
Wing Terminal Dungeon TIPS/Guide
by A3J

i. Gear Setup (SPEEDBAIT)

*The goal of your speedbait build is to get your stat spread cater almost/all on 
your agility/speed while having lowest possible attack/power to get higher turnrate.

*Reforge all your gear pieces To AGILITY. FOR REFERENCE:

• Mainhand: Spear of escarium (uptier to tier 21).

• offhand: this slot is a placeholder (Uptier to tier 21), meaning any armor piece can be 
picked, but you have to choose a gear piece that has the lowest stats to catered to 
both power and health. 

The best choice is thornstein shield (Obtained from t16 titans attack World BOSS) 
because of the stat spread, less power and health, and majority of the stats goes 
all on agility/speed.



In my case, i used an offhand piece from the skramblegg set (obtained from t21 
raid) because it has ok-ish stat spread. other people, including myself, have cleared 
this dungeon without thornstein shield. But if you have it, then you’re set.

• Helmet: FIRIUM Helmet (uptier to tier 21). Reforge it to freeze.

• Body: EXOthermic Jacket (uptier to tier 20 only). 

• Necklace: UXONIUM LACE (uptier to TIER 19 only). This necklace is crucial because you 
will use this skill alot, constantly protecting your entire team.

• Ring: Placeholder (uptier it to t21); Just like the offhand, you can choose any armor 
piece you can use as long as the stat spread gives low power and health.

Some top contenders are evolvium and starweave.

For my cleared run, i use starweave because its stat spread gives less power and 
health (320 EACH RESPECTIVELY), so i get more agility after reforge.

Evolvium is ANOTHER TOP CONTENDER (if you have it and uptiered it to t21), its bonuses 
(mainly 5% speed bonus) makes up for it.

• Accessory: Any accessory that gives speed bonus. 

◦ The best choice is wings of beetle (legendary); it gives 30% speed bonus at +0.

Some other choices are:
◦ honorable artifact (legendary); gives 15% speed bonus at +0.
◦ gold pendant (legendary); gives 10% speed bonus at +0.
◦ Butterfly wings (epic); Gives 15% speed bonus at +0.
◦ freedom wings (epic); gives 10% speed bonus at +0. only upgrades crit chance.
◦ Gold pendant (epic); Gives 8% speed at +0.
◦ lightning spore (epic); gives 7.5% speed bonus at +0.
◦ Wings of the beetle (rare); gives 10% speed bonus at +0.
◦ Knight flag (rare); Gives 10% speed bonus at +0.
◦ Victorious banner (rare); This is the one I used. gives 8% speed bonus. Only upgrades 

damage bonus.

*If you have astraroth’s crown (mythic) or Shokan Attachment (mythic), you can use them since 
Both of them give speed bonus (6% speed bonus and 8% speed bonus at +0 respectively). 

• Pet: Don’t bother, Pets are disabled in this dungeon. 

• Mount: Spirit (Mythic) is a no-go due to how much power is gives despite catering to 
speed, reducing your turnrate.

highly recommend rolling an epic mount in hopes of getting a stat spread most, if not 
all on agility.

For reference, this is my epic mount that i use:



*NOTE: If you have a legendary mount similar to the stat spread on the image above, 
you’re set. Better if all stats are put agility/speed.

A god roll if your legendary mount has its stats PUT all on speed and has a 3.75% 
speed bonus

• runes: 
◦ For triangle runes; Mull rune (left: X% chance when you hit an enemy, reduce their 

health by 10%) or Bonik Rune (Left: X% chance when you hit an enemy, reduce current 
enemy team health by 6%) and othale rune (right, gain X% empower while full 
health) or mayu rune (right, gain X% damage while full health).

◦ For major runes (four runes surrounding meta rune); ora rune for the speed bonus, 
if you have 4x mythic ora runes the better, but if you have 4x legendary ora 
runes, its enough.

◦ For meta rune (middle); i would recommend grunak rune (X% chance For Skills to not 
spend sp) or Gael Rune (while at full health, increased sp regeneration by x%) if 
you don’t have grunak rune.

If you have a legendary variant, its enough, if mythic, better.

For reference, here is my runes setup:

• enchants; all 6x keen enchants (mythic) that give speed bonus. 
For reference: ideally, you also want the stats spread cater to almost/all to 
agility/speed.



ii. familiars setup

*Your familiar setup comprises of two front tanks, two dps, and you as the support at the 
back

For reference, here’s my setup:

*Ignore the stat spread on my character, pretend it has 2.5k power 2.5k health, and 93k agility.

• two front tanks recommendations:

◦ I’ll start with googie moogienz (the one I use). if you have this familiar, his 
bonuses (25% barrier and 30% cleanse self when get hit) are amazing. 

His skills are also nice. He has a 3SP Skill that gives fury to your DPS. A pretty 
niche situation; if he gets a turn and has a 3sp, you can use that skill on your dps 
and they will deal alot more damage. 

the downside is that his health is on the “low” side, because enemies can easily 1-3 
shot him if he’s not protected or he gets multi-hit.



◦ KIMUsAbA: If you’ve already invested in this familiar (max stabled). You can use him, 
His health is a bit higher than googie moogienz and has 35% barrier, 20% damage 
reduction, and 20% air resistance. 

the downside is that he has no self cleanse, so he is pretty much just a meat 
shield. He might survive a tad bit better than googie moogienz but i have no way of 
proving it (i doN’T have kimusaba)

◦ Bleeximum: 2nd cheapest of all the choices here (googie moogienz is the cheapest If 
you have him)

he Has the highest HP of all the choices here (nearly twice the hp compared to 
googie moogienz), has 15% barrier, 20% electric resistance, and 10% to shock the 
attackER when he gets hit. Much like kimusaba, he is only a meat shield, has no 
skills that can support your dps, AND NO SELF CLEANSE. He can tank some hits 
before getting protected. 



◦ Father Mauritus: Obtained from the new world boss gallus apotheosis. He Has 
slightly less hp than Kimusaba. His bonuses are interesting, 25% barrier and 50% 
detox. 

Detox makes it so that the stacking (combust, freeze, root, bleed) does not go up, 
so he’ll get rooted, explode, e.m.p, and bleed less frequently.

His skills are alright, however, he has a 4sp skill “Divine Intervention” that gives 
2sp and protection to the entire team; a niche thing but it can definitely help.



• DPS recommendations:
◦ Lerky (obtained from nordic dream world boss and the one I use): the “cheapest” 

familiar to fuse of all the choices. Very Good DPS familiar, the most popular 
choice, can target a single enemy and with the help of e.m.p, can hit more than one 
enemy. with high agility, he can deal enough damage even when the enemy team has 
3 healers. 

You will be using his 3sp skill “destiny chaser” to snipe enemy 
dps/hearler/cleaners.

When the enemy team has an attack team brain when they get hit, you will be using 
his 1sp “spark stinger” to slowly chip away their hp. 

◦ Kzulum (obtained from t18 raid): although very expensive to make unless you have 
him max stabled already; He is a Very good dps familiar that can nuke one enemy 
at a time thanks to combust, has a target skill, and some skills that cater to 
killing dps/healers/cleanse enemies. additionally they gain 50% damage bonus 
against a combusted enemy.



◦ Volthai (obtained from t20 raid): Another expensive familiar, unless you have him max 
stabled; he is also very good. 

Has a 3SP “Voltaic Burst” target skill to snipe dps/healers/cleansers.

iii. Familiar augments

*Whether you get the legendary variant or mythic variant, it’s enough, but if you got 
all mythic, the better, excluding model k001.

• for your front tank farmiliars

◦ Brain: MODEL H023 (Attack closest when you get it) OR MODEL H020 (attack enemy 
team when you get hit) OR MODEL H029 (weakest when you get hit). 

Since you’ll be providing protection to your entire team, they would just get 
healed from the enemy damage they received.

◦ bone: Either Model K020 (tEAMMATES BEHIND GAIN x% Damage Bonus) OR Model K001 (X% 
Redirect chance)

*For model k001, i would either stick with rare variant, or even epic variant. From 
my experience, i have a mythic variant of model k001, and my front tanks always 
dies due to unlucky multi-hit, especially if the enemy team has 2 dps. Hence, i 
wanted to lower the redirect chance, although it seemed safer in my eyes, it still 
poses risk.

◦ CHIP: Either model q012 (Gain X% block chance) or model q015 (Gain X% Block chance 
if you have highest health in the team) or Model Q013 (Gain X% evade chance, BUT 
-X% sp regeneration)

*Model q017 (over healing converts to shielding) could help, but i don’t have it so i 
couldn’t test it unfortunately.

◦ Pumps: Either 3x block pumps or 3x barrier pumps or 2x block and 1x barrier if 
your chip uses model q012 or q015.

• for your dps familiars

◦ Brain: Model H030 (X% Chance to attack weakest when you hit an enemy)

◦ Bone: Model k007 (First attack has increased chance to get empowered) or model 
k011 (While above 75% health, gain X% damage).



◦ Chip: Model q001 (Skills that cost SP deal more X% Damage) or model Q011 (Gain X% 
Damage, -25% reduce shields).

◦ Pumps: 1x Model D003 (X% speed), 2x Model d011 (X% empower).

IV. Rotation

*Important: Before entering the dungeon. Be sure to wear your t21 build first, then 
once after entering the dungeon, switch to your speedbait build.

1. At the start of your turn (Your character), protect the 1st front tank first so they 
don’t get 1-3 tapped.

2. protect yourself using 2sp “rejuvenate” skill

3. protect your two DPS using 2sp “Rejuvenate” Skill

4. and finally protect your 2nd and 1st front tanks (again). 

5. Once everyone is protected, use your 2sp “acceleratus” skill to give your two dps 
some sp before they get their turn.

Then, Repeat step 1.

*a few other FACTORS TO CONSIDER: 

• If the enemy TEAM has 4 healers = Reset RUN

• IF THE ENEMY TEAM HAS 3 CLEANSERS = RESET RUN

• If the enemy team has more than one porteruiz (rare) = reset RUN

• If the enemy team has more than three cluchicks (rare) = reset RUN

• If the enemy team has more than three birdsworth (Common) = potential to reset the 
rUN

*If you feel that you can take on three cluchicks (rare) or three birdsworth (common), 
give it a try, luck might be on your side on that run.

• Let’s say, the enemy team has two dps (unless its two porteriuz (rare), then reset the 
run). If your character and two dps are protected and your 1st or 2nd front tank took 
damage, protect them again if you can.

• If your character gets hit but the rest are still protected. Protect yourself again.

• When the situation becomes doable but you’re still unsure if your entire team is 
protected or not. Protect them again just to be safe, starting yourself, then your 
front tanks, then your dps.

• If you’RE IN A SITUATION WHERE get stuck by NON-STOP protecting YOURSELF AND YOUR 
TWO FRONT TANKS because the enemy team KEPT HITTING NON-STOP and you’re DPS is 
about to get their turn, you may want to risk of using your Spear of escarium’s 2sp 
“Acceleratus” to give YOUR DPS 2sp whether they are protected or not, and when they 
get their turn, use their Skills to snipe those dps. 

It’s Risky, but worth a try.

• Regarding step 1, Once they got hit and has no protection, you may want to switch the 
1st front tank to the 2nd slot so the 2nd (now 1st) front tank can take a hit, then 
switch them back to the 2nd slot.

It’s micro-managing your front tanks so the damage is distributed until your entire 
team is protected.



• If the enemy team only has comprise of attack team when get hit brain, this is your 
moment to stack up on enrage and your two dps in preparation for the next enemy 
encounter using your Spear of escarium’s 6sp “Isania” skill that gives enrage and fury 
to your target teammate. 

Lerky for example can store up to a max of 56,XXX enrage.

• If the enemy team has multiple healers/cleansers, feel free to stack and use enrage 
on both of your dps to kill them without getting heal-locked.

Heal-locked means that you don’t deal enough damage and the their healing is 
sustainable enough, more even.

V. Enemies

• threat/s and priorities

*This is can be interchangeable to some people, I’m writing this from my own 
experience.

◦ Porteruiz (rare): EASILY, AND single-handedly The biggest threat of the entire enemy 
list. Even if there’s one in the enemy team, it can quite literally wipe your team, 
especially if your character dies first. 

Depending on your turnrate, after your turn is done, he gets his turn right away, 
hurting your front tank. Which is why you always need to kill it first A.S.A.P before 
anything else to make the situation doable.

*If there’s two of them, usually the run is over and start over, unless you feel 
lucky and try to micro-manage your front tanks, and the entire team until your 
two dps gets a turn, if you manage to kill one or two of them within one turn of 
your two dps, the situation is now doable.

◦ Cluchick (rare): Although personally, not as of a big threat as single porteruiz 
(rare), I’d still be wary of him, can definitely wipe your team, severely damage your 
front tanks with it’s 0sp skill, and can target anyone in the your team with it’s 
2sp skill.

If there’s two of them, it’s gonna be a tough fight, and you must target them 
first, however it’s there three, i would recommend to reset the run. Unless if you 
feel lucky, that is. Kill all three of them in one turn of both your dps, the 
situation becomes doable.

If there’s three of them or more, Rest the run unfortunately.

◦ Tibourke (Epic): I would put him on the same threat and priority as birdsworth 
(common), or maybe even a stepping stone between Birdsworth (common) and cluchick 
(rare). Even though he’s a boss, I’d still be careful of him as his skillset pretty 
much targets everone in your team.

◦ Cachicken TOTEM (ePIC): hiS THREAT AND PRIORITY WOULD BE ROUGHLY THE SAME AS 
Tibourke (epic) or even the same as birdsworth (common). 

A healer boss familiar that can be really annoying because of his 1sp “Sweet Suck” 
skill that drains 1sp from your entire team, you may never realize that your dps 
lacks sp to target an enemy.

His 0sp “Happy Arcane” skill can also be a problem because it can target one of 
your DPS.

◦ Birdsworth (common): Personally, they are the third biggest threat after porteruiz 
(rare) and cluchick (rare). Their skills hurt your front tanks, and if there’s two or 
even three of them, prepare to micromanage your team.



◦ B.R.E.M (Rare): Although mostly a healer/cleanser, though their 2sp Skill can hurt 
your entire team. He’s ranked lower than birdsworth (COmmon) personally.

◦ Moliere (Rare): another healer/cleanser, their 2sp will target your character, so 
be careful. I would put him on the same tier are b.r.e.m (rare).

◦ Krispy (Common): Pure healer, although annoying to kill because of its constant 
healing. He’s at the bottom of the barrel priority for me.

◦ Broky (Common), Dr. Newther (Rare), DR. Huther (Epic), and Gothra Shaman (RaRE): All 
these familiars are at the bottom of the barrel priority, although slightly above 
krispy (Common), because they still pose some threat because all of them have 
attack team brain when they get hit. So you must protect everyone, and it’s also 
why for your two dps, use a skill that hits them once or twice. 

For lerky as an example, only use the 1sp “Spark Stringer” to hit them once. It’s 
slow but it’s the safest way to prevent a team wipe, especially if there’s multiple 
of these enemy types.

Vi. Final thoughts

1. This dungeon is so annoying; Because the biggest factor of winning here is getting all 
8-9 enemies team encounters with just one or without a single porteruiz (rare) If 
you’re lucky. So the 3 bosses are not even the big threats here, it’s the trash mobs.

Even if there’s one porteruiz (rare) in one of those 8-9 enemy team encounters, you 
also have to factor MULTIPLE Cluchicks (rare) in one enemy team, or even multiple 
birdsworths (common) in one enemy team, or even having one porteruiz (rare) in a boss 
encounter.

2. You gotta have the patience of a monk. prepare to fail a lot, and When you get a 
decent run, it will definitely take you almost an hour (maybe even longer) to either 
beating it, or die trying.

3. If one of your two tanks or one of your two dps died and could no longer be revived, 
don’t give up just yet and keep trying to clear other enemy team encounters to 
secure that win.
 

4. With all the tips and guide I’ve put down, it still all boils down to luck, especially in 
enemy team comps.

5. I would highly recommend get a turnrate of 1.2m or higher. Some people cleared with 
around 1.064m but i wouldn’t want you to stress more with lower turnrate than 1.2m 
because of porteruiz (rare). 

6. Whenever it’s your team’s turn, either you, your two dps, or your front tanks. Always 
check the enemy’s turn, their sp, and study their skillset and judge what skill are 
they gonna use. It’s how I saved my character or front tanks on some occassions.

7. There is an enemy priority list of all the enemies in this dungeon by olivernoko and 
Adhesive81, go check out their guide as well in bhguides.com, there are other people’s 
guides that can hopefully help your team build.

https://bhguides.com/#t21d4


image for the enemy priority list made by adhesive81 and olivernoko:



Special thanks to the people who gave me tips on clearing this dungeon: vanterio, swichi, 
kuz55, zombieslayer13, billyidol For the amazing website and turnrate calculator, and other 

people that i forgot to mention.

Around 1500-2000 energy were spent (maybe even a lot more) of just trial and error.


