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Note:	This	is	ONLY	to	be	used	to	report	spam,	advertising,	and	problematic	(harassment,	fighting,	or	rude)	posts.	To	put	this	review	very	simply:	The	Nintendo	Switch	is	my	favourite	console	of	all	time,	and	the	Switch	2	is	the	sequel	to	that.	You	could	argue	that	this	is	almost	shockingly	safe	by	Nintendo,	given	the	whimsical	direction	that	the	company	has	taken	with	most	of	its	modern	hardware	refreshes,	but	at	the	same	time	this	is	a…	There	are	over	1,100	games	registered	to	my	Nintendo	Switch	account.	When	I	was	recently	scrolling	through	them,	I	saw
some	titles	that	I	don’t	even	remember	playing,	let	alone	buying.	Overall,	however,	I’ve	had	so	much	joy	from	so	many	of	those	games	that	it	would	be	hard	for…	Corsair	tends	to	punch	above	its	weight,	offering	good	quality	equipment	tuned…	H2O	Audio’s	RIPT	Lite	earbuds	promise	a	lot:	Noise	cancelling,	sweat-proof	earbuds…	I	actually	reviewed	Atelier	Firis:	The	Alchemist	and	the	Mysterious	Journey	before	for	Save	or	Quit,	but	I	have	been	looking	for	an	excuse	to	replay	Atelier	Firis	since	it	was	the	first	Atelier	title	that	I	played.	Now	that	I	have	played	the
games	that	have	come	before	and	after	it,	it	is	time	to	see	if	my	fond	memories	of	Atelier	Firis	were	founded	or	not!	Since	the	game	was	reviewed	before,	rather	than	reinvent	the	wheel,	some	of	the	previous	review	is	presented	here.	I	have	interjected	and	updated	it	to	reflect	the	DX	version	as	well	as	updated	the	opinions	presented.	Atelier	Firis:	The	Alchemist	and	the	Mysterious	Journey	DX	is	the	second	entry	in	the	Mysterious	Saga	trilogy	arc	of	the	long	running	Atelier	series.	This	time	the	game	stars	Firis,	a	young	woman	who	lives	inside	a	sealed	city	deep
within	a	mountain,	who	longs	to	go	outside.	However,	with	the	outside	world	being	such	a	dangerous	place,	her	mother	forbids	her	from	being	able	to	venture	outside	their	sealed	town.	One	day	a	mysterious	alchemist	suddenly	appears	in	a	rather	violent	fashion	by	blowing	a	hole	through	the	door	protecting	the	subterranean	town.	Firis	who	happened	to	be	standing	by	the	door	was	awestruck	(also	nearly	door	struck!)	and	is	quickly	enamored	by	Sophie’s	abilities	to	both	destroy	and	repair	the	door	almost	magically.	Sophie	takes	Firis	under	her	wing	to	teach
her	the	mysterious	ways	of	alchemy.	Due	to	her	seemingly	innate	aptitude	with	Alchemy,	Firis	is	given	just	one	chance	to	go	outside.	Firis	finds	herself	embarking	on	her	own	Mysterious	Journey	to	prove	to	her	worth	as	a	budding	alchemist	and	earn	her	freedom!	Atelier	Firis:	The	Alchemist	and	the	Mysterious	Journey	DX	at	its	core	is	a	turn-based,	Anime	styled,	3D	Japanese	Role	Playing	Game.	The	core	mechanics	involve	Firis	working	in	her	Atelier	(Alchemist	Workshop)	at	her	cauldron	where	she	is	mixing	new	items	into	existence.	This	will	likely	be	your
primary	source	of	items	in	the	game	as	money	is	a	bit	tight	starting	out.	You	don’t	really	have	time	to	grind	for	materials	or	money	as	the	entire	first	half	(or	if	you	do	terribly,	through	the	entire	game)	is	set	against	a	time	limit.	Failing	to	reach	your	destination	or	failing	the	quest	once	you	get	there	will	force	Firis	to	go	back	home	and	live	forever	trapped	in	the	sealed	city.	She	will	only	be	able	to	dream	of	the	time	she	was	once	allowed	to	go	outside.	Fortunately,	assuming	you	have	some	time	management	skills	and	don’t	get	lost	too	often,	you	should	make	it
to	your	final	destination	with	plenty	of	time	to	spare.	If	you	are	a	little	bit	careful,	the	time	limit	really	doesn’t	impact	gameplay	that	much,	it	just	keeps	you	from	over-exploring	or	grinding	out	too	many	levels/materials/items	too	early	on.	Gameplay	As	mentioned	previously,	you	have	a	time	limit	in	this	game.	While	not	overly	restrictive,	it	does	make	the	game	feel	a	bit	rushed	during	your	first	playthrough.	You	really	don’t	know	how	long	it	will	actually	take	you	to	get	where	you	are	going.	You	will	probably	suffer	the	seemingly	ever-present	nagging	fear	that
you	might	have	wasted	too	much	time	doing	the	various	diversions	and	side	quests	available.	The	world	map	is	broken	into	various	zones,	and	within	each	zone	are	various	side	quests	presented	to	you	to	complete	in	order	to	earn	extra	ideas,	items	and	money.	Within	each	zone	there	are	also	places	where	you	can	set	up	your	Atelier	in	order	to	craft	up	any	materials	you	have	found,	rest	and	save	your	game.	Resting	is	highly	important	as	it	not	only	refills	your	health	and	magic	power,	it	also	restores	your	exhaustion.	Exhaustion	occurs	as	Firis	wanders	around
and	collects	things	in	the	world.	Some	things,	such	as	mining,	are	more	exhausting	than	others.	There	are	also	points	of	interest	around	the	various	zones	that	act	as	fast	travel	markers	which	will	save	you	the	effort	of	walking	back	and	forth	through	the	various	areas,	however,	you	still	incur	the	travel	exhaustion	costs.	I	know	I	frequently	became	lost	during	my	trek	since	while	the	overall	map	indicates	approximately	which	way	you	should	be	heading	to	get	to	the	destination	city,	the	zones	are	not	marked	on	the	map	until	you	have	encountered	them.
Additionally,	the	maps	of	the	various	zones	do	not	exist	until	you	make	them	yourself	through	your	own	exploration	of	each	area.	This	can	lead	you	to	take	the	wrong	path	and	end	up	in	the	wrong	next	zone	and	add	significant	time	to	your	journey.	One	thing	that	was	mildly	annoying,	and	eventually	there	is	a	way	to	avoid	it,	is	the	fact	that	if	you	wanted	to	revisit	an	area,	you	have	to	pass	through	each	of	zones	between	where	you	are	and	where	you	want	to	go	again.	It	would	have	been	nice	to	have	a	fast	travel	to	previous	areas	option,	but	since	I	really	did	not
find	myself	backtracking	that	much,	it	was	not	that	bad.	As	you	explore	the	various	zones,	you	will	quickly	learn	of	the	time	of	day	system.	During	the	day,	businesses	and	homes	are	open	and	in	typical	JRPG/Adventure	game	fashion,	you	can	barge	right	in	and	have	the	occupants	of	the	private	homes	perfectly	civil	and	happy	to	see	you…	unlike	what	happens	in	real	life	when	you	do	that,	but	that	is	a	story	for	another	time.	At	night	however,	people	sensibly	do	not	let	you	into	their	homes	and	businesses	close.	The	night	actually	has	something	more	interesting
to	offer	than	being	left	out	in	the	cold.	That,	as	you	will	find	out,	is	that	the	monsters	roaming	the	world	change	somewhat.	There	are	night	time	exclusive	monsters	for	you	to	hunt!	Day	and	Night	cycles	are	always	a	nice	touch	in	these	sorts	of	games	where	permanent	noon	is	generally	the	norm.	Another	great	feature	you	will	notice	is	the	fact	there	is	also	the	weather	system.	It	can	go	from	a	nice	warm,	sun	shiny	day	to	a	miserable	rainy	day	or	dull,	foggy	day	seemingly	at	random.	It	is	just	like	in	real	life!	Rain	will	fall	from	the	sky,	visibility	reducing	fog	will
roll	in,	sand	and	snow	storms	will	impact	movement	and	visibility	and	so	on.	The	weather	system	isn’t	just	some	cosmetic	flare	however	as	some	items	and	quest	fulfilment	require	certain	weather	conditions	to	be	in	place.	This	makes	the	Atelier	Firis	experience	all	the	better	although	it	can	be	mildly	frustrating	when	the	weather	refuses	to	cooperate	with	you.	Doesn’t	it	know	I	have	a	deadline?!	Each	of	the	zones	has	an	overarching	theme.	While	not	listing	them	all,	I	will	let	you	know	a	few	of	them.	The	most	beautiful	in	my	opinion	are	the	forests,	tall	trees
everywhere	casting	long	shadows	over	the	ground.	As	the	sun	moves	across	the	sky,	the	shadows	slowly	move	with	it,	the	sun/shadow	relationship	is	very	realistic	in	this	game.	It’s	also	a	very	heavy	graphical	resource	load	so	if	you	have	a	bit	of	a	weaker	computer,	you	might	find	yourself	enjoying	it	with	reduced	frames	per	second,	but	most	of	the	time	the	impact	isn’t	that	noticeable.	The	only	time	the	frames	per	second	dropped	painfully	low	for	me	was	when	the	fog	rolled	in	to	a	heavily	monster	populated	forest.	The	sandy	desert	which	is	prone	to	sand
storms	and	the	frosty	snow	zones	and	its	snow	storms	were	also	both	very	nicely	done.	The	desert	was	full	of	animal	bones	for	you	to	harvest	and	the	snow	zone	had	snow	covered	items.	These	unique	touches	really	do	help	make	each	zone	feel	different	and	show	that	a	lot	of	thought	and	work	went	into	making	the	game.	Each	zone	has	its	own	materials	to	harvest	as	well	as	some	of	the	other	common	items	you	need.	This	encourages	you	to	actually	explore	any	zone	you	are	able	to	explore,	especially	after	you	successfully	complete	the	first	half	of	the	game	and
the	time	restriction	is	lifted.	Each	zone	generally	has	at	least	one	cave	to	search	as	well.	Often	times	you	will	find	a	treasure	chest	and/or	new	materials	inside	a	cave	and	perhaps	even	some	different	monsters.	Here	is	the	thing	about	caves	though,	they	tend	to	be	quite	dark.	Luckily	one	of	the	first	things	you	are	able	to	craft	is	a	lantern	that	will	remove	any	visibility	issue	you	might	encounter	in	the	cave.	Speaking	of	monsters,	generally	all	battles	can	be	avoided	as	you	can	see	the	monsters	on	the	map	and	can	easily	avoid	them.	Some	of	those	enemies	you
will	have	to	really	think	about	if	you	want	to	get	near	or	if	you	want	to	give	them	a	wide	berth	as	their	skull	and	crossbones	symbol	isn’t	telling	you	that	they	are	a	mighty	pirate,	but	it	is	telling	you	that	they	are	quite	mighty!	These	boss	fights	often	give	very	lucrative	spoils	of	battle,	however,	they	can	easily	lead	to	a	party	wipe-out	if	you	are	not	careful,	and	sometimes,	even	if	you	are	being	careful.	The	basic	idea	here	is	that	when	you	first	go	to	a	new	area,	unless	you	are	finding	the	regular	monsters	easy	to	kill,	avoid	the	bosses	until	you	return	to	that	area.
Battles	in	this	game,	as	mentioned	are	turn	based,	and	whose	turn	it	is	mostly	based	on	their	speed.	Faster	characters/enemies	get	their	turns	first,	the	slower	characters/enemies	have	to	wait	a	bit.	This	can	lead	to	some	bosses	pretty	much	wiping	your	team	before	you	even	get	a	chance	to	move.	It	also	means	you	have	to	pay	attention	to	the	turn	order	list	on	the	right	side	of	the	screen,	as	you	might	be	able	to	focus	on	the	enemies	in	such	a	way	that	you	can	delay	their	turn	a	while	or	even	kill	them	before	they	can	attack	you.	Attacks	can	be	made	using	your
equipped	weapon	or	your	skills/abilities/items.	Here	is	where	the	strategy	comes	into	play.	Each	weapon	you	make	or	find	comes	with	abilities	they	will	lend	to	their	owner.	This	means	that	even	though	you	acquired	a	higher	tier	of	your	primary	weapon,	it	doesn’t	mean	you	should	rush	to	equip	it.	You	need	to	compare	the	abilities	you	will	gain	to	the	ones	that	you	will	lose	to	see	if	it	will	be	worthwhile.	Luckily,	you	can	equip	two	weapons	to	most	of	the	characters	so	that	if	there	are	bonus	abilities/effects/skills/traits	you	just	can’t	live	without	(such	as
magic/health	regen)	you	can	equip	a	secondary	weapon	that	has	those	bonuses.	The	same	goes	with	your	armor	and	accessories,	just	because	the	new	one	offers	a	little	more	defense,	the	bonuses	you	lose	might	not	make	it	worth	your	while.	Getting	back	into	the	battle	basics,	some	of	the	abilities	you	have	actually	can	have	their	effect	occur	multiple	times.	This	can	really	help	turn	the	tide	of	battle	as	it’s	like	an	extra	attack	thrown	in	for	good	measure	even	if	the	original	instigating	character	is	dead.	If	you	are	out	of	magic,	you	can	also	use	some	of	the	items
you	crafted	as	weapons.	In	all	battles,	you	need	to	pay	attention	to	the	resistances	of	your	enemies.	Just	because	an	item/spell	was	super	effective	last	time	you	used	it,	doesn’t	mean	it	will	be	every	time.	Some	monsters	are	weak	to	certain	things	while	others	have	high	resistance	to	the	same	thing.	This	leads	you	to	have	to	plan	your	battle	to	maximize	your	damage.	Depending	on	the	item	or	spell,	it	is	possible	to	hit	multiple	enemies	with	a	single	move.	There	is	another	aspect	of	the	battle	I	would	be	remiss	if	I	didn’t	mention.	Chaining	together	non-basic
attacks,	will	lead	a	gauge	on	the	left	side	to	fill.	Filling	this	gauge	will	lead	to	chain	sequence	starting.	Chaining	together	enough	non-basic	attacks	will	lead	to	chain	bonus	effects	kicking	in,	which	include	extra	powerful	finishing	attacks.	This	leads	to	the	general	rule	of	thumb,	don’t	whack	it	with	your	weapon	unless	you	have	exhausted	all	other	options!	As	for	looks,	the	characters	in	the	game	all	are	dressed	quite	nicely.	It’s	also	possible	to	change	some	of	their	clothing	as	well.	Firis,	for	example,	has	quite	a	few	wardrobe	choices	available	to	her.	The	nice
thing	about	that	isn’t	just	that	it	makes	her	character	look	completely	different	with	each	dress	change,	it’s	the	fact	that	outfits	have	special	effects	too.	Some	improve	her	alchemy,	others	reduce	her	exhaustion	rate	as	she	explores	the	world,	there	are	plenty	of	others	available.	You	can	have	up	to	four	characters	in	battle	at	a	time.	Their	position	on	the	battlefield	impacts	how	much	attention	they	will	get	from	the	monsters	so	you	will	want	to	ensure	your	best	defensive	geared	character	is	always	front	and	center,	your	damage	dealers	to	the	side,	with	Firis
hiding	in	the	back.	Despite	position	system,	any	weapon	can	hit	from	anywhere	meaning	that	the	class	weapons	really	only	impact	what	abilities/spells	the	character	can	have	rather	than	the	their	attack	range.	Another	thing	about	the	characters	is	that	they	are	all	fun	to	be	around.	Thankfully	you	can	keep	some	of	them	in	your	Atelier	with	you	and	the	rest	you	can	easily	visit	or	swap	in/out	of	your	party	at	the	Inns	in	each	of	the	towns.	Keeping	them	in	your	Atelier	makes	it	easier	to	get	friendship	points	with	them	which	in	turn	unlocks	more	content	with	that
character	as	well	as	new	skills.	Friendship	is	gained	through	short	dialogue	exchanges	between	the	characters	where	Firis	gets	to	know	them	better.	Sometimes	they	will	give	you	a	gift,	teach	you	a	new	recipe	or	send	you	on	a	quest	so	it	is	a	good	idea	to	rotate	the	characters	through	your	Atelier	in	order	to	maximize	friendship	with	each	of	them.	This	unfortunately	means	you	will	sometimes	be	dragging	a	weak	character	with	you	into	battle.	All	is	not	lost	though	as	they	will	quickly	catch	up	on	the	rest	of	the	team	level	wise	after	only	a	few	battles.	The	game
is	incredibly	good	at	ensuring	under	leveled	characters	do	not	remain	that	way	for	long.	Alchemy	is	something	incredibly	important	to	this	game	so	it	might	seem	a	bit	weird	that	we	are	so	far	into	this	review	and	yet	have	barely	mentioned	it.	I	did	that	for	a	special	reason.	Alchemy,	as	defined	by	the	Atelier	series,	is	like	cooking	soup.	You	mix	in	all	the	ingredients	into	the	cauldron,	stir	it	a	few	times	and	out	pops	a	brand-new	item.	It	isn’t	quite	that	simple	though.	When	designing	the	item,	it	will	require	key	items.	Sometimes	they	are	very	specific,	needing	a
precise	item	to	fulfill	the	requirement,	but	most	of	the	time	any	item	of	the	general	item	class	will	do.	Each	item	has	a	quality	level,	an	associated	colour	or	colours,	size,	shape	and	traits.	Just	because	both	items	have	the	same	name,	doesn’t	mean	they	are	necessarily	identical.	When	it	comes	to	making	an	item,	careful	attention	to	the	item	should	be	paid.	Each	item	has	potential	bonus	traits	which	will	either	enhance	or	damage	the	outputted	item.	Some	of	them	will	even	add	additional	abilities	to	the	item	output.	An	example	is	the	lantern.	The	basic	lantern	is
all	you	need	to	see	in	a	cave.	With	some	careful	crafting,	it	can	let	you	see	even	further.	There	are	generally	multiple	tiers	for	each	of	the	colour	bonus	lines,	so	careful	selection	of	inputs	can	maximize	the	output	potential.	When	you	are	actually	mixing	the	items	together,	you	have	to	place	them	onto	a	grid.	You	could	just	place	them	randomly	but	there	are	bonus	lines	available	that	can	help	enhance	your	end	results.	Often	times	you	need	to	craft	items	in	order	to	make	other	items.	This	leads	you	to	have	to	carefully	balance	the	quality	of	the	items	you	make.
This	is	to	ensure	that	the	items	you	really	need	have	the	highest	possible	quality.	The	not	so	important	alchemy	level	stepping	stones	or	cosmetic	items	can	use	the	lower	quality	items.	The	last	point	of	alchemy	I	need	to	mention	is	the	recipe	system.	As	you	do	various	actions	in	the	game,	you	will	gain	recipes	and	new	ideas.	Harvesting	enough	of	a	certain	plant	will	likely	make	Firis	think	up	a	new	item	she	can	make	with	it.	Sometimes	this	can	be	a	bit	painful	as	it	might	require	you	to	find	or	make	a	ton	of	an	item	before	it	triggers.	Sometimes	the	item	you
need	is	from	an	earlier	area	and	it	is	quite	a	trek	to	go	back	for	it,	other	times	you	will	have	no	idea	where	the	item	you	need	is	because	you	have	not	encountered	it	yet.	Luckily,	there	are	idea	points	to	solve	this	problem.	As	Firis	completes	quests	she	will	gain	idea	points.	These	points	can	be	used	to	unlock	almost	any	recipe	without	fulfilling	the	discovery	requirements	for	it.	You	shouldn’t	just	spend	these	points	freely	though	as	sometimes	you	are	better	off	just	waiting	for	it	to	naturally	unlock.	This	is	especially	true	if	you	don’t	have	the	materials	to	make	it
already.	Alchemy	is	incredibly	time	consuming	both	in	the	need	to	source	the	items	you	will	use	as	well	as	the	time	it	takes	Firis	to	make	the	item.	If	you	do	not	carefully	watch	the	clock,	you	can	easily	find	yourself	without	enough	time	to	finish	the	first	part	of	the	game.	The	last	thing	I	will	mention	about	the	gameplay	is	in	fact	the	ultimate	destination	of	the	first	half	of	the	game.	Once	you	reach	the	city	and	are	ready	to	take	the	exam,	you	will	find	that	getting	an	Alchemy	License	is	actually	serious	business.	The	exam,	which	you	actually	have	to	take,	involves
you	having	to	answer	a	set	of	multiple	choice	questions	about	alchemy	and	the	game	in	general.	If	you	plan	to	cheat	here,	you	really	can’t	as	you	have	a	very	short	time	limit	before	you	auto	fail	the	question.	The	next	phase	involves	you	having	to	craft	something	of	high	quality	within	a	time	limit	as	well.	Believe	it	or	not	and	what	makes	it	even	more	fun	is,	in	order	to	do	well	and	get	your	Alchemy	License,	you	will	actually	have	to	study	as	if	it	were	a	real-life	licensing	exam!	Graphics	As	mentioned	earlier,	each	zone	has	its	own	distinct	feel	to	it.	There	is	a	lot	of
attention	to	detail	going	on	and	almost	everything	looks	beautiful.	The	fact	the	shadows	move	with	the	sun	is	quite	an	impressive	attention	to	detail	which	really	shows	they	tried	hard	to	really	pack	as	much	visual	quality	into	the	game	as	they	could.	Each	of	the	characters	is	wearing	highly	detailed	and	distinct	looking	outfits	that	really	help	to	enhance	the	enjoyment	of	the	game.	While	there	are	zones	that	look	very	similar	to	other	zones,	there	are	enough	distinctions	between	them	as	to	make	it	not	feel	like	they	were	just	copy	and	pasted	assets.	Each	of	the
cities	has	their	own	design	which	certainly	helps	enhance	the	feeling	that	you	actually	are	truly	on	a	world	spanning	adventure.	The	first	town	is	set	inside	a	mountain,	the	next	is	prairies	with	farmland,	and	yet	another	is	nestled	on	the	shores	of	a	lake.	There	are	plenty	of	towns	to	visit,	but	none	are	as	impressive	as	your	destination	city,	at	least	not	in	terms	of	size!	There	are	a	variety	of	enemies	available	in	the	game	although	quite	a	few	of	them	are	just	recolours.	There	is	nothing	really	wrong	with	recolours	mind	you,	the	real	world	works	that	way	too.
There	were	enough	enemy	varieties	around	that	it	felt	more	like	the	recolours	were	caused	by	the	species	adapting	to	its	environment	rather	than	a	lack	of	creativity	on	the	developer’s	part.	Audio	The	dialogue	in	this	game	is	delivered	in	a	mix	of	spoken	word	and	displayed	text.	When	the	characters	are	talking	each	one	sounds	distinct	and	you	can	easily	read	the	character’s	personality	from	it.	What	is	also	nice	about	this	is	sometimes	the	characters	will	randomly	say	things	when	you	visit	an	area	or	the	time	of	day/weather	changes.	Unfortunately,	they	tend
to	repeat	themselves	a	lot,	but	that	is	okay	too.	The	music	in	the	game	is	all	very	whimsical	and	enjoyable	and	fits	the	mood	of	the	game	completely.	The	sound	effects	are	more	generic,	but	when	it	comes	to	the	sound	of	swinging	a	weapon	or	pickaxe	there	is	really	only	so	much	embellishment	you	can	do	for	that	action.	Controls	and	User	Interface	The	controls	of	this	game	work	quite	well.	I	mostly	used	a	gamepad	to	play	it	and	I	never	once	found	myself	having	any	difficulty	figuring	out	how	to	do	something	nor	had	any	issues	making	the	game	do	what	I
intended.	The	menus	are	all	easy	to	navigate,	and	the	on-screen	prompts	generally	coincided	nicely	with	what	button	presses	I	needed	to	do	in	order	to	access	what	I	needed.	The	keyboard	works	for	the	game	as	well	but	my	experience	with	that	was	more	limited.	I	was	able	to	easily	figure	out	the	correct	keystrokes	to	perform	most	actions.	The	only	real	complaint	I	have	about	the	User	Interface	is	the	fact	that	the	tasks	did	not	always	display	properly	in	the	log.	The	game	gives	you	hints/clues	towards	how	to	solve	the	particular	task	in	case	you	get	stuck,	but
sometimes	these	hints	are	completely	unrelated	to	the	task	at	hand.	Being	someone	who	has	played	the	game	before,	I	could	recognize	the	problem,	but	someone	brand	new	to	the	game	might	get	completely	baffled	and	stuck	trying	to	follow	the	clue	it	gave.	The	clues	appear	to	be	for	a	much	later	task	you	will	have	to	do	rather	than	the	one	currently	displayed.	You	can	still	do	the	task	though,	just	you	will	have	to	figure	it	out	for	yourself.	DX	Differences	The	original	Firis	had	quite	a	few	graphical	issues,	however,	those	appear	to	have	been	fixed	for	the	DX
version.	Technically,	the	graphics	were	a	little	better	in	the	original,	but	the	shadows	and	other	effects	no	longer	bog	the	game	down	and	actually	work	as	intended.	One	thing	I	left	out	of	the	review	last	time	I	talked	about	this	game	was	the	post-game	content.	I	did	not	want	to	spoil	the	fact	there	was	an	airship	you	acquire	there	that	is	a	real	game	changer.	Now	with	the	DX	version	there	are	additional	vehicles	and	exploration	tools	available	to	help	Firis	on	her	journey.	These	can	be	quite	interesting	to	use!	Similar	to	the	other	Mysterious	Trilogy	DX	games,
previous	DLC	has	been	included	in	the	DX	version.	This	actually	adds	a	lot	of	interesting	content	to	the	game.	It	also	includes	a	fast	forward	feature	to	help	speed	up	battles	and	the	photo	mode	for	taking	ideal	screenshots.	Another	new	feature	is	a	new	quest	for	Firis	to	take	on	that	will	have	her	battling	some	pretty	tough	foes.	Verdict	So,	should	you	get	Atelier	Firis:	The	Alchemist	and	the	Mysterious	Journey	DX?	If	you	enjoy	JRPGs	with	anime-style	graphics	and	characters,	then	I	think	you	would	likely	enjoy	Atelier	Firis:	The	Alchemist	and	the	Mysterious
Journey	DX.	The	combat	in	the	game	is	not	that	heavy	and	can	be	avoided	mostly	so	if	you	are	looking	for	a	fun	and	imaginative	story	about	lovable	characters	going	on	an	adventure,	then	I	think	this	is	definitely	one	you	should	consider.	Having	replayed	Atelier	Firis	after	all	these	years,	it	was	still	an	enjoyable	experience	for	me	and	really	helped	me	appreciate	Atelier	Ryza	which	is	kind	of	a	spiritual	successor	to	Atelier	Firis.	While	Atelier	Firis	is	the	second	in	the	Mysterious	trilogy	and	eighteenth	overall	in	the	Atelier	series,	it	can	easily	be	used	as	your	first
Atelier	game	as	it	was	for	me	back	in	the	day.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy
Policy.	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or	build
upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as
publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	by	Psygineer21	December	202125	min	readAdd	comment	Everything	old	is	new	again.	Much	like	the	age-old	testimonial	that	has	been	well	used	for	years,	and	is	still	around	today,	it’s	time	to	make	that	statement	again,	but	perhaps	a	little	more	modernly	now	and	with	the	question	“But	can	it	run	Crysis…	Effect:	Reduces	purchase	price	at	shops	a	little.Effect:	Reduces	purchase	price	at	shops.Effect:	Reduces	purchase	price	at	shops	a	lot.Effect:	Raises	purchase	price	at	shops	a	little.Effect:
Raises	purchase	price	at	shops.Effect:	Raises	purchase	price	at	shops	a	lot.High	Class	x	Rare	ItemEffect:	Purchase	price	at	shops	skyrockets.Effect:	Raises	quality	of	item	by	10%	when	selected	for	trait	transfer.Effect:	Raises	quality	of	item	by	15%	when	selected	for	trait	transfer.Effect:	Raises	quality	of	item	by	25%	when	selected	for	trait	transfer.Effect:	Raises	effect	of	attack	items	by	10%.Effect:	Raises	effect	of	attack	items	by	12%.	Minimum:Requires	a	64-bit	processor	and	operating	systemOS:	Windows®	10	(64bit	required)Processor:	Core	i5	2.6GHz	or
betterMemory:	4	GB	RAMGraphics:	NVIDIA	GeForce	GTX550Ti	or	better,	1280x720DirectX:	Version	11Network:	Broadband	Internet	connectionStorage:	35	GB	available	space	Recommended:Requires	a	64-bit	processor	and	operating	systemOS:	Windows®	10	(64bit	required)Processor:	Core	i7	3.40GHz	overMemory:	8	GB	RAMGraphics:	NVIDIA	GeForce	GTX960	or	better,	1920x1080DirectX:	Version	11Network:	Broadband	Internet	connectionStorage:	35	GB	available	space	Page	2	Meta's	Bounty	to	check	out	and	unlock	them![\/p][p]Release	Time:	After	the
maintenance	on	June	18	(PT)[\/p][p]The	new	Ecological	Assessment,	Humanity's	Foe,	Master	Builder,	and	Dimensional	Traveler	bounties	have	been	added	under	the	Exploration	category!	Become	a	true	expert	on	Nalcott![\/p][p]New	Inverted	Trail	and	Alien	Convergence	bounties	have	been	added	under	the	Commemoration	category!	Time	to	complete	the	season![\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/dd2ba7ef739e9aa50e990333bdadec75b854d983.jpg\"][\/img]Upcoming	Theme	Packs[\/p][p]\"Only	the	fully	prepared	hold	the	power	to	speak.\"
[\/p][p]Release	Time:	June	25	(PT)[\/p][p]A	cosmetic	DLC:	the	Ascend	Daily	theme	pack	(Epic)	comes	to	Steam!	40%	off	for	a	limited	time	during	the	Summer	Sale![\/p][p]The	workplace	is	a	battlefield,	and	the	meeting	room	is	its	frontline.	This	is	the	art	of	elite	combat.[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/ad722c45965e18f823f985022abb34728ebc03f1.jpg\"][\/img][\/p][p]The	Double	Agent	theme	pack	will	also	be	available	in-game,	with	a	limited	22%	discount	for	two	weeks![\/p][p]A	mysterious	ghost-like	figure	emerges	from	the	shadows.
[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/cd523dda80535439069042f63320e68a701f4842.jpg\"][\/img]Check	the	theme	pack	interface	for	more	information![\/p][p]Upcoming	Shop	Updates[\/p][p]Release	Time:	June	26,	6:00	AM	(server	time)[\/p][p]\"Floral	patterns	mark	the	passage	of	time.	They	carry	the	familiar	flavor	of	countryside	meals.\"[\/p][p]The	Green	Bites	territory	furniture	pack	(Rare)	has	arrived.[\/p][p]The	secret	to	happiness	is	a	full	stomach![\/p][p][img	src=\"
{STEAM_CLAN_IMAGE}\/42949884\/1a60b7d0dfac52cbb8a70dfc3df7e6ae468098ad.jpg\"][\/img]Optimizations[\/p][p]Once	Human:	RaidZone	-	Early	Access	Optimizations[\/p][p]1.	Reduced	the	melee	lock-on	angle	for	daggers,	swords,	and	batons,	decreasing	their	tracking	performance.[\/p][p]2.	Optimized	the	rewards	for	Main	and	Side	Story	Tasks	to	provide	a	smoother	experience.	If	you	have	already	completed	the	affected	tasks,	the	updated	rewards	will	be	automatically	sent	to	your	Backpack.[\/p][p]3.	Reduced	the	Memory	Chip	and	resource	rewards	from
Journey,	Commissions,	and	Scenario	Challenges.	We've	noticed	that	previous	task	rewards	were	overly	generous,	allowing	some	players	to	quickly	gain	an	advantage,	while	disadvantaging	players	who	joined	the	server	later.	Hence,	we	have	made	these	changes	to	ensure	fairness.	We	will	continue	optimizing	the	game	based	on	your	feedback	and	gameplay	data.	Thank	you	for	your	understanding	and	support.[\/p][p]Endless	Dream	-	Early	Access	Optimizations[\/p][p]1.	Scenario	Challenges[\/p][p]1)	Adjusted	the	Scenario	Challenges	descriptions,	changing	all
\"Nightmareling\"	to	\"Deviants	spawned	from	Nightmare	Tube.\"[\/p][p]2)	Changed	\"Use	5	Reality	Resetols	in	the	Dream	Zone\"	to	\"Use	2	Reality	Resetols	in	the	Dream	Zone.\"[\/p][p]3)	Changed	\"Absorb	the	explosives	produced	by	the	flammable	source	and	defeat	1	Light	Dreamer\"	to	\"Absorb	the	unstable	energy	produced	by	Nightmare	Specs	-	Explosive	and	defeat	a	Deviant	spawned	from	Nightmare	Tube.\"[\/p][p]4)	Changed	\"Craft	100	Reality	Resetols	in	total\"	to	\"Craft	10	Reality	Resetols	in	total.\"[\/p][p]5)	Changed	a	Scenario	Challenge	task
description	from	\"Defeat	one	Fear\/Sorrow\/Pain	Deep	Dreamer	each\"	to	\"Defeat	one	Fear\/Sorrow\/Pain	Elite	each	in	the	Dream	Zone.\"[\/p][p]2.	Combat	Stats[\/p][p]1)	Reduced	the	HP	of	Lv.	10\u201340	Deviants	to	reduce	early-game	difficulty.	Increased	the	HP	of	Eternal	Dreamer	and	Manibus,	the	Nightmare.[\/p][p]2)	Adjusted	the	multiplayer	difficulty	scaling	for	Manibus,	the	Creepling,	Eternal	Dreamer,	Deep	Dreamer,	and	Light	Dreamer	challenges.	Challenges	with	fewer	players	are	now	easier,	while	challenges	with	more	players	are	harder	than
before.[\/p][p]3)	Slightly	increased	the	progress	rate	when	defeating	Deviants	in	high-level	Deep	Dreamer	challenges.[\/p][p]3.	Increased	the	vision	range	of	players	when	affected	by	Nightmare	Specs	-	Evernight	in	the	Airplane	Ancient	One	event.[\/p][p]4.	After	choosing	your	Birth	Point,	the	Teleportation	Tower	of	the	nearest	Neutral	Settlement	will	be	automatically	unlocked.[\/p][p]5.	Game	Mode	Rewards[\/p][p]1)	Restored	Crystals	to	Loot	Crates	in	the	wilderness.	Restored	Stardust	Source	and	completed	weapons	to	dungeon	drops.[\/p][p]2)	Light	Dreamer:
Increased	Energy	Link	drops	by	10%	and	Reality	Fragment	drops	by	50%.[\/p][p]3)	Deep	Dreamer:	Increased	Energy	Link	drops	by	40%	and	Stardust	Source	drops	by	20%.[\/p][p]4)	Eternal	Dreamer:[\/p][p]a)Added	Energy	Link	drops.	Removed	Reality	Fragment	and	Stardust	Source	drops.[\/p][p]b)Divided	the	final	rewards	into	two	categories:	Basic	and	Full.	You	must	expend	Reality	Fragments	to	obtain	the	Full	rewards.[\/p][p]c)Reduced	Reality	Fragments	by	50%	and	replaced	Reality	Resetol	with	Lumen	and	Lightning	Orb	in	the	first-defeat	and	server-wide
mail	rewards.[\/p][p]5)	Manibus,	the	Nightmare:[\/p][p]a)	Divided	the	final	rewards	into	two	categories:	Basic	and	Full.	You	must	expend	Reality	Fragments	to	obtain	the	Full	rewards.[\/p][p]b)Removed	Reality	Fragment	rewards.	6.	Optimized	the	rewards	for	Main	Story	Tasks	to	provide	a	smoother	experience.	If	you	have	already	completed	the	affected	tasks,	the	updated	rewards	will	be	automatically	sent	to	your	Backpack.[\/p][p]6.	Optimized	Nightmare	Specs'	DMG	values	against	vehicles	and	buildings.[\/p][p]7.	Adjusted	the	Reality	Resetol	crafting	formula,
replacing	Refined	Detoxident	with	Poly	Detoxident.[\/p][p]8.	Improved	the	Dark	Corrosion	visual	effects.[\/p][p]9.	In	response	to	player	feedback,	we	will	implement	the	following	optimizations	in	the	Version	2.0	update	on	July	2	(PT):[\/p][p]1)	Removed	Dream	Zone	restrictions	on	dungeons	and	Teleport;[\/p][p]2)	Significantly	improved	Main	Story	Tasks	to	provide	better	early-game	guidance;[\/p][p]3)	Adjusted	the	HP	of	Deviants	in	dungeons	to	align	with	Manibus	and	The	Way	of	Winter,	ensuring	a	consistent	experience	across	scenarios.[\/p][p]Stay	tuned	for
more	optimizations	beyond	these	announced	changes![\/p][p]*	Due	to	adjustments	to	Reality	Fragment	distribution	in	some	game	modes,	and	because	some	rewards	now	require	Reality	Fragments	to	acquire,	we	will	[b]issue	1,200	Reality	Fragments	as	compensation	to	all	players	currently	in	open	Endless	Dream	servers[\/b].	Thank	you	for	your	understanding	and	support.[\/p][p]Visional	Wheel[\/p][p]1.	Increased	the	drop	rate	of	gear	pieces	in	Star	Advent	Loot	Crates.	It	is	now	easier	to	obtain	Gravity	Tide	gear	pieces	from	Star	Advent	Loot	Cates.[\/p][p]2.
Combat	adjustments:[\/p][p]In	response	to	player	feedback	regarding	the	combat	features	in	Visional	Wheel:	Starfall	Inversion,	we	have	adjusted	their	trigger	conditions	and	numerical	values.[\/p][p]Adjusted	content:	Gravity	Tide	Set,	Downstar	suffix,	Starfall	Crocodile	Skin,	Starfall	Fox	Skin,	Starfall	Down,	Starfall	Cowhide,	Starry	Pudding,	Layered	Galaxy,	and	Starry	Bubble	Tea.[\/p][p]For	more	information,	see	the	[\/p][p][\/p][p][dynamiclink	href=\"https:\/\/store.steampowered.com\/news\/app\/2139460\/view\/832716485248947451\"]
[\/dynamiclink]Combat[\/p][p]1.	Adjusted	the	display	method	for	blueprint	fragments	of	armor	belonging	to	sets.[\/p][p]2.	Removed	collision	between	hostile	players.[\/p][p]3.	Combat	balance	adjustments:[\/p][p]In	the	May	21	(PT)	update,	we	focused	on	balancing	the	damage	output	of	single-target	builds.	However,	weapons	such	as	Doombringer	and	Predator	are	still	underperforming,	so	we	will	make	further	adjustments	as	follows.[\/p][p]Planned	adjustments:	Unstable	Bomber	(keyword),	Doombringer,	Predator,	Bullseye,	and	Rapid	Sniper	(Blueprint).[\/p]
[p]For	more	information,	see	the	[\/p][p][\/p][p][dynamiclink	href=\"https:\/\/store.steampowered.com\/news\/app\/2139460\/view\/832716485248947451\"][\/dynamiclink]To	continuously	improve	the	gameplay	experience,	we	plan	to	implement	a	fixed	schedule	of	monthly	balance	updates.	Weapon	balance	adjustments	will	be	based	on	community	feedback	and	the	usage	rate	of	different	builds	across	various	combat	situations.	We	will	balance	builds	through	stat	changes,	suffix	adjustments,	or	full	reworks.	After	each	adjustment,	we	will	continue	monitoring	the
build's	effectiveness	and	usage	rates	to	assess	whether	further	adjustments	are	necessary.[\/p][p]Monetization	Experience	Optimizations[\/p][p]1.	You	can	now	display	weapon	skins	on	Weapon	Racks	and	related	facilities.	Removing	a	skin	will	revert	the	weapon	to	its	default	appearance.[\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/42949884\/78fe235cf629a84e89d61f4d73e15694b5b183bc.jpg\"][\/img]2.	Improved	the	Actions	interface	and	added	sort	and	filter	functions.[\/p][p]3.	Optimized	the	dynamic	appearance	of	certain	outfits.[\/p][p]Permanent
Servers[\/p][p]Optimized	the	permanent	server	(non-shutdown	server)	infrastructure.	The	player	capacity	of	permanent	servers	has	been	increased.[\/p][p]Events[\/p][p]Removed	the	carousel	display	of	current	Wish	Machine	prize	pools	from	the	Events	window.[\/p][p]Item	Drops[\/p][p]Removed	Controllers	from	the	Stronghold	Conquest	drops.[\/p][p]Construction[\/p][p]PC	players	can	now	dismantle	buildings	and	facilities	during	placement	preview,	without	returning	to	the	previous	screen.	Not	applicable	in	Once	Human:	RaidZone.[\/p][p]Eternaland[\/p]
[p]Optimized	the	Eternaland	spawn	locations.[\/p][p]Other[\/p][p]1.	Optimized	the	click	prompt	at	the	entry	point	to	the	Scenario	Progress	screen.[\/p][p]2.	Added	a	Track	indicator	to	tasks	in	the	Scenario	Challenge	category	tab.[\/p][p]3.	Optimized	some	visual	effects	in	the	Scenario	Challenge	interface.[\/p][p]4.	Reduced	the	loudness	of	the	player's	own	footsteps.[\/p][p]5.	Optimized	the	appearance	of	the	full-screen	pop-up	in	the	new	player	tutorial.[\/p][h3]Bug	Fixes[\/h3][p]Endless	Dream	-	Early	Access[\/p][p]1.	Fixed	an	issue	where	the	task	\"Defeat	5
Nightmare	TVs	in	the	Dream	Zone\"	could	be	completed	by	defeating	Morphic	Crates.[\/p][p]2.	Fixed	an	issue	where	the	Eternal	Dreamer's	domain	shield	would	suddenly	disappear.[\/p][p]3.	Fixed	an	issue	where	recalling	Deviations	or	using	tactical	items	such	as	drones	or	the	Portable	MG	Turret	resulted	in	explosions.[\/p][p]Events[\/p][p]Fixed	the	issues	in	Stargate	Rush	where	Floating	Aerogel	could	not	be	used	and	Gravity	Absorber	did	not	take	effect.[\/p][p]Visional	Wheel[\/p][p]Fixed	an	issue	affecting	the	base	color	of	Starfall	Fox	Skin.	Standardized	the
colors	of	Starfall	Inversion	animal	hides	in	Star	Advent	Loot	Crates.	Previously	obtained	animals	will	not	be	affected.[\/p][p]Deviation[\/p][p]Fixed	an	issue	affecting	the	displayed	morphed	status	and	level	of	certain	Deviations	in	the	Transit	Storage	on	mobile.[\/p][p]Eternaland[\/p][p]Fixed	an	issue	where	custom	images	were	not	displayed	on	Eternaland's	Island	Namecards.[\/p][p]Other[\/p][p]1.	Fixed	an	issue	where	the	displayed	Durability	did	not	update	in	real	time	when	using	Hotbar	items.[\/p][p]2.	Fixed	an	issue	affecting	the	sound	effects	when	walking	on
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[],\"automatically_push_updated_source\":false}","announcement_body":{"gid":"512959549469100057","clanid":"43315153","posterid":"0","headline":"Spread	Fear	in	The	Unseen	Update","posttime":1750178878,"updatetime":1750188479,"body":"[p]Our	third	[b]Major	Update	[\/b]for	[b][i]Hades	II	[\/i][\/b]is	finally	here,	focused	on	expanding	core	combat,	Guardian	encounters,	and	character	relationships,	with	lots	of	new	visual	flair![\/p][previewyoutube=\"2Gv0eQjJ-gY;full\"][\/previewyoutube][p][\/p][h1]About	the	Update[\/h1][p]With	[b]The	Unseen
Update[\/b],	expect	[i][b]Hades	II[\/b][\/i]	to	be	bigger	and	better	than	before:	[\/p][list][*][p]Discover	the	[b]Hidden	Aspects	[\/b]of	the	[b]Nocturnal	Arms[\/b]!	Each	main	weapon	has	an	all-new	new	fighting	style	to	unlock.	[\/p][\/*][*][p]Speak	the	[b]Vow	of	Rivals	[\/b]at	the	[b]Oath	of	the	Unseen	[\/b]to	take	on	stronger-than-ever	[b]Guardians[\/b],	each	with	unique	surprises![\/p][\/*][*][p]Unleash	[b]Godsent	Hexes	[\/b]on	your	foes,	dazzling	Moon	magick	upgraded	with	the	power	of	the	Olympians.[\/p][\/*][*][p][b]Forge	Bonds	[\/b]with	a	variety	of	characters	in
many	new	optional	story	events	that	bring	you	closer	than	before.[\/p][\/*][*][p]Harness	the	revamped	[b]Umbral	Flames[\/b],	now	offering	a	snappier	fighting	style	for	keeping	your	foes	at	bay.[\/p][\/*][\/list][p]This	update	also	features	lots	of	new	artwork	and	visual	flourishes,	exciting	new	music	tracks	such	as	the	one	in	our	new	trailer,	new	Warden	encounters,	many	new	story	events,	and	more.	We're	excited	to	hear	what	you	think	of	it	all![\/p][p][\/p][h1]How	to	Get	the	Update[\/h1][p][b]The	Unseen	Update	[\/b]is	a	free,	automatic	download	as	part	of	the
Early	Access	development	of	[i][b]Hades	II[\/b][\/i].	If	you've	come	directly	to	this	post,	check	out	the	game	here:	[dynamiclink	href=\"https:\/\/store.steampowered.com\/app\/1145350\/Hades_II\/\"][\/dynamiclink]You	may	need	to	restart	your	Steam	client	to	initiate	the	download.	If	you	run	into	[b]any	technical	issues[\/b]	with	the	update	or	the	game	in	general,	please	check	our	[url=\"https:\/\/steamcommunity.com\/app\/1145350\/discussions\/1\/4361248648383659778\/\"][b]Technical	Support	FAQ[\/b][\/url]	for	solutions.[\/p][p]As	always,	the	complete
[url=\"https:\/\/store.steampowered.com\/news\/app\/1145350\/view\/512960174905888548\"]Patch	Notes[\/url]	are	available	here	on	Steam,	in	the	game	client,	in	the	form	of	a	dramatic	reading	[i](see	below)[\/i],	and	in	[url=\"discord.gg\/Supergiant\"]our	official	Discord[\/url],	where	you	can	join	a	welcoming	community	of	[i][b]Hades	II[\/b][\/i]	players	and	Supergiant	fans.[\/p][previewyoutube=\"Luy1bWjMOeA;full\"][\/previewyoutube][p][\/p][h1]Development	Progress[\/h1][p]After	more	than	a	year	of	Early	Access	development,	we're	now	starting	to	prepare
for	our	v1.0	launch!	We're	heading	into	the	final	phase	of	[i][b]Hades	II[\/b][\/i]	development,	which	involves	adding	the	story's	true	ending	and	other	finishing	touches.	Please	note	[u]we	do	not	yet	have	a	v1.0	launch	date[\/u],	though	we'll	share	more	as	soon	as	we	can.	We	really	appreciate	your	patience	on	this![\/p][p][img	src=\"{STEAM_CLAN_IMAGE}\/43315153\/527c3f7f1067bd540a52abc09722bef696050f58.png\"][\/img][\/p][p]In	terms	of	what	we're	working	on,	after	any	follow-up	patches	to	[b]The	Unseen	Update[\/b]	that	smooth	out	any	issues,	we'll
focus	on	these	major	initiatives:	[\/p][list][*][p][b]The	True	Ending:	[\/b]The	conclusion	of	Princess	Melino\u00eb's	story	is	the	main	addition	we're	planning	for	our	v1.0	launch.	We	have	no	plans	for	additional	regions,	encounters,	abilities,	and	so	on.[\/p][\/*][*][p][b]Achievements[\/b]:	With	the	game	structure	fully	intact,	we'll	be	adding	Achievements	in	the	lead-up	to	launch.	Note	you	will	[i]not[\/i]	need	to	start	from	the	beginning	to	earn	any	Achievements.[\/p][\/*][*][p][b]Finishing	Touches[\/b]:	We're	continuing	to	polish	and	refine	all	the	content	we've
introduced	in	[i][b]Hades	II[\/b][\/i],	from	Boons	and	powers	to	artwork	and	story	events.[\/p][\/*][\/list][p]Sometimes	the	last	stretch	of	development	on	a	game	can	make	all	the	difference,	so	we	have	always	taken	this	phase	seriously	and	appreciate	your	continued	support.[\/p][p][\/p][h1]Onward	to	v1.0![\/h1][p]As	we	wind	down	our	Early	Access	phase,	our	goal	remains	ensuring	we've	created	our	biggest,	most	replayable,	most	feature-rich	game	yet,	and	\u2014	most	importantly	\u2014	a	worthy	successor	to	the	original	[i][b]Hades[\/b][\/i].[\/p][p]We	have	a
big	game	to	wrap	up!	While	we	can't	yet	say	when	our	v1.0	launch	will	be,	we're	very	excited	to	be	getting	close,	and	to	share	the	complete	experience	with	you.	This	also	means	some	of	the	most	important	work	on	[i][b]Hades	II[\/b][\/i]	is	still	to	come,	so	[i]may	moonlight	guide	us![\/i]	And	to	all	our	Early	Access	players,	thank	you	for	being	here,	and	sharing	your	impressions	of	[b]The	Unseen	Update	[\/b]with	us.[\/p]","commentcount":241,"tags":
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stuff	to	a	minimum.However,	these	announcements	are	quite	exciting.	Mina	the	Hollower	getting	a	release	date	is	cool.Okay,	let's	talk	about	a	known	but	returning	mechanic,	Events	in	Slay	the	Spire![h3]Event	Rooms[\/h3]Sometimes	when	you	enter	those	question	mark	looking	rooms	on	the	map	you'll	find	yourself	in	an	event!	We've	made	them	more	dramatic	by	having	the	event	image	take	up	the	whole	screen,	and	some	of	the	events	will	have	cute	animations,	particles,	and	glowing	effects	too.[img]
{STEAM_CLAN_IMAGE}\/29087962\/3c90482226b92cab32f5f2a564449e40d63bae7b.gif[\/img]This	time	around,	we're	trying	to	avoid	having	any	options	where	you	simply	do	nothing	and	pass	through.	[img]{STEAM_CLAN_IMAGE}\/29087962\/8ba7697a3fdc5df67b8e3c9683a68bbe5dac83ff.gif[\/img]But	not	all	of	these	events	are	beneficial.	The	types	of	events	vary	between	Acts,	what	state	you're	in,	and	they	don't	all	have	positive	choices	for	the	player!	Don't	just	seek	the	unknown.	Sometimes	it's	better	to	take	down	enemies	in	order	to	strengthen	your
deck.[img]{STEAM_CLAN_IMAGE}\/29087962\/4d313f84c4fd6ef4cc924a2dfc2f145ace3e9dae.jpg[\/img]There	are	50+	events	in	[i]Slay	the	Spire	2[\/i]	so	far	and	they're	balanced	to	provide	difficult	decisions	each	time	you	enter	them	just	like	before.	We're	always	experimenting	with	what	may	or	may	not	be	interesting	so	sometimes	the	artwork	or	writing	is	in	a	rough	form	for	a	good	while.We	hope	to	share	this	experimental	process	with	you	all	once	we	hit	Early	Access.	Repy	needs	you.[h3]Q&A	with	C&A[\/h3][b]Faely	asks:[\/b]	do	you	plan	to	collab	with
Vampire	Survivors?	I'd	love	to	hunt	vampires	with	the	Ironclad![b]Casey:[\/b]	I	haven't	played	Vampire	Survivors	in	a	while,	but	this	question	reminds	me-	are	there	actually	any	vampires	in	the	game??[b]Uitle233	and	a	bunch	of	other	people	ask:[\/b]	Are	there	plans	to	launch	the	sequel	on	the	upcoming	Nintendo	Switch	2	platform?[b]Casey:[\/b]	If	the	console's	popular	and	there's	demand	we'll	port!	I	want	the	game	to	be	playable	on	a	lot	of	different	platforms.	This	is	not	a	true	confirmation,	just	my	general	philosophy.[b]sol	asks:[\/b]	if	there	are	gonna	be
multiple	options	for	starting	decks	for	classes	or	is	it	just	gonna	be	strike	and	defences	again[b]Casey:[\/b]	There	are	no	different	starting	decks	as	players	would	just	choose	the	best	one	and	they	could	lean	too	hard	towards	specific	archetypes.	Instead	we're	messing	about	with	more	choices	at	the	start	of	the	run	(i.e.	with	Neow)[b]Jacob	Delaney	asks:[\/b]	Will	Grand	Finale	return	for	The	Silent?	It	was	my	favorite	card	in	Slay	the	Spire	:)[b]Casey:[\/b]	We'll	bring	it	back	for	you,	Jacob.[b]Ratman	asks:[\/b]	Will	we	see	more	stuff	about\/involving	Mazaleth?	He's
by	far	the	most	interesting	character	in	the	lore	to	me.[b]Casey:[\/b]	yes[b]Zachray2K	asks:[\/b]	Slay	the	Spire	features	some	monsters	inspired	by	real-world	animals,	like	Jaw	Worm	and	Louses.	Personally,	I	don\u2019t	find	them	very	cute\u2014so	I	wonder	if	Slay	the	Spire	2	might	introduce	some	cuter	animal-based	enemies.[b]Casey:[\/b]	First	of	all,	I	think	the	louse	is	cute	so	you're	hurting	its	fuzzy	feelings.	Either	way,	our	art	director	Marlowe	is	VERY	adept	at	drawing	cute	things;	it's	actually	a	minor	problem.	If	you	don't	find	enough	cute	things	in	Slay
the	Spire	2	I	would	be	shocked.	SHOCKED	I	tell	you.[h3]Q&A...	with	Anailis	and	Bruce![\/h3]Demi	the	CM	here!	If	you're	interested	in	hearing	more	about	how	the	art	of	[i]Slay	the	Spire[\/i]	came	to	be,	check	out	[url=https:\/\/www.moregamesplease.com\/art-in-boardgames\/2025\/5\/27\/anailis-dorta-amp-bruce-brenneise-slay-the-spire-art-in-board-games-76]More	Games	Please's[\/url]	interview	with	StS1's	dedicated	artists	Bruce	Brenneise	and	Anailis	Dorta	(the	latter	of	whom	is	also	working	on	StS2,	as	seen	in	the	event	art	above)!![h3]Spire
Spotting[\/h3]It's	time	to	spot	some	Spire-dwellers!!	First,	a	recap	of	last	month's	shadow	monster:[img]{STEAM_CLAN_IMAGE}\/29087962\/92194ed1eba73f7586a6655bd2cd07fe4c1b9d35.gif[\/img]Our	research	has	concluded,	and	we	can	now	share	the	results	of	your	hypotheses...[img]{STEAM_CLAN_IMAGE}\/29087962\/616130f98dd869f3f3692ccb06827f940e1bd5bc.jpg[\/img]The	award	for	most	Defect-ive	goes	to	\u5520\u4e2abeaker!	This	seems	to	be	a	recurring	theme	amongst	some	of	the	guesses	each	month...[img]
{STEAM_CLAN_IMAGE}\/29087962\/674b16eee072f338c21ee799f63969d497036c14.jpg[\/img]The	award	for	least	correct	has	to	go	to	Funguy,	who	definitely	lives	up	to	their	name	at	least	:)[img]{STEAM_CLAN_IMAGE}\/29087962\/7d5641decfb2ae98623df0b2fe206996dca2e8e1.png[\/img]While	many	different	researchers	captured	different	elements	of	the	creature,	Szybarek	seems	to	have	come	the	closest	overall--congrats!Thank	you	to	the	other	fine	artist-scientists	who	contributed	this	month:[img]
{STEAM_CLAN_IMAGE}\/29087962\/4dd0ad24cff4de26071d4cba249e9cf12646ea96.png[\/img]Credit	from	left	to	right:	WildSamich,	Coquillette,	Teh	Quiper,	Cannoliy,	Syrupybug,	Colin,	jangjorim,	someitoj,	JellyfishLightning.So	what	does	this	mysterious	being	look	like	anyways?[img]{STEAM_CLAN_IMAGE}\/29087962\/9ecaeb7076ec3594f0522601d69697e929add56b.gif[\/img]KELP!!	...I	mean	HELP!!	This	seaweedy	ball	of	spite	is	currently	being	referred	to	as	a	\"seapunk\"	internally--but	our	taxonomists	are	prone	to	changing	their	minds,	after	all.	Now,
with	that	out	of	the	way...[img]{STEAM_CLAN_IMAGE}\/29087962\/2a530a09991c204a1ca52be965c5786e460b5392.gif[\/img]Another	shadowy	menace	has	appeared	before	our	very	eyes!	If	you	have	any	ideas	as	to	what	it	could	be,	be	sure	to	submit	them	via	fanmail@megacrit.com	or	in	our	[url=https:\/\/discord.gg\/slaythespire]Discord's[\/url]	fanart	channel![h3]Pride	with	Friends![\/h3][img]{STEAM_CLAN_IMAGE}\/29087962\/610df4898a6bc3916b23ea58d419dc85de02350a.png[\/img]The	third	annual	Pride	with	Friends	charity	streaming	event	is
happening	on	[b]June	27-29[\/b],	hosted	by	[url=https:\/\/www.twitch.tv\/panacea108]Panacea[\/url]	on	Twitch!	There	will	be	competitive	seeded	runs,	speedrunning,	and	casual	[i]Spire	with	Friends[\/i]	co-op	runs,	all	of	which	YOU	can	sign	up	to	participate	in	now!	There	will	also	be	trivia	and	guest	appearances	from	the	dev	team	(including	me,	Demi,	hi!)	All	proceeds	from	donations	will	go	towards	the	Trevor	Project,	so	be	sure	to	tune	in	and	support	a	great	cause!	Check	out	more	info,	including	the	schedule	and	sign	up	form,
[url=https:\/\/www.reddit.com\/r\/slaythespire\/comments\/1l3lcli\/pride_with_friends_community_event_competitions\/]here[\/url]!	Credit	for	the	cute	event	art	goes	to	[url=https:\/\/x.com\/okureito]@okureito[\/url]	Best	traits	for	equipment/items?	Item	traits	in	Firis	has	a	lot	of	change	from	Sophie.	(And	many	of	them	has	nerfed	to	the	ground.)So,	I'm	a	bit	at	loss	when	try	to	figure	it	out	which	trait	that	I	should	looking	for	when	synthesis	each	piece	of	equipment/item.Right	now	I	just	use	this	set	of	traits.Weapon:	Well	Rounded	Power,	Power	of	god,
OverpowerArmor:	Well	Rounded	Power,	All	stat	super,	HP	MP	Super	enchant.Accessary:	Well	Rounded	Power,	All	stat	super,	HP	MP	Super	enchant.Attack	Item:	Multiply,	Ultimate	destruction,	Crush	dimensionHealing	Item:	Multiply,	Ultimate	Recovery,	Intense	RecoverySupport	Item:	Multiply,	Mach	Throw,	Crush	DimensionI	can	do	some	boss	grind	right	now	(South	Aouro	Snowfield	on	hard	difficulty).So,	I	think	I	can	hunt	some	boss	to	find	a	better	trait	if	neccessary.Just	want	to	know	which	trait	that	I	should	looking	for	and	where	to	find	it,	thannk	you.	Last
edited	by	YoyoTanya;	14	Mar,	2017	@	8:47am	Note:	This	is	ONLY	to	be	used	to	report	spam,	advertising,	and	problematic	(harassment,	fighting,	or	rude)	posts.	Loading...	Sorry,	an	error	occurred.	I	come	bearing	good	news	and	bad	news.	The	good?	RPG	The	Legend	of	Heroes:	Trails…	While	it	will	no	longer	be	released	in	the	West	for	Nintendo	Switch,	Idea	Factory	International…	Raidou	Remastered:	The	Mystery	of	the	Soulless	Army	was	originally	released	before	Persona	3.	That	was…	There	is	arguably	no	bigger	name	in	the	world	of	interactive	films	and
FMV	games	than…	As	I	mentioned	in	my	review	of	the	Nintendo	Switch	2	hardware,	one	of	the	most…	Check	Endgame	Farming	for	trait	locations	Builds	Endless	Firis	(support)	This	is	a	Quick	build	for	Firis,	she	gets	nearly	infinite	turns	and	selects	other	chars	using	Hotspring	Eggs.	Her	lack	of	a	secondary	weapon	means	she's	missing	3	trait	slots,	so	she's	not	as	good	as	others	for	actually	delivering	damage.	Equip	Traits	Endless	Quest	Staff	Honed	Blade	/	Kind	Soul	/	Flow	of	Gusts	Alchemy	Mantle	Alchemic	Star	/	Ray	of	Hope	/	Awakening	Courage	Acc	1:	Blue
Crystal	Ring	Evolving	Item	/	Guide	Intuition	/	Attractive	Force	Acc	2:	Element	Guard	Evolving	Item	/	Guide	Intuition	/	Attractive	Force	Normal	Attack	Build	Optimized	for	damage	using	normal	attacks.	Adds	fire,	ice,	and	magic	damage,	and	also	life	drain	to	counteract	Evil	God's	HP	loss.	The	main	advantage	of	normal	attacks	over	skills	is	chain	attack,	you	can	proc	extra	hits	based	on	speed.	Equip	Traits	Weapon	1	Hammer	of	Justice	/	Evil	God's	Power	/	Black	Abyss	Weapon	2	Hammer	of	Justice	/	Dreadful	King	/	Twin	Powers	Armor	Ray	of	Hope	/	Awakening
Courage	/	G.	Memory:	(weapon)	Acc	1:	Blue	Crystal	Ring	Evolving	Weapon	/	Twin	Powers	/	Dragon	Aura	Acc	2:	Coin	of	Fortune	Evolving	Weapon	/	Twin	Powers	/	Dragon	Aura	Ultimate	Item	Build	(Sophie)	Any	alchemist	can	use	something	similar,	Sophie	just	has	the	best	damage	effects	on	her	staves.	This	is	meant	to	be	used	with	some	chain-building	setup,	so	it	includes	Burst	power	traits	like	Kind	Soul/Permeating	Flame.	Equip	Traits	Blessing	Staff	Honed	Blade	/	Kind	Soul	/	Permeating	Flame	Blessing	Staff	Honed	Blade	/	Kind	Soul	/	Permeating	Flame
Alchemy	Mantle	Alchemic	Star	/	Ray	of	Hope	/	Awakening	Courage	Acc	1:	Element	Guard	Evolving	Item	/	Cunning	Wit	/	Permeating	Flame	Acc	2:	Coin	of	Fortune	Evolving	Item	/	Cunning	Wit	/	Permeating	Flame	Kald	(buffs)	Kald	has	a	passive	that	boosts	the	effects	of	buff	items	he	uses,	this	stacks	additively	with	Ambrosia	Garland's	Gospel	effect.	I	don't	remember	why	he	has	those	weapon	traits	(there	was	a	reason...),	his	other	traits	lean	towards	defense.	Equip	Traits	Radiant	Weise	Hammer	of	Justice	/	Dreadful	King	/	Super	Skill	Hidden	Dagger	Hammer	of
Justice	/	Dreadful	King	/	Super	Skill	Plate	Vest	Ray	of	Hope	/	Indomitable	Soul	/	Evolves	the	Body	Acc	1:	Element	Guard	Evolving	Item	/	Evolving	Mitigation	/	Burning	Passion	Acc	2:	Ambrosia	Garland	Evolving	Item	/	Evolving	Mitigation	/	Unwavering	Spirit	Infinite	Oskar	(chain	building)	something	something	shovelfly	something	Oskar's	passive	allows	him	to	get	infinite	turns	when	stacking	Quick.	You	can	spam	either	low	power	Lightning	Bombs	or	Slow,	along	with	Firis	using	a	similar	build	spamming	a	debuff	item,	to	build	an	absurd	amount	of	Chain.	Equip
Traits	Mistral	Bringer	Any	Zweipiece	Any	Plate	Vest	Power	of	Evolution	/	G.	Memory:	Axe	/	G.	Memory:	Gun	Acc	1:	Element	Guard	Gold	Radiance	/	Guide	Intuition	/	Attractive	Force	Acc	2:	Magic	Stone	Chain	Gold	Radiance	/	Guide	Intuition	/	Attractive	Force	Support	Items	I	believe	in	full	setups	and	support	items,	these	are	where	the	battle	begins.	Once	you're	set	up,	you	can	typically	one-shot	just	about	anything.	Hotspring	Egg	(Eat	and	Recover	S	/	Salty):	Perpetual	Motion	/	One	Time	End	/	Enhance	with	Count	Basic	turn	pull	item,	use	to	adjust	turn	orders	as
needed.	Plachta	can't	use	food,	so	she'll	need	something	like	an	Ertona	Salve	with	Positive	Risk.	Rainbow	Transformer	(Crit	Rate	Up	L	/	HP	Regen	L	/	Hit	Rate	Up	L	/	Evasion	Up	L):	Verdict	of	Rage	/	God	Destroy	/	Enhance	with	Count	Primary	buff	item.	Crit	Rate	Up	affects	item	crit	rates	in	this	game,	so	this	allows	you	to	auto-crit	without	putting	crit	traits	on	your	items.	I	always	buff	this	first,	so	I	don't	use	crit	traits	on	any	of	my	attack	items.	Rainbow	Transformer	is	treated	as	an	attack	item	for	some	reason,	so	you	can	use	Verdict	of	Rage	for	an	all	stat	buff.
Verdict	is	stronger	than	all	other	buffs,	including	Limit	Break	(second	strongest),	and	the	Blessings.	Many	buff	effects	are	limited	to	+100%	trait	bonus.	God	Destroy	+	Enhance	with	Count	gives	89%,	which	is	as	close	as	you	get	without	resorting	to	One	Time	End.	Rainbow	Transformer	(Crit	Power	Up	L	/	Auto	Revive	L	/	Cut	Wait	Time	L	/	Evasion	Up	L):	Verdict	of	Rage	/	Enhance	with	Count	/	Mach	Throw	This	is	the	Crit	Power	version,	for	when	you	want	even	more	damage.	Should	probably	be	used	before	the	previous	one	cause	the	Verdict	is	weaker.	Crit
Power	Up	is	unaffected	by	traits,	so	you	can	really	put	whatever	(though	it's	somewhat	limited	cause	Transformer	takes	attack	traits,	not	healing/support).	Dragon	Elixir	(HP	Regen	L	/	Auto	Revive	L	/	Expand	Effect	Area	+	/	Temp	Stamina	Up	M):	Limit	Break	/	Soul	Dwelling	/	Multi	Bonus	Ultimate	full	party	buff	item.	All	stats,	level,	chain	hit	chance,	max	HP,	regen,	auto	res.	Limit	Break	is	not	quite	as	good	as	Verdict,	but	you	can't	put	Verdict	on	healing/support.	Limit	Break's	HP	reduction	is	fixed	by	Temp	Stamina	Up,	the	gauge	reset	effect	means	you	should
probably	Limit	usage	to	the	beginning	of	battles.	Ertona	Salve	(HP	Recovery	S	/	Auto	Activate	50%	/	Cures	No	Heal):	Devil	Shield	/	Cures	All	Illness	/	Ancient	Blessing	This	is	a	defensive	survival	item	that	triggers	if	your	HP	drops	below	50%.	Devil	Shield	reduces	the	damage	of	the	next	hits	you	receive	to	1.	You	want	the	healing	itself	to	be	weak	so	you	can	stay	below	50%	HP	and	have	it	trigger	again	even	if	you're	only	taking	1	damage.	The	other	traits	are	to	heal	break	and	counter	the	ailments	caused	by	Devil	Shield.	No-Doc	(HP	Recovery	M):	Negative	Risk	/
Perpetual	Motion	/	Mach	Throw	This	is	a	turn	pushback	item,	useful	for	"ending"	your	(near-)infinite	turn	or	otherwise	being	nice	and	letting	other	people	have	a	turn.	Attack	Items	As	noted	above,	I	use	Rainbow	Transformer	for	crit	rate,	so	I	don't	use	Half	Critical	+	One	Hit	Kill.	There	are	other	effective	traits	like	No	Attribute.	I	use	One	Time	End	a	lot	because	on	the	higher	difficulties,	attack	items	weaken	the	more	they're	used	in	a	battle,	so	you'd	only	use	each	one	once	anyway.	Blitz	Core:	Void	(Severing	Flash	/	Steals	Lots	of	Life):	Twin	Powers	/	One	Time
End	/	Enhance	with	Count	Use	count	based	bonus	traits	are	the	strongest	in	this	game,	and	the	cores	have	the	highest	use	count,	so	this	is	one	of	the	strongest	attack	items.	Wandering	Globe	(Giant's	Blow	/	Shooting	Stars):	Twin	Powers	/	One	Time	End	/	Enhance	with	Count	The	multiple	hits	for	this	synergize	better	with	Coin	of	Fortune	for	higher	damage	than	Void	Core	outside	of	Burst.	In	Burst,	the	chain	bonus	only	applies	to	the	final	hit,	so	the	multi-hit	is	not	as	good.	Blitz	Crystal	(Hammer	of	God	/	Very	Numbing	/	Expand	Effect	Area	+	/	Call	Tempest):	No
Attribute	/	Enhance	with	Count	/	Twin	Powers	Multi	target,	turn	delay,	timecards.	Lightning	Crystal	(Hammer	of	God	/	Very	Numbing	/	Expand	Effect	Area):	No	Attribute	/	Enhance	with	Count	/	Count	Boost	This	is	more	of	a	pre-exam	item,	but	because	of	the	multi-hitting	and	higher	use	count,	the	damage	is	competitive	with	Blitz	Crystal.	Heaven's	Cleanser	(Gift	from	Heaven	/	Remove	Enhancements	/	Consume	MP	M	/	Pacification	M):	No	Attribute	/	Enhance	with	Count	/	Twin	Powers	Generic	sweeper	item,	will	one-shot	most	general	stuff.	Lightning	Bomb
(Lightning	Damage	S):	Power	of	Truth	/	Perpetual	Motion	/	Mach	Throw	This	is	a	low	power	filler	item	for	chain	building.	Power	of	Truth	is	-50%	item	power,	Perpetual	Motion	is	-75%,	so	this	should	only	deal	~2	damage,	allowing	you	to	increase	chain	count	quickly	without	killing	your	target.	Healing	Items	Breezy	Aroma	(Healing	Aroma	/	HPMP	Recovery	S	/	Awakening	/	Activate	Split):	Cures	All	Illness	/	Dragon	Soul	/	Full	of	Spirit	This	is	basically	the	only	healing	item	you'll	ever	need.	HP,	MP,	KO,	Break,	ailments,	timecard.	Full	of	Spirit	gives	you	a	free	turn
most	of	the	time.	Spark	Mallet	(Cures	Sleep	/	Great	Feeling	/	Cures	Curse	/	Expand	Effect	Area	++):	Cures	All	Illness	/	Dragon	Soul	/	Full	of	Spirit	The	not-healing-item	healing	item,	usable	by	the	more	gar	characters.	HP,	KO,	Break,	more	ailments.	You	can	make	a	similar	Dragon	Elixir	instead.	Puni	Jelly	(Alive	/	HPMP	Recovery	M	/	Activate	Division):	Ancient	Blessing	/	Positive	Risk	/	Enhance	with	Count	This	is	a	healing	item	with	turn	shifting	(Positive	Risk)	built	in.	It'll	pull	the	target's	turn	forward	every	time	the	timecard	activates.	Debuff	Items	N/A	(Infinity
Explosion	/	Fusion	Effect	/	Power	Overwhelming	/	High	Pressure):	Enhance	with	Count	/	Trait	Super	Enhance	/	God	Destroy	The	non-attribute	style	damage	effects	(this,	Flame	of	the	End)	got	nerfed	at	some	point,	so	this	is	not	a	very	good	attack	item.	The	main	purpose	is	for	Fusion	Effect,	which	decreases	resistances	by	2	levels.	Also	adds	a	decent	amount	of	Break.	Craft	(any):	Verdict	of	Rage	/	whatever	Defense	is	actually	inverted	when	it	comes	to	item	damage	(higher	defense	=	higher	damage),	so	you	want	to	buff	Verdict	to	maximize	enemy	defense.	You
can	stick	on	Powerless	and	Slowness	Curse,	should	overwrite	the	attack	and	speed	buffs	from	Verdict.	Blitz	Cores	(Steal	stats):	Perpetual	Motion	/	Mach	Throw	/	Sonic	Throw	The	"Steal"	debuffs	are	separate	from	and	multiplicative	with	the	standard	stat	debuffs.	None	of	the	steal	effects	are	affected	by	traits.	The	steal	buffs	are	also	multiplicative	with	standard	buffs,	you	can	cycle	them	to	get	999	stats,	but	that's	a	topic	for	another	day.	Last	Updated:	November	14,	2024Comments	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you
with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.


