Daughter of Essence Changelog

Red Text = Not Yet on Itch

Version 1.3.4 - ??

Fixed a passibility issue in the nunnery

Algus Winthorpe dialogue changed for better quality, context and continuity

Fixed a tile overlap issue in Moon’s shop

Mercy’s childhood drawings are now correctly active on-touch, rather than on-press

Mercy can now buy the fishing rod from Shiveworth without the szarva horn quest

Version 1.3.3 - 6-8-2023

Added a new limited random encounter on the coast of Carvannah with day/night variant
Increased most boss enemy XP values by around 20-25% in normal mode

Further increased starting stats and raised the stat curve in Accessibility Mode

Fixed a possible soft-lock in the sea near Emerald Flats

Fixed a bugged cooking fire

Fixed a bug where a random cooking fire gave you milk (lol)

Version 1.3.2 - 1-13-2023

Fixed an issue where The Locker and Retaliation did not correctly formulate damage
conditionals

The Retaliation skill has received a buff: the damage bonus is increased and now also checks for
Poison

Meghan now carries Wool Cloth

If Meghan dies in the final siege, she will no longer still appear in the cove at the end of the
game

If you didn’t kick him out, Roald will remain in the cove just prior to the first siege and buy
goods

Version 1.3.1 - 12-19-2023

Added a “notice” screen on new game about the Accessibility Version

Added some contextual dialogue to Fogsborough

More blacksmiths carry mining picks, made a few of the pick sprites lootable (lol)

Changed the rune-equipping SFX

The healing “mash” QTE resolves a little quicker now--shorter timer and fewer inputs required

Fixed some continuity issues in Aster Village introduced by the newer Bronwyn scene



Fixed an issue where it was possible to conclude Aster without triggering a quest flag
Aster Village now sells grapes

The “Small Pond” quest is now correctly marked as failed after the window closes

Mercy will now ask Gerty about Carlisse on-touch even if it’s their first meeting, making
finding Carlisse in Witchdale a little more direct than before

Fixed an issue where, by extending the docks early on, you could miss a quest journal flag
Fixed an issue where Mercy would still be riding Orus after returning from a Marlan sequence
Fixed some portrait issues

Fixed some typos

(Accessibility Only) Replaced some default fishing spots that had crept back in with the
accessibility fishing spots. If you find fishing spots in accessibility mode that are

disproportionately quick, feel free to report their location.

Version 1.3 - 11-16-2022

Added some missing armored essence portraits

Added new contextual dialogue to the Mubarek essence miners

Added new dialogue scenes for if Moon, Eva or Dalkon dies and Mercy visits their stations
Adjusted some variables for Cove Health, added a health check to the game’s outro with a new
secret outcome

Adjusted Dizzy and Disorientation states, changed Disorientation icon

Adjusted Confusion state from 2-4 turns to 3

Adjusted the Punishment skill’s formula: now converts negative values into 1 damage

Fixed some typos

Fixed some portrait errors

Fixed an issue where someone could appear in two places at once on Deer Isle

Reduced grimefin HP

Reduced aqueduct goop HP, reduced poison chance, reduced XP slightly

Fixed a bug where the Mercy/Keeper CG didn’t display

Fixed an issue where Beatrix could still be missing hp/mp after your reunion

Fixed some text runoffs

Mercy no longer mentions her merchant vessel while riding in Petrova’s ship

The Night Mother fight is no longer fleeable after returning to Esterholt in later chapters (this
caused some logistical issues with the cutscenes)

Adjusted some contextual dialogue in the cove for if certain residents died

Reduced random encounter rates across the board

Version 1.2.12 - 11-2-2022

Fixed some typos

Fixed a duplicate line of dialogue in Carvannah



Fixed an issue where Camille would repeat her intro dialogue in Witchdale

Fixed a missing battle background in Esterholt

Mercy no longer asks Connor if there is a doctor in Esterholt if she’s already met the doctor
Fixed an outdated cooking spot

Fixed Duel to the Death disappearing the same round it was used

Version 1.2.11 - 9-20-2022

Improved some dialogue
Fixed some text-cutoff issues

Fixed a bug where Eva could soft-lock the game by trying to move into a desk

Version 1.2.10 - 9-3-2022

Adjusted a few lines for ease of readability

Fixed more sprite/portrait issues

Fixed some issues with Mercy giving the fishing vessel a messenger bird
Fixed some passability issues

Fixed a text cutoff issue

Version 1.2.9 - 8-17-2022

Added new downed/sleeping sprites

Added new robed portraits

Added a couple of minor hidden lore reveals

Fixed a bunch more incorrect sprite and portrait issues

Fixed a tile cutoff

(Accessibility Mode Only) Made the quest fishing spot in Shiveworth easier

Version 1.2.8 - 7-18-2022

Fixed a number of incorrect portrait issues

Fixed a couple of issues where fishing would revert Mercy to the wrong sprite
Fixed a couple of issues where cutscenes would revert Mercy to the wrong sprite
Fixed some typos

Fixed a passability issue in Danforth Crook

(Accessibility version only) Fixed some fishing spots having base game speeds

Version 1.2.7 - 6-24-2022

Fixed an issue where getting on the boat would remove Mercy’s armor sprite

Version 1.2.6 - 6-8-2022



The overworld now force resets your sprite and portrait (a crude fix for any potential scenario
where you end up in the wrong outfit)

The Prince of the Deep is now 30% more vulnerable to ballistic weapons to compensate for
being a glass cannon in that fight

Fixed some typos

Fixed a tile cutoff

Version 1.2.5 - 5-15-2022

Fixed an issue where text remained enlarged after a scene in the Carvannah inn
Fixed some incorrect portrait issues
Fixed an error where riding Orus from a map to the overworld later in the game would revert

Mercy to her original sprite

Version 1.2.4 - 3-18-2022

Fixed a missing file error in some of the ending paths
Fixed a misaligned portrait issue

You can now skip through the Witchdale caves again as soon as you get a boat

Version 1.2.3 - 2-22-2022

Fixed an issue where it was possible to lose Awakening or Will on a respec

Fixed an issue where it was possible to find the hunters in Esterholt after they should be at the
doctor

Changed the debug room door message

Re-added the walkthrough to the accessibility version

Version 1.2.2 - 1-30-2022

Fixed some typos

Fixed an issue where Claudia could appear in two places at once during a cutscene
Attempted to fix an offset choice selection menu when upgrading the cove

Fixed a couple of portrait issues

Fixed an issue where a text box was incorrectly transparent

Fixed an issue where the deep folk scene wasn’t correctly appearing in the library

Version 1.2.1 - 1-1-2022

Fixed an issue where it was possible to get stuck in Witchdale
Fixed an issue where boss sprites were encrypted and could cause errors
Fixed an issue where Sense Essence disappeared after a respec

Fixed an issue where Dalkon was duplicated in the cove



Version 1.2 - 12-22-2021

- Added new armored Mercy portraits and sprites (normal, fishing, riding and battle sprites)!

- Added Steam Achievements!

- Added new gauges and an improved HUD to the final siege for better transparency

- Updated a number of different scenes with new dialogue

- Performance Improvements

- Added new voice lines to some of the endings

- Added a plugin to halt the in-built fast-forward function of RPG Maker during certain
cut-scenes (I believe fast-forward was causing image-related crashes on some lower-spec
machines. Hopefully we will see much less of these now)

- Marlan’s Guard-Breaker now correctly removes Stone Spines, making the ejderha fight nicer

- Fixed an issue where Feodor’s unconscious form would vanish after leaving the Aster manor

- Fixed some passability issues

- Fixed an issue where Beatrix scenes could play while in the guest room next door

- Delilah’s room will now be open immediately after she’s recruited

- Fixed an issue where Naomi could either miss with Lotus Shot, or else use it on the wrong
target

- Fixed an issue where a line of dialogue could be repeated twice by two separate enemies

- Van Ritter and company are gone from Witchdale after confronting them

- Fixed an issue where cocoa beans weren’t previously healing

- Fixed an issue where the chocolate bar wasn’t properly learned from the recipe book

- Slightly rebalanced final siege values

- Fixed an issue where the Dietrich & Moon scene could be triggered after one of them fell in the
siege

- Fixed an issue where the first Vincent & Gertrude scene could be triggered after ch. 8

- Fixed some portrait-related crashes

- Implemented ShadyCorner integration

- Fixed an issue where “Wound Essence” was lost after a respec

- Some Accessibility mode improvements have been made

Version 1.1.1 Beta (Patrons) - 6-19-2021
- Added new art and made some changes to the AWAKENING ending
- Fixed an issue where Bronwyn and Mar Mar could appear in two places at once
- Adjusted some line-breaks
- Added a couple of flavor texts to the Carvannah Library
- Updated the portraits for the buried chest in the frozen passage
- Fixed the damage formula for the Acid status effect

- Fixed an issue where a picture overlay carries over from rescuing Bronwyn



Fixed some portrait issues in conversation with Mar Mar

Fixed a passability issue in Esterholt

Fixed an issue where Bart was duplicated during a cutscene

Fixed a move speed issue before the fight with the Red Moth Ejderha

Tom will now correctly disappear after the cutscene with him and Marlan (may still repeat
once on old saves, however)

Leite will disappear from the Isle of Deer camp site after translating the cave writing

Fixed a passability issue on the Isle of Deer

Single respec ability added to standard build

(Accessibility Mode Only): Respecs are now unlimited

Version 1.1 Beta (Patrons Only) - 6-8-2021

Added new NSFW scene art (Fort Wilkes scene)
Added new quest areas to the Aster Valley manor 2nd floor
Added two new recruitable NPCs for a cove
Added new patreon NPC
Added a new special event involving Dorn in the cove
Added a new cutscene featuring Bartholomew
Liis can no longer wander into the hallway and get stuck
Beatrix base level increased from 10 to 12, and base SP increased from 2500 to 3000
The hunters from Esterholt have had very slightly adjusted stats
Fixed a portrait flicker issue in the Dream Eater fight
Adjusted the positioning of certain enemy battlers
Fixed a passability issue in Grey Clarion
Unyielding Wounds status changed from 8 rounds to 4
Fixed an issue where ending the fight vs. the strangers with 0 HP could result in a game over
Fixed some portrait issues with the Crows while in combat
Fixed an issue where Mercy’s portrait could appear in Shiveworth while playing as Beatrix
Fixed some portrait-related issues in Carvannah
Gorps will no longer appear in the residential area after returning from Esterholt until after
you’ve spoken with him emerging from the throne room
ACCESSIBILITY MODE ADDED
- Doubled base health for Mercy, Orus and Beatrix
- Al HP recovery items now have higher flat rate increases
- Timer doubled on all fishing events
- Combat QTEs removed, damage formulae are now flat
- Mercy starts with 10 more Attack and Spirit
- Earth Vial restores 50% HP on resurrection instead of 30%



Version 1.07 - 3-24-2021

Fixed a possible portrait-related crash in Carvannah

Updated all fishing spots with a new event that fixes a rare bug involving fishing with a broken
rod, as well as eliminating the need to change maps to respawn

Added a font layout reset to certain key dialogue lines as a safety precaution against the Big
Font bug

Fixed some line-break issues

Fixed an issue where Marlan was transparent after the Tom fight

Fixed an issue where Tom’s stats showed up as Bandon’s in certain stages of the siege planning
Support Essence now applies to the resourcefulness score instead of resilience on the ship unit
for the siege

Added a skill description for Quick Draw

Added some missing dialogue from Kelsie

Version 1.06 - 3-23-2021

Updated the walkthrough

A couple of passive NSFW scenes have been placed behind choice menus rather than
autoplaying, so they can be avoided if that is your preference

Fixed a move speed error after interacting with the mysterious chest in the cove
Fixed a couple of passability issues at Fort Wilkes

Fixed some text-runoff on the credits screen

Fixed some outdated fishing spots

Fixed a passability issue in Grey Clarion

Fixed a passability issue in Hawk’s Keep

Version 1.05 - 3-18-2021

Fixed an issue where it was possible to interact with the door to the secret hideout in
Carvannah through the building’s south wall

Fixed a typo

Fixed an issue where upgrading Eva’s inscription station to max could prevent Wulthilde’s toy

shop from being upgraded

Version 1.04 - 3-18-2021

Fixed an issue where Recovery Rate’s Advancement tooltip incorrectly stated 3% instead of 5%

Fixed an issue where the Mysterious Letter was not correctly useable from the menu

Version 1.03 - 3-15-2021



- Fixed a possible portrait-related crash preventing progress if Mercy didn’t visit the aqueducts

on her first visit to Carvannah

Version 1.02 - 3-13-2021
- Fixed an issue where the mining tile in the Fogsborough cavern could force the player into a
dialogue loop on the ice puzzle (if they don’t have a mining pick)
- Fixed a typo
- Fixed a possible inconsistent audio fadeout in the prologue
- Removed a debug chest (that could also cause a pathing error)

- Added the walkthrough as a pdf to the game files

Version 1.01 - 3-12-2021 (Steam Launch)
- Added 4 new NSFW scene illustrations!
- Fixed a portrait-related issue in the cove
- Fixed a couple of swapped system icons
- Added an extra move speed reset to the conversation with Roald about Witchdale to address
some reports that movement was slowed after the scene (unable to reproduce so far)
- Fixed a couple of typos

- Removed the Patreon button from the menu (Steam got mad about that)

Version 1.0/0.166 - 2-19-2021
- Added Tom to various other locations in the cove & added new lines of dialogue
- Added a new special hidden cutscene to do with gathering all of the szarva game pieces
- Replaced a few inventory icons with new & improved icons (won’t have any effect on old saves)
- Improved a few maps visually
- Fixed a few instances of characters not correctly appearing on the siege monument
- Fixed some dialogue for better quality & continuity
- Fixed some text-runoff
- Fixed some instances where it was possible to soft lock in the monastery theater by crashing
into a wall
- Adjusted some sound effect volume levels

- Adjusted some choice menus to include more options available on screen at one time

Version 1.01/0.165 - 2-12-2021
- Added TOM, THE STRONGEST MAN ALIVE to the cove & siege planning room
- Added a new scene to the final moments of the game
- Added new image-scrolling functionality for some new high res scene art pieces added that are

larger than the game window



- Fixed a rough transition from Leite’s tent
- Fixed a rock overlay on the Neresalem outro cutscene

- Fixed an issue where the “reject cycle” outro could transfer to the wrong version of the docks

Version 1.0/0.164 - 2-5-2021

- Added four brand new pieces of NSFW scene art

- Added a whole bunch of knowledge to the library in Carvannah

- Updated the title screen with new designs

- Itisnolonger possible to skip the opening chapter

- The opening splash screens are now skippable with 1 button press

- A “Quit” option has been added to the main menu for people on certain devices with only 1
USB who are using a controller (like a surface pro)

- Rockhide Eels are now skinnable for their hides, which can be crafted into gauntlets or a helm
by Meghan in the renovated throne room

- Added an 18+ splash screen on startup

- When entering the Carvannah Library with Beatrix, she will read all the tomes to Mercy (given
the circumstances)

- Fixed an issue where a secret fish was consumable & had no sale value

- Slightly modified font color palette

- Adjusted an image flickering scene to reduce instances where PCs slower to render images
could result in reference error

- Changed menu, cancellation and confirmation sound effects to be more pleasing on the ears

- Every chapter you read in the library grants skill points!

Version 0.163 - 1-29-2021
- Added new NSFW scene art
- Added new voice lines to Leite’s outro scene
- Added new easter egg NPCs
- Added new hidden items
- Added a public library to Carvannah noble district (WIP)
- Improved some combat animations
- Added TOM, THE STRONGEST MAN ALIVE (optional super tough Marlan fight)
- Re-rendered battle backgrounds for better picture quality & optimization (+reduced file size)

Version 0.162 - 1-22-2021

- Added a new hidden area in the Isle of Deer with a special reward



- Gertrude can fix the reward for Mercy’s personal use, or

- Belka can optionally use the reward, which increases her stats in the final siege
Added a new Leite scene for the [Keep Struggling] ending route
Dietrich can be found later in the game if he was not recruited early on, which makes the Aklas
quest completable for a reward
Added a variety of new stat-requirement hidden treasures to the game
Made new grassy-door sprites for Aster Village
Improved the Witchdale mapping
The cove docks map in the outro is now different depending on the cove’s resourcefulness
Fixed an issue where it was possible to crash into a wall in the Mubarek theater and get
bounced into an object
Fixed a possible portrait-related crash after the battle with Franz
Fixed a passability issue on the 2nd siege planning room from version 161
Mercy now pays Dietrich 300 gold from the cove fund for his services if she chooses to resist his
essence
Fixed a move route issue when attempting to enter the Forbidden Tent in the cove before
investigating it
Fixed an issue with the Moon Shard incorrectly reducing Orus’s Defense by 500 (?!) instead of
5

Version 0.161.1 - 1-15-2021

Fixed a possible portrait-related crash during a battle with Bell

Version 0.161 - 1-15-2021

New scene art added

Added new dialogue lines to some of the cove residents after the final siege

Added a new Rondo segment to the Monastery chapter, in which the player can learn new
things about the church and some of the supporting characters there

Added a book in Aster Village with historical details about the crater

Recruitable NPC Bandon is now useable during the siege & has new dialogue
Adjusted a number of lines through the game for added context and better continuity
Fixed a couple of lingering small portraits during combat

Fixed an issue where Moon doesn’t correctly check for clovers to craft potion of plenty
Fixed some typos

Myerte will now correctly appear on the monument if she falls during the siege
Adjusted some lighting for better performance

Fixed some poorly-converted dialogue from smart text to plain-text & resized one of the
Vincent and Gertrude scenes



Fixed a tile and passability error in the post-siege residential area
Made it impossible for NPCs to enter the doorframes of certain rooms to avoid them getting

stuck for long periods

Version 0.160 - 1-8-2021

A fishing guide has been added to the fishing journal, and the basics are displayed when the
Fishing Rod is first acquired
The Quest Journal is now bound to the “J” key (old saves must reset controls to default before
the change will take effect)
The shortcut to call the Skill Point allocation screen is now “K”
The keyboard controls overlay that appears on startup can now be accessed in-game, and is also
updated to reflect the journal and advancement shortcuts
Fishing has received some bug-fixes, improvements, and tweaks to Lures
- Mercy’s fishing sprite now differs slightly based on rod type
- A special new fishing rod can be crafted by upgrading Gertrude’s forge
- Declining to fish while riding Orus no longer dismounts
- Dismounting Orus to fish now properly flags the “dismounted” variable so the screen
will no longer fade out while trying to re-mount in an unacceptable area
- Lures and Bait now have colored options in the choice menu, and can also be used
simultaneously
- Lures have been changed; now instead of being a flat Luck multiplier, Luck is
multiplied based on the initial fishing check. This is to prevent high-luck characters
from over-fishing essence while still ensuring Luck applies to fishing success rate
- Some of the wait commands have been removed from fishing, reducing the down time
- The fishing success sound effect has been changed from a bell to a gentler chime
- Items were made easier to fish, down to 10 inputs from 13
Added an additional short sequence to the “keep fighting” ending route
“Trance” has been removed. It never worked correctly to begin with, and never quite lived up
to the ideas for implementation that I had for it, so I've cut it in preparation for 1.0
Added missing glasses to a couple of Agatha’s portraits
Added new pieces of Mercy’s backstory hidden around Shiveworth
Added a little more evidence of something hidden at the Carvannah aqueducts entrance
Added a new recruitable character & bathhouse suite
The 2nd floor of the bath house is now accessible after a certain point even if Liis was not
recruited--it is merely empty
The empty “Advancement” menu has been removed from the skills category, a carry-over from
the old Skill Point distribution system that no longer did anything



The “Equip Skills” command has been changed to “Prepare,” since skills is its own command
and spells can also be equipped

The “Skills” command in the main menu has been changed to “Abilities,” since skills and spells
are separate. The Skills submenu has been changed to “Weapon Skills” for clarity

The “Item” menu option has been changed to “inventory”

The timed attack cursor has been modified from a plain white line to a colored diamond
Full-length busts are now shown in combat for characters who have them instead of only the
small face portraits

Fixed a tile overlay issue

Fixed some pixel errors and flickering on Mercy & Orus’s injured battler sprites

The timed attack result is now all caps for better spacing, and the result parameters have been
adjusted slightly to allow for “perfect” results

The timed attack target points have been adjusted slightly to to better match the visuals
Fixed an issue preventing dialogue from appearing during the fight with Corrine

Fixed some typos

Fixed an issue where a colon appeared after Mercy’s name in a couple of encounters
Encountering 2 vox silvae at once now correctly counts both enemies’ deaths towards the full
tally

The minimum ATB and HP bar lengths have been reduced to mitigate instances where a bar
could overlap another enemy’s sprite

Fixed an issue where Fukuro wasn’t properly loading into the fight against the Grey Lions
Interacting with the bird in the Aster Canyon while riding Orus now properly dismounts so
she isn’t speed-walking after the scene

Added some additional effects to the final canyon sequence

The background sound effect now properly fades during the scene transfer from the canyon
Fixed some text runoff

Adjusted some lighting for better performance

Fixed a lighting issue in the cove throne room

Adjusted some parallel processes for better performance

Adjusted some of the ending narratives for better quality and continuity

Attempted to fix possible crashes caused by some systems being slower to reference images that
are flickering on and off

Fixed a broken color code in a journal entry

Fixed the formatting on the scene when inspecting the looted crab hide

Fixed an issue where Fishmaster Luca could reference being in Witchdale when in Mar’Liore or
Emerald Flats

Changed the contents of a couple of different chests

Swagger is now correctly removed at the end of a battle



Version 0.159 - 12-24-2020

Overhauled SP system; reduced amount of SP from defeating enemies and removed all SP from
leveling; increased amount of SP earned from actions in combat
Made substantial balance adjustments to Defense & Resistance formulae;
- 30 Def = Approx 15% Mitigation, up from 5%
- 50 Def = Approx 25% Mitigation, up from 15%
- 100 Def = Approx 45% Mitigation, up from 35%
- 200 Def = Approx 63% Mitigation, up from 60%
Adjusted some enemy balance
Adjusted some item balance (will not affect existing saves)
Adjusted some dialogue to reflect the possibility of having access to Qel in places like Hawk’s
Keep, Grey Clarion, Danforth Crook and Fogsborough
Fixed an issue where Roald’s dialogue flag could be bypassed by exiting the dorms directly from
Mercy’s room and re-entering from the front door
Adjusted some steal rates
Adjusted a lot of dialogue for better quality, continuity and readability
Adjusted some lighting for better performance
Replaced all instances of the name “Volda” with Vonda for continuity
Mercy can check out a room at New Light Restaurant after getting information from Sodrek
about Benn Wilkes
Added lights to the wall switches in Fort Wilkes to make them more obvious
Reduced “yield” requirement by 1 for Awaken ending, increased “resist” threshold by 1 for
“Reject” ending
Fixed some passability issues
Seth now has the boss collapse eftect
Fixed some dialogue on Annouck
Fixed a tile layering error at Fort Wilkes
Sodrek now correctly gives Mercy 5 hogfish ramens instead of 1
Claudia no longer appears in the residential area after returning from Esterholt
Adjusted the Carlisse/strangers battle to take less time
Mercy can now ride Orus on a couple of maps she was previously unable to
Fixed an issue where Mercy could ask about Moon’s upgrades with the wrong portrait
Fixed an issue where upgrading Moon’s shop 1 tier at a certain point could prevent certain
important dialogue from occurring
Added a missing transfer point for leaving Hawk’s Keep
Visual HP gauge dimensions modified to match the ATB bar better
Fixed an issue where Mercy could ride Orus into a house in Danforth Crook
Added the Warm status to more cooking fires



Brienne in Danforth no longer has fixed movement after speaking to her once

Added more lootable items to various maps

Fixed some passability issues

Fixed some reference issues during a cutscene if Mercy gets Qel before purchasing supplies for
Danforth in Mar’Liore

Fixed an issue where leaving Mar’Liore at a certain point while riding Orus incorrectly
reapplies her blindfold

Fixed an issue where Weston’s walk animation was disabled in the cove during a cutscene
Fixed an issue where the Wulfhilde/Belka scene was previously incorrectly difhicult to access,
and also broadened the window to unlock the Wulthilde/Mercy scene

Mercy can no longer enter the strategy meeting while riding Orus

Entering the siege planning map while mounted no longer increases Mercy’s speed after leaving
the map unmounted

Fixed some portrait issues

Fixed an issue where Carlisse’s door was missing after the first siege

Fixed some issues where trying to ride Orus indoors could fadeout the screen

Some instances of Leondra, the Fourth Calamity, mistakenly referred to her as Alice. This has
been changed for continuity, and to avoid confusion with a different historically significant
Alice

Fixed an issue where Mercy could enter the Emerald Flats barracks while riding Orus during a
cutscene

Mercy no longer asks the bartender in Emerald Flats about Mikhail after fighting Bartholomew
Mercy can now enter the room where the hunters are staying after recruiting them, and before
the reinforcements arrive

Fixed a portrait flicker issue on the fishing boat

Fixed an issue where preparing for the final cove meeting before talking to Marlan about the
Sisters would instead trigger the Sisters dialogue during the meeting

Fixed an issue where Bart & Quinn could fail to appear during the final cove meeting

When Leite meets Mercy after the final cove meeting, the dialogue now slightly differs if they
went to Isle of Deer

Fixed an issue where Leland’s dialogue didn’t change after speaking with him

Holden and Wally now appear in the cove after they arrive before the final siege

Interacting with Leite’s bed after the Leite/Gorps scene now differs slightly if they went to the
Isle of Deer

Delilah can no longer block the door to her room in the dorms

Fixed an issue where entering the second siege planning area from the planning table while
riding Orus could result in fast movement speed when leaving the area

Fixed an issue where a harp could clip through the ship bow during the attack

Fixed a tile error



Fixed an issue where Bartleby skipped a page of text in the event of Quinn’s death

Fixed an issue where initially choosing to depart for the valley after the siege with Qel could
result in a “coming soon” message instead of a direct departure

Mercy now recovers after resting in bed post-siege

“Awaken” and “Reject the Cycle” are now highlighted gold in the final choice menus

Version 0.158 - 12-18-2020

Added new scene art for Vincent & Gertrude

Delilah has new lines if encountering Mercy before & after she is captured

Mercy can now present Claudia’s letter to Beatrix in her office for a while

Adjusted a lot of dialogue for better quality, continuity and readability

Adjusted some tile layer issues

Adjusted some choice menus for better continuity

Adjusted some lighting for better performance

Mercy can no longer skip through the caverns in Witchdale after watching Molly enter
Fixed some repeating animations

The celebration noise & heart now appear when fishing any amount of essence

Esterholt Seekers now use the correct “Wrath” ability

Radiant Light now lasts 4 rounds, but only increases pharmacology by 25%

Fixed an issue where weather effects could sometimes stop when transferring to within the
same map

Fixed a couple of accessories that weren’t equippable

Faded out some of the background music and sound effects to make the voice lines more easily
audible

Fixed an issue where Mercy wouldn’t talk about Vincent’s room if she went into Gertrude’s
prior

Fixed an issue where Hobart could appear in the cove even when not recruited

Made it impossible for NPCs to walk on the Mar’Liore bridge to prevent traffic jams

Fixed an issue where Mercy could have dialogue while not in the party

Fixed a movement-related soft-lock on the Isle of Deer

Fixed a font size issue

Yielding to Belka no longer disables Orus from following

Fixed some portrait issues for Leite and Beatrix

Adjusted some awkward Orus positioning during cutscenes

Fixed the walking animation for some guards during a cutscene

Beatrix now unequips any added gear and re-equips her default equipment once she leaves the

par ty

Added a place for Beatrix to rest outside the nunnery



Adjusted the cove defense spike positions to not block the cannons

Fixed an issue where having insufficient funds to target Minerva could result in shifted choice
results when hiring the Sisters

Fixed some walk animations during a cutscene with Holden

Added a few extra Bruiseweeds to Witchdale to make it slightly easier to catch the cove
bruiseweed potion scenes

Fixed some passability issues

Fixed some dead lights

Fixed a ship pathing issue when escaping Mubarek

Fixed some portrait flickering

Fixed a font size issue after Mercy’s Carvannah threesome

Fixed an issue where Silas could walk around during a conversation

Fixed an issue where Giantslayer was dealing damage twice in a row

Changed Giantslayer icon so it doesn’t get confused with Corrosion

Beatrix now has an additional base 25% Pharmacology and Recovery Effect for being a Doctor
Glass Powder no longer afflicts Giantslayer, instead deals direct damage. It also now counts as a
weapon skill instead of a spell, and is based on physical accuracy

Absolution of the Sea now correctly removes Corrosion

Claudia now knows Sense Essence

Fixed an issue where Moon’s shop didn’t check for bruiseweed at certain portions of the game

Version 0.157.1 - 12-11-2020

Fixed a passability issue which prevented progress

Version 0.157 - 12-11-2020

Added some new dialogue and cutscene visuals to create more foreshadowing about Mercy’s
fate

Added battle selection cursors to more clearly indicate targets

Updated some maps for better quality and tile diversity

Fixed a portrait-related crash in Mar’Liore

Fixed some typos

Fixed an issue where Fishmaster Luca incorrectly reports the Goofer record as 0 cm.

Fixed an issue where there was some incontinuity between the base Marlan stats and the
Rematched Marlan stats

Fixed an issue where losing the Marlan fight and being transported home leaves the window
tinted for the outside

Adjusted lots of dialogue for quality, continuity and improved line-breaks

Adjusted various screen transitions and choice menus for better quality and continuity



Made various lighting adjustments for better performance and continuity

Adjusted minimum ATB rubberband speed to 0.4, down from 0.5. This allows for a broader
range of variable ATB speeds and also better matches the maximum speed of 2.5.

More images are now preloaded to help limit delayed parallax pop-in on larger maps

Fixed an issue where interacting with the statue in the cove extension before the timer expired
would disable the timer without disabling the switch, leaving all the gates open on the way out
The Health Rune’s item description has been corrected to reflect a gain of 90 HP

The Mana Rune has been buffed from +15 to +24 MP, and the Staff Rune has been buffed
from +12 to +20 MP

Target Rate bonus has been increased from 3% to 5% when spending Skill Points

Fixed an issue where the ship lighting persisted into Carvannah, resulting in exterior lighting
appearing indoors

Fixed an issue where Ralph’s tent plays the wrong music after fading back in on the first
cutscene

Defeating Hallie now yields 275 XP, up from 125

Adjusted the Disarm animation

Fixed some repeating animation issues

Mercy can now rest in the Crows’ hideout after defeating Silas

Madame Remora now correctly takes her 15 gold as payment for the fortune reading

Fixed an issue where a few items couldn’t be looted as they incorrectly required the player to be
facing upwards (including a Silver Card)

Fixed some wall-crevice events which required talking to the wall twice to climb inside

Fixed some bedroll events

Fixed an issue where entering a building while riding Orus, then attempting to ride Orus while
in the building, would fadeout the screen for a moment

Re-fixed an old issue where Mercy could mention fishing on the Carvannah execution platform
while absent

Fixed an issue where Moon could skip a phase of dialogue after chapter 2

Fixed an issue where a number of enemy animated sprites were affected by the “breathing”
plugin, causing pixel issues

Mercy now fishes up unrefined essence of the sea instead of refined, ranging from 1-4

Fixed an issue where cooking fires were no longer extinguishing after 3 uses since the cooking
system update

When lit, cooking fires now also provide illumination in dark areas

Fixed an issue where cooking fires were no longer providing the Warm status since the cooking
system update

Replaced some outdated cooking fires

Adjusted the cooking fire sprite slightly to avoid pixel shifting when going from unlit to lit

Fixed some passability issues



- Fixed an issue where Mercy could ride Orus into several Danforth Crook homes
- Fixed an issue where Mercy could ride Orus into the Nestmother’s home during a cutscene
- Fixed an issue with encounters not properly updating in Witchdale

- Adjusted some item descriptions to contain more information

Version 0.156 - 12-4-2020

- Added new ending narrations to reflect different outcomes depending on the cove’s
resourcefulness score

- Added new rewards to the cove for high morale scores

- Updated some enemy animations to resolve quicker and feel more impactful

- Added “breathing” effects to a number of enemies and linked breathing rates to HP as a bonus
visual indicator of health

- Replaced the item collection sound effects

- Replaced the background music for Emerald Flats

- Adjusted a number of enemy battler positions

- Itis now possible to formally conclude the Kelsie quest, resulting in a cove morale boost

- Trying to sneak out of the internment camp from the mine-side in Emerald Flats now returns
you back to where you were instead of transporting you across the stream. The guard and
Mercy now properly look at each other as well

- Touched up some dialogue around Shiveworth for better quality & continuity

- Adjusted some lighting for better performance

- Added new spots to draw water from

- Fixed some passability issues

- Losing people in the siege now harms morale

- Fixed an issue where the sun key scene between Mercy and Gertrude wouldn’t play after
chapter 7

- Fixed an issue where Gertrude could still appear in the cove even if she died in the first siege

- Fixed some line break issues

Version 0.155 - 11-27-2020
- Myerte has been added to the siege
- Fixed a bug which allowed Mercy to approach the finder in Carvannah
- Myerte has been given new dialogue in the cove
- Added new secret quests & items around the world
- Added a new recipe
- Added a new “Water Jug” key item for scooping up fresh water to use in cooking recipes
- Added a new recruitable character



Fixed the Minron & Molly scene causing big font to linger

Fixed an issue where Mercy could retain her awakened sprite & portrait after the Isle of Deer
cavern scene

Fixed an issue where hot cocoa required the wrong ingredients to prepare

Changed the animation for liquid consumable items in combat

Hot Cocoa now adds XP instead of recovering HP

Essence Dessert buffs now persist through death & full recovery

Fixed some recipe overlap, added a couple of recipes that had been missing

Version 0.154.1 - 11-21-2020

Fixed a couple of passability issues

Fixed an issue where the doctor on Isle of Deer could repeat cutscene dialogue

Fixed an issue where Mercy’s Awakened status would persist beyond the cutscene in the cavern
Adjusted some lighting for improved performance

Leite’s dialogue is now correctly updated after returning from the Isle of Deer (more coming

soon)

Version 0.154 - 11-20-2020

Added new story content to the Isle of Deer

Added new boss encounter to Isle of Deer

Added new enemies to Isle of Deer

Added new recruitable character (still WIP for siege stats)

Updated the skillbook to contain unarmed skills

Revised some lighting for better performance

Slightly adjusted class balance

Added an option to leave Wulthilde alone Mercy’s room

Adjusted the SP value of recovery rate, now providing 5% per 300, up from 3%
Updated some maps for better quality and tile diversity

Fixed an issue where the Beatrix & Griswald scene could enlarge the text

Fixed a move speed issue

Fixed a couple of weapon graphic issues

Fixed an issue from 0.152 where the Molly/Minron scene overlay would remain on-screen
Several more scenes in which time passes now recover the party’s HP/MP

Fixed an issue where the font was enlarged after the Abigail scene

Version 0.153 - 11-13-2020



- Added new Beatrix scene art

- Added new story-content to the Isle of Deer

- Updated the remainder of the adult scene formats to align with the scene library formats
- Fixed a number of rich-text characters remaining in the NSFW scenes

- Fixed a couple of move speed errors

- Fixed some passability issues

- Fixed a bug where attempting to loot a certain key fragment wouldn’t add it to your inventory
- Fixed some tile errors

- Fixed an error where a battle animation played twice

- Fixed Entomb adding Def Up instead of Down

- Fixed enemy Overgrowth only affecting Enemy #1 instead of both enemies

- Devour now provides immunity to certain magical status effects

- Fixed a transfer event after choosing the first siege units

- Fixed some misplaced balloon icons

- Fixed alighting issue at the Glass Sea campsite

- Adjusted some lighting for better performance in the cove

- Fixed some overlays in the cove battle and post-battle maps

- Fixed an issue where Mercy wouldn’t enter the scene library after the final cove siege

Version 0.152.1 - 11-8-2020
- Fixed a font size issue if Mercy resists Hallie’s essence or views the miners scene
- Fixed the game starting without transparency set
- Fixed a BGS playing after the Cor Silvam fight
- Fixed an issue where Saul could appear in two places at once
- Fixed an issue where Orus could appear at two places at once during a cutscene

- Fixed a move speed issue

Version 0.152 - 11-6-2020
- Added new unarmed skills
- Added new Mercy & Hallie scene art
- Began updating the adult scene formats to align with the scene library formats (approx. 50%)
- Updated more maps for improved visuals and tile diversity
- Fixed some tile errors
- Adjusted some lighting for better performance
- Fixed a move-speed bug
- Fixed some text runoff

- Fixed an issue where seekers in Esterholt would continue to appear until a map change



Changed how images render in a certain event in the hopes that an uncaught T ypeError won’t
randomly pop up when skipping the text

Fixed an issue preventing Dietrich’s letter from being used from the inventory

Fixed an issue where skipping a cutscene could result in walking slowly afterwards

Fixed a parallax issue in the first cove siege

Fixed an issue where Moon’s shop could add szarva milk to Mercy’s inventory

Fixed an issue where Orbit was incorrectly regenerating twice, for two different values
Changed regen effects from being “tick-based” to being turn-based; this was to fix a bug where
regeneration effects were breaking max-hp bufts over 100% default HP

Fixed an issue where the boathouse was hidden in the final cove area

Players can now re-enter the scene library after the final siege is complete

Fixed an issue where Dietrich could appear in the throne room before victory is claimed in the
siege

Fixed an issue where Aklas would not correctly acknowledge Dietrich’s passing in the first siege
Fixed a lingering image overlay in the upper cove area if not upgraded

Fixed a bug where the opening event at the Isle of Deer went missing somehow in version 151,
allowing Mercy to explore prematurely

Fixed a bug where some damage over time effects were triggering twice in a row

Fixed a bug where Adrenaline triggered twice

Fixed an issue where resisting Dietrich’s essence still counted as yielding for the end scene

Version 0.151 - 10-30-2020

Updated more maps for improved visuals and tile diversity

Qel landing spots now only appear while flying

Fixed a parallax issue in the siege cove

Fixed a parallax issue in the pre-siege cove

Fixed some passability issues

Fixed some tile overlay issues

Fixed some item descriptions

Adjusted some lighting for better performance

Adjusted some of the dialogue boxes in the outro for continuity

Fixed some text-runoff

Fixed an issue where Lara’s dialogue in the cove would repeat

Mercy can no longer read Dietrich’s letter while blindfolded, and it differs now depending on
whether Mercy yielded or resisted his essence

Dietrich now leaves behind a letter in the non-renovated throne room as well
Fixed a repeating animation issue

Fixed an issue where Rondo could reappear after a cutscene where he leaves



Fixed an issue where Gorstag could appear inside an obstacle during a cutscene

Fixed an issue where Megaera’s dialogue referenced events which had not yet come to pass
Fixed an issue where Megaera could appear in the cove’s non-renovated throne room even if
not recruited

Fixed an issue where it was possible to land Qel by left-clicking, which left the Qel sprite on the
map and also kept the menu disabled

Fixed an issue where the red moth ejderha’s arrival at the cove did not correctly modify
Oldlight’s ambush score, making it harder on the cove’s scouting unit

Fixed an issue where an obstacle could block the monument after the cove siege

After unlocking Qel, the dock at Mar’Liore no longer contains Mercy’s ship, and the map can
be left on the right or left sides instead

Fixed an issue where the cutscene in the Oldlight meeting room was faded to white

Fixed an issue where Mercy could appear in the dream while moving at Orus-riding speed

Version 0.150.1 - 10-24-2020

Fixed some missing tiles

Fixed an issue where Gertrude could say nothing when interacting with her
Fixed the “reinforcements” cove map and improved performance

Replaced an outdated fishing spot

Fixed some tile passability issues

Improved performance in the flame priestess temple

Version 0.150 - 10-23-2020

Added a new large, explorable region to the game (WIP)

Added the beginnings of a major new optional side-chapter that will reveal a lot of hidden lore
Updated a number of maps across the game for improved quality, performance and tile
diversity

Fixed some tile overlay issues

Fixed some lighting issues

Fixed an issue where grey stalkers were incorrectly in possession of night’s essence instead of
earth’s essence

Fixed an issue with Orus’s Overgrowth spell, where it would remove the old Overgrowth effect
before adding the new one, effectively resetting any overhealing each time. It can also no longer
be used from the menu.

Carlisse’s Diamond Shell status now correctly reflects all physical damage types

Fixed a chest sprite issue

Fixed a stray reaction bubble during a cutscene

Fixed an issue where resisting Moon’s essence left her things behind in Witchdale



Fixed some tile passability issues

Fixed some incorrect portrait issues

Fixed a missing transfer event in the New Light tavern

Fixed an issue where some of the paths through Mubarek Monastery would result in the
Moon/Elijah scene image not correctly displaying

Version 0.149 - 10-16-2020

Updated a number of maps all across the game for improved quality and tile diversity
Rebuilt all the cove maps from the ground up using the new image layering system to improve
performance

Fixed an issue where Holden could appear in the cove inn prematurely

Fixed an issue where Mercy could enter the Danforth Crook bandit camp by ship

Fixed an issue where Moon could return to the cove from her room prematurely

Adjusted a number of entryway graphics for better continuity and clarity

Adjusted some lighting to improve performance

Fixed an issue where trying to enter the upper cove region after the siege could slow Mercy
permanently

Fixed an issue where Carlisse could speak during the cove surrender cutscene even if she was
not recruited

Fixed a visual error in the final Leite cutscene

Fixed some typos

Version 0.148.1 - 10-12-2020

Fixed some passability issues

Replaced an outdated fishing spot

Replaced an outdated cooking fire

Fixed a lighting issue

Fixed a missing portrait issue with Leite during a cutscene

Fixed an issue where the liquor store closed earlier than it should have in Esterholt
Defeating 3 vox silvae in Witchdale now disables further encounters immediately instead of
after a screen transition

Fixed a bug where the upgrade selection menu could get stuck in a loop

Mercy can no longer get into any encounters before visiting Aunt Agatha, and has her SP
refunded if she changes class after rejecting Elijah’s essence

Fixed an issue where Mercy could enter through the monument into Seth’s realm while riding
Orus



Version 0.148 - 10-9-2020

Added a new, super-rare and extra challenging fish to the game, along with a reward for
catching it

You can now get a unique reward from a new NPC who appears in Newlight for catching an
especially large seabear

Added the remainder of the cove residents back in to the post-siege cove areas

Added new dialogue to the Gertrude’s workstation if she died, and fixed an issue where
interacting with the forge could trigger dialogue with Gertrude even if she wasn’t alive
Continued implementing graphical updates here and there, adding more tile diversity and
more dynamic interior mapping

Began implementation of a new system of overlaying images to address some performance
issues in the cove. This is a WIP and is only partially implemented.

Made clams more common to fish up

Fixed an issue where Orus could bypass learning his first specialization abilities

Fixed some passability issues

Fixed some missing portrait issues

Fixed an issue where Orus could follow Mercy in the Esterholt manor

Fixed an issue where Mercy could activate the encounter with the bug in Carvannah after
returning the second time, and added some new dialogue to reflect the passage of time
Increased the health of one of the strangers in the encounter in the Aqueducts, making it so
you can’t realistically bypass the Cataclysm spell by overleveling and bursting him down
Fixed an issue where upgrading the cove while Mercy was blinded would show Mercy’s normal
portrait

Fixed an issue where Mercy could be riding Orus during the Carlisse showdown

Fixed some lighting issues

Fixed some text runoff

Fixed an incorrect chest description

Fixed the hit rate of the Critical Attack greatsword skill

Fixed an issue where Dalkon and Marlan could be duplicated in the cove after a cutscene
Fixed an issue where damage to the cove might not correctly appear after the first siege

Fixed an issue where Mercy could be transported to Beatrix’s office while riding Orus during a
cutscene

Fixed an issue where you could not land at the Mar’Liore Mercenary camp with Qel

Fixed an issue where returning to the cove in Ch. X upgraded the defenses visually

Fixed an issue where Mercy could interact with the bed in Beatrix’s office and get healed before
Beatrix sets up

Fixed an issue where Orus’s Brute Force skill could be selected from the menu

Fixed an issue where Quinn could remain in the bath house after the final siege

Fixed a sprite issue with Mercy’s bed



Fixed an issue where the monument could be prevented from appearing after the final siege
even if members of the cove had died
Fixed an issue where returning to the cliff tops in Witchdale after rejecting Moon’s essence

could result in getting stuck

Version 0.147 - 10-2-2020

Updated some old tiles and visual effects (WIP)

Changed some language to reflect the possibility that Mercy arrived by Qel rather than ship ata
few places in the game

Added Gongo to the cove post-siege

Updated Moon Lee’s masked sprite & portraits

Updated Gorps’ smithing sprite & sword-attack sprite

Fixed some passability issues

Fixed some text cutoffs

Fixed an issue where the wrong battle fanfare music would play after the first cove siege

Fixed an issue where the Mar’Liore guard could get stuck on Orus’s sprite & disappear instead
of crossing the bridge

Fixed an issue where a Carvannah guard could get stuck on an NPC and disappear instead of
leave the area

Fixed a semi-translucent overlay issue in the post-siege cove

Fixed a few glitched visual effects

Fixed an old bug where encountering the moon spirit while the timer reaches 0 would end the

fight prematurely

Version 0.146.1 - 9-28-2020

Addressed a rendering freeze issue that could happen periodically on certain devices

Several members of the cove have received sprite & portrait updates

Fixed some portrait-related crashes

Fixed some lighting issues in the Esterholt basement

Fixed an issue where Beatrix could disappear in the middle of a cutscene in Witchdale

Fixed an issue where it was possible for a scene to loop during the siege if Mercy sent an assassin
after Stephen Byrd

Version 0.146 - 9-25-2020

The Knife quest is now completable during Ch. IX
Added a new scene & boss encounter to Ch. X
Added Claudia and Colette back to the cove post-siege



Added a way to check your final siege results

Added a number of SPI-based map checks to the game

Added a new, hard to earn recipe book with new unique recipes

Added a button mash input to Mercy’s self-healing sword skills

Changed a number of sound effects and musical effects

Made some improvements to performance

Significantly reduced the amount of gold Mercy finds in the cove as part of a process of
rebalancing the cove expenses

Abandon’s damage has been bufted from a 25% max HP scale to a 33% max HP scale to
compensate for nerfs to HP values

Slightly rebalanced the final siege, making the highest scores a little more challenging to obtain
and the worst outcome slightly less challenging to obtain

Fixed an issue where re-entering the Emerald Flats barracks could trigger a missing guard’s
dialogue

Fixed a portrait issue when interacting with one of the sun chests

Fixed a passability issue in the Glass Sea campsite

Fixed an issue where Ramses could appear in two places at once

Fixed an issue where Lily could be passable after the siege

Fixed and improved some weapon skill animations

Fixed some equipment descriptions

Fixed an issue where Bartleby could appear in two places at once

Fixed an issue where the Locker skill’s moon scroll would be listed in the wrong order
Fixed an issue where having Dalkon’s fully-upgraded station would overlap some of the

damage in the post-siege cove

Version 0.145.3 - 9-20-2020

Fixed an issue where a number of fishing spots after Mar’Liore require Mercy to be facing
right, rendering half of them unusable

Fixed an issue where mining could throw a javascript error

Attempted to address a graphics rendering error

Fixed an incorrect portrait issue in Fogsborough

Fixed a font size error after checking siege results

Reverted a change to hue rendering, which attempted to improve performance at the cost of
color accuracy

Fixed a passability error in one of the idol areas

Version 0.145.2 - 9-19-2020



Fixed an issue where it was possible to soft-lock when choosing to save Lord Balgruuf
Fixed some more missing portrait issues for Beatrix

Fixed a performance issue caused by a new feature designed to improve performance (lol)
Fixed an issue where hooking a regional fish would instead result in no catch

Fixed some text runoff

Fixed an issue where Mercy could appear in her room riding Orus after a cutscene
Marlan’s messenger bird no longer appears in both the cove and inn simultaneously

Fixed an issue where the fishing inputs were off-center

Version 0.145.1 - 9-19-2020

Fixed an issue where a menu-blurring feature to improve performance was causing fishing to
throw errors

Re-enabled enemy target flashing

Version 0.145 - 9-18-2020

Replaced the default Victory, Loss and Game Over music

Improved performance

Improved some animations

Essence toys now give the choice to replay written scenes, + the font size is adjusted to be
consistent with the scene library

The red moth ejderha now correctly weakens both the Oldlight’s infiltration forces & their
ship defenses, and a new line has been added about its contribution to the cove’s defenses
Consumables are now ordered in your inventory in certain tiers of priority, rather than by the
database entry. Those tiers are: 1. Home-cooked meals, 2. Food/Drink, 3.
Medicine/Restorative Items, 4. Ingredients

Replaced the old & largely incompatible file preloader with a new image cache system

Added new fishing trophies for all fish types & also added harder to obtain platinum trophies!
Fishmaster Luca can now be found in the Emerald Flats

Changed the fishing system to slightly expand the range of fish sizes and also significantly
increase the rarity of fish on the larger end of the spectrum

Changed Beatrix’s crossbow mechanics to deal damage based on a split of Attack and Luck
Changed the fishing system to prevent the issue where failing a fishing check could result in
fishing up multiple things on your next success

Updated a number of core systems to improve stability and help address game-timer
consistency

Fixed an issue where even with vsync, game-timer ran at >60fps on higher hz monitors, making
fishing almost impossible for certain people

Players can no longer reverse stat allocations at will (as introduced experimentally with the new
system in 0.141)



Recovery rate is now increased by 3% per 300 SP

Fixed an issue where Meghan could repeat dialogue after returning from Mar’Liore

Fixed an issue where Roald could appear in the inn and throne room simultaneously
Fixed an issue where Delilah could appear in two places simultaneously

Fixed an issue where one of Mercy’s voice lines actually included the whole voiced section
Fixed a portrait-related crash in the Carvannah aqueducts

Fixed some missing portrait issues in Carvannah

Fixed some text alignment issues

Version 0.144.1 - 9-14-2020

Fixed the homemade bait using the old crafting ingredient system

Fixed an issue where homemade bait was a consumable and could be used from the inventory
Fixed an outdated cooking fire

Adjusted the stealing sound effects for different item types

Made a change to hopefully fix alignment issues on the cove upgrade choice menu

Adjusted the cove’s battle background

Fixed an issue where moon bats could linger too long

Reduced some essence plunder rates for lower level enemies

Fixed an issue where facing right while fishing with a coat on could remove the coat

Fixed an issue which could potentially prevent Bartleby & Quinn from appearing in the cove

on some game paths

Version 0.144 - 9-11-2020

Made slight changes to all the long-form scene formatting in the library. Enlarged the font from
28 to 30, reduced the page line count from 16 to 14, and added % second delays to the end of
every paragraph to reduce the ease of accidental skipping (If this is a popular change, it will also
be implemented in the normal scenes)

Added the fishing bait recipe book

Added Hufferpuffer Pie to the Common Seafood Cuisine recipe book

Bruiseweed potions now require bruiseweeds, which can be found in the wild after speaking
with Moon about them

Mercy can at last resist Dietrich’s and Moon Lee’s essence, gaining SP instead of essence
Adjusted the Moon Lee & Mercy scene slightly

Fixed an enemy AI bug where some enemies were incorrectly skipping turns

Enemies afflicted by Enrage/Berserker will now use a weapon-specific attack skill instead of the
default attack command

Fixed an issue where the Coral Helm could be purchased without coral



- Fixed some out-of-date fishing spots

- Fixed an issue where red smoothfins counted as consumables and would disappear when used
to make fillets

- Fixed some missing Beatrix portraits

- Added a switch to allow Delilah to resume normal movement after rejecting her essence

- Fixed some text runoff

- Fixed an outdated cooking fire

- Fixed a tile continuity error when on the Carvannah rooftops

- Fixed a bug where it was possible to gain access to higher-tier spells the first time you speak
with Eva

- Fixed alighting error in the cove

- Fixed an issue where some of the bandits recruited from Danforth Crook could show up later
even if they fell during the siege

- Fixed an issue where visiting the upper dorms if you hadn’t recruited the bandits from
Danforth Crook could result in time-traveling back to before the siege when leaving

- Fixed an issue where the monument might not appear correctly in the event of siege deaths

- Fixed an issue where Hallie could appear in the cove when not rescued

- Dalkon can no longer be dueled infinite times for his gold and essence

- Fixed a passability issue in the Glass Sea campsite

- Fixed an issue where Elijah could appear in two places at once during a cutscene

- Fixed an issue where Sabal could appear in two places at once after the final siege

- Fixed some issues with rich text to plain text conversion in the longer form scenes

- Fixed an issue where the mine cart could go oft the rails in the Hawk’s Keep

- Fixed an issue where mining the last essence from certain nodes in the Emerald Mines could
summon the wrong encounter

- Fixed an issue where an image overlay issue in the dream area

- Fixed an issue where entering the inn after the siege and leaving again could send Mercy back to
before the siege

- Fixed an issue where a scene with Leite could still be viewable after the siege was over, which
breaks continuity

- Fixed an issue where Mercy could visit Beatrix’s office to be healed even if Beatrix didn’t make
itin the siege

- Changed the Giant Slayer’s name and fixed its visual animation

- Fixed an issue where the Potion of Plenty could disappear from Moon’s shop in later chapters

- Adjusted the final scene to allow for 1 single yield tolerance to achieve the rejection ending

Version 0.143 - 9-4-2020



Made equipment scale slightly higher to avoid scenarios where the player never upgrades once
they have runes slotted into early gear

Reduced the point value of HP on gear and in the upgrade screen from 20:1 > 15:1, which
should also address axes seeming disproportionately easy to use at lower levels

Added Maven back to the cove post-siege

Added a new campsite in the Glass Sea only accessible with Qel that starts a new quest (WIP)
Level caps are now 50 instead of 99, though SP can still be earned indefinitely. Stat allocation is
capped for primary stats at 100 each and 33 for special parameters like crit and evasion

Fixed an issue where renovating the throne room after accepting the Iron & Scale quest could
result in Meghan repeating dialogue about it

Fixed an issue with the doorway from the cove to the residential area sometimes not showing
up correctly

Fixed a few outdated cooking fires

Fixed an issue where Lily could still remain after the first siege even if she died

Fixed an issue where Lily could mention Bartleby even if he wasn’t recruited

Fixed an issue where Mercy’s “Coat On” Switch wasn’t properly tagged when entering
Esterholt, resulting in the wrong fishing animations

Fixed a missing portrait issue for Beatrix in the Carvannah palace dungeon

Fixed an issue where the mining cart riding sprite wouldn’t appear correctly in Hawk’s Keep
Fixed a portrait issue in the frozen caves passage

Fixed an issue where donating wool or milk to Lindsay in Aster Valley would incorrectly
subtract a cumulative amount from your inventory equal to everything you'd donated so far
Fixed an issue where a guard in Fogsborough could appear in more than one place at once
Fixed an issue where Marlan could appear twice during a cutscene in the cove

Fixed an issue where the lumber could remain at Fort Wilkes even after the raft was built
Fixed an issue where riding in the Hawk’s Keep mining cart in chapter 9 could send you back
to the chapter 7 Hawk’s Keep

Fixed an issue where the quest log still referred to the Emperor Crab as a fish

Fixed an issue where Quinn and Bartleby might not appear if they were recruited from the
flame temple quest

Fixed an issue where Bartleby and Quinn would have dialogue based on the wrong death flags
instead of their partner’s

Fixed an issue where you could enter the cove’s boathouse during the red moth cutscene,
causing a scene break

Fixed an issue where Franz could appear before the final siege even if he had previously died
Fixed an issue where Mercy was unable to ride Orus in certain cove map variations in later
chapters

Fixed an issue with the Red Iron Stump greatsword where it was not correctly applying the

Dizzy state



Fixed an issue where leaving Mercy’s bedroom after ch. 8 could fail to prompt a choice to leave
the dorms directly

Fixed an issue where Mercy’s “Daughter of Essence” class wasn’t correctly applying the added
physical damage penalty

Fixed an issue where a number of quests in the journal without names or places would have
placeholder names

Fixed an issue where Marlan could appear in two places at once when returning from

Witchdale

Version 0.142 - 8-28-2020 - (Breaks old save compatibility)

Added a new cutscene with 2 variations which helps to contextualize some of the endings
Added an “overkill” feature, granting bonus rewards for overkilling easier enemies

Base weather effects now carry over into battles from the map

Added a shortcut keybind to the Stat Allocation menu (“P” by default)

Added keyboard functionality for name & number entry

Added the ability to rename most weapons and armor (useful for keeping track of rune
upgrades or hidden abilities, or just for fun)

Added a “message speed” feature to the options menu

Redesigned the shop buttons for use with a mouse

Made some minor tweaks to the early cutscenes for better quality & continuity

Mercy no longer starts with 100 SP; instead, she gains 100 after choosing her Essence Type
Fixed an issue where spending 300 SP only increased crit chance by .5% instead of 1%
Fixed the coloring on some of Orus’s weapons

Adjusted a typo in the target rate distribution & made it cost 100 SP instead of 300

Fixed an issue where trying to leave the throne room in the opening dream sequence revealed
the wrong portrait

Version 0.141 - 8-21-2020 - (Breaks old save compatibility)

Added a new variable hud feature that tracks your progress when choosing squads for the siege
Completely revamped Skill Point distribution with a new interface, direct access from the
menu and also the ability to invest SP into accuracy, evasion, critical, magic evasion, target rate
and recovery rate

Beatrix now has access to a second accessory slot, same as Mercy & Orus

Version 0.140.1 - 8-21-2020

Fixed a portrait-related crash in the cove in Ch. 10

Fixed some text runoff



Revised some dialogue for better quality & continuity

Fixed an issue where the deep watcher enemy could drop a golden idol

Fixed an issue where Marlan could appear in two places at once during a cutscene

Fixed an issue where Mercy could get stuck in a cutscene with Roald if she left the dorms from
her room and re-entered from the front door

Fixed an issue where Dougar could appear in two places at once

Fixed an issue where Dalkon could disappear when Bell arrives to the cove

Version 0.140 - 8-14-2020

Added the final ending narrative scenes

Added in several new voiced narration segments for Mercy

Fixed some typos and text runoff issues

Fixed an issue where a test switch was enabled for the ending sequences, allowing certain
endings the player might not have earned

Fixed some dialogue in the ending narratives for better quality & continuity

Fixed an outdated fishing spot in Mar’Liore

Version 0.139 - 7-31-2020

Added in all of the ending narratives EXCEPT ONE (FUCK)

Added in a new voiced segment for Beatrix

Fixed an issue where the Ch. 8 Qel cutscene could play when arriving to the valley in Ch. 10
Added Mercy’s wounded sprites

Fixed an issue where Eva could be incorrectly absent from the cove post-battle

Version 0.138 - 7-17-2020

Added in a new voiced segment for Leite

Added new ending scenes

Added in Moon’s Cookbook, obtained from finishing the side-quest in Emerald Flats and
sharing the muffins with Moon Lee. This unlocks a number of special new cooking recipes
Fixed an issue where Qel could land in various unintended places, causing issues with the menu
Fixed some quest journal issues and updated some unfinished quest entries

Fixed an issue where Hallie could remain in Mercy’s party after defeating the assassin

Removed a dev chest from Fogsborough

Adjusted some skills for better balance



Adjusted the Equipment Optimize function, more accurately weighting all of the base stat
parameters for a more intelligent optimization (still ignores special parameters like evasion,
resistances and critical, for now)

Adjusted a number of cove resident sprites for better quality

Version 0.137 - 7-10-2020

Added new wounded Mercy portraits

Added new final scenes to the game

Slightly adjusted a Leite portrait for better quality

Fixed an issue where a number of spells were throwing javascript errors

Fixed some outdated cooking fires

Fixed some out-of-bounds issues

Fixed an issue where an incorrect portrait would show for Mercy in Carvannah
Fixed an issue where shellbus weren’t able to be prepped for cooking

Fixed some tile passability issues

Fixed a portrait issue when controlling Beatrix in Shiveworth

Version 0.136 - 6-26-2020

Added 2 new challenging boss fights

Added several more scenes to the final portions of the game

Fixed an issue where some of the cove residents could appear after the siege even if dead
Fixed an issue where Dalkon would change into his armor after speaking to him post-siege
Updated some earlier scenes for better continuity

Fixed some typos

Version 0.135 - 6-12-2020

Added a new area in the Aster Valley Crater (endgame area)

Added new dialogue pertaining to the post-victory cove departure

Added new endgame scenes on the overworld (different based on whether you have Qel or not)
Added new endgame scenes in Aster Valley

Revised some of the cove victory dialogue for better continuity

Fixed an issue where the priest in Aster Valley could still be waiting for Mercy to speak to him
after Chapter 8

Fixed a lighting issue at the Aster Valley Crater

Fixed an issue where the sun mother was vulnerable to fire damage

Fixed some typos



Version 0.134 - 6-5-2020

Completely revamped the cooking system (again)!
- Cooking meals now requires a recipe
- Added recipe books to the world
- Fish must be individually prepared into fillets before cooking (this is to prevent the
accidental consumption of a rarer-colored fish you might have wanted to sell)
- Added new, essence-infused recipes with permanent bufts
- Added a variety of new cookable consumables and ingredients
Fixed an issue where a key fragment could be looted from the same pot twice
Lara can now contribute to the cove siege plans (if recruited)
Added some more residents to the cove post-siege
Added a new weapon skill for every weapon type (requires 1 upgrade to Dalkon’s training
grounds)
Updated the Skill Book to reflect the new skills
Added some new dialogue and scenes to the cove

Finally got around to organizing a lot more of the backend stuff for ease of use

Version 0.133 - 5-29-2020

Added everyone back to the damaged cove for the post-victory condition with new dialogue!
Fixed an issue where Olma could appear in the cove inn even if not recruited

Fixed an image overlay issue after the siege if you had recruited Marilea

Fixed an issue where Gorps could appear in the cove even if he had died

Fixed an image overlay issue after the siege if the boathouse was constructed

Version 0.132.1 - 5-25-2020

Fixed a flickering light issue
Fixed a portrait issue
Fixed an issue where a cutscene could potentially not autoplay when surrendering to Oldlight

Fixed a waterfall tile issue

Version 0.132 - 5-22-2020

Changing equipment in battle no longer takes up a turn; instead, it applies a short evasion and
counter attack debuff. This was done to encourage more experimenting with synergizing
different weapon skills

Added the post-battle cove maps for the victory path (WIP)



- The “ATB ready” sound effect was changed
- Added the ability to equip guns!
- Many new guns added to the shops & stealable from enemies
- Gun skills can now be unlocked from Dalkon
- Gun damage is based on a combination of Luck and Agility, meaning there is no
penalty to gun damage for being in the back row
- Updated the Skill Book with all the new Gun Skills & Abner’s weapon descriptions
- All timed attacks are slightly more rewarding for perfect timing and slightly more punishing
for misses, averaging to the same
- Added missing fish to what Kethra will buy at New Light
- Marlan no longer dodges attacks in the tutorial fight (this is so players can experience the
difference in timed attacks)
- Some early dialogue adjusted for better quality and continuity
- Emelia will now send Mercy off with some food and the advice to learn cooking
- Fixed some tile continuity issues in Shiveworth
- Fixed a couple of portrait issues for Leite
- Fixed an issue where Mercy could try to fish through the gates in the aqueduct
- Fixed an issue where Gromblers were fished at the cove docks instead of Hufferpuffers.

Gromblers are now exclusive to the Emerald Flats

Version 0.131 - 5-17-2020
- Added new Leite portraits
- Added the conclusion to the surrender + no yield essence path
- Fixed some portrait flickering issues
- Updated the dorm lighting (lanterns now glow when a room is occupied)
- Added a new Beatrix intro monologue (voice coming soon)
- Added a new Leite epilogue outro (voice coming soon)
- Fixed an issue where Katerina in Shiveworth wouldn’t play her new dialogue for Beatrix
- Fixed an issue where it was possible for two events to overlap in Mercy’s dorm room

- Fixed some portrait flicker issues

Version 0.130 - 5-8-2020
- Extended and added the conclusion to the annihilation paths
- Extended and added the conclusion to the surrender paths
- Added alarge new post-annihilation area
- Added a new mysterious NPC who reveals many of the world’s secrets
- Added a number of new sprites & assets



- Fixed some missing file reference errors

- Revised some dialogue for better quality and continuity

Version 0.129 - 5-1-2020
- Added the cove “surrender” outcome results and resulting cutscenes (WIP)
- Added 3 new cove “annihilation” outcomes and resulting cutscenes (WIP)
- Added new “release” sprite and portrait for Mercy
- Added new time-skip captivity sprite for Mercy
- Added Mercy’s Oldlight palace chambers (WIP)
- Added new “fully awakened” Mercy sprites
- You can now have a conversation about Leite’s milk in Ch. IX if you missed it in Ch. VIII
- Fixed a number of missing file reference issues
- Fixed an issue where Mercy could board the ship in Mar’Liore while riding Orus

- Fixed a handful of screen tint inconsistencies

Version 0.128 - 4-24-2020
- Finished the siege “victory” outcome results and resulting cutscenes
- Fixed an issue where fishing successfully could sometimes result in no catch
- Began development on post-siege cove content (WIP)
- Revised some dialogue for better quality and continuity
- Fixed an issue where it was impossible to fish up regionally-unique fish (oops!)
- Fixed an issue where Orus could disappear when riding him into a tent in Carvannah
- Fixed some missing file reference issues
- Fixed an issue where Carlisse could appear in 2 places at once when first arriving to the Cove
- Fixed an issue where Mercy could confront Silas before encountering any Crows

- Fixed some skill descriptions

Version 0.127 - 4-17-2020
- Added the siege “victory” outcome results
- Added a new cutscene to the dorms in Ch. X
- Added a new cutscene after the “victory” outcome results (WIP)
- Fixed several more missing file references
- Fixed an outdated fishing spot in Witchdale
- Fixed an issue where it was possible to get cornered by Rosa in the alley in Shiveworth

- Fixed an issue where aqueduct goops were susceptible to some physical attack types



Fixed an issue where re-entering the residential area from the cove in chapter VII prematurely
puts you in the ch. VIII residential area
Adjusted the speed of sliding on ice

Version 0.126.2 - 4-15-2020

Fixed some missing file references (when you load your old save file, save it right away and
reload again)

Fixed some flickering portrait issues in Witchdale

Fixed some signs that could be read from the back

Fixed an issue where Saul wouldn’t appear on the ship when recruited, potentially breaking
game progress

Fixed some dialogue choice menus in Shiveworth for continuity

Fixed an issue where choosing to ignore the bat in Shiveworth, then going back to fight it locks

you out from escaping

Version 0.126.1 - 4-7-2020

Fixed an issue where visiting the scene library in version 0.125 or 0.126 brings you prematurely
to the Ch. X throne room

Fixed a tile error in the cove battlefield map

Mercy can no longer enter the scene library or debug room once the final portion of the story

has begun

Version 0.126 - 4-3-2020

Finished tallying Oldlight’s total force strength based on choices made up til now

Pitted yours and Oldlight’s scores together for the final battle results

Added the post-siege battlefield maps (WIP)

Slightly tweaked some cove residents’ stats for better aptitude for at least one task

Fixed a file reference issue in the Carvannah Aqueducts

Implemented a new system to track which residents of the cove fall during the siege based on
their resilience and the final tallies of the unit to which they were assigned.

Made a change to the extra reinforcements to the main force so that they are correctly tracked
in the battle’s aftermath (this change won’t take effect for saves past the unit selection portion,

meaning some residents could inadvertently dodge death).

Version 0.125.1 - 3-24-2020

Fixed a roof tile issue in Shiveworth

Fixed a grass tile issue in Shiveworth



Fixed a typo
Tweaked a few lines for improved continuity and quality
Fixed a file reference issue in the intro cutscene

Fixed a file reference issue with Dalkon’s armorless sprite

Version 0.125 - 3-20-2020

Added a new main boss encounter

Added new parameters to all enemy Als, ensuring they will correctly attack when afflicted with
Berserk or Enrage states

Disabled all sex toys in the mystery realm

Aded new cutscenes and story content

Skill cooldowns are now tick-based instead of turn-based (this should help improve enemy Al
as well, but it’s still experimental)

Fixed an issue where the Silas & Agatha scene image would not display in certain conditions
Fixed a tile issue in Seth’s realm

Fixed an issue where Tafo’s scene image would not display in certain conditions

Combed through the game and began the process of renaming files for browser/mobile
pathing compatibility. Please report any issues this causes!

Fixed an issue where Mercy could descend into the Grey Clarion Grotto while riding Orus
Mercy can now correctly ride Orus at the Fort Wilkes gate

Fixed an issue where loading a game in some interior areas wouldn’t correctly play the region’s
BGM or BGS

Fixed a lighting issue when exiting the grotto in Mar’Liore

Fixed the Lion Beetle’s Al

Giantslayer damage ticks now have an animation to make it more obvious

Absolution of the Sea now removes the states it was previously missing

Orus is now 75% resistant to Moon Poison

Version 0.124 - 3-13-2020

Added a brand new dungeon area to the game (WIP)

Added several new mini-boss encounters to the game (WIP)

Added new lore segments to the game in the new dungeon area

Added a new cutscene to the cove

Added more characters to the final cove areas

Fixed an issue with an image overlay in the final cove area

Fixed an issue where Ralph could appear in the cove even if he wasn’t recruited

Fixed an issue where Brandis could appear in the cove even if he had died in the siege



Version 0.123 - 3-6-2020

Added virtually every possible cove resident to the new packed-up cove areas with hundreds of
lines of new dialogue and back-story

Began the calculations for Oldlight’s attacking strength based on your choices until now, and
how those calculations will match up against your unit distribution scores

Fixed some passability errors

Fixed some typos and text runoff errors

Fixed an issue where some characters in the cove could appear or trigger cutscenes/dialogue
even if they were supposed to be dead

Version 0.122 - 2-28-2020

Added Oldlight ship conference room scenes

Added Oldlight ship doctor’s office scenes

Added Oldlight ship deck scenes

Added Grey Lions ship deck scene

Added new packed-up Cove areas (WIP)

Added new backstories for a handful of cove residents

Added the (embarrassingly) absent instructional line in the Emerald Flats mines about how to
sense for essence by pressing F

Fixed an issue where the cove stands didn’t appear to be correctly packed up for the siege in Ch.
IX if defenses were upgraded

Revised some of the chapter 1 dialogue for better quality and more seamless continuity

Revised the strategy meeting to include Megaera’s return

Version 0.121 - 2-21-2020

Added a new NSFW scene (M/F, size difference, pregnant, romantic)

Added a new meeting sequence where the cove gathers to go over the battle plans

Added a new cutscene with Holden’s arrival

Added the Esterholt hunters to the cove (if recruited)

Added Mirelinda Kreel to the cove (if recruited)

Added the unit assignment system for the final battle, allowing Mercy to assign everyone in the
cove a role, as well as the reinforcements, however desired. The scores are calculated now but
won’t be revealed until later

Fixed an issue where skipping the first chapter could result in a soft-lock later on

Fixed some Orus-overlap issues



Version 0.120 - 2-7-2020

Added a new boss encounter

Added a new side-quest (contingent on your choices so far)

You can now skip right to Mercy room or Beatrix’s office from the Dorms entrance (and
visiting Beatrix heals you automatically)

You can now interact with the bed in Beatrix’s office, and Beatrix will heal your injuries.
Added more new dialogue to the cove

Fixed an issue where Beatrix could appear in Ch. IX even if she had died in the siege
Fixed some passability issues

Fixed an issue where Captain Bell could remain in the cove after leaving for Emerald Flats

Version 0.119.1 - 2-3-2020

Fixed an issue where Mercy would change rooms in the middle of the post-siege cutscene,
resulting in it potentially playing through the siege results again

Fixed some text runoff issues

Fixed a potential portrait issue when speaking to Bell in the cove

Fixed a potential portrait issue when speaking to Piper in Emerald Flats

Fixed an issue where Gorps could turn transparent while working if spoken to from above
Fixed a typo where Thorgeir is incorrectly referred to as Vincent in a scene

Fixed an issue where Beatrix’s sprite could linger after the cutscene with Elijah in Witchdale
Fixed an issue where it was still possible to enter the Fogsborough smithy after it closes
Fixed a portrait issue when returning to the Shiveworth docks post Ch. 7

Fixed an issue where you could get stuck in Fort Wilkes by returning after building a raft
Fixed an issue where Sodrek repeated old dialogue when returning with the raft

Fixed an issue where ascending from the Hawk’s Keep sinkhole post Ch. 8 would send you
back to pre Ch. 8 Hawk’s Keep

Fixed an issue where Garland, a member of the Grey Lions, stayed in Hawk’s Keep post Ch. 8

Version 0.119 - 1-31-2020

Added new dialogue to characters in the cove

Added a new fisherman on the overworld Mercy can strike a bargain with
Added a couple of new cutscenes in the cove

Added new stealable items to some enemies

Quinn and Bartleby now appear in the cove when recruited

Peacekeeper Leland now appears in the cove when recruited

The mercenary captains from Mar’Liore will now appear in the cove after Marlan’s return



Petrova’s and the Crow reinforcements will now appear in the cove after Marlan’s return
(depending on your actions until now)

Fixed an issue where Elyas could appear briefly in the cove even when not recruited
Fixed an issue where Camille could still appear in the cove even if she died in the siege
Fixed an issue where a sign in the bath-house could be read through a wall

Fixed a potential portrait issue when checking the cove funds

Fixed an issue where Claudia could appear in two places at once in the cove

Fixed an issue where Tafo could disappear from Petrova’s ship during a cutscene

Version 0.118 - 1-24-2020

Depending on your actions until now and a number of difterent variables, the amount of
reinforcements from Mar’Liore will vary drastically. The results of all that is finally tallied,
though not all of it will be revealed immediately.

It is now possible for Bennie (new character), Monday (new character), Lara, Kylie and Kobe
Jones to join the reinforcements from Mar’Liore, depending on your actions until now. They
will also appear in the cove if recruited.

Added a new cutscene with Marlan and Petrova

Added a new cutscene with all the new arrivals in the cove

If the red moth ejderha was encountered in Grey Clarion, it will appear again at the cove at the
end of Ch. IX

Two new rooms were added to the Sth floor of the residential area, where Monday & Bennie
reside (if they arrive)

Peacekeeper Leland can now be recruited in Ch. IX

Added more updated dialogue to Witchdale in Ch. IX

Mercy can now give the lumber purchased in Ch. IX to Gorps, who starts working on the new
housing

If Roald left before Ch. IX, he will now send a letter advising Mercy to visit Gov. Willard. This
quest, or the quest where Roald accompanies you, are now both required for narrative progress
Fixed an issue where Elijah and Franz could appear in two places at once in the cove

Fixed a portrait issue in Shiveworth

Fixed an issue where Ginny’s dialogue with Beatrix would repeat

Fixed an EVAL error in the General/Finder fight that could cause a crash

Fixed an issue where the “confront Van Ritter” dialogue played when Mercy chose to withdraw
Fixed some passability issues

Fixed an issue where the siege “total infiltration score” and the “2-man infiltration team” scores
were conflated for a number of different checks, including whether it was required to purchase
lumber & whether Gorps had built the new housing



- Itis no longer required to have met with Mirelinda Kreel in Carvannah in order to do the
Flame Temple quest in Ch. IX (WIP - some of the dialogue may still suggest a prior meeting)

- After the siege is finished, checking Mercy’s notes on the meeting table will now reveal the
“total siege strength” value, as well as a letter grade for the results

- Fixed some typos

Version 0.117 - 1-17-2020
- Added a new encampment to Mar’Liore in Ch. IX for reinforcements
- You can now deliver messenger birds to various points across the world in Ch. IX
- Updated the quest journal to catch back up to the current content
- Added the option to purchase lumber from Esterholt in Ch. IX (if you didn’t salvage the
battleship)
- Delilah can be recruited from Witchdale in Ch. IX (if Mercy pursued her previously)
- Witchdale has been updated in Ch. IX to reflect the passage of time (post Emerald Flats)
- Added a few additional cove expenditures, since Mercy has been behind on crew payments
- Fixed an issue where Marlan and Dalkon could get stuck on Bell’s arrival
- Fixed an issue where a cutscene in the Oldlight palace repeats when returning
- Fixed a portrait-related crash on the overworld
- Fixed some passability issues in the cove

- Revised some dialogue for better formatting and continuity

Version 0.116 - 1-10-2020

- Added new dialogue to the cove

- Added a new area to the cove in Ch. IX: the garden (must have recruited Marilea)

- Updated the cove’s upper area in Ch. IX if the battleship was salvaged & added a big new
housing complex

- Added new lighting to the rear cave areas

- Mercy’s Luck now increases the odds of getting better mining results

- Attempted to fix a random issue where mining can cause a crash

- Adjusted the dusk lighting in Emerald Flats

- Revised the Hawk’s Keep Minron dialogue and concluded it (if you completed the flame
cultist quest)

- You can recruit Elif or Ramesh in Ch. IX, depending on your choices prior

- You can recruit Ramses, Henry and Lucas in Ch. IX, depending on your choices prior

- Fixed some text run-off issues

- Fixed some typos



Version 0.115 - 1-3-2020

Added several new voiced chapter monologues!

Qel now perches above the bath house after being recruited & can be spoken with at any time
Added new dialogue to members of the cove to reflect the passage of time

Added new dialogue to some of the townsfolk in Emerald Flats

Added (another) line of dialogue indicating where to go after waking in the White Rat
Dougar now appears in the cove (or boathouse) if recruited

Bell’s crew no longer remains in the cove after departing for Emerald Flats

The Carlisse/Gertie/ Thorgeir scene can no longer trigger if Thorgeir dies in the siege
Megaera no longer appears in the cove after the siege if she wasn’t recruited

Fukuro no longer vanishes from the cove after the siege

Megaera & Fukuro will now mention leaving to bring their respective aid back to the cove and
be absent once Mercy returns from the Emerald Flats

Aklas and Dietrich will no longer appear after the siege in the cove if not recruited

Fixed an issue where Mercy could be stuck in a cutscene in the tent in Emerald Flats

Version 0.114 - 12-27-2019

Adjusted the siege ending slightly and added new sprites/portraits for a severely wounded
Diana
Added new cutscenes to the departure of the Emerald Flats
- Added a cutscene on the Carvannah docks
- Added a cutscene in the Oldlight palace
- Added a cutscene in the newly-made training room for Minerva’s soldiers
- Added a cutscene in the spymaster’s office
- Added reunion with Elijah & boarding
- Added arrival to the cove with Medina, refugees & gardener (if recruited)
Added all the new arrivals to the cove (WIP)
The inn is repaired after the return from Emerald Flats (if it was destroyed)
Mercy can no longer use toys on the deck of the Oldlight ship. This is to fix a bug where using
it before the leviathan fight would carry over into the fight, to comedic effect
Fixed an issue where Kelsie could appear in the inn even if she wasn’t recruited

Fixed an issue where szarva milk was incorrectly missing from the tavern once Cattie took over

Version 0.113 - 12-20-2019

Added a shorter new NSFW scene (M/F, cunnilingus)
Added new NPCs to Emerald Flats



Added tons of items to Emerald Flats

Added new encounters to the Emerald Flats mine

Added new side-quests to the Emerald Flats

Added new secrets to Emerald Flats

Added new ingredients and a new cooking recipe

You can now get a new mining pick from the Emerald Flats supervisor if yours breaks while
mining silver or gold

Fixed some more animations that were incorrectly playing twice

Fixed some incorrect move routes in the Emerald Flats

Version 0.112 - 12-13-2019

Added the mining “hot & cold” sequence

Added a ton of new story progress in Emerald Flats

Added new enemy encounters

Added new characters to Emerald Flats

Added new essence-transformation portraits

Fixed an issue where Mercy’s heirloom knife showed a default knife sprite when attacking

Fixed an issue where some interiors were autosaving unintentionally

Version 0.111 - 12-7-2019

Added new scene art!

The Night Mother fight is now animated using the Dragon Bones system
Revised some dialogue here and there for quality & better continuity
Fixed some passability issues on the ship that blocked progress

Version 0.110 - 11-29-2019

Added new characters to the Emerald Flats

Added new story progression in Emerald Flats

Added new weapons and armor to the game, available for purchase in Emerald Flats

Added all building interiors to the Emerald Flats (WIP)

Mercy can now return to Fogsborough after completing the temple quest and speak with the
priestess again

Some dialogue is updated in the temple after completing the quest

Mercy can now ride Orus in Emerald Flats, as well as the temple exterior



Version 0.109 - 11-22-2019

Added primary exterior area for Emerald Flats (WIP)

Added Emerald Flats Camp (WIP)

Added Emerald Flats Mine (WIP)

Added Emerald Flats Tavern (WIP)

Populated Emerald Flats with a number of new NPCs

A contingent of Oldlight soldiers arrive in Aster Valley in Ch. 9, blocking the way into town
Qel can now be recruited in Ch. 9

Fixed an issue where the attack and defense bonuses from rows weren’t applying correctly.
Being in the front row now correctly increases attack by 15% and physical damage taken by
15%, and being in the back row reduces attack and damage taken by 15%

Version 0.108 - 11-15-2019

Added the smugglers to New Light and the return home

Added the conclusion of the raft-building quest and the departure from Fort Wilkes
Added hazards to the overworld while rafting

Quinn and Bartleby can now be recruited to the cove

Revised Beatrix’s portraits

Revised Orus Portraits

Updated the skillbooks

Some skills have been adjusted for balance

The skill abbreviations in “Sense Essence” have been adjusted for continuity

Fixed some text runoff and typos

Fixed an issue where picking up the tools & rope in Fort Wilkes didn’t correctly count towards
quest progress

Fixed some passability issues

Version 0.107 - 11-8-2019

Added new story content to the burning stone quest
Added the raft-building quest from Fort Wilkes (WIP)
Added the treasure-hunters to Fort Wilkes

Added new enemies to the temple exterior

Updated the Moon Mother encounter

Revised the burning stone scene

Finished the idol space scenes

Fixed a portrait issue in Hawk’s Keep

Fixed an issue where you could get stuck in the basement in Danforth Crook



Fixed an issue where Mercy could confront Leite about the pump before finding it
Fixed an issue where Claudia could appear in two places at once

Fixed an issue where Camille could walk over the steps on the ship and get stuck
Fixed a possible soft lock in Beatrix’s office

Marlan is now restored before his fight in the siege

Fixed an issue where Dallas could appear in the cove even if not recruited

Any item given to Beatrix in the fight against the twins is now removed after combat

Version 0.106 - 11-1-2019

Added the Temple of the Burning Stone (WIP)

- Added temple interior

- Added inner sanctum

- Added new idol space
Added new optional boss encounter (WIP)
Added a new cutscene with the flame priestess
Dougar is recruitable in Ch. IX IF he was spoken to in Ch. VIII after recruiting Sigrid
Overhauled the fishing system. Your Luck now directly affects what fish you will find in
addition to whether you catch a fish. Your line can no longer break unless you land a fish.
Increased the odds of finding regionally-specific fish. (Each time you cast, a random number is
rolled between 1 and 400. Mercy's Luck stat is then added to the total. When using a Lure,
Mercy's Luck is tripled. If the resulting number is higher than 200, something is hooked.)
Revised the snowy cliff tiles around Esterholt and Fogsborough to be less blocky and allow
passability underneath
Added some new fishable items
Fixed some portrait issues in Carvannah

Fixed some repeating animation issues

Version 0.105 - 10-25-2019

Completely overhauled the essence magic journal, adding a full detailed page for every
individual spell.

6 Brand new spells were added to the 2nd and 3rd tier of Eva’s workspace!

Hawk’s Keep is abandoned in Chapter IX and all the Lions have moved on (but maybe
someone else has moved in...?)

Danforth Crook has been updated slightly for chapter IX. Marilea is no longer recruitable and
the jobs around the farm are already taken care of, so you won’t be asked for help.

The basement key from Danforth can be retrieved in chapter IX even if the bandits weren’t

recruited, and Sabal can still be recruited



If Colette wasn’t recruited in Chapter VIII, you have another chance to recruit her in chapter
IX

Flame Cultist added to Fogsborough Ch. IX (requires having found her previously)
Attack-all spell animations have been improved for fewer cut-offs and better screen alignment,
so it doesn’t look like allies are caught in the attacks

Emerald Oasis added to the overworld and world map

Added new dialogue with Captain Bell, discussing the plans for departure. Mercy no longer
leave the cove in Ch. IX until after this dialogue occurs

Qel can now land at the Emerald Oasis, though it can’t be accessed until Ch. IX

Fixed an issue where the bird cage image overlay had a tile graphic error

Mining nodes in Esterholt now correctly show the coat portrait

Fixed a cutscene in the White Rat where Mercy’s sprite wasn’t correctly shown as sleeping

Version 0.104 - 10-18-2019

Added a new NSFW scene (M/F, Dom/Sub, Mature)

Bell’s arrival to the cove has been added to the siege route, and a new scene with Tafo was added
Added a 5th level to the dorms (WIP)

Added a new multi-part cove sequence building up to the new NSFW scene

Adjusted essence magic for better balance and synergy

Adjusted classes and enemy resistances to reflect new simplified magic resistance chain: earth >
thunder > water > fire > ice > earth (light and dark counter each other, governed by moon and
night, respectively)

Added new spell effects and made some spells negate certain status afflictions based on the new
resistance chain (earth negates paralyze, thunder negates drowned, water negates burns, fire
negates chilled/frozen, ice negates dizzy/disoriented). Additionally, if a spell is used on a target
afflicted by the state it negates, the spell’s damage is amplified.

Updated the library to contain all missing NSEW scenes

You can now leave the cove in chapter IX after discussing the Emerald Flats with Marlan (Ch.
IX world is WIP)

Fixed an issue where Fukuro would show up with Marlan instead of Sabal

Fixed some text alignment issues

Fixed some portrait alignment issues

Franz, the Carvannah refugees, Sigrun & co., the Danforth Crook bandits are all gone from
their respective places in the world starting in chapter IX if not recruited

Version 0.103 - 10-11-2019

Added Bell’s arrival scene (Stall route)



- Added Bell & Franz scene, new backstory (Stall route)

- Added Carlisse, Thorgeir & Gertie to the cove

- Added alot of new dialogue to more cove residents pre- and post-siege

- Sabal will now fight alongside Marlan in the Cove Siege if recruited

- Mercy will now appear in her quarters after the Stall route is completed and rest before
continuing, which plays a new cutscene

- If Dalkon, et al, lose their fight during the siege (Stall route), they now die permanently and
count towards the total lost

- Mercy & Orus are now correctly recovered after resting post-siege

- A monument has been added to the rear-portion of the cove to commemorate anyone who
falls in the siege (WIP)

- Heckart finally gets his rematch (Stall route only, for now)

- Added a new (unique) craftable accessory at the upgraded forge

- Fixed an issue where Elijah could repeat dialogue automatically after the siege

- Fixed an issue where the pirate class incorrectly couldn’t access essence magic (among other
things, this caused Bell not to access part of his moveset in the deepfolk fight)

- Fixed some passability issues while controlling Beatrix in Shiveworth

- Revised a few lines of dialogue in Shiveworth

Version 0.102 - 10-4-2019

- Improved and expanded the Moon & Elijah art

- Added new “stall for time” portion in the cove residential area with a lot of new dialogue

- Added the “stall for time” siege, including battles where you hold the choke point as Marlan,
Hallie, Dalkon, Fukuro and Franz

- Added a new short cutscene on Bell’s deck

- Added new dialogue to some residents after the “stall for time” siege, and made some of the
dialogue from head-on attack apply for both paths

- All members of the ship’s crew will be absent from the cove after the strategy meeting if the
“stall for time” path is chosen

- Fixed an issue where Moondrop was declassified as magic and removed from Orus’s list of
spells

- Fixed an issue where Brandis appeared in the cove when not recruited

- Fixed an issue where portions of the cove overlay could be visible when waking from the cove
siege

- Fixed an issue when taking control of Marlan in Grey Clarion where it was possible for Marlan

to be outfitted incorrectly



Version 0.101 - 9-27-2019

Added new scene art! (Moon & Elijah--also added to the library)

Revised some dialogue in the war planning cutscene for continuity
Added the “stall for backup” route (WIP)

Adjusted some enemy skills for balance

Fixed an issue where Gongo could appear in the cove even if not recruited

Fixed an issue where Gorstag could remain in the cove even if he died in the siege

Version 0.100 - 9-20-2019

(Important note: the cove siege route is contingent on a certain level of cove strength. IF you do not
have the required cove strength to initiate the siege, the current build will dead-end before the siege
begins, since the alternate routes are still in development)

New NSFW scene (Threesome, F/F/M, pegging)

Updated dialogue for most of the cove’s residents after the siege

Certain members of the cove will now acknowledge certain other members’ deaths (WIP)
The cove area is now fully packed up during the siege

If the cove’s defenses aren’t upgraded, the inn sustains damage during the siege from
cannonfire and can’t be entered

If the inn is damaged, its occupants can now primarily be found in the throne room

The cove now reflects damage taken from the siege (WIP)

If Eva, Moon, Gertrude or Wulthilde die in the siege, their station will now remain packed up
indefinitely (RIP)

Mercy now wakes up in her own room after the siege instead of Leite’s, since it’s possible the
inn is destroyed

Anyone who dies in the siege is now correctly removed from the cove (RIP)

Fixed a portrait issue in the cove

Fixed an issue where flying out of Fogsborough kept Mercy’s coat on

Fixed an issue where leaving the fishing vessel after obtaining Qel could cause you to fly instead
of return to your boat

Szarva milk was fixed to only displays the icon when interacting with the cooking fire, for
continuity

Fixed an issue where Cammie would appear in the cove briefly even if she wasn’t recruited
Fixed a missing portrait issue in Shiveworth when controlling Beatrix

Version 0.99 - 9-13-2019

The Cove Siege results are now tallied up and rated from F to S+, and rewards (or penalties) are
applied correspondingly (WIP)



Added “the bad end” #1 to the game!

Changed how stealing gold works: instead of stealing 100% of the target’s gold, and that gold
then not dropping after the fight, you steal 30% extra, and they still drop their full amount.
Otherwise, stealing gold was only useful when you ran away from fights or lost (and there were
virtually no instances where you could run away from people)

Fixed some more Beatrix portrait issues

Fixed an issue where Mercy’s portrait was reverted to default if entering the renovated throne
room for the first time while blindfolded

Fixed an issue where beating Franz before round 3 did not trip the flag where he runs, and
added more HP to the first Franz fight to prevent this from happening in overleveled files
Fixed an issue where the cove defenses could disappear in chapter 7+

Fixed a passability issue in Grey Clarion

Meghan’s dialogue if you haven’t renovated the throne room was caught up to her dialogue if

you had

Version 0.98 - 9-6-2019

Added the Cove Siege sequence, Part 1 (WIP)

Added a ton of different Oldlight soldier encounters for the coming waves

Added the General Diana encounter

Added a new Oldlight finder encounter

Added S new “awakened” character sprites for Mercy

Added 5 new “awakened” battler spritesheets for Mercy

Revised the Whirlwind skill for spear users. Instead of periodically reflecting magic, attacks
now count as Wind element have a 33% of afflicting Silence (so it’s less redundant with
“Awakening”).

Medicated Bandages now also remove the Unyielding Wounds status

Fixed a glitched event in a Hawk’s Keep tent

Fixed an issue where trying to fish up the essence in Witchdale doesn’t work if you upgraded
your fishing rod

Fixed an issue where you could talk to Dietrich or other characters from the ledge below them
Fixed an issue where having talked to Cattie in a previous build in chapter IX could lock you
out from progressing the story to evacuate the inn

Fixed an issue where the leaf spirit incorrectly states that 3 unrefined essence were received and
adjusted the leaf spirit dialogue slightly

Improved some ability animations

Fixed an issue where June could soft lock Mercy in the ship’s cabin

Fixed some portrait issues in Carvannah

Fixed an issue where Mercy could read some signs while blinded

Fixed an issue where Claudia was still titled “finder” in Carvannah



Version 0.97 - 8-23-2019
- Added a brand new stat system for every single character in the cove (you will be able to see
each of their stats and assign them to a task in defending the cove)
- Added new chapter 9 dialogue to more members of the cove
- Fixed an issue where Annie didn’t show up in the cove after recruiting the bandits
- Fixed a passability issue in the Fort Wilkes idol room

- Fixed Gongo and Saul appearing in two places at once under certain conditions

Version 0.96.2 - 8-21-2019
- Fixed a portrait issue with Beatrix’s Sleeping Frog mask
- Fixed an event on the overworld south of Danforth that could cause a soft-lock
- Fixed a portrait issue when returning Dietrich’s music box

- Fixed an event that could play with Dietrich even if he was not recruited

Version 0.96.1 - 8-18-2019
- Fixed an issue where Mercy could leave the noble district during the Sleeping Frog quest
- Hobartis no longer (incorrectly) required when leaving Carvannah on Ralph’s path
- Cleaned up the departure event from Carvannah
- Fixed a couple of passability issues in the cove
- Fixed Gorstag appearing in 2 locations at once (again)
- Revised some of the lines in Mubarek Monastery for continuity
- Fixed some duplicate sprites in the finder dormitory
- Fixed some transparency issues during cutscenes in Mubarek Monastery
- Fixed an issue where Beatrix was using her old portraits
- Fixed a portrait issue in the monastery theater
- Fixed an issue where the roasted hogfish used by Silas’s allies dealt damage instead of recovering
- Fixed an issue where Mercy uses the blindfold portrait in Witchdale after recovering
- Fixed a passability issue in Aster Valley
- Fixed a passability issue in Shiveworth while controlling Beatrix
- Fixed some typos
- Fixed an issue where leaving the cove inn during a certain part in ch. 7 skipped ahead to a new

phase of the cove prematurely

Version 0.96 - 8-16-2019
- Added the masked Beatrix portrait



- Added the traitor cutscene & departure

- Added the Oldlight showdown strategy meeting cutscene

- Added autosave toggle (N Key)

- Added a new keyboard splash screen on startup

- Added the boathouse to the cove (if you recruit the shipwright)

- Added messenger bird aviary to the cove

- Added new dialogue to everyone in the cove for the new chapter

- Implemented new cove strength, sustainability and health variables

- Fixed an issue with trying to pick up more than one chicken in Danforth Crook
- Fixed a passability issue in the Danforth Crook bandit camp

- Fixed some passability issues in the cove after recruiting bandits

- Fixed a passability issue in Shiveworth

- Fixed a passability issue in Carvannah

- Fixed the cell switch in the cove

- Fixed an image overlay in the cove if you upgrade your defenses

- Removed the Qel landing marker next to Fogsborough (it broke a quest)

- Fixed a passability issue in the prologue cove

- Revised some dialogue in the Shiveworth manor

- Fixed an issue where Claudia could appear in the cove if not recruited

- Revised some dialogue on Bell’s ship

- Fixed an event that gave infinite furs

- Fixed an issue where the Carlisse cutscene in ch. 8 transports you to the wrong Cove area
- Fixed a passability issue in Mar’Liore

- Fixed an image overlay issue when transferring from the Carlisse cutscene in ch. 8
- Fixed an issue where Vincent could be in two places at once in ch. 8

- Fixed an issue where Orus disappeared when peeping on the miners in Carvannah

- Fixed a portrait issue in the Carvannah aqueducts

Version 0.95.2 - 8-11-2019

- Fixed a portrait orientation issue on the trade ship

- Fixed an event issue in the Aster Valley tunnels

- Fixed the staircase in the bathhouse

- Adjusted Mubarek Monastery’s operating room dialogue for continuity, improved context,
and fixed some text run-offs

- Claudia is removed from Mercy’s party earlier in the Crow’s hideout cutscene to prevent her
sprite from appearing on-screen twice

- Fixed a portrait orientation issue in the Sleeping Frog

- Fixed an issue where the sound of water persisted after leaving the Aster Valley tunnels



Fixed an issue where the first time you mounted Qel after the cutscene, the switch indicating
that you were flying was not properly enabled

Version 0.95.1 - 8-10-2019

Fixed an issue when transferring zones on the overworld
Fixed a portrait issue in Shiveworth (when controlling Beatrix)

Removed the chest containing the Necklace of Wriggling from Mar’Liore

Version 0.95 - 8-9-2019

Added a new NSFW scene (Futa, szarva, size-difference)

Added three new cutscenes, featuring Abner, Silas and Carlisse

The Carvannah soldiers will now appear in the cove (if recruited)

Sabal will now appear in the cove (if recruited)

Fixed some portrait issues in Shiveworth

Caught the quest log up to the in-game content

Fixed an issue where Mercy couldn’t re-enter the nestmother’s chambers in order to complete
the quest

Mercy can now return the old music box to its rightful owner for a reward

Qel no longer remains in the crater after the cutscene

Fixed a portrait issue in the cove dorms

Fixed a potential soft-lock if you spoke to Marlan directly at the manor instead of trying to
walk past him

Changed the stats and description of a certain debug item, since it’s found its way into the

game (LOL)

Version 0.94 - 8-2-2019

Added the conclusion to the second idol quest

Added more dialogue to NPCs in Aster Village

Added new areas to Aster Valley

Added the Crater area and new cutscenes

Added Qel, the Dreamer. Qel is a giant night essence bird that can be flown around the world
map to reach your destination faster!

Updated the world map image to reflect the newly added areas

Fixed a lighting issue in the room with the first