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The abyss dark souls lore

in: Edit Comments Share "The Darkwraiths reside in a dark void called the Abyss. But the Abyss is no place for ordinary mortals. Although long ago, the knight Artorias traversed the Abyss. If you can find him, and learn from him, the Abyss may prove surmountable." — Ingward The Abyss is a location in Dark Souls. Lore[edit | edit source] The Abyss
is a realm of Dark born from Manus, the "Primeval Man" / "Father of the Abyss", the borders of which border the mortal world, while slowly absorb everything in its path; it is uninhabitable to all beings aligned with Fire including the Gods, as they require special equipment or protection to prevent corruption (both in the spiritual and physical sense).
In contrast, any beings aligned with or are indifferent to the Abyss (such as Humans) are able to roam it with no risk of harm or corruption.[1] Knight Artorias famously traversed the Abyss and hunted the Darkwraiths therein.[2] He was protected by the power of a magical ring, which he gained after making a covenant with the beasts there.[3] The
ring prevented him from being swallowed by the void, but it led to his sword becoming cursed.[4] In recognition of his actions, he was awarded one of Anor Londo's treasures, a Silver Pendant that allowed him to repel Dark sorceries;[5]eventually he traveled to Oolacile to combat the threat of Manus, but in saving his wolf companion Sif, he was
overtaken by the dark. The Abyss would later terrorize Carthus, and one of its victims would be their king Wolnir, who would discover within it a black flame and create dark pyromancies from it.[6] Location[edit | edit source] The Abyss is located at the end of the New Londo Ruins. To reach to the Abyss, the floodgates must be lowered and the
Covenant of Artorias ring, a reward for killing Great Grey Wolf Sif, must be worn. After climbing down a spiral staircase within a tower, the path will abruptly end, making it necessary to descend into the darkness of the Abyss. General information[edit | edit source] Dropping into the Abyss will immediately trigger the area boss, the Four Kings, to
spawn. After the Four Kings have been defeated, a bonfire will appear. At this point, the Abyss will cease being hostile, making the Covenant of Artorias ring useless. Notes[edit | edit source] It is possible to reach and kill the Four Kings by killing Ingward, even if the player hasn't acquired the Lordvessel yet. The bonfire that appears will allow
warping to escape the Abyss, even without the Lordvessel. Although it appears to be a black void of nothingness, the "ground" of the abyss actually floats a few meters above an unseen cobblestone floor. This can be observed by using a light source, such as the Skull Lantern or Sunlight Maggot. Items that require hitting a surface to activate, such as
Prism Stones and Carvings, will not work in the Abyss as they simply fall through the "floor". Characters[edit | edit source] Darkstalker Kaathe will appear after the boss has been defeated. The player cannot have given the Lordvessel to Kingseeker Frampt yet. Boss[edit | edit source] Covenant[edit | edit source] Notable items[edit | edit source]
Itemsl[edit | edit source] Red Eye Orb (Darkstalker Kaathe - gift for Darkwraith +1) Armor[edit | edit source] Dark Set (Darkstalker Kaathe - gift for Darkwraith +2) Souls[edit | edit source] Bequeathed Lord Soul Shard (Four Kings - drop) Weapons[edit | edit source] Darksword (Darkstalker Kaathe - gift for Darkwraith +2) Dark Hand (Darkstalker
Kaathe - gift for joining Darkwraiths) Gallery[edit | edit source] Trivia[edit | edit source] Due to what was observed from Artorias, the phrase "falling into the Abyss" does not actually constitute entering it, but rather the near infinite and unconscious darkness of it seeking out lifeforms. This likely means that Wolnir was very much alive when he fell,
which explains how he was able to teach grave wardens his pyromancy, though what exactly it really was that actually caused his death is uncertain. References[edit | edit source] Dark Souls: Locations Community content is available under CC-BY-SA unless otherwise noted. Sir Knight Artorias was one of the four Knights of Gywn, the commanding
knights of Lord Gywn's army. Artorias had an unbendable will of steel, which both helped and fed into his hatred for dark servants, the Darkwraiths of Kaathe in particular. Artorias was unmatched with a greatsword, which was why Lord Gywn had the Wolf Ring made to help further his skill with one. When in New Londo, Artorias discovered the
ability of abysswalking, which gave him the name Artorias the Abysswalker and allowed him to enter the home of the Darkwraiths and the Four Kings themselves. At some not specified time in the past, when Oolacile was attacked by the Abyss, Artorias traveled to Oolacile to rescue Princess Dusk of Oolacile. Artorias, deeply marked by the Abyss
(after realizing he was losing against the Abyss), gave his shield which served as a magic aura, to protect his loyal battle-companion, Sif The Great Wolf, (which was very small at the time, compared to the time the player faces him in the present) from the Abyss. Then he was defeated by the Abyss and became Artorias of the Abyss. After that, an
unknown hero (the player), who traveled to the past, killed Artorias, releasing him from his wretched state. This helped keep his honor intact, because no one would ever know what really happened to Artorias; he was instead believed to died while facing the Abyss, instead of being defeated and corrupted to fulfill the Abyss's goals. Then the hero
killed the dark creatures of the Abyss and saved Sif, who was being held captive (protected by the magic aura of Artorias' Shield but unable to escape) by them. This way the player can acquire the Cleansing Greatshield. If the player didn't kill Sif The Great Wolf before saving him in the past, when the player faces Sif, there will be a new opening. In
which Sif will recognize your scent and reluctantly picks up his Greatsword, but will fight you. A few notes about the abyss.The abyss is not just a dark place, devoid of light: it is the element Dark. It is the opposite of light, that is able to engulf light, just as light can repel darkness. It is a place that repels and destroys beings of light, which include all
life except for cursed undead. Cursed undead are able to walk darkness as they have a part of the Dark Soul ingrained in their soul, so are essentially an embodiment of Dark, just as the furtive pygmy is. The abyss was created at the grave of primeval man, the Furtive Pygmy, and spread up through the cave systems below Oolacile into lower Oolacile
township. The cave system forms Chasm of the Abyss.The abyss that the Four Kings and that Manus reside in are the same abysses, only the future abyss has been more fleshed out. This is fairly clear by looking at the map viewer, as well as the importance of the abyss as a place of the element Dark. It would be kind of lame to have two of them.In the
present time of Lordran, the ruins of Oolacile have almost disappeared from the world, and there is no longer a route directly from Darkroot Garden to the Abyss. However, the Chasm of the Abyss is still accessible as the Tomb of Giants, Nito’s lair. Looking at the map viewer, it is clear the Chasm of the Abyss and Tomb of Giants are in roughly the
same position in relation to Oolacile. Additionally, Tomb of Giants is also described as ‘Nito’s light-devouring domain of death’ in the skull lantern item description. This makes it clear that the Tomb of Giants is engulfed in darkness and as such is above/in the abyss.ArtoriasWell, a lot has been said about Artorias, but I don’t think many people
understand the legend of Artorias.Well, firstly some descriptions:From True Greatsword of Artorias:Sir Artorias hunted the Darkwraiths, and hissword strikes harder against dark servantsFrom Cursed Greatsword of Artorias:The sword can damage ghosts, as it wascursed when Artorias joined a covenantwith the creatures of the AbyssFrom Covenant
of Artorias:This ring symbolizes Knight Artorias'scovenant with the beasts of the Abyss.It's wearer, like Artorias himself, cantraverse the Abyss.From Soul of Artorias:Soul of Lord Gwyn's Knight Artorias,who was consumed by the Abyss.The legend that Artorias repelled the Abyssonly told half the storylt seems that he was defeated, and hishonor
preserved, by some unsung hero,who is the true victor of the Abyss.From Abyss Greatsword:This greatsword belonged to Lord Gwyn's Knight Artorias,who fell to the abyss.Swallowed by the Dark with its master,this sword is tainted by the abyss,and now its strength reflects its wielder's humanity.From Silver Pendant:One of the ancient treasures of
Anor Londo.Presented to Artorias for facing the Abyss.Effectively deflects the Dark of the Abyss,especially in its magic forms.From Cleansing Greatshield:The steel greatshield used by the Knightwho succumbed to the AbyssFrom Set of Artorias:The death of the helm's owner can be surmisedfrom the corrosive Dark of the AbyssDialogue:Alvina:Is it
not so that thou art new.Thou fared well to find me.But cometh thee not for the grave of Sir Artorias?My advice true, forget this!The legend of Artorias art none but a fabrication.... Traversing the dark? 'Tis but a fairy tale.Have thine own respect, go not yonder knocking for nothing, I say!Ingward:According to legend, the knight Artorias crossed the
Abyss, and annihilated the atrocious Darkwraiths.Although long ago, the knight Artorias traversed the Abyss.If you can find him, and learn from him, the Abyss may prove surmountable.Elizabeth:Knight Artorias came to stop this, but such a hero has nary a murmur of Dark. Without doubt, he will be swallowed by the Abyss, overcome by its utter
blackness...There are quite distinctly 2 different versions of the tale of Artorias. The one existing in your time says that he walked the abyss and slayed Darkwraiths, and was victorious over the abyss. The one existing in the time of Oolacile says that Darkness consumed Artorias and that another individual was victorious over the
abyss.Explanation:Both the abyss in Oolacile and New Londo are the same place, and Artorias perished before the Four Kings discovered Kaathe and created the Darkwraiths. For this reason, Artorias could never have fought Darkwraiths of any kind. Artorias could never walk the abyss successfully, because he is not a being of Darkness like the
cursed undead. Artorias is a divine being of light (containing nary a murmer of dark), and thus the abyss, a place that consumes all light (and is the opposite of light) is corrosive and overcomes him. And thus he becomes a beast of the abyss, forming a covenant with them.After being sent to Oolacile by Anor Londo (see silver pendant) he was
unsuccessful and fell to the abyss. As such, the talk of Artorias vanquishing Darkwraiths is a fabrication and the talk of Artorias ever traversing the Abyss successfully (ie. without being turned into a primal beast consumed by Darkness) is also false. In other words, Alvina is not lying to you. After killing Artorias, you receive his soul which speaks of an
unsung hero who truly conquered the abyss and that the legend of Artorias is false (half true). Additionally Elizabeth says:I will remember thee, but I will keep thy story to myself. This is the best way, for thou art come from a time far ahead. No-one will sing thy praises, but yet thy greatness shall live on. For it shall be my purpose, to remember all
thou hast done for us.In case you were wondering, that hero is the player.This theory is most likely correct because it resolves the contradictions that appear in the legend of Artorias, and is strongly supported by in game evidence.So next time you go to spread your love of Artorias, claiming him to be some stoic hero, just remember he is credit
stealing little bitch that really just fucked up the whole Oolacile situation even more by getting in your away. Also you that you are a wanker. That is also important.Dusk of Oolacile and ManusDusk: fading light, growing dark. It should be noted that Oolacile is a place of light sorceries, that fell to the Dark at time of Dusk of Oolacile. Dusk is the at the
core of Manus, and when he dies, he drops an unconscious, scarred Dusk of Oolacile in his place. I assume that this is because Dusk is a part of Manus:- Manus is a sorcerer. This is significant because the Furtive Pygmy is not in any way mentioned to be involved in sorcery, and Oolacile is a land of peaceful light sorcerers. Afterwards it falls to dark
and becomes a place of dark primal beasts using sorceries based on the power of darkness. You would assume that Manus being a dark sorcerer had something to do with Oolacile being a place of light sorcerers.- Dusk's dialogue after the events of Oolacile: I still think on that creature from the Abyss that preyed upon me. My faculties were far from
lucid, but I quite clearly sensed certain emotions. A wrenching nostalgia, a lost joy, an object of obsession, and a sincere hope to reclaim it... Could these thoughts belong to the beast from the Abyss?She claims to be barely conscious of the events yet can distinctly sense emotions associated with Manus.- She is dropped unscathed upon Manus’
death, as the sole survivor of Oolacile.- Dusk is phyisically unscathed after being freed from Manus, whilst every other resident has been transformed into deformed, primal being. It can be assumed that she is essentially at the centre of this. "No matter how tender, how exquisite, a lie will remain a lie." - Lord AldiaKarl Popper wrote a short-but-sweet
essay called "The Conspiracy Theory of Society," in which he pours scorn on various ideas about one group or the other secretly running the world. The piece suggests this apparently-modern worldview can be traced back to Homer, "who conceived the power of the gods in such a way that whatever happened on the plain before Troy was only a
reflection of the various conspiracies on Olympus." The squabbling of the gods, their alliances and contests, both give meaning to and excuse the actions of humans. A key influence on Dark Souls is western mythology, most obviously the visual parallel between Gwyn and Zeus, ranging from the classical pantheons of Greece and Rome to Anglo-Saxon,
Welsh and Norse equivalents. This roots Dark Souls' lore in aspects of historic mythology to an end far greater than mere reference - the creation and use of mythology is a key theme in Lordran, and real world examples act as the comparison point for how this happens. And in using such threads to construct its world, Dark Souls crafts a web of
conspiracy theories.This makes any summary, much less one hoping to cover Dark Souls' narrative structure and techniques as well as lore, more interpretative than a straight presentation of verifiable facts. Lore-hunting in these games is a noble pursuit, and both Dark Souls and Dark Souls 2 are well-served by a large community of youtubers (the
best starting point is EpicNameBro's channel.) I'll summarise the key narrative beats of both games but, for the sake of length and sanity, it's impossible to go into real detail on the many (brilliant) side-stories both games contain. A starting principle with Dark Souls' narrative techniques is that familiar words are used as disguises. We all have a sense
of meaning for what a soul is, for what humanity might be, but these terms in Dark Souls have a specific meaning which must be reverse-engineered out of what we are told and can observe. This is one of the ways Dark Souls gradually constructs meaning: things like a unit of currency are often arbitrary in video games, but here the economic role of
Souls ties into the larger cultural and economic systems of Lordran. We as a player collect souls, use them to gain more power and buy things, and therefore in this brutal landscape it makes sense that souls are desired not just by us, but by others. Souls are an object of obsession for many characters and, in the case of the Lord Souls, worship. There
are coins in the game which have no value in Lordran, just to drive home the point.This doesn't mean everything can be explained - this is still a fantasy game about dragons and gods that features, among other examples, a talking cat and a sentient, courtly mushroom. But the point is not the believability of individual details so much as their fitting
within a larger context where each supports the other - a coherent world. One of Dark Souls' most iconic aspects is the bonfires that dot Lordran, for example, and their function as a checkpoint/respawn for the player. How could this mechanical necessity be a part of the lore? If we briefly digress on Gwyn, the mythology's central figure, even
elements like this are explained. The starting point of Dark Souls' world is the everlasting dragons, which in the brief snatches we see seem to rule the world comfortably. Humans are around at this point but very much an underclass. Four individuals discover the First Flame - Lord Gwyn, the Witch of Izalith, Gravelord Nito and the Furtive Pygmy -
and from this it granted four Lord Souls. Shortly thereafter Gwyn leads the Witch and Nito against the everlasting dragons and, with the help of traitor Seathe the Scaleless, they destroy them and the Age of Fire begins - the gods rule. B-b-but where's Solaire? I thought this article was about lore! Yeah yeah, he's got a good shot of being Gwyn's
firstborn, and personally I think he is, but the ambiguity's there for a reason. The player wakes in Lordran thousands of years after these events. Here is the story of Dark Souls if the players moves through it and does what they're told. You wake in the Undead Asylum, and shortly thereafter are told for the first time you're the Chosen Undead - a
phrase that will be repeated many times, by many different characters. You're taken to Firelink Shrine, where an NPC tells you to ring the two Bells of Awakening and you'll discover what to do next. After this a serpent, Frampt, appears and tells you that Lord Gwyn has linked the fire and you are destined to succeed him. Succeeding the Lord of
Sunlight sounds pretty heroic! You reach Anor Londo and are given the Lordvessel by Gwyn's daughter Gwynevere, and Frampt tells you to fill it with Lord Souls (by Kkilling certain bosses) before succeeding Gwyn. What's important to understand about this plot is that it plays on the expectations a player may have of how a typical video game is
structured. Particularly ingenious is that the boss fight against Ornstein and Smough, the pinnacle of the game's first half, features a typically game-y mechanic whereby one of the pair becomes a 'super' version halfway through - and after emerging victorious you're granted the Lordvessel, a crucial lore item that's also a great power-up that allows
warping between bonfires. Anor Londo's a tough area, you've just beat a tough boss, and a generously-proportioned goddess calls you nice things and hands over a macguffin that opens new areas. A super-neat online feature of the original Dark Souls is that if you fail to re-collect your bloodstain it will, if rich enough in souls and humanity, migrate to
another player's world as a Vagrant enemy - where it can be defeated and pass on some of those resources to another Chosen Undead.The fact you're hyped up as the Chosen Undead by various NPCs, and there are legends about your destiny, makes this a masterly setup. It is a standard, almost cookie-cutter videogame narrative progression - and
therefore the perfect way to fool a player. At the end of the game, following this path, you defeat Gwyn, link the fire and are consumed by it in the process. GG. Discovering what's really going on is a matter of curiosity, and exploring off the beaten path. One point that it is important to understand, because it's why the effect of Dark Souls can be so
powerful, is that the game doesn't care if players realise they're being duped or not. There are hints, of course, but no heavy-handed nudges, and so the process of unravelling Lordran's history acquires an illicit air - like you're doing something you're not supposed to. This is the Fisher Price version of what's really happened. The recipients of the four
lord souls weren't really a team. After acquiring this enormous power three of them - Gwyn, the Witch of Izalith, and Nito - did work together to take out the Ancient Dragons, but the Furtive Pygmy took no part. After this Gwyn and the Witch are in cahoots during the Age of Fire, but Nito seems to be at one remove. All is well, grand civilisations are
built, and then one day the First Flame starts to fade. This understandably perturbs the gods, as it's their source of power, and their dire fear of the darkness that awaits leads them to seek solutions. The Witch of Izalith, a master of flame sorcery, attempts to recreate the First Flame - which seems logical. But this goes badly wrong and instead
creates the element of Chaos, which spawns demons and acts essentially like wildfire - if the First Flame is a nice fire keeping you warm, Chaos burns down the house. This act completely screws over the Witch and her children - she's transmogrified into a pathetic insect thing forever held and tormented at the centre of the experiment (the Bed of
Chaos), her young son is transformed into a permanently-suffering giant lava baby (Ceaseless Discharge), two of her daughters are turned into demonic spiders, another stands guard in Izalith, and another three are unaccounted-for and presumed dead. The final daughter, Quelaana, invents Pyromancy from this new element and teaches it to humans
- perhaps an act of atonement but, as the player finds out when sufficient mastery is achieved, also a way of helping someone who might be able to kill her tormented family. Sweet justice for all sinners is what's happening here and, of course, this slots neatly into the larger narrative whereby Gwyndolin's agents are hunting down Darkwraiths, who
are working on Kaathe's behalf.The consequences for the wider world were even worse. The Chaos in Izalith is now producing innumerable demons, a new creature born of this new element, and also permanently taints the land surrounding it - Blighttown sits atop a nightmarish poison swamp, and Pyromancy is the only 'magic' that deals in poison
and toxin. Regardless, Gwyn and his knights go down to fight the Chaos demons back - and in the process, his Silver Knights' armour is charred, creating the Black Knights. This war was clearly a losing one, as at the time of the game Izalith has simply been sealed-off from the surface world. The flame still fades, and one of Gwyn's most powerful allies
is gone. At some point after this event Gwyn decides on his final course of action. We know from his Lord Soul that, before leaving, Gwyn parcels out almost all of his power - he splits his soul between the Four Kings of New Londo and Seathe the Scaleless. Rather than trying to relight or recreate the First Flame Gwyn instead decides to feed himself
back to it and, by offering such a source of power, maintain the Age of Fire. The Lord Souls were part of the First Flame, after all. In this process the Lord of Sunlight burns and becomes the Lord of Cinder, and most of his remaining knights are left as ash.It is unclear whether the end result of linking the fire - that is, both the myth and the spread of
bonfires across Lordran - was predicted by Gwyn or, far more likely to my mind, another disaster. The disaster scenario works because it is this action that creates the undead curse. Gwyn upsets the natural order of things by linking his soul, the greatest of the Lord Souls, to the continued existence of the First Flame - which can now neither truly die
out, nor regain its original brilliance. The lesser souls of Lordran are bound by this sacrifice. At death their souls and humanity are lost but, shortly afterwards, their vessel is re-formed at the nearest bonfire and what was lost still exists elsewhere in the world. There's a reason the darksign, which brands the undead, is a flaming circle.Speaking of
Solaire, this is the Sunlight Maggot which will drive him mad. If you look up Gwyndolin's hat you'll see they're built along the same lines - a suggestion of a deeper connection between the two perhaps.The bonfires serve as tributaries to this central flame, and the fuel they run on is humanity - when you 'kindle' a flame to get more Estus, a ritual of the
Way of White, you sacrifice humanity, and so too when you reverse hollowing. That is, the followers of Gwyn have ritualised this act within Lordran's culture. The word bonfire is a medieval term that combines bone and fire, and indeed when we examine the bonfires of Lordran closely it is easy to see they are a pile of bones. There is a lot of weird
terminology and meaning here, so perhaps it's best to put it in the plainest terms possible. Gwyn, in an effort to sustain the Age of Fire beyond its natural course, has created a system whereby the essence of lower lifeforms - souls and humanity - are burned as fuel. Let's step back from that for the moment, and think again about the Chosen Undead
story fed to the player. Gwyn's involvement in this modern-day illusion is unknowable, because he's a husk, but the primordial serpent Frampt together with Gwyn's son Gwyndolin perpetuate this myth that, in theory, will see one undead after another collect enormous amounts of souls and humanity then sacrifice everything as fuel for the First
Flame. Frampt plays the role of benevolent guide, but Gwyndolin is hidden in Anor Londo and uses much more elaborate deceptions (see 'Gwyndolin - Master of Puppets?') For a while I thought Gwyndolin was the key player in Dark Souls and, at the least, his influence over the game's events is enormous. The Anor Londo we see is an illusion. In fact it
was abandoned long ago by the gods - Gwynevere is a fake, the glorious sunlight is a fake, and it seems like many of the inhabitants don't exist either. Gwyndolin maintains this vast brocade from his father's crypt, near to a corpse that wears the Ring of the Sun's Firstborn. So he lives in daddy's grave next to what might be his elder brother's dead
body. A little morbid.Gwyndolin was the third child and second son of the god of sunlight, yet his Moonlight Robe tells us that “The power of the moon was strong in Gwyndolin, and thus he was raised as a daughter.” The moon is traditionally associated with feminine qualities, and reflects the sun. Gwyn was practical about Gwyndolin's destiny - he
has affinity with the moon, therefore will be raised female - but Gwyndolin seems a little more conflicted. He may call himself the Lord of the Darkmoon, but choose to confront him and the full name in the boss fight is Dark Sun Gwyndolin. His unusual helmet turns out to be a variant on the game's stylised sun design. “The image of the sun manifests
Gwyndolin's deep adoration of the sun.”All of this is to say that Gwyndolin may have some daddy issues and, by extension, feelings of inadequacy about not inheriting the sun. Gwyndolin seems a tragic figure in this context, an outsider among the gods who dedicates himself to maintaining the illusion of their continued rule - and, more importantly,
doing what he thinks Gwyn would want him to do. Gwyndolin's motivation for keeping the flames linked obviously has an element of self-preservation to it but, when you look at how he chooses to live anyway, it's hard to escape the suspicion he's not Machiavelli either.The primordial serpents Frampt and Kaathe are essentially unknown actors, the
only real hint towards their purpose being the adjective - which is to say, they existed before the Age of Fire - and the fact we know a "toothy serpent" brought the Abyss to Oolacile and Kaathe did the same with New Londo. Frampt does gives us one of the few solid chronological tidbits around, which is that it's been 1000 years since Gwyn linked the
flame. Gwyn's actions are often described as heroic and, while I don't necessarily disagree, it's worth remembering he doesn't have much of an alternative - either link the flame, or die with it. Fighting him 3-on-1 is of course incredibly brave of me.To briefly digress, the online aspects also tie into these various actors and goals. Act as a Darkwraith for
Kaathe, and you collect humanity to bring the Age of Dark ever-closer. This group is directly countered and invaded by Gwyndolin's Blades of the Darkmoon, who hunt Darkwraiths and steal the humanity back. Other groups, like the Forest Covenant, are dedicated to more specific goals like guarding the grave of Artorias, while of course the Warriors
of Sunlight represent jolly co-operation and - possibly - how "the old god of war still watches closely over his warriors." Pulling PvP and PvE into the lore so elegantly is one of Dark Souls most subterranean but impressive achievements.Are you the Chosen Undead? Probably not, and in fact you're surrounded by proof this isn't the case - all those other
corpses, fat with souls. The Chosen Undead storyline is a myth, established in order to make undead collect large amounts of souls and humanity and feed it to bonfires in a hopeless quest. Even if they succeed, great! More fuel. This is showing how stories can mislead without their audience (or target) ever realising it. If this was all Dark Souls was
about then it would merely be a fantastic story. But what elevates it further is how it uses the nature of gaming itself - interactivity - in order to make the player an active participant, or perhaps a better term would be an active dupe. This is a myth but it is also about the creation and purpose of myths, and explores the latter through your actions or
lack thereof. Myths are not simply handed-down stories from humans past, but a reflection of a particular culture and author/s agenda. I'm not a fan of the more involved messaging system in Dark Souls 2, Bloodborne and now Dark Souls 3. There was a beauty in the brevity of Demon's and Dark, and still plenty of scope for silly jokes.Perhaps the best
way to exemplify this is how we uncover the story of Artorias the Abysswalker. Artorias was a legend in the original release, in the sense he wasn't in the game, and Ingward of New Londo seems to think he might still be alive: "Long ago, the knight Artorias traversed the Abyss. If you can find him, and learn from him, the Abyss may prove
surmountable." Artorias is not alive because, after fighting the Great Grey Wolf Sif, we learn from her soul that she "guards the grave of Artorias the Abysswalker." The setting for this battle, an enormous gravestone surrounded by lesser gravestones and countless weapons, seems to fit this sense of a grand hero. Three items can be made from this
soul which tell us, variously, that Artorias "hunted the Darkwraiths," and his sword was "cursed when Artorias joined a covenant with the creatures of the Abyss." Further to this his ring can be found in Darkroot Garden which tells us he was one of Gwyn's four knights: "Artorias had an unbendable will of steel, and was unmatched with a greatsword."
There is more about Artorias in the original game but, even here, we're being fed information in at least four different ways - through character dialogue, through the environment of the Sif battle, through Sif's greatsword technique (!), and through item descriptions. Look closely enough and some of it may even seem contradictory, nevermind the
fact that Ingward is way off in thinking the guy's still alive. Regardless, the importance of Artorias is as a legend - the only man in Lordran's history to face and battle successfully against the abyss, and thus given the sobriquet Abysswalker. Dark Souls' DLC was named Artorias of the Abyss, takes place in the past, and shows the truth behind the
legend. Artorias was a knight of Gwyn, and did go to Oolacile to fight the Abyss, but instead of a hero we find a corrupted figure - one arm broken, the Abyss seemingly seeping from his body, he nevertheless heaves his greatsword against us and moves with incredible grace and power. This is a tremendous boss fight, one of the best the Souls series
has produced, and so gives us another narrative angle on Artorias - THIS is why he's a legend - while undercutting almost everything we already know. After the fight we can see the trail of blood left by Artorias as he fled the Abyss, speak to his companion Hawkeye Gough, and press on to discover for ourselves what felled him. We find a young Sif in
the Abyss, hidden and protected by Artorias' abandoned greatshield, and discover coalescing humanity sprites that simply try to crowd and 'touch' the player rather than attacking - which is deadly and a great counter for an unbendable will of steel. And then we face and conquer Manus, the source of the Abyss, and do what Artorias couldn't. Nito is
the god of death in Dark Souls, and his soul goes further in describing him as “first of the dead” - which could mean he was the first creature to die or, more likely, is the first in rank amongst them. His Lord Soul states that “Gravelord Nito administers the death of all manner of beings.”Administers is something of a cold word to use in that context,
and gives the sense that Nito is not a moral force, or even necessarily a being that acts according to his own will. He's just the god of death, all things must die, and he takes care of it. The Gravelord Servants, Nito's online covenant, take matters into their own hands by spreading black phantoms across the worlds of other players to hasten their
demise. But Nito never acts directly until the Chosen Undead turns up to harvest his soul. It seems that in a world of undead, the god of death is content to just wait it out. One interesting sidenote about Nito is he was apparently the focus of a plot against the gods, which hoped to steal his power to be used against them - the damage modifier
described as Occult. A few remnants of this plot exist, most notably Havel's occult club hidden in Anor Londo - which alongside finding Great Magic Barrier in Ash Lake (a miracle of Havel) may suggests even among Gwyn's most loyal followers there were doubts about his grand strategy. We find what is almost certainly Havel locked in a tower,
irretrievably hollowed, in the Undead Burg. The legend of Artorias was thus just that - a legend, based on the player's own actions but obscured from history. This is not some moment of triumph for the player, so much as the usurpation of a hero - and a wider clue about the reliability of myth. Ingward didn't lie to us, he didn't know. Sif guards
Artorias' grave because it holds the ring required to traverse the Abyss - and she's seen what it will do to any successor. Artorias's victory was your victory, but history tells a different story and so the Abysswalker goes down in legend. Why? Perhaps because it gave those who would face the Abyss in the real hero's absence some vestige of hope -
throughout history myth has had a political function, and so too we find this in Dark Souls. This is not merely a neat bit of rug-pulling, but exactly the way myths are formed. No-one knows who Robin Hood was, or if he was anyone - much less whether he robbed from the rich and gave to the poor. I once looked into the Greek hero Troilus and
discovered, to my astonishment, that almost no contemporary sources for his legends survive - and those that do are mere fragments. The Troilus and Cressida story that had first piqued my interest was a medieval invention, and before this point Troilus was really only known for dying at the hands of Achilles. Over centuries a name can lose and gain
all manner of associations, and we have no way of discovering 'truth' beyond reading between the lines.So too must any conclusions we draw from Dark Souls be inexact. Souls seem to be what animate beings, what gives them life, but humanity is what gives them sentience and by extension free will. The typical state for an undead in Lordran is
hollow - they have souls but, without humanity, are basically feral, mindlessly aggressive. So the two elements are complementary and, as we see in the polar opposites of Gwyn and Manus, an over-abundance of either has negative effects. Vendrick's failure finally came down to Nashandra - realising during the war against the giants that she sought
his throne, Vendrick hides his Soul elsewhere and retreats to the Undead Crypt to hollow.This complementary nature is because humanity is, of course, a type of soul - the Dark Soul. We know souls can be split, because Gwyn's Lord Soul tells us he did the same before setting off to link the fire, but in the case of the Furtive Pygmy the split was much
larger and more diffuse. It chose to share a a tiny shard of this Lord Soul with every hollow, a plainly selfless act that does not foresee the Dark Soul will later attempt to re-coalesce - and be viewed by Gwyn as a resource for his own ends. Manus is often identified as the Furtive Pygmy, though both Gough and Chester refer to him as 'primeval man'
without the definite article - Manus is definitely of that era, but it's impossible to say. "[Oolacile] awoke that thing themselves," says Gough, "and drove it mad." One item associated with Manus has always stood out to me: the broken pendant. At Dark Souls' release Miyazaki gave an interview where he said the starting gift he'd choose in-game was a
pendant, and this became the basis for increasingly wild community speculation about this having some unknown revelation. It doesn't, but this didn't stop the hoping, the theories, and the creation of new myths. Manus, the closest thing we get in Dark Souls to pure humanity, was created for DLC post-release and is driven wild by a broken
pendant.This is obviously a nice meta-poke at elements of the fanbase, but it also hints at the negative side of humanity, or dark. These are behaviours like obsession, fervour, blind faith, even neediness - fine in moderation, but all can lead to terrible behaviour if unchecked. After defeating Manus you can trade his soul for a spell called Pursuers
which has some odd lines at the end of its description: "The will feels envy, or perhaps love, and despite the inevitably trite and tragic ending, the will sees no alternative, and is driven madly toward its target." Perhaps that is ultimately what defines humanity in Dark Souls, and it's an idea the sequel explores at length: we just can't let some things go.
For a long time many assumed Aldia's Ancient Dragon was Aldia himself - clearly not the case following the DLC. It does represent what he was driving towards, but the fact it drops a Giant's Soul shows the metamorphosis was only skin-deep. A common and unfortunately foundational mistake with Dark Souls 2 is referring to the player character as
the Chosen Undead. That was Dark Souls' myth but Drangleic and Lordran are different beasts in many ways - not least because the player character enters Drangleic through an explicitly timey-wimey wormhole that frames this as some sort of pocket universe. Time is convoluted in Lordran but, with Drangleic's habit of diving into memories, the
chronology gets even more criss-crossed. This is used to often-great effect throughout the main storyline, which is set up to tease players familiar with Dark Souls into thinking something similar is going on here. But Drangleic is an era long, long after the events of the original game and countless civilisations have risen and fell in the meantime. Gwyn
was the mightiest of gods but, as becomes another theme in Dark Souls 2, his name is long-lost. Memory is a good place to start because the mechanical equivalent of humanity this time around is the human effigy - a doll that traditionally holds memories of the dead. The idea is that by gazing upon this doll our character is reminded of who they are,
and this prevents hollowing, and in the rest of this world we meet countless characters who have forgotten or are gradually forgetting who they are and what their purpose was. Many simply go through familiar motions, their original motivations long-lost to time. A beautiful game-long payoff here is that the player character first seeks Drangleic
because they're losing their memories. The opening cutscene shows a family and home, before the faces collapse into grains of sand. Your character is seeking a cure for this curse but, from the moment you arrive in Drangleic, all that other characters talk about is becoming a king. It's common for players, by the time they've reached the game's close
and perhaps become a king, to forget why they first arrived.The endless cycle of Dark Souls is another framing device, but Dark Souls 2 is often misunderstood as being simply about cycles, a neverending repetition of the same story with the same actors. But the core storyline of King Vendrick and his brother Aldia is about something more specific:
the question of what happens when the myth a civilisation is founded on has been rejected. Humanity and dark is not necessarily a good thing. The Firekeepers, which collect and are “gnawed with infinite humanity,” have hideously writhing skin and in some cases other physical deformities associated with the role. If there is a Chosen Undead in Dark
Souls 2, it is King Vendrick. Long before the events of the game he conquered the holders of the four Great Souls, as the player does in Dark Souls, but stopped before taking the final choice. An early discovery for the player lies in the basement of the Majula mansion - the Lordvessel, where the player deposited their great souls before facing Gwyn,
lies shattered. Vendrick and his brother Aldia had somehow intuited the nature of their world's cycle and, rather than starting another, resolved to find a route beyond darkness and flames. The smashed Lordvessel is a neat hint towards this but also helps explain why the player can hunt Drangleic's four Great Souls afresh - after which lorecat (not
her official title) Sweet Shalquoir says "Long ago [Vendrick] smelled just like you."The story of King Vendrick is told in detail, and after Dark Souls 2's DL.C players could even talk to him through his memories, but what matters is that his reign comes under threat from - you guessed it - the Undead Curse. After refusing to link the fire he and Aldia
founded Drangleic together and set their energies to researching Souls and the Undead Curse, both eventually comprehending the cycle that lay beneath it all. Weaponsmith Ornifex tells us "Vendrick came close to unlocking the essence of the soul" and, after conquering the three DLC kings, we discover he found a way to stop the symptoms of
hollowing. What is interesting about Vendrick is how he, too, eventually falls for a myth in a beautiful package - and may be more like Gwyn than we expect. The dying Captain Drummond tells us that "long ago, the King crossed the seas, pillaged the land of Giants, and brought back a 'prize.'" This prize is left unnamed and there are many candidates
for it, but the one who convinced Vendrick to plunder it was his queen, Nashandra.A theme in Dark Souls 2 is fragments of the Dark Soul, released when Manus was defeated, re-coalescing. They seek out strong souls, taking the form of queens to the great kings of Drangleic, hoping to eventually usurp them. Nashandra is Vendrick's queen, adored by
him, and causes his ruin. The Giants Club says "King Vendrick, in adherence to Queen Nashandra's counsel, led his armies north in an effort to subjugate the Giants, and claim their powerful souls for his own." The long and bloody war waged by the giants in retaliation would tear apart Drangleic, though the Phyrric victory did allow Vendrick to create
the golems that would construct Drangleic Castle. Vendrick was smart enough to see his way past the binary cycle, in other words, but still ended up duped by a fragment of the Dark Soul. It's worthwhile pointing out, too, that Nashandra has no love for anything but power - when you turn up, a better option, she puts it as plain as day: "Visit Vendrick.
We have no need for two rulers..." Aldia too followed his own research, and evidence of Vendrick's use of it is scattered around Castle Drangleic, but the brothers eventually had a falling-out - almost certainly because Aldia's methods, involving countless sacrifices and the creation of grisly abominations, went too far. "King Vendrick condemned his
own elder brother to the mansion. They both sought the truth, but through different means, and their fervor meant the eventual withering of their familial ties." One of these experiments is the Emerald Herald, the player's guide, who is "born of dragons, contrived by men." Aldia saw the way to escape fate as connected with something outside of life
and death - the everlasting dragons. The Emerald Herald was thus intended as the last Firekeeper, one that would - through linking dragons to the bonfires - end the undead curse. Given that we're playing the game, file this one under 'nice idea.' Aldia did not, however, give up so easily. He is the eponymous Scholar of the First Sin, and identifies this
as Gwyn's attempt to defy the world's natural order by linking the fire. The Dark Souls 2 covenant system follows-on from Dark Souls and benefits greatly from the better netcode. It's a pity the sequel lost some of the more unusual ideas of the original, which was interested in much more than straight PvP."Once, the Lord of Light banished Dark, and
all that stemmed from humanity. And men assumed a fleeting form. These are the roots of our world." Fleeting surely carries a little of its original meaning here, which is to float, passive to destiny rather than a player in it. Aldia tells the player he "sought to shed the yoke of fate, and failed" but now waits for our answer. He is transformed himself,
justice perhaps for his experiments on others, but seems to have succeeded only in escaping the cycle personally rather than breaking it - Aldia is unique among bosses in dropping no items or souls on his defeat, and has the ability to appear anywhere in Drangleic he wishes. One of Dark Souls 2's greatest touches is that, if you enter the kiln to either
link the fire or usher in an age of dark (the ending choices for Dark Souls) the same cutscene plays - showing your character entering the kiln and the door closing. Because it doesn't matter which one you choose, the cycle continues. There is no choice. A new ending is unlocked through meeting and eventually defeating Aldia, one where the player
character strides off, their clenched fist showing determination, while Aldia narrates that there is no path or answers: "And yet, we seek it, insatiably... Such is our fate." Which is all well and good, if a little pat. The nature of Dark Souls 2's storytelling is more direct and has less room for ambiguity, which is why some Souls fans remain unconvinced.
But let us at least acknowledge that, over its DLC and subsequent re-release as Scholar of the First Sin, the story of Drangleic filled-out into a more individual take on the concept than it first seemed. And one of the beauties of From Software's approach to roleplaying is that your personal journey has meaning regardless of the destination - or any
choice at the end.One thing it does lose through this, however, is that quality of enmeshing a player with the concepts it's describing. In Dark Souls the player is a pawn, and realising this has a powerful impact that continues to resonate as the deeper meanings of the narrative unfold. In Dark Souls 2 the player is told they're a pawn, that we're all
prisoners of fate thanks to this ghastly cycle, and then eventually you're allowed to break free of it by virtue of being handy with a greatsword. As narratives the games are operating on different conceptual levels, but making this distinction is not merely about slamming Dark Souls 2. The original game has a confluence of factors that root lore ideas
more firmly in the gameworld but, more importantly, it would have been impossible to pull the same trick twice. Dark Souls 2 is often over-simplified as a sequel about being a sequel, a line so trite I've used it myself, where the question it ends up asking the player is trickier: how can one escape fate if you don't want to? As a quick thought
experiment, what if Bloodborne had been called Dark Souls 3? Would everyone have been happy with a magnificent game, or would many have complained that it wasn't Dark Souls-y enough? Video games are chronically terrible at storytelling and it's because interactive narrative relies on new techniques that are little-understood by most studios.
Everyone understands that the player should be the principal actor, but this does not mean they need to be the principal focus of the storytelling at the same time - only the Souls games seem to build worlds designed to reflect and play with these expectations. The genius of Dark Souls as a narrative experience is not in the game's systems, brilliant as
they are, but in the principles on which it is been structured. At the most basic level the story is a puzzle, and one made up of different varieties of piece. From Software expects players to pay attention to architecture, enemy placement, armour details, item placement, item descriptions, geography, NPC dialogue, and a hundred little one-off touches
that are easily missed. There is always more to find and more to see, and it plays with many types of ambiguity to leave great spaces for imaginative theorising - in its greatest flourish, making the player an active participant in assembling or re-creating the world. I do not say that appreciating the Dark Souls games is easy, and accept they're not for
everyone. But in utilising such sophisticated techniques it shows a level of faith in players that most AAA studios wouldn't dare and, just a thought, maybe that's why they're the best games of the modern era. If you're currently playing the latest game, you might like to check out our Dark Souls 3 guide.
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