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Quest system

The quest system of “Blazing-Fire
Warlord” is a real highlight of
the game. No matter how you look
at it,
nearly perfect in its execution.
it

this quest system is

In terms of comprehensiveness,
features automatic navigation,
system notifications when qugst
are available, a quest tr

menu as well as map—bas
navigation support whifh gven

allows for direct nsport to
the chosen desti % From a
quest content @' ctive, the
game offergl c\
courier qf&s
killing, addition to several
ot amg?ing and fantastic quest
t% he power, convenience and
% of this comprehensive quest
:interface serve to further
enhance its user—friendliness.

®ction quests,
and monster

If the above—mentioned is still
not enough to fully demonstrate
what makes the interface special,
then there are also the humorous
sound effects and storyline
animations which really make the
quests shine. In the game, all
key quest NPCs feature dialogue
content with a lot of humor

the high

production values of the gorgeous

thrown in. Furthermore,

storyline animation scenes will
leave players sweating with
blood-boiling excitement.

Upon signing in and entering the
game for the first time, a

welcome interface featuring a




beautiful woman will appear mid-
screen which leads the player to
the first main story quest. The
welcome interface disappears when
the player selects “begin game”
and starts the quest.

Automatic transport to quest-—
giving NPC interaction areas:

Quest interface: The quest types
can be roughly categorized as
“main storyline quests”
storyline quests” , “gui
quests” , “daily que

“loop quests” et .

The NPCs found@sy quests
(e.g. thos \ ryline quests)
all featu&ia ogue which very

often i?worous in nature.
@ matic quest display

Dlsplay type:

(1) Once the quest is
accepted, the player will be
transported to the game map (or

“instance map” ) while the
screen enters cinema mode, and
text is used to depict dialogue
or battle scenes




