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1 CONTROLS 
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2 PLAYER SKILLS AND ABILITIES: 

At the starting point in the game, Lokiôs previous skills and abilities have all been 

taken away. Through the course of the game, the player must learn and gain new 

ones, ranging from attack button combinations to exploration mechanics and shape-

shifting. Below is a list of skills and abilities that player will learn over the course of 

the game and level. 

2.1 Skills, power ups or abilities acquired in this level 

¶ Combat (Tier 1 Combos), and all movement skills are unlocked. 

¶ Shapeshifting Snake. 

¶ Shapeshifting Mist 

2.2 Skills, power ups and abilities used in order to complete this level 

After completing the game, the player can start a new game but keep all of their 

powered up weapons and stats. Allowing them to play through again and 100% 

complete the level by finding hidden objects, to reach said items the player will need 

the following abilities to get to them. 

¶ Combat (Tier 1 Combos), and all movement skills are unlocked. 

¶ Combat (Tier 2 Combos,) 

¶ Combat (Tier 3 Combos,) 

¶ Shapeshifting Snake, 

¶ Shapeshifting Eagle,  

¶ Shapeshifting Mist 

2.3 Skills 

Most skills are available from the beginning of the game. More skills, such as attack 

button combinations can be unlocked by collecting orbs from their fallen victims and 

spent on a weapon or ability of their choice. 

2.3.1 Movement 

1. Dodge (Moving the Right analogue stick in a direction) - When the player 
moves the analogue stick in a direction, Loki will Roll in that direction. This is 
useful for dodging attacks and objects such as falling boulders. 

2. Jumping (A (360)/Cross (PS3)) and Double Jumping - When the player 
presses the jump button, Loki will jump. If, whilst in the air, the player presses 
the Jump Button again, Loki will perform a double jump increasing his height 
and distance in the air. This is useful for getting over platforms that are 
positioned further than one jump away. 
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3. Glide (Hold A/Cross) ï This can be used in combination with the jump and 
double jump to create height as well as distance. This move however will only 
become unlocked once the player acquires the Eagle Shapeshifting form. 

4. Swimming - Can only be used once the player has unlocked the Salmon 
Shapeshifting ability. 

¶ Pressing X/Square will cause Loki to Dive, 

¶ Pressing Y/Triangle will cause Loki to Surface. 
5. Wall Running (Hold Right Bumper/R1) - When moving towards a wall at an 

angle the player will be able to wall run over a short distance to make over a 
gap. 

2.3.2 Gameplay mechanics  

1. Interact with object (Hold Right Bumper/R1) - The Use button will use objects 

such as levers, switches, etc. The player can interact with objects in three 

ways: by picking-up items, using items and throwing items.  Pressing the 

Right Bumper/R1 button again when standing next to an item causes the 

player to pick it up. The Use button will also allow the player to talk to Non 

Playable Characters (NPC) 

2. Lock on (Tap Left Trigger/L2) - The player can lock on to a target at any given 

point. In underwater levels this will be helpful to move towards the enemy 

without worrying about being at the same depth in the water. It could also be 

useful for Stealth gameplay, with the snake, to see where the position of a 

nearby enemy is, in order to perform a takedown. 

3. Change Target (Tap Right Trigger/R2) - Tapping RT/R2 when locked on will 

change the targeted enemy to the next closest. 

2.3.3 Combat 

1. Light Attack (X/Square) - Pressing X/Square will perform a light attack, these 
attacks are fast but don't do too much damage, however they are very easy to 
string up into combos. 

2. Heavy Attack (Y/Triangle) - Pressing Y or Triangle will perform a heavy attack, 
these attacks are slow but do more damage than light attacks. 

3. Grab (B/Circle) ï Pressing B or Circle will perform a grab which will open a 
few more attacks to players.  

¶ Pressing B/Circle again will rip the enemy apart 

¶ Pressing A/Cross will impale the enemy on Lokiôs weapon 

¶ Pressing Y/Triangle will throw the enemy into the air 

¶ Pressing X/Square will throw the enemy at another target (e.g. another 
enemy or a specific object that needs to be hit to allow the player to 
progress) 

4. Blocking (Hold Left Bumper/L1) - Holding down Left Bumper/L1 will block 
enemy attacks. However if an enemy performs a heavy attack your block will 
be broken. You can only block attacks in front of you. 
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5. Counter Attack (Hold Left Bumper/L1 at the time of impact) - Holding Block at 
the time of impact will stun the enemy, giving the player the ability to perform 
a Counter Attack. 

2.3.4 Shapeshifting Combat abilities  

1. Loki Form (Up on the D-pad) - See list above. 

2. Wolf Form (Right on the D-Pad) ï  

¶ Light Attack (X/Square) - Pressing X/Square will perform a light attack, 
these attacks are faster than normal, do less than normal damage but in a 
combo of four, will stun the enemy. 

¶ Heavy Attack (Y/Triangle) - Pressing Y or Triangle will perform a heavy 
attack, these attacks are slow but do more damage than light attacks. 

¶ Grab (B/Circle) ï Pressing B/Circle will cause the wolf to grab the enemy 
and drag them along the floor. The wolf form will eat them, if the enemy is 
weak enough.  

¶ Blocking ï Unable to Block attacks 

¶ Counter Attack (Left Bumper/L1 at the time of impact) - Holding Block at 
the time of impact will not stun the enemy, but will give the player a chance 
to perform a finisher.  

3. Salmon Form (Down on the D-pad) ï 

¶ Light Attack (X/Square) - Pressing X/Square will perform a light attack, 
these attacks are slow in the water and do less damage than regular 
attacks to non-underwater enemies. 

¶ Heavy Attack (Y/Triangle) - Pressing Y or Triangle will perform a heavy 
attack, these attacks are slow but do more damage than light attacks. 

¶ Grab (B/Circle) ï Unable to Grap 

¶ Blocking ï Unable to Block attacks 

¶ Counter Attack (Left Bumper/L1 at the time of impact) - Holding Block at 
the time of impact will not stun the enemy, but will give the player a chance 
to dodge away from the enemy. 

4. Snake Form (Left on the D-pad) ï 

¶ Takedown (Y/Triangle) - Pressing Y or Triangle will perform a takedown, 
as long as the enemy has spotted the snake. Takedowns can be 
performed from anywhere near the enemy. 

¶ Grab (B/Circle) ï Pressing B/Circle will cause the Snake to coil around its 
enemy allowing the player to consume the enemy for health.  

¶ Blocking ï Unable to Block attacks 

¶ Counter Attack (Left Bumper/L1 at the time of impact) - Holding Block at 
the time of impact will not stun the enemy, but will give the player a chance 
to perform a finisher.  
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2.4 Finishers 

During the game Loki can perform finishers on an enemy, which he can also use 

during combat and as all shape shifting creatures (including the salmon). Which is 

activated once a symbol appears above their head, in this case it will be the symbol 

of the button they must press which will always be B/Circle. 

These finishers will either result in the instant death of the enemy or allow short quick 

time events (QTEs) to happen. 

Quick time events are a quick and simple match the button to the on screen prompt 

to continue the action. 

Failed QTEs will not result in the death of the player instead the enemy will 

throw/counter the player, causing damage to the player, but will instantly allow the 

player to try again. 

2.5 Combos 

Using timing skills and the right button presses, players are able to string several 

attacks into combos, most combos just do a lot of extra damage however some do 

additional affects such as knock-downs and stuns. 

 

Listed Below are a few basic combos that the player will know at the beginning of the 

game. 

 

Tier 1 Combos  

(Key: L = Light Attack, H = Heavy Attack) 

¶ Quick Combo (L-L-L) - a basic damaging attack combo 

¶ Heavy Combo (H-H-H) - a basic, more damaging attack combo. 

¶ One-Two-Punch (L-H-L) - a basic damaging attack combo. 

¶ Two-One-Punch (H-L-L) - a basic damaging attack combo that breaks block. 

¶ Crash (L-H-H) - a basic combo that Stuns the enemy for one second. 

¶ Bang (L-L-H) - a basic combo that knocks back the enemy. 

 

As weapons are upgraded new combos/Tiers are unlocked containing longer strings 
and more enemy effects. 
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2.6 Abilities 

Abilities are unlocked upon the defeat of some Bosses or given to the player by 
certain NPCs during the course of the game. 

2.6.1 Shapeshifting 

The god Loki is able to take on many forms, the player is able to use this at various 

points to transform and enable the player to do more damage, reach normally 

unreachable areas or gain the trust of enemies. Using the D-Pad Loki is able to shift 

into one of four forms. 

1. Loki Form (Up on the D-pad) - This is the basic Form that Loki begins with, 
he is able to do all of the basic mechanics previous listed and he deals 
average damage.  

2. Wolf Form (Right on the D-Pad) ï In this form Lokiôs speed greatly increases 
but this makes turning harder. Bumping into an object whilst sprinting will 
Stun Loki for a brief time (2 seconds) however, if Loki bumps into an enemy 
whilst charging they will be stunned for 2 seconds. 

3. Salmon Form (Down on the D-pad) - The Salmon Form is the primary 
method for aquatic travel, with Gills breathing is not a problem so the player 
is able to stay under water for as long as he wants and the Salmon Form 
covers distance in the water very quickly. However, the Salmon Form is 
unable to attack so Loki is very vulnerable when in this form. The player 
cannot turn into the Salmon when on land. 

4. Snake Form (Left on the D-pad) - The Snake Form is the Stealth Form for 
Loki. He's smaller than the Loki Form and is able to climb on walls. The 
Snake Form does weak damage in normal combat but is able to quickly kill 
enemies that haven't spotted him yet. 

2.6.2 Context Sensitive Shapeshifting 

1. Smoke/Mist Form (Walk up to the object and pressing Up on the D-pad) - In 
this form, which is gained later in the game, Loki will be able to phase 
through certain objects, such as metal gates without requiring a key 

2. Eagle Form ï The player will not be able to fly but once this is unlocked so is 
the ability to glide by holding down A/Cross. 

3 MAIN LEVEL OBJECTIVES 

Retrieve Baldr from Helôs domain.  

Obtain the Mist form to Gain entry into Hel 

Obtain the tongue of the Nidhogg for Hel 

3.1.1 Secondary Objective 

Kill Bani-lyðr ï Slayer Of People 
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Sneak past the obelisk towers 

Kill Adult Nidhogg 

3.1.2 Non essential/optional objectives 

Sneak past the guards unseen. 

4 CAMERA 

Throughout the game the camera is a fixed camera from the corner of a room, 

sometimes following the characters so they are always in shot. 

During gameplay of the Snake, the camera will be almost attached to the snakeôs 

body but will move position to show enemy locations, and once an enemy is in range 

of an attack it will focus on that person. 

5 STORY 

After years of torture at the hands of the gods that imprisoned him, Loki has grown 

bitter and twisted over the years, decades, centuries imprisoned under a venomous 

snake hanging over him dripping poison from its fangs as his wife holds a basin 

beneath the dripping venom. Whenever she leaves to empty the bowl poison drips 

on to Loki, and he writhes in pain creating earthquakes in the lands above.  

 

One day the great god Odin comes to him to make him an offer. Freedom. IF he 

becomes a servant of the gods and retrieves the soul of Baldr. 

His wife is sent away and he agrees to make the deal, Odin turns the venomous 

snake into a weapon, he gives it to Loki my impaling him on it, the weapon is still 

venomous which kills him before the blood loss. 

 

The roots of the world tree grab his lifeless corpse and drag him to the bottom and 

now Loki must travel down through the roots of Yggdrasil the world tree to Hel (the 

place). He must journey to Hel (the personôs) icy home, the hall £lj¼Ħnir within 

Niflheim (the abode of mist) to bargain for the return of Odinôs son Baldr.  
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6 MAIN NPCS 

Here is a list and a brief description of all important characters encountered. How 

they interact with the player and whether they offer them items, help and guidance 

e.g. explaining how to use game mechanics or give additional story information. 

6.1.1 Abel 

A wise old wizard type of character, he has proclaimed himself ñthe guide of the lostò 

and helps those wanting to reach peace within Hel. Abel takes special interest in 

Loki and gives him information of how to gain entry into Hel as well as appearing 

here and there. 

 

Abel later explains about the lights that lead the lost to Hel, and how to gain entry 

through its gates. Later in the level he also gives the player the Shapeshifting ability of 

an eagle to return to, Lokiôs daughter, Hel. 

6.1.2 Hel 

Daughter of Loki, Hel was once a beautiful person but after Odin appointed the head 

of her own domain her appearance gradually changed as did her temper, half-black 

and half-flesh coloured, and as further having a gloomy, down-cast appearance. 

 

Soon after the fight with the second boss Hel learns of Lokiôs decent into her realm, 

she asks him to meet her further within Niflheim so that she may free him. He agrees 

to meet her but asks for the freedom of Bladr. She agrees in exchange for the head 

of the Nidhogg. 

6.2 Minor Characters  

Here is a list of all Minor Characters specific to this level, with their names and 

interaction with the player 

6.2.1 Fleeing Spirit #1 (Dies in the Gjoll) 

A tattered and torn, old man with long (balding) hair and a long bearded. 

This character is used to introduce the danger, to the player, of the river 
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6.2.2 Fleeing Spirit #2 (Dies by the Obelisk) 

A tattered and torn, old man with long (balding) hair and a long bearded. 

This character is used to introduce the environmental dangers to the player, such as 

running out in front of a red beam of light. 

6.3 Enemy characters 

1. Undead/Skeletons ï Basic enemy/cannon fodder of the entire game. Not 

really a challenge to the player. This enemy will generally stand around and 

wait to be hit, although in large numbers this enemy will try to swarm the 

player. Upon contact with the playerôs weapon theyôll recoil and generally act 

stunned. 

2. Nidhogg Younglings ï After the second boss attack, Younglings became a 

dominant foe within the areas of Niflhel and Niflheim. They are quick but 

overly aggressive and will sometimes attack each other rather than the 

player. 

3. Ghost Fish ï These creatures are quick but just like Lokiôs Salmon form are 

slow attackers and cause little damage, however they gang up on the player 

holding their limbs in place as others attack. They can appear both in and 

out of water. 

4. Armoured Undead/Skeletons ï A bit more of an advanced enemy, the 

enemy starts in limited numbers, of three, at the beginning of the game 

before quickly growing to ten or more. Unlike their other counter parts these 

will attack and surround the player often countering the players own attacks 

with one of their own, often win stun effects on the player. 

6.3.1 Feature and Wildcard enemies 

1. Armoured Undead/Skeletons with Shield ï A bit more of an advanced 

enemy, the enemy starts in limited numbers, of three, at the beginning of 

the game before quickly growing to ten or more. Much different from there 

other versions, these ones care shields that reflect the players range 

attacks back and block all of the players close attacks. Doing a combo of (L-

L-H) will knock the shield from the enemies hand and they revert to the 

normal AI for this character (which is listed under enemy number 4 above.) 
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6.4 The Bosses 

6.4.1 Boss #1 - Bani-lyðr ï Slayer Of People 

 
On their journey to Hel, sometimes sprints are greeted by other sprints that they 

once knew. This beast was once the Venomous Snake that laid above him causing 

him pain, it has returned to cause him further torment on his journey. 

 

Unlike previously, the snake has grown in size, almost a 8th of the size of the World 

Serpent, Lokiôs second son. Although three times the size of Loki in height, the 

Serpent is far too big for the cave. 

 

AI ï The Serpent will be overly aggressive towards the player, attacked anywhere 

they were (the player will need to be on the move) leaving itself open to any attacks. 

When the player hits it hard itôll recoil to hit against the walls and ceiling, stunning it 

leaving it open for more punishment from the player.  
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6.4.2 Boss #2 ï Nidhogg Youngling 

 
This battle is a one off, free falling battle. 

The player must bash buttons, e.g. B/Circle, to kick and punch the enemy until they 

are dead. A few QTEs will occur during the fall to bash the player, or enemy, into the 

wall or to perform a more damaging blow. 

 

AI ï This fight will be heavily scripted and be more of a reaction test than AI versus 

the player. For the AI of the normal Younglings, see Nidhogg Younglings under the 

Enemy Characters section.  

6.4.3 Boss #3 - Adult Nidhogg  

 
This battle is a level sized boss battle. 
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The player lands on the beasts tail and must work their way towards itôs head, along 

the way a few barriers are erected to stop the player progressing where they must 

defeat a wave of enemies before continuing. From time to time the best will move 

and the player will need to hold on using a Shadow of the Colosus style, holding a 

button to hold on, every so often the creature will try to shake off the player at key 

moments, like after the player attacks a weak spot, with this the player must 

successfully pass QTEs in order to progress. 

 

AI ï the events will be heavily scripted to guide the player towards weak points on 

the enemy and present clear danger, e.g. when in a arena fight with common areas 

and the beast is swinging itôs tail to attack. 

6.5 Spawning 

Enemies will spawn ahead of the player, allowing them and the level to load faster 

before the player reaches them. However there will be instances when the player will 

suddenly be trapped by a barrier and must defeat a number of enemies spawning 

through the ground. 

This will be used to try and keep the gameplay fresh and keep the player on their 

toes. 

7 SECRET OR SPECIAL FEATURES OF LEVEL 

1. In Area 2 there is a breakable wall to the level, near the first obelisk. Breaking 

the wall will reveal a small room with a number of Pots (containing Red Orbs) 

and two treasure chests that contain health upgrades.  

2. In platform area 1, there is a platform behind where the player will need to 

jump across to the climbable wall, on the platform are two treasure chests 

containing health upgrades. This platform can only be reached by using the 

Glide ability, which is equipped when the player gains the Shapeshifting 

power of an Eagle, on their second playthrough. 
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8 LEVEL FLOW & PROGRESSION 

The game from the beginning is designed to be a linear experience, there for the 

player doesnôt really come across the same area twice with a number of cut of points 

to stop the player from back tracking up to keep them going forward. 

There is some structured free roaming with the player being able to search areas for 

secrets and hidden treasure chests with health and other upgrades. 
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