
COMPREHENSIVE WALKTHROUGH
We lead you step by step from Armageddon and mankind’s end of days, 

all the way to War’s fi nal confrontation with The Destroyer, including every 

Shadow Arena Challenge!

EXPERT TACTICS
We show you how to make the most of War’s weapons and abilities. Learn 

every technique and special attack, when to use Wrath Powers and Chaos 

Form, and select the best weapon enhancement for any job! Maximize your 

Wrath Core, Soul, and Lifestone usage!

COMPLETE COLLECTIBLES COVERAGE
We take you to every collectible in the game—fi nd all 10 Abyssal Armor 

pieces and 27 Artifacts, reassemble the Armageddon Blade, and more!

DETAILED MAPS
Our maps depict every area in the game, revealing Chest and Boss 

locations, Artifacts, Shadow Arenas, Vulgrim trading posts, Wicked K 

encounters, and more!

THAT’S NOT ALL!
Profi les, HP, Attack, and Damage Data for Every Enemy, Winning Boss 

Tactics, Every Achievement and Trophy, and Much More!

Deceived into bringing about the end of the world, War—the fi rst Horseman of the Apocalypse—wrote the 

end to the chapter of man. Now, dishonored and facing his own death, War has a chance to return to Earth to 

search for the truth and punish those responsible. Take on the forces of Hell and lead War to vengeance and 

vindication with this Signature Series guide!
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After The Charred Council stripped War of his powers, they assigned The Watcher to ensure that War not overstep his bounds. The Watcher is given authority to end War’s life should the 

need arise. A nuisance at times and a guiding light at others, The Watcher is a part of War, so he better learn to live with him.

6

VuLgrIm
The unscrupulous demon known as Vulgrim is neither friend nor foe to War. He is a peddler of upgrades, consumables, and abilities, and he’s no more than an unpleasant 

necessity to those who seek his business. Vulgrim seeks the souls of the dead—he accepts no other currency—and he’ll trade anything to get them. That is, if the price is right.

THE
WATCHEr

uLTHAnE
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SoulsSoulsSouls
The End of Days has come, and the entire human race has perished. This has left untold numbers of Souls encased in caskets, 
objects, and consumed by all sorts of unearthly creatures. During your adventure, you free tens of thousands of Souls by opening 
caskets, slaying thousands of enemies, and by destroying what little remains of the human world. Souls come in three colors, 
and each is used for a different purpose.

Currency souls: These blue Souls are the most common 
form. Caskets yield hundreds at a time, and nearly every object you 
smash yields a few more. Most enemies you defeat also relinquish 
several of these Souls. Use these blue Souls as currency, trading 
them to Vulgrim in exchange for items, abilities, and upgrades.

Wrath souls: You instantly absorb the yellow Souls that 
escape caskets and enemies to replenish your Wrath Cores. As with 
Life Souls, Wrath Souls are not used as currency, but rather as a 
way of restoring your special Wrath power. The most reliable 
way to acquire Wrath Souls is to defeat an enemy with an Instant 
Kill attack, as this technique almost always releases multiple 
yellow Souls.

life souls: These green Souls instantly replenish lost health 
when you find them. Depending on how many of these Souls you 
come across, you might replenish a small portion of the health 
meter or as much as several Lifestones! Life Souls are commonly 
found in green-glowing caskets. You can also obtain them by 
using the Instant Kill technique to kill low-level enemies, such as 
Duskwings and Locusts.
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Chaos FormChaos FormChaos Form

Thrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into CombatThrust Into Combat
You can’t reach the Destroyer without spilling a lot of blood along the way. Though your Chaoseater sword may seem 
impressive at first, you must master multiple weapons, enhancements, and several Wrath Powers in order to reach your 
goal. This section details each weapon’s strength and weakness, the attacks you can perform with them, and the weapon 
enhancements to find. Most of the casualties you accrue come via the Chaoseater sword, but you ultimately acquire additional 
weapons, including the Scythe and Tremor Gauntlet. These weapons level up, becoming increasingly powerful the more you 
use them. You can improve each weapon to a level-four maximum. Each weapon features a number of potential attack moves, 
though you don’t have to purchase some of these attacks from Vulgrim.

The third and final meter in the screen’s 
top left corner is the Chaos Meter (not 
available at the start of a game). The 
red spiral gradually fills as you use the 
Chaoseater to fight enemies. The spiral 
takes the form of a demon and pulses 
red once the meter is full. This indicates 
that you can unleash War’s Chaos 
Form, an incredibly powerful version 
of War that’s immune to damage and 
can cut through most any enemy with 
just one or two slices.

Chaos Form lasts but a few short 
seconds, and you must use it sparingly. 
It’s your secret weapon to deal with 
enemies that might otherwise be too 
big for you to handle or too numerous 
to outlast. You move very slowly in 
Chaos Form, so make sure you are 
close to your enemies when you trigger 
it (Wrath Power + Use Gear buttons). 
Press the Sword Attack button to make 
your Chaos Form swing its fiery sword 
in a horizontal slashing motion, or press 
the Secondary Attack button to swing it 
in a downward overhand motion.

14
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THE CROSSROADS
A century has passed since that fateful day when the Horsemen of the Apocalypse rode to meet the 
Destroyer. The time wasn’t right and now War stands before the Charred Council, accused of not abiding 
the laws concerning the Seven Seals. War, convinced he acted accordingly, pleads to be sent back to the 
surface in search of the Dark One who betrayed the pact and doomed mankind. War did not start the 
confl ict between Heaven and Hell but was merely caught in the middle. Now he must prove it or suffer 
eternal damnation under the ruling of the Charred Council.

36
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This large, dinosaur-like creature is a Gholen. It has fl aming 
hands, and it pounds the ground and charges after War 
with abandon. It’s a formidable foe that can overpower 
War—use your superior intellect to overcome the discrepancy 
in strength! Before you move in for the kill, maintain a 
safe distance and throw tables, chairs, and the piano at the 
beast. You get Souls for breaking the furniture, but more 
importantly, you can weaken the beast while remaining safely 
out of its reach. Fight through the spiraling hallway and exit 
the hotel from the top fl oor to reach The Crossroads.
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THE CROSSROADS TREASURE
CHEST 
NO.

CONTENTS
ABILITY 
REQUIRED

1 100 Souls -

2 Health -

3 100 Souls -

4 Health -

5 100 Souls -

6 Health -

7 200 Souls -

CHEST 
NO.

CONTENTS
ABILITY 
REQUIRED

8 500 Souls Smash all 6 fi re hydrants

9 Hellfi re Enhancement Tremor Gauntlet

10 Health -

11 100 Souls -

12 Lifestone Shard -

13 Health -

14 Wrath Shard Abyssal Chain
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War fi nds the demon Vulgrim in the 
center of the plaza and is quickly 
relieved of the Souls he has acquired 
thus far. Vulgrim agrees to help guide 
him on his path toward the Destroyer, 
but there is a price. War must provide 
Vulgrim with a steady supply of 
Souls—information and guidance 
doesn’t come cheap.

DEATH DEALER
War encounters Vulgrim for the fi rst time at The Crossroads, after fi ghting his way 
through the parking garage and Seraphim Hotel.

Collect 400 Souls for the Demon, VulgrimCollect 400 Souls for the Demon, VulgrimCollect 400 Souls for the Demon, Vulgrim
Hoardseeker Obtained!

Vulgrim gives War a helping hand by handing over the Hoardseeker item upon their 

initial meeting. This demon trinket reveals the locations of all nearby chests and other 

items of value on the map.

Vulgrim has that which War needs to continue his quest, but his assistance comes at 
a price. Scour the area known as The Crossroads for blue Souls by smashing trees, 
lampposts, and cars, and by defeating the hordes of demons you encounter. Leap 
through the offi ce building’s windows to the right of Vulgrim, and use the furniture 
inside to defeat the fi ery Fleshburster. Collect the 100 Souls from the casket in the 
back room before you return to the street.

The street alongside this offi ce is crawling with Wickeds, Phantom Guard Soldiers, 
and a Gholen! Be extra careful when you venture down this road. Use War’s 
blocking ability to create countering opportunities against the Phantom Guard 
Soldiers. Exploit the smattering of vehicles as weapons against the Gholen.

You can fi nd additional caskets in each 
of the craters at the ends of the streets. 
Leap down to fi nd the casket, and then 
climb the Demonic Growth to return 
to the street. Move to the square’s 
western side to rack up a huge combo 
against Phantom Guard Soldiers and 
Wickeds. Then venture down into 
the fl ooded cavern at the base of the 
subway stairs.

Health the Raven
Be on the lookout for large, black 

birds that occasionally fl utter at head 

height near the street. Though they 

pose no physical threat, these ravens 

are ornery enough to dive-bomb War. 

Slice them in two with a single 

sword slash to gain 

some extra 

health Souls.
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Descend the stairs on the map’s west side and dive into the water 
inside the cavern. Swim down into the murky depths to fi nd this 
Soldier Artifact. Vulgrim buys Soldier Artifacts such as this in 
exchange for 500 Souls. Collect all of the Artifacts to unlock an 

Achievement/Trophy.Achievement/Trophy.

ARTIFACT: SOLDIER

Climb the Demonic Growth along the top of the underground cavern toward 
the casket in the distance. Beware the Lashers that drop down to attack from the 
Demonic Growth—be ready to swing the Chaoseater as soon as the skull piles that 
form their heads start to move! Return to Vulgrim and exchange the Souls for the 
Earthcaller. This horn allows War to open Tormented Gates and access new areas. 
You can also use it to blow back lesser creatures.

TO MOVE A MOUNTAIN
Meet Vulgrim in The Crossroads and acquire the 400 Souls he demands. In return, he 
gives War the horn known as the Earthcaller. You can use it to blow aside lesser enemies 
and to open the massive Tormented Gates that control access to new areas.

Trading with Vulgrim
War uses the Souls he acquires from 

defeating demons and smashing 

objects as currency for trading with 

Vulgrim. Vulgrim sells numerous 

abilities and items, including special 

attacks, Wrath abilities, weapons, 

and restorative items. Exchange the 

Soldier Artifact you fi nd in the watery 

cavern for an additional 500 Souls, 

and purchase the Harpoon Tackle or 

Flipsaw attack if possible.

Secret Chest: Destroy 
the Fire Hydrants

Smashing all six fi re hydrants in 

The Crossroads’ streets gives War a 

much-needed shower, and it triggers 

the appearance of a secret casket 

containing 500 Souls! The hydrants 

are located on the sidewalks: one 

is near the stairs leading to the 

underground cavern, and the other 

fi ve are along the main street to the 

west of Vulgrim’s location. The casket 

appears under the awning across 

from Vulgrim.
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FlesHburster

Wicked FeMale

Female version of the once human creatures that shamble throughout the world.

Class Hit Points signature attaCk Damage

Fodder 75 Infection Strike 5

Wicked Females move and fight just like 

their male counterparts. They would be 

indistinguishable if not for their torn skirts and 

long hair. Show these foul beasts no chivalry! 

Slash at them with the Chaoseater as they 

draw near, and trust that the legendary blade 

finds little resistance as it slices through their frail bodies. Press the Action button next to a 

Wicked Female to instantly kill the beast with your bare hands.

The flaming Fleshburster can withstand several strikes from your 

Chaoseater before it unleashes its Kamikaze self-destruct attack. Stay 

away from its fiery overhead pound attack, and use hit-and-run attacks 

to weaken it. Forehand Strikes and Sword Uppercut inflict plenty of 

damage. Watch for the Fleshburster to arch its back and roar, and dash 

away before it explodes in a dangerous cloud of flames and souls.
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Fiery Golem bent on destruction.

Class Hit Points signature attaCk Damage

Elite 500 Kamikazien 15
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Darksiders contains numerous items to collect, including Weapon Enhancements, Artifacts, 
Abyssal Armor Pieces, and Lifestone and Wrath Shards. Many of these sit right out in the open, 
or you obtain them by completing tasks associated with the story. But others are both hard to 
find and extremely valuable, most notably the Artifacts and Abyssal Armor Pieces. Finding all 
27 Artifacts and 10 Abyssal Armor Pieces doesn’t just unlock an Achievement/Trophy; it also 
makes your march against the Destroyer much more likely to succeed.

Soldier ArtifActS

collectibleS

These ancient insignias were given to the Legions of Hell as trophies for the carnage of 
the End Days. Return them to Vulgrim, and he will reward you.

•	 500	Souls	paid	per	Soldier	Artifact	traded.

•	 Lifestone	Shard	awarded	for	finding	all	20	Soldier	Artifacts.

Descend the stairs on the west side of the map, and dive into 
the water inside the cavern. Swim down into the murky depths 
to find this Artifact.

1 LocAtion

the croSSroAdS

Locate the narrow staircase leading underground on the 
area’s north side, and descend them to a circular room filled 
with enemies. An Artifact is on the side of the room opposite 
the hallway.

2 LocAtion

choking groundS
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