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GIANTS	Software	has	announced	the	release	of	Farming	Simulator:	Signature	Edition	for	the	Nintendo	Switch	2,	set	to	launch	this	winter.	This	edition	promises	a	comprehensive	gaming	experience	featuring	over	400	machines,	a	variety	of	crops,	and	three	diverse	maps,	perfect	for	fans	looking	to	cultivate	their	agricultural	empire.	For	further
information,	visit	the	official	Farming	Simulator	website	target="_blank".The	teaser	trailer	for	NO	LIFE:	Zombie	Survivor	has	just	been	released,	introducing	a	thrilling	roguelite	experience	where	players	navigate	a	pixelated	apocalypse,	battling	hordes	of	zombies.	Players	can	enhance	their	abilities	and	even	upgrade	their	canine	companion	with
unique	gear	such	as	a	wearable	lawnmower.	The	game	will	be	available	on	PC	through	Steam,	with	a	demo	launching	later	this	year;	you	can	stay	updated	via	the	game's	Steam	page.Backrooms	Level	X,	a	chilling	survival	horror	game	by	Firenut	Games,	is	now	available	on	PC	via	Steam.	Players	will	explore	eerie	liminal	spaces	while	encountering
elusive	horrors	in	an	expansive	labyrinth.	The	game	is	offered	at	$9.99	and	currently	features	a	limited-time	launch	discount;	find	more	details	on	its	Steam	page.Indie	duo	Powerhoof	has	unveiled	their	pulpy	adventure	game	The	Drifter,	set	to	launch	on	multiple	platforms,	including	PC	on	July	17,	2025.	A	demo	is	currently	available	for	players	eager
to	experience	this	thrilling	point-and-click	narrative.	For	additional	information,	check	out	the	Steam	listing.In	a	recent	episode	of	the	ReadyAimFire	podcast,	Doug	Cocklethe	voice	of	Geralt	from	The	Witchershared	stories	about	almost	losing	his	iconic	role	and	his	experiences	during	the	filming	of	Alan	Wake	2.	Cockle	emphasized	the	increasing
pressure	actors	feel	in	the	industry	while	expressing	his	excitement	for	future	projects.	Listen	to	the	full	podcast	here.A	new	tactical	RPG,	Successor,	launched	today	in	Early	Access	on	Steam,	set	in	a	dark	fantasy	world	with	a	unique	diorama	art	style.	This	turn-based	strategy	game	promises	engaging	rogue-lite	mechanics	and	an	immersive	combat
system	that	combines	real-time	elements	with	tactical	pauses	for	planning.	Players	can	explore	further	at	the	game's	Steam	page.Achilles:	Survivor	is	preparing	for	its	console	launch	after	a	successful	Early	Access	run	on	PC.	Players	will	embody	characters	from	Greek	mythology,	facing	waves	of	enemies	and	utilizing	building	mechanics	to	gain	an
advantage	in	combat.	This	interesting	blend	of	genres	is	set	to	arrive	on	various	consoles,	and	players	can	find	more	on	the	game's	Steam	page.Path	of	Fire	Raptor	mount	is	the	first	mount	that	you	obtain	in	Guild	Wars	2:	Path	of	Fire.	You	can	live	through	all	your	Jurassic	Park-fueled	fantasies	you	had	as	a	kid.	The	raptor	can	jump	far,	smack	enemies
with	its	tail,	and	more.	Investing	Mastery	Points	will	buff	the	things	he	can	do	even	further.	The	raptor	will	be	essential	to	solving	some	early-game	puzzles,	too,	and	even	to	unlocking	the	second	mount.	With	that	in	mind,	weve	put	together	this	guide,	telling	you	how	to	get	Raptor	mount	in	Path	of	Fire.How	to	unlock	Raptor	Mount	in	GW	2	Path	of
Fire?Unlocking	the	raptor	is	pretty	much	inevitable.	As	you	play	the	main	quest,	pretty	soon	after	the	prologue,	youll	get	a	mission	where	you	must	rescue	raptors.	After	you	save	them	and	the	villagers,	youll	have	to	save	the	village	from	the	fires.	The	game	will	then	prompt	you	to	have	a	chat	with	Aksim,	and	thats	how	you	get	your	raptor	mount.
From	there,	you	can	use	your	first	mount	to	go	and	explore	areas	that	were	previously	unavailable	to	you.	Get	to	know	the	raptor	well;	hell	be	your	best	friend	for	a	good	while.Masteries	for	the	RaptorEven	though	the	raptor	is	your	first	mount,	its	still	really,	really	useful.	He	can	leap	great	distances,	hit	enemies	with	his	tail	spin,	and	more.	You	also
cant	unlock	the	Springer	mount	without	it.	The	abilities	are	as	follows:	Ravenous	Strike	(boosts	tail	spin	damage),	Round	Up	(pulls	in	enemies	with	tail	spin),	Canyon	Jumping	(increased	jump	distance),	and	Ravenous	Discipline	(all	other	mounts	get	Ravenous	Strike).	Its	pretty	awesome	that	in	Path	of	Fire,	boosting	your	mount	actually	gives	bonuses
to	other	mounts,	too.	So,	wherever	you	invest	your	Path	of	Fire	Mastery	Points,	all	your	mounts	will	benefit.Springer	is	the	second	mount	youll	get	in	Guild	Wars	2:	Path	of	Fire.	Its	a	giant	rabbit	that	can	jump	really	high	and	reduce	your	fall	damage.	In	order	to	get	it,	youll	need	to	upgrade	the	raptors	skills	several	times,	then	follow	to	a	certain	region
and	do	a	favor	for	a	springer	breeder.	Weve	written	this	guide	to	help	you	find	the	GW2	springer	mount.GW2	Springer	Mount	Path	of	FireHow	to	get	springer	mount?In	order	to	get	the	springer,	youll	first	need	a	raptor.	When	you	have	the	raptor,	youll	need	to	invest	mastery	points	into	it,	until	you	unlock	the	Canyon	Jumping	ability.	Once	youre
ready,	travel	to	the	Desert	Highlands.	Look	for	the	vast	canyon	east	of	Auburn	Hills	and	jump	across	it.	Follow	the	road	to	Highjump	Ranch,	where	youll	need	to	talk	to	Stablemaster	Unja.	Shell	ask	you	for	help	with	some	chores.	Once	youre	done	with	the	Jump	for	Joy	quest,	talk	to	her	and	shell	allow	you	to	buy	a	springer.	Youll	need	50	trade
contracts	and	one	gold	to	purchase	it.Springer	mount	masteries	&	skillsThe	springers	main	quality	is	that	it	can	jump	incredibly	high,	letting	you	scale	cliffs	and	mountains.	It	also	reduces	fall	damage	while	youre	on	it,	and	has	the	ability	to	knock	down	enemies.Fortified	Descent	Increases	fall	damage	resistance.Forceful	Impact	Increases	Cannonball
impact,	letting	you	topple	enemies.High	Vault	Increases	jump	height.Masterful	Descent	Applies	Fortified	Descent	bonus	to	other	mounts.Its	great	to	see	how	theyve	tied	the	mounts	together,	giving	you	an	ability	that	affects	them	all	in	each	of	their	respective	skill	trees.	This	should	really	push	players	to	max	out	all	mounts	instead	of	clinging	to	one
and	ignoring	the	others.	That,	and	the	amazing	mobility	bonuses	each	of	them	provides.	From	Guild	Wars	2	Wiki	Jump	to	navigationJump	to	search	In-game	descriptionGuild	Wars	2:	Path	of	FireDeluxe	Upgrade	is	an	account	upgrade	pack	and	requires	a	standard	edition	of	Guild	Wars	2:	Path	of	Fire.	Acquisition[edit]	Contents[edit]	Mail[edit]Upon
purchase,	players	will	receive	the	following	in-game	mail	Gem	Store	history[edit]	Notes[edit]Can	be	purchased	1	time	per	account.Displayed	in	the	gem	store	only	for	owners	of	the	standard	version	of	Guild	Wars	2:	Path	of	Fire.Items	are	delivered	immediately	after	purchase	by	in-game	mail.Additional	character	slot	will	be	activated	after	restarting
the	game.See	also[edit]	Path	of	Fire,	the	expansion	for	Guild	Wars	2,	consists	of	16	chapters.How	many	parts	are	in	Path	of	Fire?The	expansion	has	a	total	of	16	chapters.How	many	chapters	are	in	the	gw2	story?The	story	is	split	into	16	chapters	in	Path	of	Fire.Is	gw2	Path	of	Fire	worth	it?Path	of	Fire	is	considered	a	much	better	expansion	than	Heart
of	Thorns	and	offers	a	lot	of	content	for	its	price.Should	I	buy	Path	of	Fire	or	End	of	Dragons?Both	expansions	offer	great	value,	but	Path	of	Fire	is	considered	to	provide	more	content	and	features	compared	to	End	of	Dragons.What	is	the	longest	achievement	in	GW2?The	Longest	Glide	achievement	requires	players	to	glide	from	the	SCAR	Bivouac	to
Dragons	Passage	without	landing.What	is	the	oldest	guild	in	GW2?The	Xunlai	Guild	is	one	of	the	oldest	guilds	in	Tyria	and	provides	banking	services	in	Divinitys	Reach.Is	GW2	still	alive	in	2023?According	to	player	counts,	Guild	Wars	2	is	still	an	active	game	in	November	2023.Is	Kralkatorrik	dead?After	Kralkatorriks	death,	some	of	its	magic	was
consumed	by	Jormag	and	Drakkar	in	the	Far	Shiverpeaks.What	does	Path	of	Fire	include?Path	of	Fire	introduces	new	features	such	as	mounts,	additional	elite	specializations,	a	bounty	system,	and	access	to	the	Crystal	Desert	and	Elona	regions.What	do	you	get	with	Path	of	Fire?When	you	purchase	Path	of	Fire,	you	unlock	a	new	story,	specializations,
content,	regions,	mounts,	and	future	updates	and	releases.What	is	the	level	cap	in	GW2?The	level	cap	in	Guild	Wars	2	is	80,	although	characters	are	scaled	down	in	lower-level	areas	to	maintain	a	balance.What	is	the	strongest	class	in	GW2?Based	on	DPS,	the	Thief	class	is	considered	the	strongest	in	Guild	Wars	2.Who	are	the	top	3	Dark	Guilds?The
top	three	Dark	Guilds	in	Fiore	are	Grimoire	Heart,	Tartaros,	and	the	Oracin	Seis.What	are	the	hardest	dungeons	in	GW2?Arah	is	considered	the	hardest	dungeon	in	Guild	Wars	2	and	has	its	own	tier	of	difficulty.What	is	the	most	easy	legendary	in	GW2?The	amulet	is	considered	one	of	the	easiest	legendaries	to	obtain	in	PvE.What	is	the	fastest	world
completion	in	GW2?The	fastest	recorded	world	completion	time	in	Guild	Wars	2	is	6	hours	and	48	minutes.What	is	the	hardest	hitting	ability	in	GW2?The	hard	hitting	abilities	in	Guild	Wars	2	include	Casted	Pyroblast,	Soul	Fire,	Arcane	Barrage,	Mortal	Strike,	and	Chaos	Bolt.Do	I	need	to	play	GW2	in	order?Yes,	you	should	play	the	storylines	in	order,
starting	with	the	personal	story,	followed	by	Heart	of	Thorns	and	Path	of	Fire.Does	GW2	End	of	Dragons	include	Path	of	Fire?No,	the	End	of	Dragons	expansion	does	not	include	the	previous	expansions	Heart	of	Thorns	and	Path	of	Fire.Is	GW2s	new	expansion	good?The	new	expansion,	End	of	Dragons,	has	received	positive	feedback	from	players	and
is	considered	a	successful	addition	to	the	game.	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.	In	the	second	update	for	Guild	Wars	2:	Janthir	Wilds,	Repentance,	we	chased	the	echo	of	an	old	acquaintance	through	the	ruins	of	his	peoples	demise	as	we	searched	for	this
open	Mists	gate.	Now,	in	the	finale	of	Guild	Wars	2:	Janthir	Wilds,	we	will	reach	the	core	of	the	titan	crisis	once	and	for	all.Each	of	the	three	survey	teams	that	you	helped	comb	through	Mistburned	Barrens	completed	their	research	and	have	come	to	the	same	conclusion:	something	vile	awaits	us	within	the	depths	of	Bava	Nisos.	When	a	path	into	the
city	proper	is	finally	revealed	at	the	start	of	Absolution,	our	final	descent	begins.As	the	grand	finale	of	the	Guild	Wars	2:	Janthir	Wilds	experience,	Bava	Nisos	contains	a	climactic	map-wide	meta-event.	Youll	be	working	alongside	factions	supporting	the	Tyrian	Alliancesuch	as	Councillor	Ludo	from	Rata	Sum	and	a	spirited	guest	from	Divinitys	Reachs
most	elusive	social	clubto	fight	your	way	to	the	Mists	gate	at	the	citys	heart.	The	meta	contains	three	main	lanes	that	players	can	participate	in,	where	youll	face	various	obstacles	and	threats	as	you	navigate	the	surreal	landscape.Make	your	purchase	of	Guild	Wars	2:	Janthir	Wilds.	Pick	it	up	right	now	through	the	official	web	store,	from	the	in-game
store,	Steam,	or	official	retailers.LEARN	MOREHow	do	you	stop	a	rogue	god?	Balthazar,	one	of	the	Six	Human	Gods,	has	returned,	but	with	no	noble	deeds	in	mind:	he	intends	to	slay	the	Elder	Dragons	to	take	their	power	for	himself.	Having	been	denied	the	magic	of	Jormag	and	Primordus,	the	God	of	War	has	led	an	army	of	fanatical	followers	to	the
Crystal	Desert	to	hunt	down	the	only	viable	target	left:	Kralkatorrik,	the	Elder	Crystal	Dragon.	While	humanity	struggles	with	the	sudden	return	of	one	of	their	patron	gods,	the	Pact	Commander	goes	after	Balthazar	to	stop	him	before	the	god's	ruthless	crusade	can	upset	the	delicate	balance	of	magic	in	Tyria	and	lead	to	the	end	of	the	world.	So	begins
the	story	of	Guild	Wars	2's	second	expansion	pack:	Path	of	Fire!A	note	about	spoilers:	a	brief	summary	aside,	this	article	assumes	a	basic	knowledge	of	the	plot	of	Living	World	Season	3	and	the	stories	before	it.	Since	the	story	of	Path	of	Fire	begins	in	1330	AE,	and	the	Personal	story	takes	place	in	1325	AE,	it	is	likely	that	this	article	will	contain
spoilers	as	story	threads	that	began	in	the	previous	storylines	may	be	continued	with	the	expansion.Path	of	Fire	was	released	on	September	22nd,	2017.	Setting[edit]The	direct	threats	posed	by	the	Elder	Dragons	Jormag	and	Primordus	have	abated,	with	both	dragons	once	again	asleep	and	inactive.	The	White	Mantle	is	broken,	and	Lazarus	the	Dire,
last	of	the	Mursaat,	is	truly	dead,	at	last.	However,	research	into	the	magical	energies	of	the	world	and	the	Elder	Dragons	has	suggested	that,	with	two	Elder	Dragons	dead,	if	a	third	were	to	die,	the	world	would	be	destroyed	from	the	overload	of	magical	energy.	In	the	moments	after	Lazarus's	death,	the	Eye	of	Janthir	revealed	that	Balthazar	was
establishing	a	presence	in	the	Crystal	Desert,	intent	on	slaying	Kralkatorrik.	And	so	the	Commander	and	Dragon's	Watch	travel	south	to	the	desert,	to,	of	all	things,	save	the	Elder	Dragon	that	broke	Destiny's	Edge.Zones[edit]The	story	of	Path	of	Fire	covers	five	new	open	world	zones.	Main	characters[edit]Dragon's	Watch[edit]Aurene	The	second
scion	of	Glint	who	has	chosen	the	Pact	Commander	as	her	champion.	She	resides	in	the	safety	of	Tarir,	the	Forgotten	City	under	the	care	of	the	Exalted	and	is	an	integral	part	of	a	plan	known	as	Glint's	Legacy	to	ensure	a	brighter	future	for	Tyria.Canach	A	prickly	Secondborn	sylvari	who	finally	has	a	chance	to	enjoy	his	freedom	after	having	served	his
sentence	under	Countess	Anise.	He	finds	himself	drawn	to	the	conflicts	in	the	Crystal	Desert	and	lends	a	hand	to	the	Commander	once	more.Lady	Kasmeer	Meade	Having	regained	her	status	as	a	noble,	she	acts	as	an	envoy	of	Divinity's	Reach.	Her	relationship	with	Marjory	Delaqua	has	been	troubled	lately,	and	the	treacherous	actions	of	one	of	the
Six	whom	she	has	worshipped	have	not	made	things	any	easier	for	her.	She	intends	to	find	answers	to	Balthazar's	rampage	while	coming	to	terms	with	her	crisis	of	faith.Rytlock	Brimstone	Tribune	of	the	Blood	Legion,	he	continues	to	be	reluctant	to	divulge	information	about	what	has	been	going	on	with	him	lately.	He	travels	to	the	Crystal	Desert	to
fight	Balthazar	while	coming	to	terms	with	the	fact	that	by	doing	so	he	will	have	to	protect	Kralkatorrik,	the	very	Elder	Dragon	whose	actions	cost	the	lives	of	two	of	his	friends	and	led	to	the	disbanding	of	Destiny's	Edge	many	years	prior.Taimi	An	asuran	prodigy	working	with	the	Commander.	She	remains	in	her	research	lab	in	Rata	Novus	and	aids
the	commander	via	long-distance	communicator	at	signal	spots	throughout	the	desert.Main	villains[edit]Awakened	and	the	Mordant	CrescentArchon	Iberu	A	high	ranking	member	of	the	Mordant	Crescent,	he	works	to	maintain	and	extend	Joko's	influence	throughout	the	region.Beastmarshal	Oluwa	Eranko	One	of	the	Awakened	generals	in	Palawa
Joko's	army.	She	is	the	commander	of	Elona's	Awakened	mounted	units	which	utilize	raptors.Grand	Vizier	Utumishi	The	highest	ranked	human	of	King	Palawa	Joko	I's	empire,	he	has	domain	over	non-military	matters	of	the	empire	and	works	out	of	the	Bone	Palace.Palawa	Joko	A	powerful	undead	lich	who	has	conquered	Elona	and	rules	over	it	with	an
iron	grip.	Master	of	the	Awakened	and	the	Mordant	Crescent,	he	will	stop	at	nothing	to	hunt	down	all	remaining	Sunspears	who	had	once	defied	him	so	none	can	challenge	him	again.	However,	rumors	have	spread	that	Joko	has	disappeared	shortly	after	Balthazar's	arrival	in	the	desert.Troopmarshal	Olori	Ogun	One	of	the	Awakened	generals	in
Palawa	Joko's	army.	He	is	the	commander	of	the	Awakened	infantry	regiment.Wurmmarshal	Osa	Ekolo	One	of	the	Awakened	generals	in	Palawa	Joko's	army.	She	trains	Junundu	wurms	and	leads	them	into	battles.Branded	ForgedBalthazar	One	of	the	Six	Human	Gods,	he	has	gone	rogue	and	intends	to	grow	in	power	to	have	his	revenge	on	the	ones
who	have	"dimmed	his	light"	no	matter	the	cost	to	the	world	of	Tyria.	He	has	set	his	eyes	on	the	magic	of	the	Elder	Dragons,	the	closest	and	most	viable	target	currently	being	Kralkatorrik.	His	forces	consist	of	both	his	fanatical	followers	such	as	the	Zaishen	Order	as	well	as	the	Forged,	an	army	of	constructed	minions.Herald	of	Balthazar	The	highest
ranking	member	of	the	Forged	and	right	hand	of	Balthazar,	she	leads	the	Forged	in	searching	for	what	Balthazar	needs	to	take	down	Kralkatorrik.	She	has	set	her	sights	on	the	Commander,	believing	that	such	a	hero	could	aid	Balthazar	in	hunting	down	the	dragons	either	as	a	willing	ally...or	an	enslaved	thrall.Other	characters[edit]	Story[edit]	Travel
to	the	Crystal	Desert	and	confront	the	rampaging	war	god	Balthazar.	Story	Journal	before	activating	the	story.	Sparking	the	Flame	(Prologue)[edit]Following	the	realization	that	Balthazar	has	moved	to	the	Crystal	Desert,	the	conflicts	there	cause	refugees	to	flee	to	Lion's	Arch.	Queen	Jennah	dispatched	a	delegation	to	Elona	to	help	out.	Captain	Kiel
reaches	out	to	the	Commander,	intent	on	sending	Dragon's	Watch	along	with	aid	to	Elona.	When	the	Commander	arrives	alone,	Kiel	admits	her	doubts	about	sending	one	person	against	a	god	of	war,	but	grants	them	passage	to	Elona	on	her	airship,	the	Phoenix	Dawn.	While	speaking	with	Deputy	Turma	nearby,	the	Commander	learned	that	Kiel	and
Magnus	were	not	working	with	the	full	council	on	the	aid	to	Elona.	Path	of	Fire:	Act	1[edit]The	Commander	joined	First	Mate	Fidus	Foecrush	at	the	airship	and	traveled	with	them	to	Elona	across	the	ocean.	While	approaching	the	main	city,	the	team	made	a	stop	to	investigate	smoke	rising	from	a	nearby	pyramid.	The	Commander	accompanied	the
team	inside	the	pyramid	where	they	discovered	Forged	attacking	villagers.	Once	the	Forged	were	defeated,	Balthazar's	Herald	arrived.	She	welcomed	the	Commander	and	presented	an	offer.	Balthazar	would	forgive	the	Commander	for	interfering	with	Jormag	and	Primordus,	if	they	instead	join	him	to	kill	Kralkatorrik.	The	Commander	rebuffed
Balthazar's	offer,	calling	him	a	liar.	Angered,	the	Herald	killed	all	the	remaining	villagers,	saying	that	each	death	only	strengthens	Balthazar's	army.	Once	all	the	villagers	were	dead	she	left	and	the	Commander	chased	after	her,	ordering	the	rest	of	the	team	to	remain	behind	and	protect	survivors	sent	their	way.The	Commander	confronted	the	Herald
near	Seeker's	Village.	She	taunted	the	Commander,	revealing	that	the	choice	to	be	the	Herald	was	forced	upon	her.	She	then	continued	to	the	village	where	the	Forged	had	set	fire	to	the	buildings.	After	defeating	the	Forged,	the	Herald	left	through	the	nearby	mines	and	closed	the	gate	behind	her.	The	villagers,	led	by	Tasa	and	Aksim,	asked	for	help
to	save	the	remaining	villagers	and	stop	their	homes	from	being	destroyed	by	the	fire.	Aided	by	the	raptors	in	the	village,	the	Commander	rescued	the	villagers,	who	gave	them	one	of	their	raptors.	The	gate	was	fixed	and	the	Commander	pursued	the	Herald	while	learning	to	handle	the	raptor.	The	Herald	had	disappeared	though,	and	the	Commander
was	instead	directed	by	the	miners	in	Talatat	Quarry	to	the	Free	City	of	Amnoon,	where	refugees	were	fleeing.When	the	Commander	arrived	at	the	gates	of	Amnoon,	Captain	Rahim	stopped	and	spoke	with	them	until	Lady	Kasmeer	Meade	and	Rytlock	arrived.	As	part	of	the	human	delegation,	Kasmeer	vouched	for	the	Commander	and	confirmed
access	to	Amnoon.	Rytlock	continued	to	avoid	questions	about	what	happened	in	the	Mists,	but	had	given	a	report	to	the	citadel,	and	Kasmeer	expressed	her	fear	about	confronting	one	of	the	gods	she	had	grown	up	worshipping.	After	catching	up	with	them,	the	Commander	entered	Amnoon	and	headed	to	the	Amnoon	Cavalier	Station	to	speak	again
with	Rahim.Captain	Rahim	recognized	that	the	Commander	was	there	for	Balthazar,	and	gave	three	leads	to	investigate	for	information:	the	Chief	Councilor	for	information	on	the	area,	Deputy	Ayoub	at	a	refugee	camp	for	help	with	information	from	the	refugees,	and	Deputy	Qais	at	the	casino	who	might	have	leads	into	the	local	smugglers	known	as
the	Hamaseen.The	Commander	sought	out	Deputy	Qais	who	pointed	them	towards	Zalambur	for	information	regarding	the	Hamaseen.	In	Zalambur's	Office,	located	in	his	casino,	Zalambur	revealed	he	knew	who	the	Commander	was,	but	before	they	could	discuss	more	they	were	interrupted	by	the	arrival	of	Archon	Iberu	of	the	Mordant	Crescent.
Iberu	had	heard	Zalambur	had	been	speaking	against	Joko,	and	as	punishment	(or	intimidation),	killed	his	security	guard	before	commanding	his	Awakened	to	destroy	the	casino.	Then	Commander	intervened	and	fought	off	the	Awakened	as	Iberu	left.	Zalambur	lamented	that	the	Mordant	Crescent	now	opposed	him,	and	promised	to	provide	any
information	he	could	to	the	Commander	for	the	help.When	the	Commander	arrived	at	Chief	Councilor	Imann's	office,	it	was	learned	that	the	city	was	surrounded	by	Balthazar's	Forged	troops	nearby.	The	city	considering	allying	themselves	with	others	for	aid,	but	were	at	an	impasse	on	which	they	should	choose.	Representatives	from	the	Mordant
Crescent,	corrupted	former	members	of	the	Sunspears,	had	arrived	offering	aid,	but	it	would	require	allying	themselves	with	Palawa	Joko,	a	powerful	undead	Lich.	Another	option	was	allying	with	Kormir's	priesthood	and	the	remaining	Sunspears,	ancient	guardians	of	Elona	who	may	bring	hope	to	the	citizens,	but	doing	so	would	incur	Joko's	wrath.	A
final	option	was	to	remain	independent	as	before,	and	step	up	recruitment	of	cavaliers	to	protect	Amnoon.	The	councilors	were	deadlocked,	each	preferring	a	different	option,	so	the	Chief	Councilor	asked	the	Commander	to	provide	counsel	on	which	would	be	best.	With	Rytlock	preferring	independence	and	Kasmeer	preferring	the	Sunspears,	the
Commander	discussed	the	options	with	the	councilors.	Afterwards,	the	Commander	put	their	weight	behind	one	of	the	options,	which	swayed	the	Chief	Councilor	to	choose	it	over	the	others.	Kasmeer	pulled	the	Commander	aside	and	spoke	to	them	about	why	she	supported	Kormir	and	how	Balthazar's	goals	may	be	noble	even	if	his	path	was
not.Outside	the	city,	the	Commander	found	Deputy	Ayoub	in	the	refugee	camp.	Realizing	that	the	refugees	would	be	more	willing	to	talk	if	they	weren't	hungry	and	scared,	the	Commander	helped	distribute	food,	water,	and	medicine	to	those	who	needed	it,	and	drove	off	Zaishen	and	pests	in	the	tents.	The	refugees	were	more	talkative	after,	and	the
Commander	listened	to	their	stories.	They	had	fled	their	homes,	and	many	barely	escaped	being	slaughtered	by	Forged	as	others	died	around	them.	One	refugee	informed	the	Commander	that	a	dragon	named	Vlast	had	swooped	in	and	saved	them.	Vlast	was	revealed	to	be	the	first	scion	of	Glint,	and	brother	of	Aurene.After	gathering	all	of	this
information,	the	Commander	found	a	suitably	high	location	and	reached	out	to	Taimi.	She	was	excited	to	learn	the	news	of	Vlast,	and	informed	the	Commander	that	she	was	downloading	all	the	dragon	lab	info	into	Scruffy	so	she	can	leave.	A	letter	was	received	from	Zalambur	informing	the	Commander	that	he	had	some	information.	The	Commander,
joined	by	Kasmeer	and	Rytlock,	and	discovered	Canach	in	the	casino	who	joined	up	with	them.	Zalambur	informed	the	Commander	that	Balthazar	was	not	chasing	Kralkatorrik,	but	instead	was	hunting	down	Vlast	for	unknown	reasons.	Balthazar	also	made	appearances	at	the	Forged	camps	to	rally	his	troops.	The	Commander	determined	that	might	be
where	they	could	catch	Balthazar,	and	made	plans	with	the	guild	to	visit	one	of	them.	Canach	and	Rytlock	volunteered	to	scout	the	main	camp,	while	Kasmeer	left	to	attend	to	something,	leaving	the	Commander	on	their	own.The	Commander	returned	to	Captain	Rahim	who	identified	two	small	camps	outside	the	city	walls,	to	the	north	and	to	the	east.
The	Commander	traveled	to	each	camp.	In	the	northern	camp,	the	Commander	sabotaged	Forged	cannon	emplacements,	while	in	the	eastern	camp	they	instead	gathered	intelligence.	They	was	learned	that	the	Forged	wear	armor	built	to	withstand	fire,	had	built	equipment	to	fit	a	large	machine,	and	were	collecting	Brand	shards	for	some	unknown
purpose.	Having	put	a	dent	in	the	Forged	forces,	but	not	finding	any	info	on	Balthazar,	the	Commander	headed	to	the	Forged	Foothold	to	meet	with	Rytlock	and	Canach.Upon	arriving,	the	three	began	their	assault	on	the	camp.	The	team	had	to	contend	with	several	Forged,	and	quickly	defeat	sentries	to	keep	their	approach	undetected,	while	they
made	their	way	through	the	camp.	Along	the	way,	the	Commander	discovered	strange	scrolls	from	the	Herald	to	the	Forged	soldiers.	As	they	approached	the	inner	gates,	the	team	ran	into	Forged	Officers.	The	Commander	decided	that	if	Balthazar	wasn't	there	they	should	send	a	message	by	defeating	all	of	the	officers	in	that	camp,	a	sentiment	that
Canach	and	Rytlock	approved	of	doing.	The	team	broke	into	the	central	area	and	defeated	the	officers	and	several	Forged,	before	being	confronted	by	a	powerful	Forged	Bastion.	Fighting	through	the	reinforcements	summoned	by	the	powerful	artillery	unit,	the	team	defeated	the	Bastion	and	moved	on	to	the	Temple	of	Kormir	to	meet	up	with
Kasmeer.When	the	team	reached	the	Temple,	they	found	Kasmeer	there	praying	to	Kormir	for	guidance.	The	temple	held	many	refugees	hiding	from	the	conflicts.	Kasmeer	began	to	speak	with	the	Commander	on	the	events	at	the	Forged	camp	when	they	were	interrupted	by	a	strange	robed	man	who	knew	of	the	Commander	and	the	search	for	Vlast.
Speaking	in	private,	the	man	introduced	himself	as	Kito	of	the	Order	of	Shadows,	a	group	that	splintered	off	from	the	Order	of	Whispers	long	ago.	Before	they	could	speak	further,	however,	they	were	interrupted	by	the	Herald	of	Balthazar	who	arrived	to	respond	to	the	Commander's	attack	on	the	camp.	After	fighting	for	a	short	time,	the	Herald	began
attacking	the	refugees	hiding	in	the	temple.	The	Commander,	remembering	how	the	Herald	had	done	the	same	on	their	first	meeting,	helped	bring	the	refugees	out	of	the	line	of	fire	and	to	safety.	As	the	Herald	came	close	to	being	defeated,	she	set	fire	to	the	temple	and	escaped.	On	Kasmeer's	plea,	the	Commander	broke	off	their	chase	and	helped
the	priests	to	stop	the	blaze.	Afterward,	Kasmeer	voiced	her	incredulity	at	the	Herald's	power	and	willingness	to	hurt	innocents.	Kito	informed	the	Commander	that	the	Order	wants	to	work	with	them	as	they	have	similar	goals,	and	to	meet	up	at	Makali	Outpost	to	begin	tracking	the	Herald.The	Commander	headed	north	to	the	outpost,	but	found	it
under	attack	by	Forged.	Kito	was	focusing	on	getting	the	residents	to	safety,	and	informed	Dragon's	Watch	that	Balthazar	was	supposed	to	be	in	the	area.	The	Commander	led	their	team	outside	of	the	outpost	and	into	the	battlefield	to	fight	the	Forged	and	find	Balthazar	or	Vlast	or	both.	The	guild	discovered	several	spots	of	golden,	Brand-like	spikes
and	craters,	which	they	determined	was	from	Vlast	as	they	looked	like	the	Brand	but	was	not	corrupted.	As	they	headed	towards	a	plateau,	Vlast's	roar	could	be	heard,	and	the	team	ascended	to	the	top	to	find	Balthazar	and	his	Herald	cornering	Vlast.	The	Herald	confronted	the	Commander,	once	again	asking	if	they	will	accept	Balthazar's	offer	before
attacking	again.	During	the	fight,	the	Herald	revealed	that	she	had	once	resisted	Balthazar's	control	but	failed	due	to	the	pain.	The	Commander	won	the	fight,	but	the	Herald	seemed	to	come	to	her	senses	at	the	end	and	before	she	died	she	pleaded	with	the	Commander	to	kill	her	god.	Vlast	impaled	by	Balthazar's	Sword.On	top	of	the	plateau	the
Commander	confronted	Balthazar,	who	had	captured	and	restrained	Vlast,	telling	him	continuing	would	force	them	to	treat	the	god	of	war	as	the	enemy.	Balthazar	dismissed	them,	but	called	Rytlock	friend	and	said	that	he	alone	would	be	spared,	confusing	the	Commander.	The	battle	was	short,	but	before	Balthazar	could	strike	down	the	Commander,
Vlast	somehow	broke	free	and	blocked	the	attack,	killing	him.	As	Balthazar	retrieved	his	sword,	Vlast	turned	to	crystal	and	exploded.Dragon's	Watch	awoke	surrounded	by	the	crystalline	remains	of	Vlast,	with	Balthazar	nowhere	to	be	found.	The	Commander	confronted	Rytlock	about	being	called	"friend".	Rytlock	believed	he	had	met	Balthazar	before,
while	he	was	searching	for	Sohothin	in	the	Mists.	Rytlock	had	finally	located	the	sword,	but	the	flames	had	gone	out.	He	had	found	an	old	man	chained	nearby,	who	said	he	could	reignite	the	flames.	Rytlock	had	not	asked	his	name,	only	asked	to	light	the	sword.	In	thanks,	Rytlock	broke	the	chains	on	the	old	man	with	the	newly	empowered	weapon.	A
portal	opened,	which	the	old	man	informed	Rytlock	was	a	passage	home.	Rytlock	believed	the	old	man	had	followed	him	out,	and	now	knows	that	the	old	man	he	freed	from	the	chains	was	Balthazar.	He	promised	the	Commander	he	would	make	things	right.The	Commander	informed	Canach	and	Kasmeer	about	Vlast's	sacrifice,	and	how	Balthazar
seemed	to	have	disappeared	with	no	knowledge	of	his	plans	nor	why	he	wanted	Vlast	in	the	first	place.	Kasmeer	noticed	a	nearby	crystal	looked	very	similar	to	the	old	memory	crystals	they	found	within	Glint's	lair.	As	the	Commander	approached,	they	heard	Vlast's	voice	speaking	about	his	power	and	some	weapon	in	a	secret	location.	Rytlock	and
Kasmeer	guessed	that	the	weapon's	location	is	Glint's	lair,	which	should	be	nearby	if	they	can	get	in.	The	Commander	decided	to	check	in	with	Taimi	and	see	if	they	could	collect	more	of	Vlast's	memory	crystals	while	the	rest	of	Dragon's	Watch	traveled	to	Glint's	lair	and	performed	recon.The	Commander	learned	from	Taimi	that	Aurene	was	acting
angry	and	troubled	after	Vlast's	sacrifice,	and	Taimi	promised	to	see	if	she	could	help	calm	Aurene	down.	The	Commander	traveled	around	the	Desert	Highlands	collecting	more	of	Vlast's	memory	crystals,	but	found	that	some	were	too	high	to	reach.	On	a	suggestion,	the	Commander	traveled	to	Highjump	Ranch	and	acquired	a	springer,	allowing	them
to	reach	the	remaining	crystals.	Vlast's	memories	spoke	more	about	the	weapon,	of	his	longing	to	meet	his	sister,	the	struggles	of	following	his	mother's	legacy,	his	fear	of	what	would	happen	should	Balthazar	kill	Kralkatorrik,	and	his	hopes	that	his	sister	would	find	her	path	a	better	one	than	his.	The	task	complete,	the	Commander	headed	to
Prophet's	Fall	to	meet	the	rest	of	their	guild.	Path	of	Fire:	Act	2[edit]Having	acquired	the	springer,	the	Commander	easily	met	up	with	their	companions.	Rytlock	and	Kasmeer	noted	that	they	didn't	know	where	the	entrance	to	Glint's	lair	was,	as	there's	no	actual	entrance	to	be	found.	The	team	moved	forward	and	encountered	a	Forged	camp.	After
dispatching	the	Forged,	they	examined	the	area	and	noted	that	the	Forged	weren't	just	a	hunting	party.	Carts	of	Branded	crystals	were	found,	along	with	a	large	cannon	that	seemed	to	be	powered	by	those	crystals,	and	parts	of	a	large	mechanical	armored	machine	were	laying	around	the	camp.	Combined	with	large	tracks	nearby,	the	team
determined	that	the	Forged	must	be	building	some	sort	of	heavy	war	machine.The	team	moved	on	and	were	ambushed	by	Branded.	After	defeating	them,	they	noticed	some	crystalline	essences	nearby.	Gathering	the	essences	allowed	a	memory	crystal	to	form,	which	Rytlock	confirmed	as	memory	of	Glint,	and	listened	as	it	spoke	about	Destiny's	Edge
and	the	need	for	the	races	to	work	together.	The	team	fanned	out	around	a	caldera	and	searched	for	more	memory	crystals,	encountering	more	Branded	along	the	way.	Three	memory	crystals	were	found,	where	Glint	spoke	of	her	freedom	at	the	hands	of	the	Forgotten,	her	turmoil	over	the	suffering	of	Tyria's	people	from	the	Elder	Dragons,	and	her
own	burden	and	the	future	burden	of	Vlast.	After	the	third	memory	crystal	was	restored,	a	portal	to	Glint's	lair	appeared	in	the	center	of	the	caldera.Upon	entering	the	lair,	Kasmeer	remarked	that	it	was	where	they	had	gone	before,	but	the	Brand	had	infested	it.	Rytlock	noticed	the	Dragonsblood	Spear,	the	weapon	he	had	used	in	the	failed	attempt	to
kill	Kralkatorrik.	Soon	after	arriving,	though,	they	faced	a	Facet	Guardian	that	had	been	corrupted	by	the	Brand,	and	destroyed	it.	Doing	so	revealed	a	final	intact	memory	crystal	of	the	moments	prior	to	Kralkatorrik's	awakening.	Glint	spoke	of	how	she	could	not	see	beyond	the	upcoming	battle	where	she	had	ultimately	died,	and	that	while	the
Forgotten	told	her	much	they	did	not	tell	her	everything,	hinting	that	perhaps	the	gods	knew	more	than	her.	She	also	spoke	of	how	she	could	only	hope	that	her	children	could	carry	on	her	legacy.	After	some	deliberation	about	whether	Glint	knew	about	the	consequences	of	killing	Elder	Dragons,	the	team	decided	to	destroy	the	dragonsblood	spear	to
keep	Balthazar	from	using	it,	a	plan	that	Rytlock	disagreed	with	as	it	left	them	with	no	method	of	killing	Kralkatorrik	themselves	in	the	future.After	destroying	the	spear,	the	Commander	spoke	to	a	mourning	Rytlock	near	Snaff's	old	golem.	He	told	the	Commander	how	he	had	met	Glint	in	the	Mists,	where	she	taught	him	the	abilities	of	the	revenant,
and	that	he	had	failed	his	guild	and	Glint.	Kralkatorrik	was	still	alive	while	Glint,	Snaff,	and	Eir	were	all	dead.	He	reiterated	that	he	had	to	make	things	right.	The	team	discussed	their	position	and	noted	that	despite	stifling	the	god	of	war's	plans,	they	were	no	closer	to	being	able	to	take	him	down.	Kasmeer	noted	that	they	needed	guidance	and	made
the	argument	that	they	should	go	to	the	Mists	to	ask	the	gods	themselves.	Despite	Rytlock's	reservations	about	returning	to	the	Mists,	the	Commander	agreed,	and	they	began	to	head	towards	the	Tomb	of	Primeval	Kings,	where	a	portal	to	the	Mists	was	located.At	the	tomb,	the	team	deliberated	their	plan.	On	Kasmeer's	insistence	that	they	hope	to
find	answers	inside,	Rytlock	reiterated	the	idea	that	her	answer	is	the	human	gods	abandoned	Tyria,	which	Kasmeer	refused	to	accept.	On	approaching	the	entrance,	they	were	met	by	Queen	Nadijeh,	the	Primeval	ruler	who	founded	the	Order	of	the	Sunspears.	Believing	them	to	be	more	thieves,	she	fought	Dragon's	Watch	and	was	ultimately	defeated
and	let	them	pass.	Inside,	the	team	encountered	King	Wasi,	a	ruler	who	rallied	the	people	during	war.	The	team	defeated	him	and	gained	entrance	to	the	inner	tomb,	where	they	met	the	twin	rulers	Queen	Nahlah	and	Queen	Dahlah,	the	last	of	the	Primeval	dynasty.Despite	Kasmeer's	insistence,	the	twins	accused	Dragon's	Watch	of	being	agents	of
Joko,	and	also	revealed	that	Joko	may	be	claiming	the	Primeval	dynasty	continued	beyond	the	twins'	death.	They	attacked	the	team,	switching	off	and	then	attacking	together.	When	defeated,	Queen	Nadijeh	and	King	Wasi	appeared	to	confront	the	team.	King	Wasi	was	unconvinced	that	Dragon's	Watch	were	working	with	Joko,	and	asked	the	other
rulers	to	consider	that	the	Commander's	team	were	not	raiders.	Queen	Nadijeh	asked	them	to	demonstrate	the	proper	respect	for	the	tomb	and	the	spirits	within.	the	Commander	did	so,	and	promised	to	honor	the	memory	of	the	Primeval	dynasty,	to	prove	they	had	no	harmful	intentions.	Queen	Nadijeh	relented	at	this	show	of	respect,	and	the	team
were	allowed	to	pass	through	the	portal	to	the	Mists.Upon	entering	the	portal	the	team	found	themselves	separated	from	each	other,	at	a	strange	and	desolate	landscape.	After	searching	the	area,	the	Commander	was	able	to	reunite	with	the	others	and	discovered	a	mysterious	puzzle	that	had	been	hidden	by	a	sandstorm.	After	completing	the	puzzle,
apparently	set	as	a	challenge	by	the	gods,	a	portal	opened	up.	As	the	team	entered	the	portal,	they	found	themselves	in	a	library	unlike	any	other	already	seen	where	Kormir,	the	Goddess	of	Truth,	was	the	only	deity	to	be	found.At	an	audience	in	her	sanctum,	Kormir	told	the	team	that	the	gods	had	left	Tyria	completely	to	avoid	a	cataclysmic	battle
with	the	Elder	Dragons.	According	Kormir,	Balthazar	refused	to	accept	this	decision	and	threatened	the	other	gods	if	they	went	through	with	their	plan.	His	reaction	resulted	on	the	rest	of	the	Six	stripping	Balthazar	of	his	power	and	chaining	him	in	the	Mists,	where	he	remained	until	Rytlock	unwittingly	released	him.	Once	freed,	Balthazar	set	out	to
recover	his	lost	power,	defeat	the	Elder	Dragons,	and	claim	their	magic	for	himself	in	order	to	take	vengeance	on	the	other	gods	for	imprisoning	him.	Kormir	then	concluded	by	saying	the	other	gods	were	long	gone,	and	she	was	about	to	follow	them,	so	they	could	not	and	would	not	help	the	team	against	Balthazar.Kasmeer	felt	devastated	by	the	news
but	she	ultimately	accepted	that	the	time	for	prayers	is	past.	The	team	learned	that	its	their	responsibility	to	defend	the	world	now.	Before	leaving,	Kormir	provided	the	team	with	a	single	bit	of	guidance	in	the	fight	against	Balthazar:	to	seek	answers	in	the	desert.	With	such	bit	of	guidance,	the	team	decided	to	split	up	and	search:	Kasmeer	went
north,	Canach	and	Rytlock	went	ask	Canach's	contacts	in	the	Order	of	Shadows,	and	the	Commander	headed	south	to	scour	the	Riverlands.After	a	long	walk,	the	Commander	found	a	promising	lead	on	the	answers:	Kesho,	a	city	built	by	the	Forgotten.	The	city	had	been	swallowed	by	the	desert	sands	long	ago,	being	considered	a	lost	city	by	the	locals,
but	the	Commander	was	able	to	nail	down	its	location	in	the	middle	of	the	deadly	sulfurous	wastelands.	Upon	entering	the	lost	city,	the	Commander	encountered	a	traumatized	Exalted	named	Sadizi,	as	well	as	a	host	of	dangerous	Forged-Exalted	hybrids.	Sadizi	told	then	these	hybrids	were	created	by	Balthazar	and	Palawa	Joko,	the	two	villains
together	stole	the	Forgotten	ritual	that	makes	Exalted	and	used	it	as	a	means	of	forcing	spirits	into	armored	bodies	to	create	Balthazar's	Forged.The	Commander	then	learned	more	about	the	true	purpose	of	Glint's	legacy:	to	preserve	Tyria's	magical	balance	by	replacing	Elder	Dragons	with	equally	powerful	but	less	predatory	entities.	The
Commander	also	discovered	why	Balthazar	was	hunting	Vlast:	Kralkatorrik's	blood	is	its	unique	weakness,	meaning	Vlast,	Glint,	the	Dragonsblood	Spear	and	Aurene	were	all	viable	weapons	against	Kralkatorrik.	With	this	information,	The	Commander	sent	word	to	the	guildmates	and	told	them	to	meet	up	so	they	could	return	to	Maguuma	and	protect
the	Crystal	Dragon's	last	scion.	Path	of	Fire:	Act	3[edit]	The	Pact	Commander	witnesses	Aurene	face	off	against	Balthazar.The	Commander	means	to	meet	up	with	their	guild	on	a	plateau	atop	the	Pillars	of	Supremacy.	However,	they	dont	find	their	guild	or	the	airship	but	instead,	they	find	Balthazar.	After	a	brief	battle	where	the	Commander	is
overpowered,	Aurene	arrives	to	try	and	defend	the	Commander	but	she	too	is	overpowered	by	Balthazar.	The	last	thing	the	Commander	sees	is	Aurene	in	Balthazars	chains	before	Balthazar	finishes	them	off.The	Commander	wakes	up	in	a	strange,	dark	landscape	with	no	sense	of	where	they	are	or	even	who	they	are.	Nearby	they	find	a	figure	behind
bars	who	identifies	himself	as	Palawa	Joko	and	says	that	they	are	in	the	Domain	of	the	Lost	he	also	informs	the	character	that	they	have	died.	He	came	with	Balthazar	who	then	imprisoned	him	in	the	realm.	After	listening	to	Jokos	ramblings,	a	fellow	spirit,	Nenah,	will	introduce	you	to	the	master	of	the	realm,	a	servant	of	Grenth	by	the	name	of	the
Judge.	He	will	send	the	Commander	on	a	quest	to	reclaim	both	their	name	and	purpose	so	that	he	may	determine	their	final	fate.After	defeating	all	of	the	other	spirits	who	claimed	their	name,	the	Commander	follows	a	bird	which	guides	them	on	a	journey	of	visions	of	their	past.	Beginning	with	their	first	combat	encounter	it	follows	their	encounters
with	various	forces	of	Zhaitan	on	to	the	dragon	itself,	Scarlets	War	and	her	attack	on	Lions	Arch,	the	events	of	Mordremoth	rising	and	his	decimation	of	the	pact	fleet,	Mordremoths	death,	Aurenes	birth,	and	ending	with	the	discovery	of	Balthazar	causing	the	Commander	to	regain	their	memories.The	Commander	returns	to	the	Judge	intent	on
convincing	him	to	return	them	to	the	world	of	the	living.	The	Judge	does	not	have	the	power	to	return	their	spirit	to	their	lifeless	body	but	muses	that	you	may	be	able	to	get	the	necessary	energy	by	killing	the	Eater	of	Souls,	a	beast	that	has	been	preying	on	spirits	since	Balthazar	left.	The	risk	of	losing	that	battle	was	that	their	spirit	would	simply
cease	to	exist,	but	the	Commander	luckily	defeats	the	beast.	This	opened	a	portal	back	to	Tyria,	but	not	before	Joko	tries	to	convince	the	Commander	that	they	need	him	to	defeat	Balthazar.	They	tell	Joko	that	they	may	need	his	army,	but	not	him,	and	leave	through	the	portal.Back	on	the	plateau	where	they	died,	the	Commander	awakes	to	members	of
their	guild	and	the	Phoenix	Dawn's	crew	surrounding	them.	After	convincing	everyone	that	they	were,	in	fact,	alive,	the	Commander	reveals	their	plan	to	disguise	themselves	in	order	to	acquire	an	army	big	enough	to	rescue	Aurene	from	Balthazar.	The	Commander	then	visits	Shadows	Agent	Kito	to	begin	acting	on	their	plan	to	disguise	themselves	as
Archon	Iberu	to	command	Joko's	warmarshals	and	armies.	Based	on	Kito's	intel,	the	best	way	to	lure	Iberu	out	of	the	Bone	Palace	would	be	to	create	the	illusion	of	a	Sunspear	uprising	by	showing	Sunspear	propaganda	in	the	villages	and	signs	of	Sunspear	victories	in	Awakened	camps	south	of	The	Bone	Wall.	The	Commander	replaces	Joko	portraits
atop	buildings	in	the	Village	of	Purity	with	Sunspear	propoganda,	and	clears	out	the	nearby	Awakened	camps	on	the	way	to	the	Bone	Palace	posting	Sunspear	banners	as	they	go.	After	placing	many	signs	of	an	imminent	Sunspear	revolution,	the	Commander	goes	to	the	Bone	Palace	to	wait	for	Iberu	to	show	himself.	Near	the	entrance	to	the	Bone
Palace,	the	Commander	meets	up	with	Canach,	Rytlock,	and	Kasmeer.	Archon	Iberu	has	been	sighted	en	route	to	the	palace	to	meet	with	Grand	Vizier	Utumishi,	and	the	small	team	take	Iberu	out	so	that	they	can	take	his	place.	Kasmeer	casts	an	illusion	on	the	Commander	to	make	them	look	like	Archon	Iberu,	and	the	rest	of	the	team	to	look	like
lesser	Awakened.	They	enter	the	Palace	without	being	exposed	as	impostors.In	the	main	hall	of	the	Bone	Palace,	the	Commander	(disguised	as	Iberu)	speaks	with	Utumishi	and	Wurmmarshal	Osa	Ekolo.	The	Commander	instructs	them	to	prepare	for	war	against	Balthazar.	Utumishi	is	surprised	to	be	ordered	to	prepare	for	war	even	though	he	is	only
in	charge	of	civil	affairs,	and	is	initially	doubtful	of	the	return	of	Joko.	However,	Ekolo	immediately	pledges	her	loyalty	and	her	troops	to	the	cause.	She	also	reveals	the	location	of	the	other	warmarashals,	Troopmarshal	Ogun	in	Vehjin,	and	Beastmarshal	Eranko	near	the	Necropolis.	The	Commander	and	Kas,	Canach,	and	Rytlock	successfully	leave	the
palace	without	being	revealed.	After	discussing	the	previous	conversation,	they	decide	to	gather	information	on	Ogun	and	meet	up	in	Vehjin.	At	Vehjin,	Kasmeer	disguises	the	group	once	more.	Ogun	informs	the	Commander	that	while	he	would	lend	his	army,	he	can't	due	to	a	nearby	Forged	foundry	with	a	portal	that	delivers	reinforcements.	Ogun
also	can't	assault	the	foundry	with	his	training	recruits.	The	Commander	offers	to	take	some	recruits	and	proceeds	to	destroy	the	portal,	ordering	Ogun	to	bring	his	troops	to	the	Kodash	Bazaar.	Balthazar	confronts	Kralkatorrik	atop	King	Joko's	Sky	Garden.Afterwards,	the	group	travels	to	meet	Eranko.	When	the	Commander	arrives,	Rytlock	and
Canach	(disguised)	are	already	speaking	with	the	Beastmarshal,	praising	the	Commander's	riding	capabilities.	Eranko	is	intrigued,	and	introduces	them	to	necromantic	draining	to	speed	up	their	mount.	However,	the	Beastmarshal	refuses	to	let	her	troops	be	led	by	someone	she	considers	inept.	In	order	to	win	her	trust,	the	Commander	must	complete
a	race	using	the	new	skill.With	all	three	warmarshals	pledging	their	troops,	Dragon's	Watch	gathers	at	the	Kodash	Bazaar	to	prepare	for	the	final	fight.	Rytlock	gives	the	Commander	Sohothin,	claiming	that	Balthazar	will	only	focus	them	and	won't	expect	them	to	have	it,	giving	the	Commander	the	best	chance	to	kill	the	god.	The	guild	then	splits	up	to
defend	the	Bazaar.	The	Commander	fights	against	waves	of	Forged	until	Balthazar's	Warbeast,	carrying	Aurene,	forces	its	way	in.	As	the	Commander	follows	the	Warbeast,	Taimi	attempts	to	contact	them,	but	cannot	be	understood.	At	the	top	of	King	Joko's	Sky	Garden,	the	Warbeast	begins	to	attract	Kralkatorrik.	Once	the	Commander	arrives,	they
destroy	the	Warbeast,	freeing	Aurene	from	it.	Together,	Aurene	and	the	Commander	kill	Balthazar.	The	death	of	the	god	causes	a	massive	release	of	energy,	most	of	which	is	absorbed	by	Kralkatorrik,	but	Aurene	receives	some	as	well.	Aurene	then	flies	off,	with	Kralkatorrik	following.	After	the	fight,	the	rest	of	the	guild	arrives,	and	agrees	to	discuss
everything	back	in	Amnoon.In	Amnoon,	the	Commander	meets	Taimi	and	informs	her	of	Kralkatorrik's	empowered	state.	A	messenger	arrives	to	announce	a	celebration	in	honor	of	the	Commander,	and	along	the	way	they	meet	Utumishi.	They	discreetly	reveal	that	they	were	impersonating	Iberu,	and	Utumishi	hurries	away.	At	the	party,	the
Commander	is	asked	for	a	speech.	Afterwards,	the	group	meet	up	at	the	docks	to	discuss	what	to	do.	The	Commander	proposes	reforming	Dragon's	Watch,	and	Marjory	Delaqua	reappears.	Kasmeer	and	Marjory	apologize	to	each	other	before	the	ground	shakes.	A	cutscene	shows	Kralkatorrik	flying	over	the	Crystal	Desert,	Branding	everything
underneath.	Path	of	Fire	ends	with	a	shot	of	an	adolescent	Aurene	roaring	out.Balthazar	threatens	the	Crystal	Desert	and	adjoining	kingdom	of	Elona	with	his	Forged	legions.	Explore	vast	new	maps	filled	with	magic-drenched	desert	plains,	ancient	temples	and	ruins,	and	beautiful	oases.	Uncover	the	secrets	of	Tyria's	history,	and	discover	the	fate	of
the	Elonian	people	after	years	of	silence.	Official	websiteGuild	Wars	2:	Path	of	Fire	is	the	second	expansion	pack	for	Guild	Wars	2.	It	was	released	on	September	22,	2017,	at	approximately	16:00	UTC+00:00.[1][2]	Purchasing[edit]The	expansion	is	available	through	the	official	website	and	the	in-game	Black	Lion	Trading	Company	panel.External
source	creating	a	new	account	or	upgrading	an	existing	account	requires	the	redemption	of	the	serial	codeIn-game	panel	upgrading	an	existing	account	will	automatically	be	applied	to	the	account	used	to	purchase	the	upgradeEditions	availableStandard	Edition	($29.99	/	29,99	/	25.99)Editions	unavailableDeluxe	Edition	($54.99	/	54,99	/
47.99)Ultimate	Edition	($79.99	/	79,99	/	69.99)	As	of	August	30,	2019,	all	accounts	that	own	or	buy	Path	of	Fire	will	receive	the	previous	expansion,	Heart	of	Thorns,	for	free.As	of	July	27,	2021,	with	the	End	of	Dragons	expansion	and	the	collection	available	for	pre-purchase,	the	deluxe	and	ultimate	editions	of	Path	of	Fire	are	unavailable	from	the
official	online	store.Upgrading	to	Deluxe	Edition[edit]Players	who	have	bought	the	Standard	version	of	the	expansion	can	choose	to	upgrade	to	the	Deluxe	edition	via	the	Black	Lion	Trading	Company	for	2,400.	You	cannot	upgrade	to	Ultimate	from	either	Standard	or	Deluxe.Features[edit]Save	Tyria	from	the	God	of	Fire	and	War	in	Guild	Wars	2:	Path
of	Fire!	Unlock	six	world-class	mounts,	each	with	unique	abilities	that	will	change	the	way	you	play	forever.	Explore	five	new	maps	in	the	Crystal	Desert,	nine	elite	specializations,	and	more!	in-game	pop-upPlot[edit]Primary	article:	Path	of	Fire	storyHumanity	has	worshipped	the	six	gods	for	centuries,	even	as	their	prayers	went	unanswered.	Now	the
god	of	fire	and	war,	Balthazar,	has	made	an	unexpected	return,	only	to	reveal	himself	as	a	ruthless	manipulator	with	little	regard	for	mortal	life.Tyria's	heroes	thwarted	the	first	stage	of	his	catastrophic	plan	to	destroy	the	Elder	Dragonsbut	now	he's	raised	a	zealous	army	to	cut	a	path	of	terror	and	destruction	across	the	south.	You	must	halt	their
march	before	Balthazar	sets	the	foundations	of	the	world	ablaze.Crystal	Desert[edit]	Mounts[edit]Six	new	mounts	as	part	of	the	mastery	system.	They	are	available	for	use	across	all	of	Tyria,	not	just	within	the	Crystal	Desert	(including	guild	halls,	but	not	instances	anterior	to	PoF).[3]The	Raptor	A	hardy	saurian,	capable	of	leaping	horizontally	across
long	distances.The	Springer	A	large	jerboa-like	creature,	capable	of	jumping	vertically	to	great	heights.The	Skimmer	A	floating	manta	ray-like	creature,	capable	of	hovering	above	water	and	environmental	hazards.The	Jackal	An	elemental	canine,	capable	of	blinking	across	short	distances	and	of	making	precision	jumps.The	Griffon	A	cat-bodied	bird,
capable	of	gliding	across	the	sky	with	great	speed.The	Warclaw	A	suit	of	enchanted	armor	in	the	shape	of	a	large	cat,	found	within	World	versus	World.Elite	specializations[edit]Nine	new	elite	specializations,	one	for	every	profession.	Guardian:	Firebrand	(axe,	tomes	replacing	virtues,	mantras)	Revenant:	Renegade	(short	bow,	citadel	orders,	Kalla
Scorchrazor	and	her	legendary	renegades)	Warrior:	Spellbreaker	(dagger,	full	counter,	meditations)	Engineer:	Holosmith	(sword,	photon	forge	replacing	the	elite	tool	belt	skill,	exceed	skills)	Ranger:	Soulbeast	(dagger	mainhand,	become	one	with	your	pet	through	beastmode,	stances)	Thief:	Deadeye	(rifle,	deadeye's	mark	replacing	steal,	cantrips)
Elementalist:	Weaver	(sword,	attune	to	two	elements	simultaneously,	stances)	Mesmer:	Mirage	(axe,	replaces	dodge	with	a	mirage	cloak	that	allows	you	to	ambush	foes,	deceptions)	Necromancer:	Scourge	(torch,	shades	replacing	death	shroud,	punishments)Raids[edit]	Equipment[edit]	Other	features[edit]New	Guild	hall	Windswept	HavenNew
Adventures	Refugee	Supply	Run,	Crystal	Oasis	Griffon	Expert,	Crystal	Oasis	Griffon	Master,	Cavalier	Express	Parcel	Run,	Highlands	Griffon	Expert,	Highlands	Griffon	Master,	Skimshallow	Cove	Supply	Run,	Riverlands	Griffon	Expert,	Riverlands	Griffon	Master,	Shadows	Intel,	Desolation	Griffon	Expert,	Desolation	Griffon	Master,	Garden	Wine	and
Cheese	Run,	Vehjin	Noble	Necessities	Run,	Necropolis	Embalming	Supply	Run,	Vehtendi	School	Supply	Run,	Vabbian	Griffon	Expert,	Vabbian	Griffon	MasterNew	masteries	Path	of	Fire	mastery	tracksBounties	Tasks	related	to	defeating	various	enemies,	usually	suitable	for	groups.	New	juvenile	pets	Cheetah,	Fanged	Iboga,	Jacaranda,	Rock	Gazelle,
Sand	LionPath	of	Fire,	along	with	Heart	of	Thorns,	is	the	only	expansion	that	gives	the	possibility	to	use	a	mount	and	a	glider	in	WvW,	no	other	expansion	allows	it.[4]Living	World	Season	4[edit]Note:	Living	World	Season	episodes	are	not	bundled	with	the	expansion	and	have	to	be	either	purchased	from	the	Gem	Store	or	claimed	during	free	access
periods.With	the	corresponding	episodes	unlocked,	six	more	maps	are	available:	Domain	of	Istan,	Sandswept	Isles,	Domain	of	Kourna,	Jahai	Bluffs,	Thunderhead	Peaks,	and	Dragonfall.New	mounts:The	Roller	Beetle	A	giant	beetle	that	curls	into	a	ball	to	race	downhill	and	smash	through	walls.	It	wears	a	floating	magitech	saddle	fashioned	from	asuran
technology.	Unlocked	via	Long	Live	the	Lich.The	Skyscale	A	Mists-born	dragon	adept	at	scaling	cliffs	and	traversing	through	the	air.	Requires	every	episode	of	Season	4,	partial	completion	of	the	first	five	episodes,	and	total	completion	of	War	Eternal.New	armor	sets	Elegy	armor,	Requiem	armor,	Mist	Shard	armor,	Blossoming	Mist	Shard	armor,
Corsair	armorNew	weapon	sets	Living	World	Season	4	weaponsNew	legendary	trinket	VisionNew	attribute	combinations	Plaguedoctor'sNew	masteries	Roller	Beetle,	Skyscale,	Crystal	ChampionThe	Icebrood	Saga[edit]Note:	Living	World	Season	episodes	are	not	bundled	with	the	expansion	and	have	to	be	either	purchased	from	the	Gem	Store	or
claimed	during	free	access	periods.	Gallery[edit]Screenshots[edit]	Concept	art[edit]	Wallpapers[edit]	Trivia[edit]Two	preview	weekends	were	available	to	all	playersthe	first	from	Friday,	August	11	through	Sunday,	August	13,	and	the	second	on	Friday,	August	18	through	to	Sunday,	August	20.[5]Two	stress	tests	were	available	for	all	playersone	on
August	31,[6]	and	the	second	on	September	7[7]for	only	about	2	hours	each.Pre-purchasing	became	available	on	August	1,	2017.	Accounts	that	pre-purchased	received:External	links[edit]	Developer	Diaries	Interviews	References[edit]	17	October,	2017.	1,852	words.	Well,	that	didnt	take	long.But	before	I	talk	about	Path	of	Fire,	in	news	that	no	blog
reader	cares	about,	Ive	uploaded	the	videos	I	recorded	for	Guild	Wars	2	Heart	of	Thorns	to	my	YouTube	channel.	(Cross-promotion!)Im	enjoying	Path	of	Fire	a	lot.Its	very	much	like	playing	the	original	game	again,	which	was	the	best	part	of	Guild	Wars	2.	It	almost	feels	like	an	apology	for	everything	thats	been	released	since	the	original	game.	I	spent
time	completing	the	first	three	maps	to	100%	before	moving	on	with	the	story,	something	that	has	literally	never	happened	since	entering	Orr	roughly	five	years	ago.Spoilers	below	if	you	havent	completed	the	story.I	made	a	bold	change	in	wardrobe	for	the	expansion,	the	first	time	in,	well,	ever.The	story	is	pretty	straightforward:	Kill	Balthazar	before
he	kills	the	dragon	Kralkatorrik.	Thats	basically	it.	There	are	a	few	twists	and	turns	as	we	try	to	figure	out	how	to	kill	him,	but	its	mainly	a	linear	path,	and	there	were	no	shocking	revelations	(at	least	none	that	made	any	impact	on	me,	a	GW	lore	newbie).I	was	going	to	break	my	thoughts	about	Path	of	Fire	into	two	posts.	The	first	would	have	covered
the	first	ten	chapters,	ending	with	The	Enemy	of	My	Enemy.	Thats	the	one	where	we	travel	across	not	one	but	two	brand	new	maps	to	take	control	of	Palawa	Jokos	army	(if	that	name	wasnt	created	with	a	random	name	generator	Ill	eat	my	hat).	In	retrospect,	it	seemed	like	they	had	more	map	territory	than	story	to	fill	it.	Maybe	they	ran	out	of
time.After	chapter	ten,	it	sounded	like	the	end	was	imminent,	but	I	couldnt	believe	there	would	only	be	eleven	chapters	in	the	expansion,	and	I	assumed	something	would	happen	to	prolong	the	story	out	to	at	least	sixteen	chapters	like	Heart	of	Thorns	(which	I	thought	was	short,	too),	like	perhaps	a	new	enemy	would	arise	after	Balthazar	was	gone	(I
assumed	it	would	be	the	dragon).But	alas,	nope,	it	turned	out	that	the	only	thing	left	in	the	expansion	after	gathering	Jokos	army	was	confronting	Balthazar,	so	only	one	post	is	needed.	(I	was	right	about	the	dragon,	its	just	that	they	are	presumably	pushing	it	to	Living	World	Season	4.)	There	were	a	total	of	thirteen	chapters	(although	eleven	and
twelve	were	essentially	two	parts	of	the	same	confrontation),	and	the	thirteenth	and	final	chapter	was	just	a	celebration	to	congratulate	us	on	our	victory.Even	during	the	celebration,	which	was	even	entitled	Epilogue,	I	kept	thinking	there	would	be	more.	But	nope.	The	expansion	was	indeed	much	shorter	than	I	expected.	If	I	hadnt	worked	on	map
completion	I	feel	like	I	could	have	finished	the	entire	thing	in	a	weekend.	As	it	was,	it	only	took	10	days,	and	4	of	those	days	I	was	repairing	my	PC.	And	I	dont	think	I	ever	played	more	than	a	two	or	three	hours	a	day.	(Compare	with	three	weeks	for	the	FFXIV	Stormblood	expansion	story.)But	still,	it	was	fun,	and	will	continue	to	be	fun	as	I	finish	up	the
last	two	maps	and	grab	the	last	two	mounts.	(Although	I	keep	hearing	about	having	to	do	collections	and	pay	hundreds	of	gold	to	get	the	last	mount	so	thats	probably	not	going	to	happen,	seeing	as	how	Ive	never	had	more	than	20	gold	in	five	years	of	GW2.)Im	not	quite	on	board	with	the	prevailing	theory	that	the	story	is	good,	but	its	definitely	better.
They	did	a	bit	more	to	make	sure	that	you,	the	player,	understood	the	story,	instead	of	just	assuming	every	player	had	poured	over	every	inch	of	GW2	lore	on	the	Internet.	The	cast	was	consistently	present	(except	when	they	conveniently	left	the	stage	because	the	player	has	to	do	everything	solo).	NPCs	re-iterated	key	points	over	and	over	again.	The
Commander	asked	a	lot	of	questions.	The	entire	mechanic	of	calling	Taimi	from	contact	points	now	and	then	seemed	to	be	there	just	to	give	you	a	refresher	on	where	you	are	in	the	story.	(If	you	call	her	before	every	chapter,	the	conversation	essentially	summarizes	what	you	did	last	chapter,	and	what	youre	going	to	do	next	chapter,	all	while
reminding	you	that	Aurene	is	still	out	there.)But	it	wasnt	great.	There	were	still	some	head-scratching	moments	for	this	lore	newbie.	Like	when	this	dragon	Vlast	appeared	out	of	nowhere	and	inexplicably	took	a	bullet	for	me.	I	have	no	memory	of	hearing	the	name	Vlast	before	in	the	past	five	years	(or	Gleam	or	whatever).	They	did	almost	nothing	to
establish	this	dragon	as	a	thing	before	his	pivotal	plot	moment.	Additionally,	the	memories	we	heard	from	Vlast	did	not	paint	him	as	a	self-sacrificing	sort	of	a	dragon,	either.	I	thought	maybe	they	would	explain	that	sacrifice	more	later,	but	they	never	did.Actually,	most	of	the	plot	points	related	to	Glint	went	right	over	my	head,	as	they	often	do.	Glint
is	a	name	I	see	referenced	all	the	time	in	GW2	but	I	have	almost	zero	context	for	this	apparently	very	important	dragon	character	in	Guild	Wars	lore.	Kasmeer	mentioned	that	we	had	once	been	to	Glints	Lair	and	I	was	like,	We	have?	When	was	that??	It	must	have	been	in	Season	2,	which	I	only	remember	as	a	mass	of	frustrating	maps	and	boss
fights.Speaking	of	Kasmeer,	I	dont	remember	her	being	particularly	religious	before	all	this	Balthazar	business	started.	But	setting	that	aside,	on	a	positive	note,	I	found	her	scene	with	Kormir	very	touching.	It	was	one	of	the	better	character	moments	I	can	remember	in	the	game.	I	genuinely	felt	bad	for	her	that	she	was	losing	her	goddess.In	contrast,
the	scene	where	Rytlock	found	Snaffs	golem	was	obviously	meant	to	be	an	emotional	character	moment,	but	it	meant	exactly	nothing	to	me	because	I	lacked	context.	Snaff	is	another	one	of	those	GW2	names	that	comes	up	all	the	time	and	is	clearly	supposed	to	have	great	significance,	but	continues	to	go	right	over	my	head.Like	Bhagpuss,	I	too	found
it	extremely	odd	that	the	Amnoon	City	Council	trusted	a	newly-arrived	stranger	to	make	a	lasting	political	decision.	As	far	as	I	could	tell,	other	than	perhaps	changing	the	flavor	of	some	NPC	dialog	heard	around	the	city,	it	had	no	effect	on	the	story	and	I	dont	know	why	we	did	it.The	final	boss	fight	was	a	doozy	of	flashing	lights	and	noise,	but	I	got
through	it	with	far	less	trouble	than	many	of	the	Living	World	bosses.	(I	had	more	trouble	with	his	War	Pig	thingy	beforehand,	because	it	was	not	a	melee-friendly	fight.)	I	figured	out	in	the	second	encounter	on	top	of	the	plateau	in	Elon	Riverlands	that	if	you	stay	close	to	Balthazar,	its	fairly	easy	to	step	out	of	most	of	his	attacks.	I	thought	it	was
interesting	that	they	threw	in	some	of	the	cooperative	mechanics	that	we	taught	Aurene	in	that	one	chapter	of	the	Living	World	Season	3.	The	dragon	training	wasnt	a	complete	waste	of	time	after	all!	Little	things	like	that	make	me	glad	I	decided	to	push	through	all	the	content	in	the	right	order.Story-wise,	I	thought	it	was	a	cop-out	that	we	ended	up



using	Rytlocks	sword	to	defeat	Balthazar.	I	mean,	we	could	have	used	it	the	first	time	we	saw	him.	Or	more	appropriately	Rytlock	could	have	used	it.	That	was	one	hell	of	a	sword,	too.	Why	doesnt	he	mow	through	enemies	like	a	hot	knife	through	butter?Normally	I	dont	like	it	when	games	force	you	to	use	a	weapon	that	you	arent	comfortable	with,	but
in	this	case	they	made	it	easy	enough	to	use	that	it	didnt	bother	me	too	much.	Still	would	have	preferred	to	use	my	axe	though.	(Ed:	I	now	realize	I	could	have,	but	it	would	have	made	a	long	fight	into	an	interminably	long	fight.)One	other	story	problem:	Rytlock	was	responsible	for	releasing	Balthazar	on	the	world,	and	he	made	a	bit	of	a	show	of
announcing	that	he	would	make	things	right,	more	than	once.	But	he	never	did.	He	didnt	do	much	of	anything	except	lend	me	his	sword.	I	was	expecting	him	to	make	some	sort	of	sacrifice,	perhaps	even	get	himself	killed	in	service	to	the	story.	(Not	that	death	means	much	in	this	game.)	But	nope.Also:	What	was	the	point	of	assembling	Jokos	army
when	we	had	to	go	through	that	whole	last	fight	alone?Also:	It	wasnt	at	all	clear	what	happened	with	Aurene	and	Kralkatorrik	at	the	end	of	that	fight.	It	wasnt	until	the	celebration	party	afterward	when	the	Commander	spelled	it	out	for	me	that	I	understood	it.	It	looked	like	Aurene	had	been	vaporized	by	lightning,	but	apparently	she	just	left.Anyway,
on	to	other	features	of	the	expansion.The	mounts	are	very	cool.	Of	the	three	I	have	so	far,	the	jumpy	rabbit	seems	the	most	useful	and	the	one	I	use	most	often.	I	mentioned	in	my	Path	of	Fire	Demo	post	that	I	didnt	think	they	would	fundamentally	change	the	game,	but	boy	was	I	wrong.	They	completely	trivialize	getting	around	the	world.	It	amazes	me
that	they	allowed	us	to	use	them	in	the	old	maps.	Getting	to	any	points	of	interest	or	vistas	feels	like	cheating	now.Since	its	actually	possible	to	complete	the	Hero	Point	challenges	in	Path	of	Fire	solo	(again,	like	it	used	to	be	in	the	original	game),	I	finally	collected	enough	points	to	finish	training	Reaper.	Then	I	started	training	the	Scourge	profession.
I	tried	it	out	for	a	little	while,	but	I	didnt	like	it.	Im	sure	there	is	some	trick	to	playing	it	properly,	but	the	lack	of	the	shroud	form	feels	like	a	crippling	disability.	Plus	the	torch	only	gives	you	two	new	abilities.	Incidentally,	ahem,	when	are	they	adding	that	Build	Load	and	Save	feature?	If	I	hadnt	taken	a	screenshot	of	my	build	before	changing	it	I	would
have	had	literally	no	idea	how	to	get	back	to	where	I	started.Incidentally,	this	is	the	Necromancer	build	and	skills	I	used	for	most	of	Path	of	Fire.There	is	still	the	nagging	problem	of	never	receiving	any	meaningful	loot.	Thats	the	price	of	horizontal	progression	I	guess.	At	least	now	you	can	leave	most	of	the	useless	loot	stacking	endlessly	in	just	a	few
inventory	slots.	Unfortunately	it	seems	like	they	invented	new	junk	to	fill	inventory	slots	for	the	expansion.	I	continue	to	wish	for	an	option	to	disable	picking	up	loot,	or	a	filter	to	control	what	kinds	of	loot	to	pick	up.	I	never	want	to	see	blue	or	green	gear	get	into	my	inventory.	Even	yellow	gear,	actually.	(Unless	I	dont	have	the	skin	unlocked.)But
again	overall,	its	a	very	good	expansion.	Its	the	best	the	game	has	been	since	launch,	for	us	filthy	casuals,	at	least.	Related	GW2	Season	3,	Episode	6,	One	Path	Ends	GW2	Season	3,	Episode	5,	Flashpoint	GW2	Season	3,	Episode	3,	A	Crack	in	the	Ice	GW2	Season	3,	Episode	2,	Rising	Flames	GW2	Season	3,	Episode	1,	Out	of	the	Shadows	
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