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CONTENT SUBJECT TO CHANGE 

 

         Version 

Development Edition 

Version: Arc 1 Guide Draft 

Last updated: 02 September 2026 

Gameplay, values, and visuals are work-in-progress and may change. 

 

     Disclaimer 

This strategy guide accompanies an early build of Primal Heir. All features, names, numbers, 

drop rates, skills, UI, screenshots, etc. are work-in-progress and may change in future updates. 

Some sections are placeholders and will be finalized as development progresses. 

 

           Arc 1 Edition 

This guide covers the current Arc 1 build of Primal Heir: The Mortal Realm, beginning in Muja 

Village and continuing through Evergreen Plains, Gaman Forest, Magus Village, Ning Cave, Fauna 

Forest, the Vein Shrine, the Caverns of Chaos, and Haven Port. 

 

      Legal 

Copyright © 2026 Animus. All rights reserved. This guide is provided “as is” for an early 

version of the game. Features, mechanics, item/skill data, and artwork are provisional and may 

be added, removed, or altered at any time. 

 

        Friendly Note to Players 

Thanks for playing! This guide contains story, puzzle, boss, equipment and reward spoilers. 

Expect tweaks, missing bits, and surprises. Your feedback helps us refine the final release.  
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Walkthrough 

The walkthrough is written to get you through every part smoothly while teaching the little 

habits that make the game feel easy in the hard parts. It’s spoiler-light, and it flags optional 

power spikes so you never feel under-leveled. 

 

Muja Village 

 
The game begins with a short scene between Kain and Delia. After you control Kain, you can open 

your first chest inside the house for a Silver Sword. Open Menu and get used to all options 

you have for the game. The Save Point inside Kain’s House is the only one in [Muja Village]. 

You can save now, and again once you advance the main quest. Once you exit the house, you’ll 

find that the village exit is blocked until you complete several early events. You may explore 

the village but until the important quests are not progressed the game doesn’t not advanced. 

 

Following Delia’s earlier hint, head to the Training Ground for your first training session. 

After a training session with Master Garet leave for another scene. Jo joins the party and your 

next objective is to head to Master Borin’s Restaurant. Approach the bottom-right table for a 

scene. Jo will part ways with Kain here. Head back home for another scene with Delia.  
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Afterwards, check around Jo’s House. Indeed, something is wrong as Kain thought. Head to the 

Training Ground and talk to Ryn there for another scene. After the lesson, head to Elder Long’s 

House for another scene. Now, you can leave the village to search for Jo. But before you leave 

check your inventory you have few restorative items for now. At the Item Shop you may buy the 

Revival item although not mandatory. You’ll need a total of 1,500 KAS to upgrade Kain fully at 

the Equipment Shop. If you did all quest, you may have 2,100 by now, enough for full upgrade. 

  

Optional  

      Q004: Cutscene — Mira at the Market (Missable) 

Before the Restaurant scene, check the Market Stall for a short scene with Mira. 

 

      Q011: Cutscene — Visit Jo’s house (Missable) 

Visit Jo’s House (when he joins) for a scene and follow his instructions to unlock the treasure 

chest. 

 

      Q010: Side Quest — Special Bow 

 

After the scene with Elder Long, talk to Sima 

walking near the Restaurant and accept his quest. 

You don’t have the required items right now to 

complete the quest. The item he asked can only be 

obtained at [Gaman Forest]. In return, he’ll hand 

over the Special Bow which is a Key Item you can 

use for the Mini Game at the village’s Barn. 

  

       Tips 

▪ Long cutscenes are based on the original story. Use Auto Skip or Instant Dialog to speed 

through. 

▪ All quests show in Quest List (menu) as ongoing when they are unlocked. 

▪ Optional quests can be permanently missed after certain points, if not completed. 

▪ Upgrade Jo before he leaves — the next time he joins is mid-battle.  
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      Main Objectives 

▪ Q001 A New Day Begins – Scene with Delia. 

▪ Q002 Morning Spar with Master Garet – Speak to Master Garet at the Training Ground. 

▪ Q003 Jo’s Usual Visit – Auto scene with Jo when leaving the Training Ground. 

▪ Q005 Lunch Break – Approach south-east table at Old Man Borin’s restaurant. 

▪ Q006 Farewell Words – Return home and talk to Delia after eating with Jo. 

▪ Q007 Where’s Jo? – Find Jo at his house. 

▪ Q008 Crossed Paths – Talk to Ryn near the Training Ground. 

▪ Q009 Words of Wisdom – Speak to Elder Long, the village elder. 

 

      Item Shop       Equipment Shop 
 

Name            Price    

Antitoxin 50 

Prana           300 

Revival           150 

Tonic       50 

Cobalt Steel       50 
 

 

Name            Price    

Silver Helm       300 

Platinum Armor          300 

Bronze Gloves           300 

Sandals                300 

Copper Wrist          300 
 

 

Evergreen Plains 

The [Evergreen Plains] is the first place in game where you start encountering monsters while 

you explore around. Take some time to get comfortable with battles. But tread carefully, Kain 

is alone and encounters can go against a group of five monsters max to one minimum, escape 

battle if needed. At this point it is a good idea to level up a few levels. You cannot explore 

the east side (bridge locked) for now until you progress certain story events. Once you’re 

confident and stocked up, head for the south-west corner where the forest is. 

 

       Combat Notes 

▪ Bramblethorn can confuse targets and at this point getting confused while fighting alone 

is extremely risky. 

▪ Thornspike can petrify their targets which is just as risky as getting confused. 

▪ Slimebelly and Flutterwing can inflict Poison, use Antitoxin or rest at the Inn to 

recover. 

          Area Overview 

Main Quests: 9 

Side Quests: 3 

Treasure Chests: 2 

Shops: Item / Equipment 

Mini Game: Barn Patrol 
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      Monsters 

Region           Monsters    

Grasslands Thistlefur, Shadowfang, Nightshade 

Uplands    Thistlefur, Skydancer, Nightshade 

Savannas 
Thistlefur, Skydancer, Bramblethorn, Slimebelly, Thornspike, 
Flutterwing, Thornbloom 

Ilanos  
Skydancer, Shadowfang, Nightshade, Bramblethorn, Slimebelly, 
Goldenclaw, Thornspike, Flutterwing, Ironclad, Thornbloom 

Plateaux   
Skydancer, Shadowfang, Slimebelly, Goldenclaw, Thornspike, 
Flutterwing, Ironclad, Thornbloom, Verdantrose 

 

       Tips 

▪ EXP is split between active members — solo leveling is faster but riskier. 

▪ Members in secondary list or those who left do not level up alongside active primary 

members. 

▪ The Inn restores full HP/MP cheaper than items. 

▪ Upgrade gear often; new weapons add ATK% multipliers. 

▪ Monsters here drop low-tier crafting materials and items. Good for quick KAS. 

▪ When Kasijin joins the party, you can steal from monsters. 

▪ Save often on the World Map. 

          Area Overview 

Region: Evergreen Plains           

Level Range: 3–5                        

Encounters: 12 unique monsters         

Nearest Inn: Muja Village               

Destination: South-West > Gaman 

Forest 
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Gaman Forest 
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      Monsters 

 

Area           Monsters    

Entrance Gloomglop, Stormwing  

Twisting Path    Gloomglop, Stormwing  

Foggy Clearing         Grimshade, Stormwing, Toadstool 

Herbal Grove           Gloomglop, Toadstool, Grimshade 

Heart of the Forest    Grimshade, Toadstool                     
 
 

Inside the forest you would want to reach the Heart of the Forest as priority. Even with full 

gear and levels the forest monsters are not easy to deal with. Look at the map and keep taking 

the right exit as you move. Save at the Herbal Grove then exit north. Approach the broken stone 

walls for a scene with Jo followed by your first boss battle.   

 

      Boss: Lv. 10 Dreadroot (Tyrant) 

HP SE EXP KAS 

1,500 700 250 450 

Drop Flambard, None            

Steal None, None 

 
 

 

Strategy 

Dreadroot can poison all members, and the chance for it to land is high. It may also blind 

players and hit all targets at once. Combined with its physical damage, the poison effect makes 

prolonged fights risky. If Kain and Jo have full gear, their defense should hold. At level 6, 

Kain’s Bleed and Stun skills will make this fight much easier. Keep attacking consistently and 

use Tonics when needed, the battle shouldn’t last long. 

  

          Area Overview 

Region: Gaman Forest                 

Level Range: 6–10                         

Encounters: 4 unique monsters            

Boss: 1                            

Guardian Sigils: 1                            

Treasure Chests: 4                            

Save Point: Herbal Grove                 

Destination: Heart of the Forest   
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       Combat Notes 

▪ All monsters at the forest can inflict ailments. Encountering a group of Toadstool alone 

is a potential wipe with their confuse ailments. 

▪ Encounters in the forest are more difficult as you have no access to Inn and relying too 

much on restorative items is costly. 

▪ Best to find Jo the fastest then explore the forest. 

▪ Encounter rate in the forest is higher than the plains.  

 

After the battle, a scene with Jo will play. Your next objective is to return to the village. 

However, before you leave, you can tackle two side quests. 

 

       Tips 

▪ All monsters here drop items, making them good for farming. 

▪ The Guardian Sigils are strong; avoid fighting one alone unless Kain is at an extremely 

high level. 

▪ Recruit Jo before challenging Gaia Sprout. 

▪ All Bosses drop is 100% 

 

Optional  

      Q010: Side Quest — Special Bow 

You need Licorice ×2 to complete this quest. Stormwing drops them. Make sure you get both 

before leaving the forest. If you return and complete this quest you can participate in the 

Barn Patrol minigame.  

 

       Verdant Sigil – Gaia Sprout  

Treasure Chest No. 3 in Herbal Grove is actually the optional Guardian Gaia Sprout. Now that 

Jo has joined, you can prepare to battle this Guardian. Level 8+ with full gear is enough. 

Kain’s Bleed and Stun should carry the fight, as Jo’s Scatter Arrow requires him to be Level 

6. If you run out of Tonics or Prana, return to Muja Village to restock. Once you’re ready, 

approach the chest and open it to begin the battle. 
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      Boss: Lv. 8 Gaia Sprout (Disabler) 

HP SE EXP KAS 

2,100 800 230 420 

Drop Fireball Scroll, None     

Steal None, None 

 
 

 

Strategy 

Gaia Sprout can inflict Poison, Sleep, and Slow on the whole party. If everyone is put to 

sleep while poison is ticking and its all-target physical lands, you can lose a lot of HP in 

one turn. At this point you can’t reliably prevent ailments, so the safest plan is to control 

the fight and end it quickly. 

 

Open with Kain’s Stun to break the boss’s damage chain, then apply Bleed, the DoT keeps 

working even when its +25% DEF buff is active and helps push the fight to a shorter timeline. 

Maintain a simple loop: Stun → Bleed upkeep → attack. Have Jo feed Prana/ Tonic to Kain 

whenever needed to keep Stun available, and attack otherwise. Heal proactively: use Tonics 

if any member drops below a safe threshold and clear Poison when possible; don’t let it tick 

while you’re slept. If Gaia Sprout raises its defense, prioritize Stun to buy a window. With 

steady Stun + Bleed and Jo sustaining Kain’s SE, the boss will fall before its status layering 

overwhelms you. After the battle, check the treasure chest again to obtain the Verdant Sigil. 

  

      Main Objectives 

▪ Q012 Finding Jo – Find Jo at the Heart of the Forest. 

▪ Q013 After the Battle – Defeat Dreadroot alongside Jo. 

▪ Q014 A Shared Fate – A glimpse of new members. 

 

As you enter the Herbal Grove, a short scene will trigger. Afterwards, return to the village, 

you’ve completed most of what you need in the forest, unless you want extra battle practice 

against the beasts here.  
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Farewell to Muja Village 

Back in Muja Village, a scene will play where Kain advises Jo on his archery. If you obtained 

the Licorice, you can complete the side quest and unlock the Minigame Barn Patrol. 

 

Optional  

      Q010: Side Quest — Special Bow 

 

Talk to Sima and hand over the Licorice you 

obtained from Storming. He will reward you with the 

Special Bow, which is the key item needed to begin 

the Barn Patrol minigame. Key items cannot be 

discarded, and without them, their respective 

events or uses won’t trigger. 

Minigame: Barn Patrol 

Talk to Cassidy near the barn. Now that you have the Special Bow, he will let you start shooting 

the birds. (Check minigame section). 

 

As soon as the game begins, you’ll want to pay attention to your quiver bar. Since you can hold 

6 arrows at a time and it takes time to reload the quiver, you want it to reload while you 

still have breathing room. A good strategy is to always have your pointer just after the birds 

as soon as they appear, then shoot.  

 

Waves of birds can come from the top, mid, and low sections as their spawn is random. Shooting 

as soon as they appear doesn’t give them enough time to set their trajectory based on their 

pattern. This also depends on the number of birds appearing at once, but if you send many 

arrows quickly and precisely towards them, you get enough time to click once in empty space to 

reload the quiver. 
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Your shooting also needs control, as overkilling a bird simply allows your arrows to pass 

through, turning it into a miss. For birds that have 1 HP, it’s always one arrow. For those 

with 2 HP, you also need to base it on your arrow power: an arrow with power x2 will one-shot 

birds with 2 HP. As for those with 3 HP, since your arrow power is capped at 2.0, you will need 

2 shots (or 3 if your arrow power is at default). 

 

Also note: you can shoot the Scarecrow to damage birds, which takes 1 HP from them, and 

sometimes, while it wobbles, it can even do 2 HP damage to any birds. The Scarecrow has a 

cooldown of 2 seconds before it becomes available to shoot again, so sending two arrows in 

quick succession will make one of them count as a miss. To shoot the Scarecrow, place your 

pointer just below its head, around the neck area. 

 

The birds have their own patterns as they move towards the cows, and their selection between 

both cows is random. Some may even start in the lower section and move downward towards the 

cows, making them impossible to shoot, as your arrow’s lowest range is right above the cows. 

Although your arrows don’t damage the cows, they will vanish and count as a miss if you try to 

shoot the cows. For birds out of range, just ignore them. 

 

 

 
Strategy 
Wave 1 – Field Pecker 

Field Peckers are slow and move in a straight pattern. This is the stage to build your shooting 

rhythm. One arrow per bird is enough. 

 

Wave 2 – Kite 

Kites move a bit faster but still follow a straight pattern. Here, you want to build your arrow 

power to max and keep it there. In this stage, you can practice shooting as soon as the birds 

appear to keep your shooting pace steady. 
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Wave 3 – Grackle 

Grackles can also be one-shot just like the previous two waves. However, they have burst 

movement and sometimes may suddenly speed up towards their target. This is where you may see 

your arrows miss. Shooting them as soon as they appear gives them less chance to burst away 

from your shots. 

 

Wave 4 – Carrion Crow 

Carrion Crows move very slowly, but each has 2 HP. If your arrow power is not at 2.0, you’ll 

see them hurting the cows as they overcrowd the scene. However, this stage is forgiving, as 

you can still rebuild your arrow power against them. 

 

Wave 5 – Hawk 

Hawks, when near the cows, may dive straight below. In this wave, missing too much will force 

you to spend too many arrows to clear it. The birds should be defeated from far away before 

they approach the cows while you maintain arrow power at the cap. Hawks can also take 6 HP from 

the cows; if one or two get through it’s fine, but not a whole group. 

 

Wave 6 – Night Omen 

Night Omens have 3 HP, so they take either 2 arrows or more, depending on your arrow power. 

Their flight is unpredictable and they can evade at times, but their speed is comparable to 

Hawks. As they approach in groups, you need to maintain the required number of shots per bird. 

Many of them may also start at the lower end and go straight for the cows; if that happens, 

ignore them and focus on the ones within range. At this stage, if you miss, you’ll struggle to 

kill birds at default arrow power. Even though you can quickly re-cap your power, the cows 

might take too much damage in the meantime. 

 

Wave 7 – Stormjay 

Stormjays are unpredictable, have 3 HP, and the highest speed among all birds, making this the 

toughest wave. If your cows still have high HP, you may survive this wave even if you miss a 

few. Otherwise, if you arrive with low arrow power and low cow HP, it might be too much to 

handle. You need two shots per bird at max arrow power, and hitting them during their flight 

is difficult. 
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If things get out of control, hold your pointer just after the Scarecrow and shoot while the 

birds approach the cows. Any lingering arrow may trigger the Scarecrow and hit some birds while 

they approach, giving you time for other kills and reloads. This might be the wave where you 

“shoot like crazy”! 

 

Wave 8 – Brood Mother 

The final boss is slow but has 10 HP, and her damage to cows is 10 as well. If you survive all 

the previous waves, this last one is more forgiving. Just shoot as soon as Brood Mother shows 

up and she should be gone in no time. 

 

 

The only way to earn an S grade is by clearing all waves. You will need to practice and 
become familiar with the minigame, and soon it won’t feel as difficult as it did when you 
first began. The best reward is Artemis, Jo’s final weapon. If you obtain it early in the 
game, it completely overkills early challenges! 

 

       Tips 

▪ One arrow can one-shot multiple birds; this depends on how close they are to each other 

and where your arrow hits. 

▪ Some birds that go downwards can come up again if their target is the leftmost cow, 

making them shootable again. 

▪ Some birds, when they’re near the cows, may vanish without hurting them, although this 

is rare. 
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      Main Objectives 

▪ Q015 Evening Advice – A scene with Jo when you return to the village. 

▪ Q016 Delia’s Memory – Talk to Delia after returning from the forest. 

▪ Q017 Reckoning – Approach Elder Long’s house for a scene. 

▪ Q018 Morning Farewell – Enter Kain’s house for a last farewell. 

▪ Q019 Elder Long’s Guidance – Talk to Elder Long before leaving the village. 

▪ Q020 Whisper in the Dark – A scene with the “unknowns” after you leave the village. 

 

After Jo has left, return to your house and speak 

with Delia for a scene. Next, go to Elder Long’s 

house and approach the front from the left side to 

trigger another scene between him and Jo. 

Afterwards, return home for another scene with 

Delia, Mira, and Jo. 

When they have left, you need to meet up with Elder Long before leaving. Go to his house for 

one more scene. He will reward you with the Bronze Cauldron; a key item needed for Jo’s alchemy. 

The Old Taka Letter is another key item that will be used later. Finally, it’s time to leave 

properly for the big adventure. As the party leaves the village, a scene with the “unknowns” 

will play. 

 

End of Demo 

 

 


