
PUREGRUNTS 
GUIDE TO ETERNAL LEGEND
Before I start with explaining how to achieve common goals for this part of Ninja Gaiden

Black, I’m going to give a run down of what Eternal Legend is:

Eternal Legend is a part of Ninja Gaiden Black’s Mission Mode. It is Ninja Gaiden Blacks version

Of the original Hurricane Pack 2, which was a Stage by Stage (called phases) battle where Ryu must battle many enemies and bosses from the story mode version of Ninja Gaiden in succession, one of the many reasons why this is considered one of the most difficult parts of the game. There are 4 difficulty settings available, Normal, Hard, Very hard and Master Ninja. For this particular guide, I will be covering the Master Ninja mode. In order to achieve high scores (called karma); there are time limits to be met, which net certain bonuses, depending on how well you can perform. There are ways you can get great results, based on weapons used, and tricks and strategies, which I will cover in this guide. There are 2 ways to play Eternal legend, one is playing it straight through, meeting given time limits, and the other is by Farming certain parts and/or enemies. I will explain what farming is when I cover my farmed guide, but for now we will focusing on playing it as it was meant to be played. Phase by Phase, meeting time limits and getting the best results possible. For those who wish to increase their Mission Mode karma score, Eternal Legend is a key mission to focus on due to the high amounts of karma that can be obtained.

Eternal legend has 5 phases, I will now explain how to play them and what weapons and tactics that I recommend, for each part and encounter.

Objectives:

5000 Points awarded for a connected Ultimate Technique

2000 Points awarded for a connected Essence Technique

Short Timeframes, maximizing kill bonuses
Use Ninpo effectively (And sparingly) without compromising UT’s

Phase 1

Phase 1 consists of 3 encounters and 1 boss. 
Weapons that is preferred for these battles.

-Dabilahro

-Dragon sword

-Lunar

-Fire wheels Ninpo

There are no health potions available until you reach the top of the first phase, so making little to no mistakes are a priority. Also to note, there is a Talisman of Rebirth hidden on a ledge after the third encounter, which is highly recommended to collect.  The Talisman of Rebirth will completely recover Ryu’s life energy and Ninpo.
ENCOUNTER 1

-Dabilahro only

The first encounter consists of 8 ninjas. The weapon of choice for this battle is the Dabilahro. We are going to focus on using the Ultimate Techniques, to get the best results. Upon entering the first room, you need to immediately hit the start button, and equip the Dabilahro. As soon as the Dabilahro is equipped, exit the menu. You need to press and hold the Y button, until you reach a level 2 Ultimate Technique. The screen will flash each time a level is reached. There are 2 scenarios that can happen. One is, only 2 ninjas will spawn close, and the other is 3 ninjas will spawn close. If only 2 spawn close, reset and start over. The reason why I say this is because we are trying to chain the UT’s over and over until all enemies are dead, in the fastest time. After disposing the first 3 ninjas, you need to immediately, press and hold down the Y button, pre-empting another level 2 UT. You can move from this position, to the left or the right, depending on how the enemies spawn. You may have to re-set, if you get poor co-operation from the AI. Its is preferred that you kill at least 2 enemies at one time, or have 1 yellow essence available to get another UT on the approaching enemy. 5 UT’s should be the goal. The time limit is 40 seconds for this encounter. Finishing in about 20-25 seconds is where you should be aiming. With this technique executed properly, a score of 127k-130k is achievable. 
ENCOUNTER 2

-Dabilahro

-Dragon Sword

Encounter consists of 3 purple Vigor ninja’s who wield windmill shurikens, and are far stronger than the enemy’s of the first encounter; the time limit is 35 seconds. There are Incendiary shurikens outside the room, you can collect if you want, but I never use them. They can be used to stun the ninja’s to build Ut’s, again this relies on isolating the ninja’s. I believe my Technique to be easier and more effective. Before we enter the room, we need to be setting up an UT. To do this, you can kill a crow on the ledge, which is on the stairways between the rooms, between encounters. To kill a crow, you can hit them with shurikens, or a correctly placed UT. It’s important to hold the left trigger in to avoid absorbing the blue essence that the crow left behind, because we are going to use it to get an UT. When entering the room, you need to jump to you immediate right, and upon landing use the Y button to execute the UT. As soon as the UT connects on the first ninja, switch to the Dragon Sword. Your first attack is to target the ninja you just landed the UT on. The attack will be an Izuna drop. To perform this, press X, Y, X,X,X,(brief pause) then Y. When this is executed, the ninja is dead. The next part is dependent on isolating the next ninja. Note: this only works when only one ninja is in view. Hold the left trigger again to avoid absorbing the essence. Wait until he attacks, then as soon as you see an opening, scoop him up by pushing forward +Y at close range. This will enable you to upon landing charge up a level 2 UT, with the aid of the left over essence from the previously killed ninja. When the ninja has recovered, unleash the UT on him. In most cases, another scoop up and upon landing, execute an ET to finish him off. Repeat this method again for the last remaining ninja. Note: an ET (Essence Technique) is the first level of an Ultimate Technique, single flash rather than a double flash. It is still considered an UT, but for the purpose of this guide, it will be known as ET. The other Technique which can be used is, to use the Izuna drop combined with ET’s or if Blue essence is obtained after killing an enemy, a UT. Techniques can deliver mixed results, you can choose your own, but the first technique is worth your while to master, time wise. You can collect the Windmill shuriken, but it’s not really necessary. An acceptable score using the above method is about 205K-215K.
The next part of this phase is not considered an encounter, because there are no points to be obtained. Switch to Lunar, upon entering the room, jump to your immediate right beside the pillar, charge up to UT status, and unleash when the bats get close, so that the UT connects on the majority of bats. That way we can extract the most amount of yellow essence possible. So lets move on to the next encounter.
ENCOUNTER 3

-Dabilahro Only

This encounter consists of 7 enemies’. Black ninjas, Mage’s, and Vigor Ninjas. Use the Dabilahro.
The time limit is 40 seconds. Before we enter the room we need kill another crow, and use the same technique we used on encounter 2, to drag the essence to start with an UT. Don’t bother with collecting the Talisman of Rebirth or the Fire wheels Ninpo that are just outside the room, yet. Now activate the rotating camera view, by pressing in the right analogue stick, a flash of light will indicate that this has been done. Enter the room, firstly jump to your immediate right, using the pillar to block the Mage’s orbs, and unleash the UT, on the next closest enemy. Note: a mage is the only enemy in this encounter that can be killed by a Single UT, or counter attack with the Dabilahro, as seen in my video. The method here is also to chain as many UT’s as possible to increase the Karma score. When you connect an UT on the first enemy, you need to concentrate on the closest foe, and kill him as fast as possible. Useful methods are fast slash combos with the Dabilahro, when the foes are down. It can unpredictable on how the enemies spawn, and this can take a few tries. When the encounter is over, go back outside and retrieve the Talisman and Ninpo. An acceptable score for this room is around
315K-325K.
Before we go to battle the boss, open the 2 chests at the top of the phase. One has a small health elixir, and the other a Strong bow. Collect these 2. Jump up on the Statue, and open the 3rd chest. When the bats come out, jump down; equip the Lunar, charge up UT’s. There will be 5 waves of bats. Collect the essence.

**************************************************************************************
Note: Equip the Fire wheels Ninpo, and make sure the camera is in regular perspective mode. Equip the Dabilahro.

ENCOUNTER 4-BOSS MASAKADO

The time limit is 60 seconds.

Weapons used
Dabilahro, primary weapon

Fire wheels Ninpo

Lunar Staff

The bow is unnecessary

This can be a hard fight, because the timing of the boss attacks has to be almost perfect for the fight to go successfully. For this fight there are 2 techniques.
The first technique is almost the same as the second, with a small change.

Technique 1: Making sure the camera is in normal perspective. When the fight starts, immediately run up the wall and wall attach the Boss Minion. The next thing to do is crucial to this fight, Masakado will be right on top of you once you execute the wall attack, he will attempt to slam you against the wall with his horse,  as soon as he does this tap the R trigger to centre the camera, and wind roll back against the wall. Then you have an opportunity to charge for an UT/ET. Whilst you are charging up, both riders are coming back around towards you. The minion rider will be first to attack, unleash the ET when he is very close. When it connects Masakado is again coming in for his attack. Wind roll after the ET on the minion to avoid Masakado, and charge up for a full UT. It’s very important to get the wind roll executed with good timing, because if the boss stuns you, you won’t be able to get the time for UT status, and affect the whole boss score. One of the reasons why the camera is in normal perspective is so the minion rider can’t hit you with his bow, and you can get UT’s. Now once the UT is charged up, wait for the two of them to charge at you again, when both are close release the UT, wind roll again/or straight away charge up, depends weather Masakado goes for the stun horse kick. When the next UT connects on the minion, he’s dismounted. Kill him quickly with the Dabilahro, any attack is fine, but beware he can actually block Dabilahro combos, so hit him whilst he’s down and getting up. Note: If the minion is killed with an ET, he only gives one yellow essence, but killed normally he gives a blue. So it’s preferably better to go for the blue, because it’s an instant UT (no charging required). Use the dead minion’s essence on Masakado for another UT. Continue to ET/UT Masakado until he’s dismounted. Depending on how many UT’s connected earlier on during the battle with the minion and connected on the boss, he can come off earlier or later. The second Masakado is off his horse, switch to the lunar, and charge up to ET status. By this stage all going well; you still have 15-20 seconds in the fight. Basically

Continue to ET him until he’s dead, using this technique you can get the time limit by about 3 seconds left on the clock.
Technique 2:

It’s the same as the first, however this time around when Masakado is dismounted, use the Lunar for about 3 ET’s, then pin Masakado against the wall, light up the Ninpo, and you can charge up to full UT status, because he cannot penetrate you, whilst the Ninpo is lit up. A good way to finish the fight and the preferred way to kill him. When he is killed using an UT, a generous 10k essence is gained, which can come in handy for phases 2 and 3. An acceptable score for phase one is: 400k-415k. It’s really important to preserve the Talisman of rebirth.
Now that we have the first Phase done, Lets move on to phase 2.
PHASE 2

This phase is a lot easier than the first, because the AI comes in wave after wave. This makes Charging up and executing UT’s a lot easier. The weapon to use through the entire phase is the Dabilahro. Now that we have reached the second phase we can go to Muramasa’s shop and stock up on weapon upgrades, and accessories.

Items to purchase.

-Upgrade the Dabilahro to level 2 (5000 Essence)

-Purchase the Armlet of Celerity (2000 Essence)

Even if you didn’t kill the Boss with an UT, you should still have near 10,000 essence to spend already. Getting the extra 10k essence from that boss is just a bonus, and my guide doesn’t even incorporate this, so don’t worry if you didn’t get it.

**************************************************************************************

 You can purchase an extra small health elixir or Small devil elixir if you want. I personally wouldn’t waste the essence. If the first phase went as intended, you won’t need these. You already have one small health elixir in your inventory already from the chest at the top of the core.

**************************************************************************************
This phase consists of 6 encounters including the Boss.
ENCOUNTER 1
Firstly press the Right thumb stick in to activate the rotating camera view. Ill explain why during the phase. Before you start this fight, make sure the Armlet of Celerity and Dabilahro are equipped.

8 Enemy’s, Time limit 45 seconds.

What we want to do here is chain UT’s all the way through the whole phase. This is where the AOC comes in use, because the charge up time is much faster, and a must buy.
When the first encounter starts, charge up to ET status, unleash on the first soldier. Then go for a wall based attack on the grenadier, which will disrupt his grenade launching. It won’t kill him straight away, but when you go to attack him, you will undoubtedly kill a white soldier as well. Now you want to go to chain as many ET/UT’s as possible. If you don’t feel confident with on landing UT’s, you can wall attack your way through it, however using the UT’s is worth more points. Importantly try to have one essence still on the field when you are charged up for the next encounter, that way we can avoid being left with no essence to fight with. Because the fights come so fast, we need to get used to holding down that Y button as soon as you can. Acceptable time frame to finish the first fight is 20 seconds. Remember to be charged up to UT status for the next encounter.
ENCOUNTER 2
7 Enemy’s, time limit 27 seconds.
The soldiers will drop in from above, When they land, wait until at least 2 soldiers are in close range. Release the UT. This particular encounter is hard because an UT needs to connect on 2 at a time so that we can chain UT’s. You will have to wait a brief moment for them to dissolve to execute the next UT. Chain the UT’s until all soldiers are dead. The last most often will be killed by an ET, due to spawn time. If not execute the UT. In my video you can see that I usually leave on essence over to start with an UT. To avoid the rockets, hold block and wind roll. It’s always best to try to kill the rocket soldiers with your UT’s as they are usually the ones who disrupt your UT’s. When they do this you may as well re-set. A decent time for this encounter is 14 seconds.
ENCOUNTER 3

4 Enemy’s Time limit 17 seconds.
This is nice and easy. Have your UT charged from the previous encounter. You want to be placed about ¾ screen distance away from them middle of the screen. When they land release the UT, it will connect on 2 soldiers, left or right side. Doesn’t matter. If you kill 3 instead, your placement is incorrect, re-set. Other wise, when they dissolve, hold block and time your wind roll so that, when the 2 other rockets are fired you can immediately execute another UT. Go straight into charge status whilst they are dissolving. I finished this fight in only 6 seconds using that method. And I also kept another essence free, for a quick charge up. Without quick charge ups, the whole phase can be flawed.

ENCOUNTER 4
10 Enemy’s 42 seconds
Again with this encounter, be ready to let loose that UT when the fight starts. The rocket soldiers can be handled the same as before. However do not let 2 rocket soldiers on the screen at one time. There’s a high probability your UT will be disrupted.  The soldiers will come in from above like before, you need to hold off releasing the UT until 2- 3 enemies have touched ground. If you release early you will miss. It’s the same fight as before.  Chain the UT’s, trying to kill the rocket soldiers with every UT. Placement of the soldiers is the only thing to be concerned about here, and can take a few re-sets. A good time is about 20 seconds.
ENCOUNTER 5

4 Enemy’s Time limit 17 seconds.
Exactly the same as encounter 3.  The most important thing here is to NOT collect the 2 yellow essences left by the dead soldiers; we are going to use them during the boss fight.
*In the chest is a large health Elixir, collect it and lets move on.

ENCOUNTER 6

BOSS FIGHT DYNAMO
***IMPORTANT! EQUIP THE FIREWHEELS NINPO.***
The most important thing to remember about this fight is that it has to be done at CLOSE RANGE, and has to be FAST. A few other players like to use the smoke bombs to distract the boss, and land UT’s. I personally find this method faster and less frustrating.  As seen in the phase 2 video.

9 Enemies, Time limit 60 seconds
The first thing to do is, when the fight starts. Wind roll back towards the screen, go for the UT. 90% of the time 2 soldiers will be killed by the UT. When this is done, its time to really hammer Dynamo’s health. He will most likely go for a grab, because you are in close range. Wind roll back from his grab; use a Dabilahro combo X, Y, X, X, X, X, Immediately light up the fire wheels straight after the combo has connected, press Y and X together. Now jump away and with the essence left from the first 2 soldiers, go for another UT. The Ninpo is still lit up at this stage, so if the ut didn’t kill 2 new guards, go towards dynamo, and connect either a combo, or a forward Y.  You can forward Y a guard or a quick wall based attack for essence. Keep dynamo close though. If you did manage to UT, good. You want to again go for the UT on the next 4 guards. They will spawn quickly because Dynamo is low on health. You can keep doing the UT’s right next to the boss, because UT’s hardly ever connect on him.(Essence required) Finish off Dynamo with a Forward Y. A good timeframe for this fight is about 25-30 seconds, with a 190-200K+ bonus. 
* 2 Chests will appear, there are explosive arrows, and APFDS core arrows in them, collect and move on.*

Phase 2 is over let’s move on to Phase 3.

PHASE 3
Phase 3 consists of   6 encounters, which includes 2 Boss battles.

Items to Purchase

· 1 Ninpo Slot (2000 Essence)
· Max out your Inventory Ninpo, (3 Devil Elixirs) 4500 Essence
· Have both Ninpo slots full. (total = 5 Devil Elixirs)7500 Essence

· Purchase Art of the Inazuma Ninpo (3000 Essence)

· Upgrade the Ninpo to Level 2 (1 x Demon Seal) (2000 Essence)

· Already Available from phase 2: Great Spirit Elixir
· Talisman of Rebirth still in Inventory

· Total Cost for Phase 3- 12,500.

· If phase 1 and 2 are followed accordingly, this is well within the balance. With change.

Weapons to use
        -Dabilahro

        -Inazuma Ninpo

ENCOUNTER 1
3 Dragon fiends, time limit 50 seconds.
Before you start this fight, switch to the rotating camera view, by depressing the right thumb stick in.

Activate the Skull icon in the middle of the screen as per normal, and immediately charge to UT status. 2 things can happen. One is you can completely charge up to level 2, the other is a dragon will spawn too close and disrupt the UT. If the second occurs, reset. Otherwise carry on. The reason why I use the rotating camera here is so I can see the dragons whilst I am charging up, because they can and will attack from off screen, disrupting your attacks. The attacks you want to avoid are the bite and roll attacks. After landing the first UT, jump to a safe spot where there are no dragons within striking distance and charge up again. Depending on what animation they are in will allow either an UT or ET. Either one is fine. But be aware the clock is counting down. You need to keep repeating this method until all are dead. Use the essence from the dead dragons’s to charge up for faster UT’s. When a dragon is close and he’s been hit by previous UT’s a forward Y with the Dabilahro is effective, and when this is performed, as long as he’s killed often gives a blue or red essence, which equals instant UT.
You can allow up to 40 seconds performing the above mentioned technique. Be ready to charge up for the start of the next encounter.
ENCOUNTER 2
13 Enemy’s, time limit 72 seconds
*Switch back to regular camera view.
When this encounter starts, you will have one scythe fiend, one dragon and imps on the battlefield at the same time. Start with releasing the UT; unless you had a slow death animation from the previous encounter, and were able to preserve a spare yellow essence, you need to connect on either 2 imps or 1 imp and a scythe fiend. With this done we can proceed. When you have landed the first UT, jump to a safe spot whilst the next scythe is spawning. You need to keep an eye on the dragon fiend, because he will often attempt to roll attack whilst you are killing the imps. The imps are constantly on the attack so they usually die first. The dragon fiend will mostly attack from the other side of the screen while you are chaining the UT’s, so you don’t normally need to have him isolated for separate UT’s.Keep chaining the Ut’s and jumping to safe spots, until all are dead. Try not to resort to wall attacks because a perfect chain of UT’s here is worth a lot of points for a fast time. A good time here would be about 28-30 seconds. Have the UT ready and charged up.
ENCOUNTER 3

30 Pill Bugs, Time limit 42 seconds.
This encounter is a breeze. When the encounter starts, release the UT, when the bugs spawn. When you do so, jump to the closest safe spot away from the majority of bugs, and land another UT. When an UT is landed on multiple enemies, try to collect plenty of yellow essences, they are worth a lot, but be conscious that at least at a minimum, one yellow essence must remain to continue with the UT’s at a steady pace. Basically keep repeating. On my run, I landed 7 UT’s, and got a huge 214k kill bonus, in the space of 22 seconds. Another alternative method is to hit one Inazuma Ninpo when the kill counter reaches 20. It can be hit and miss on when the bugs spawn for this, but if you wait just 1 or 2 seconds at kill 20, the Ninpo will kill all that remain, kill bonus is the same if not higher, the maximum I have ever got was 235k. Hold the L trigger and avoid using the essence, save it for the next encounter. Do not go to charge up an UT.
ENCOUNTER 4
9 Enemy’s, Time limit 75 seconds.
BOSS: HYDRACUBUS
As always be prepared for this fight by saving 2 yellow essences from the previous encounter. Making sure that the block button is held as to not absorb the essence. The best way to fight this guy is to chain UT’s whilst connecting on his arms, and using the Inazuma Ninpo to keep the UT’s chaining. Firstly jump to Hydracubus’s immediate right side. Upon landing hit Y and release the UT. With the right placement you will connect on both arms, if not one is still ok, but its preferred. It’s very important that this is executed properly as you are going to use the Ninpo to break both arms off. Once the first UT has landed, quickly roll in between Hydra’s arms and hit the Ninpo. When the Ninpo connects, at a minimum one arm will fall off, and kill both minions. Timing is crucial here. With both fiends dead you can proceed to UT his body, If only one arm has come off use the essence from the dead minions to get the other one off via an UT. You should have 2 yellow orbs from the fiends and at a minimum or one blue essence to play with depending whether both arms have come off., this would equal 2 UT’s if you act fast. you have nearly 10 seconds to hurt the bosses energy. Whilst this is happening 2 more minions have spawned, they will come to attack you, use the UT’s to hurt the boss, and you will also connect on any enemy’s within close range. You can counter attack an enemy if they try to break your guard. Either way you need to now jump to a safe spot, and on landing charge up to UT status. Here is where you need to have good placement to destroy both arms, again use the Ninpo technique to do damage to the remaining minions and hydracubus. With the last 2 minions’ dead, go straight into charging up and hit it when you have the next chance to hit the boss, this will happen when both arms have reformed. If you run out of essence for Ut’s, you can use quick Dabilahro combos to wear his health down, with bothers off this is only possible. Major tip: with this boss is being in a safe spot to charge an UT when the arms are reforming, and to get successful chaining when the arms and minions have spawned. This can take many tries to get Hydracubus to react the way you want to, but it’s definitely possible, as seen in my phase 3 no farm video. An acceptable time limit for this fight would be around 50 seconds, using the above technique I scored a 200k kill bonus.
Hold block as to not absorb any essence, unless you get lucky and have a red essence. Its still strongly advised to have 2 orbs to start the next encounter with an UT. Take the LOTTG. There is the Kitetsu in the chest, collect it and lets move on.

ENCOUNTER 5
6 Enemy’s Time limit 45 Seconds 
Switch the camera to rotating perspective.
Here we have 6 zombie fiends to deal with; we are simply going to use Dabilahro UT’s. You should already be charged up to full UT status. Wait until they completely spawn to start chaining the attacks. The majority of the time 2 will spawn close, now rotate the camera to have 2 lined up, release the UT and dispose of them. Move to a safe spot if you need to, and start charging up for the next UT. Have the camera rotated so the archer cannot see you, this does help. If the zombie archer has not been killed, try to aim at the zombie archer next, when fully charged up, release the UT. Keep this up until all remaining are dead. The most important thing here is to be ready to charge as soon as the UT has connected, so you can spare some essence for the next encounter. when the last enemy has died. Sometimes the archer can hit you if you are unlucky, but carry on none the less. As long as the next encounter starts with an UT. A good time here is around 15 seconds.
ENCOUNTER 6

20 ENEMY’S, TIME LIMIT 60 SECONDS.

This fight consists of Zombie Fiends, Pink Imps and Cyclops Wasps (Flying Meatballs, LOL)

This is a great encounter to really max out the UT’s. The best way to deal with this encounter is to continually jump to safe spots and on landing UT’s over and over. When the fight starts wait until the majority of enemy’s spawn on the battlefield, use the rotating camera to get a nice attack line, as seen in the video I kill a lot of enemy’s doing this. Thankfully the flying meatballs are always on the attack and will be killed instantly buy a Dabilahro UT, with their essence keep jumping and on landing use the UT’s to finish in a fast time. Watch the timer, because when you get to 18 enemy’s you need to be observant that 2 essences are left so you can start the next encounter with a full UT, this is very important. I finished this fight and got 7 UT’s and finished in 25 seconds. Take the Great Spirit elixir from the chest and let’s move on. Note: If 2 Great Spirit elixirs are in the inventory at this stage, all blue essences will come from the chest; you can use this top up your health bar and start the next fight with this essence. Either way is fine. Making sure block is always held in to not absorb any available essence. You should have 3 to 4 devil elixirs available, fill the Ninpo gauge and have the Inazuma Ninpo ready.
ENCOUNTER 7
11 ENEMY’S TIME LIMIT 90 SECONDS.

BOSS: ICE BEAST, YOUTUNFRAU!

This fight has to be done fast, to net a great kill bonus, and can be very taxing if not executed properly and the boss does not co-operate , it can potentially ruin a fantastic run. So by following the below technique I hope to alleviate that frustration.
The first thing to do when the fight starts is to roll into the boss, and straight away hit the Inazuma Ninpo, to kill both pink fiends. By doing this we can now hit the boss with 2 consecutive UT’s, and do decent damage. When the first UT connects Yotunfrau usually tries to either grab you or ice pound. If he tries to grab you, by the time he is ¾ way through the animation you will already be ready for the second UT, so go to land it, if he goes to ice pound, jump to his right side, on landing UT him.  As soon as this is done, when he is vulnerable, continue with a quick combo X, Y, X, X, X. Then Forward Y. At this stage the next 2 fiends have spawned, hit the next Ninpo, kill the 2 fiends and are ready to land another UT. From here on in the friends will keep spawning at a fast rate, you need to keep defensively jumping around the arena to safe spots to on landing UT. Use the Ninpo when things get hectic from ice pounds, when UT’s are connected on the boss you often kill a smaller fiend at the same time. Watch the kill counter during the fight and use the Ninpo accordingly to keep the UT’s up. The video shows how this is done. If he goes to grab you, you can either run up a wall or jump off, or roll away to a safe area away from his arms, but be careful he has a reasonably good reach! It’s possible to get 235k kill bonus here, in my video I netted 214k and finished in about 60 seconds. Note: Killing Yotunfrau with an UT will gain you extra essence.
*Collect the True Dragon sword from the chest.*

ALRIGHT! now we are getting somewhere with our score, well done, lets move on.
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