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Every great work must nurture the ability to inspire. It must
affect you profoundly and lead you down new, untraveled
roads of knowledge and imagination. They present as pieces

true to themselves and deeply personal to the creators responsi-
ble for them. When done right, and on those rare occasions you
come across some, you will know it because they have embedded
themselves deep within you. 

For me it’s the entire Peter Jackson’s ‘Lord of the Rings’ trilogy
and putting down Stephen King’s final page of his ‘Dark Tower’
saga. It’s the first time I made the jump into Xen in ‘Half-Life’ and
watched the final montage in the last episode of ‘The Wire’. We
all have our fair share of these personal artistic milestones we feel
lucky and privileged to have experienced, whether it was in its
time or decades after it was released. ‘Sekiro: Shadows Die Twice’
may not have usurped any of those experiences I just mentioned,
but it is definitely up there. 

I didn’t want this write-up an objective analysis of ‘Sekiro’ or
how game director Hidetaka Miyazaki crafted yet another gaming
milestone. You can already find several of them elsewhere. To be
honest, I just wanted an outlet - a funnel to gush about how almost
every aspect of ‘Sekiro’ spoke to me on a personal level and as a
fan of the gaming medium as a whole. 

As it neared its March 22 release, I began to worry that my ex-
pectations for the title were much too high. I adored Miyazaki’s
Souls games (and even wrote about them in this paper a few years
ago) and I thought filling those shoes and standing on those
shoulders would be impossible. However, ‘Sekiro’ surpassed those
expectations with ease. In my first session with the game I ended
up playing for five hours straight. I opened it about 30 minutes
after its midnight release and when I finally closed it - the sun was
beginning to come up. I don’t usually do this - I like pacing myself
and taking time to absorb everything I possibly can. But the mo-
ment the beautiful menu music began, I was hooked. I remember
feeling overwhelmed at one point; I can’t remember why, but I
might have stopped breathing...or I guess my face got tired from
staring at the screen in awe. It was perhaps the greatest first im-
pressions I’ve ever gotten from a game. 

The experience only grew from strength to strength with per-
fect pacing and gameplay mechanics that gelled seamlessly into
each other. The combat system is so precisely designed that it
must absolutely be played to be believed. It took me 11 days to
beat the game, only to realize that my choices only led to one of
four endings. That means I would have to play it through three
more times to get the entire experience. In most cases, I would
simply watch the other endings on YouTube and move on, but
‘Sekiro’ is so good, I am going to push myself to achieve each one
myself. 

That would fit nicely with one of the overarching themes of the
game - a theme carried forward from previous titles by developer
FromSoftware. To persist and overcome great adversity takes
persistence and patience. ‘Git Gud’, a now meme reply to those
who complain about any game with a high but rewarding difficulty
curve, isn’t meant as a jab or slight (although more malicious in-
dividuals might mean it as such). It is more aligned to a more com-
mon saying - ‘practice makes perfect’. 

I firmly believe that people only truly grow from hardships and
that you will never learn how to jump over certain obstacles until
you’ve gathered the courage to face them. ‘Sekiro’, even more so
than its spiritual predecessors, reinforces these ideals. The world
it inhabits may not be as bleak but that doesn’t stop its fleeting
moments of light to shine through all the brighter. 

Set during the Sengoku period, it is a time of conflict and
bloodshed. The gorgeous backdrops and levels based on real
Japanese locations bring the setting to life. Even the Ashina Clan
and its vassals which the plot revolves around are based on actual
historic counterparts. Yet it would be more straightforward to
simply reenact these struggles and somewhat more pedestrian.
What ‘Sekiro’ ends up doing is mixing these elements with a dark
and fantastical tale of immortality, duty and power that lit up every
barrel of imagination within me. There’s also an enormous snake

(maybe more) and a great white ape that will humiliate you with
his farts and feces. What’s not to love?

I could go on and on speaking about every single merit of
‘Sekiro’, but for now, I will spare you, kind reader. It is a great
game - a masterpiece in every sense of the word and has easily
landed into my list of top 10 favorite games of all time. But I can
safely say it is not for everyone, even though I hope it is at least
tried by as many people as possible. 

Even the character of ‘Wolf’ who we play as may seem a bit
bland for some, but he reminded me so much of the cowboys of
Sergio Leone’s Spaghetti Westerns or a stoic, no-nonsense pro-
tagonist from a Tarantino flick. Essentially, he was a Japanese shi-
nobi version of Roland Deschain from ‘The Dark Tower’, and I
loved it. All the characters did that in one way or the other. I would
say the entire game did so as well. It brought back cherished
memories and created brand new ones in return. For that, I am
eternally grateful to the great artists behind this wonderful game
and I can give it the best compliment I can think of - it was in-
spiring.
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