it before proceeding to the Firefall River.

Goerbord’s Pierce

 On the top level of the area you’ll 
find an exit to the exterior, through this exit 
lies Goerbord’s Pierce, a Void with a consid-
erable difficulty level.

Emote PadsChests

Juro

Nilo

 Juro is a statue located near the Fire 
Shrine in the gardens. Juro will ask you for Ore 
as a sign of trust. Afterwards he’ll tell you of his 
memory of a young Steam Worker. 
Return here with the Worker’s Tunic equipped to 
complete this quest and gain 3 Fire Essence slots.

 Nilo is a traveler who’s looking out to the 
exterior world. He’ll tell you his tales and then 
he’ll give you the Forest Tunic. He’ll also sell you 
gemstones that you can buy. This is a very useful 
to avoid losing Ore if you die.
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SIRION LORD OF FLAMES

FIREFALL PATH
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 Speedo can be found here. He’ll sell 
you a ring that gives you the ability to run 
for 8000 ore. 
 On the cave behind Speedo, an 
Emote Pad sits at the center of the plat-
form.

Note

 The Firefall River is where the path to 
Lord Sirion begins. It is a hot lava trail that leads 
to the Steamhouse and Rust City, where the On-
ops live.
 It’s a pretty straightforward path, at least 
for the first segment of the river, just beware 
of the enemies roaming around the area, you’ll 
need to equip a good pair of swords, have 
enough health and get your platforming right.

 Be sure you don’t get hit, since attacks 
might push you into the lava and you’ll take lots 
of damage.

 Advance forward jumping on the plat-
forms and rocks. You’ll find two new enemies in 
the first section. The creature comes out of the 
ground is a Gurut. These enemies can only be 
attacked by parrying their fire blasts with precise 
timing. The other enemy is a Fire Sentry which 
will close up on you and explode.

 Use your wall run and wall jump against 
the dark pillars to clear the gaps and make your 
way deeper into the river.

FIREFALL RIVER

 You will soon 
come to an opening with 
a house to the right. The 
Spirit Hunter can be 
found here once again. 

Pay him a visit if you need to and then continue 
on down.

 Once you reach the spot where the path 
divides head left and activate the Fire Shrine in 
the area. Then head back right.

 As soon as you exit the elevator, 
you’ll find an Emote Pad that triggers a 
chest to the left. The Ember Twin swords 
will appear here, the AHIT Smug Dance 
Emote is needed to activate it.

Note

Orianne’s Saw

 The next opening is a much larger 
one, with the option to go forward or take a 
left. If you choose to go left, Orianne’s Saw 
lies in the middle of a circular cave. This 
void is one of the hardest voids in Penum-
bra. You can give it a go if you’d like or get 
back here once equipped with more power-
ful spirits. 

66 67



 Onari tells you of the 
Bunny Sect and will want to 
make you part of it by selling 
you the Bunny Suit. Spot 
the chest behind him to get 
another gem.

 Make sure not to miss 
the Emote Statue by Rust 
City’s entrance, then follow 
the lava and go down and 
into the Firefall Lake.

Note

Note

Note

 After you activate the Fire 
Shrine, continue down the river. 
You’ll find the entrance to Rust 
Village to the right. Ignore this 
entrance for now since it’s locked 
anyway. 

 Descend where the lava cascade is, avoid 
falling since it’ll probably result in great damage.

 Continue on down, spiraling around the 
cave, following the path. There’s a locked house 
in the lake. Ignore it for now. It will get unlocked 
once you complete the Dirty Business quest.

On top of the house you’ll find an Emote 
Pad with the chest by its side. Hammer 
Himu, a strong attack Spirit will be in this 
chest.

 Codi is standing near the edge, a bit 
farther down the passage. He is part of the 
Dirty Business quest, he has stolen the keys 
to the house and you’ll have to push him into 
the lava later if you want to unlock it.

 The great gate atop the cascade is one of 
the four entrances to Lord Samael’s lair, the Wa-
terways. You’ll be returning here once done with 
Sirion.

There’s several entrances to small sized caves in 
this area, be sure to check them all out. 

The Alchemist

 The Alchemist, yet another void, can 
be found in front of the exit to the Water-
ways.

FIREFALL LAKE

68 69



 Keep going down the path to where the 
river ends. You’ll find two more Onops down 
here, Viveldi and Urion. The first you’ll visit 
again soon to complete a musician’s quest and 
the latter you can talk to now and obtain the 
Onop Sect Outfit.

 There are several breakables to collect 
Ore from and various enemies scattered in this 
lower area. 

 Behind the cascade there’s a hidden 
void, Fury  of Heraldo. You should have no 
problem clearing it and get another heart 
container to enter the Steamhouse better 
prepared.

 Once you’re done with exploring the 
lake area, enter the steel gate and proceed to the 
game’s hottest zone, the Steam House.

 On the next room, watch out for the 
waves the enemies spawn in here, they’ll 
knock you down into the lava if you’re not 
careful. 

 Step on the switch on the right end 
corner of the room and then exit through 
the newly opened door to the left.

STEAM HOUSE

Fury of Heraldo

 The switch for the gate in the first room is on 
the high platform to the left. Climb up there using the 
ladder and open the door.

 Your first task inside the Steam House is to find 
Mira, she’s the Steam House Chief. You ‘ll have to help 
her fix the place to use the elevator to Rust City.
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 Once in the central room head towards the center 
where Mira is. To avoid taking damage, slide down the wall.

 Mira will tell you of her 
sister, the corruption in the Steam 
House and will give you the Steam 
Key. Once finished talking to her, 
go to the backside of the elevator 
shaft to activate the Fire Shrine 
there.

 If you’re low on currency, 
explore the area for it’s full of box-
es and breakable machines.

 Now head to the three air vents by the 
left side wall and make your way to the top plat-
form with the locked gate. Use your Steam Key 
to break the chain and enter the path that’ll lead 
you to Mia.

 The segment here consists of moving 
platforms and Wave Spawners. Remember to 
use your wall run, double jump and with precise 
timing you should be able to clear the path.

 The third moving platform will dip into 
the lava at the end, be ready to jump off and 
onto the side fences to wall run.

MIA
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 At the end of the challenge you will ar-
rive at a large platform with a few Dwellers and 
breakables to the sides. When you’re finished 
here enter the room to the right and meet Mia, 
Mira’s younger sister. She’ll speak briefly with 
you and hand you a pair of swords, the Iron 
Justice.

 Equip the Iron Justice swords and acti-
vate the first of three boilers.

THIRD  BOILER

 In this room activate the sec-
ond boiler. Then wall jump back out 
and exit the room. 

 Go back one more time to the central room and 
make your way to the platform where you first entered this 
room. Exit through the door and back to the room with the 
single Wave Spawner.

 Jump, dash and wall run on the walls of the passage 
to your left and reach the platform on the next room with 
the Dweller.

SECOND BOILER

 Once finished with the first boiler exit 
the room to the right where the pad and the 
locked gate are and enter the main room once 
again.

 Once in the central room look to your 
left and jump onto the platform on the same lev-
el. Step on the pad and enter the newly unlocked 
gate.

On the backside of the ma-
chine in this room there is a 
Chest. It contains the Steam 
Worker Tunic, equip it and 
visit the shrine in the Temple 
Gardens, where you met Juro.

Note
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 To unlock the gate that connects this 
room with the main chamber you have to reach 
the pad high up in the room. Jump to the sec-
ond platform, where the locked gate is, and go 
to the left end corner and wall jump between the 
two walls to reach the higher level.

 After clearing the moving platforms 
you’ll find the third and final boiler to activate. 
Once done, head once again back to the central 
room of the Steam House.

 Once in the central room, take the eleva-
tor up to Rust Village.

 Now wall run to reach the switch. Step 
on it to unlock the gate. Then go back down and  
make your way towards the moving platforms.

 Once you have the Key of Flames, you’re 
ready to fight Lord Sirion. Press the switch 
further down the corridor to unlock the connec-
tion between the Village and the Firefall River.

 Once ready, take the elevator down to 
the Steam House. Make sure to save at the Fire 
Shrine in the central room then head towards 
the locked door in the opposite side of the area.

 Use the Key of Flames and enter the pas-
sage to Sirion’s room. There, you’ll have to clear 
a large gap, if you have certain Spirits equipped 
you might make it, if not, you must time your 
jumps perfectly wall running against the left 
wall, dashing and double jumping to make it to 
the other side where Sirion awaits.

 There are many things to do in Rust 
Village, you can choose to explore now or fight 
Lord Sirion and then come back.
 Head to the exit on the opposite side of 
the village towards the corridor. Von will appear 
and will give you the key to Sirion’s lair in a cin-
ematic.

RUST Village
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Bum, popibom and tum

geng and heno

BARRI

PAULALE

 Near the center you’ll find Bumb, Popibom 
and Tum, who will tell you about their love for 
traveling and how they wish to one day leave the 
city and explore.

 Inside his house, you’ll find Barri the war-
rior, he’s in love with Iny and will ask you to find 
a gift for her, you can find a Rose on top of one 
of the pillars around the tower in the Abandoned 
Path. Once you bring him the flower, you have to 
leave the village and come back, he will now be 
with Iny and reward you with the Kina Defenders, 
a pair of swords.

 Paulale is an arrogant composer that lives 
in Rust City, he regrets how he treated his mu-
sicians and will task you with giving an apology 
letter to each of them. You’ll find Bitoven in the 
Fire Keep, Wolfgang in Stoneheart City, Bech in 
the Abandoned Path and Viveldi in Firefall River. 
In reward he will give you the Performer’s Tunic.

 These cute onops are playing near the center 
of Rust City, they will talk to you about their uncle 
Barri while they fight each other. 

HINEO

POTI

KIN

 Hineo is the Google Maker, he is working on 
a secret project he doesn’t tell anyone about.

 Poti is a member of the Sirion Sect, he has a 
shop where he sells sketchy items, like the strongest 
swords in the game, the Shadow Casters, and pow-
erful spirits.

 Inside one of the houses you’ll find Kin, the 
banker of the city, he will talk to you about Kinbank 
and how much he loves Ore, though be warned, he 
is known to use some shady practices in order to 
get new clients. 
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 There is an emote pad on 
top of the elevator house, where 
you can use the Aggressive emote 
and a chest will spawn inside 
Kin’s house, inside it you’ll find 
the Rare Glasses, another rare 
item that can be sold.

 On a ledge on top of the entrance you will find 
the void Douklans Leap, a 5 star difficulty challenge that 
will have you doing rotating wall runs while managing 
your stamina and avoiding dangerous spikes.

Douklans LeapONROM

MON

NUNO

CODI

 Onrom is a collector and will buy rare 
items for a higher price than normal shops, most 
of these items (Rare Glasses, Lute, Forest Shroom, 
Cheese, Rotten Apple, Rice, Lost Boot and the Ap-
ple) can be found in Emote Chests, except for the 
Parchment which can be found when you enter 
Stoneheart City.

 Inside his home, Mon the real estate agent 
will ask you to find Codi, another onop that stole 
the keys to one of the houses in the Firefall River.  

 Lying in his bed you’ll find Nuno, he’s not 
feeling too well and will ask you to get something 
to ease the pain. If you go back to Stoneheart City 
you can buy some Rare Snow from Mork, give it to 
Nuno and he’ll reward you with 3000 Ore.

 After talking to 
Mon, go find Codi and 
push him off the ledge. 
Then go back to Mon and 
he’ll give you the contract 
for the house. The lake 
house will now be open 
holding a powerful Spirit 
inside.

 On top of the three 
story house you’ll also find an 
emote pad which you can acti-
vate using the No emote, after 
doing this a chest will appear 
next to the house, open it to 
find the Lost Boot, which you 
can sell to Onrom. 

Emote Pads & Statue
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Sirion

Lord of Flames

 On the final stage, the blade will contin-
ue to spin and Sirion will spawn fire balls that 
fall and explode in the platforms, plus he’ll also 
use his claws to attack. If you’re low on hearts 
you can consume Fire Essence even when the 
blade is spinning, you just have to get the timing 
right and keep moving while you consume it.

 Once you beat Sirion, a teleport will ap-
pear in the back platform, use it to travel to the 
Temple of Gods.
 The first seal will be broken here, shown 
in a brief cinematic, and two will remain to un-
lock the Queen’s Chamber.

TEMPLE TRAVEL

 Sirion’s combat has of three stages. On 
the first he will chase you and use his claws to 
attack you, avoid his dives and he’ll become 
immune for a few seconds and attack you with 
falling spike balls. After this attack him while he 
recovers. 

 On the second stage, Sirion will summon 
a spinning blade and fire balls which he’ll throw 
at you from a distance. During the fire balls 
he’ll start glowing, in this state you won’t inflict 
damage on him so simply avoid his attacks and 
hit him when he’s not glowing.
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THE FOUR FLAMES

Waterways
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 Once inside the Waterways, step onto 
the first pad and use your Sanctuary Stone to 
light a fire.

 Warp to the Arcane Tunnels. Once in the 
central Arcane room, enter the door besides the 
Fire Shrine.

 If you talked to Nilo at the Temple Gar-
dens before, then he’ll be standing here now, 
exploring the tunnels. He’ll say something about 
the Lords and wish you good luck. Not much to 
do with him here, though you can still find him 
at the gardens to buy diamonds from him.

Waterways

 Once inside the Waterways again, ac-
tivate the pedestal in front of you and light 
the second flame. Then exit once again to the 
Arcane Tunnels.

 Wall run on the sides to clear the gap 
and reach the small room on the other side. 
There’s a Poison Dweller and two Bombers 
waiting for you there. Hit the lever by the fire to 
activate a timed challenge. Reach the pipe open-
ing on time and continue through the pipes.

FIRST GATE

Second GATE

 To face Lord Samael you will have to 
light the Four Flames in the Waterways. Each 
flame is lit by activating a pedestal in the room, 
each of these is accessed through a certain gate 
in the castle.

 With the ignition of the first flame, Von 
will appear and a cinematic will be triggered. 
Once finished, exit the room the way you came 
in.

 For the second fire, you have to unlock a 
path once again from the Arcane Tunnels.
 Head towards the Spirit Hunter’s room 
but this time, take a left to the passage with the 
large gap.

 Ignore the path to the right inside the 
pipe, you can enter it after you light the second 
flame. It leads to a locked cell you passed by on 
your first visit to the tunnels.

86 87



 Make your way back to the Fire Shrine in 
the area and use it to warp to the Firefall River.

 Once the gate is open enter the Water-
ways for a third time to light the third fire.

 Once in the Firefall River, head down 
towards the big iron gate by the cascade top. 
To unlock this gate, you’ll have to hit the lever 
down below opposite to the Steamhouse en-
trance.

 The final gate is accessed through the 
Abandoned Path. Warp there if you’ve activated 
the area’s Fire Shrine and if not, warp to Stone-
heart City.

 Take the elevator down and into the 
fourth cage of the Waterways area.
 Step on the pad and use your Sanctuary 
Stone to light the fourth fire and unlock Lord 
Samael’s gate.

 Once you activate the Four Flames, a 
chest will appear in the center of the room, it 
contains the Pure Shadow cloak inside. Get it 
and proceed to traverse the unlocked gate. 

Third Gate FOURTH GATE

 From the city, take the road down to 
where you found the Uthas Temple in the Aban-
doned Path. Once there, go all the way to the far 
end, where you should find an elevator on the 
left corner of the cave.

 After unlocking the 
four flames collect the Hat Kid 
Smug Emote in the room.

Note
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Samael

Grotesque Lord

 Samael’s fight consists of three stages. He 
has the ability to transform into a cloud of smoke 
and several other strong attacks that you’ll have 
to watch out for. 

 On the first stage, Samael will use two 
attacks, a smoke bomb spell that he will shoot 
at you repeatedly and a ring of smoke that he 
creates around you that explodes.

 On the third and final stage, he will 
spawn huge hands from the platforms, so watch 
out for the anticipation and avoid these attacks. 
He will also continue to use his smoke ring as in 
the second stage.

 Once you beat him, a phrase in the an-
cient language will appear, then a black teleport 
will spawn in the room. Take it and warp back 
to the Temple Of Gods to release the second 
seal.

 On the second stage, the room will 
change, the big donut shaped platform will dip 
into the water and only four smaller circular 
platforms will remain.

 Samael will disappear and surround you 
as a ring of smoke, after three of these attacks 
he’ll go back to the center and shoot a laser at 
you. Avoid all his attacks and after the laser dash 
towards him while locked on to him and attack.
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THE VESSEL OF SOULS

Lady Beira
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 After breaking the second seal, head to 
the Abandoned Path. On the highest point of 
this frozen area, lies the chamber of Lady Beira, 
a fierce knight and the last to fight before the 
Queen of Darkness.

 You’ll have to reach the top of the tower 
by climbing both on the inside and on the out-
side, there should always be a platform near you 
to continue so explore your surroundings.

Make your way to the central tower and begin 
your climb. Border the tower and enter from the 
sides. Once there in the lower level hit the lever 
to unlock the gate.

Abandoned Path

 Spiral around the tower and keep climb-
ing. You’ll see there are platforms on the sides 
with chests and items. If you reach for them, get 
back to the tower and continue to climb after-
wards.

 Climb the final part of the tower until 
you see the hanging stairs in front of you. Leap 
towards them, grab them and then climb to-
wards the top.

 You’ll eventually reach a platform with a 
lever on its center. Hit it to open the way to the 
Fire Shrine for the area.

 Once on the top, you’ll find Von in front 
of a Soul Container. A cinematic will be trig-
gered and you’ll be given the Vessel of Souls.

 The Sacred Robe can be 
found in a chest to the 
left side of the tower, in 
a high platform. Also 
Fara’s Mom’s necklace and 
Bremur’s Family Picture 
are found in this room, 
the first on a high plat-
form near the Fire Shrine 
and the latter down at the 
base of the tower, on the back.

Note

VESSEL OF SOULS

 This difficult void will have you tra-
versing the sky while trying to weave your 
way through a maze-like challenge.

Fall of Death

 Lucua’s Climb is a really difficult 
challenge where you’ll be in constant danger, 
wall running through saw filled walls.

Lucua’s Climb
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Note

 Once you’ve obtained the Vessel of 
Souls, activate the container in front of you to 
begin the first of four challenges.

 These challenges consist of a Soul Hunt-
ing segment, where you’ll have to collect 15 Soul 
Fragments scattered throughout the area you’re 
in. Once you get the 15 fragments the container 
will awaken.

 The second vessel challenge is in the 
Temple Gardens. In the center of the area lies 
the container. Activate it and fully explore the 
gardens to get all 15 fragments.
 
 Once finished continue to the Firefall 
River.

 Activate the pad at the top of the Aban-
doned Path to open the gate and enter the 
Graveyard Shrine. 

 The shrine consists of several simple 
rooms and a few enemies. Advance forward and 
clear the first gap, cross the gate on the other 
side and enter the main room for the area. 

 Simply proceed forward, enter the next 
room and open the gate to face Beira.

 You’ll find Kuno, in a room to the 
left. You’ll need the Odd Stone from Orip. 
Give it to Kuno and as a reward the statue 
will give you 3 Fire Essence Slots.

GRAVEYARD SHRINE

 The Angry Ambusher, can be found 
in this small shrine, on top of Kuno’s ruins.

First Vessel

THIRD VESSEL

FOURTH VESSEL
Second Vessel

 The vessel in the firefall area is located 
at its lowest point, after the cascade and after 
the Steam House entrance. Again, activate the 
container and explore the area to find the 15 
fragments. All are scattered between this point 
and the entrance to Rust Village from the river.

 The final challenge is in the Fire Keep, 
where the game began. Return there and acti-
vate the container in the large room with the 
broken staircase. Once you’re finished with all 
four challenges, return to the top of the Grave-
yard Tower to enter the Graveyard Shrine.

 To the right side of the main room 
you can find Gerardo’s Anger.

Gerardo’s Anger
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Beira

Lady of Ice

 The fight with Lady Beira is a fast paced 
one. You’ll have to watch out for the floor on 
this arena since she’ll invoke spikes from it that 
can deal great damage.

 As with the two previous lords, the 
fight has three stages. During the first, Beira 
will perform three dash spin attacks follow by 
a homing whirlwind attack. Dodge the first 
attacks by dashing sideways and the last one by 
running away from her or performing a parry. 
Then hit her on her while she recovers. 

 On the second stage of the fight, Beira will 
spawn a giant sword which she crushes into the 
ground. At this time you must jump and stay air-
born for several seconds since the sword impact 
make the complete floor hazardous. She will also 
continue to dash towards you and spikes will 
begin to pop out of the arena randomly.

 On the third and 
final stage, a new attack 
will be added to her moveset. She will shoot ice 
shards in your direction. The whirlwind, the 
dash spin and ground spikes attacks will also be 
spawned. 

 Once you take Beira down, the third and 
final teleport will appear in the room. Take it 
and travel back to the Temple of Gods to release 
the final lock on the Queen’s Gate.
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FINAL SHOWDOWN

The Queen Of Darkness
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Upgrades

Tips

 Now is a good moment to go back 
and buy Spirit Slots, Spirits, weapons, com-
plete any unfinished Voids, equip a good set 
of Spirits, exchange Shadow Fragments for 
Mana and finish any pending quest.  

 After you’re done, save your game 
in the Fire Shrine in the Temple Gardens so 
you’re close to the Temple of Gods in case 
you die while fighting the final boss.

 Some handy items and Spirits we 
recommend you equip before entering the 
fight are:

Eya’s Faith, a ring sold to you by Speedo 
in the Firefall River. It allows you to sprint 
making it much easier to avoid attacks.

Fara’s Grace, a Spirit found in Fara’s house 
after you’ve found his mother’s necklace. It 
makes you jump higher. 

Flying Onop, a Spirit found inside the lake 
house in the Firefall River, after pushing 
Codi to the lava. It allows you to hover in 
the air for a brief moment.

Life Tear, a Spirit found in the Fire Keep 
where you first met Von. It gives you the 
ability to double dash.

Besides these, there are many other Spir-
its you may equip to make the final battle 
easier.

Also be sure to equip the best pair of swords 
you have.

 Once you’ve beaten all three Lords and 
you feel ready, go to the Temple of Gods and 
traverse the Queen’s Gate.
 You’ll find yourself in the Chamber of 
Gods. Proceed to where the path ends and a cin-
ematic will be triggered. The Possessed Queen 
will awaken and the fight will begin.

PATH TO QUEEN
Queen of Darkness

Descendant of Gods
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 Initially, the Queen will cast exploding 
spells where you stand that create spawn waves. 
After a short period of time, she will create an 
expanding shield that grows as big as the battle 
arena itself then she will rest for a few seconds 
before repeating this.

 Avoid her attacks and when she creates 
the expanding shield, back away quickly. Stand 
in the border of the arena and when the expand-
ing shield gets close jump off the arena, double 
jump and wait for the expanding shield briefly 

then dash back to the arena. The Queen will 
have a short attack window now so dash quick-

ly towards her and get a few hits in before she 
spawns a shield around her and begins 
attacking you again.

 After you deal enough damage the fight 
will change. The Queen will spawn attack waves 
from the center of the arena while she shoots 
you with explosive spells. The attack waves will 
spawn at two different heights depending on 
the location of the character at the moment of 
spawning. This part is tricky but dodge both 
attacks and stay away from her.
 After this attack she will create the ex-
panding shield again. Keep your distance and 
jump off the platform and back again as the 
shield expands and disappears.

 Finally, after enough damage is dealt, the 
Queen will enter the final stage of the battle. She 
will begin spawning horizontal waves constantly 
and teleport to different locations in the arena. 
She will attack you with the same attacks from 
the previous stage except this time it’ll be faster.

 When she shoots explosive spells at you 
just avoid them while also avoiding the hori-
zontal waves. When she begins shooting laser 
beams at you quickly make your way towards 
her while dodging her attacks and strike her. 
 She will shoot 3 laser beams and then 
rest for a few seconds before restarting the at-
tack sequence.

 The Queen will now be left vulnerable 
for a few seconds but be careful, vertical damage 
waves will spawn around the arena. Avoid them 
and attack the Queen several times before she 
recovers and repeats the attack sequence again.

 After this stage the fight will be inter-
rupted by a short cinematic. The Queen will 
transform and turn black. 

 The encounter will change once again. 
The Queen will create 3 copies of herself. You 
must spot the real one and quickly attack her 
while avoiding two different attacks that she will 
repeat in a looping sequence. She will first shoot 
explosive spells at you and then appear at a dif-
ferent location and shoot a laser beam at you. If 
you find it difficult to approach her during her 
attacks, evade them and then wait for the cycle 
to finish, she’ll have a short resting window here 
when you’ll be able to attack her easily. The real 
Queen will be the one that attacks you and has 
four arms while the copies only have two.
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LIST OF COLLECTIBLES
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Grace of lula

Arigo’s Challenge 

Grace of Lula is the first void you will find inside the Fire Keep, here you’ll learn the platforming basics 
using your jump and dash to traverse the moving platforms.

You will find it on the bottom floor of Nuos’ Temple, inside this one star void you’ll start to master 
your wall running abilities, along with some more challenging jumps and dashes between disappearing 
blocks.

Fire Keep

Nuos’ Temple

VOIDS Fara’s Dream

Path of Victory

Julian’s Song

Be careful with the traps inside Fara’s Dream, standing on them will make metal spikes pop up that will 
damage you if you are not fast enough! You will need to time your jumps with higher accuracy.

Inside Path of Victory there are jets of air that will propel you into the air, combined with blue dia-
monds that reset your jump and dash, this void introduces many mechanics that will challenge your 
platforming abilities.

Julian’s Song introduces the new mechanic of raising fences, you will have to time your dashes to get 
through unharmed. You will find it in the Temple Gardens.

Arcane Tunnels

Arcane Tunnels

Temple Gardens
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Borisa’s Fate

Umbert’s Secret

Goerbord’s Pierce

Borisa’s Fate is one of the voids in Stoneheart City, with harder jumps and wall runs you’ll need to 
land some precise landings to complete this challenge. Remember to find the hidden chest before you 
teleport back!

Prepare to spin around inside Umbert’s Secret, a two star void  where you’ll find huge rotating struc-
tures that will have you timing your dashes to perfection.

Avoid spikes and try not to fall while moving through this void on top of a moving platform.

Stoneheart City

Fire Keep

Temple Gardens

Fall of Death

The Alchemist

Fury of Heraldo

Introducing circular wall running, this difficult void will have you traversing the sky while trying to 
weave your way through a maze-like challenge.

Back to the basics! The Alchemist combines all the fundamental moves in a challenging way.

In Fury of Heraldo you will have to dash your way around the platforms and find your way to the top 
without getting hit by the red lasers.

Abandoned Path

Firefall River

Firefall River
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Ura’s Glide

Gerardo’s Anger

Lucua’s Climb

Traverse through this difficult challenge on top of a moving platform. You will have an easier time 
going around walls if you acquire the double jump before entering this void!

Gerardo’s Anger is a difficult void where the main mechanic is going through laser hoops, you will have 
to time your dashes just right to get through them unscathed!

Lucua’s Climb is a really difficult challenge where you will be in constant danger, trying to wall run 
through saw filled walls to climb the two towers.

Stoneheart City

Graveyard Shrine

Abandoned Path

Oriane’s Saw

Douklan’s Leap

Found in the depths of the Firefall River, Oriane’s Saw is one of the hardest voids in Blue Fire. Disap-
pearing platforms, spikes, saws, moving platforms and blue diamonds, this void has it all and will for 
sure be a challenge for most players. 

This void is all about patience and managing your stamina, as you will have to complete all of it in a 
continuous wall run, jumping from one wall to the other at just the right time.

Firefall River

Rust City
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Shadow Cloak

Steam Worker Tunic

Forest Tunic

Sacred Robe

Merchants Robe

Performer Costume

Infinity Robe

A light cloak with an unknown origin.
Basic starting tunic.

Used long ago by all Steam-workers this tunic was made for working and 
carrying tools.
Inside a boiler room in the Steamhouse.

Worn by the forest whisperers, this light uniform allowed them to quick-
ly travel the castle.
You can get it by talking with Nilo in the Temple Gardens.

A holy attire blessed by the Gods to bestow great fortune upon its wield-
er. Found on top of a pillar by the Graveyard Tower.

A very worn out tunic that once belonged to a traveling trader.
Acquired after completing the Book Hunting quest with Mork.

A beautiful tunic painted by a great artist.
Acquired after completing the Paulale quest in Rust City.

A mysterious magical robe.
Found inside an Emote Chest in the Crossroads.

TUNICS
Bunny Suit 
A colorful... Bunny costume? 
You can buy it from Onari in Firefall River. 

Onop Sect Outfit

Rainbow Dye

Silver Cloak

Thief’s Cloak

Dye Tunics

Pure Shadow

Banana King

Pumpkin Jack

The official Onop Sect outfit. Used by guards and soldiers traditionally.
Find Urion behind the waterfall in Firefall River.

Bought from Ari in Stoneheart City.

A sacred and very powerful Tunic created by the ancestors themselves 
as a gift to their child. You can get it by completing all voids.

A set of stealthy robes made and wore by the Roven Thiefs, known as 
the biggest clan of burglars in Penumbra. Acquired after having ten 
spirits and talking with the Spirit Hunter.

Bought from Ari in Stoneheart City.

A cape with a very odd feeling, almost as if it was whispering some-
thing. To get it you have to open all gates in the Waterways.

A banana cloak with an unknown origin.
Found inside an Emote Chest on top of one of the Temple Garden tow-
ers.

A spooky evil pumpkin lord.
Found inside an Emote Chest in Rust City.
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Dual Blades 5

10

12

16

18

22

28

Silver Blades

Peacekeepers

Bloodstorm Blades

Diamond Wings

Bremur Family Swords

Steel Shanks

A set of very light steel sharp blades traditionally used by the Fire Guard 
members.

Beautiful blades made from holy steel. It is said the Elder crafted such 
swords during the fall of Penumbra. Found in Nuos’ Temple.

Crafted as an offering to the gods, this dual weapon was later used by the 
Elder to combat the Black Shadow. Can be found in a hidden chest in 
Uthas’ Temple.

Embedded with poison, this weapon must have once belonged to one of 
the many thieves that roamed the Tunnels. Find them inside a chest on the 
cylindrical room in the Arcane Tunnels.

Crafted during the war of Penumbra, these powerful blades made from 
diamond can tear with ease through darkness. Found inside a chest at the 
end of the Fire Keep.

The Bremur Family Swords. Passed on through generations, these sharp 
blades are of infinite value to the family. Acquired after completing 
Bremur’s The Lost Memory quest in Stoneheart City.

A duet of pure steel shanks handed down by a talented family of sword 
crafters.
Acquire them from a chest in one of the towers of the Temple Gardens.

SWORDS

30Ember Twins

Forged with fire from Duron’s breath, the twins are said to grant their own-
er the power to control fire. Found 
inside an Emote Chest in Firefall 
River.

34

38

42

40

Ice Destroyers

Kina Defenders

Shadow Casters

Iron Justice

Frozen sabers made by a secret tribe of ice Onops.
Found in one of the chests in the Abandoned Path tower.

A pair of traditional Onop swords which once belonged to Barri.
Given by Barri after completing the quest.

Infused with souls of Black Shadow victims, these swords inflict a horrible 
curse upon those whom they harm.
Can be bought from Poti in Rust City.

Both a weapon and a tool, these swords were commonly used by the Steam 
House workers long ago.
Given by Mia when found near one of the broken boilers.
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Angry Ambusher

Fara’s Grace

Flying Onop

Blood Phantom

Frozen Soul

Golden  Lust

Forest Guardian

The soul of a swift bandit well know throughout Penumbra.
Improves attack speed. Found in the Graveyard’s Shrine Sanctuary.

The spirit of an young boy with a beautiful story that will never be told.
Increases jump height. Found in Fara’s room after completing the Missing 
Mother quest.

A Himu descendant of Nuos. These guardians were said to protect the forest 
from other creatures. Increases movement . Acquired inside the Firefall Riv-
er lake house after completing the Dirty Business quest.

A blood thirsty phantom that fed of his own suffering.
Falling from high distances does no damage. Bought from the Spirit Hunter.

A very powerful frozen spirit said to come from the Icy regions of the castle.
Dashing does damage to near foes and objects. Can be bought from the 
Spirit Hunter.

A powerful golden brooch said to bring wealth to it’s owner.
Doubles the amount of collected ore. Sold by Mork.

A Himu descendant of Nuos. These guardians were said to protect the forest 
from other creatures. Increases movement speed. Found inside Nuos’ Tem-
ple.

Storm Sentry 
A fallen sentry of wind. Known for their speed these Sentries roamed the 
castle exterior.
Increases dash length. Bought from the Spirit Hunter.

SPIRITS

Hammer King

Life Steal

Love Flower

Holy Sentry

Moi The Dreadful

Onop Siblings

Shadow Gruh

A descendant of the ancient God Duron. The Himus were wildly known for 
their great mastery hammers in battle.
Increases attack range. Emote Chest on top of Firefall River’s lake house.

A deadly plant that fed on its enemies.
Restores health when killing enemies. Sold by Mork.

Crafted as an offering to the gods, this dual weapon was later used by the 
Elder to combat the Black Shadow. Found near Uthas’ Temple’s entrance.

Allows for a triple jump - Takes a short time to recharge. You can find it in 
the Temple Gardens, over the Temple of Gods door.

A shadow creature that lurks in holes waiting for preys before popping out 
for the kill.
Increases spin attack height. Sold by Poti in Rust City.

A family of Onop brothers that mastered the ability to run on walls.
Improves wall run distance. Sold by Poti in Rust City.

A shadow creature with a hard shell.
Reduce shield Mana consumption. Bought from the Spirit Hunter.

Fire Keep Tear 

Possessed Book

Aerial Rat

The symbol of the Fire Guard resembling the Oath of Sorana. Allows for a 
double dash - Takes a short time to recharge. Found in the Void room of the 
Fire Keep, on top of one of the wooden beam.

A shadow spirit sealed inside a spell book.
Performing a spin attack after a dash increases the spin attack height. Sold 
by Mork.

A poisoned flying rat lurking in the tunnels.
Increases sword damage while attacking in air. Can be found in the Arcane 
tunnels, at the top of the circular room.
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Levitation

Celebration

Techno
Fire Keep

Fire Keep

Waterways

Fire Keep

Arcane Tunnels

Nuos’ Temple
Hat Kid Wave

Windmill

You can buy new emotes at Emote Statues for 200 ore each to 
unlock rewards from secret Emote Chests.

EMOTE STATUES

HELLO

Aggressive No

Party

Applause

Kung Fu Photo

Triceps

Uthas Temple

Firefall River

Firefall River

Abandoned Path

Starter

Uthas Temple

Rust City

Abandoned Path
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ITEMS & KEY ITEMS

Small Pouch

House Keys

Large Pouch

Family Picture

Hiro’s Pouch

Old Key

Sanctuary Stone

Old merchants pouch. Can carry up to 5999 ore.
You can buy it from Burok, the Onop thief in Bremur’s Tavern.

A set of ordinary Onop house keys.

A shiny leather pouch. Can carry up to 9999 ore.
You can buy it from Mork.

An old family picture. A girl, her brother and two parents appear to be in 
the picture.
You can give it to Bremur to complete a quest, found in the Abandoned 
Path.

An extraordinary pouch. Can carry up to 14999 ore. 
You can buy it from Poti in Rust City.

Can be used to open a locked door.

A holy gem created by the Five Gods in their last gathering. It is said to hold 
many powers.
You can use it to warp between checkpoints.

Book Set

Apology Letter

Vessel of Souls:

Rose

Rare Snow

Necklace

Fire Essence Slot

A dusty set of old books. You can collect them in Stoneheart City and get 
a tunic in reward if you bring them to Mork.

A letter written by Paulale apologizing to his fellow musicians.
Take it to each of the musicians and get the Performer Costume tunic.

A heavy and dark vessel said to once have contain fragments of a crea-
ture’s soul.
Acquired in the Abandoned Path, use it to complete the Vessel Challenges 
in the Fire Keep, Temple Gardens, Abandoned Path and Firefall River.

A beautiful-looking rose.
Found in the Abandoned Path, you can give it to Barri in Rust City.

A type of snow known for its medical properties. Used for easing any type 
of pain.
Can be bought from Mork and taken to Nuno in Rust City.

A handcrafted necklace. Its pendant resembles the image of a boy.
Found in the Abandoned Path after talking with Fara in Stoneheart City, 
complete the quest to acquire the Fara’s Grace spirit.

A fire essence carrier.
You can buy two from Poi at Bremur’s Tavern and collect another three 
after completing the two Sanctuary Quests. 

Odd Rock
A very odd shaped rock, kind of resembles a face.
Use in a sanctuary to get three Fire Essence Slots, given by Orip after you 
pay him back.
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Dead Ratt

Lost Boot

House Contract

Rotten Apple

Ancient Relic 

Rare Glasses

Rice

Lute

Seagull Soup

A dead creature. Doesn’t look too useful.

An old worn out boot.
Emote chest in the Arcane Tunnels.

A real estate contract of a house.
Can be acquired after pushing Codi off the cliff and finishing the quest 
Dirty Business.

A very bad apple.
Emote Chest in the Temple Gardens.

An ancient royal scroll.
Found laying on the floor at the entrance to Stoneheart City.

An eccentric pair of goggles. They look pretty uncomfortable.
Found inside Emote Chest in the Banker’s House in Rust City.

A simple rice meal.
Found inside Emote Chest in the Arcane Tunnels.

A beautiful and rare instrument.
Acquired from the Emote Chest at the end of the Fire Keep.

A bad smelling soup made from... Seagull.
Emote Chest in the Abandoned Path.

Rare Cheese 

Apple

Ice Crystal

 A rare cheese.
Emote Chest on top of Onari’s House in Firefall River.

A delicious red apple.
Emote Chest in Nuos’ Temple.

A highly valuable and rare precious Crystal. 
Found inside an Emote Chest in Stoneheart City, next to Fara’s house.

Ruby Ore

Sapphire Ore

Emerald Ore

Void Ore

Shadow Fragment

A highly valuable and rare precious Ruby. Can be sold for 400 ore.

A highly valuable and rare precious Sapphire. Can be sold for 600 ore.

A highly valuable and rare precious Emerald. Can be sold for 1200 ore.

A highly valuable and rare precious Void ore. Can be sold for 1500 ore.

A fragment of a black shadow.
Can be traded to increase Mana at any checkpoint.
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Special Keys

Temple of Gods Key

Steam Key

Key of Flames

Uthas’ Temple Key

Graveyard Key

Holy Key

Acquired after completing Uthas’ Temple.

Given by Mira after starting the Broken Boilers quest.

Given by Von in Rust City after finishing the Broken Boilers quest, used to 
open Sirion’s gate.

Acquired after completing Nuos’ Temple.

Obtained after talking to Bremur in Stoneheart City,

A sacred key. Can be used to open special doors and chests.

Abilities

Eya’s Faith

Uthas Bracelet

Nuos Claws

Fire Charm

Eternal Glory

Whirlwind Hook

Known only through tales as the Forest Queen, it is said Eya herself craft-
ed this powerful ring that allows one to move quickly.
Can be bought from Speedo in Firefall River

An ancient set of claws created by Nuos himself. They’re said to give it’s 
carrier the ability to walk and jump on walls.
Acquired after completing Nuos’ Temple.

A charm created by the Gods that holds the power to cast powerful fire 
attacks.
Obtained after beating the first ambush in the Arcane tunnels.

A piece of magical armor crafted by the Fire Guards. Protects from dam-
age and reflects darkness.
Obtained after beating the first ambush in the Fire Keep.

Handcrafted in days of yore by one of Penumbra’s most distinguished 
soldiers, this hook boasts a whirl-like movement.
Found on a chest after defeating the Well ambush.

A golden bracelet crafted by the God of Water long ago. It is said it holds 
the power to leap in the air.
Acquired after completing Uthas’ Temple.
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DEVELOPMENT NOTES 
AND FACTS
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rom the beginning of development there was a clear 
vision of what Blue Fire could and would be eventually. 
Both visually and in terms of gameplay the game took 
inspiration from many titles that the members of the 
development team admired such as entries in The Legend 

of Zelda, 3D Mario games as well as many darker games such as Dark 
Souls and Shadow of the Colossus. This created an interesting combina-
tion of styles that sets Blue Fire apart at first glance.

  
 The team was both small and unex-
perienced thus decided very early on there 
would be a much bigger focus on game-
play and keep art and effects very simple 
and stylized. This also aligned very well 
with the fact that from the beginning the 
team wanted to ship the game to all plat-
forms.  

 
  The lore and characters were 
something that evolved throughout the 
development of the game, which made 
everything more exciting as characters 
were reinvented or took different roles 
from what they were initially conceived 
as. An example of this is Von, who start-
ed being something along the lines of a 
bodyguard but ended up taking a much 
more important role, becoming almost 
a mentor for Umbra and a recurring fig-
ure that guides you through the game.

DEVELOPING BLUE FIRE

F

Umbra iteration N1 - Cute and cool 

Umbra iteration N2 - More mysterious

 Visually the game also went through a few changes. It started out 
being based on a character from an earlier game, a 3D platformer the 
team had worked on of a pink ink blob called Goo.  
 The team had learned from that event that the type of experience 
and narrative they wanted to create was not being communicated clearly 
through the more cheerful visual style they had established. Thus, came 
to the conclusion that Blue Fire should have a bit more mature and dark 
style.  

 From that thought process, the first iteration of Umbra was born. 
It looked slightly different from the current one, without a mask but 
with the same eyes and general style.  

 In the first few moments of pre-production the art team explored 
some alternatives while trying to find a unique look for the game. Some 
of the first environments used a flat shaded style, before finally landing 
on the stylized and relatively hand painted look the game ended up hav-
ing. 

 In terms of gameplay the game was pretty well defined from the 
get-go with three core pillars: platforming, exploration and combat. 
The goal was to try and make these pillars as intertwined as possible 
and provide a very challenging experience. The team decided there 
would be a strong focus on platforming and wanted to create an intense 
and fast experience - similar to the ones usually found in 2D hardcore 
platformers such as Super Meat Boy or Celeste - but in a 3D space that 
could also be enjoyed by more casual players as well. While there was 
a focus on platform-
ing, combat was also 
always a part of the 
experience. From the 
start the team tried to 
combine platforming 
and combat as much 
as possible with aerial 
combat encounters and 
enemies who’s attacks 
forced the players to 
use platforming moves 
as much as possible.

Umbra iteration N4 - hair, color and polish
Umbra iteration N3 - 

more aggressive
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EARLY DEVELOPMENT AND ITERATION

ven though the vision was there, a LOT of elements didn’t 
make it into the final game and others changed dramati-
cally from their initial conception.  
Sometimes things didn’t quite work when prototyped, 
other times things were cut due to scope - to keep things 

under control - and other times 
the decisions were taken because 
of difficulties in the technical 
aspects of implementing new 
features or ideas. These cut or 
modified elements were some-
times small: things like textures 
or props, but other times large 
portions of gameplay, areas or 
complete systems. 

 
 One of the initial ideas that didn’t make the game was Boro, along 
with 3  other titans. Knowing that the team didn’t have enough time to 
create a huge cast of bosses, during the pre-production phase the team 
had the idea of having only four titans as 
bosses. Inspired primarily by Shadow of 
the Colossus, the idea was that the player 
would have to do platforming on living 
moving creatures. But after quickly testing 
two creatures and as other aspects of the 
game advanced, it was clear that it was too 
time consuming and that pursing this idea 
would mean branching towards a very 
specific gameplay idea leaving aside a lot 
of content that was a lot faster to develop 
and much more fun to play.

Boro - one of the 4 titans

Dogra enemy
After this model quadrupeds were avoided

E
 Another of the many things 
that were scrapped was a four 
legged beast called Dogra, 
which was one of the first 
enemies to be made and 
was part of the first playable 
demo showcased at EVA 
Buenos Aires 2019.

 Beyond these two examples, many elements were added, removed 
and modified many times during development. Features would be imple-
mented tested and taken out a week later only to be added back in a week 
or two later with changes - and this could be repeated several times. 

 One of these features was the Fireball. Initially the Fireball had a 
big impact on gameplay, but at one moment it started to become clear 
that the player had so many abilities and that there were so many me-
chanics that if some weren’t removed, it was going to be impossible to 
create enough levels to use each ability in a way that each one wasn’t just 
scratching the surface of what it could be and could actually evolve and 
demand more thinking from the player making gameplay more interest-
ing. In the end the Fireball ended 
up making it to the game but as a 
special attack only used for combat 
with very subtle - hidden - plat-
forming uses: can be used to break 
falls, to do a small air hop, to do a 
stronger wall jump and so on.

Something similar also happened 
with the shield and the stamina.

The Voids were one of the addi-
tions that stayed almost untouched 
throughout the whole develop-
ment. Everyone absolutely loved the 
idea and the concept from the begin-
ning and early playtesters agreed. 

At one point the Fireball was even displayed in game as 
a gun, which was discarded because it didn’t fit with the 

tone of the game.

On of the first art tests on Voids. This was very early on 
and after this test the team briefly considered leaning 

towards a sci-fi style for the game.
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DEVELOPING THE WORLD OF PENUMBRA

ne of the hardest aspects of 
creating Blue Fire was the 
scope and size of the world. It 
was initially established that 
the world would be under-

ground. There were several reasons for this 
and performance was a key factor. The team 
wasn’t sure they would be able to optimize a 
game for Switch given the time constraints 
if they had to solve issues like dynamic day-
light/night-time lightning, skies, streaming, 
huge world rendering and so on. And while the team could have solved 
some of these issues by falling back to practices used in older games, they 
felt that there were so many popular open world games right now that 
old practices would maybe make Blue Fire feel relatively retro which was 
not their idea. And if they tried to make the game work in terms of per-
formance, trying to compete with those games in terms of rendering and 
visuals was not a fight they were going to even come close to wining.  The 
team felt it was a big mistake to place a lot of effort into getting a nice 
organic exterior based world to look good leaving gameplay unattended. 

 Over time the underground concept 
evolved and it was decided that the world 
itself would be inside a floating castle. This 
let the team avoid organic meshes which 
was both better for performance and speed 
and everyone thought it was a more inter-
esting concept too.

 Initially the game was to have four 
distinctive areas each with a unique boss, 
but over time more areas were added. At 
one point there were too many new areas 
with different concepts and the world had 
grown so large that areas were empty and 
the team realized it would be impossible to

O
First concept used in a scrum meeting to 

explain why Penumbra would be underground

First concept of floating Penumbra

populate and make each area fun, interesting and polished. 

 It was decided to remove many of these areas merging the best 
elements of each into those with a strong potential and moving these 
around so that they fit. The world size was reduced by half, reducing the 
environment art work a lot while the amount of gameplay content pretty 
much remained the same and the density of interactions was doubled.

 Iteration was critical and working as a team it was easier to not 
get attached to creations and to be ready to scrap a lot of work when it 
becomes clear that it is not adding to the game or becoming harmful for 
development.

First ever block out of the world of Penumbra 
four areas: fire cave, castle, forest, ice cave

Expanded iteration of the world with over 12 areas

Scrapped dock village

Scrapped Fire dungeon

Scrapped Sand dungeon
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