This is my single-segment run of Order of the Griffon performed on the Turbo Duo with an EZCap capture device and FRAPS.

I'd like to give a huge shout out to A. Schultz for his incredibly helpful maps, and his guide through the teleporter section of Halav's Tomb. This whole thing would have taken much longer without them!

Fun fact: Despite the cover art, at no point during this game do you ever fight a bone dragon, though you can see the skeletons of enemies you hit with lightning bolt. Maybe that's what they were going for?

Magic is ridiculously overpowered in this game, most notably fireball and sleep, both of which hit a 5x5 area and have a cast range of 24, which is practically an entire battlefield. Sleep, if it works on the enemy, prevents them from taking action, makes all normal attacks directed at them a guaranteed hit, and, if the attack does 1 or more damage, results in instant death.

Fireball does about 9-40 damage, and the most HP I've ever seen an enemy have was 81, which was the vampire on one occasion. Magic missile has a range of 12, but is always a hit, anywhere from 2-7 damage. At level 6 magic missile hits twice per cast, meaning it can potentially put out 14 damage, handy for enemies with a little HP left after your fireballs.

Web is a level 3 spell that only has a range of 1, but it prevents an enemy from taking action and causes all attacks directed at them to hit. No enemy in the game is immune to it, but large enemies like dragons and wyverns have a tendency to get out quickly or resist it.

Party Choice

I start by selecting Valos because he has a tendency to go first, especially when he's in the first slot, it seems, and since he has decent HP and starts with sleep, he's usually the person I want to make the first move.

For the other party members I pick the remaining two magi, Hawk and Falcone, and the elf Larissa. I chose the 3 magi because they level up faster than the elves, and the sooner I get them to 5, the sooner I can faceroll every fight with fireballs. I chose Larissa because there are only 3 magi, and she starts with sleep as well.

I carefully plotted out my battle sequence to get my characters to level 3 before I entered the Iron Ring forest, and to get me enough wands of fireballs to see me through to the end.

I head to Kelvin first. Saving and loading after each fight ensures I keep fighting the veteran, who drops more gold and XP than any other tier 1 random encounter.

I have to get to the point where I can enter the old village, but I proceed through it for a couple of key battles with good XP and loot. When I exit and go to Specularum, I'm actually able to enter the Stefan manor, which is locked prior to winning the dire wolf fight with Collum.

Once I get in there I glitch through the guards and talk to the Duke, which lets me skip the rest of the den, Koriszegy's Cellar, and Koriszegy's Crypt, as well as having to join the Order of the Griffon.

When I head into the Iron Forest everybody is level 3 and has web, which will be essential to winning many of those fights. I use web instead of relying on the wands of fireballs because the chance of them breaking is simply too high, and anytime that happened I'd have to load my save and try again.

The whole Iron Ring area actually goes quite well, especially the part where my rest was interrupted and I nearly got killed by ghouls! The first fight gets me a ring of regeneration, which will fully heal whoever is wearing it when I rest. By the end, my magi are level 5 and the game difficulty takes a bit of a dive once I get back to Specularum and teach everyone fireball.

Once I'm in Halav's tomb the lapse between my last run and this one starts to really show. You can see several times from this point forward where I pause to check my notes, and a few times where I get confused by walking into a fight backwards to change the layout. At one point I actually win a fight, only to reset because I wasn't even supposed to be in that area!

I also try my damndest to get a better layout for the fight with the enchanter and sorcerer, but the game just wasn't having it, and I finally bite the bullet. And die. And come back and get a much better layout. Screw you game!

When I exit the tomb, all my magi are level 6. (On the last fight no less! Coincidence? Neigh good viewer. And I know that's the wrong “nay”.) Larissa is level 5, so I get her a copy of fireball, spend the rest of my money on wands of fireballs, in case 7 copies isn't enough, cure the Duke, get the staff and head to Koriszegy's Keep!

In the keep I make a major mistake that wastes a lot of time, probably about 2 minutes. When I back into the fight on the second story I fail to turn around to activate the lever. The prompt never shows up, because I walked in backwards, which results in me running around like a chicken with its head cut off to find out where I missed a lever.

Fortunately, I find it fairly quickly, and make a beeline straight back to the vampire for the final battle. My first go at him goes swimmingly and I end the game at just under 2 hours and 1 minute.

I hope you enjoyed this! If this game ever gave you a hard time, just sit back and watch me destroy it!
