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a good friend, and several other adults who help train
- him in combat. There is a feeling that the hero’s life is leading

| to something big, but nothing is clear. In fact, many of the .
. villagers who he considers to be his friends are keeping a very |
| important secret from him. |

Level 1 Aqility

5 Attack 19
HP 25 Resilience 2 Defence 8
b 5 Wisdom 6
Strength 7 Luck 4
500 = "5
= m———— NP
‘ 400 STRENGTH

e AGILITY
semmmss RESILIENCE
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300

200

1 10 20 30 40 50 60 70 80 CloR LEVEL ]

The hero is a balanced combatant who excels in physical combat and the
arcane. Although MP, strength, and most other attributes begin to level off after
Level 50, the hero’s wisdom rating increases even faster at advanced levels.

Weapon Copper sword Shield - Accessory -
Armour Plain clothes  Helm Leather hat

Poof Battle
Heal Field & Battle
Frizz Battle
Midheal  Field & Battle
Zoom Field
Sizz Battle
Holy :
Protection 61d

13 Evac Field

15 Kasnooze Batile
Cock-a-

17 Doodle-  Battle
Doo

19  Snub Battle

21 Kaclang  Battle
23 Boom Batile
25 Zap Baltle
27  Fullheal  Field & Battle
28 Zing Field & Batlle
32 Omniheal Field & Battle
34 Kazap Baltle
37 Kazapple Battle
Hocus
39 Beniio Battle
50 Gigasword Battle
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Cypress stick
(Oaken club
Gopper sword
Divine dagger
Hunter’s bow
Chain sickle
Iron spear
Steel broadsword
Cautery sword
Batile-axe
Dream blade
Falcon blade
Hela's hammer
[cicle dirk

Dragonsbane

Double-edged
sword

Makes a group of enemies vanish in a flash of light.
Restores at least 30 HP to a single ally.

Singes a single enemy with a small firzball.
Restores at least 75 HP to a single ally.

Allows you to return instantly to certain places you
have visited before.

Singes a group of enemies with a blazing fire.
Generates a holy aura that keeps weaker monsters
away.

Allows you to exit instantly from dungeons, caves,
and towers.

Puts a single enemy to sleep...maost of the time.

Cures all party members of the effects of sleep.

Envelops an ally in a magic-neutralizing mist.

Turns the party to steel.

Engulfs all enemies in a large explosion.

Calls down thunderbolts on a single enemy. =
Restores all HP to a single ally. :
Resurrects a fallen ally with half HP restored.

Restorss all HP to all party members.

Calls down powerful thunderbolts on all enemies.

Draws on the party’s combined power to zap a single
enemy.

Take a chance with Lady Luck! Only she knows what

will happen.

Imbues a sword with holy fightning to slice a single
enemy.

+2

+7

+12

+14

+18

+20

+50

+60

+67

+70

+75

+90

+99

Can also be used as a tool during battle.

Thig sword may send ifs target to sleep from time
to time.

This lightning-fast sword can strike twice in a
single turn.

Hard to aim, but this hammer really hurts when it
connects.

Can also be used as a tool during battle.

This blade inflicts increased damage on dragons.

Watch out! There's more to this sword than meets :
the eye. It is cursed.
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Miracle sword

Zenithian Sword  +65~11

Liquid metal
sword

Plain ¢lothes +4

Waylarer's clothes  +7

Silk robe +10
Leatherarmour ~ +12
Leather dress
(heoineonly)
Chain mail +18
Fur coat +22
Bronze armour ~ +25
Iron armour +30
Full plate armour ~ +35
Pink leotard

(heroine onty) +36
Dragen mall +45
Magical skirt

(heroine only) #5
Zombie mail +49
Spiked armour  +50
Shimmering dress
(heroine only)  *20
Hela's armour +60
Angel leotard

(heroine only) +60
Zenithian Armour ~ +70
Liquid metal 495
armour

Leather shield ~ +4
Scale shield +
[ron shield +12
Dragon shield ~ +30
Power shield +40
Mirror shield +45
Tempest shield ~ +50
B s

+100

+130

Replenishes is bearer's HP with each attack. ..

miraculously!

0 A legendary weapon and a useful tool during
battle, too.

Inflicts greater-than-average damage on metal

monsters.

This armour will reduce damage caused by fire- and
ice-based altacks.

This clathing will help to reduce damage caused by
magic.

Watch out! There's more to this armour than meets
the eye.

This armour may hold a spiky surprise for the unwary
attacker.

This diaphanous dress may reflect magic back at the
caster.

Watch out! There's more to this armour than meets
the eye.

Reduces damage from fire- and ice-based magic
attacks.

This armour will help to reduce damage caused by
magic.

This armour will help to reduce damage caused by
magic.

This shield can reduce damage from fire- and ice-
based attacks.

This shield can reduce damage from fire- and ice-
based aftacks.

Can also be used &s a tool during battle.
This shiny shield reflects damage back at the caster.
Can also be used as a tool during battle.

Can also be used as a tool during battle.

Leather hat

Hardwood
headwear
Golden tiara 12
(heroine only)

Iron helmet +16 -
Iron mask +25 -

s This helm protects against Snooze, Fuddle, and
Zenithian Helm ~ +30 caralyss.
Liquid metal 50 This helm protects against Snooze, Fuddle, and
helm paralysis.
Death mask 4200 tﬂr{:tec;eouﬁ There's more to this mask than meets

Gold bracer DEF+5 -

Rousing wristwear that may Just save the day in
time of need!

Rousing wristwear that may just save the day in
time of need.

Kamikazee bracer DEF +15

Kerplunk bracer  DEF +15

Mighty armlet ~ STR+25 -

Metgorite bracer  AGIx2 -

This religious ring recovers some MP whenever

DEF+5 o used.

Prayer ring

Recovery ring DEF +15 Restore some of wearer's HP with every step.
Strength ring STR+8 -

; Recover some of the wearer's MP with each and
Goddess ring WIS +33 Bvery step.
Fishnet siockings .
(heroine only) DEF +8
Gospel ring LCK +50 Wards off monsters.

Ruby of protection DEF +15

i
i

Mercury’s bandana AGI +15 -

Lucida shard LCK +5 Canalso be used as a tool during battle,
. Bunny tail LCK+8 --
Elevating shoes  LCK +50 Enhances experience with evary step.




/|

y respected palace guard who swears his
SW his life—to the protection of King Burnard and
the good people of Burland. The folks from Ragnar’s region
speak with a thick brogue that can be downright difficult to
understand for travelers. Ragnar makes things simple by
letting his sword do most of his talking. He is a powerful
combatant whose lack of magical knowledge is offset by
his ability to equip many of the most powerful weapons and
armour in the land. Ragnar should be a fixture in any raiding
party and is best kept as far from the sidelines as possible.

Initial Stats

Level 1 Agility 4 Attack 1
HP 27 Resilience i Defence 14
MP 0 Wisdom 1
Strength 7 Luck 2
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Ragnar's strength lies in his physicality. His HP and strength ratings increase
dramatically as he levels up. Ragnar’s MP rating never rises above 0.

9

Initial Equipment

Weapon ~ Coppersword ~ Shield = Accessory -
Armour Leather armour  Helm -

| y |

Weépons

NAME AT e 0 Y
g~ Cypress stick 2 -

S Oaken club q -
%

i s Coppersword 412

=" Divinedagger  +14 -

% Hunter's bow +18 -

é % Chain sickle +20 -

b - lronlance +28 - _‘
" Holy lance +33 -
A Steel :
broadsword = 1
- o Cautery sword +45  Can also be used as a tool during battle. ‘
&/} Batle-axe +60 - :
- ‘ ‘ 1’
AT . This sword may send its target to sleep from time
Dream blade +60 it 1
ST Eoeon blade 67 This lightning-fast sword can sirike twice in a single ]
turn. ;
= ) Hard to aim, but this hammer really hurts when it
\ Hela's hammer  +70 i ot
_, # [cicle dirk +75  Canalso be used as a tool during battle. :
’ A
_E Dragonshane +90  This blade inflicts increased damage on dragons.
e £ Demon spear +90  If aimed well, this spear can inflict a critical hit j
o Double-edged 4o Walch out! There's more to this sword than meets ‘
—~  sword the eye. It is cursed. i
T Replenishes its bearer’s HP with each attack...
= Miracle sword +100 miraculously! 11
, Flail of 145 Tnis fearsome flail can be used to atiack all enemies '
b destruction at once.
; Watch out! There’s mare to this sword than mests 1
3" Massacre sword  +120 the eyl j
.. Liquid metal 130 Inflicts greater-than-average damage on metal
sword Y monsters.
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@ Leathershield

@ scale shield

@ Iron shield
g Dragon shield
@ Power shield
j@ Mirror shield
% Tempest shield
'(% Liquid metal

shield

B Plain clothes +4
Wayfarer's

a clothes +
% Boxer shorls +8
a Leather armour 412
ﬁ Chain mail +18
& Fur coat +22
? Bronze armour +25
‘? Iron armour +30
. Full plate

g armour 58
ﬁ Dragon mail +45
@ Zombig mail +49
*@ Spiked armour 450
ﬁ Hela's armour +60
Fggy Liquid metal

FEN armour +%5
Shields

+4

+

TS

+12
+30
+40

+4

[S4)

+50

+60

This armour will reduce damage from fire- and
ice-based attacks.

Watch out! There's more to this armour than meets
the eye.

This armour may hold a spiky surprise for the
unwary attacker.

Watch out! There's more to this armour than meets
the eye.

This armour will help to reduce damage caused by
magic.

This shield can reduce damage from fire- and ice-
based attacks.

This shield can reduce damags from fire- and ice-
based attacks.

Can also be used as a tool during battle.

This shiny shield reflects spell damage back at the
caster.

Can also be used as a tool during battle.

Can also be used as a tool during battle.

BOME |

@ Leather hat +2

% Hardwood 6
headwear

% Iron helmet +16

@ Iron mask +25

B Liguid metal

ﬁ helm #50

W Deahmask  +200

i Accessories

Gold bracer DEF +5
Kamikazee bracer DEF +15
Kerplunk bracer  DEF +15
Mighty armlet STR +25

Meteorite bracer  AGI x2

& Prayer ring DEF +5
Gy :

», Recovery ring DEF +15
. Strength ring STR +8
Z) Gospeling  LCK+50
& Ruby of prolection DEF +15
7 Mercury’s bandana AGI +15
& Lucidashad  LCK+5
. Bunny tail LCK -8

S Elevatingshoes  LCK +50

Protects against Snooze, Fuddle, and paralysis.

Watch out! There's mare to this mask than meets
the eye.

NANE - UWPACT SBEOAL

Rousing wristwear that may just save the day in
fime of neea!

Rousing wristwear that may just save the day in
time of need!

This religious ring recovers some MP whenever
it's used.

Restore some of wearer's HP with every step.

Wards off monsters.

Can also be used as a tool during battle.

Enhances experience with every step.




Alena is the only daughter of Tsar Stepan, the ruler of

she is the heir to the throne, but she has a strong desire to
travel and see the world. Alena is so determined to leave
the castle grounds and go exploring that she has repeatedly
kicked a hole in her bedroom wall and is known to sneak
away when no one is looking. Alena has no knowledge of
magic and her petite stature limits her strength, but she has
very high agility rating.

S

Zamoksva Castle. The Tsar is highly protective of Alena since

a

Level

-~

Ag|!| T tack

HP 16 Resilience 3 Defence 13
MP 0 Wisdom 4

Strength 12 Luck 1

@sool-—— S

STRENGTH -
o AGILITY o~ : .
| AESILIENCE s 8
300 e WISDOM e
LUCK ) —

1 10 20 30 40 50 60 70 80 90

Like Ragnar, Alena never gains any MP nor learns any magic spells. Although
her HP takes longer to reach its maximum, Alena’s strength and agility ratings
quickly increase as she levels up. She also accumulates a decent luck rating
with time.

Initial Equipment

(CATEGORY |EQUIPMENT [ CATEGORY

Weapon - Shield Accessory
Armour Silkrobe  Helm -

SPEcmL
%k, Oaken club +7
W

4 Falcon knife 5 Equip these knife-like earrings to strike twice ina
©earrings single turn.

=" Divinedagger <14 -

Hunter's bow +18 -

5% Chainside 420 -
2% |ron claw +38 -
" .

Fire claw +60  Can also be used as a tool during battle.

480 This claw's toxic talons may end up leaving its target
poisoned.

Ly Gringhamwhip ~ +135 ;h]ésmd‘ggglroxﬁi;;p can attack a whole group of

Cobra claw




Armor

mm

Plain clothes +4
Wayfarer's -
clothes Gl
Silk robe +10 -

Leather armour  +12 -~

Leather dress 14 -

Chain mail +18 -

Fur coat 422 -

Closkarevsian. 428 The wearer may at times escape an enemy's attack
altogether.

Robe of serenity  +33  Protects the wearer when asleep or paralyzed.
Pink leotard +38 -

Spangled dress  +40 -

This clothing will help to reduce damage caused

ok Ll s e B ¥ 3 5 BE ) P H0

Magical skirt +45 by magc.
Shimmering This diaphanous dress may reflect magic back at
+50
1y dress the caster.
g Reduces damage from fire- and ice-based magic
»&  Angel leotard +80 afasks:

#*  Hairband
:{ Feathered cap +§ -

'}@. Golden tiara +12  This precious tiara protects against Fuddle.

%ﬁ Death mask 4opg  Watch outl There's more to this mask than meels

Accessories

Nt

\
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Gold bracer
Kamikazee bracer
Kerplunk bracer
Mighty armlet
Meteorite bracer
Prayer ring
Recovery ring
Strength ring
Goddess ring
Gospel ring
Fishnet stockings
Ruby of protection
Mercury's bandana
Lucida shard

Bunny tail

DEF +5

DEF +15

DEF +15

STR +25

AGI x2

DEF +5

DEF +15

STR +8

WIS +33

LCK +50

DEF +8

DEF +15

AGI+15

LCK 45

LCK +8

LCK +50

Rousing wristwear that may just save the day in
time of need!

Rousing wristwear that may just save the day in
time of need!

[his religious ring recovers some MP whenever
it's used.

Restore some of wearer's HP with every step.

Recover some of the wearer's MP with each and
svery step.

Wards off monsters.

Can also be used as a tool during battle.

Enhances experience with every step
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Bory ist he prototyplcal wise old man whose appearance

“borders on that of a true wizard. He works for Tsar Stepan

at Zamoksva Castle as Alena’s private tutor. Borya was

very close to Alena’s deceased mother and promised her
that he would watch over and educate her young daughter.
Borya can’t help but feel a grandfatherly love for Alena, even
though they aren’t related. He keeps close tabs on the young
Tsarevna and relies on his mastery of the arcane to keep her
safe. Borya is particularly handy in combat magic and boasts
a number of spells that can devastate the monsters that roam
the kingdom.

Lthe exception of strength and agility.

—mm ATTRIBUTE [RATING __JATTR _m

LUCK

Level AGI 5 ATK

HP 16 RES 2 DEF ﬁ
MP 10 WIS 8

STR 3 LCK 2

Bso| ——— e

:-;-400 | o z‘;‘HENETH /’

3., ‘ — =

200

100

Borya’s strength lies in his magical abilities. In fact, his MP quickly exceeds his

= Weapfm

Y

CATEGORY _[EQUIPMENT NCATEGORY EIEIEE‘&I CATEGORYJEQUPHENT

Armour Plain clothes

Cypress stick  Shield
Helm -

Accessory

F

HP as he gains experience and levels up. All of his stats increase gradually with

FIELD/BATTLE |DESCRIPTION

Crack Battle
3 Sap Battle
5  Snooze Battle
7 Evac Field
8  Bounce Battle
9 Zoom Field
11 Crackle Battle
14 Acceleratle  Battle
15 Peep Field
17 Tick-Tock  Field
19 Oomph Battle
21 Kasap Battle
23 Snoop Field
25  Drain Magic Battle
27 Kacrack Battle
30 Fuddle Battle
32 Kacrackle  Battle

P\erces a single ensmy with razor-sharp icicles.
Reduces the defence of a single enemy.

Puts a group of enemies to sleep.

Exit instantly from dungeons, caves, and towers.
Forms a reflective barrier that reflects all spells.
Return instantly to various previously-visited
locations.

Rips into a group of enemies with sharp icicles.
Raises the aqility of all party members.

Reveals the nature of the treasure in a chest,
Summons night during day, and day during
night.

Doubles the attack power of a single party
member.

Reduces the defence of a group of enemies.
Locates hidden curiosities through the power

of magic.

Steals MP from a single enemy.

Lacerates all enemies with a razor-sharp icicle
shower.

Sends a single enemy into a state of confusion.
Skewers a group of enemies with a hail of sharp
icicles.

SPECIAL L

# Poison needle
B Cypress stick

\ Staff of salvation

g‘: Hunter's bow
‘ﬁ,, Poison moth knife
Lightning staff
'i\‘\y Thalian staff
% Staff of antimagic
¥

Somatic staff

iﬂi\, Magma staff

0 If aimed well, this venomous barb can inflict a
critical hit.

2 -

+5  This staff replenishes HP when used as a tool.

24 This knife may paralyze its target from time to
time.

+29  Can also be used as a tool during battle.
+33  Can also be used as a tool during battle.

+50  Canalso be used as a tool during battle.

155 This staff draws on its bearer's MP when used to
attack.

+63  Can also be used as a tool during battle.
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Plain clothes -
Wayfarer's

clothes o=
Boxer shorts +H -

Leatherarmour 412 --

The wearer may at times escape an enemy’s atlack
altogether.

(Cloak of evasion  +28

-‘:j?! :i_ f‘@

Robe of serenity ~ +33  Protects the wearer when asleep or paralyzed.

: -.ﬂJ‘{ Flowing dress +43  Reduces damage from fire- and ice-based attacks.

4 This curious garment sometimes absorbs MP from
| m Glombolero +47 enemy spels.

@ Lleatnershield 44 -

@ Scale shield 7 -

st Liquid metal
P shield

Recovers some of the wearer's MP with each and
avery step.
Watch out! There's more to this mask than meets

ik, Happy hat

w Death mask +200

%5  Gold bracer DEF+5 -

Rousing wristwear that may just save the day in
time of need!

= i . :
5 Rousing wristwear that may just save the day in
Kerplunk bracer ~ DEF +15 N e Pee

STR+25 --

€& Kamikazeebracer DEF +15

@"5 Mignty armlet

&9 Meteorile bracer  AGIx2 -~

This religious ring recovers some MP whenever

Y, Prayer ring DEF+5 e\ isadl
‘lN ) Recovery ring DEF +15 Restore some of wearer's HP with every step.
(L

Lg# Strength ring STR+8 -

Gospel ring LCK+50 Wards off monsters.

&f  Ruby of protection DEF +15 -

P

“’» Mercury's bandana AGl +15 -

Lucida shard LCK+5 Canalso be used as a tool during baitle.

Bunny fail LCK+8 --

Elevating shoes ~ LCK +50 Enhances experience with every step.

SEL0aH




help keep her safe and to simply be near her. Kiryl can equip

r Stepan and his daughter Alena. Kiryl is
cellor and spends much of his time in the

kes a point of following Alena on her adventures, both to

many of the better weapons and armour in the game and can
also utilize numerous support spells such as Heal and Buff.
Kiryl is a fine addition to any party, as long as he remains in
the player’s control.

B [

Initial Stats

m

ATK
DEF 9

|\:-.|r\301m

[ m—

— P
{ STRENGTH
—— AGILITY
wwwmmne RESILIENGE
WISDOM

Kiryl may never have the attacking power of someone like Ragnar, nor the
magical capacity of Borya, but he’s as balanced as they come. Kiryl's various
attributes increase gradually but, with the right equipment, he can be a potent
attacker, even if his primary role is to heal other party members.

mmmem

Oaken club  Shield E
Wayfarer’s clothes Helm --

Weapon Accessory -

Armaour

Learned Magic

Batle

1 Heal Field & Battle
4 Buff Battle
6 Dazzle  Batile
8  Squelch Field & Baitle
12 Fizzle Batle
14 Kabuff  Battle
16 Midheal Field & Battle
18  Whack  Battle
21 Zing Battle
24 Thwack Battle
27 Fullheal  Field & Battle

30 Multiheal Field & Battle

LEveL [SPELL_ | FELOATIL

Hestores at least 30 HPioa smgle ally.
Raises the defence of a single ally.
Envelops a group of enemies in illusions.

Cures a single ally of the effects of poison.
Prevents a group of enemies from using magic.
Raises the defence of all party members.

Restores at least 75 HP to a single ally.

A cursed incantation that sends an enemy to the
hereafter.

Resurrects a fallen alfy with half HP restored.

An incantation that sends a group of enemies to the
hereafter.

Restares all HP to a single ally.

Restores at least 75 HP to all party members.
Resurrects a fallen ally to full health.

33 Kazing

i Cypresssnck
i, Oaken club

Staff of salvation

%, Copper sword

_ " Divine dagger

@: Hunter's bow
5% Chainsickls

= lron lance

" Holy lance

)g\ Thalian staff

i Staff of divine
wrath

% Staffof
+ antimagic
W

Somatic staff
1\ Magma staff

=" Miracle sword

Liquid metal

prren
sword

+9

+12

+14

+18

+20

+28

+33

+33

+35

+50

+55

+63

+100

+130

This staff replenishes HP when used as a tool
during baitle.

(Can also be used as a too! during battle.
Can also be used as a tool during battle.

Can also be used as a tool during battle.

This staff draws on its bearer's MP when used to
attack.

Can also be used as a tool during batle.

Replenishes its bearer's HP with each aftack. ..
miraculously!

Inflicts greater-than-average damage on metal
monsters.
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Plain clothes

Wayfarers
clothes

Leather armour
Chain mail

Fur coal
Bronze armaour

Iron armour

Robe of serenity

Magic vestment

e
Glombelero

Liquid metal
armour

+4

+

+12

+18

+22

+25

+30

+33

+35

+47

+35

Protects the wearer when asleep or paralyzed.

This clothing will help to reduce damage caused
by magic.

This curious garment sometimes absorbs MP from
enemy spells.

This armour will help to reduce damage caused by
magic.

W scale shield
@ [ron shield
@ Power shield
é Mirror shield
’g Liquid metal
shield

L eather shield

+

+12

+40

+45

+60

This shield can reduce damage from fire- and ice-
based attacks.

Can also be used as a tool during battle.

This shiny shield reflects spell damage back at the
caster.

Can also be used as a tool during battle.

& ¢cowm
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Leather hat

Hardwood 6
headwear

Happy hat +15
Iron helmet +16
Liguid metal

helm +30
Death mask +200

Gold bracer

Kamikazee bracer DEF +15

the eye.

DEF +6

Recovers some of the wearer's MP with each and
every step.

Protects against Snooze, Fuddle, and paralysis.

Watch out! There’s more to this mask than meets

Rousing wristwear that may just save the day in
time of need!

Rousing wristwear that may just save the day in

Kerplunk bracer ~ DEF +15 firtie of redl
Mighty armlet ~ STR+25 -
Meteorite bracer  AGlx2 -
Prayer fing DEF +5 Tp!s religious ring recovers some MP whenever
it's used.
Recovery ring DEF +15 Restore some of wearer's HP with every step.
Strength ring STR+8 -
: Recover some of the wearer's MP with each and
Goddess ring WIS +33 every step.
Gospel ring LCK +50 Wards off monsters.
Ruby of protection DEF +15 -

Mercury's bandana AG +15

Lucida shard LCK+5  Can also be used as a tool during battle.
Bunny tail LCK+8 —
Elevating shoes  LCK +50 Enhances experience with every step.
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a@‘f ‘Lakanaba with his wife Tessie and son Tipper. He works
the counter at the town’s lone weapon shop, but he has

big plans to one day become the world’s greatest weapons
dealer. Unfortunately, his lack of follow-through has caused
his wife to lose respect for him; he knows he must take more
initiative if he’s to meet his goals. Torneko isn’t a big fan of
combat, but has the uncanny knack of getting monsters to
drop treasure chests filled with valuable weapons and armour.
He can also learn several abilities that significantly aid in his
treasure-hunting exploits.

e

Initial Stats

m —m

i 5 WK
HP _20 _ RES 2 DEF 6
s 0 WS o
STR 4 BLCK 3
Aol — ’
— P )
15 400 STRENGTH L
= e AGILITY 5
' - RESJLIENce‘ P
3001 WISDOM ‘ A
\ Luck | L
e
200 e
100 - B e .
= — — s
e

1 10 20 30 40 50 B0 70 80 (2} EEVEL |

Torneko is special in that his HP is the only attribute that increases with any
real significance as he levels up. He is a limited magic user and possesses
below-average strength and resilience. His skills lie elsewhere. ..

‘Wﬂapnri
Armour

GENDER: Male

Shield
Helm

Accessory -

Plain clotﬁés

earned Skills

| LEVEL |SPELL  |FIELD/BATTLE |DESCRIPTION

Padfoot  Field m»lfgrs thg risk of being detected by monsters fora

E%set;?wrce : Field Locates nearby settlements. |
Nosefor ... TR .
T Field Reports the number of nearby treasures. .

Whistle  Field

Summons monsters with a whistle.

GTORNEKD'S EQUIPMENT

™

-

e

S

e

= A
B
4 Y

o

Weapons

i, Coppersword =~ +12 -

= Caulerysword <45

Miracle sword =~ +100 miraculously!
El_aigl of . 15 This fearsome flail can be used to attack all enemies §
destruction at once.
Massacre sWo 4120 ?fgfatch [I]utr There's mare to this sword than meets
; @ gyel
 Liquid metal A30 Inflicts greater-than-average damage on metal

Uaken club +5

Divine dagger

Chain sickle 120

Eﬁirgn‘moth +24  This knife may paralyze its target from time to time 1
* fron lance o8 i

Asﬁ-a;éé_l_‘sébaws +35  Can also be used as a tool during battle.

Can also be used as a tool during battle,

Replenishes its bearer's HP with each attack. ..

sword monsters.




headwear

- £l lonkelmet  +16 -
Armor . G
SPEGiAI. St ﬂ lﬁgﬁdmekﬂ” +50  Protects against Snooze, Fuddle, and paralysis.

\Watch out! There's more to this mask than meets

A J

&b g s 3 e
Plain clothes o Death mask 200 e pve
Wayfarer’s g '
clothes i

Boxer shoris 48 - SPECIAL :
Leather armour. <12 —- Gold bracer DEF+5 -

SQ;* Kamikazse bracer  DEF +15 Rousing wristwear that may just save the day in

Chain mail G time of neec!
% i e Rousing wristwear that may just save the day in
Fur coat oL Kerplunkbracer — DEF +15 o0 e

Bronzearmour  +25 - Mighty ammet  STR+25

&P Meteorite bracer  AGIx2 -

This religious ring recovers some MP whenever
it's used.

Iron apron +32 -

Robeof serenity  +33  Protects the wearer when asleep or paralyzed. Praygr ing o

i) Recovery ring DEF +15 Restore some of wearer's HP with every step.

Spiked armour 450 This armour may hold a spiky surprise for the

[ o > W% 2 39 B & P o

unwary attacker. joidl
%~ Liguidmetlal This armour will help to reduce damage caused by Strength ring STR +8
£ 3y +95
W

armour magic. s
> ) Gospelring  LCK4+50 Wards off monsters.

Shields . m :
[ R QB -
7

ol - - Mt it 6115~

Scale shield e

[ e This shield can reduce damage from fire- and ice-
o] shietd 12 ased aitacks.

Lucidashard  LCK+5  Canalso be used as a tool during battle.

.. Bunny tail LCK+8 -

\‘ﬁ Elev__aiting shoes  LCK+50 Enhances experience with every step.

@ Power shield +40  Can also be used as a tool during battle.




: : who qu:ck[y learns several dev
spells. She’s limited in the number of wea
she can equip, but her high HP and powe
compensate for this shortcoming. When n
father’s killer or battling monsters, Maya enj

money away on slot machines.

F i
ATTRIBUTE Emm- nmnurs RATING ATTRIBUTE ATING
Level 5 ATK
HP 16 HES 2 DEF 10
MP 9 WIS 4
STR 3 LCK 6
;’TPHENGTH ‘ //
i T—.‘ :E'I;:Tl:NCF | 2
300 e WISDOM | 1/

LUCK

200

100

1 10 20 3o 40 50 60 70 80 90 f39

Maya’s HP and MP levels increase dramatically with each level increase, thus
making her an exceptional magic-user to take into battle. Although her strength
rating increases slowly, her above-average agility and wisdom help to offset
this limitation.

[CATEGORY [EQUIPMENT  JCATEGORY [EQUIPMENT  JCATEGORY [EQUIPMENT |

Weapon  — Shield - Accessory -
Armour  Dancer's costume Helm -

1 Frizz Battle
3 Sap Battle
iyl Battle
8 Zoom Field
9  FEvac Field
1 Bang Battle
14 Sizzle Battle

16  Drain Magic Battle
19  Frizle Battle

21 Safe Passage Field

23 Boom Battle
27 Kasizzle Baitle
30 Puffl Battle

33 Kairizzle Baitle

36 Kaboom Batile

SPELL FIELD/BATTLE

Singes a single enemy with a small fireball.
Reduces the defence of a single enemy.
Singes a group of enemies with a blazing fire.
Return instantly to various previously-visited
locations.

Exit instantly from dungeons, caves, and towers.
Damages all enemies with a small explosion.
Burns a group of enemies with a blazing wall

of fire.

Steals MP from a single enemy.

Burns a single enemy with a large fireball.
Allows party members to pass unscathed over
harmful ground.

Engulfs all enemies in a large explosion.
Scorches a group of enemies using blazing
hellfire.

Transform into a fire-breathing dragon.
Incinerates a single enemy with an enormous
fireball.

Blasts all enemies with an incredibly violent
explosion.

e MCENE

7 Poisonneedle 40

S~y Cypress stick +2

‘5’5‘ Falcon knife 5
“earrings

= Divine dagger +14

M. Hunter's bow +18

& lonfan +22

% Poison moth

™ knie 24

Q Lightning staff +29
N Tlnstt  +33
% Staffof

\ antimagic il
R

Somatic staff +85
%\ Magma staff 463

r@ Cobra claw +80

= i ‘
& Gringham whip ~ +135

this venomous barb can inflict a

[t aimed well,
critical hit.

Equip these knife-like earrings to strike twice in a
single turn.

This knife may paralyze its target from time to time.

\

(Can also be used as a tool during battle.

Can also be used as a ool during battle.

Can also be used as a too! during battle.

This staff draws on its bearer's MP when used to
attack.

Can also be used as a tool during battle.

This claw’s toxic talons may end up leaving its target
poisoned.

This deadly whip can attack a whole group of
ensmies at once.

~—




Leather hat +2

Hairpand +5

Feathered cap

¥ e

Golden tiara +12

+8 -

This precious tiara protects against Fuddle.

% Recovers some of the wearer's MP with each and
iy, Happy hat +15 avery step.
) ; ) :
w Dol ek 200 Hgtgi;eout. There's more to this mask than meets

uave oo fseeom |8

Plain clothes +4

[ - -
Dancer’s o
i 8§ - =& Gold bracer DEF +5
Silk robe 10 - ‘"'? Kamikazse bracer DEF +15
Leather dress +14 - L Kerplunk bracer ~ DEF +15
Fur coat +22 5 wightyamlet  STR+25
Cloak of gvasion ~ +28 gnggﬁ?&ir TR EEes R e s &P Meteorite bracer  AGI x2
[ Roveof serenity  +33  Protects the wearer when asleep or paralyzed. j Prayer ring DEF +5
3 Pink eotard +38 - i) Recoveryring ~ DEF+15
i Spangled dress  +40 - (@ Stengthring  STR+8
-fff{ Flowingdress ~ +43  Reduces damage from fire- and ice-based attacks. 1 -ff- Goddessring ~ WIS+33
Q Magical skit 45 ECE}SI&?H@ will help to reduce damage caused ? Fishrelstockings. DEF +8
- 1 A 47 g:\esm gyu;gjelhc.s-garmem sometimes absorbs MP from 3:,3 Gospel g LCK 450
5., , gggmering 50 [Thhéscg;?gﬁanous dress may reflect magic back at ?% AUy o profeior DEF +15
/ M T o oo dameneiom e il meglo & Mercury’s bandana AGI +15
r ot Lucidashard  LCK+5
NAME | DEF ISPECIAL L § . Bunny tail LCK +8
"& Is:;ﬁ:\f metal +60  Can also be used as atool during battle. . S Eevating shoes  LCK+50

Rousing wristwear that may just save the day in
time of need!

Rousing wristwear that may just save the day in
time of need!

This religious ring recavers some MP whengver
it's used

Restore some of wearer's HP with every step.

Recover some of the wearer's MP with each and
avery step.

Wards off monsters.

(Can also be used as a fool during battle.

Enhances experience with every step.

™
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; -tejler bl.it-t N topposed to practicing her
; oes lee“‘ﬁertwm S|ster Meena is also

8§veral support spells, but must rely on
battle. She can equip many more pieces

mm DESCRIPTION

“Squi

: ﬁeld & Batﬂe Restores
Field & Ba tle Curesasing

~ Snooze  Battle
8 Woosh Battle
10 Tingle  Batle
13 Midheal Field & Battle

16  Kasnooze Batle

20 Zing
23 Swoosh
26 Fullheal
29 Insulalle

Bame
Battlﬁ

Kaswoosh Battle

Field & Ba tle
Batle

least 30 HP to a single ally.

le ally of the effects of poison.

Puts a group of enemies to sleep.

Slices through a group of enemies with a small
whirlwind.

Gures all party members of the effects of paralysis.
Restores at Ieast 75 HP to a single ally.

Puts a single enemy to sleep.... most of the time
Resurrects a fallen ally with half HP restored.

Slices through a group of anemres witha DDWGFfU

whirlwind.
Restores all HP to a single ally.
Protects all party members fmm fire- and 1ce~based :

- altacks.

Sacrifice caster’s lifeto. resurreci allo

Slices through a group of enemies wwth a ferocious

whirlwind. _
other party

members, S

ATTRIBUTE ATING ATTRIBUTE _|RATING

level Al o ATK

HpE <1 18 RES e DEF 12
MRS 7 WIS 6

STR 4 LCK 6

ﬁ‘! 500 'T} //

;35400 LI 1 ////

=3 — AGILITY

12} = RESILIENGE

300 WISDOM |

/
200 e // / e

100

80 90 (D
Meena is a balanced character who benefits from a moderate increase in nearly
all her aftributes with each successive level. Her HP and MP rise steadily, as
do many of her less tangible qualities. Meena’s only flaw is that her natural
resistance to damage is very low, thus limiting her defensive capabilities.

Inmal Equipment

EQUIPMENT _|CATEGORY M

Weapon Copper sword  Shield Accessofy
Armour Silk robe Helm --

Weapons
i Gg_ptess stwﬁ
S, Dakenoluh
» Falcon knife
4 earrings
' Stifof salvation
~_ Copper sword
4 Divine dagger
ﬂ, Hunter's how
c};‘g Chain sickle
S\ ‘Silver tarot
& Gards
% Poisonmoth
knife
" Holy lance.
"\ Thallansiat
%  Staff of divine
\ wiratfl
%  Sialfof
. anlimagic
¥ : s
Somatic staff
q‘-\ Magma staff
. Liquid metal
sword
7 Gringham whip

+2

+9

+5

45

+12

+14

+18

+20

+21

+24

+33

+33

+35

+50

+55

+63

+130

+135

Equip these knife-like earrings to strike twice in a
single turn.

This staff replenishes HP when used as a tool
during battle.

This pack of cards can also be used for fortune-
telling.

This knife may paralyze its target from time to time.

(Can also be used as a tool during battle.
Can also be used as a tool during baitle

(Can also be used as a tool during battle.

This staff draws on its bearer's MP when used to
aftack.

Can also be used as a tool during battle.

Inflicts greater-than-average damage on metal
monsters.

This deadly whip can attack a whale group of
enemies at once.




Plain clothes
Wayfarer's
ciojhes. i
Dancer’s
costume

Silk robe

BB e

[}
Lt

Leather dress
Fur _c_aat_

Bronze armour

= % ﬂ b ;gg/f —

Hﬂ_hﬁfof sér‘iéﬁ'rty

o

Magic vestment

Pink lectard

Sﬁahglled"d?ess

Qs g

Flowing dress

Ma'g‘:c_a]__skirt

g Liguid metal
FEN ammour

@ Leather shield

Y scaleshield

@ Iron éljiefd
P Liid el
P shield

+10

S

+14
+22
+25
+30

+33

+45

+47

+90

+60

Protects the wearer when asleep or paralyzed.

This clothing will help to reduce damage caused
by magic.

Reduces damage from fire- and ice-based attacks.

This clathing will help to reduce damage caused
by magic.

This curious garment sometimes absorbs MP from
enemy spells.

This diaphanous dress may reflect magic back at
the caster.

Reduces damage from fire- and ice-based magic
atlacks.

This armour will help to reduce damage caused by
magic.

This shield can reduce damage from fire- and ice-
based attacks.

Can also be used as a tool during battle.

L Accessories )

/]

..... u

ﬁ Leath"e_r'-hat-

Haitband

a

£ Featvered cap
‘5 Golden tara
ik, Happyhat
_ﬁ‘ Liquid metal
" hetm
W Death mask

Gold bracer

Kamikazee bracer

=

e Kerplunk bracer
fg«g Mighty armlet
&P Metsorits bracer
A Prayer ring

) Recovery ring
(& Suengthring

Godd ess fing.

Gospel ring

Lusida shard

. Bunnytail

Fishnet stockings

+2

+5

+8

+12

+15

+50

+200

DEF +5

DEF +15

DEF +15

This precious tiara protects against Fuddle.

Recovers some of the wearer's MP with each and
avery step.

This helm protects against Snooze, Fuddle, and

paralysis.

Watch out! There's more to this mask than meets
the eye.

Rousing wristwear that may just save the day in
time of need!
Rousing wristwear that may just save the day in
time of need.

STR+25 --

AGl x2

DEF 45

DEF +15

STR+6

WIS +33

DEF 48

This religious ring recovers some MP whenever
it's used.

Restore some of wearer's HP with every step.

Recover some of the wearer's MP with each and
every step.

LCK +50 Wards off monsters.

bandana AGI +15

LCK +5

Ruby of protection DEF +15 --

Can also be used as a tool during battle.

LCK+8 -

\_‘:ﬁ Flavating shoes ~ LCK +50 Enhances experience with every step.

om
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" «Companions

The following characters can accompany the main characters for short periods of time during the game. Their stats do not change, they do not earn

experience, and they are not controlled by the player.

Healie isn’t much of a fighter, but he periodically casts Heal on
injured party members (and himself) and minimizes the need to
carry a lot of medicinal herbs. Don’t get too reliant on Healie,
though, as he occasionally gets caught up in the heat of the
battle and either attacks or defends when he should cast Heal.

Heahe s Stats

TEHIBUTE RATING ATTRIBUTE HATING AT[RIBUTE ATING
——

| el e _ |
‘MP_ b 30 | [BESES o __2_8 -ATK : 9
249 S 7 JRER | 28

BATEGI]FI‘I EL]UIPMENT CATEGORY DUIPMENT

b ‘Helm
Armour g | Accessory
Shield |-

\. v

SPELL [FIELD/COMBAT DESCRIPTION
Heal  |Field & Combat  |Restores af least 30 HP to a single ally.

Hardie is an excellent fighter who comes equipped for battle.
For a mere 400 gold coins, you can hire him for five days of
service. He can hold his own against various monsters and he
won't need more than a single medicinal herb to keep him safe
until his contract expires.

Hafdfe S Stats

iAGl g 15 LQK ,,,,,,,,,,,,,,,,,,
- ————— -
T R .

CATEGORY  |EQUIPMENT CATEGORY  |EQUIPMENT

Weapon Iron lance | [eelpiEe--
A our  Chain mail | |Accessory  |--
 Leather shield |




E OCCUPATION: Alchemist

Laurel possesses the rare skill of knowing both supportive
and combative spells. His ability to attack monsters with

Sizz or paralyze them with his poison moth knife make him a
worthwhile addition to the party. His usefulness is even more
apparent when he uses his Heal spell to keep the other party
members in tip-top shape. His services can be enjoyed over

the course of five days in exchange for 600 gold coins.

_|Poison moth knife
 |Leather armour
Leather shield

SPELL |FIELD/BATTLE DESCRIPTION
Heal  Field &Battle ~ |Restores at least 30 HP to a

Ballle Singes a group of enemies
|Snooze  Battle ; \Puts a group of ensmies to sleep.

Oojam has the strength to match an anger that burns deep
within him. He worked under Mahabala as an assistant along
with Balzack, but has gone into hiding after Mahabala’s death
to mourn. Oojam doesn’t know any magic, but has the unigue
ability to pick locks. Simply lead the party toward a locked door
and watch Oojam instantly unlock it!

ATTRIBUTE  [RATING  JJATTRIBUTE  [RATING  [JATTRIBUTE  [RATING
| (O] 4

HP [ 95 |G il 8 ErEe
Mg e e 68 |
{ISTR__ | { 20 | |DEE %8 |

GATEGORY  |EQUIPMENT i
‘Helm Leather hat |

\Accessory -




-

CHMKHTAA . TONFOMGRY | _ORFEL

& OCCUPATION: Comecian

Hoffman lives at the Last Chance Saloon far to the east of
Casabranca, on the edge of the desert. Hoffman helps his
father maintain an inn and care after their horse Mary Lou.
Hoffman isn’t the most hospitable person at first, but it's
possible to make him friendlier and more trusting. Hoffman is a
skilled fighter who blends adequate strength with a high agility
rating and tremendous luck. Although not particularly well-
equipped, he makes good use of what he has and his ability
to cast magic also helps.

5
CATEGORY  (EQUIPMENT GATEGORY | EQUIPMENT
I ~ llronlance | Helm |Leather hat

|
| Dcoessoldl- 0 0 |

Tom Foolery is a comedian working in Laissez Fayre at the
theatre where Maya and Meena used to perform. Despite

his job as a professional funnyman, Tom Foolery is actually

a surprisingly deep thinker and can be quite wise when the
need arises. He's not in the party for long, but he is moderately
equipped for battle and has a high degree of luck.

Tom Foolery’s Stats

CATEGORY  |EQUIPMENT EQUIPMENT
- ~ Dreamblade | |Helm  Hardwood headwear
Cloakof evasion | [Accessory |-

~ Learned Magic

SPELL [FIELD/COMBAT {DESCRIPTION
Snooze  Baitle Puts a group of enemies to sleep. |

~




* GENDER: Female

TION: Zenitian

Orifiela is a Zenithian who the hero encounters in the Great World
Tree, Yggdrasil. She fell from the sky while trying to pick Yggdrasil
leaves and needs the party to help her return home. She serves
the party well as a support person and her knowledge of the
Zenithian Sword is quite valuable. It's key to note that her low HP
eventually proves somewhat limiting in battle.

RATING

CATEGORY  |EQUIPMENT CATEGORY |EElUiPMENT
Weapon ‘Somatic staff -

Helm -
Amour  Flowing dress | |Accessory |-
Shield - |

SPELL |FIELD/BATTLE DESCRIPTION

Fullheal Field & Battle Restores all HP to a single ally.

Kasap  Batile Reduces the defence of a group of enemies.
Dazzle  Batle ~ [Fnvelops a group of enemies in illusions.
L SPARKIE B OCCUPATION: DragonPup ~ GENDER:Male

Sparky is a baby dragon who befriends the party during the late
stages of the game. Sparkie has several fire- and ice-based
attacks that it can perform, but it knows no magic and is very
unpredictable. Although its high HP and strength rating makes
it a useful combatant, Sparkie likely won’t surpass the abilities
of Ragnar or Alena.

Sparkie’s Stats

ATTRIBUTE |RATING ATTRIBUTE ‘ RATING

CATEGORY  [EQUIPMENT
\Helm -

‘Accessory |- |




6ettmg Stmeb

The first thing to do after turning on the game is to enter a
name and select a gender for your hero or heroine. It doesn't
matter whether you choose a male or a female, since the story
and behavior of other characters doesn’t change. The only real
| difference is that the female heroine can utilize several pieces
of equipment that the male cannot. All of the other pieces of
equipment, including the most powerful, can be equipped by
both male and female characters.

Players can record their
progress in any of the three
Adventure Logs. While the
game prompts the player to
save at certain points during
the game, particularly at

the conclusion of each of
the first four chapters, the
majority of saving takes place >

originally deveioped nearly 20 years ago, but that doesn't mean it isn a complex, enjoyable role-
meshames thai' p!a yers musr manage SUCf? as chamsfer de vempment in ventow maﬂaqement par[y

at a church. To save at a

church, visit a town or village that contains a church and select

“confession” from the list of options. This option allows you to
access an Adventure Log and save your progress.

Churches play an important role in DQ/ /, not just for saving

your progress but also for reviving fal party members and
various other functions. Everything you can do at a church is
_detailed later in this chapter.

It's also possible to perform
a Quick Save when you're
too far from a church (or
deep inside a dungeon). A
Quick Save enables you to
quickly save your progress
before turning the game off.
Using the Quick Save option

overwrites the previous Quick

Save and makes it possible to

jump right back into the game from where you left off. The save

won'’t be written to one of the three Adventure Logs. Instead,
it creates a separate save file that you can access when you
turn on the game later. Just select the option that allows you
to continue an interrupted adventure. Although the Quick Save
feature is designed for times when you simply don’t have time
\\to keep playing, you can use it as an emergency backup. Just

turn the system back on and, should you get into trouble, turn
the power off and try again. Better yet, spend some more time
leveling up against monsters, then make another Quick Save.

DQIV is unlike most other games in that it is divided into five
unique chapters with each chapter following a different set of
characters in a different region of the world. Each new chapter
brings a new story, a new set of characters, and a host of new
places to explore. But what truly makes the game unique is
that these different characters and plot lines come together in
Chapter 5, and only then does the true depth of the gameplay
begin to reveal itself. Chapter 5 is more than twice as long as
the first four chapters combined!

While it may sound like we just let slip with a major spoiler, it
was done for your own good. It's important to know how the
game works —specifically, what carries over from chapter to
chapter—ahead of time so you can properly plan for the future.

What Carries Over to Chapter 57

YES
v
v
v
v

ITEM NO
Character stats, levels, and learned magic
Common items and equipment

Casino tokens

Mini medals

Gold cains

Some rare items

SN

The most important thing to keep in mind when nearing the
end of one of the first four chapters is that gold coins don’t
carry over to Chapter 5. Use whatever you have at that point

| to purchase weapons, items, or casino tokens. Casino tokens
' carry over to Chapter 5, and they carry over from Chapter 2 to
Chapter 3 as well (You cannot access the casino in Chapters

"1 and 4). J

AR




.|| ADVANCING THE STORY

* +
DQIV is a rather lengthy game that typically takes roughly 40 onentumng BASlCS

hours or more to complete. Follow these simple tips to keep
things straight and prevent any unnecessary backtracking:

The party spends a lot of time in the various villages, towns,
and castles scattered across the continents and it’s important
to know all the ways in which these vital respites can be used to
the party’s advantage. This section describes the things to do
and uncover when the party isn't in the field fighting monsters.

THE PEOPLE YOU MEET

Regardless of the size of the town or castle, each one has
people milling about and every person has something to say.
The first thing you should do upon arriving in a new place is

to talk with everyone to learn valuable information and tips on
where to go next. Many folks are outside in the open, but some

@ Use the church to save before — : are more difficult to find, so follow these tips:

<D leaving a town and visit an inn
A to recover. The world is far more

"1 dangerous outside of towns, so
St it's important to venture out cnly
after making a stop at an inn and
church. This not only leaves the
party members with full HP and
MP, but you can also reload your
game save instead of having the
monsters steal half of your gold if
the party falls in battle.

TR @ Explors towns and castles
1| thoroughly for information and
items. Talk to everyone and search
everywhere for containers that
may contain hidden items or other
pieces of information—Ilook on
bookshelves and down wells!
% Rotate the camera to peek behind
% buildings and return to the town or
castle at night to speak with those
still awake.

1d buildings or on the
he L or R Button to rotate

L and R Buttons

0 Explore the world map and
level up. The more you explore

the world map, the more it fills

in as you investigate the area
outside of towns. Follow the clues
obtained from the townspeople in
one location to seek out the next
town or dungeon and search for
% secret shrines and caves along the
e way. You'll undoubtedly encounter
JAE numerous monsters during your
journey—they are your key to leveling up and getting stronger! Don't rush
from one location to the next without taking time to gain experience and
level up, or else you'll never survive in the dungeons.

e entire building. Talk with

This is especially

S people in

t mood and, perhaps,

ght often reveals

@ Secarch high and low in the
dungeons for valuable items and
treasure chests filled with gold
coins. Dungeon exploration is a
particularly dangerous part of DQIV,
50 make sure your party is properly
equipped before heading inside
and ensure that the characters are
at their maximum HP. Also, make
sure they have gained a couple
levels since leaving the last town.
Dungeons are often filled with monsters that are much tougher than those
in the field, so tread slowly and don't be afraid to exit the dungeon and
return later.

al infar an
1al 1INTOIT }

INVESTIGATE OBJECTS FOR HIDDEN ITEMS

There are a number of objects in towns and castles (and most
dungeons) that contain valuable items and gold coins. Approach
the following objects and press the A Button to smash/investigate
them. Many of them are empty, but others contain everything
from a medicinal herb to valuable weapaons to piles of gold coins!

i

CLAY JAR BARRELS TREASURE CHEST DRESSER/DRAWER  SHINING SPOT /@
®
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' You won't find any items on

; the bookshelves, but you can

| often learn some valuable

| information and background

| story by examining the books.
| Approach the bookshelf

| and press the A Button to

| investigate. You can also

| inspect pieces of art and other

B

| décor to learn additional information. J

BUILDINGS AND BUSINESSES

Each town and castle is different, but nearly all of them have at
least one or two highly important businesses. Frequent visits to
shops, churches, and inns are vital to the party’s survival. These
places make it possible to upgrade equipment, stock up on
items, save your progress, and perform other necessary tasks.

Press the Y Button upon entering a town or castle to display a

| map of the town and a list of shop items on the upper screen.
The map includes icons for each of the area’s shops and

important buildings.

SHOPS

There are three types of
shops in the game: weapon
shops, armour shops, and
item shops. Not every town
or castle has all three—and
some have none—but there
is occasionally some overlap
in the goods they carry. All
shops will buy all types of

i * Chain mail

items and equipment with a
few special exceptions.

There’s no better way to fully
recover your party’s HP and
MP than by visiting an inn.
Head inside, pay the clerk
behind the counter a few gold
coins, and watch as your
entire party is instantly healed.
Not only is this a great way

to avoid burning through lots

— - - = —

of medicinal herbs and magic
waters, but it also accelerates time in the game. Each time you
use an inn, the party emerges in the morning of the next day.

| | the A Button to speak with
| | the church official to access the following options. Note that not

(CHURCHES]

Churches and altars are
arguably the most important
type of building in the game,
as they not only make

it possible to save your
progress, but also provide a
number of beneficial services.
Approach the altar and press

every church allows you to make confession (save), but most of
them do.

GOST LvL

VL  COST WL COST L cosT L cosT
1 10 21 450 41 1690 61 3730 81 6570
2 10 22 490 42 1770 62 | 3850 82 | 6730
3 10 23} 580 43 1850 63 | 3970 83 6890
4 20 24 580 44 1940 64 4100 84 7060
] 30 25 = 630 45 2030 65 | 4230 85 7230
5 40 26 680 46 2120 66 4360 86 7400
7 50 P e 4 2210 67 4490 87 7570
8 70 28 790 48 2310 68 4630 88 7750
9 90 29 850 43 2410 69 4770 89 | 7930
10 110 30 910 50 @ 2510 70 4910 90 8110
" 130 31 | 970 81} -2610 71 5050 91 8290
12 | 150 32 1030 52 2710 72 | 5190 92 8470
130 § 170 33 | 1080 63 | 2810 73 1 5330 93 = 8650
14 200 34 | 1160 54 2920 74 5480 94 | 8840
15 ¢ 230 35 | 1230 85 3030 75 5630 95 | 9030
16 260 36 | 1300 56 3140 76 5780 9% 9220
104290 3r_ | 1370 57 3250 77 | 5930 97 9410
18 | 330 36 | 1450 58 | 337C 78 6090 98 | 9610
19 1870 39 | 1530 59 | 3490 79 | 6250 99 | 9810
20 | 410 40 | 1610 60 3610 80 @ 6410
BANKS

Starting in Chapter 5, you can visit a bank in Endor and deposit
the party’s gold coins (in 1,000 increments) for safe-keeping.
Keeping your gold coins in the bank protects them from getting
stolen if your party gets wiped out in battle. Under normal
circumstances, the party loses half the gold coins they're
carrying if defeated. Store the gold coins you're not going to use
right away in the bank to keep them safe from those thieving
monsters!
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BARS

Most of the larger towns

have a bar for the citizens to
relax in at night. These bars
are typically open during

the day, but there are only a
few people in them—most
employees are busy preparing
the bar for the evening crowd.
Return at night and talk to

each person in the bar, as one or two people usually have
something interesting to say.

The casino in the basement of
the bar in Endor is available
during Chapters 2, 3, and 5.
The casino contains three
types of games and allows
the party to exchange their
gold coins for casino tokens
in hopes of winning some
valuable prizes. See the
separate “Casino” chapter in this book for full details about
each of the games.

A big part of any RPG—and Dragon Quest IV is certainly no
exception—is successfully managing the multitude of items and
equipment. Each party member can carry up to 12 individual
items, which means the surplus must be carried by another
character or placed in the bag. The bag has unlimited carrying
capacity.

¢

Hight light

Manage your inventory by first selecting the Items screen, then
by selecting a character who is carrying the item you want to
use or equip. Next, choose from one of the following options:

One of the best ways to

earn money is to sell unused
equipment. Although many
players like to hold onto all
of their equipment in order to
have a full collection, there is
really no reason to do so in
Dragon Quest IV. There are

a few items that can only be
obtained once and if you try
to sell those items, the shopkeeper mentions their rarity. It's
perfectly understandable not to sell those items. However, the
majority of the items can be acquired from other shops or other
means, so consider selling them anyway.

Use the Attributes option

on the menu screen to view
information about each party
member. Scroll between
characters to view their
currently equipped weaponry
and armour, their stats, their
total experience, and the
party’s gold coins. Press the A
or X Button to view the list of
available magic for each character, too.

Orifiels + Equipment

Orifiele

£ iombd i 8 i
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-~ ATTRIBUTES LEVELING UP
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R : f : line Characters become stronger throughout the game by defeating

| enemies and gaining experience. The entire party, regardless of
who is actively involved and who is in the wagon (Chapter 5 only),
gains experience from each battle. This experience accumulates
throughout the game and serves to “level up” the characters
as they reach certain individual experience milestones. Not all
characters level up at the same rate. Those characters who use
magic level up at a much slower rate than, for example, Ragnar
and Alena, who tend to level up much faster.

Each time a character levels up, he or she receives an increase
in HP and MP (if applicable) as well as an increase in other

attributes. The amount of increase slightly varies each time ¥ A
you play. For example, it’s common for the hero to receive an _s”}g&
HP increase of 8~10 and his MP and strength ratings by 3~4. \,g
Stats that increase by two or less will always increase the same |
amount. However, those who consume a lot of seeds run the risk
of increasing their stats much higher than they should be at a &
particular level and their level increase may be reduced to zero.

STATUS EFFECTS

Many of the monsters in the
game can inflict the party with
status effects that render them
unable to fight. Many of these
status effects wear off over time,
but others are downright deadly.
Check the character profile

on the top screen to see ifa
character has been affected.

NAME DESCRIPTION TURN LIMIT HOW TO GURE

Poisons the body and inflicts damage with Antidotal herb,
Poison movement through dungeons and in field. N/A church purification,

HP will not decrease below 1. Squelch.

Character takes irresponsible actions and i e, Bt
Confusion  sometimes attacks other party members 6-9 i '

or self.

Character falls asleep and takes no action. Dibkdnndinatne
Sleep Taking a direct attack from a monster will o5 :

awaken them. battle end

The character's body is bound and rendered
Paralysis  motionless. The character cannot make any 5-8
actions during their turn.
Illusions surround the character, causing
Dazzled  attacks to miss two-thirds of the time. 5-8  Batileend
Character can be given other commands.
The character cannot cast any magic
Fuddle spells. Trying to do so will still consume 7-10  Battleend
MP, but nothing will occur.

Moonwaort bulb,
Tingle, battle end

Not all status effects are bad! There are several others that can
be inflicted on the party (or on enemies) through the use of
magic spells and by using certain pieces of equipment as a tool
in battle. Experiment with different combinations of spells and
try to “stack” these effects by casting them two or more times
to extend the length of time they are active and/or to double
their effect.




Access the Miscellaneous
menu in Chapter 5 to assign
specific battle tactics to

each party member. Doing

so allows you to assign each
character with a general
battle strategy instead of
giving commands for each
turn. Then when it’s their turn,

- C attacks!

they act independently within

line of the assigned tactic. There's no guarantee the character
always follows the correct tactic, but the various battle tactics
provide a fair amount of control without having to manually give
orders every turn. This is a fantastic way to speed up the battles
and focus on the hero.

& Show N

o Mercy: Forces the

T

Back: Insir
1g the herc

't Use Magic: Orders the c

1CK Oy

The party has access to three main modes of transportation
(other than walking): wagon, ship, and balloon. Continue reading
to learn about each of these three transport mechanisms. Note
that these don’t become available until Chapter 5.

Althoug

wait outsic

Don’t worry about losing the ship or balloon if you use the
Zoom spell (or a chimaera wing) to zip around the world.

Both the balloon and the ship remain planted outside the town
or castle that you Zoom to. ‘

!
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Many of the characters who join your party have access to an
ever-growing number of magical spells and abilities. Spells
and abilities are learned as the characters level up and reach
particular wisdom ratings. See the tables in the “Characters”
chapter for a list of the spells each character learns.

_ FIRE MAGIC

MAGIC

Singes a single enemy with a small

L Friz Fireball 2 iy
fireball.
; ‘ Burns a single enemy with a large
Frizzle Fireball 4 80 fireball
: S Incinerates a single enemy with an
. Kafrizzle Fireball 10 180 St ans ek
. Singes a group of enemies with a
‘ Sizz Blaze 4 20 blazing firs
Sizzle Rlaze 5 25 Bums a.0group o_f enemies with a
blazing wall of fire.
A Scarches a group of enemies with the
agulc Hlee u L blazing flames of the unlderwond.
Bang Explosion 5 20 Damages all enemies with a small
explosion.

B Explosion 8 50 Engulf§ all enemigs in a large
explosion.

Wehnat Explosion 15 140 Blasts all enemies with an incredibly

violent explosion.

ke A
T
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- Crack Ioe 13

Pierces a single enemy with razor-

sharp icicles.

Rips into a group of enemies with
Crackle Ice 5 40 sharp icices,

Lacerates all enemies with a razor-
Ak foe g i sharp icicle showgr,
e | 11 100 Skewers all enemies with a hail of

sharp icicles.

3 &
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Woosh Wind

Swoosh Wind 4
Kaswoosh ~ Wind 8
Thin Air Wind 0

N

40

90

Slices through a group of enemies
with a small whirlwind.

Slices through a group of enemies
with a powerful whirlwind.

Slices through a group of enemies with
a ferociously destructive whirlwind.
Generates a powerful vacuum-vortex
that slices all enemies to ribbons.

Zap Lightning 4
Kazap Lightning 18
Kazapple Lightning = 15each
Lighiwing Thunder 25
Storm
Gigasword  Thunder 15

N

T

80

20

350

210-290

350

‘Description

(Calls down lightning on a single
Enemy.

Calls down powerful thunderbolts on
all enemigs.

Draws on the party's combined power
(15 MP each) to zap a single enemy.

Sirikes down all enemies with mighty
thunderbalts.

Imbues a sword with holy lightning to

slice a single enemy.

Paof Banish

Whack  Death 4
Thwack  Death 7
Kathwack Death 15

S

TR

e T

Makes a group of enemies vanish in
a flash of light.

A cursed incantation that sends an

enemy to the hereafter.

An incantation that sends a group of

enemies to the hereafter.

An incantation that sends all enemies

to the hereafter.

)
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Sleep 3 ) Puls a group of enemies lo

- Snooze
sleep.
Kasnooze | Sleep 3 __ Puts a single enemy tp
sleep. .. most of the time.
' Finle Seal Magic 3 i Pfﬁveﬂt:_s agroup of enemies
from using magic.
Dazzle Mesmerize 4 — EVGlopes e, of BeTmies
in illusions.
Fuddle Nesmiaiiie 5 = Sends a smg\e_enemy intoa
state of confusion.
Sap L i [ER 3 i Reduces the defence of a
single enemy.
Kasaip LB 4 : Heduces_ the defence of a group
of enemies.
Braifs Magic: {Drain 0 i Steals MP from a single
enemy.

Heal
Midheal
Fullheal
Midheal
Omniheal
Zing
Kazing

Kerplunk

‘\

Type ption

Healing 2 Restores at least 30 HP to & single ally.
Healing 4 Restores at least 75 HP to a single ally.
Healing 6 Restores all HP to a single ally.

Healing 10 Restores at least 100 HP to all party members.
Healing 20 Restores all HP 1o all party members.
Resurrection 8 Resurrects a fallen ally with 50% success raie.
Resurrection 15 Resurrects a fallen ally.

Res ARt Al Sacrifice your own life to resurrect all other

party members.

-~

Bounce

Reflect
Buif Bolstering
- Kabuff Bolstering
Oomph Strengthening
Kaclang  Steel skin
Snub Barrier
| Cock-a-
doodle-doo iy
| g Random
Pocus
Tingle Remedy
§ Squelch  Remedy
Insulatle  Barrier

Acceleratle  Speed

™~ [ g o E=i ot o

Gal G R3] N

Forms a protective barrier that reflects
enemy's and party’s spells alike. ;
Raises the defence of a single party member.
Raises the defence of all party members.
Increases the attack power of a single party
member.

Turns the party to steel. _
Envelops an ally in a magic-neutralizing mist. |
Cures all party members of the effects of i
sleep.

Take a chance with Lady Luck! Only she

knows what will happen—=20+ possible
variations.

Cures all party members of the effects of
paralysis.

Cures a single ally of the effects of poison,
Protects all party members from fire- and
ice-hased attacks.

Raises the agility of all party members.

- Zoom Movement
Evac Movement

Safe Passage Movement

Holy

Protection Movement
Peep Investigation
Snoop Investigation
Tick-tock ~ Time

Eye for ;

Distance ST
e Guidance
Treasure

Padfoot Stealth
Whistle Attraction

S

4

4

¥

Return instanily to various praviously-visited -
locations. ;
Exit instantly from dungeons, caves, and
towers. :
Allows party members to pass unscathed over -
harmful ground. :
Generates a holy aura that keeps weaker
maonsters away.

Reveals the nature of the treasure in a chest.
Locates hidden curiosities through the power =
of magic.

Summons night during day, and day during
night.

Locates nearby seftlements.

Reports the number of nearby treasures.

Lowers the risk of being detected by monsters
for a while.
Summons monsters with a whistle.

-~







The story of Dragon Quest IV: Chapters of the Chosen begins with a young hero taking his
lumps in a dark, dank underground storage room. His trainer is charged with helping him
to become a mighty warrior, but one can only train so much in any given day; it’s time for
the hero to get some rest.

Take a moment to smash the various pots and barrels
lying around the area to gain several consumable items
and some gold coins. Head up the steps to find more
breakable items and smash them, too! The hero won’t
have to recover from any poisonings or enemy attacks
anytime soon, but searching for items is a good habit to
start early.

A strange voice calls

out to the hero from

the creek and just as he crosses the bridge, a talking
frog leaps out of the water. Follow the frog back to the
storage room to meet Eliza. Eliza is a friend of the hero’s
and she has recently learned how to cast a magic spell
known as Morph. She then shows off her new ability by
turning from a girl into a frog and even into a rabbit!

Take a stroll around the tiny hamlet where the young hero lives and meet the other villagers
before entering the large house to the west. This is the hero’s house and his mother and
father are about to have dinner. Take a seat at the table to have dinner with them.

All is safe and well in
this quaint village, but
trouble is not far off.
Somewhere faraway,
unbeknownst to the
hero, an evil force
begins to stir...

ARG




Ragnar (DcRyan
and the Case
of the (T)tssmg

- Childven

This is a tale of p'alace guards in a small kingdom called
Burland. Among their number is a brave soldier by the
name of Ragnar McRyan. One morning, King Burnard
summons all of tHe guards to the main hall of the castle.

A T A I B T e o o T e O Bl 2 B Ao,
- - s . . e g

ﬁ Learn about the mwssmq rhlldren from ng Burnard at the Gasﬂe

Talk to the remdents Gf Eiurland town for clues qnd stook up on
ltoms s - e
a Navigate the Strathbaile Burrow to the northwest of Burland and
exit on the north side of the river. =
&8 Search Strathbaile for clues and talk to the man in the. undergroun

e o S S s G e el

Hetum to Burland town el Algneas about the man named

& Descend |nt0 the hldden well to the southeast of Strathbane and
locate the talaria and Healie ; :

g Enter Loch Tur and rescue the ohndren fmm Psaros Pawn and |ts
‘winky servant.

the nescued chlldren back to the|r moms in Strathbaaie

The region where Ragnar McRyan’s quest takes place Return to Burland Castle and speak with Klng Burnard fo cla;m a

isn’t terribly large. The town of Burland, where the castle
is located, is nestled in the mountains southeast of a large
lake. A river separates the capital from a small village to
the north named Strathbaile. Those wishing to cross the
_ river must navigate an underground cavern to the west.
West of the village, rising up from the middle of a lake, is
a mysterious tower.

EXP |GOLD AP SECTORS dﬁn -m e SECTORS. o5
. . 0065
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LOOKING FOR CLUES

King Burnard was very clear about the danger facing the
children of Strathbaile and Burland; Ragnar mustn’t waste too
much time before heading out to rescue those who've gone
missing. Take a moment to talk to each person wandering
about the main floor of the castle, particularly the couple from
Strathbaile and the old man near the bookshelves. Ragnar can
also climb the main steps to the throne room to speak with King
Burnard again, although this . _
isn’t necessary.

Collect the medicinal herb
from the drawer in the
southeast corner and read

“A History of Bonnie Burland”
from the left-hand bookshelf
near the old man.

| western side of the castle’s

| bring into view a half-dozen

| there will be plenty of time

| Castle during Chapter 5, and by then you’ll have the thief’s
| key needed to unlock the door leading into the room with the
| chests.

ONTAINER MEDICINAL HERB A DRESSER 0 AST CORNER
@ Wi ieidal Use the thief’s key and Safe Passage spell during a later
o chapter. S —
@ Seed of life Use the thief’s key and Safe Passage spell during a later
chapter.
Dbt Use the thief's key and Safe Passage spell during a later
chapter.
750 gold coins Use the thief's key and Safe Passage spell during a later _
chapter. o
Seed of strength Use the thief’s key and Safe Passage spell during a later
‘ chapter. |
; Seed of agilty Use the thief's key and Safe Passage spell during a later | |
; chapter. {

Rotating the camera near the
main floor will no doubt
treasure chests in a room
that is currently inaccessible.

Don'’t worry about them now;

later! You can revisit Burland




d Town _

[tem List

GONTAINER ITEM - NOTE : 5
5 gold coins Inside the house in front of the well.
3 gold coins Next to the item shop.

Medicinal herb | Qutside the inn.

Inside Aigneas's house, near the door

Seed of strength Holate camiaia)

EiC A

Leather shield | On the second floor of the armour shop.

| GOST |
- Oaken club
Copper sword
Divine dagger
Chain sickle

 Leather armour
Chain mail
Leather shield
Scale shield
Leather hat
Hardwood headwear

TEM COST |EFFECT

Medicinal herb 8 Restores a little of one party member’s HP. 1 I ,
Antidotal herb 10 Cures a party member of poison. &
Holy water 20 Wards off weaker enemies for a short term.
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A MISSING HUSBAND, T0O!

Ragnar can gather a lot of information by talking to the residents
of Burland town, in particular how to get to Strathbaile. But
what’s especially important
to learn here is that a woman
by the name of Aigneas

has seemingly lost her
husband, Angus. He went off
adventuring and hasn’t been
seen since. Aigneas is the
lady pacing back and forth by
the house near the church.

As a Royal Guard, it should come as no surprise that Ragnar’s
initial set of equipment is decent. The one thing he’s missing,
though, is a shield. To acquire
a shield, enter the house
where the armour shop is
located and take the leather
shield from the dresser on
the second floor. Now use the
King's gold to buy one or two
medicinal herbs and a leather
hat before leaving town.

Approaching the edge of town transitions Ragnar from inside
the town to what is called the field.” Although towns are
off-limits to monsters under most circumstances, Ragnar
nevertheless encounters various monsters in the field. Although
this may sound troubling, the encounters with monsters in the
field are not only the key to Ragnar gaining experience and
leveling up, but they also provide an excellent source of gold
coins. Some monsters even drop useful items and weapons!

One thing for sure is that the field is not a safe place. Top off
Ragnar’s HP at an inn before leaving town and always save
your game at the church. Lastly, if all is going well, use the
Quick Save feature on occasion just in case things go awry.

4
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Medicinal herb | In the southeast corner of the cave.

40 gold coins In the northwest corner of the cave.

FIRST ENCOUNTERS

UNDER THE RIVER

eotrathbaile Burrow

7

Ragnar can use this underground burrow to bypass the river and access the town of Strathbaile
to the north. There are a couple of chests to find in the cavern. Ragnar also encounters a fellow
guard, but he’s of no real consequence.

This cave is home to many of the monsters seen in the field, but also one known as a healslime.
Healslimes attack with their tentacles and can also cast Heal to replenish lost HP. They can even
heal other monsters, so defeat them quickly!

=




| ltem List
| CONTAINER ITEM

NOTE -
Next to the item shop.

3 gold coins
5 gold coins Behind the weapons shop.
25 gold coins At the bottom of the well.

Medicinal herb

In the underground jail.

Mini medal

Use the ultimate key to unlock the jail

cell during a later chapter.

Plain clothes In the first floor of the inn.

Medicinal herb In the school building.

©BE © 0Ee

Medicinal herb Behind the church.

Copper sword
Divine dagger
Hunter's bow
Chain sickle
Iron lance

Chain mail

Bronze armour

Iron armour

Scale shield

Iron shield
Hardwood headwear

8 Restores 2 little of one party member's HP.
10 Cures a party member of poison.
20 Wards off weaker enemigs for a short term.

Medicinal herb
Antidotal herb
Holy water
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A THIEF IN JAIL

Nearly everyone in Strathbaile is abuzz about the man who was
recently thrown in jail for stealing bread. They say he was so
scared, he started imitating a child. Take a moment to rest up at
the inn and search for items and gold around the village before
saving your game at the church.

Descend the stairs behind

the church and talk to the
prisoner to find out who he is.
[t turns out that the man in the
jail is none other than Angus,
the missing husband from
Burland town!

Depending on whether you enter Strathbaile during the day
or at night, there may not be many people around to speak
with or purchase items from. Although the man in the jail cell
is a bit more forthright with his name at night, you can exit
the town and battle monsters until daybreak and then return
to town to go shopping. Another option to speed through the
night is to stay at the inn.

Those who choose to leave the village and fight through the
night will likely encounter dreadful bubble slimes, monsters
capable of poisoning their prey. Be sure to take along an
antidotal herb or two!

- > @

Return to Burland and tell
Aigneas that her husband is in
the Strathbaile jail. She’ll join
Ragnar’s party (although she
will not participate in combat)
and ask that he escort her to
Strathbaile. Guide her back to
the Strathbaile jail to reunite
the couple. Angus thanks
Ragnar and tells him about a
secret playground in the forest
to the southeast. He thinks
there may be a clue there!
Head to the forest at once
and walk in a southeasterly
direction from the signpost to
locate the hidden playground.

<The Auld Well

ltem List : T
CONTAINER TEM
. Seed of agility  |Located in B1F-1.
@ Medicinal herb  |Located in B1F-1.
15 gold coins Located in B1F-1.
Seed of life Located in B1F-1.
Medicinal herb | At the dead-end in B1F-3. : @

Talaria In the northwest corner of B2F-3.

580 gold coins  |In the center of B2F-4.
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IN SEARCH OF LOST SHOES

The mysterious clearing in the forest will only open to Ragnar
once he learns of its location from Angus. This area contains
an old well in the center and

a small, square-shaped ruin

in the northwest corner. It

also features a toxic purple
liquid that drains HP! Descend
the stairs in the crumbling
foundation to the northwest
and gather the items there,
then return to the surface and
descend into the well.

A voice will call out to Ragnar
as he nears the well and it will
guide Ragnar in the proper
direction. Head south through
area B1F-2 and descend

the next set of stairs to B2F-
3. Once there, head to the
northwest corner to find the
talaria, a magical pair of
shoes that allows its wearer
to leap to great heights.

After you obtain the talaria, you’ll hear someone call out. Head
east from the bottom of B2F-3 and enter B2F-4. Here you
o willmeet Healie, a friendly

| healslime who dreams of
becoming a human. Agree
to let him join your party and
lead the way back out of
the well (don’t forget to grab
the 580 gold coins from the
nearby chest).

Healie

A secondary character who fights alongside
Ragnar, but is not contralied by the player.

AGI 56 | LCK 30
RES 28 ATK 9
12 ' 28

Ragnar {or himself), thus minimizing the need to carry extra medicinal
herbs, But don't get too reliant on him, as he occasionally gets caught
up in the heat of the battle and will either attack or defend when he
should be casting Heal. Healie will not level up, nor can he be given
equipment. You can use consumable items on Healie during battle,

if needed.

Ragnar’s next stop is the mysterious Loch Tur to the west,
but be sure to stop at Strathbaile and spend some of that

| gold found in the well. Purchase and equip the chain mail and
| hardwood headwear, as well as the chain sickle. Also, make

| sure Ragnar has at least three or four medicinal herbs. It's ,
| okay to keep some in the bag, but only those being carried by |
- Ragnar will be accessible during battles.




ltern List
CONTAINER ITEM

C.“'maera Along the western edge of 3F.
wing

Gebdar In the northeast corner of 3F.
strength

640 gold coins|In the small central room on 2F-2.
Scale shield  |In the larger central room on 2F-2.
Cautery sword | In the northwest corner of 1F.
SEBd N In the northeast corner of 1F.
resilience
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! ENTER THE TOWER

|| King Burnard’s kingdom isn’t very large and there is only
* one other place Ragnar can go in search of the children—
'\0 | the mysterious tower near the lake. Although the tower is
; surrounded by a moat, Ragnar can use the talaria to leap high
into the sky, clear the lake, and land on the tower’s fourth floor!

Once inside Loch Tur,
descend to the first floor
while pausing to collect the

" HONDYHLITHM

'j contents of each chest and
3 to battle the many monsters here. Keep Healie safe and use
B any found items to increase Ragnar’s stats —they won’t do any
: 3& good in the bag! Find and equip the scale shield and cautery

sword and top off both party members’ HP before descending
one more flight of stairs to the throne room on level B1F-2.

e
i

the second floor speaks
‘ nd his plans to kidnap the
children of the land in order to find the one true hero who
can defeat him he (
identity of the hero is unknown, so all of the young must be
protected for the sake of mankind!

room without first using the
staircase in the center of the
first floor to descend to a
room with a magical font. Step
into the shimmering green
aura to top off the party’s HP
and MP.

b




S| RETURN THE KIDDIES

] The missing children will come running to Ragnar after the fight.
Guide them to the second floor (2F-1) of the tower and drop

off the southern ledge to exit the tower. Once outside, lead the

children back to Strathbaile, then return to Burland Castle to

let King Burnard know the case has been solved. King Burnard

will reward Ragnar with enough EXP to level him up to Level 15!

And best of all, he’ll permit Ragnar to continue investigating the

mysterious Lord of the Underworld!

T

& Equipmen
ARMOR {SHIELD
Scale

shield

HELM
{Hardwood B
lheadwear |

'AGCESSORY 1

epare forgthe Euture!

This isn’t the last you've heard of Ragnar. Each of the major
characters you control during the first four chapters of the
game will return to the story during the fifth chapter. They

will return with the same items, equipment, and stats as they
have upon completion of their individual chapters. Although
Ragnar will not retain any of the gold he is currently carrying
when he rejoins the story in Chapter 5, you can spend that
money now on weapons and armor that can be sold or given
to other characters later. As long as the items are being carried
by Ragnar or placed in the bag, they will be available when he

rejoins in Chapter 5.

- 4




Al Q Atlb tbe
| 1o the Cout’ney

Once upon a time, in a land 'f’ar away, there was a tOmboy'princess named Alena. Her
rough-and-tumble ways constantly worried her father, Tsar Stepan One mornmg, he
summoned her to his throne room..

1 The Desert Bazaal

Alena is the Tsarevna of

a land ruled by her father,
Tsar Stepan. The area is
home to many dangerous
monsters and a host of
different environments.
Mountains rim the area
near the castle, but dry
deserts separate many

of the towns from one
another. The large desert
south of the mountains is
home to a traveling desert
bazaar. Those fortunate
enough to receive
permission to utilize the
teleportal south of Vrenor
can explore the area
across the river and visit
the kingdom of Endor.

Sneak out of Zamoksva Castle without the Tsar
findi
Borya and Knyl W1H fol!ow after Alena and Jom her
on her adventure, e

@9 Talk to the people of Zalenagrad and learn about
the village east of the mount:

=a Agree to take Anastasia

sacrifice and defeat Mahte KU

isf
_equipment and hea rning

% Tsar Stepan loses his volce Alena must speak to
Old & about the co

Speak with the woman at the |tem qh o at the
=
desert bazaar about the birdsong nectar

Retrieve the birdsong nectar from the &lfs at
Birdsong Tower and deliver itto the Tsar.
Use the teleportal east of the desert bazaar to
reach the town of Endor.
Equip Alena with the best equu}men ava:lable in
uptolevel 13 or higher.
ﬁ Enter an tournament in Endor Oastie to
save the princess from an arranged e
Return to Zamoksva Castle and exit through the
hole in Alena’s bedroom to complete the chapter.
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Medicinal herb  |{In the kitchen downstairs.

Holy water In the bedroom behind the priest’s altar.

Flute of revelation | Use the magic key during a later chapter.

Seed of strength | Use the magic key during a later chapter.

Magma staff Use the magic key during a later chapter.

Medicinal herb  |In Alena’s bedroom upstairs.

Feathered cap  |In Alena’s bedroom upstairs.

On the opposite side of the castle roof from Alena’s

50 gold coins i

30 gold coins Use the thief’s key to enter the Tsar's bedroom.
Chimaera wing  |Use the thief’s key to enter the room behind castle.
Seed of magic  |Use the thief’s key to enter the room behind castle.

BREAKING OUT

The Tsar is adamant about not allowing his only heir, the
Tsarevna Alena, to go exploring in the wild where she may
become hurt. But Alena’s mind is made up and she’s not about
to take no for an answer.
Head up the stairs to the
sleeping quarters and talk
with the repairman in Alena’s
bedroom—he's repairing

a hole Alena kicked in the
wall. Take the feathered cap
from the dresser and return
downstairs to explore the
castle and talk with everyone.

Collect the other items, then roam around the throne room and
lower level of the castle. Don't forget to speak with Borya and
Kiryl in the throne room. After doing so, head back upstairs to
Alena’s quarters.

The repairman did a poor job fixing the hole in the wall. Alena
can kick through the boards he nailed up and climb out of the
hole onto the roof. Loop around the roof to the far side to find
50 gold coins, then return back toward Alena’s bedroom and
drop off the wall to the courtyard. She won't go far before her
trusted tutor, Borya, and her friend Kiryl leap off the roof after
her. They're not about to allow Alena to explore without them,
so the three set off together. Their first stop should be the
nearby village of Zalenagrad.

Borya

A major character in the game who falls under

:

16 ek 2 |

10 ATK 5
g 6

HP
MP

Borya is Alena’s private tutor and behaves much like a
grandfather to the young girl. He is old and rather fragile,
but his mastery of the arcane will serve Alena well. Keep
him protected with the best armor and he should serve

the party well in battle. Just remember to carry plenty of
medicinal herbs so he doesn’t rely too heavily on others for
HP replenishment.

A major character in the game who falls under
the full control of the player.

young and has taken guite a liking to Alena. Although his
religious teachings lead him to avoid violence, he is not
averse to using his abilities in combat against monsters. This
is especially true if these monsters pose a threat to Alenal

AN

HINDYHLNTIM




| [tem List
AINER. ITEM .. NOTE
Seed of agility

In the weapons shop.

In the house east of the river.
Use magic key.
In the house east of the river.
Use magic key.

Plain clothes

Antidotal herb

Qaken club
. Copper sword

| Armour Shop

Plain clothes
Wayfarer's clothes
~ Leather armour 180 +12
Leather shield 90 +4
S Leather hat 85 +2
P RS Sa Medicinal herb 8 HPCure

ALENA STARTS HER ADVENTURE

The small town of Zalenagrad has all the comforts of larger
towns, along with several friendly people willing to provide some
advice. Visit the church to save your progress and talk with the
nun to learn about a small hamlet east of the mountains. Head
upstairs to the balcony to speak with Josef Starling, the famed
poet, and explore the town while speaking with other residents.

FAdvicelfrom!Fellow;Travelers}

I Some of the best advice you can get often comes from other
| travelers staying at each town’s inn. Always visit an inn, if for
no other reason than to speak with the other guests. You'll be
‘k‘surp'rised how much you can learn from them!

Take some time to fight monsters in the area surrounding
Zalenagrad until the party is leveled up before setting out for the
next village. Use the inn to recoup lost HP and MP and save up
to buy Kiryl and Borya leather shields and/or leather hats.




elaborov

ltem List

ITEM NOTE = :
Antidotal herb Inside the village chief's house.

CONTAINER.

Seed of agility Inside the house near the well.
Seed of life

Leather hat Inside the village chief's house.

Inside the small cemetery.

Mini medal At the bottom of the well.

OO

Medicinal herb =
- Antidotal herb 10 Cure Poison - - - - - - - - -

Chimaera wing 25 Revisit - - - - - - -
Divine dagger 200 ATK +14 X X X X X X X X
| Hunter’s bow 350 ATK +18 X X X X X X X X X
i Leather armour 180 DEF +12 X X X X X
TO STOP A SACRIFICE {Mini N
The people of Taborov consider themselves cursed. There’s a Descend the rope inside the
dreaded monster that comes to the village every few years to well to find the game’s first.
feast on the chief's daughter. If the chief doesn’t sacrifice his mini medal. Mini medals
daughter, the monster threatens to destroy the entire village. | are special collectible items
Surely, there’s a way for the people to escape this monster’s | that are tracked in the wagon
tyranny. | menu. The value of these

| special items will reveal itself
in due time.




Enter the large house on the east side of the main path and
speak with the chief about the fate befallen his daughter,
Anastasia. The chief wishes there was someone who could
rise to the occasion and battle the monster—that someone is
Alena! Agree to confront the monster in hopes of saving the life
of the chief’s daughter. Head to the church and agree to take
Anastasia’s place as the sacrifice.

You can’t save your progress at the church until after Alena
defeats the monster and rescues Anastasia. Therefore, it's
important to spend a night at the inn to make sure the party
is fully recovered before heading off into battle.

o

4 Oaken club Silk robe - Feathered cap

e I Cypress

4 i Plain clothes | Leather hat
i stick | | shiel |

|Oaken club I Wayfarer's clothes| Leather hat
|

ANASTASIA IS SAVED
The villagers are quite pleased with Alena, not to mention how impressed they are with her skills in combat. Take a few moments
to purchase additional equipment from the item shop, then talk to the village elder in the small house near the pond. He’'ll mention

a tournament in the distant city of Endor that he thinks Alena should enter. Endor is quite far away and getting there requires travel
through very hostile territory, so leave town through the north exit of the church and head northeast to the village of Vrenor.




\Vrenor

NOTE : :
10 gold coins Inside the house near the cemetery.
Antidotal herb

Inside the house near the creek.

Plain clothes Upstairs in the inn.

In the priest's garden; can only get at night
and after saving the “fake” princess.

Seed of life

Shop
| COST | ATK

~ Qaken club
- Copper sword

Medicinal herb HP Cure
Antidotal herb 10 Cure Poison
Chimaera wing 25 Revisit

Chain mail 350 DEF +18 X X X X - X X
Hardwood headwear 120 DEF +6 X X X - - X X
Bronze armour 700 DEF +25 X X X - - X X

ALENA'S IMPERSONATOR

There’s a buzz around the town of Vrenor because of the Tsarevna’s visit, but nobody’s talking
about Alena—there’s an imposter here pretending to be her! This “fake” princess is staying at
the inn and has caused quite a commotion. Visit the inn to speak with her. When this occurs, the
imposter princess is kidnapped by mysterious thugs. They drag her out the backdoor of the inn
and lead her out of town.

Alena can give chase, but there’s no telling where they’re taking

her. Instead, spend the night at the inn to recover and talk with

the town’s residents. In particular, speak with the man who lives next to the cemetery to learn
about a valuable armlet that used to be kept in the town. It’s since been maved to the Vault of
Vrenor, a cave to the south of town.

The little boy southeast of the fountain has seen a letter from the kidnappers stating their
demands: “If you are wanting back Tsarevna, bring Vrenor treasure, armlet of transmutation, to
cemetary during night.” It's time to head to the Vault of Vrenor to retrieve the precious item.




ftem List
CONTAINER ITEM

Seed of agility On the center platform in B1F.

Chimaera wing In the southeast corner of BIF.

360 gold coins In the northern section of B1F.

Magic water In the center of B2F.

Armlet of transmutation  |In the southwest corner of B2F.

SMALL CAVE. BIG DANGER

The villagers of Vrenor chose to store the armlet of
transmutation deep inside this cave for good reason—the
monsters that lurk in this area are numerous and deadly! Have
Kiryl cast Buff on himself and Borya at the start of tougher

battles to minimize the threat.

Pay close attention to each party member’s HP and don’t
hesitate to flee the cave if the going gets tough. Collect the

Lightning staff Use the ultimate key during a later chapter.

items from the three chests
on B1F, then circle around the
upper ledge to the steps leading to B2F.

Once on B2F, head east and then cut across the cave to the west to find some holy water.
Continue south and loop around the boulders to the southwest corner of the cave to find the
armlet of transmutation. Don't hesitate to give Kiryl or Borya the holy water if either one runs out
of MP, or it will be very difficult to exit the cave with the party intact.




| The chimaera wing is a very useful item, but it can’t be used
| inside buildings or caves. _IS maglcal item allows the user

 to fly back to a previousi d location. When this itemis
| used inside a cave, it cal  character to bang against
| the ceiling. Either use Borya's Evac spell to magically teleport

 outside, or retrace your steps back through the cave to the exit. |

RANSOM PAID

Wait for nightfall and then return to Vrenor to make the exchange.
There’s no telling what harm may come from handing the armlet
of transmutation to the kidnappers, but at least the girl pretending
to be the princess will be safe. And not only will she be safe, but
she’ll relinquish the thief’s key.
Revel in this success by talking
with the other villagers and by
taking a moment to outfit the
party with the best weapons
and equipment available.

From here, it's time to head
southwest toward the desert
bazaar.

| If you've tried to investigate
the shining spot in the priest’s
garden before saving the
princess, you've no doubt
seen him block Alena’s path.
Return to the garden once the
kidnapped princess has been
saved to acquire the seed of
life. The priest will stay put
\t;)ehmd the altar from this point on, but only at night!

ltem List
CONTAINER ITEM
Horse manure In the corral where the woman is selling pots.

Seed of strength  |In the corral where the woman is selling pots.

Medicinal herb In the corral where the woman is selling pots.

Seed of agility Inside the large tent near the item shop.




- Hunter's bow
-~ Chain sickle 550  +20
. Poison moth knife 780 | 424 | - - - - X = X
~ Iron lance

Holy lanc

e
. Leather armour

X
| Chain mail 350 +18 X
Bronze armour 700 +25 X
X
X
X

Leather shield a0 +4
Scale shield
Hardwood hedwear

i
=X x|

~ Medicinal herb

Antidotal herb 10 Can cure a party member of poison.

Holy water 20  Wards off weaker enemies for a short term.

Chimaera wing 25  Can be used to return to any previously-visited location.
Moonwort bulb 30 This lunar root cures a party member of paralysis.

THE TSAR IS IN TROUBLE

Restores a little of one party member’s HP

Alena isn't at the bazaar very long before she's spotted by one
of the Tsar’s guards. He has traveled in search of Alena to bring
word that her father has fallen ill. She must return to Zamoksva
at once. Take a moment to purchase a leather armour for
Borya and several chimaera wings for the bag, then exit the
bazaar and use a chimaera wing to fly back home to Zamoksva
Castle.

A VOICE GONE MISSING

Alena arrives home to find that her father has lost his voice.
Talking with the advisors in the throne room reveals that Old
Starek may have some clues. Return to Alena’s room and leap
out the hole in the wall again. Drop off the side of the roof and
open the blue door with the thief’s key to talk with the old man. He
recalls Josef Starling, the poet,
also having lost his voice once
and suggests speaking to him.
Go to Zalenagrad and talk to the poet atop the roof of the large building to learn about the birdsong
nectar he purchased from the item shop at the desert bazaar.

-

Alena is thrilled to learn of the remedy and must return to the desert bazaar at once. Once there,
’ go behind the counter at the item shop to talk to the lady about the birdsong nectar. She’ll point
| S | Alena in the direction of the tower to the west—the elves who live there create the nectar.




| Item List
CONTAINER [TEM
! |Seed of strength

In the northwest section of 3F.

1200 gold coins

In the northwest section of 3F.

Chimaera wing

In the northeast section of 3F.

Birdsong nectar

Atop the tower, on 5F.




~ CLIMBING THE TOWER
Birdsong Tower contains many enemies that are much more

the flying doctors, will seldom allow the party to flee a battle.
Each successive floor in the tower gets tougher than the last,

basement to heal up if needed.

T T T S T e s e T e

powerful than any of those previously faced and some, such as

so proceed with caution and make sure to stop at the inn in the

Consider taking the 1200 gold coins from the chest on 3F

‘ and using Borya’s Evac spell to flee the tower. Once outside,
return to the desert bazaar and use your newfound riches

; to purchase better weapons and armor. This will make the
exploration of 4F much easier.

the stairs to the upper floor. Once on 2F, loop counterclockwise
to the left to find a staircase
" leading to the center of 3F

1 and two chests. Return to

| 2F and circle back around to
~1 the northeast, pass the large
- statue, and head toward the
= stairs in the southeast corner
| leading to 3F.

Use the thief’s key to unlock the door on the left of 1F-1 and take

1! To reach the upper two = '
floors, you must guide the party around the edge of the large
| hole in the floor. Hug the outer wall and circle past the hole
| to the stairs leading to 4F. The enemies on 3F are by far the

when traveling through this section. Continue to 5F to find the
birdsong nectar.

| deadliest in Birdsong Tower, so keep everyone’s HP topped off

CURING THE TSAR'S ILLNESS

Exit the tower and use a chimaera wing or the Zoom spell to
return to Zamoksva Castle and give the birdsong nectar to the
Tsar. (This must occur during the daytime.) One swig of the
precious liquid will enable Tsar Stepan to speak again and he
certainly does have a story to telll Most importantly, he gives
Alena permission to set out
and see the world, provided
Kiryl and Borya accompany
her. The people at the desert
bazaar had mentioned a
tournament in Endor, so go
there next. Zoom back to the
desert bazaar and travel east
to the teleportal to Endor.

eEndor Teleportal

Proceed from the desert
bazaar eastward to the
northern teleportal to Endor.
The shrine contains a magical
portal inside it that whisks
Alena and the others across
the river to the shrine on the
other side. The southern half
of the teleportal to Endor
contains an inn that may

come in handy befare making the trek north to Endor. Spend
some time in this area fighting the various enemies and leveling
up a few times.




[tern List
CONTAINER ITEM
&) 40 gold coins

Inside the large house in the northeast corner.

Seed of resilience

Near the bar inside the tavern.

16 gold coins

Near the bar inside the tavern.

Antidotal herb

Next to the weapon shop.

BeO@

Silk robe

Second floor of house in southwest corner.

Chain sickle

~ Poison moth knife
* Iron lance

Holy lance
Astraea’s abacus

/. AmourShop

Chain mail

~ Bronze armour

Iron armour
Iron apron
Scale shield
Iron shield

Rl L e

COST !EFFE[:T
Medicinal herb
Antidotal herb
Holy water 20
Chimagra wing 25
Moonwort bulb 30
Hardwood headwear 120

Restores a little of one party member's HP.
Cures a party member of poison.
Wards off weaker enemies for a short term.

This lunar root cures a party member of paralysis.
DEF +8

Can be used to return to any previously-visited location.




PRE-TOURNAMENT ENTERTAINMENT

Endor is a large town and it's
busier than normal thanks to
the tournament being hosted
at the castle. Many of the
residents of Endor will no
doubt want to talk about the
tournament.

The shops in Endor carry
some of the most exotic
items in this part of the world. Gold doesn'’t carry over from one
chapter to another, but equipment does, se be sure to outfit
each party member with the best weapons and armor available.
Alena must fight alone in the upcoming tournament, so don’t
purchase any equipment for Kiryl or Borya until Alena has been
outfitted.

Endor is home to a busy casino in the basement of the tavern

— and, although gambling is strictly optional, there are several nice

| prizes to win. To play the casino games, Alena must convert her
| gold coins to casino tokens
(10 gold coins = 1 casino

1 token) and use these tokens
| to place wagers on any of

| the three games: poker, slot
| machines, or monster battle.
| Each game and their prizes

© are covered in detail in the

| “Side-Quests and Mini-

| Games” section of this book.

| Always, always, always make sure to save your progress at

| the church before visiting the casino! This way, you can simply |
| reload your prior game save if you run into a string of bad luck. |

| It takes much longer to earn thousands of gold coins than it
' does to lose them in the casino, so don’t risk anything unless
| you truly don’t need it.

4 /
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Participating in the casino games is strictly optional, but casino
tokens —unlike gold coins—carry over from one chapter to the
next. If you've purchased all of the best gear available in Endor
and still have a pile of gold
coins burning a hole in your
pockets, head to the casino
and try to accumulate enough
casino tokens for one of the
valuable prizes. If possible, try
to earn 2500 casino tokens

to purchase the spangled
dress for Alena to wear in the

upcoming tournament.

- Unsure how long to play in

| the casino before leaving this
| area? If so, try this strategy:

| continue to fight enemies in

| the field until Alena reaches
level 13 and has well over

| 1500 gold coins. Set the
1500 gold coins aside in your
- mind in order to purchase

' the iron claw at the item shop in Endor Castle, and use the
rest to gamble in the casino. Play Monster Arena and wager
| 50 casino tokens at a time to accumulate the 2500 casino
tokens needed to acquire the spangled dress.

3




ftem List

CONTAINER 1TEM NOTE e
| & |3 gold coins In the basement, near the tables.
Seed of ife Exit the left-hand corridor through the hidden side
door and descend the stairs to the basement.
Pink leatard Use the magic key to enter the princess’s dressing
room while she sleeps.
Fishnet stockings Use the maglc key to enter the princess’s dressing
; room while she sleeps.
@ o Use the maglc key to enter the princess’s dressing
reom while she sleeps.
@ Featherod cap Use the maglc key to enter the princess’s dressing
room while she sleeps.

FIGHTING FOR HER HAND

e COST |EFFECT

- Medicinal herb 8  Restores alittle of one party member’s HP.
- Iron claw 1500 ATK +38

Enter the castle on the north side of town and head upstairs to speak with King Norman and Princess Veronica. King Norman of
Endor Castle has made a very big mistake —he has offered his daughter’s hand in marriage to the winner of the tournament. King
Norman has invited all of the top fighters from around the land to participate in a gladiator-style tournament, and now he needs
Alena to win it so the prize can be withdrawn.

Exit the castle and take one of the lengthy corridors to the Colosseum entrance. Next, purchase
the iron claw from the item shop and load up on medicinal herbs. Make sure Alena has at least

three or four medicinal herbs just in case things go awry; carry even more if she’s at a lower level
or isn’t wearing the spangled dress. Stop at the inn inside the Colosseum’s basement to top off
Alena’s HP if necessary, then head up the stairs to enter the tournament.




i% ;f‘

| Being defeated in the tou

Instead. __Alena goes to the

'_i
B

|

%
%

S

;

R

R A D R

é
@

*J

|
r;i

,<

|

%

& ‘Round 2: Quick Draw

Lo oo

:Feathered cap

fhe Hunk

68 20

ttila the Hunk is a balanced
comba’tant, but he isn’t
terribly powerful. He only
‘attacks with melee attacks
and can be defeated with
‘three hits with the iron claw.

McGore

This battle is a bit tougher
than the previous one
because Quick Draw McGore
has higher stats and HP. He uses his crossbow to attack
quickly and unexpectedly. Although he doesn’t have any
magic abilities, Quick Draw McGore can attack twice before
Alena gets a turn. Keep up the pressure and don’t allow her
HP to drop below 30.

Round 3: Prima Donna
| DEF |AGILITY
90 12 35 62 68

- Prima Donna casts the Crack
| and Sizz spells, plus she

. can cast Heal to replenish
her lost HP. Her basic stats aren’t terribly high, but she is

. nevertheless a worthy adversary. You may need to use a
medicinal herb at some point during this fight, especially if
Prima Donna evades mare than one or two of Alena’s attacks.

B —

RETURN HOME

Alena is summoned to return home to Zamoksva Castle by a guard in Endor. Use Borya’s Zoom spell to head home. Alena
g; arrives to find the castle empty and her father, the Tsar, nowhere to be found. Exit the castle to set out in search of clues and

to end the chapter.

R

Round 5: Abominable
Showman

o WP | ATK _Ali__l_IJTY

55 co 40 60 75

Although the Abominable
Showman lacks HP and
is incapable of inflicting
significant harm, this foe is still quite difficult to defeat. This
monstrous creature creates doppelgangers of itself, forcing
you to guess which one of the four clones is the real enemy.
Pick one of the four images to attack and hope that it's not a
fake one. It takes only about two or three attacks to win the
fight, but the length of the fight will likely depend upon how
lucky your guesses are.

During Round 6, King
Normal calls for the sixth
and final combatant, but
he's nowhere to be seen.
Alena is declared the victor 28 | 1
by default. Congratulations! | w G { %

W1 then fie-can't possibly win.

SR R e




Corneko and

the €xtravagant

cxcavation

Far to the north of Endor, tucked away in the emerald
hills, lies the small town of Lakanaba. A small town that is
nevertheless home to a rather large man by the name of
Torneko Taloon. And although he’s but a menial employee
for now, he has a grand dream of becoming the greatest
arms merchant in all the land.

Torneko’s
Trans-Montane |
i Tunnel

( ] wn of;B_eliymorai, where the area’s
ruler lives. k )amus énd his son, Prince Regan, rule
over this lanc :
thick forests within this kingdom are home to traveling
salesmen and a mysterlous breed of fox that seeks to

bewitch explorers.

bound by rivers and mountains. The

; y or two working at the weapon shop in Lakanaba to
- earn some money for equipment.

‘%ﬂ--_doumey to the Cave of Safekeeping and find the stesl strongbox.

&4 Discover the mysterious hamlet north of Ballymoral and find a
way out.
ﬁ Go to Ballymoral Castle, obtain the Prince's letter, and free Flnnegan
: from the dungeon.
@& Borrow Finnegan's dog Fldo in Lakanaba and use F:do to crack the

Dellver the Prince’s letter to Pnncess Veronica in Endor Castie and
‘obtain the royal scroll. s
Deliver the royal scroll to King Shamus at Ballymoral Castle and
. learn that he won't attack Endor.
Tell King Norman in Endor Castle the good news and recelve a
- permit to open a shop in Endor.
i Retrieve the silver Goddess statue from the Cistern Chapel
northeast of Endor.
Use the money from selling the statue to buy the shop from the old
. manin Endor. e :
: % Supply King Norman with six steel broadswords and six suits of
- iron armour in exchange for 60,000 gold coins.
" Give the old man east of Endor the money he needs to f ni sh
‘excavating the tunnel.

Lt

MONSTERS OF THE FIELD

AP SECTORS ) ‘mmmm
ﬂ . 16 9 10 ﬂlll

P | BIP GoLD :
1 3 ¢ OO 21

13 15 @0

| WP | EXP | GOLD | MAP SECTORS |
10 2 4 OO i

10 @

7 11 080 W/ 22 14




ltem List
CONTAINER ITEM
) ILeather hat

NOTE
Inside Torneko’s house.

Medicinal herb

Qutside Torneko’s house.

Antidotal herb

At the item shop.

)
O)
@ Leather shield Second floor of armour shop.
Chain sickle In Fhe basement of the weapon shop, requires
ultimate key.
@ Seed of strength In ‘the basement of the weapon shop, requires
ultimate key.
@ (cicle dirk In Fhe basement of the weapon shop, requires
b ultimate key.

Weapon Shop

e R A S

| cosT |

30
100
200

+7
+12
+14

Oaken club
Copper sword
Divine dagger
Armour Shop |

' COST | DEF

Wayfarer’s clothes
Leather armour

| Chain mail
- Bronze armour

Leather shield
Leather hat

EFFECT

Restores a little of one party member’s HP.
Cures a party member of poison.

Wards off weaker enemies for a short term.
Can be used to return te any previously-visited locaticn.

Medicinal herb 8
Antidotal herb 10
Holy water 20
Chimaera wing 25
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WORKING S TO 5

Torneko wakes up every morning, takes the packed lunch his
wife Tessie makes him, and trudges off to work at the weapon
shop across town. His job is to work the counter, buying and
selling weapons. For this, he’s given a small commission seldom
exceeding 150 gold coins a day. Torneko has grand plans for
owning his own shop one day, but he’s stuck in a rut. He needs
a change of scenery...

Daydreaming alone won't get Torneke anywhere, so for now
guide him to the weapon shop down the path due west from
his house. Take position behind the counter and tend to the
customers. Torneko just needs to agree to each sale and
purchase offered by the customers. He can go downstairs and
tell the shop owner he’s leaving for the day anytime he wants,
but it’s best to wait until the cwner comes upstairs to close
the store. After receiving his commission at the end of the day,
Torneko can either wander around town or go home.

————————— e ————————— &%

| Torneko can use the shop s

| money to buy weapons from

| customers looking to unload

 their unwanted goods. There

| are two reasons to do this.

For starters, Torneko can

r greatly increase the shop’s

i | daily take —and therefore his
{ own commission—by buying
exotlc weapons and selling them later in the day at much
hlgher prices. Secondly, Torneko can also buy these better

3 | weapons and then refuse to sell them to other people so that
he may return at a later time and buy them for himself!

N
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Work two full days at the weapon shop to get enough money

| to purchase the leather armour from the armour shop on the

| northwest side of town. Explore the town and locate the leather
hat and leather shield to go with the purchased leather armour
to further outfit Torneko. Lastly, return to the weapon shop as a
customer and purchase the copper sword.

There are a couple of people
in town to speak to before
leaving. For starters, talk
to the old man who lives
in the northeast corner
during the day and help
him by pushing him to
church. He'll reward
Torneko with a handful
of gold coins. Follow
him into the church and speak to the nun to learn about
Old Man Finn’s missing son.

L™

; Speak with the innkeeper to learn about the steel
| strongbox hidden in the cave to the north. He’ll suggest
to Torneko that he seek out this item before daring to
venture south.

ETraveling!

Torneko will oc:casicn'aﬂy“' :
| encounter travellng al

i who run item sho

| field. They carry

AHINTUM




Chain sickle In the west side of B2F.

Steel strongbox  {On the switchplate in BSF-2.

=
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WASHED AWAY

The Cave of Safekeeping isn't
terribly far from Lakanaba
and Torneko should have little
trouble defending himself en
route to its entrance. Spend
some time reaming around
outside the cave and level
him up at least once before
heading inside.

‘ is o your advantage
| and “farrn for hlgh- ns t at can be sold to the

shops in town for big profi

Enter the Cave of Safekeeping and descend the staircase to

the west. Investigate the button on the wall and press it—this
causes a wall of water to wash Torneko down tc a small
corridor. Descend the stairs around the corner and head west
past the second button to find a chain sickle. Torneko can’t
cross the pond at the south end of the floor on this level on foot,
but another surge of water should do the trick! Push the button
on the wall to trigger a second wave of water to carry Torneko
down to B3F.

Descend the stairs in the northwest corner of B3F and approach
the large boulder in the northwest corner. This boulder suddenly
starts chasing after Torneko
as he heads south away from
it. Use the central passages to
run away from the boulder in
a clockwise loop. The boulder
ultimately clogs the hole in the
southwest corner of the floor,
thereby creating a path across
the gap. Continue to B5F-2.

THE OL" SWITCHARQO

The steel strongbox is just around the corner, but it’s resting
on a weight-sensitive switchplate that controls a large gate.
Removing the steel strongbox causes the gate to rise, thereby
locking Torneko inside the room. The only way to escape is to
push one of the brown rocks near the stairs into the area with
the switchplate. Take the steel strongbox and push the rock into
place to lower the gate so
Torneko can escape. Return
to Lakanaba and sell the
weapons and armor Torneko
gained from his battles,
acquire another packed lunch
from Tessie, and bid the town
goodbye for a while. It's time
to venture south.

The steel strongbox automati : ‘

| in the case of death. Normall hen tha party is WIped out in
battle, the monsters make off with half your gold coins. That
won’t happen with this item in your party’s possession!

2




Medicinal herb

At the item shop.
At the item shop.

Horse manure

Boxer shorts

Inside the large house at the north end of the village.

= SOMETHING FUNNY GOING ON

The path leading to this mysterious hamlet provides the first sign that all is not well in this area.
The path repeats indefinitely if Torneko continues to walk east or west; the only way out of this

maze is to proceed north to the village.

ith this

Don’t pay any attention to the huckster hawking his “medicinal
herbs” and “steel broadswords” at the so-called item shop in
this hamlet. The medicinal herbs are nothing but horse manure,
and there is a reason he’s selling the steel broadswords for only
10 gold coins apiece—they’re actually cypress sticks!

%

'eThe Hamlet North of Ballymora

Several men in the village
seem to be under a spell of
the women. There is even talk
that the women are actually
foxes who have somehow
taken the form of humans. A
man by the name of Archie O'Tect is one such man; he had big
plans to build great things, but now he’s ready to marry one of
the women in the village.

To leave this crazy place, speak to the man in the house at
the north end of the village. Tell him Torneko is lost and that
he's ready to rest. There’s no telling what will happen next, but
Torneko will be free to continue his journey. Proceed south
toward Ballymoral.
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Ballymoral

Inside the inn, behind the counter.

Leather shield

70 gold coins Inside the weapon shop.

Horse manure Use the ultimate key to get inside the dungeon cell.

Seed of life Use the ultimate key to get inside the dungeon cell.

Mini medal Use the ultimate key to get inside the dungeon cell.

Seed of magic Use the ultimate key to get inside the dungeon cell.

" Copper sword
-~ Hunter’s bow

Medicinal herb Restores a little of one party member’s HP.
Antidotal herb 10 Cures a party member of poison.
Holy water 20 Wards off weaker enemies for a short term.

Chimaera wing 25  Can be used to return to any previously-visited location.

A LAKANABA LOCK-UP

King Shamus, the ruler of Ballymoral, is anxiously awaiting the chance to invade Endor. The only
thing that has kept him from launching his attack so far is the damaged bridge leading across the
river south of his castle. Archie O’'Tect was supposed to have fixed it, but nobody has seen him in
days. Except for Torneko, that is...

. Take a moment to speak with the residents in the town and inside the castle. The guest at the inn
mentions that a dog can be used to scare away the bewitching foxes of the hamiet north of town.
Another resident mentions a guy from Lakanaba locked up in the castle dungeon.

N




| extra armor salesmen.

Purchase a chimaera wing from the item shop and descend the
steps in the northeast corner of the castle to enter the dungeon.
There are two guards patrolling the square-shaped dungeon
corridor that Torneko must avoid; making contact with them
returns him to the castle’s main floor. The guards each walk to
the end of the corridor, then turn around to look behind them
before continuing on in a clockwise direction. Follow the guards
around to the east side of the
dungeon, use the alcove near
the stairs to avoid detection,
then speak to the prisoner.
His name is Finnegan and
he’s the son of Old Man Finn
from Lakanaba. Hand him
the chimaera wing so he can
escape, then leave the castle
and return to Lakanaba.

| Enter the bedroom in the
northwest corner of the
castle and speak with Prince
Regan. He'll request a
nighttime rendezvous behind
the weapon shop. Meet him
there after dark to receive
the Prince’s letter and
instructions to deliver it to
Princess Veronica at Endor Castle.

. 4

GOING FOX HUNTING

Return to Lakanaba and speak with Finnegan near the dog
cage. Finnegan promised to repay Torneko and is willing to lend
him his dog Fido. Guide Fido back to the mysterious village
north of Ballymoral and follow him into the large house on

the north side of town. The dog will sniff out the imposter fox
bewitching the town, causing the village to suddenly disappear.
Agree to let the shape-shifting fox escape and receive a full
plate armour as a thank you. Return Fido to Finnegan, then
revisit Ballymoral Castle and sell the full plate armour to the man
buying armor inside the castle.

Archie O'Tect emerges from his trance shortly
thereafter and realizes that he must fix the
bridge. Head to Ballymoral to let King
Shamus know the bridge will be fixed,
then proceed to Endor Castle to
deliver the Prince’s letter
to Princess Veronica.

A ROYAL ARRANGEMENT

Return to the castle and read the Prince’s letter to Princess
Veronica in the throne room. Her father, King Norman, hears the
news and hands Torneko a royal scroll, which is to be delivered
to King Shamus. Travel back to Ballymoral Castle and read

the message to King Shamus. He agrees to call off his attack
and, although his plans are
still rather nefarious, at least
there won't be a war. Return
to Endor Castle to tell the
Princess and King the good
news. King Norman shows his
gratitude by granting Torneko
permission to open a shop in
Endor.
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A GOLDEN CAREER OPPORTUNITY!

Visit the family in the northeast corner of town and go upstairs

to talk to the man of the household. He'’s a connoisseur of fine
collectibles and cherishes an item called the silver Goddess
statue. Perhaps Torneko could retrieve the item and sell it to him?

' The old man living in the vacant shop in the southwest corner
' of Endor has been looking for someone to sell the shop to but |
| " hasn’t found any takers. He offers to sell the shop to Torneko
| for 35,000 gold coins. You’ll need a plan to earn that kind of
; money!
& it

R ks

The silver Goddess statue
must be in a pretty dangerous
place if it hasn’t been retrieved
by the other treasure-hunters.
Torneko will need some hired
muscle to retrieve it without
first spending a considerable
amount of time leveling up
near Lakanaba.

Hardie

A secondary character who will fight alongside
Torneko, but is not controlled by the player.

_ _mpanll Stats

Magic: N/A

Hardie offers his services as a bodyguard for the rather low
price of 400 gold coins. Find him walking along the path in
front of the church. In exchange for the gold, he'll stick by
Torneko's side for five days and put his iron lance to good
use to keep Torneko safe. Hardie is a very potent fighter who
can inflict significant damage.

Laurel

A sscondary character who will fight alongside
Torneko but is not controHed by the player.

-Magtc' Heai Snzz and Snooze :

Laurel is a traveling poet staying at the inn in Endor and
is willing to accompany Torneko for 600 gold coins. In
exchange for this rather high fee, Torneko will receive
Laurel’s magical service in battle. Laurel isn't very strong,
but he has the ability to Heal other party members. He
also wields the poison moth knife, which can occasionally
paralyze an enemy.

®

You don't need to hire both Laurel and Hardie, but doing so will
make it that much easier to obtain the silver Goddess statue
without having to level up too much ahead of time. You may
want to purchase the iron apron at the armour shop in Endor
before leaving.

Travel east from Endor, cross the bridge, then go toward the
nearby cave. Torneko meets a man dreaming of excavatmg
a massive cave that leads p— _
underneath the mountains to
a seaside town with a port.
He needs 60,000 gold coins
to continue the dig. Since this
is such a steep price to pay,
continue north along the river
to the Cistern Chapel.

" HONDUHLNTYM *
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ltem List
CONTAINER ITEM

NOTE e
On B3F, get before lowering the water.

Chimaera wing

760 gold coins On B2F, get after lowering the water.
Holy lance On B2F, get after lowering the water.
Chimaera wing On B2F, get after lowering the water.
Antidotal herb On B2F, get after lowering the water.
Iron lance On B2F, get after lowering the water.

Medicinal herb

On B2F, get after lowering the water.

Iron armour

On B3F, get after lowering the water.

Steel broadsword

On B3F, get after lowering the water.

Silver Goddess statue

CCOCOCCOOCICHC

On B4F, get after lowering the water.

FIRST ENCOUNTERS
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CONTROLLING THE FLOOD

Climb aboard the raft on B1F
and ride it around the corner
to the south and over the
waterfalls to access B3F. This
floor has a number of chests
atop stone platforms, but
they’re currently unattainable
except for the chest in the
northeast corner of the room.
Collect the item, then cross
the room to the southeast
corner and ascend the stairs to B2F.

oY

Floor B2F is currently flooded with water, but there are a number
of bridges to use to reach a switch on the north side of the room.
Step on this switch to lower the water and flood B3F. With the
water gone, use the staircases here to collect the items from atop
the platforms in this area before descending the stairs to B3F.

| Hold on to any steel broadswords and suits of iron armour
that you obtain in the Cistern Chapel, as they will come in
| handy soon enough. 2

Descend the stairs to B3F and board
the raft. The level of the water has
risen, so Torneko can use the raft to
collect the items from the chests
that were previously out of reach.
After doing so, steer the raft to the
large pedestal in the center of the
room. Next, descend the stairs
to reach B4F and find the silver
Goddess statue.

| A SHOP OF HIS OWN

i

i man in the large house in the

Return to Endor and sell the
silver Goddess statue to the

northeast corner of Endor. He'll
pay 25,000 gold coins for the
statue—almost enough to buy
the shop! Get the rest of the
money needed to purchase
the shop by selling some extra

weapons and armor.

TR

armor you

Make the trip north to
i a dlfferent

obtained to the mai

price each time, so h
| to sell a suit of iron

although you can purchase
| your funds by selling weapons to the weapon shops

After purchasing the shop from the old man in Endor, Torneko
will send for his family. Tessie is very proud of her husband and
agrees to help run the shop while Torneko goes out to acquire
new weapons and armor to
sell. Head to the castle to tell
King Norman that the shop is
open and to receive a rather
large order: King Norman
wants Torneko to supply

his guards with six steel
broadswords and six suits of
iron armour.




Return to the shop and approach the counter from the opposite
side to speak to Tessie. Give her any items you'd like her to
sell—even the steel broadswords and iron armour the King
wants. Tessie will typically sell everything Torneko gives her over
the course of a day and at quite a markup! Head out into the
field to battle monsters and find additional pieces of equipment.

Return to the shop in the evening and talk to Tessie behind the
counter when it’s time to go to bed. In the morning, talk to her
from across the counter again about giving her items to sell
(even if you don’t have any) and she’ll hand over the money made
from the previous day’s sales. Use this money to purchase items
from other shops that Tessie can sell. Keep this up until Torneko
has enough money to purchase as many steel broadswords as
needed (2,000 gold coins each in Ballymoral) and suits of iron
armour (1,200 gold coins each in Endor). Deliver the goods to
the soldier inside Endor Castle. He'’s standing behind the table in
the northeast corner. Keep this up until the entire order has been
filled to receive 60,000 gold coins!

]

UNDING THE BIG DIG

It may not sound like the best
way to spend your windfall,
but the old man excavating
the tunnel east of Endor
needs precisely 60,000 gold
coins to finish the job. Visit the
tunnel site and give him the
money so that he can hire the
workers to get the job done.

Leave the tunnel and return
the next day. The old man
running the operation tells
Torneko that he’ll send for him
when the job is done. Tessie
lets Torneko know when a
letter arrives from the old man
and, when it does, use the
tunnel to continue east to end

the chapter.

!
| Continue to operate the shop to earn some extra money and

| use it to buy casino tokens in Endor. Casino tokens go for 200 |

! gold coins each in this chapter (a decent chunk of change),
s but at the rate you can profit from Torneko’s shop, it's quite
possible to purchase at least another 50 or so.

—




Meena and Mava [
and the (Mababala |
(Dystery '

| This is the tale of two sisters on a mission to avenge their
father's death. The eldest one, Maya, is a dancer, and her

| vounger sister, Meena, is a fortune-teller. Their adventure
begins in the entertainment capital of Libeccio, Laissez
Fayre.

Havre Léon |5

S C p
about Mahabala's death.
&4 Travel north to Aubout de Monds and learn about a second
* assistant named Ocjam. :
j]{@ Find Oojam and the sphere of silence in the Gupta Gupha cave to
the west.
Visit Palais de Léon to learn about the Chancellor's fear of loud
| noises.
{4 Stock up on items and talk to the residents of Havre Léon about
the Chancellor and Marguis Regent.

Palais de Léon |

| &) Visit the fortune-teller at the shrine on the peninsula to the east.

Search Mamon and the adjoining Mamon Mine for the powder keg
‘ needed to scare the Chancellor.
@ Detonate the powder keg near the Chancellors room and follow
‘him to the hidden throne room.
m Escape the castle with the boarding pass and flee to Havre Leon.
‘;; ~ Sail away to Endor.

The land Maya and Meena call home has witnessed a
lot of changes. The former king passed away and his
replacement has introduced a number of significant
changes. He's even forced the citizens to rename their
towns and use a foreign accent! The town of Laissez
Fayre is the entertainment capital of the region. To the
north lies the castle, Palais de Léon, and the portside
town of Havre Léon. Havre Léon is home to a ship that
will soon be setting sail for Endor.

\\
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ONTAINER ITE
5@/ Medicinal herb Inside the dancer’s quarters.
@ Wayfarer’s clothes |On the second floor of the empty shop.
@ 20 gold coins Inside the guest room at the inn.
Seed of strength | Behind the stage in the theatre.
@ Silk robe Behind the stage in the theatre.
0 80 gold coins Near the seats in front of the stage.
: 5 gold coins In the house next to the church.
@} Leather hat On the second floor of the house next to the church.
L@ Antidotal herb In a second floor bedroom at the bar.

' Copper sword
- Divine dagger
Hunter’'s bow

XXX X X

Leather dress 250 +14
Leather hat 65 +2 - -
Hairband 110 +5 X ¥
Medicinal herb 8 HP B 2 - =5 - ’ .
Restore
SAYING GOODBYE

Maya finishes her final performance on the stage in Laissez Fayre, takes the 100 gold coins
Manager Artois pays her, and heads to bed for the night. Come morning, Meena and Maya set
about making their final visits around town for they are off in search of their father’s murderer.
Manager Artois suggests they visit their father’s grave in the recently-renamed town Aubout de
Monde to the north. He also mentions a castle even further to the north.

The people visiting Laissez
Fayre have all heard about the
alchemist Mahabala’s death

and wish Meena and Maya well in their travels. Return to the
theatre and locate the silk robe behind the stage, near Manager
Artois. Speak to everyone in town to learn about the missing
pub worker Blondelle, then sell the dancer’s costume at the
armour shop and equip the silk robe found earlier. Purchase a
couple of hairbands for the girls and a divine dagger for Maya.

A NIGHTTIME VISIT

Head out into the field and battle the monsters surrounding
Laissez Fayre until nightfall, then return to the town. First, head
into the guestroom at the inn to scare the dancer hiding there.
Follow her into the small courtyard near the well and talk to her
to learn of her fears about the castle to the north. Pay a final
visit to the theatre to see the performance and give the bar a
thorough once-over for items and tips.

NS
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CONTAINER ITEM NOTE

(B |Leathershield |Inside the house by the pond.

Seed of magic Inside the house near the sign.
35 gold coins Inside the house near the sign.
Seed of life Next to the gravestone.

Medicinal herb HP restore

Antidotal herb 10 Cure poison -
Chimaera wing 25 R‘*t“rf‘ L =
location
- Leather dress 250 DEF +14 X
Feathered cap 280 DEF +8 X
Chain sickle 550 ATK +20 X
HOME SWEET HOME

The village of Aubout de Monde is where the Mahabala girls
grew up and the residents of this quaint village still remember
them. One even kept their puppy dog and raised him! Say hello
to the people in the village to hear some rumors, specifically
about Mahabala’s pupil Balzack and the second assistant
Oojam (who is believed to be hiding in the cave to the west).
Cut through the house near the sign to visit the grave of Meena
and Maya's deceased father and to locate the seed of life.

X X X X X X
X X X X X X X
X X X X X - z

Return to the field to battle additional monsters and revisit the
village at night. Descend the stairs in the house near the sign to
meet a friendly slime that has some information about Qojam.

close to the village when in
the field. Venturing too far
north at too low of a level may
result in a chance encounter
with monsters the girls aren’t
quite ready to deal with just
yet—and they may block any
attempts to flee, so be careful!
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ltern List
CONTAINER. ITEM
! Chimaera wing In the northeast corner of B1F.

240 gold coins On the west side of B2F.
Seed of life On the east side of B2F,
Night light In the center of B4F,

Sphere of silence  |Near the center of B4F.

| BXP |60LD AP SECTORS )




] A secondary character who wil fight alongside

lad
]

EARCH OF 00JAM
The cave the old man in
Aubout de Monde spoke of is
known as the Gupta Gupha
and Meena and Maya aren’t
the only ones interested

in it. There's a man inside

the entrance on B1F who
mentions an item known as the
sphere of silence —definitely
something to look for!

Head north through B1F and climb aboard the moving platform
at the far end of the corridor to descend to B2F. There are a
couple of chests on B2F, but first proceed to the northwest
corner and ride that platform
to B4F. Collect the night light
from the chest on the center
island and talk with Oojam

to learn about Balzack’s
intentions. Oojam insists on
accompanying the girls in
their quest for vengeance and
joins the party.

Meena and Maya, but is not

controlled by the player.

Oojam joins the party out of allegiance to the girls’ father
and the anger he feels toward Balzack. Oojam comes quite
prepared for battle. He doesn’t know any magic spells, but
this isn’t a detriment. Oojam’s impressive strength makes
him capable of defeating most monsters with just one or two
strikes. Perhaps his most useful ability is his lockpicking skill.
He can unlock many locked doors instantly—just lead the
party toward the locked door and watch it open!

Return to B2F and head south, making sure to explore both
sides of the central pond. Grab the 240 gold coins and seed
of life, then ride the platform in the center of the floor down to
B3F and continue on to B4F S
to find the sphere of silence.
Maya and Meena will need
this powerful item to silence
the magical attacks of their
foes. Retrace your steps back
to the field and make a stop at
the inn in Aubout de Monde to
recover before heading north
to Palais de Léon.
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200 gold coins Inside Chancellor’s quarters.

i) |Dancer’s costume |In a second floor bedroom.

( \ Seed of strength | Inside the dungeon cell in the basement.
Q, Boarding pass In the secret room near the dungeon.
THE HIDDEN REGENT

The three red doors leading into the castle are all locked. Under normal circumstances, you would
need the magic key to open them. Fortunately, Oojam has no trouble picking the locks!

There isn’t much to see at the castle and, unlike other areas,
there are no shops or churches. Speak to the Chancellor in the
southeast corner of the first floor and take the 200 gold coins
from the dresser in his room. Nobody knows where the Marquis
Regent’s chamber is except for the Chancellor, who will throw
anyone who interrupts him into jail! There’s no way for the
vengeful group to gain an audience with the ruler of the land if
he's in hiding.

Head upstairs and talk with the folks on the balconies, both to
the north and south. The person on the north side of the castle thinks he hears someone below
him (a possible hint to the Marquis Regent’s location) and the girl on the south side suggests ;
making a loud noise outside the Chancellor’s chamber to scare him. With little else to do in this i~ 2

. 2 (i [ feel ke T co
area, continue northward to the port town of Havre Léon.

B! feet




eHavre Léon

ttem List
CONTAINER |TEM o W
15 gold coins On the dock near the ship.

Medicinal herb On the dock near the ship.

Seed of magic On the lower deck onboard the ship.

Mini medal In a jail cell, use the ultimate key.

Seed of strength  |In a jail cell, use the ultimate key.

Mini medal Ina jail cell, use the ultimate key.

) Weapon Shop
|ITEM | cost | A
Chain sickle

Iron fan

Poison moth knife

Holy lance
Poison needle

“ Arfﬁour Sho’p-_

Leather dress
Fur coat

Iron armour
Leather shield
: Scale shield
wal Feathered cap

"51 % J ici Restores a little of one party member’s HP.

: Antidotal herb Cures a party member of poison.

Holy water Wards off weaker enemies for a short term.

Chimaera wing 25 Can be used to return to any previously-visited location.
Moonwort bulb 30 This lunar root cures a party member of paralysis.




AN EXPLOSIVE IDEA

The port town of Havre Léon is a full-fledged town complete
with a church, an inn, and various shops and bars. Despite all of
these accommodations, the townspeople aren't terribly happy—
the Marquis Regent has ceased issuing boarding passes to
Endor, making the port rather useless.

Tour the town and purchase new items and equipment from the
shops and speak with the men near the pier and on the ship.
Enter the small white building on the east side of town to visit
the jail and speak with the man in the cell to the far-right to learn
how he got thrown in jail. He states that if they want to get the
Chancellor to leave his room, they must scare him with a keg

of gunpowder. By doing so, it may trick the Chancellor into
revealing the Marquis Regent's location!

ltem List o
CONTAINER ITEM  NOTE
‘@ Leather hat  |Inside the inn.

Medicinal herb |In the house west of the inn.

@ Holy water  |In the building north of the church.
. {Inside the abandoned shop near the mine
/110 gold coins
entrance.

Scale shield  |Inside the abandoned shop near the mine.

IGNORE THE WARNINGS

The people of Mamon aren’t in good shape. They have been
prohibited from using gunpowder in the mines thanks to the
prank pulled on the Chancellor. However, that’s the least of their
troubles —the mines have begun emitting a toxic purple gas that
seems to be poisoning the miners. If that wasn’t bad enough,
monsters are now swarming throughout the mine.

Talk with the people in Mamon, spend the night at the inn, and
save your progress at the church before entering the mine.
Avoid stepping in the purple liquid near the mine’s entrance
and enter the back of the abandoned shop to the west to find a
scale shield inside a chest.

N\

| Stop at the shrine on the small
| peninsula west of Havre Léon
| to have the party’s fortune

| told. The prophet, Nun the

| Wiser, will speak of the man

- they wish to take vengeance

| upon and also of the power

| that serves to protect Maya

E and Meena.
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"eMamon Mine

ltem List
CONTAINER ITEM
Seed of magic Near the mine entrance on B1F,

At the north end of B1F.

Silver tarot cards

Seed of life On the west side of B2F, near the graves.

50 gold coins In the northwest corner of B2F,

Near the stairs in B3R

Powder keg

MINING FOR GUNPOWDER

The Mamon Mine is home to
a number of tough foes that
attack in groups of two or
more. Fortunately, both Meena
and Maya should know spells
that can hit multiple enemies
at once. Have them each

cast Woosh and Sizz to inflict
large amounts of damage to
multiple enemies.

e T T

iChange;the LinezUp} ; : s 3
This is a great time to rearrange the order of the characters
in your party. Consider putting Oojam in the front so that he

can attack sooner in the battle and perhaps lure more of the
_enemy attacks away from the sisters.

Head north through B1F and take the silver tarot cards from
the chest near the pond before descending to B2F. Battle
through the monsters on B2F to reach the stairs in the northeast
corner, then descend to B3F 2
to find the powder keg.
Retrace your steps (or use
the Evac spell) back to the
mine’s exit and save again at
the church before returning
to Palais de Léon. Consider
stopping at Havre Léon on
the way to upgrade Maya and
Meena’s armor and weapons.
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UNCGVER THE THRQ&E R@UM

Enter the castle through the right-hand door and use the powder keg in the hallway next to the
Chancellor’s door to scare him. Stay in this side hallway until the Chancellor heads north down
the hallway to the far corner.
Slowly follow after him, but
stay out of sight when he turns
around. He'll turn left and
press a hidden button on the
wall, causing him to seemingly
disappear through the wall.
Inspect that spot on the wall
to find the hidden button and
enter the throne room.

e ——————r
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3 A | & |Feathered cap |
10 |ronfan  Furcoat Feathered cap |
*" : o : Oojam ' N/A [lronlance | Bronze armour ; Leather hat

§'ISPOILER WARNIN(
5 Balzack was but a pawn for the far more powerful Marquis de Léon. This enormous monster will attack after Balzack is defeated —

l don’t even try to win. Just let the party fall and don’t waste any medicinal herbs prolonging the inevitable. The party will awaken
| inside the castle dungeon.

RIS

FLEE THE LAND

Talk with the party’s cellmate in the dungeon to learn his true
identity and follow his advice to flee the land. Smash through
the barrels and jars blocking the hole in the wall and take the
boarding pass from the chest in the next room. Oojam serves
as a distraction outside the castle, buying Maya and Meena time
to make an escape. Head north to the port town of Havre Léon
and board the ship bound for Endor. Search the ship for items
and talk to the passengers and crewmates, then speak with the
. captain when you're ready to leave.

N




Far to the sast of Endor, nestled deep in the mountains, lies a little hamlet with no name. lIts inhabitants once lived in
solitude, never venturing outside, never welcoming outsiders. In fact, but for the villagers themselves, the wor1cf was
oblivious to the very existence of this tiny settlement. Until one day...

Lakanaba,

Torneko’s
Trans-Montane
Tunnel

&4 Hide from

onster’s assault on the hidden valley and escape to

The hero had grown up in
a small village inside the
hidden valley, a place no
one had visited and no
inhabitants had ever left.

It turns out that the hidden
valley was actually in the
central part of the northern
continent, not terribly far
from Casabranca. The
region is bound by a series
of mountains and desert
to the east, water to the
south, and the massive
kingdom of Endor 1o the
west.
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oHidden Valley

b

Item List L
CONTAINER ITEM  NOTE.
&) [3gold coins |In the underground storeroom.

§ | é\w” Medicinal herb | In the underground storeroom.

Seed of
strength

Antidotal herb |Under the trellis near the storeroom.

In the underground storeroom.

OOIC)

Medicinal herb|Inside the hera’s house.

In the center of the village with the flowers
(after the main event).

@

Feathered cap

A HERO'S TIME HAS COME

Back in a nondescript mountain village, a young hero is given
a packed lunch to deliver to his father. Take the meal outside
and give it to the hero’s father near the lake at the north end

of the village. Take a moment to stroll around the village and
collect any items that you may have missed during the opening
prologue. Return home and talk to the hero’s mother.




While the hero eats his lunch, the man from the inn rushes in to warn of a monster invasion. He
quickly ushers the hero to the underground storeroom, where he is instructed to hide. It’s clear

that a great secret has been kept from the hero and that his
survival is of paramount importance. His training mentor hands
over “The Big Book of Beasts” to aid in his preparation and
wishes him the best of luck.

Stay in the hiding place until the fighting settles down and the
monsters are ordered to leave the area. Climb the stairs back
above ground to find the village completely destroyed. Take the feathered cap in the center of the
village and head south from the village in search of help.

=

cutter’s Cabin

Il <Wood

A BRIEF RESPITE

Head south from the hidden valley to the woodcutter’s cabin
and visit the lumberjack. Fortunately, he’s willing to share what
little he has to help the young hero in his travels. Take the
leather armour from the dresser and collect the items from the
clay jars in the corner of the cabin. Also, locate the seed of life
near the gravemarker outside the cabin.

T ———

1) Leatherarmour |Inside the cabin.
Medicinal herb Inside the cabin.
@ 50 gold coins Inside the cabin.
@ Seed of life By the gravemaker. |

<Gasabranca

ltem List _
CONTAINER |TEM NOTE : e
. |In the room with the old man £ |
) gokioin near the church. &
2 @ Plain clothes !n the room adjacent to the
itern shop.

; 350 gold coins|Behind the church.
i ;
i Prayerring  |Behind the church.
Mini medal  {Behind the church.
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‘: | Oaken club
- Copper sword

- Scale shield
- Leather hat
| Hardwood headwear

Medicinal herb

Spend some time in Casabranca talking to the people and
locate the 20 gold coins in the old man’s quarters. Many of
the residents will mention

the exploits of other travelers
such as Torneko and a famous
dancer and fortune-teller. The
last two are believed to be in
Endor at this very moment—
and getting there won't be
difficult thanks to the tunnel
Torneko helped dig!

Go inside the main part of
the castle and speak to King
Humphrey. Whether or not
the king knows that the hero
is indeed the chosen one is
uncertain, but he nevertheless
wants the youngster to travel
and train so that he can

help defeat the Lord of the
Underworld.

Take a moment to sell the feathered cap and use the proceeds
to buy a scale shield and hardwood headwear. Exit the castle
and head southwest toward the tunnel leading to Endor.

8  Restores a little of one party member’s HP.
Antidotal herb 10 Cures a party member of poison.
Holy water 20 Wards off weaker enemies for a short term.
Chimagrawing ~ 25  Can be used to return to any previously-visited location.
TRAVEL ADVICE

COST |EFFECT

Descend the stairs inside the throne room and speak to the
girl in the garden. She speaks of a legend that may shed some
light on what the hero’s father meant when he said that he and
his wife weren’t the hero’s real parents.

Y




“elorneko’s Trans-Montane Tunnel

e cons

The eastern end of the tunnel isn’t far from
Casabranca; to reach it, simply head south toward
the water. Enter the cave-like Z
entrance. If the hero is the
one-thousandth person to
pass through the tunnel since
its creation, you'll receive
2,000 gold coins worth of
casino tokens (100 casino
tokens) as a prize, courtesy of
King Norman of Endor.
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THE PARTY GROWS

The rumors surrounding the twin visitors to Endor were true.
Meena is on the north side of town, just ocutside the church.
Give her 10 gold coins to have her read the hero’s fortune, then
watch as she lights up with joy. Meena and Maya have been on
a quest to find the hero and now here they are together! Lead
Meena to the casino and locate Maya near the slot machines.
Maya will join the party and all of the items the girls were
carrying are once again available to use or sell.

would be here, sis

| before heading into battle (or even during it), There are several
| tactical plans to utilize—use them fo reduce the number of

| individual commands you have to give during combat arnd to

| make each party member {hero excluded) follow a particular

| strategy. Consult the “Hero’s Basics” chapter in this book for

| a detailed explanation on the different styles.

| Although Tessie has

| transformed Torneko’s

| weapon shop into the

| Rainbow’s End Gold Bank,

| you likely won’t have encijgh |

‘ only accepts depos:ts and
i w:thdrawa!s in denomlna rs

| from thieving monsters who steal half the party’s gold if they
| fall in battle. Use the Zoom spell io return to Endor to make a
| deposit or withdrawal when necessary.

The hero is free to lead Maya and Meena on a journey through
the western reaches of the kingdom of Endor, but they soon
become stuck, with no place to advance. Instead, their journey
must head east past Casabranca and into the expansive desert
that lies beyond. The area east .
of Casabranca is crawling
with nasty monsters, so
spend some time leveling up
and accumulating additional
wealth in the vicinity of Endor
and Ballymoral. Make sure
the hero has the best possible
equipment before leaving this

area.

KGrand Re penmg Ballym _ral'

The armor shortage in Ballymoral has come to an end and the
| shop is now open for business. The armour shop carries each
| of the following items: fur coat, bronze armour, iron armour, iron
| shield, hardwood headwear, and the feathered cap.




The area east of Casabranca is primarily uninhabited,
except for the father and son at the Last Chance Saloon.
A massive desert occupies the vast expanse between the
mountains; it is impossible to cross without the support
of a horse-drawn wagon. There are several nice towns to
visit south of the desert and beyond the mountains. One
town is a major seaport for those wishing to sail to the
southern continent.

4 Speak to Hoffman and his father to learn about Con Cave to
the east. .

@ Locate the syi’nbot of faith in Con Cave and bring it back to

% Travel across the desert with Hoffman and his horse and wagon to

the town of Bath.

Qroblems wit

ﬂ Defeat the ers atop the tower and restore the holy embers

P.eturn o Porthtrunnel anc! un:te w:th Torneko to travel across the
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Antidotal herb Behind the building; rotate the camera to see it.

Packed lunch Inside Hoffman’s house.

Inside Hoffman’s house.

15 gold coins

A DESERT RESPITE

The Last Chance Saloon rests on the edge of the massive
desert to the south and offers a perfect place to rest. The
innkeeper’s son, Hank
Hoffman Jr., has a wagon
that can help travelers cross
the desert, but he’s not
willing to loan it out. Hoffman
once had a friend who
betrayed his trust during a
treasure hunt and ever since
then, he refuses to loan
anything to anyone.

Gather the items inside the building and talk to the guest and
innkeeper. The innkeeper, Hoffman’s father, elaborates on his
son’s story. He says the treasure Hoffman had mentioned is
located far to the east in Con Cave.

There are some dangerous
monsters lurking in the cave to the
east, so spend some time near the
Last Chance Saloon leveling up. Try to
advance the hero to level 7 or higher
and equip him with an iron lance and
iron armodur.

b




k CONTAINER ITEM
Symbol of faith In the center of B2F-4.
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THINGS ARE NOT AS THEY SEEM

Break through the cracked wall near the entrance and follow
the path around to the east. A trap door opens in the floor and,
although the hero makes it across in time, Meena and Maya
aren’t as fortunate. Descend the stairs to B1F to find Maya

and Meena—but it's actually a pair of frolickers in disguise! Top
off the hero’s health and head to the northwest corner to fight
the imposters.

| Con Cave has seve
' through or pushed
| working together. T to remember, as
 become very diffic if the group becomes
| separated. : --
The hero gets tricked into
another conversation with
monsters pretending to be
Maya and Meena shortly after
the battle with the frolickers, so
make sure he has plenty of HP
at the end of the first fight. The
second battle is much tougher,
as there are two tricksies and a

pair of vampire bats.

The real Maya and Meena are located at the south end of
B2F-2. To get them, you must answer a simple trivia question
! to prove you’re not an imposter. Maya asks if Meena was the
‘one wasting all the money at the Endor casino. The answer,
(Jf course, is no.

Return to the main floor, push aside the massive door to the
south, and descend the stairs. Continue down anather flight
i : of stairs to B2F-3. This
floor contains a number of
breakable walls radiating
outwards from a central room.
Break through the walls to
reach the north side of the
room and enter from there to
find the symbol of faith.

ACROSS THE DESERT

Return to the Last Chance Saloon and show Hoffman the
symbol of faith. He’s now willing to consider that maybe his
friend didn’t abandon him. Hoffman decides to lend the party
his horse and wagon, plus he decides to tag along! The horse,
Mary Lou, and the wagon allow for extra party members and
items to be transported when travelling the field—now you can
expand your party to beyond four.

Hoffman

A secondary character who will fight alongside
the hero, but is not controlled by the player .

;_ Companzon Stats e
| HP % | AGI % | LCK 2

MP 0 5 RES 13 | ATK 58
STR 30 | WIS 24 N

_Maglc' N/A

The party no doubt beneﬁts from Hoffman’s youthful
exuberance and fitness. His lack of any magical knowledge
is more than offset by his lofty maximum HP, high strength,
and agility ratings. Although he isn’t particularly well-
equipped for the rigors of the battlefield, his iron lance is
plenty helpful and his high luck rating all but guarantees an
abundance of critical hits.

From the Last Chance Saloon, go southeast across the desert
to reach the town of Bath. The desert lacks any tell-tale
landmarks and the enemies are quite tough. Continue across
the desert to reach the mountains, then follow the mountains to
the small clearing that leads into Bath.




item List
CONTAINER ITEM
Mini medal

NOTE

In the northeast corner, near the bath.

Seed of strength

Near the graveyard in the northwest corner.

Seed of agility

Inside the house next to the item shop.

50 gold coins

Inside the building with the shops.

Leather shield

Inside the smaller of the two inns.

Antidotal herb

Behind the large inn, on the ledge.

Hunter’s bow
Chain sickle 550 +20 X X X X - X

Weapon Shop
LS
Loost | Ak | <% S
30 +18 X X X X X X

Iron fan 620  +22 - il - - o -
Poison moth knife 750  +24 - 2 o= o X ,
Iron lance 880 +28 X X X -- - X

Holy lance
_ ArmourShop |
X X X X
Bronze armour 700 +25 X X X - - X
Iron armour 1200 +30 X X X - - X
Iron shield 650  +12 X X X - - X
Hardwood headwear X X X X

Feathered cap

Cures a party member of poison.

Holy water 20 Wards off weaker enemies for a short term.
Chimaerawing 25 Can be used to return to any previously-visited location.
Moonwortbulb 30  Cures a party member of paralysis.

> X X




A TOUR OF TOWN

The town of Bath is known for two things: its namesake spring-fed baths and the suit of armor
displayed in the church. The armor is believed to have been worn by the great knight Bladud, who
defended the town from a monster invasion. To learn about these things, speak to the shirtless
man who serves as a tour guide during the day.

Take some time to gather the items scattered around town,
particularly the mini medal near the main bath, and speak with
the townsfolk. You’ll hear about Torneko Taloon wherever you go
in Bath—he must be doing very well in his trade! Visit at night and speak to the man hiding in the
bushes near the bath to get a differing opinion on the suit of armeor in the church. Also, speak to
the woman near the bath to learn about the town to the south, Porthtrunnel.

|

Looking for a good night's rest? If so, stay at the larger of the two inns since it is much cheaper.
The large inn charges 4 gold coins per person, whereas the neighboring inn to the north charges
{ 10 gold coins per person.

& v

cPorthtrunnel

“ !tem kigtzs

CONTAINER. TEM MR e

Mini medal In the northeast corner, next to the house. @ 7 gold coins At the dockyard, downstairs aboard the larger ship.
@ Wayfarer’s clothes Inside the house near the inn. @ Holy water At the dockyard, downstairs aboard the larger ship.
E, 15 gold coins Inside the dockyard, on the dock. \ @ Boxer shorts At the dockyard, inside the smaller of the two ships.
@ ' IMini medal Inside the dockyard, on the dock. @ Mini medal At the dockyard, inside the smaller of the two ships.
@} Seed of strength Inside the dockyard, at the far end of the dock. Massacre sword Use the ultimate key during a later part of the game.
@ Antidotal herb At the dockyard, downstairs aboard the larger ship.




Weapon Shop

Chain sickle
Poison moth knife
Iron lance

Holy lance

Stel broadsword

Bronze armour
Iron armour
Iron shield
Feathered cap

Restores a little of one party member's HP.

ntidotal herb

Holy water
pod " Chimaerawing = 25
% - % Moonwort bulb 30
£ d 3

Cures a party member of poison.

Cures a party member of paralysis.

STUCK IN PORT

The citizens of Porthtrunnel have a beautiful town with a thriving
shipbuilding industry, but things aren’t great right now. The
sailors have always relied
upon the light at the nearby
Pharos Beacon to help safely
guide them to the harbor, but
the light has recently changed
and every ship that sets sail

is instantly sunk! The people
of Porthtrunnel believe a
monster invasion is to blame.

e e T e

Visit the various shops in
town and talk to the townsfolk
to learn the full story about
Pharos Beacon. Note the
woman in the inn—although
she doesn’t have what you're
looking for, she mentions a
place called Mintos on the
southern continent.

Wards off weaker enemies for a short term.
Can be used to return to any previously-visited location.

Explore the dockyard, breaking
every barrel and jar along the
way. There are several mini
medals in Porthtrunnel, so
pick them up. There are two
ships, one of them under
construction, in the enormous
dockyard; scour every corner
of the area for items and clues.

The larger of the two ships
| has been commissioned
by Torneko. Talk to the
| shipbuilders to learn that
Torneko set off for Pharos
Beacon. Head in that direction
| and see if he needs any help!




Seed of resilience |In the center of 1F.
400 gold ceins In the center of 1F.
Mini medal In the northwest corner of 2F.

Seed of strength

In the south end of 2F.

Magic water

In the northwest corner of 3F.

Moonwort bulb

In the northeast corner of 3F.

Hunter's bow

Near the center of 3F, around the corner to the west.

Holy embers

In the center of 4F.

[ o

Golden tiara

In the northwest corner of 5F.

| EXP | GOLD [MAP SECTORS |

| EXP | GOLD |MAP SECTORS |

| WP | EXP | GOLD |MAP SECTORS




/[LGJ MY FIRE

During the journey to the massive lighthouse tower, make sure
to properly level up along the way. Use the Heal All command
to get the party ready for the upcoming battles and head inside.
There are two chests in the center of the ground floor but—
more importantly —Torneko is waiting near the stairs. Torneko
knows he is no match for the
monsters on the upper floors
of Pharos Beacon and asks
the hero to extinguish the evil
flame. You only need to defeat
the monsters and replace

the evil flame with the holy
embers to make the seas safe
for sailing once again.

(Foliow[OrersIs

- Pharos Beacon is home to

- metal slimes, which yield 1350

+ experience points! When one

- appears, take control over

| the entire party and focus

' everyone’s attacks on it. Metal
slimes are very skittish and
often flee the battle before you

' can kill them. However, those

_in Pharos Beacon tend to stick around and fight to the end.

~

Ascend to 2F and locate the mini medal in the northwest corner,
then head to the southwest corner to find a hidden staircase
leading to an isolated area on 3F that contains magic water.
Return to 2F and climb the =

stairs in the center of the floor.
Proceed carefully around the
gaps in the floor and talk to the
minidemon on the ledge. It’s

in hot pursuit of Torneko and
wants nothing to do with the
party. Continue up the stairs

at the north end of the floor to
reach 4F.

Grab the holy embers from the chest in the center of 4F, then
find the stairs in the northeast corner of the room to reach 5F.
Equip either Maya or Meena with the golden tiara on 5F and
prepare the party for battle. Top off everyone’s HP and give
either Maya or Meena holy water, if they are in need.

|
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YOUR SHIP HAS COME IN

Use the holy embers to light
the cauldron atop Pharos
Beacon, then Zoom back

to Porthtrunnel. Save your
progress at the church and
meet Torneko at the dockyard.
He’s so excited by what was
accomplished that he wants
to join the party and sail to the
southern continent. Agree to
do so and follow Torneko onto
the ship.

| it toward dry land when yd_t-j,l -
‘ ttoexittheshipand
foot. o o

11 |lron lance

13 ;iron fan

{Iron armour

13 Holy lance

N/A Iron lance

e

: Fur coat

Iron armour

Bronze armour

|Golden tiara
|

Scale shield i Golden tiara

Scale shiel

Y




The Imperial
Parthenian Pantr:

The village of Mintos is a short trip by boat from
Porthtrunnel. This small town is on the northwestern tip
of the Siroc continent. The Empire of Parthenia and an
impassable ring of mountains lie further to the east. There
are few inhabitants on Siroc, and although there is a
teleportal, it is completely off-limits at this time. Travelers
should rest up at each opportumty as the towns aren’t
terribly close.

38 36
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tem List
 COMJAINER 1TEM

bulb

- Moonwort

Next to the inn, near the pond.

Mini medal

At the bottom of the well.

Seed of
resilience

Behind the house nearest the stage.

Mini medal  |Behind the house furthest to the east.
Scale shield  |Inside the house furthest to the east.
Sged o On the second floor of the inn.
wisdom

. Full plate armour
* Iron shield

" Golden tiara

= Iron helmet

Weapon Shbp

Iron lance

Holy lance

Steel broadsword
Cautery sword
Astraea’s abacus

Armour Shop. :
cos

Iron armour
Iron apron

Medicinal herb Restores a little of one party member's HP.
Antidotal herb Cures a party member of poison.
Holy water Wards off weaker enemies for a short term.

Chimaera wing Can be used to return to any previously-visited location.

Moonwortbulb 30  Cures a party member of paralysis.




"IN THE COMPANY OF GREATNESS

Hoffman recognizes Mintos immediately and decides he wants
to quit adventuring and stay in Mintos to learn from Gonrad
‘llton, the famous trader.

Give Hoffman permission to
stay in Mintos, then take a
stroll around to find the two
mini medals and to speak
with the villagers. Stop at the
shops and upgrade the party’s
weapons and armor, too.

Conrad ‘llton is giving a
presentation on the stage in the center of town. Talk with each
person in the audience to hear their thoughts on Conrad’s advice,
then talk to the old man behind
the desk. He asks if you want
to know if he’s the old man
who knows a lot about the
ocean. Say no to this question
to continue the conversation.
When Conrad asks if you want
to take his little test, say yes,
and you will ultimately receive
the treasure map.

{BuriediTreasure

' The treasure map marks the secret location of El Forado, but

| it’s far out of reach right now. Highlight the treasure map in
the inventory screen and select “Use” to mark the location of
El Forado on the main map. There’s nothing else you can do

| with it right now, so put the map in the bag and forget about it

| for the time being. :

Near the old man in the
southeast corner.

Inside the King's palace.

Seed of magic

3 gold coins

8
10 Cures a party member of poison.

Medicinal herb
Antidotal herb
Moonwaort bulb

Restores a little of one party member's HP.

30 Cures a party member of paralysis.

FAMILIAR FACES

Many of the people in town make comments about the folks
staying at the inn. One is sick, they say, and another—a
princess — has gone off to search for feverfew root in hopes

of curing him. Head upstairs in the inn, read the book on the
bookshelf, and enter the large room to find Borya and Kiryl,
Borya is pleased to see some experienced travelers and wants
you to help the Tsarevna Alena
in her quest to find some { 4
feverfew. Borya is even willing
to come along! Feverfew

root used to be the primary
cash crop of the Empire of
Parthenia, located to the
south—the party should head
there at once!

{Riding{theWagon’§

| Although you can never have
| more than four total members
| in the current party, the others
| remain nearby i ' -
' Use the Line-up command to

 select the four party members

' you'd like to have active. Pay

 attention to what items they

' are carrying and try to prepare e

' them for battle accordingly. Always keep at least one magic-
| user with knowledge of Heal or Midheal in the active group.




| THE FAILEL) FEVERFEW CROP

The Empire of Parthenia is little more than a struggling farm
community teetering on the brink of poverty. The hardworking
pecple of f2arthenia have toiled in the fields to no avail—their
feverfew ¢ rop is destroyed and even Emperor Claudius can't
bring the precious plants back. His predecessor, Emperor
Crescer tius, stashed a feverfew seed in the Imperial Pantry
far to the south of the town.
Emperor Claudius offers to
gladly relinquish feverfew root
in exchange for finding the
seed.

Look around the small village and speak with the various farmers. Alena has passed through
with a couple of companions and, by the sounds of it, she’s on her way to the Imperial Pantry too!
Rest up at the inn, save your progress, and start the journey south.

ltem List

CONTAINER ITEM NOTE
Seed of agility |In the center of BIF.

In the northwest
corner of B2F.
On B2F, near the
Robe of serenity | northwest side of
the area.

In the northeast
corner of B2F.

In the southwest
corner of B3F-2.
In the center of
B3F-2.

Seed of life

800 gold coins

Cannikox

Feverfew seed

eee ® @




THE CHOSEN |

SLIPPING AND SLIDING

The Imperial Parthenian Pantry has a locked door just inside
the entrance, however, Alena is there to bust it open. Advance
through the door and inspect the arrow-shaped floor panels up
ahead. These slippery plates take you on a journey from one
end to the other. There is no way to steer or to stop once on
these floor panels—you’re at the mercy of the arrows. The party
will slide across the panels in the direction of the arrows—and
turn as necessary—so study the directions of the arrows before
stepping onto them.

10 TREASURE

Descend to B2F and slide
along the western-most set of
arrows to get the seed of life
in the corner. Use the sliding
panels near the four yellow
posts in the center of the area
to reach the chest containing
800 gold coins, then return to
those same yellow columns

and go westward to acquire
the robe of serenity.

Locate the stairs in the eastern end of B2F and continue down
to B3F-2. Travel around the perimeter of the area in a counter-
clockwise direction, then approach the arrow-panels lined up
directly west of the chest in
the center of the floor. This
chest contains the feverfew
seed. Ignore the chest in
the southwest corner, as

it's actually a cannibox, a
particularly deadly creature
disguised as a treasure chest.

TIME TO HEAL KIRYL

Use the hero’s Evac spell to safely exit the Imperial Parthenian
Pantry and return to the Empire of Parthenia. Give Em peror
Claudius the feverfew seed and watch in amazement &s the
seed instantly transforms

into healthy plants. Take the
feverfew root from Emperor
Claudius and return to Mintos.
Use the root on Kiryl in the
inn.

Once cured, Kiryl and Alena
also join the party. The whole
gang is together with one
notable exception: Ragnar
McRyan! Fortunately, the
poet in the hallway speaks
of a man fitting Ragnar’s
description. He was
apparently on his way to the
Palais de Léon in Libeccio to
the west. Return to the ship
and prepare to set sail!

Don’t let your guard down
when traveling by ship
across the oceans, as they
are teeming with deadly sea
creatures! Don't go exploring
too far to the northeast or
northwest just yet—and stay
far away from the inlet on the
island to the south. The party -
isn’t strong enough yet to battle the monsters lurking in these
briny depths. Set course for the southwestern continent and
plot a steady westward course.




| The southwestern continent is home to the towns of

| Havre Léon and Aubout de Monde, among others. It's

| also the former home of Maya and Meena. The monsters
that have taken over this land since the girls had left are
quite strong, but little else has changed. The port town of
Havre Léon serves as a good base of operations. Use it
to save and rest while fighting the powerful monsters on
the nearby islands to the north. There is a strong force
ruling this land — prepare well before venturing back to
Palais de Léon.

HERO'S QUEST

Sail to the Palais de Léon on the southwestern continent and talk
1o Healie.

% Visit Havre Léon o Ieam about the magic key and Aubout de
Monde.

Talk to the slime in Aubout de Monde to un'cover the secret
 |labaratory in the Gupta Gupha.

jaw Locate the magic key in the secret laboratory at the bottcm ofthe

 Gupta Gupha.

% Help rescue Ragnar from the guards at Palais de Léon and defeat :

the Marguls de Léon.

W | BXP | GOLD
s 106 4 BOBD

“\ w | oxp cow

64 120 58 B

. JL_#P | EXP |GOLD MAP SECTORS

300 150 40 B

i




Each of the three entrances to Palais de Léon requires a magic key
to enter, but that doesn’t mean the group shouldn't still visit them.
There's a man near the fountain outside the castle named Healie
who speaks of his friend Ragnar having been taken prisoner insicle
the castle. Healie says his old “goofriend” knows about the magic
key—head to Aubout de Monde to speak with her.

| The monsters patrolling

. corner of the world

| the same as those Maya and

. Meena faced earlier i in their

| chapter. Instead, the monsters |
lurking in these parts now are

. much tougher, so take the

| necessary precautions and

| consider yourself warned!

NO WEAPONS FOR SALE

Havre Leon is just to the north of Palais de Léon and makes for a fine place to visit and save your progress. Speak with the
proprietor of the weapon shop to receive a tip about the magic key. He says an alchemist in Aubout de Monde, a land far to the
south, was researching the key. That’s two tips pointing you toward Aubout de Monde—it’s time to make the journey over land!

cAubout de Monde

' There is a traveling arms trader staying at the small inn in Aubout

| de Monde selling some of his wares. He's currently selling each
of the following iterms: steel broadsword, eautery sword, battle- ] : :

| axe, full plate armour, cloak of evasion, and iron mask. : g it ; y |

BACK HOME AGAIN

ﬁ 3 Healie said his old goofriend

i | lived underground, so head to
the house near the pond and
head to the basement. Speak
with the slime near the well
to learn about the alchemist’s
secret laboratory in the Gupta
Gupha cave. The cave is due
west of Aubout de Monde,

@accewb[e via the bridge. — ' ' :}
J

§ Make sure either Maya or Meena is in the active line-up when

| it's time to spend the night at the inn in Aubout de Monde. The |
innkeeper will allow the party to stay the night for free if he sees |
Maya or Meena (since they used to live there), but he’ll charge 8
gold coins per person if they’re not in the current line-up.




QTe pta Gu '

Mini medal Inside the secret lab on BSF.

Seed of strength  |Inside the secret lab on BSF.

Seed of agility In the southeast room of BSF.

URESLIME.

i
| WP | Exp | GOLD [MAP SECTOR
] 43 s

TO FIND A SECRET LABORATORY

The Gupta Gupha cave is crawling with all sorts of monsters,
so be on your guard. Make your way back through the cave as
you did during Chapter 4 and return to the spot on B4F where
the night light and Oojam were located.

Inspect the empty treasure
chest to find a hidden switch
that reveals a stairway to B5F
when pressed. Descend the
stairs to the alchemist's secret
laboratory. Obtain the mini
medal, seed of magic, and
magic key and then exit the

There aren’t any special items
to acquire or tips to gain by
returning to Laissez Fayre,

| other than the chance to

meet Tom Foolery. Tom has
been hired to perform his
comedy routine at the stage

where Maya used to dance.

Remember that this is where

Maya and Meena used to work, so have one of them in your
active lineup. Visit at night and join Tom Foolery on stage to
see his act up-close.

e




THE CHOSEN

"<Palais de

Léon

ATime to Level.

lit's important to have a well-equipped party and that the hero, along with at least two other
members, is all level 18 or higher. One way to go about power-leveling in this area is to use the
ship to sail to the small island north of Havre Léon. The monsters in this area are much tougher
and yield considerable experience and gold coins. Use Torneko’s Whistle ability to summon
monsters without having to
walk around. Make freguent
trips back to Havre Léon to
recover at the inn and to save
your progress. Also, don’t
forget to return to Aubout de
Monde to purchase armour
and weaponry from the
traveling salesman at the inn.

SAVING RAGNAR

Use the magic key to unlock the right-hand door at Palais de
Léon and head down the hallway to the north to find Ragnar
being strong-armed by a couple of palace guards. Approach
Ragnar once he breaks free. Ragnar knows all about the hero
and his quest and is mighty glad to see him. He reveals the
same secret opening seen earlier and leads the way inside.

the cabin on it just north of
Havre Léon to get the mini
medal located there. It's
| inside the cabin, in a jar.

!Holy lance |lron armour ron shield Iron helmet 3 -

Ironclaw  Spangled dress Golden tiara
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THE PARTY IS
ASSEMBLED
Ragnar is mightily impressed
with the hero’s victory

over the monster that had
possessed the proper Marquis
de Léon and wishes to join the
party. Now you have everyone

from the previous chapters
assembled together!

Stop in the Chancellor’s
quarters in the southeast
corner to see what he has to
say now that the evil has been
removed from this land. He
rightfully apologizes for his
troubles and helps make it up
to the group by letting them
know that Balzack has taken
up residence in Zamoksva.
That's Alena’s old home—the
. group must sail there next!

HNOaHTM

-




i Birdsong Tower

The seas north of Havre Léon are filled with islands of
various sizes. The large island directly northwest of the
port community is home to an old pirate settlement
named Dunplundrin. This island isn’t far from Alena’s

old home of Zamoksva. Having access to a ship makes
it easier to get around the mountains, so use this
opportunity to visit Hoffman at the former location of the
desert bazaar, as he has something new brewing. Lastly,
this corner of the world is home to an out-of-the-way
island in the far northwest corner. This particular island is
guarded by lots of rocky reefs and is difficult to navigate,
but the city of Canalot is home to a sacred treasure that
will certarnly aid the hero i in hls quesi

plundrin and locate the karstaway stone during Iow tide

Return to Za!enagrad use the magic key to cross the creek, and
read the sign behind the church.

Defeat Baalzack a ksva Castle and obtain the ftems in the
ireasure chests.

&4 Meet Hoffman at the snte of tﬁé tormer desert bazaar to Fearn about

his new settlement.

% Sail to Canalct and try to make Klng Lan‘ur Ia h.

A .Joumey southward back to Laissez Fayre and ask Tom ooiery to

join the party. > e e
=+ Lead Tom Foolery back to Canalot castle so he can acqusre the
Zenithian Helm for the her
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"eDunplundrin

Mini medal _ At the battom of the well.

Fishnet stockings |At the bottom of the well.

Leather hat Inside the house north of the inn.

Full plate armour
Cloak of evasion
Magic vestment

Iron shield

Iron helmet

Medicinal herb Restores a little of one party member's HP.

Antidotal herb Cures a party member of poison.

Moonwort bulb Cures a party member of paralysis.

Musk 150 Its scent will attract monsters for a while until it runs out.

THE TIDE IS HIGH

Dunplundrin lies on the eastern coast of the large island to the northwest of Havre Léon. The
village was settled by retired pirates, hence the name (a play on the words “done plundering”).
Despite their background, the people are friendly and several items can be found by looking
around.

The village is partially submerged at night when the tide comes
in. Although the rising water makes it impossible to visit the
cemetery at night, it reveals the location of a stone that soaks up
water. Look for the location of the whirlpool at night and use Borya’s Tick-tock spell to change night
to day (you must leave the village to perform this spell). Return to the site where the whirlpool was
located (directly south of the well) and use the “Examine” command (or press the A Button while
walking around) to inspect the ground. Continue examining the ground until you find the karstaway
stone. Once you have it, return to the ship and set sail for Zalenagrad to the north.

Q
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’ @Zaienagrad |
THE S§GE‘3 LEFT BEHIND

Return to the tiny town of
Zalenagrad near Zamoksva
Castle. Climb the stairs to

the large building’s roof and
use the magic key to access
the armour/weapon shop
across the bridge. Descend
the stairs and speak with the
man near the flowers to learn
about the former tsar's special
ability. Rummage through the house on the east side of the river to find some items, then talk with
the old man near the beds. He'll recognize Alena’s face and mention a sign erected behind the
church that was left for his troubled daughter. Circle counter-clockwise around the building in the
northeast corner to access the signpost.

TAKE BACK THE CASTLE

Baalzack has moved into the castle Alena used to call home
and invited his monster friends along to join him. The castle is
crawling with minidemons and other monsters, so don’t wander
around too much unless you’re looking for a fight. Prepare the
party for battle and head up the stairs to the throne room to
confront the squatter Baalzack!




Baalzack flees the battle to report to Lord Psaro and one of its
minions, a minidemon, makes a comment about needing the
armlet of transmutation for the Secret of Evolution. It looks like
retrieving the armlet from the Vault of Vrenor may have been a
bad idea after all!

| Use the magic key to unlock

| the door in the northeast

| corner of the lower level of

 the castle, then cast Maya's
Safe Passage spell to walk
across the deadly floor

‘surface. Always be on the
| lookout for shimmering floors
like these and don't step

| of revelation, magma staff, and seed of strength from the
- chests and return to Zalenagrad to save your progress.

[Cautefy
ﬂRﬁgﬂﬂ“ 7 fsword

C 2 Kiryl

onto them wﬂhout first casting Safe Passage Obtain the flute |

|FuII plate armour | Imn shield Imn mask

Iron shield IIron helmet

-

; 19 \Holyiance Ironarmour

| \
{ 20 lronclaw
‘

|
iSpangled dress |-

HOFFMAN'S PLACE

Use the ship to sail toward Birdsong Tower and venture
eastward to the site of the former desert bazaar. The bazaar
isn’t there anymore, but a familiar face is—it’s Hoffman!
Hoffman has decided to settle this land and hopes to turn it

into a thriving community just like his mentor did at Mintos. He
knows the party is going to travel the world and he needs your
help populating his town. Hoffman asks that you direct anybody
who is looking for a new residence to visit his new town, starting
with a nun in Laissez Fayre. There’s no need to visit Laissez
Fayre right now, however, as you'll go there again soon enough.
Instead, bid farewell to Hoffman and set sail for the island of
Canalot far to the northwest.

R

?About Hoffma

The “Hoffman’s Place” side-quest is covered in full detail

starting on page 167 of this book. Refer to that section for tips |
| on advancing Hoffman's town to its fullest potential.




ltem List
CONTAINER TTEM
Mini medal

NOTE
To the right of the well.

@ Mini medal

Inside the house near the bar.

@ Seed of
strength

Near the desk inside the tunne! leading to
the castle.

" Steel broadsword

Cautery sword
Batile-axe
Somatic staff

| Weapon Shop #2
| cost

(XTNO LHSIN)

D%eam blade

&,  AmourShop

TEM

Full plate armour
Cloak of evasion
Magic vestment
Dragon mail

Iron shield

Iron helmet

Antidotal herb 10 Cures a party member of poison.

Moonwortbulb 30  Cures a party member of paralysis.

Chimaera wing 25  Can be used to return to any previously-visited location.
Musk 150 Its scent will attract monsters for a while until it runs out.




RAFTING ABOUT THE CITY

Sail to the rock-ringed island far to the northwest and follow the spiraling landmass to the castle

in the center. This is the city of Canalot, a water-soaked town where people get around on large
wooden rafts. The city has everything an explorer needs: an inn, several shops, a bar, and a church
to save your progress. Use the raft to the right of the item shop to maneuver around the city.

The city of Canalot is seeing
a lot of outsiders lately, as the
king has promised to bestow
the Zenithian Helm on anyone
who can make him laugh.
He's trying to increase the happiness of his subjects in hopes

of taking their minds off the impending rise of the Lord of the ;
Underworld. Talk to each person in Canalot, then go through the i
tunnel on the north side of the city to proceed to the castle. %

demlist g _
_ CONTAINER TEM  NOTE L
e o Magic water |{In the kitchen at the north end of the castle. |8

@ Chimaera
wing

In the bedroom in the northeast corner of
the castle.

In the bedroom in the northwest corner.

@ Mini medal

MY KINGDOM FOR A LAUGH

Use the raft to enter the castle through the right-hand opening
and float around the lower level of this three-story palace.
Speak with the folks in the bedrooms along the north side of
the castle, then return the way you came and reenter the castle
through the middle entrance. Head upstairs to the second floor
and talk to the people there (and out on the balcony), then climb
the steps to the throne room on the third floor. Get in line behind
the others for a chance to speak to King Larfur.

¥ T — e, S
FZenithian Equipment;
Read the materials on the bookshelves and talk with everyone |
in the castle to learn about the Zenithian Equipment. Legend

has it that there is a castle in the sky and only he who has
| outfitted himself in all the Zenithian Equipment can ascend
| into the heavens to visit the sacred place.

The time soon comes to tell King Larfur a joke, but the hero and :
his party don’t know any. This angers the King and he insists ‘E;F
that they go away and stop wasting his time. Clearly the group -
needs to enlist the help of a comedian!

i




* A TRIP TO LAISSEZ FAYRE

Exit the castle and set sail for
Laissez Fayre at the southern
tip of the Libeccio continent.
Once there, visit the theatre
and locate Tom Foolery, the
comedian. He should be
behind the stage talking with
the girls’ former manager.
Tom Foolery eventually joins
the party to help obtain the
Zenithian Helm.

Asmda:y.ch_arac’terwhoiﬁghts alongside the =,
heroarxjhis'pargy, butis not controlled by the player. 78
Companion Stats i
ATTRIBUTE | RATING || ATTRIBUTE | RATING]
HP 85 AGI 38 LCK 88
MP 24 | RES 18 | ATK 88
STR 25 | WIS 55 | DEF

i Magic: Snooze

- Tom Foolery is an entertainer with a keen wit and a sharp
ir_itel'le,ct. Despite being a comedian, he actually comes
readily equipped for battle, although that is certainly not the
reason for adding him to the party. He has a strong sense of
right and wrong and embraces his opportunity to help the
hero’s cause, particularly if it means spreading laughter
throughout the land.

Stop at the church in Laissez Fayre and tell the nun about
Hoffman’s new town. She’ll be glad you did and heads there

| at once! Always look for other people who express a desire to
move someplace new.

S

ACQUIRING THE ZENITHIAN HELM

Return to Canalot and arrange
the party line-up so that Tom
Foolery is the lead character.
Climb the steps to the throne
room and approach King
Larfur so Tom Foolery can
speak to him. Tom doesn’t
have any jokes that can

make the King laugh, but he
nonetheless convinces him to
grant the Zenithian Helm to
the hero.

After serving his purpose with King Larfur, Tom Foolery bids
farewell to the group. Equip the hero with the Zenithian Helm
and sell the iron mask while in Canalot. Rumors abound that
another piece of the Zenithian Equipment is in Burland Castle,
where Ragnar was once employed. Set sail for the north
country at once!




Strathbaile

_

=

[Burland == L&k o

g

Cove’s Cove

The north country where
Ragnar had once served
as a palace guard is much
the way he remembers it.
Although many tougher
monsters have since
invaded the area north

of the river— particularly

in the Auld Well—the

area near Burland hasn’t
changed. East of Burland
lies a mountainous region
that serves as home to
the all-female Femiscyra
Castle. The area is said

to be blocked by volcanic
rocks and can only be
reached by those carrying
the magma staff. South of
Femiscyra Castle dwells
the rare liquid metal slime,
which yields over 10,000
experience when slain,
making the area a fantastic
place to go monster
hunting.
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TOSSING AND TURNING

Sail eastward along the northern edge of the landmass to locate
the familiar landmarks of Ragnar's home country. Pilot the ship
down the narrow stream and visit the people of Strathbaile on
the north side of the creek.
This town has been peaceful
since the incident with the
children, but now there
seems to be another problem
afflicting Strathbaile—horrible
dreams! Anyone who stays at
the inn experiences the same
dream every night.

Talk to the people in town, then head to the inn to get some
rest. Sure enough, the hero and his party experience the same
ominous dream the townsfolk were talking about—a woman in
a tower, a man playing a flute, talk of destroying humankind.
Ominous indeed! Remember the details of this dream well and
head south to Burland Castle.

{Monster;Hun

Those locking to fill up their Big Book of Beasts should make
a special trip down into The Auld Well southeast of Strathbaile
to discover a few special monsters. Be on the lookout for the
fire beatle, well wisher, and scarewell. The latter two creatures
have very high HP, but yield hundreds of experience.

e e e
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Burland Castle

RAGNAR RETURNS

Return to the castle and use the thief’s key to unlock the door
on the west side of the castle. Use the Safe Passage spell to
cross the room without being harmed and collect the items from
the six chests. Here you'll find the following: mini medal, seed
of life, iron helmet, seed of strength, seed of agility, and 750
gold coins.

Look around the castle and talk to the people milling about,
particularly the wise-looking old man near the bookshelves. He'll
tell a story about the Zenithian Dragon God and the Lord of the
Underworld that sheds some light on the situation at large. Head
upstairs to the throne room and speak with the king about the
Zenithian Shield. According to the king, one of his predecessors
gave the Zenithian Shield to the Queen of Femiscyra as a gift.

THROUGH THE FIRE AND MOUNTAINS

Return to the ship and salil it due east to the lake at the
end of the river between Burland and Strathbaile. Exit
the ship and head south on land into the mountains.
The party soon arrives at a volcano that blocks the path
to Femiscyra Castle. Use the magma staff as an item

to trigger the volcano’s eruption. This swallows up the
obstacles blocking the path, making it possible for the
party to continue to Femiscyra Castle.

«Femiscyra Castle

f0btaining the Magma Sta

i The magma staff was locked away
| in Zamoksva Castle. If you haven’t

NOYHINTEM

| obtained it, return to Zamoksva Castle

t and use the magic key and Safe

| Passage spell to retrieve it from a chest
]. locked away on the castle’s first floor.

. In the kitchen area, in the southwest corner |
Mini medal

of the castle.
Seed of On the first floor, in the right-hand room
wisdom near the center.

In the upstairs bedroom, to the east of the

oSk o Aoty throne room.

In the upstairs bedroom, to the east of the

Leather dress

throne room.
Zenithian Use the ultimate key to reach it via the
Shield northeast staircase to the basement. : o
e Use the ultimate key to reach it via the o
@ |Fireclaw |staircase behind the stairs leading to the
) {throne room.

Q




Leather dress
Dancer's costume

Cloak of evasion 3000 +28 -
Pink leotard 6300 +38 --
‘Golden tiara 540  +12 -

| Visitors are only allowed mto Femis

| so if you reach the castle late in the day and the entrance
is blocked, just exit the area and use the Tlck-tock spell to
advance the sunrise.

CAUGHT RED-HANDED

Take a stroll around the castle and
save your progress with the man
in the brown robe in the central
room on the first floor. Enter the
bedroom to the east of it and

talk to the poet. Collect the seed
of wisdom from the drawer and
watch as the nun outside the room
calls for the castle guards—she
thinks you’ve stolen her precious
bronze rosary!

The queen ultimately sends for the party and asks if you
are guilty of the crime. Insist that you are innocent and that
someone else—the poet—stole the rosary. The Queen of
Femiscyra soon gives you the opportunity to prove your
innocence by capturing the
real crook, but there is a
catch. One member of the
party must stay behind in the
dungeon. One of the wagon-
riding members will be chosen
at random, but you can speak
to the guard in the dungeon to
change which member stays
behind, if you wish.

X <
\
>

Talk to the women in the
castle’s kitchen for a clue as
to where the culprit may have
fled, then exit the castle and
speak with the man outside.
He states that he saw a man
dressed like a poet run toward
the cave to the south. Spend
some time in the area south of
the castle to level up the party.

There’s no better way to gain
experience than by defeating
~ liquid metal slimes. Many

. of these monsters flee the

| battle before they can be
defeated, but Alena’s high
agility rating often enables her
to strike a critical hit before
the beast can escape. Liquid
metal slimes yield 10,050 experience and thesr defeat all but

guarantees a level increase for every party member.
X




[«Cove’s Cove

i

(i ltem List

§ GONTAINER {TEM ‘

: O Mini medal Inthe center of B1F.

? @ Seed of strength In the northeast corner of B1F.

15 @ 1050 gold coins In the nertheast corner of B1F.

é @ Seed of resilience  |In the northeast corner of B2F.

% @ Iron mask In the northwest corner of B2F.

5% @ Dragon shield In the southwest corner of B2F.

| Holy water In the secret hideout in B3F.
Mini medal In the secret hideout in B3F.
@ Mercury's bandana |In the secret hideout in B3F.

T SN 5

FIRST ENCOU

HP | EXP | GOLD MAP SECTORS

HP | EXP | GOLD {MAP SECTORS
180 100
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A MAZE OF STAIRWAYS AND LEDGES

Cove's Cove is only three levels deep, but it contains a

. || complicated network of ledges and staircases that often lead to
/|| dead-ends. Study the maps closely to pinpoint where to go and
|| collect the items from the chests.

TR R R )

Head for the path between the two chests in the northeast
corner of B1F, then go south to the southeast corner when it’s
time to descend to B2F. Follow this path back around to the
northwest to locate the stairs leading to the next level.

You must go out of the way a bit to access the chests on B2F,
but it’s worth the effort! The chest in the southwest corner
contains the valuable dragon shield. Equip the hero with this
item right away, then loop back to the steps in the southeast
corner and walk toward the staircase leading down to B3F.




} Consider using a Quick Save while on B2F or using the Evac spell to exit the cave and return to |
| Femiscyra Castle to save your progress. The upcoming battle can prove tricky if the party isn’t
| adequately prepared. Furthermore, make sure that the party’s designated healer has enough MP
t\to last through a lengthy fight.

J
4

Collect the items from the secret hideout of the poet-thief, then approach him while he sleeps.
The poet starts running around the room to avoid confrontation. Run up to him and press the
A Button to initiate the battle.

T T

aHero | 23 Battleaxe %FU" plate armour Er:?e?gn Zenithian helm
- |Cavtery
| ‘sword

e Iron armour \Iron shield  Iron helmet
staff | I 3

iFuII plate armour | Iron shield  Iron mask

| 23

|24 ron claw 3Spang\ed dress |- Golden tiara

COLLECT YOUR REWARD

Return to Femiscyra GCastle and speak to the Queen of Femiscyra to receive the ultimate key as
a reward for capturing the thief. Use the staircase in the northwest corner of the castle to descend
to the dungeon and free your imprisoned party member. Release the other folks and speak to
them to learn some valuable tips.

Head back upstairs, then
descend the stairs in the
northeast corner to find

a chest containing the
Zenithian Shield. Equip the hero with this precious item and
head back upstairs—now it's time to find the third room in the
basement! Rotate the camera while on the castle’s main floor
to spot the hidden staircase behind the steps leading up to
the throne room. Descend these stairs to a secret room in the
basement. There you will find the fire claw for Alena.




_[cascade Cave

King Minikin’s [=
Dominion
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reward.

Sail into B.rinyuliéir to find the Zenithian A?mour and more m;n{ o

medals.

Explore Cascade Cave with the karstaway stone and locate
the liguid metal sword.

Enter the towar at Rosehill and fight for the opportunlty to speak
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TRADING IN MINI MEDALS

Sail the ship in a northeasterly direction around the tip of the
continent to the small island in the bay to the south. This island
is home to the castle known as King Minikin’s Dominion. Here
you find King Minikin, who wants nothing more than to trade
valuable prizes for your hard-earned mini medals. If you've been
following this walkthrough, you should have 18 of them at this
point. And for that, King Minikin hands over the strength ring.
Keep collecting these precious items to earn other valuable
pieces of equipment.

Mini Medals Trade-In Program
#  REWARD DESCRIPTION o

Supplements the strength of whoever should slip it on.
+8 strength
This brilliant band boosts defence when worn. +7 defence

This clothing will help to reduce damage caused by magic.

Strength ring

Ruby of protection
Magical skirt

Staff of divine
wrath

Can also be used as a tool during battle.

Rousing wristwear that may just save the day in times

Kerplunk bracer Friad!

Miracle sword
Happy hat

Mighty armlet
Liquid metal shield

Supplements the strength of whoever should slip it on.
Can also be used as a tool during battle.

This deadly whip can attack a whole group of enemies
at once.

Gringham whip

"eKing Minikin’s Dominion

Replenishes its bearer’s HP with each attack... miraculously. &
Recovers some of the wearer's MP with each and every step. ©

into the swirling blue light to be whisked away to the teleportal |
' near the Empire of Parthenia and Mintos. The teleportal there

has a second connector that leads to the large island in the

southern seas. You needn’t use this feature now, but now that |

you have the ultimate key and can unlock the gates in the '
| teleportal shrine near Parthenia, the option is yours.

Head to the basement of King Minikin's Dominion and talk to the
man sitting at the table to learn about the nearby cave. Spend
the night at the inn to recover lost HP and MP, then exit the
castle and sail northward, straight into the cave open to the sea.
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Mini medal On the eastern ledge of 1F-1.

Mini medal On the southeastern ledge of 1F-2.

Mini medal In the center of B1F.

Zenithizn Armour | In the center of B1F,

RAFTING FOR TREASURE

Briny Lair is comprised of three areas: there is the outer ring, an
inner serpentine passage, and a lower area containing an island.
Ride the raft to the southeast corner and hop onto solid ground
to obtain the first mini medal. Now steer the raft northward
along the eastern edge and jump off to enter the central area

on foot to collect a second mini medal. Return the way you
came and sail up and around
the outer area in a counter-
clockwise direction to enter
the central section from the
north. Float through the maze
of rocks to reach the island
containing a third mini medal
and the Zenithian Armour.

The cheeky tikis don’t have

a lot of HP (only 91), but they
can he quite difficult to defeat
in battle thanks to their ability
to quickly summon backup.
Use this to your advantage

to earn a lot of experience.
Defeat the cheeky tikis slowly
so that they can continue to . : :
summon additional cheeky tikis. Keep the fight goung for as
long as you want; when you’re ready, cast Poof to make many
of them disappear. Cheeky tikis are very susceptible to Poof

._,Eb

and one or two casts of this spell will finish off most of them!




ltem List
CONTAINER ITEM
Sands of time In the center room of B2F.

Mini medal In the center of B3F.

Death mask In the southwest corner of B4F.

780 gold coins In the center of B4F.

i Il
SRR S (8

Liguid metal sword |In the southern end of B5F.

—

e

A PIRATE TREASURE TROVE

Sail south along the coast until you reach a small cove that
cuts into the landmass. Park the ship here and cross the sandy
area to the west to find the entrance to Cascade Cave. This is
the rumored hideaway where the pirates of Dunplundrin were
said to have once stored their booty. Proceed north through the
first cavern and use the karstaway stone to soak up the water
covering the staircase leading to B2F.

e




Collect the sands of time from the chest

beyond the red door, then continue to B3F.
Locate the mini medal and continue the
journey through the cave system. Forge ahead
to B5F to find the valuable liquid metal sword
and equip the hero with it. Fight back through
the cave to earn some extra experience and
sail to the small village of Rosehill.

«Rosehill

[ CONTAINER ITEM NOTE
([ED)  |Poison neede {Inside the inn.

@ Mini medal

In the basement of the tower.

Falcon knife earrings
~ Dream blade

Full plate armour
Magic vestment
Dragon mail

g

Don’t equip any of the characters with the
death mask, as it curses them with confusion.
A confused character often attacks other party
members (or themselves) in combat, so resist
the allure of the death mask.

J

COST |EFFECT

Chimagrawing 25 Can be used to return to any previously-visited location.
Musk 150 Its scent will attract monsters for a while until it runs out.

=%




LIKE A DREAM COME TRUE

The village of Rosehill is home to the dwarfs and has many of the amenities of much larger towns.
The old man in the center of the village runs all three shops and the church—wait for him to
approach the counter of the facility you'd like to patronize and press the A Button to talk. Roaming
the village and talking with each of the dwarfs is a great way to learn more about their kind, as well
as the elves who used to live near Strathbaile.

Stay at the inn to recover and
save your progress. At night,

stand on the platform in front
of the tower and use the flute
of revelation just as the man did in the dream. This reveals a
secret entrance to the tower. Climb the stairs to the top and
approach the guard outside the girl's bedroom.

WEAPON | | ACCESSORY
i]_|qu1d metal Zesitian ATrioar §Zeplth|an 5 i ﬁtrength
sword [Shieid ring
|Dream . 'Dragen Mercury’s
ae [P0 ghigg "M bangana

|Holy lance Iron armour
Fireclaw  Spangled dress

Take the sphere of silence that Sir Roseguardin drops and advance to the bedroom. Talk to
the slime to learn about the mod rod in the Royal Crypt, then speak with Rose. Rose reveals the
details regarding Psaro the Manslayer. It’s clear from talking to Rose (and her over-protective
slime) that Psaro must be stopped.

Exit the tower the way you came in, then head through the doors at the base of the tower and
descend the stairs to find the mini medal. Stay at the inn, save your progress, and return to

the ship. It’s time to sail due west across the ocean to the Royal Crypt near Endor Castle. The
Royal Crypt resembles a shrine and is on the tip of the land, just beyond an impenetrable wall of
mountains.
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| [tem List

 CONTAINER TEM

Mod rod In the south end of B1F-1
Mini medal Near the center of B3F.
Staff of antimagic  !In the northern end of B3F.

100 211 88
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ONE WAY TRAVEL

The arrow-shaped floor tiles in the Royal Crypt play a large role in determining where and when the party can travel. For example,
when the party first arrives on B1F-1, the only option is to slide along the tiles to the northern staircase and descend to B2F. From
there, the party must descend the stairs nearest them to B3F. lt's only on B3F where an opportunity to truly explere finally exists.

Obtain the staff of antimagic from the chest to the north,
then loop around to the west in a counter-clockwise direction
to collect the mini medal from the other chest. Ignore the
inter-Crypt teleportal in the northeast corner and continue the
counter-clockwise loop to the stairs in the far eastern side of
B3F. Climb these stairs to B2F, recover at the font at the north
end of B2F, then proceed to the stairs in the southwest corner.
Back on B1F-1, steer clear of the slippery arrow-shaped tiles
and circle around to the south to find the mod rod. Exit the
dungeon and return to the ship.

This is a perfect time to use
| the hero’s Zoom spell to
| revisit towns and

SEN

. ons, but also a number of mini medals too!
. When youre finished, return to King Minikin’s Dominion and
' trade in your extra mini medals for more great rewards!

This is also a great time to return to the Vault of Vrenor, east
of Hoffman’s Place, to obtain the lightning rod. In fact, you
should try to tie up all of your loose ends at this point in the
game, because the story is about to start rolling along toward
an inevitable conclusion—don’t leave anything behind!

i
|
J
J




The only unexplored region left on the planet is a large
rock-ringedisland in the south seas. The island is
accessible by sailing a ship up the river mouth to the
_town of Riverton. From there, explorers must find a way
_across the lake near the massive statue known as the
Colossus in order to scour the rest of the island. A secret
palace, rumored to be the home of Psaro the Manslayer,
is said to be hidden on the eastern side of this island.

 the river mouth to Riverton and visit both parts of the town

Contlnue upriver to the Colossus and fight to the top of the statue
to find a way across the lake.

-about Psaro’s plans.

Use the mod rod to sneak into the meeting at Diabolic Hall to learn

&8 Headto Mamon Mine a;d"descend through the mine to the

entrance to Estark’s Crypt.

6,,.s£xsm. ON.

| exe 6o D AP SECTORS ¢ X

130 315 50 B

{ 91 200 102 B

141 351 108 B

“2-5) WP | Bp 60w

120 393 116 BB

-

o




ltem List
CONTAINER WTEM

[

Mini medal  |On the island in the center of the river.
i i theast f
Miril o :leme the house in the southeast corner o
iverton.
@ Moonwort bulb | Near the armour shop on the east shore.
F @ ok b Inside the house in the northeast corner of
Riverton.
% Seed of life In the cemetery on the western shore at night.

_Weapon Shop
o5t |
Battle-axe
- Dream blade
Dragonsbane

Magic vestment
Dragon mail
Iron shield
Dragon shield

- Iron helmet

ite |8
COST |EFFECT

Medicinal herb 8
Antidotal herb
Chimaera wing

Restores a little of one party member’s HP.
10 Cures a party member of poison.
25  Can be used to return to any previously-visited location.

VISIT BOTH SHORES

Sail the ship toward the large island in the south sea and pilot
the craft up the mouth of the river to enter Riverton. Exit the ship
on the western shore and visit the weapons shop to purchase
the dragonsbane, if possible. Load up on medicinal herbs and
use the stairs near the cemetery to reach the island in the center
of the river. Talk with the poet and collect the mini medal from
the barrel, then return to the ship.




Sail across the river to the
eastern bank and speak with b

the man in the house near the Return to the village of
armour shop to learn about the Riverton at night to find the
flying contraption he can build. seed of life on the ground
He'll let you use it once it’s in the cemetery. There is a
finished, but he needs a gas woman praying at one of the

that is lighter than air in order :
. ) graves during the day, but she
for it to fly. Other villagers have it oo At gt

equally interesting tidbits of
information, especially the lady near the inn who claims to have \
seen the statue to the south walk across the lake!

Sail south from Riverton toward the enormous statue known as the Colossus. The Colossus stands on the shore of a small lake
surrounded by mountains. The only way to the shrine (and Diabolic Hall) is to hope the rumor about the walking statue is true!

eIhe Colossus




Mini medal On the north side of 1F.

640 gold coins In the southwest corner of B1F.
Seed of agility On the eastern side of 2F.

Mimic On the north end of 4F.

On the eastern hand of the statue’s exterior. Exit the

Hela’s hammer

, southeastern opening on 5F to access it.

130 225 186 190 350 48

CLIMBING THE COLOSSUS

Enter the statue by using the door between its feet and get

the mini medal on the ground floor before descending to the
basement. Collect the 640 gold coins in the corner of B1F and
climb the stairs in the northwest corner to return to the ground
floor. Ascend to the second floor, travel through the maze of
corridors, and continue to 3F-1.

o\

Climb the stairs in the
southeast corner of 3F-1

to reach the otherwise
unreachable eastern half of 4F.
Jump out the opening on the
south side of the room to drop
on the statue’s hand. Crack
open the treasure chest to
obtain the Hela’s hammer.

S

Return to 3F-1 and loop around to the north to enter the interior
portion of the floor, 3F-2. Ascend to 4F, ignore the chest (it’s

a mimic) near the stairs leading to 5F, and continue the climb.
Exit 5F through the southwestern hole in the exterior, drop onto
the other hand, reenter the statue on 4F, and climb the stairs to
the sealed-off room in 5F. Ascend to the top of the statue at 6F
and throw the lever to make the Colossus come to life and walk
across the lake.

SOUTH OF THE LAKE

Leap out either of the statue’s ear holes from the sides of the
sixth floor and enter the shrine south of the lake. This area
contains a teleportal that can be used to instantly return to a
similar shrine northwest of Riverton. Use this shrine to return to
Riverton if you need to recover and/or save your progress.

Push onward through the forest to the eastern side of this
mountain-ringed island to uncover Diabolic Hall, the secret
meeting place of the monsters. Take some time in this area to
level up the party against the monsters in this region before
entering the palace.
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eDiabolic Hall __

i

.\ Mini medal In the northwest corneﬁrugf_ B1F-1.
__(;l.\‘ Tempest shield In the northeast corner of B1F-1.
@5 Seed of magic In the southwest corner of B1F-1.
@ Mimic In the southeast corner of B1F-1.
| (@) |Mnimeda In the kitchen area of B1F-2.
@ Prayer ring In the middle prison cell on B1F-2.
@ Kamikazan brager lf;\O;ogtU f;g: grave marker in B1F-4, accessible
_1@ Lucida shard In the southeastern prison cell on B1F-2.

FIRST ENCOUNTERS

L 'Mod or;Not:to, Mod ;

Diabolic Hall is host to a special meeting and the hero and
| his party must use the mod rod _

| and sneak into the meeting. Although you can resist using

| the mod tool while exploring the palace to earn experience

' and level up, you must use the mod rod to transform into
monsters before entering the door atop the balcony (door
“D” on the map) to hear Psaro’s plans.

A MEETING OF MONSTERS FOR MONSTERS

Enter the castle through the main entrance and take the steps
in the northwest corner to head downstairs to the kitchen and
prisoner area. Descend the stairs in the southwest corner of
the prison area and climb the stairs on B2F to eavesdrop on a
conversation between two monsters on 1F-2. Use the mod rod
to change the party’s appearance, then talk to the monsters to
get more information out of them!

HINORHLTYM

| The mod rod randomly
changes the party’s
appearance, ranging from

little old women to kings to

all sorts of different monsters.
Continue using the mod rod
until the party is transformed
into a group of monsters, or
else the disguise won't fool the
. monsters patrolling the castle.

Return to 1F-1 and ascend to the throne room on 2F-1. From
there, descend the stairs in the northwest corner and exit
through the side door to cross .

the yard to the storage area
near the lake. Head down
the stairs to find a number
of treasure chests (and a |
mimic in the southeast corner) | &
containing a mini medal, ?
seed of magic, and the
tempest shield.







Return to the throne room, use the mod rod to transform the
party into monsters, and exit through the southwest corner.
Drop off the walkway to the grassy area and use the Safe
Passage spell to obtain the kamikazee bracer from the room in
B1F-4. Return to the throne room, exit back onto the walkway,
and enter the meeting hall through the door near the monster
standing guard. Sit the party down at the right-hand table and
listen closely to Psaro the Manslayer’s announcement.

ESTARK AWAKENS

The party has learned invaluable information and must head to Mamon Mine at once! Use the Evac spell to exit Diabolic Hall and
Zoom to Havre Léon. There, you can recover at the inn and save your progress before journeying westward to Mamon Mine.

«Mamon Mine

DEEPER INTO THE MINE

The humans digging in Mamon Mine have unearthed Estark’s
Crypt. The hero and his party must make it to Estark and defeat
it before Psaro manages to free the great beast. Return through
the upper twa levels of Mamon Mine (see maps on page 82) and
descend to B3F. Next, go north through the cave to the stairs
that lead to BAF. The monsters in this section are much tougher
than those encountered during Meena and Maya's initial visit
to this area, so be careful. Head north through B4F to enter
Estark’s Grypt.




Mini medal In a cell in the middle of 1F-2.

Magic water In a cell in the middle of 1F-2.

2480 gold coins  |In a cell in the northwest corner of 1F-2.

Seed of agility In the south cell on 1F-2.

Seed of strength | In the south cell on 1F-2,

@eeeeees;

Mini medal In the eastern half of 1F-2,
Mimic In the eastern half of 1F-2.
Gas canister On 1F-2; accessible only after defeating Estark.

{ EXP  GOLD |MAP SECTORS:

Enter the small building near the exit of Mamon Mine to find
a magical fountain that can restore the party’s HP and MP to
their maximum levels,




INTO THE CRYPT

Enter the main temple area and cross the large room to the
doorway on the north side. Collect the items from the chests
in this area (particularly the 2480 gold coins in the chest in
the northwest corner) and locate the stairs in the south end of
the area. Walk along the balcony to the southeast corner and
descend to the main floor.

The flame near the chest to the north never relinquishes its position as long as Estark is alive, so the party cannot raid the chest
until after defeating the boss in this area. Locate the stairs to the west and ascend the two flights to 3F-1. Defeat the two cheater
cheetahs and rhinocerex, heal the party, and prepare for battle.

CHARACTER LEVF;L.WEAFDN ARMOR ISHIELD__HELM
o Liouid metal |5 ian Armour \Zenthian | ihian Helm
T Shield | """
Dragon
‘ __|shield
@Maya | 2% |Somatic staff Robe of serenity |-

Mercury's
|bandana
|Strength
ing

Golden tiara  Prayer ring |

“ jsword
ﬂﬂagnari 27 lDragonsbane Dragon mail llron mask

Alena = 29 Fire claw . agical skirt . Golden tiara




The areas left to be
explored have never been
seen by human eyes.
Instead, they are the
places of legend...and
nightmare. The first such
place is El Forado, the
mythical town at the base
of the Great World Tree
that lies within a desolate
sea of sand surrounded by
impenetrable mountains.
Another place is a tiny
reef-ringed island in the
middle of the ocean—a
non-descript speck of
land whose outward
appearance belies its true
secrets. These are the
places that hold the key for
the hero’s quest to ascend
to Zenithia and to finally

defeat Psaro the Manslayer
and save the human race.
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%*4%? Fly to El Forado and locate the Zenithian Sword and the faﬂen“

= Meet the Zemthlan at Heaven's Haven and save yeur progress.

gy Return to Riverton with the ga
exchange for the balloon.

thian, Orifiela.

Land on the isolated island and speak with the peo@le of The
Azimuth te learn more about Zenithia.

. " Searc‘,h for the baron's bugle at Barons FO"Y

Climb the Stainway to Zenithia ane the hero acauires a full set of
Zenlthtan Equipment. A S SRR
Retumn Crifiela to her home in Zenithia and speak with the Zenith

" Dragon. Allow Sparkie into the party. :-.

ﬁ Proceed through the Doorway to Nadiria to enter the uncerworld.

Exit the Doorway to Nadiria and descend the Nadiria Watchtower
to the poisoned qraund below.

Defeat the four monsters serving as barriers to Psaro s Castle
Nadiria.

R,

t ﬁ Fight through the massive Castle Nadiria to the inner sanctum of

the undenworld.

Play the baron’s bugié to summon the wagon and defeat Psaro
the Manslayer at Psaro’s Pegk.
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| A monster menti
] battle with Estar

3 happenec_l_ by spendmg the i ,at the Strathbaile inn.

OBTAIN THE HOT AIR BALLOON

Return to the old man in the house in the southeast corner of
Riverton and give him the gas canister. He promises to have

AN Opportunity;to, level, 31lUp

something for your efforts the next day, so spend a night at the The battles start to get much
inn to make the time pass faster. Return to the man to receive tougher, so use the balloon to
the balloon. Now the hero’s party can travel high above the return to the area southeast of
ground—and mountains—and go anywhere on the planet! The Femiscyra Castle to hunt the
balloon can continue to drift in whatever direction it’s currently liquid metal slimes. Although
traveling without stopping. Press the A Button to make it land. some of them run away before
. = - you can defeat them, those
that stick around yield 10,050

experience. Liguid metal
slimes tend to appear most commonly in the Iater afternoon,
as the sun sets.

~ S

TEM : | cosT | 1

Power shield +40 &
Flowing dress 15000 +43 -- - -- - X - -- X X
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THREE'S A PARTY

Use the treasure map to mark an “X” on the map where there is rumored to be a secret treasure,
then pilot the balloon over the mountains near Parthenia to reach this secluded area. Put the
balloon down near the large tree in the center of the desert and speak to the women in the village
of El Forado. They inform the hero that he can only go up in the Great World Tree with a party

of three, so reconfigure the party line-up accordingly, recover at the inn, and enter the tree. One
suggested trio to use is the hero, Ragnar, and Kiryl, but the choice is up to you.

«Great World Tree, Yggdrasil

ExititolEllEorado

ONTA R 0
Inspect any of the leaves in the tree to pick up a
Yggdrasi| leaf. i

@ Staff of salvation | In the northwest corner of 2F.

© Yggdrasil dew On the eastern side of 2F.
Mone | Zenithian Sword  |On the southeastern corner of 5F, out in the open.

None |Yggdrasil leaf

| FUDDLESTICK

| HP_| EXP_|GOLD |MAPSECTORS| & .
90 261 99 . /80 403 128

i HP | EXP | GOLD |MAP SECTOKS




) Exit the tree interior to the north and circle around through the

TREE CLIMBING FOR TREASURE

Enter the hollow of the tree and ascend the stairs on the left-
hand side to find the staff of salvation on a lower branch. S
Return the way you came and ascend the other stairs, but this 7
time follow the path of tree branches along the south section of (
2F to climb the stairs to 3F. Pluck the Yggdrasil dew out of the |
chest on 4F, return to 3F, and walk along the tree branchesina
lengthy clockwise loop to reach the stairs on the western side of
the tree.

branches in a counter-clockwise direction to reach the next set
of steps, far to the east. Climb the steps to 5F and approach the &
injured girl lying in the boughs of the tree. Orifiela is a Zenithian ﬁ"»
who fell from the sky while S—

trying to pick the leaves of the
Great World Tree, Yggdrasil.
She needs the party to help
her return to Zenithia, her
home. Agree to help her in
exchange for her assistance
in uncovering the path to the
castle in the sky.

Orifiela

A secondary character who fights alongside the
hero, but is not controlled by the player.

' Companion Stats e

| ATTRIBUTE | RATING | ATTRIBUTE | RATING || ATTRIBUTE [ RATING ] =y
ick 38
ATK 95
DEF 81

Magic: Fullheal, Kasap, Dazzle

Orifiela is much like an angel fallen from the sky and, as such,
should be utilized as a helper and protector, but not necessarily
a character gifted in combat. Orifiela aids the party by healing
them when wounded and by confusing and weakening
opponents. Although she helpfully leads the party to the
Zenithian Sword and to the Stairway to Zenithia, it's important
to replace her in the active line-up as soon as possible, both for
her protection and for the strength of the party.

| You may have noticed a reef-
ringed island in the middle of

S uRetop: | the ocean that was impossible
counter-clockwise direction to RS by ship. Thisis the

Loop around the treetop in a

the southeast corner to find
the Zenithian Sword. Cast
Evac to exit the tree and use
the inn in El Forado to recover
the party’s HP and MP before
setting forth for the Stairway
to Zenithia.

| island you must use the hot air
balloon to reach. Float across
the ocean and put the balloon
down on this mysterious island,




& CONTAINER fTEM .~ : . :
@' Mini medal Inside the house in the northeast corner.

@ Mini medal Inside the house in the northwest corner.

0 r-:Shop

| COST |

Dragon shield
Magic vestment - 3 s s X - 5o X
* Dragon mail
Spiked armour

Medicinal herb Restores a little of one party member’s HP.
-~ Antidotal herb 10 Cures a party member of poison.

Holy water 20  Wards off weaker enemies for a short term.

Chimaera wing 25  (Can be used to return to any previously-visited location.
Moonwort bulb 30  Cures a party member of paralysis.
Musk 150  Its scent will attract monsters for a while until it runs out.

GATEWAY TO THE DIVINE SKY

Visit the town known simply as The Azimuth and speak with
the injured Zenithian in the house in the northwest corner. She
instructs the hero to ascend to Zenithia and meet with the
Zenith Dragon at once. Save your progress at the church and
speak to all the citizens here, particularly the prophet on the
altar, to learn more about Zenithians and the underworld known
as Nadiria. Purchase the spiked armour for Ragnar and exit the
town. Journey eastward to the small shrine in the clearing.

fBig Game Hunting

& This three-lobed island contains an extremely skittish creature known as the metal king slime. This massive gray slime seldom
kY] sticks around in battle for extended periods of time, but those lucky enough to slay one receive 30,010 experience for their effort.
Spend some time in the area east of The Azimuth to see if you can kill one or two of them.

-4




"eBaron’s Folly

.. NOTE e
Baron’s bugle In the walled-off area on B2F.
Goddess ring Deep in the basement on B3F.
[ R o

Baron’s Folly is devoid of monsters, so don't worry about

| your party’s HP or MP levels. Enjoy the ability to wander
F} about the shrine without fear of attack.

A PUZZLING LAYOUT

The position of the large stained-glass elevator limits the
areas where the party can go inside Baron’s Folly. Begin the
exploration of the area by riding the elevator down to B2F; just
step on the switch in the center of the lift to do so. Exit the
elevator and climb the stairs back to 1F. Once there, leap off
the ledge to land atop the elevator on B1F and use the stairs
to obtain the baron’s bugle.
Return the way you came and
ride the elevator back to the
uppermost floor. Descend the
stairs to B3F to obtain the
Goddess ring, then exit the
shrine. Return to The
Azimuth to recover
and save your
progress, then
continue
south.




ltem List
| CONTAINER ITEM

Glombolero

NOTE
Enter the central room on 3F to reach the chest inside 3F-1.

E

Dragon shield

Follow the stairs in the southwest corner of 2F to reach 4F-2.

Yggdrasil dew

Near the large statue in the center of 6F.

Mini medal In the eastern room on 8F-1.
Mini medal Descend the stairs from the eastern side of 8F-1 to reach 7F.
Seed of strength | Descend the stairs from the eastern side of 8F-1 to reach 7F.

Kerplunk bracer

Inside the south section of 10F, reachable via the lift from 9F.




@IsHoNeRsToNoReid
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HP | EXP  GOLD |MAPSECTORS,

515 205

CLIMBING TO THE SKIES

Enter the Stairway to Zenithia on 1F and immediately climb to
2F to use the stairs in the southeast corner to reach 3F. Collect
the glombolero from the chest inside the room, and then ride
the circular blue platform up to 4F. Continue the ascent via the
blue platform on the north side of the tower and ride it up to 6F.




another mini medal. Return to
9F and ride the blue platform
in the northwest corner up

to 10F, Enter the tower there, acquire the kerplunk bracer

from the chest, and cross the bridge over the central section

to continue the ascent io 11F. Step onto the platform atop the
Stairway to Zenithia to prove you are the chosen one to advance
into the heavens.

Zenithia

5%"1\;3 Mini medl Near the small garden on the east side ||
o of Zenithia, near the church.

Pl ot Inside the bedroom area in the center
\"@} s of the palace.

MEET THE ZENITH DRAGON

Ride the cloud into the sky to reach the castle of Zenithia. Visit
the church on the eastern side of the castle to find the mini
medal near the garden.
Orifiela leaves the party now
that she’s back home, but her
seat in the wagon won't be
empty for long—find her near
the garden outside the church
to receive her dragon pup,
Sparkie, as a thank you for

Enter the room at the base of the column on 6F and descend to 5F. Unlock the door to the west and
climb the nearby stairs to collect the Yggdrasil dew on 6F. Return to 5F and use the stairs in the
northwest corner to return to BF. Once there, climb the ladder on the western column to reach 8F.

Cross the exterior of 9F to the east and descend the ladder to reach 8F and enter the room to find
a mini medal. Descend to 7F and smash the jars and barrels to find additional items, including

helping her get home.

Guide the party to the western side of the castle and speak

to the creature in the small room with the planters to receive
some Yggdrasil dew. Continue exploring the castle (be sure to
have the books in the library read to you) and go up the stairs
in the center to speak with
the Zenith Dragon. He not
only provides some guidance
in the hero’s quest, but even
grants the hero an additional
20,000 experience. Best of
all, the Zenithian Sword has
been imbued with the power
of the Zenith Dragon and now
possesses +110 ATK power!

Sparkie

A secondary character who fights alongside the
hero, but is not controlled by the player.

Companion Stats :
| ATTRIBUTE [ RATING |
LCK 20
ATK 195
| DEF 160

Sparkle is but a harmless dragon pup at first glance but
his ability to fight monsters should not be underestimated.
Although Sparkie knows no magic nor has any weapons
or armor, he more than holds his own in battle, and his
tremendously high HP and strength ratings help to keep
him alive in the toughest of fights. Sparkie does have a
few innate skills such as his chilly breath and sweet breath
attacks that he can use against groups of enemies, but his
fighting style is varied and unpredictable.

Leave the Zenith Dragon to his throne and return to the area
where the party gained Sparkie. Exit the castle through the door
and jump through the hole in the clouds to find a direct entrance
to the underworld of Nadiria. The hero’s party (with the wagon
in tow) successfully lands just outside the cave surrounded by
mountains in the northwest corner of the island.







Shimmering dress

NOTE

Continue north from the entrance to B1F-3.

Mini medal

In the southeast corner of B2F-1.

Hela’s armour

In the southwest corner of B2F-1.

Thalian staff

In the northern corner of B3F-1.

Mimic

In the southeastern corner of B3F-1.

3280 gold coins | In the center of B3F-1, reachable from stairs on B2F-1. :
Seed of life In the center of B3F-1, reachable from stairs on B2F-1. |
Seed of strength | In the center of B3F-1, reachable from stairs on B2F-1. &

Seed of agility

In the center of B3F-1, reachable from stairs on B2F-1

Mighty armlet

Use Safe Passage to reach it in the northwest corner
of B4F.

Flowing dress

Use Safe Passage to reach it in the south side of B4F.

Seed of magic

On the floor of BSF, near the stairs leading down to B6F.
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INTO THE DARKNESS

Enter the cave and head north to find the shimmering dress
for Alena. Head west to B2F-1 and collect the mini medal by
sliding along the arrow-shaped tiles furthest to the east inside
the room. Exit the way you came and continue through B2F-2
and B3F-1 to the stairs leading back up to B2F-1. Walk south
around the large hole in the floor and slide along the west-most
tiles to the chest in the corner of the room. Take the stairs in the
center down to the small room on B3F-1 that contains the four
chests and descend the stairs to B4F.

Use the raft on B4F together
with the Safe Passage spell

to collect the mighty armlet
and flowing dress, then float
to the eastern platform and
descend the stairs. Continue
through the following corridors
to the exit on B6F.
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‘Nadiria Watchtower

ExititolNadirial

Seed of life On the north side of the crack in 3F.

Mirror shield

On the south side of the crack in 3F.
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The party emerges from the
cave on a suspension bridge
leading to a watchtower
filled to the rim with
monsters. Ignore the
stairs on the right
and, instead, drop
through the crack
in the top of the

tower to get the . sl
Riirior shield on It's been quite a while since

5F. Drop through ‘you last had a chance to save
Hhe crack on that your progress, plus your party
floor to reach 2F may be getting a bit weak.
then scamper back Just remember that you can
up the stairs to 3F to switch out party members
e llsct tho seed of life. in the middle of a battle as
Descend to 1F and exit the long as you have the wagon.

tower through the door on the Yoq can even use t.he sands : r—— —
south side of the building. of time to reverse time during a battle. Doing so allows you to
start the battle over again and creates an opportunity to do

Q-hing._s a bit differently.
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@Heaven s Haven

A MOMENTARY RESP‘iTE

Head south from the Nadiria Watchtower to reach the shrine in
the distance. A Zenithian stands watch over this singular place
of beauty in an otherwise blighted landscape of Nadiria. She
speaks of four barriers that must be pierced —one in each corner
of Nadiria—in order for the hero to advance to a final showdown
with Psaro the Manslayer. This messenger ultimately heals the
party and provides an opportunity to save your progress.

QOn the third floor of the tower in the northeast corner. |

DROPPING THE FOUR BARRIERS

The area known simply as Nadiria has a large castle in the
center that is protected by four magical barriers. These barriers
can be destroyed by defeating each of the four bosses that

are in the shrines and towers scattered across the periphery of
Nadiria. The same tactics can be applied for all four encounters;
take comfort in knowing that each of the three shrines and the
one tower are small and easy to navigate.

| We recommend defeating the four bosses in the following
order: southeast shrine, southwest shrine, northwest shrine,
and northeast tower. Return to Heaven’s Haven after each
battle to recover and save your progress.
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@ I — On the southwest exterior walkway,
accessible from stairs “D” on 2F,

Use Safe Passage to access the chest on
1F-2 from the stairs near the lift on 2F.

A4
i
@ Yggdrasil leaf In a small room on 4F-3, accessed via
®

Mini medal

doorway from the outside walkway.
In a small room on 4F-3, accessed via
doorway from the outside walkway.

Lightning staff

Castle Nadiria is by far the most complex dungeon area
that the hero and his party have encountered thus far.

Not only are the monsters as tough as many earlier boss
enemies, but the dozens of doorways, staircases, and
multiple elevator lifts make this a very tricky place to explore.
Consider the confusing confines of this castle to be the fifth
and most challenging barrier erected to protect Psaro.

Enter the castle through the main doorway in the front
and walk around the perimeter of the entrance room to
the stairs on 1F-1. Use the exterior walkway in the southwest corner to reenter the castle,
then proceed to the elevator on the east side of 2F.

Cross the western
elevator to the stairs
leading up to 4F-1 and exit through the door in the southeast
carner marked “C” on the map to collect the Yggdrasil leaf
and lightning staff from the chests in the room on 4F-3. Return
to 4F-1 and push the lone statue on the north side of the room
aside to reveal a secret room. Cross the series of rooms and
stairways beyond this passageway to get the sage’s stone on
the exterior of the castle.

Now it’s time to complete the trek through the castle and [Bﬁ“ﬁﬂ'
continue the journey to the final confrontation with Psaro the [ :
Manslayer. Ride the easternmost of the two elevators down to | Approach the volce
9F and ascend the staircase '
labeled “E”. Cross back over
the top of the elevator you just
rode to the stairs on the north
of it. Follow the path of stairs
up to 5F-1. Continue around
the outside of the castle

to the cave entrance in the
northwest corner.

\\!







«Psaro’s Peak
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éﬂbor Céﬁino MAGIC WATER

COST: 30
EFFECT: |ltem. restores MP

Upon reaching Endor during
Chapter 2, locate the casino
in the basement of the inn.
When you go through Endor
in Chapter 3, the casino is
vacated and unavailable until

i
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M-E after the tunnel has been dug. PRAYER RING
The casino is open again GOST: 500 ;

F throughout all of Chapter 5. EFFECT: Accessory, restores MP

4 Token Prize DESCRIPTION: When used, this accessory
% Poker Exchange Counter recovers 20-30 MP of one party member.

GOLD BRACER

COST: 1000

EFFECT: Accessory, defense +5
DESCRIPTION: This accessory !ncreases
defense.

i : LABLE FOR:
Monster Slot RO ¢ (F) RAGNAR | ALENA | BORYA | KIRYL ? nnaco{ MA\’A ‘MEENA

Arena Machines

Once inside the inn, you can
purchase casino tokens at

the vending area. You cannot
turn tokens back into gold
coins, so only buy as many
tokens as you need. The cost
of tokens varies between the
three chapters during which
the casino is open. Refer to
the following table for the cost =
of a token. Remember that tokens carry over between chapters! [ -
HERQ (M) | HERO(F) | RAGNAR | ALEN

SPANGLED DRESS

COST: 2500 _

EFFECT: Armour, defense +40
DESCRIPTION: This dress increases
defense for the female party members.

To trade casino tokens for

e e prizes, just visit the exchange £ 7
counter (the area with the i
2 10 gold - : 5
3 zgoggmmdcginnss treasure chests). The following | ! 4 4 v
5 20 gold coins section lists the six prizes, the

number of tokens they cost,
and the corresponding stats.




METEORITE BRACER

COST: 10000

EFFECT: Accessory, agility dnubied
BESGHIPT!DN This accessory doubles

xsnvL |maufim'i MAYA

Loz

FALCON BLADE

COST: 65000

EFFEGT: Weapon, attack +67
DESCRIPTION: This weapon allows the
wielder to strike twice in a single turn.

*GD_ler B —

There are five slot machines
stationed along the wall
opposite the casino sign. The
payoff is the same for all five
machines, but the wheels are
different. The following table
indicates the payoff for the
different winning patterns.

Walk up to a slot machine and
press the A Button to play
and press Up on the +Control
Pad to insert a token(s). You
can insert up to five tokens
for each play. The more
tokens you enter, the more
opportunities there are to
win. With one token, only the
middle row comes into play.
With five tokens, you can win
with any of the three rows,
plus the two diagonals from
the top-left to bottom-right
and bottom-left to top-right.
After entering the desired
tokens, press the A Button to
make the wheels spin. If you
get a winning pattern, you are
credited with the winnings
that equal the number of
tokens multiplied by the
winning pattern’s payout.

Slot Machine Winnings

Talk to the gentleman at the
poker table to begin a game.
The first task is deciding how
many tokens you want to
gamble on the next hand. You
can bet as many as 10 tokens
on each hand.

tab
hand or w07

Five cards are dealt out on the
table. The object is to make

a winning poker hand out of
the cards. There are four suits
of cards: Crowns, Shields,
Slime and Swords. Each suit
has 14 different ranks: 2-10,
Jack, Queen, King, and Ace.
Note that an Ace can be used

!?E" w{gr . i

as the lowest or highest card
when making a Straight hand. You can also use Jokers to be
whatever card you need them to be to achieve the best hand.

After the cards are dealt, the cards you discard are replaced

Deal.

-

with new cards. Press the A Button on a card to switch between ¢
Discard and Hold. When your hand is set, press the A Button on ¢

You must end up with one of the following hands (see the
following section) to win casino tokens. A Joker can be
anything—the computer provides the best possible result. The
number of tokens you bet is multiplied by the corresponding
payout multiplier.

TWO PAIRS

PAYOUT MULTIPLIER: x1
DESGRIPTION: Two cards
of the same rank is a pair.
Get two separate pairs to
recover your bet.

THREE OF A KIND
PAYOUT MULTIPLIER: x2
DESCGRIPTION: Three cards
of the same rank doubles
your het.




STRAIGHT

PAYOUT MULTIPLIER: x4
DESCRIPTION: Five cards in
successive order. such as
2-6 or 8-10, Jack, Queen.
The straight cannot run
between the King and 2,
such as King, Ace, 2-4.
The suit for the five cards
doesn't matter.

FULL HOUSE

PAYOUT MULTIPLIER: x8
DESCGRIPTION: Combine a
three of a kind with a pair to
get the x8 multiplier.

STRAIGHT FLUSH
PAYOUT MULTIPLIER: x20
DESCRIPTION: A straight
of five cards with the same
suit, except for the highest
five ranks.

ROYAL STRAIGHT
FLUSH

PAYOUT MULTIPLIER: x250
DESCRIPTION: The Royal
Straight Flush is a Straight
Flush with the five highest
rank cards—10, Jack,
Queen, King, Ace.

FLUSH

PAYOUT MULTIPLIER: x5
DESCRIPTION: Five cards
of the same suit where the
order doesn’t matter.

FOUR OF A KIND
PAYOUT MULTIPLIER: x10
DESCRIPTION: Four cards
of the same rank multiplies
your bet by 10.

FIVE OF A KIND

PAYOUT MULTIPLIER: x100
DESCRIPTION: Four cards of
the same rank plus a Joker
pays a x100 multiplier.

ROYAL SLIME FLUSH
PAYOUT MULTIPLIER: x500
DESCRIPTION: Get a Royal

If you get a winning hand,

you get a chance to double
your winnings, since the
dealer asks if you want to play
“Double or Nothing.” If you
choose to play, five cards are
placed on the table—the first
one appears face up, while
the others are face down.
Next, you must choose a card

from the four that are face down. If it is higher than the one that

@ is face up, then you double your winnings!
e

At this point, you can double
your new winnings by taking
part in a second round of
“Double or Nothing.” You
can double your winnings 11
times, or until your winnings
reach 10000. Occasionally,
there are times where there
are no cards of the four face
down that are higher than the
first card.

SDonster Arena

Talk to the guy behind the
counter to view the fight
card for the upcoming bout.
After viewing the monstrous
gladiators, pick the one you
think will win and enter the
number of casino tokens you
wish to bet (up to 50).

Two to four monsters fight
it out until only one remains
standing. If the monster you
chose remains, you win the
number of casino tokens
you bet multiplied by the
monster’s bet multiplier.

After picking the winning
monster, you can bet your
winnings on the next fight.
You can continue to do so as
long as your winnings are less
than 10000 tokens.

If no winner is decided after
10 rounds, the fight is called a
draw and your bet is returned.
You can press the B Button
during a fight to withdraw, but
this forfeits your bet.

It is difficult to know who will
win each fight, but there are
certain monsters that tend to
have an edge. Monsters with
the following characteristics
have a slight advantage. Still,
a monster that may appear to
have a clear advantage may
be the first one out!




Heal ability.

High defence, resistant to spells,
or has a Buff spell.

= Bullfinch A (x4.X). Wimp (x4.X), Bullfinch B (x4.X)
Erazor blade (x11.X), Flyguy (x5.X), Killer gila (x5.X),
Komodo (x8.X)

Featherweight A (x6.X), Metal scorpion (x4.X), Weartiger
i 5 = | (X5.X), Featherweight B (x6.X)

The metal scorp;on is a decent choice here, since it can attack twice per turn.
Still, everything being even, a featherweight could also take this fight.

Fli ht Number 22 | Frolicker A (x3.X), Venus guytrap (x4.X), Frolicker B (x3.X)
S i a=g Splatypunk (x4.X). Elepus (x3.X), Bedbug (x4.X)

The following line-ups are available once a party member
reaches Level 15.

Can keep other monsters from
fighting by using spells like Snooze.

¢ ¢ o0 |

Gan attack twice per round.

Monsters can’t call for backup
during these battles, nor can : -
they flee. If there is no winner after 10 rounds the match is
called a draw and your tokens are returned.

iFight Number 24 | Dragon pup (x3.X), Wild beast (x10.X), Flamethrower

(x3.X)
6 FaGHT cﬁﬁﬁs ¢ be Featherweight (x1.X), Mushroom mage (x4.X). Whizzard
There are 46 possible fight (x7.X)

Fight Number 26 | Horny devil (x5.X), Dirty dogu (x3.X), Winkster (x4.X)

The dirty dogu can cast Buff on itself, making attacks against it mostly

ineffective. Although the horny devii can damage the dirty dogu with its fire

spell, the dirty dogu is the best option.

1t Nu infernal armour (x3.X), Dragon pup (x3.X), Powie yowie

o e (x5.X)

F|ght Number 28 Mandragore A (x5.X), Bodkin bowyer (x5.X), Imp (x5.X),
Mandragore B (x5.X)

If you don't like a fight card - The following line-ups are available once a party member

that appears, back out and talk to the guy again to receive a reaches Level 25.

new one. The following lists the possible fight cards available o - -

starting with Chapter 2, including the bet multiplier for each Big v thombey €5 tﬁ;l?‘qﬁ';gi)’{’)(x‘*-x)- Hoodoo gooroo (x4.X), Cheater

monster. The bet multiplier is shown in parenthesis, where X [ 'ht Number 30 | Picuda A (x/.X). Beleth (x3.). Picuda B (x2.X)

is between 1 and 9. R e gl Picuda (x8.X), Humbaba (x5.X), Eoraptor A (x5.X),

T - Eoraptor B (x5.X
F e Tk B Bantamweight (x9.X), Flyguy (x1.X), Pteranodon (x5.X) Swe;y yeti{rxl‘g).Pocus DODpet A (x0.X), Pocus poppet

Bedbug A (x5.X), Lugworm (x3.X), Bedbug B (x5.X) B (x9.X), Buffalo wing (x7.X)

gggif;egr(c’;i:‘(’xf‘;‘)ﬂt‘g‘l’m;’; gf;&W?)r?)pléiltljf?aéﬁém TRl War-rus (x3.X), Bloody blade (x7.X), Octophant (x3.X)
(x13.X) it e Both the war-rus and octophant can attack twice per turn, making the bloody
- blade a poor option.

cards, but you start with only
18 potential fights. As you
progress through Chapter

5, more fight cards become
available depending on your
party members’ level.

Fight Number 32

thht Number 04

Eh gl Frazor blade (x5.X). Pickayune (x3.X), Komodo (x3.X) : -

With its higher HP and defence, the komc-)dn tendys to come out on top of this Fght Number 34 Wik beast A (x3.X). Wild beast B (x3.X). Wild beast G .
match most of the time. (X3.X)
Fight Number 06 | Firespirit A (x5.X), Mad mole (x3.X), Firespirit B (x5.%) The following line-ups are available once a party member
Despite having less HP and very little MP, one of the firespirits is a good choice reaches Level 30. E
in this fight. Its Frizz spell is very effective against the mad mole. ' § ;

Flyguy (x5.X), Bodkin archer (x10.X), Crested viper I-"lght Number 35 Flamethrower (x5.X), Liquid metal slime (x3.X),

Fight Number 07

' ¢ (x8.X), Cyclown (x3.X) i & Blizzybody (x5.X) :
Fight Number 08 | Flying doctor A (x10.X), Winky (x1.X), Flying doctor B ThL liquid metal slime has a high defence rating and is resistant to spells, !
(x10.X) lmakmq it a great choice!

The flying doctors can heal and are resistant to each others’ fire attack, making
ane of them a good pick. Deciding which one will win, however, is a matter of

Fight Number 36 | Hellion A (x3.X), Hellion B {x3.X), Fuddlestick (x3.X)
Flght TR e r@l | ethal armour (x7.X), Flamethrower (x4.X), Cheater
cheetah (x1.X)

(g e B Funghoul (x5.X). Bullfinch (x3.X), Funghoul B (x5.X) The following line-ups are available once a party member
Fight Number 10 | Lickspittle (x4.X), Bubble slime (x4.X), Air rat (x4.X) reaches Level 35.

Fi ht Number s5 88 Mischievous mole (x5.X), Wiggly (x11.X), Mousefiap
(x1.X) Fight Number 38 | Bullion A (x5.X). Builion B (x5.X), Bullion C (x5.X)

Picksy A (x5.X), Picksy B (x5.X), Picksy C (x5.X), Picksy [SF (OISR Green dragon (x2.X), Whirly girly (x4.X)
D (x5.X) Grim keeper (x20.X). Ogre (x1.X)
Figh N_'tmiber.13- Restless armour (x1.X), Armoured scorpion A (x33.X), | Metal slime (x100.X), Metal king slime (x100.X), Liguid
e S Armoured scorpion B (x33.X), Armoured scorpion C B : | metal slime (x100.X)
S T (x33.0) The best bet to win this fight is the metal king slime, which has lots of HP. More
Fught Number 14 | Skeleton swordsman A (x5.X), Restless armour (x3.X), than likely, though, this fight will end in a draw.
Skelemn swordsman B (,(5 x) Fight Number 42 | Moosifer (x10.X), King cureslime (x200.X)
LU &8 Red dragon (x2.X), Abuliddon (x4.X)
Fight Number 44 | Slime (x200.X), King slime (x20.X),King cureslime (x2.X),
She-slime (x200.X)
With a much higher HP count, the king slime and king cureslime will likely take 3
; Thomy dovil (X18 X) Metéﬁﬁme {M X), Plenanodon out the other slime with ease. King cureslime’s hegl ahility gives him an edge, i
B (<15.X), Crested viper (x13) _o thet Hipéier is no}\ ?eigg ;s rng_irdmgé( 5
Rl lnd i Tyl Ig e Swingre A (x130.X), Swingre B (x130.
F:ght Humbar 18 \:%@gé?mo X}, Peeper (x100.X), Peapar (x100.X), Winky Fight Number 46 | Yoodoo gooroo (x2.X), Terrorflyer (x3.X), Incineraytor
(x4.X)

E&%ﬁ line-upis war't produce & winner within the 10 round fimit—this is ane.of Voodoo gooroo can tip this battle in his direction by using his Sweet Breath. If

; the others dodge the attack, though. it's anyone’s fight i
N ¥ o
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As you progress through the game, be
on the lookout for mini medals. Search
for them inside drawers, chests, and
clay jars. During Chapter 5, you will find
King Minikin on a small island in the far
northeast. You can exchange the mini
medals with him for rewards.

The following table lists the rewards you
receive as you turn in the mini medals.
Talk to the King and he will give you any

1 rewards that you have earned up to that

point.

# Reward Deseription

Refer to the
following images
and descriptions
to collect enough
mini medals to
obtain all of King
Minikin’s rewards.

Porihirunnel:

Lower deck of the first
ship in the boathouse,
inside the dresser.

Tahorov:
At the bottom of the well.

Pharos Beacon:
On the second floor, in
the back-left chest.

Bath:

Next to the bath in the
northeast, inside the
drawers.

Mintos:
Located at the bottom of
the well.

Porthtrunnel:

inside the barrel second
from the left of the top
row of barrels, inside the
boathouse.

; Supplements the strength of whoaver
15 |Simngih ing should_slip it on. +8 strength
20 |Ruby of protection This brilliant band boosts defence
when worn. +7 defence
T This clathing will help to reduce
e e damage caused by magic.
30| Staff of diving wrath | Can also be used as atool during battle. Porthtrunnel: "
Rousing wristwaar thal may just save i infos:
38 |Miracle sword Replemshe; SR the middle barrel. W RERR
attack.... miraculously,
Recovers some of the wearar's MP
43 |Happy hat with each and every step.
: Supplements the strength of whoever
A7 Mightyamlet o ouid siiptan
52 |Liquid metal shield | Can also be used as a ool during battle.
: ? This deadly whip can attack a whole
60 |Gringham whip group of enemies at once.

The Siroc shrine:

At the shrine east of
Mintos, walk clockwise
around the outside of the
wall toward the grassy
space between the two
teleportals to find the
mini medal




Hermit's Hovel

(the smail island

west of The Royal Crypt):
Inside the house, in the
clay jar.

Canalot:
Inside the house east of
the well, in the drawers.

Cove’s Cove:

Go southeast from the
entrance and find it inside
the chest.

Dunplundrin:
l.ocated inside the well,
in the right dresser.

Canalot:

In the back-left bedroom
of the castle, in the
middle drawers (enter
the castle through one
of the side entrances).

Cove’s Cove:

In the room where Kirk
Buzzer was found, inside
the clay jar second from
the top on the left side.

Endor:

Take one of the castle’s
side halls toward the
Colosseum. Rotate the
camera to find a red
doar by the stairs. You
need the magic key to
go through the door.
Follow this path to a room
underneath the armour
shop. The middle chest
contains the mini medal.

The Gupta Gupha:

At the bottom of the cave,

press the switch inside
an empty chest to reveal
steps. Use the thief’s
key to get in the back
room; the mini medal is
in the left clay jar next to
hookcases.

Rosehill:

In the basement below
the church, inside the
dresser.

Endor:

At night, go to the
royal dressing room on
the castle’s top floor,
but watch out for the
patrolling guard. The
maid doesn’t guard the
door at night. You wili
need the magic key to get
in. The mini medal is in
the right dresser.

Burland:

Inside the castle, on

the left side, use the
thief's key and cast Safe
Passage to reach the top
middle chest unharmed.

Briny Lair:

At the entrance, take the
path on the right. Get off
the raft and find the mini
medal inside the chest.

Canalot:
Inside a clay jar east of
well, next to the house.

Femiscyra:

Southwest corner of the

castle. inside the middle-
left clay jar near the well.

Briny Lair:

Take the raft up the

path on the right, about
halfway to the top, there
will be an opening on the
west side. Walk through
the opening and head
south toward the chest.




Briny Lair:

In the lower level of Briny
Lair, in a chest to the left
of where the Zenithian
Armour is found.

Havre Léon:

Enter the small building
behind the pub. The mini
medal is downstairs in the
clay jar in the third cell

Diabolic Hall:

From the entrance, take
the stairs in the northwest
corner to the basement.
It's inside the left clay jar
next to the table.

The Royal Crypt:

In the second level, go left
after collecting the staff

of antimagic to find the
chest.

Cascade Cave:

After revealing the way

to the stairs, climb down
two levels and follow the
path to a chest on the left.

Diaholic Hall:

Once outside and behind

the hall, find a stairway to
a dungeon below. Search
the bottom left-chest.

R e 1)

Casabranca Castle:
Use the ultimate key to

Mamon Mine
(Chapter 5):
Deep inside the mine

X

-

reach the chests behind R:\{ertun: ‘ in Estark’s crypt, pass
e Inside a barrel on the ¥ i
the locked gate. The mini 5 through the first big
| ¢ center island. ; ?

medal is located in the room into the hallway and

bottom-left chest. locate the chest in the
room on the right.
Mamon Mine
(Chapter 5):

: Deep inside the mine in
Balmosat Lasiio: (o Riverton: Estark’s crypt, follow the

the ultimate key to access
the bottom-left cell of the
basement prison. Rotate
the camera to see the clay
jar in the corner.

In the house located
southeast on the hill,
inside the clay jar on the
right.

path around the second
level to the stairs on the
right side. Gontinue until
you find a room with two
chests; open the chest
on the right for the mini
medal.

Havre Léon:

Enter the small building
behind the pub. The mini
medal is downstairs in the
clay jar in the first cell.

The Colossus:

On the first floor inside
a chest, located on the
other side of the stairs.

Strathbaile:

Take the stairs down to
the jailhouse. Use the
ultimate key to access the
cell; the medal is inside
the clay jar.




The Azimuth:
In the northeast huilding,
inside the right dresser.

Zenithia: ;
From the previous mini
medal, head east and go
down the stairs. Search
the lower-right corner
near the water.

Hoifman’s Place

(Level 2 Town):

Once you have an inn,
search inside the dresser
in the east room.

The Azimuth:

In the northwest building,

inside the clay jar closest
to the bookecases.

Doorway to Nadiria
(B2F-1):

Follow the cave to the first
set of steps down and
turn west into the room
with the moving paths.
Use the east arrows to
reach the chest.

Hoffman's Place
(Level 2 Town):
Examine the ground to
the east of the pond in
front of the dog.

Stairway to Zenithia
(BF-1): In the middle of
the eighth floor (use the
ladder from the ninth
floor to access).

Castle Nadiria (1F-2):
After re-entering the
second floor through the
far-right door, follow the
hallway to a set of stairs.
Take the stairs down and
cast Safe Passage to
reach the chest.

Hoffman’s Place
(Level 3 Town):

Inside the barrel on the
right, in the back room
of the building north of
the inn.

Stairway to Zenithia
(7F): From the previous
mini medal, go down the
stairs and search the clay
jar on the right.

Hoffman’s Place

(Level 1 Town):

Inside the top barrel next
to Bill's item shop.

Hoffman’s Place
{Level 3 Town):

After Streo Louse and
Carla move into town,
locate the south clay jar
in front of the northeast
house.

Zenithia:

Take the lower-left
door. In the back of the
bedroom, search the
drawer on the right.

Heffman's Place
(Level 1 Town):
Inside the barrel on
the right in Rocky and
Adrian’s home.

Hoffman's Place

{Level 3 Town):

The dog east of the pond
has found another mini
medal.




Hoffman’s Place

(Level 4 Town):

When the stairs appear
east of the pond, go
down to the second level
and search in front of
the gravestones in the
southeast corner,

Hoffman’s Place

(as Castle):

Inside the lower-left clay
jar on the second floor of
the southwest tower.

Fungeon (B2F-3):
When the path splits,
follow the left path into
the next area. Find the
chest to the northeast.

Hoffman's Place

(Level 4 Town):

The dog east of the pond
has found yet another
mini medal.

Hoffman's Place

(as Castle):

In the courtyard with the
dog, search the ground to
the wast of the fountain.

Fungeon (B3F):

Located inside a chest

on the southernmost
platform of the third level.

Hoffman’s Place

(Level 4 Town):

East of the inn lying on
the ground near Mr. Ned.

Hoffman’s Place

(as Castle):

In the northwest corner
of the bottorn basement
floor, next to Zack and
inside the middle barrel.

Fungeon (B5F-1):
On the ground inside the
well to the east of the inn.

Hoffman’s Place

(as Casile):

In the northeast room on
the first floor, look inside
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Hoffman's Place

(as Castle):

After releasing Sultan
Farog and talking to him,
on the top floor of the
castie, return to him for
the mini medal.

Fungeon (B8F-3):

After visiting the Pinnacle
Chapel, proceed north

to the next area. Look

at the ground near the
gravestanes.

Hoffman’s Place

(as Castle):

Same room as the
previous mini medal, look
inside the left dresser.

Fungeon (B2F-2):
Follow the path on the
right from the entrance
to reach a raft. Take the
raft directly south to the
chest.

Fungeon (BG6F-4):

Take the steps in the
room between the
tigergram and the elf. Find
the chest in the southwest
corner.
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Medicinal | ‘Restores a little of one party
" herb imember’s HP.

Can be used to return to any
|previously-visited location.

GETTING THE TOWN STARTED

r B

Visit the church in
Laissez Fayre and talk
{ to the nun, making
sure to mention Hank
INN RATE Hoffman Jr’s frontier
town. She immediately
heads for Hoffman’s
town.

When you return to
Hoffman, he says to visit |8
him at his new home. %
Walk around town and
talk to the new citizens.
There is a new item
shop to the northeast

of the pond. Also, a
newlywed couple,

Rocky and Adrian, have
moved into a house to
the north.

By attra g more e
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Talk to the nun and she says that Mr.
Hoffman wants her to retire to his home.
Head south to find Hoffman's home with the
nun standing outside. You can get the usual
church options by talking to her

Rocky mentions a guy who sits around in
the church down in Burland who desires

a new start in life. Talk to the frog next to
the pond and he mentions a rurmar going around about a magmﬁcent
castle that once stood upon this very spot.

CHANCE ENCOUNTER

Go inside and talk to Hoffman. Now it's time
‘to name the town. He suggests three names
from which to choose, but you can also :
select one of your own after Hoffman gives -
you his choices. > '

Next, choose someone fo represent the
— — town in Chance Encounter mode. This

Y person (or monster) is your pioneer. The
next step is to select the type of varmint to
il send out. The ayailable types depend upon
your town’s level. When your town reaches
level 5, you will have 50 types from which
to choose.

3¢
.
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Pioneer Types

Man, woman, older man, older woman, grandma, grandpa, boy, girl, man in
|green, priest, nun, soldier

1Slime, tough guy, man with harp, casina girl, dealer, royal soldier, pike soldier,

| Maid, princess, restless ar

|sasquash, wizard, waitress

King, chancellor, Zenithian man, Zenithian woman, Zenithian soldier, elf,

weartiger, imp, warrior princess, barbarian
After selecting the type, the next step is to give your pioneer a name,
gender, age, and hobby. After doing so, you must give your pioneer
a message to spread on his or her journey. Once your message is
created, you are ready to send your pioneer out to other towns and
attract new citizens. If you speak with your pioneer after Hoffman
summons them, they will recite the message and you will have the
option to change it if you wish.
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& List of Hobbies: Jogging, Eating Out, Stamp Books, Health Spas,
Gardening, DIY. Cookery, Eating, Speliinking, Metal Detecting, Smashing
Pots, Breaking Barrels, Collecting Medals, Tarot, Treasure-Hunting, Tombola,
Swimwear, Solo Smgiﬁg Daydreaming, Solo Hiking, Cruising, Aromatherapy,
Nail Art, Social Dancing, Volunteer Work, Street Dance, Astrology, Me?eﬁroiogy
Juggimg, Odourology, Hospitality, Philandering, Pﬂlawﬁghtmg Mountameer'm
ting, Drawing, Programmi i i
] res Blg Halr, Sleep~Taikmg Bro F'llgrlmages Dvefs;)andmg"’
Penny-Pinching, Dieting, Cheap Gags, ipping, Unicycling, Freestyle Darce, -
Meditation, Funfair Games. Yoyo, Dressing Up, Helping Heroes, Reading, Playmg
Musie, Stamp Gollectmg, An Appr latm cing, Portraiture, Puff-Puffery,
Communication e S :

Talk to Hoffman to get'ﬂwe faliow: g options: -

@ Chance Encounter Th& aame 13 saved. then enters Chance Encounter
mode. You can close the DS if f you want. To quit this mode. simply press the
A Button. While in Chance Encounter mode, if you come across someong else in
 this mode, your pianest will visit that town! :

Change Pioneer: Experiment with the selecting pioneer process again.
View Citizens? View the citizens of Hoffman’s Place,

Evict Citizens: Evict a citizen from your town to make room for
somebody glse.

Nothmg_: Exit the menu.

ftem List

Wml medal

lS of

‘Right room of inn.

First room of north
resilience ‘ of nort easthouse

Hairband \ Back room

. Antidotal herb ‘rL]eft clay jar in front of northeast
house.

| Restores a lttle of one party
| member's HP.

 Antidotal ‘ 10 ICu{esaparty member of
herb ‘ poison.

PR

Chimaera : | Can be used to return to any

’ | previously-visited location.
|

: Its scent will attract monsters
for @ while until it runs out.

INN RATE

 number of citizens, you can

~ the house to find some items and a book

;Chanca-ﬁncounter mode is another way to
‘increase your town’s population. If you run -
into other people who also have their games
| in Chance Encounter mode, their pioneers -
‘will visit your town and your pioneer will
visit theirs. You can send your pioneer to as
many other towns that you like.

* If you reach th'e:maximur:n

. Maxlmum Popuiataon

reduce the number by seiec‘ung-
the Evict Citizens option from
Hoffman. He will state that if
there are any citizens who want
to leave, then you can decide if
you want to evict them.

A PLACE TO REST

Zoom to Burland
and talk to the
man inside the
church about
Hoffman’s

Place. He goes
on to mention
something about
a shipmate in the
inn. Talk to Prelvis Esley in the inn about Hoffman’s Place. They both
eventually head for the new town.

There is a new inn in town, so talk to
Maddie the innkeeper for a night's rest.
Talk to Preivis Esley outside the inn and

he mentions a woman and man who are
searching for pirate treasure inside a cave.

Bones-is busy building a church in the
southwest part of town. A new home has
been built in the northeast corner. Search

called “Chronicles of Pioniria” on the
bookshelf.




NEW CITIZENS |

Lying on the ground in front of
Bobby the dog.

@ ®

Left barrel in back reom of buﬂqu

| north of inn.

Right barrel in back oomof
building north of inn.

Front barrel nex 0 BIHS item shop

Right clay jar in front of northeast
house.

Top clay jar inside northeast house.

@8 e 0o

i

Back room of northeast house.

Top barrel east of Rocky's house.

|
1

)

Left barrel inside Roc?y'é house.

Restores a litile of one party
member’s HP.

Cures a party member of

W poison.

This wondrous water wards
20 | off weaker enemies for a wee
while.

Can be used to return to any

& previously-visited location.

This lunar root can cure a

2 party member of paralysis.

150

@1“
=
=

Its scent will attract monsters
for a while until it runs out.

ltem List

Take stairs to east of

Fur coat

left barrel.

pond; first floor down in

Southwest corner of
| second floor down, in

Bunny tail 230 | Luck+8

Gold bracer 350 | Defense + 5

Lucida shard 500 | Luck+5

] U
e edad a go 1o ade cl a O e

a de tne cave e e a aeepe

ave 100 9 0 e QO e pa G0 0 Cl 0
and te abo offman’s Place 1o e the couple d 1o

Bill's Item Shop

Medicinal |
herb

Restores

a little of 5 |
8 | one party 7
| members ‘

HP.

25 | foany
‘ previously-

visited

medal
T T Norlhwest comerof
gziﬂngold second floor down, inside
Wy e = R ieTtinarel,
Hefes Northwest corner of
second floor down, inside

manure

- right barrel.
Flie:olau Third floor down, in toxic

part of floor.

magic | Pioneeraforium.

INN RATE

[
| Seed of
- wisdom

|

|
e } | location. *T-
! . This lunar

Seed of | Top clay jar to west of the

Inside the Pioneeratorium,

Eﬁiﬁd in back-right room inside
o | Dotiomieldyjars = =
[nside the Pioneeratorium,

in back- r!ght room inside

cwes | g, || |t
: Antidotal 10 a party % Moorwort | 30 | pary
& herb member ° bulb ‘ b
of poison. | ? of
U paralysis.
This
wondrous Its scent
water will attract
Holy wards off | T monsters
waler & weaker a VL 1 forawhile
gnemies =‘ until it
for a wee runs out.
while.




Bunny
tail

|
20 ‘ Luck +8

Gold
bracer

Mercury's
bandana

Iron
armour

| 250 TDefense

+9

Agility +15 £

Defense
+30

>

' Strength ‘

| 880 Strength

+8

| jtu e 4
| Kerplunk | Defense
| bracer i L !+15

Defense
| +40

Spangled
dress

| Defense

2000 | +40

 Flowing
" | dress

INN RATE

e/ 0 e 0es o0

Defense
+43

 Defense

3500 [ 95

ftem Lj

Mini medal

Top barrel in northeast room o
first floor.

B @

|Minimecel

Seed of agility

ot inom o i o,
Top-right barrel on second floor of
southwest tower.

Mini medal

Lower-left clay jar on second floor
of southwest tower.

Mini medal

Miracle sword

i

| west of fountain.

In courtyard, examine ground fo

First basement floor down, in
bottom-left chest.

Ruby of
protection

First basement floor down, in
bottom-right chest,

Mirror shield

First basement floor down, in top-
right chest.

Mini medal

Third basement floor down,
northwest corner, middle barrel next
to Zack.

Meteorite
bracer

| Third basement floor down,

southwest corner.

AN ARMOUR SHOP OPENS

Pay a visit to Strathbaile to find a healslime
named Mary Curey in the undergrouind
jailhouse, Talk to her about Hoffman’s Place.
Speak to Archie O’Logist in the inn to learn

‘more about the city of Pioniria. He mentions
something about how Sultan Farog and

his wife opened a cursed pot, but a genie
destroyed the town and cursed Farog.

Take the new

set of stairs

east of the pond

to find several

hidden jtems.

Mary Curey and

the frog are also

standing on the —— : .

second floor below. At the bottom level, cast Safe Passage to get the
fire claw.

In the building to

the north of the

inn, Johnson has

opened a new

armour shop.

Talk to Princess

Pam inside the

inn to learn e st

about a man training as a guardsman in Laissez Fayre. Finally, talk to
Rocky about a guy in some bar in Havre Léon who wants to leave.

Dream blade = 8000 | Aitack +60

Miracle
sword

| Flail of
destruction

Angel leotard |

Mighty armlet | 37000 | Strength +25
|




15000 Wi Defense +43

3
{

|
R 1 AU HAR b e e

| Tempest shield EQUUUO !Defense +50

[ron mask

|
| Kami i
| Ll | 500 | Defense+15

} bracer

v

ﬁ "
|

agical skirt ‘

| 3000 |Attack+33

|

e ;

P il ‘ 10000 HT{?J]; legendary looking glass always reflects the
\_ | 8

Liquid metal | Defense +50, protects against Snooze, Fuddle,
| 100000 - :
helm { and Paralysis.

" Gospel ring 1 250000 ; Luck +50, wards off monsters
| | |
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MEDIC!NAL HERB
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This healing herb restores a little of
one party member’s HP.

This healing herb can cure a party
member of poison.

A vital item that no
adventurer should be
without. Never leave
town without at least
three or four of these
valuable items and
be sure to consume
one whenever the
hero’s HP gets too
low. Medicinal herbs

restore roughly 30 to 40 HP, depending on &

the person consuming it.

This legendary looking glass always
reflects the truth.

Msgaeng tool during battle. The -

This lunar root can cure a party
member of paralysis.

Canalsobeusedasa

mirror removes Morph -

TR
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Not every enemy
encountered in the

be prepared just in
case. Carry at least
two or three antidotal
herbs at all times,

or else your afflicted
hero may not make it

- to the next town in time to save himself.
Poison can rapidly drain the HP from even
. the most indomitable heroes in the land!

PACKED_LUNCH

A delicious way to restore some HP.

| Few monsters cause

1 paralysis, but those

' that do can be a big
problem for your

party if you don’t

have any moonwort

renders the character
unable to take a

turn in combat and
extremely susceptible to follow-up attacks.

- Administer the moonwort bulb so the

character can regain proper movement.

bulbs handy. Paralysis

each morning as he

. sets out for work.

This tasty sandwich

' has all the essential

| nutrients needed to

. recover HP, just like

. a medicinal herb, but
: . reportedly tastes a

lot better. The packed funch will restore

30~40 HP. Torneko’s wife will replace the

sandwich the following morning with a

* new one if he doesn’t consume it— he
~ can't stockpile them!

wild can inflict poison,
but one should always

Phials of magic water
7 can't be purchased
and are quite a rare
find, so do not waste
them. Immediately
transfer them to the
strongest member
of the party so these
items can be used

y as needed—the last
thing you want is for the magic water to be
catried by a character who falls in battle
or who isn't in the active party. Consuming

- the magic water restores 30~35 MP.

HORSE MANURE

Phoeey! That stinks!

1 Torneko’s wife makes
him this special lunch =

Sometimes you break ©
open a clay jar and 3
7 find some gold coins.
Other times you find

a medicinal herb. And
then there are those =
times where you find

i nothing but a handful
of horse manure. Go
ahead and discard it;
the one gold coin you receive for selling it
isn’t worth the effort!

!




Its scent will attract monsters for a
while until it runs out.

A magical leaf that can resurrect a
party member.

attracts lots of monsters and provides
plenty of opportunities to earn more

| There will be times

when you want

=g tofight as many
monsters as possible

| in order to increase

your party’s levels.

One way to do this

. isto use Torneko’s

~ Whistle ability, but

another is to use 3

usk. Spreadmg a little musk on the party =
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SEED OF WISDOM

These precious
leaves are extremely
rare and worth their
weight in gold. Keep
them on the hero’s
possession (or your
' strongest character
= if not the hero) so he
. can administer one to
a fallen party member.
he special leaf will automatically bring
them back to life with a portion of their HP
ntact. Unlike casting Zing, the Yggdrasil
. leaf always works on the first try.
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Any party member can eat this to
increase maximum MFP.

®

Any party member can eat this to :
increase wisdom. Ed

i It's important that 5

1 your spell users 3

@F acquire extra doses

of wisdom from time-

| to-time so they learn =

¢ spells at a proper %

" rate. The tables of 3

= learned magic inthe =

. “Characters” chapter

: : indicate the level %
- at which the character should learn a
particular spell, but that isn't always the = =

case. If the character’s wisdom hasn’t

evolved appreciably, then that character
may not learn the spell until he or she :
levels up one or two more times

Any party member can eat this to
increase resilience.

| This special seed
can be consumed to
increase a character’s
maximum MP. This
is a particularly
= valuable item for the
magic users in your
= party and, unlike

| the other seeds, will
not have any effect
for everyone who uses it. The seed of
: maglc delivers a 3~5 point increase in the
. maximum MP of its user. Consider the
spells you like to use the most and how
" many MP they cost to cast, then give the
~ seed of magic to the character who has
learned the most costly spells.

CECEPR SRE AT SR
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Any party member can eat this to
increase strength.

ek

A dainty dew that will fully restore all .
party members’ HP. 5;

3

| Save these precious E

items for the difficult =

battles late in the %

game. The Yggdrasil

\ dew will come in sg

handy if the heroor =

| other character with

healing abilities run =

' outof MP. Trytouse -

it when it will be most «

 effective—wait for multiple characters to
. be low an health before administering this é
special serum. :

This wondrous water wards off weaker
enemies for a wee while.

| and to prohibit weak enemies from
. attacking. Beginning adventurers should
~ not use this item.

There comes a time
in every hero’s life
when he is simply
too powerful to
bother with low-

' level enemies—the
measly gold coins and ©
. experience they yield
isn’t worth the trouble
of fighting them. For =
those who are of a high level and ina 2
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: hurry, there is the holy water. Use this item ©

_ to limit the number of battles encountered -

i

Can be used to return to any
previously-visited location.

£

o

| The ability to increase
a character’s
= resilience without

" having to spend a
lot of gold coins on
expensive armor is a
great thing. The seed
of resilience isn'ta
particularly common
item, so don’t waste é
it. Always give it to the party members. },
you use the most and, of those, the one =
with the lowest defense rating. Consuming
a seed of resilience raises a character's
resilience rating by 1~3 points. 3
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This valuable seed
can raise a person’s
= strength rating by 1~3
upon consumption.
Increasing a
character’s strength
rating has a direct
¢ impact on his attack
' rating and makes it
possible for him to
inflict greater damage during combat.
Always give these items to characters who
% phys:cally do the most amount of damage
. to enemies.

N o B A
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' to a previously-visited location. You can’t

. it's possible to revisit neatly all towns,

. to avoid banging their heads!

The chimaerawing =
is a convenient item
to use early in the 1
adventure, before any
of the party members
learn the Zoom spell.
This special item
enables the party to
fly into the air and be
instantly transported

52 Al

4
3
4
<

return to every location you've been, but

astles, and other important places. Keep
n mind that the chimaera wing cannot be
used indoors—the party must be outside

s SR
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Any party member can eat this to
increase maximum HP,

SEED OF AGILITY

Any party member can eat this to
increase agility.

| Arguably the most
important of all the
& single-use items, the
. seed of life bestows
on those who eat
it a whopping 4~6
point increase in their
maximum HP rating.
Use this valuable
: item immediately
- to increase the longevity of the party
_members. Some prefer to use this item
_on their strongest characters to make
them miich harder to kill, while others may
choose to help increase the maximum HP

lacking in armor.

of the weaker characters who are perhaps

| This potent seed :
provides those who
consume it with the

to increase their agility
- rating by 1~2 and
thereby elude enemy
attacks with greater
ease. Characters with
high agility ratings
iso get to take their turn first during
- combat and, in special situations, get
0 make two moves before the enemy
akes a turn. There are no steadfast rules
o consider when deciding who should
- consume the seed of agility, but consider
giving it to those characters with lower
defense ratings, provided you use those
characters often,

This rock restores some of each party
member’s HP in battle.

. When used, this
extra-special item
mE enables you to rewind
time and return to
¢ the beginning of
| the current battle.
This provides the
opportunity to make
* adjustments in your
tactics and, perhaps,
avoid a character’s untimely demise. The
sands of time can be used multipie times
to offer a second chance in battle.

ITEMS

) kawmg items have either a special function and can be used repeatedly (such as the night light or thief’s key), while
Vvital role in the advancement of the story. These items are discussed in more detail within the walkthrough portion of

event spoiling story details.

_TALAR:A

These strange shoes have
wings attached.

| The light dances off this y
| mysterious golden armband.
L}

| Using the sage’s stone
is essentially similar to
casting Multineal, as.
it restores a mederate
amount of HP to each *
character, Give this ’1
item to a character
without healing 1
| abilities so that he or
she can one day save
he party from defeat. The sage's stone i_
doesn't refill the party’s HP, but it does
~provide just enough HP to keep a party
- member alive.

7 Its silky texture makes for a

§ beautiful singing voice. | Regan’s hand.

| Correspondence from \
L King Norman of Endor.




" A burnished silver statue of the
| Goddess.

| A lamp that summons
nightfall when lit.
L

NIGHT LIGHT

This sneaky sphere can seal
an enemy’s spells during battle.

| A seed full of Vitahty

| power and cures many lls.

| This item is used to get the
hot air balloon off the ground.

O P N S T S O A SRR

This root has a mysterious

?ARON’S BUGL@

" A container packed
| with gunpowder.

- They glow with a divine
| power.

* |t shows the location

.

TREASURE MAP

| of some legendary treasure

i-

magical propetrties.

; | The holder of this key can \e

open simple locks.

This staff can change the party’s
Lappearance for a short while.

| The holder of this key can
!L open complicated locks.

MAGIC KEY

" The holder of this key can
| open all locks.

N




eWeapons
SWURDS& CLUBS

CYPRESS STICK STEEL BROADSWORD OAKEN CLUB

Attack Power: +2 3 Attk Poer: +7

it

o

¥ g
'

ok

ARG XS A L IR T AR\l
AR
N Sl

SPECIAL!

Can also be used as a tool during battle. £ ;;Doesn t appear to have any special effects. ,§ %’ths sword may send its targst to sleep frcm'| g i f
This sword casts Sizz if used dudrlg battle. : ﬁ _ time to time. i

FALCON BLADE

Thts lightning-fast sword can strike twice in ?Watch out! There's more to this sword than ; grh'}fliots greater-than-average damage
_ asingle turn. - meets the eye. It is cursed. The user loses g - against metal monsters.

] %\f ~ _ HP with each attack.




Attack F’ower
»+110

HEHU . HERD (r:) nutaum ALENA" Bamm HERB(M) HERU(F) RAGNAR ALENA non\m

mmu mausxu MAYA MEEHA PSARO "

SPECIAL : 1
" Can also be used as a tool during battle, ‘Replenishes its bearer's HP with each | Alegendary weapon and a useful tool dunng

- This weapon casts Crack on an enemy. 5 ttack...miraculously! . battle, too. This sword casts Disruptive Wave

i 3 : on the enemies when used during battle.

I Eﬂﬂ(M) uana (F) mnnn ALEM anm I HERO () HERO (F) mm AI.EHA annvA

] : B %
gf;ThiS blade inflicts increased damage against ; gWatch out! There's more to this sword than -
L dragons. " meets the eye! This item is cursed. Use
‘ gﬁthls sword during a battle to cast Sap on
| an enemy.

HeR () HE | 'Hmo (M) HERO(F) RAGNAR ALENA BOHYA_
wle --- _--_----.

KIRYL TORNEKO

~ Doesn't appear to have any special effects.

(SPECIAL | 1

"Doesn t appear to have any special effects. ;_




an also be used as a tool during battle. '

his staff replenishes HP when used as a
This staff casts Sizzle on enemies when

ool during battie.

an also be used as a tool during battle.

an also be used as a tool during battle. This -
_ This staff casts Swoosh on an enemy.

taff casts Fizzle on a group of enemies.

~ Can also be used as a tool during battle. This
staff casts Bang on enemies when used.

" :»w'-.c-.-.'ro SR




" KNIVES

HERD (M) HERO(F) RAGNAR ALENA gy

----g

PECIAL i
oesn’t appear to have any special effects 3

(HERO (M) HERO (F) RAGNAR ALENA  BORVA

2 | '-H;_ ]

 KIRYL TORNEKD MAVA

HERO (M);'SH RO (F) BAGNAR ALENA BUR‘IA

.«,---

* Hard to aim, but this hammer really hurts
_‘3& s when it connects This weapon is cursed.




HUNTER’S BOW

ers Who Can Equip

Party Members Who Can Equip
M) AGNAR

% PECIAL |
! f aimed well, this venomous barb can inflict = * This pack of cards can also be used for
s critical hit. % ; ~ fortune-telling. If Meena uses this item

- during a battle, they produce several z
~ different effects—depending on what card
" Meena draws. The possible effects are -
. as follows:

i

IRON FAN

2| Attack Power: 22

R

Casts Whack on an enemy
- [The Devil  {Casts Kasap on group of enemies
- (TheFool _ |Casts Thwack on all party members
~ Justice Casts Poof
~ |The Moon |Casts Dazzle on group of enemies
Party earns twice the normal amount of

S o

¢ o B R forthis e
rtmr h a EI- : - iStrength | Casts Oomph on a party member
ORI T (The Sun_ [ Party members recover HP

| The Tower | Casts Kazap

i
@
;
:

Party Members Who Can Equip
RO (M) RAGNAR  ALENA  BOR!

This deadly whip can attack a whole group
of enemies at once.

an also be used as a tool during battle.
- This item casts Poof on a group of enemies 5

‘\i_‘when used.

?‘Equip these knife-like earrings to strike
- twice in a single turn.




enemies at once.

i

* This fearsome flail can be used to attack all

/|| "CLOTHING

e i

V|| T

- Doesn’t appear to have any special effects.

- SPECIAL

Doesn't appear to have any special effects. 2

= -

Defense: +14

: Doesn’t appear to have any special effects. :

Doesn’t appear to have any special effects.

' Doesn’t appear 1o have any special effects.

g




e wearer may at times escape an enemy’s * Protects the wearer when aslesp or
- paralysed.

- PECIAL : i
his clothing will help to reduce damage Joesn’t appear to have any special effects. f
- caused by magic. : %

ST R

educes damage from fire- and ice-based ;_,: is clothing will help to reduce damage = This curious garment sometimes absorbs
agic attacks. . caused by magic. o - MP from enemy spells.




| Defense: +60

13000 9750

e

- SPECIA
" This diaphanous dress may reflect magic
- back at the caster.

" Reduces damage from fire- and ice-based

BATTLE ARMOR

&

- magic attacks,

4 . Defense: +30

l2bEs__900

e

; .Deense_: +32

G

 INTIAITE O S

| SPECIAL

- Doesn't appear to have any special effects.

e

i




9800 | 7350

v .
This armour reduces damage from fire- and %

. meets the eye.

- LIQUID METAL ARMOUR

REL Defense: +95

2 3
-fWatch out! There's more to this armour than =

This armour may hold a spiky surprise for
- the unwary attacker.

* This armour will help to reduce damage
- caused by magic.

“Watch out! There’s more to this armour tha
meets the eye.

;fiThis armour will help to reduce damage
- caused by magic.

;;-This armour will help to reduce damage
- caused by magic.

®




This shield can reduce damage from fire-
- and ice-based attacks. 3

 KIRYL TORNEKO MAVA MEENA PSARO

=

- This shield can reduce damage from fire- - Can also be used as a tool during battle.
g The user recovers HP when this shield is used.

7
;“ and ice-based attacks.

| 'SPECIAL
%Can also be used as a tool during battle.

" Can also be used as a tool during battle.
i - This shield casts Poof on an enemy when .~ "ThtS shield casts Snub on the user.

*f

Th|s shiny shield reflects spell damage back
© at the caster.
8 #lsed




‘Can also be used as a tool during battle.
This shield casts Bounce on the user.

educe damage from fire- and ice-based

‘ Doesn't appear to have any special effects.

&

: I
G

~ Doesn’t appear to have any special effects.

“This precious tiara protects against Fuddle. 3

- each and every step.

- Recovers some of the wearer's MP with

| SPECIALY




is helm protects against Snooze, Fuddle :
. and paralysis.

: using wristwear that may just save the
ay in times of need!

ousing wristwear that may just save the
ay in the time of need!




This religious ring recovers some MP
whenever it's used.

>
X
N

estores some of the wearer’'s HP with each & Recr?verj some of the wearer's MP with
: ~ each and every step.

i

oesn't appear to have any special effects.




‘Doesn't appear to have any special effects.

::'é-:Can also be used as a tool during battle. 3 Enhances experience with every step. Equip
- This item removes Fuddle from a party - someone with this accessory to levelupa
- member when used. : little quicker.




BCSTIARY

eUsing the Bestiary

Ch 2 & 5 Birdsong Tower

LOCATIONS 7,
_ attack {1 person/damage)}, Heal (spell
SHULEER |1/ HF recavery), firehall (all/flame)

EFFEBT_WE_ Frizz, Zap, kamikazee, ice
SOME. EFF. INEFF.

Sizz, flame, Magic  |Poof, Fizle, Drain Magic
Bursi, Snooze, Fuddle ;

- ACTIONS

attack (1 person/damage)

@ Number and name of monster.

@ stats: This includes maximum HP and MP, Attack, Defense, and Speed
attributes. If a monster has « listed for MP, then it never runs out of MP.

@ Exp/Gold: Experience and gold rewarded for defeating the monster.
@ Note: An extra note about some of the monsters.

Q ltem/Item drop chance: The item that is dropped by the monster or
Torneko may steal. Next to the item is the chance of that item being
dropped. This is shown with a number that can range from 1 for the
smallest chance for drop to 8 for 100% chance for drop.

e Dragon/Metal type: When a manster is of neither type, nothing is
listed. Dragon types receive 150% damage from Dragon Slash and
dragonsbane. Metal monsters receive 1-2 damage from Metal Slash
and liquid metal sword.

@ Locations: Some areas that you can find the menster.

@ Actions: The actions that this monster may take. In the parenthesis we
tell you if the action is a spell (if it isn't a spell, this is not listed), how
many people/monsters that it affects, and what the effect is.

Q Effectiveness: These spslls are effective against this monster,
somewhat effective, and ineffective.

Ch 1 Buriand area, Strathbaile, Ch 1 &
5 Strathbaile Burrow, Ch 5 Endor area
and more

altack {1 person/damage), calls for

| LOCATIONS

ACTIONS

5 1 Al hui Pooi, Fizzle, Drain Magic
. INEFF. :

Fizzle, Drain Magic

SOME. EFF.

Ch 1 Burland area, Ch 2 Zamoksva
MRV RS area, Ch 5 Casabranca & Burland area
{Scuth} and more

backup (summans air rat)
All but Whack, Fuddle, Fizzle, Drain
Magic

EFFECTIVE

: g SOME. EFF. ANEFE.

Fuddie, Fizzle, Drain Magic

Ch 1 Burland area, Ch 3 Cave of

ACGTIONS

aitack (1 person/damage)

& Ry LR Salekeeping area, Ch 5 Hidden Valley &

331Ul Al but Pool. Fizzle, Drain Magic Seriant 9196 (Wasi) and Mors

SOME. EFF.

Fizzle, Orain Magic

PR otlaci (1 person/Gamage)
g g Ei S Al but Pooi, Fizzle, Drain Magic
SOME. EFE INEFF.

Fizzle. Drain Magic _ |

INEFF.

N




s Bh% Burland area {Night}, Strathbaile
LOCAT WISl area (Night), Ch 5 Casabranca &
B Burland area (Soulh) and more
ACTIL’mS B attack (1 person/damage). poison
B aitack (1 person/damage + poison)
EFFECTIVE | All bul Pool. Snogze, Fizzle. Drain Magie
 SOME EFF. INEFF.

Snaoze Fizzle, Drain Magic

4 gaie&km“:!ms and Wsurs
1 altack (1 person/damage)
33 3dmillia Al but Poo, Fizzle, Drain Magic
SOME EFF. INEFF. :

ﬂ'EM medlcmal herh (5)

Ch 1 Strathbaile area, Auld Well area,
‘@ Rele sl 'hs Ch 3 Ballymoral area, Ch 3 & 5 Endor
g area and more
| attack (1 person/damage), medicinal

ACT'DNS B herb (seli/HP recovery)

Al but Pool, Snooze, Dazzle, Fizzle,
FrREUIE E Drain Magic
SOME. EFF. INEFF.
Fizzle, Drain Magic

Note: The hen s!:mP casts me Hm speil 50 n poss

take them out first,

| LocaTIONS
ACTIONS attack (1 person/damane), Heal {spell/1

Ch 1 Auld Well bottom, Ch 2 & 3 Endor
area, Ch § Porthtrunnel area and more

enemy/HP recavery)
Zap, kaniikazee, Sap, Fuddle, ice,
EFFECTIVE Dai;:zle. Fizzle

SOME. EFF.
Frizz, Snooze, Drain Magic

Ch 1 Auld Well botiom, Ch 3 Endaer
area, Cistern Chapel area, Ch &
Ballymoral area and more

attack (1 person/damage), musters ifs

B i strenth (self/following divect attack

power is doubled)
Sizz, Bang, Crack, Zap. flame,
(423 M I\ snowstorm, Magic Burst, kamikazee,
G Whack, ice
SOME. EFF. INEFE.

WAXHP WAXMP AITACK DEENSE SPEED EXP GOLD |

ol o op 18 b 1B i1 1B

| Ch 1 Auld Well bottom, Ch 4 Aubout de
el il Monde area (East, West), Gupia Gupha,
al Ch 5 Ballymoral area
attack (1 person/damage), Friz (spell/1
:\{:“ﬁﬂbis person/Frizz)
: All but Frizz, Pool, Dazzle, Fizzle, Brain
EFFECTIVE

SOME. EFE

Ch 1 & 5 Loch Tur, Ch 3 Endor Area,
(B[ Yi[1]IR Cislern Chapel area, Ch § Last Chance
Saloon area (North)

T[] R atiack (1 person/damape), Buff (spelift
enemy/ingrease delense)

2oLV A1 but Bang. Poof, Snooze. Drain Niagic
SDME EFE INEFE

Ch1 &5 Loch Tur, Ch 3 Gistern Chapel
LUEATIONS area, Ch 3 & 5 Gistern Chapel, Ch 5
Ballymoral area
atlack (1 person/damage), Sap (speli/i
ACTIONS p&fsanﬁ'ﬁepnraasa Eie:’eri%el.* i
EFFECTIVE YT
SOME. EFF.
Poof

Ch 1 & 5 Loch Tur, Gh 2 & 5 Vauil of

_LP_CK_{IUNS Vrenor, Ch 5 Cave of Salekeeping area

aftack (1 person/damage), Grack
ACTIONS spell/1 person/Crack)

2333 B 7ap, kamikazee, Whack, Snooze, ice
SOME. EFE.  INEFE

None Frizz, Sizz, Bang, Crack, Woosh,
flame, snowstorm, Magic Bursl, Poot

Ch 1 & 5 Loch Tur (Night), Ch § Cave of
(e]W:VHIs] Bl Safekeeping area, Last Chance Saloon
area (North, Day)
attack (1 person/damage), Acceleralle
ACTIONS {speli/group of enemies/increase speed
Sizz, flame, Magic Bursi, kamikazee,
EFFECTWE Whack, Sap, ice
SOME. EFE. INEFF,

Pooi, Snooze, Fuddle, Dazzie

ITEM: medicinal herb (5)

MAXHP MAXNP ATIACK DEFENSE SPEHD EXP GOLD |

. @ --n___ __zs_ ;-22__13 25-'_3

Ch1&5LochTur, Ch3&5 Easlern
i W Yi[s1I88 Chapel, Ch § Last Chance Saloon area
[North)
: attack (1 person/damage), sleep atfack
ACTIONS 1 persunfdamajie + sieep)
v Frizz, Grack, Zap, snowstorm, kamikazee,
EFFECTIVE Whack, Sap, Fuddle, ics, Dazzle
SOME. EFF. INEFF.

Sirz, Bang, Woash, flame, Snooze, Fizzie, Drain
Magic Burst, Poo! Magic




Note; Ater this monster takes so much damage,

its complexion changes. At this point ifs stats and
sistances change, plus it gains a desperate attack

and the ability to take two actions in asingle turn.

Ch 1 Loch Tur, Ch 5 Last Change Saloon
LOCATIONS area (North, South), Bath area
attack (1 person/damage), defend (self/

{ ACTIONS damage rediced by hakf), complexion.
changes, desperate attack (1 person/big
damage—gained after complexion change)

o Frizz, Bang. Woosh, Zag, kamikazes,
EFFECTIVE oo s
SOME. EFF. INEFF.

Crack, snowstorm, Pool [Fizzle, Drasn I\‘ta ic

| mEm: medlcmai herb (4}

mrmwmnmm
8 6. 3 5 .8

Ch 2 Zamoksva area, Ch 4 Laissez
HR VTR Fayre area, Oh 5 Hidden Valley &
Burland area (West) and more

Flm (i AE aftack (1 person/damags)
SRl (i bul Pool, Fizzle, Drain Magic
SOME. EEF. INEFF.

pNBRRETE 72t

Fizzle, Drain Magic

ITEM: medicinal herb (3) .
| MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD
Eow a8 |8 e

Ch 2 Zamoksva area, Taborov area, Ch
Relwndiel b8 4 | aissez Fayre area, Ch § Auld Well
and more
eyl B aitack (1 person/damage)
=5gmaili= Al bul Pool, Fizzle. Drain Magic
SOME. EFF. INEFF.

iNone ______[Fiazle, Drain Magc

ITEM: medicinal herb (4)

| MAXHP MAXMP ATIACK DEFENSE SPEE) EXP GOLD
13 = 13 8 8 4

attack { 1 persm:/:iaznage) calls for
ACTIOhES hacklzu (summaons lickspiille)

Al but Bang, Paof, Snooze, Fizzle,
_EFFECTIVE Drain Magic
SOME. EEF. INEFF.

Fizzle, Drain Magic

Iaath rhat (5):7_

mmmwmmmwm

Ll oe el e dplsis

Ch 2 Zamoksva area {day}, Tahorov
BRI S8 area. Ch 5 Hidden Valley & Burland
il area (West)
[t i li] B IR attack (1 person/damage)
Sud il All bui Poof, Fizzie, Drain Magic
SOME. EFF. . INEEF.

INone  [Fizzle, Drain Magic

| MAXHP MAXWP ATTACK DEFENSE SPEED BXP GOLD

kg bowebowm Lycbadm

Ch 2 Taberov area, Ch 4 Aubout de
(Xl (0] Bl Monde area, Ch 5 Ballymaoral area,
8 Cave of Safekeeping area
Pt le] RO attack (1 person/damage)
8 Frizz, Bang, Crack, Zap. snowstorm,
EFFECTIVE kamikazee, Sap, Fuddle, ice, Dazzle

SOME. EFF.

Ssu flame, Hanic Burst,
Poof, Fizzle, Drain Malc

i ITEM t:hlmaera wing {6)

lrmmmmmmm

18 ¢ 3 b »le isln

Ch 2 Taborov area, Ch 4 Auboui de
LOCATIONS s (East. West), Ch 5 Auld Well
attack (1 person/damage), musters iis
T li} L9 sirength (seli/fiollowing direct attack
power is doubled)
Sizz, Bang, Zap, flame, Magic Bursl,
EFFECTIVE kamikaze%.. Saj, Fuddle. %cg
SOME. EFE. INEFF.

snowstorm, Pool. Fizzle,
Drain Magic

Ch 2 Vrenor area, Ch 2 & 5 Vault of
LDCAT][_)NS Vrenor, Ch 4 Gupia Gupha and moze
- attack (1 persan/damage), poison
ACTIONS attack (1 person/damage + poison)
. Frizz, Sizz, Bang, Woash, Zap, flame,
LRI v Bt kamikazee, Whatk, Sap, |

SOME. EFE.

?a,f. Fuddle, Fizzle, Drain
£

7 sé d of sirengﬂx (3)

mmmmmmmmm

¢ pion i 28

Ch 2 Vrenor area, Ch 2 & 5 Vault of
(K]0 Vrenor, Ch 4 Palais de Léon area {day)

and more

attack (1 person/damage), hody-stam
[ iR (1 person/hig damage), double-cross {1

person/damage)

All but Whack, Pocf, Snooze, Fizzle,
EFFECTIVE Drain Magic

SOME. EFE. INEFF.
None __________[Poof. Fizzle, Drain Magic |

E ._j 1TEM medlcmal Emrh 6)
| WAXIP AW ATACK DEENSE SPED B 60U

7 0211 4 7 18

Ch 2 Vrenor area, Ch 3 Cistern Chapel

b LocaTioNs e

Ch 5 Ballymoral Area, Cave of

Safekeeping area

atlack (1 person/damage), calis for
ACTIONS backup (summons healslime)

Frizz, Sizz, Zap, flame, Magic Burst,
EFFECTIVE kamikazee, ice
SOME. EFE. INEFF.

Waosh, Poof. Snonze

TEM: holy water (5)

Ch 2 Vrenor area, Ch 3 & 5 Endor area.
LOCATIONS Ch 4 Gupta Gupha and more
: attack (1 person/damage), Frizz (spellf1
PYREN SR nerson/Frizz), replicates ifself (creates

: firespirit}

Bang, Crack, Zap, snowstorm,
EFFECTIVE kam?kazee, Sap, Fuddle, ice
SOME. EFF. INEFF.

Whack, Dazzle, Drain Magic




: Ch 2 & 5 Vault of Vrenor, Ch 5

(Rl Sy 'R | ast Chance Saloon area (Northj,

i Porthirunnel area and more

attack {1 person/damage), firebali {all/
flame)

; All bul Woosh, Pool, Dazzie, Fizzle,
EFFECTIVE ey

SOME. EFF. INEFF.
[ )

ACTIONS

Poof, Fizzlg, Drain Magic

Ch 2 Desert Bazaar area, Ch3 &5

B WDV RE Cisiern Chapel, Ch 5 Last Chance Saloon

o area {Horth, pight] and more
altack (1 person/damage), weird dance
ACTIONS {1 person/decreases MP)
All but Bang, Woosh. Whack, Paof,
AL (00 Fizzle, Drain Magic
SOME. EFF. INEFF.

Bang. Woosh, Pool Fizzle, Drain Magic

_ TEM _mﬁgin water {4)

| MAXNP WAXMP KTACK DEFENSE SPEED PXP GOID

mls ozl ow |ninle

: Ch 2 Desert Bazaar area, Ch2 & 5
T (1] 8 auli of Vrenor, Ch 5 Aubout de Monde
Area (day)
altack (1 person/damage), Snonze
(snell/all/sleep), Kasnooze (spell/1
person/sieep)

Frizz, Crack, Woosh, Zap, snowstorin,
EFFECTIVE kamikazee, Sap. Snooze, ice
SOME. EFE. INEFF.

Bang, Fuddle, Dazzle, |Paoof
Brain Magic :

ACTIONS

i Ch 2 Desert Bazaar area, Birdsong
LOCAT;QNS Towsr area, Ch 5 Pharos Beacon
attack {1 person/damage), desperate
aitack (1 person/big damage}

Sizz, Bang, Crack, Woosh, Zap, flame,

(35S A snowstorm, Magic Burst, kamikazee,
Sap e

SOME. EFF. INEFE.

ACTIONS

Poof. Fizzle, Drain Magic R

ACTIONS

: -IT_E_ holy water (4)
| MAXHP MAXMP ATTACK DEFENSE SPEED ENP GOLD |

2% | 3 || pa lo ] 88

Ch 2 Birdsong Tower area, Ch2 &5
LOGATIONS Vaull of \!renléa Birdlsong Tower
attack (1 person/damage), Dazzle (fails
il not enough MP)
Sizz, Bang, Crack, Woosh, Zap, {lame,
g dsm iUl snpwstorm, Magic Burst, kamikazee,
Whack, ice g
SOME. EFF. INEFF. |

ACTIONS

-ITEM thered cap (5)

'mmmurmmmmmm
sl dtmdln iwin s

Ch 2 & 5 Vauli of Vrenor, Ch 5 Last
il LR Chance Saloon area (South), Bath area
and more
altack (1 person/damage), poison
attack (1 person/damage + poison},
Kasap {speli/ail/decrease defense)
2333 W IS Crack, Zap, snowstorm, kamikazee, ice
‘SOME. EFE. INEFF.

Whack, Poof Fizzle, Drain Magic

ACTIONS

* ITEM: leather armour (2)

MAXHP MAXMP ATTACK DEENSE SPEED EXP GOLD
40 0 33 4 -1 9 38 4
Ch 2 Birdsong Tower area, Endor area,
Rl iU G 5 Last Chance Saloon area (Norih,
South) and more
attack (1 person/damage), desperate
ACTIONS  ElEDS
(1 person/big damage
Frizz, Sizz, Bang, Zap, flame, Magic
'E_FF_ETWE Burst, kamikazee, Fuddle, ice. Dazzle
SOME. EFF. INEFF.
Poof, Fizzle, Drain Magic

ITEM: seed ui ag:hty (3)

,mwmmmmmmmm

w-dop g diige byl Ia il s

Ch 2 & 5 Vault of Vrenor, Ch3 &5
LOCATIONS Cistern Chapsl
attack (1 person/damage)

Frizz, Sizz, Bang, Woosh, Zap,
EFFECTIVE kamikazee, Whack, ice
SOME. EFF. INEFE.
Snooze, Fizzle, Drain Magic

_ ACTIONS

| iTEM: hunter’s h_m_u (5) e

at joa lom i n jeinln

[:h 2 Endor area, Ch 2 & 5 Birdsong
LOCATIONS Tower, Ch 5 Porthirennel Area

atiack {1 person/damage), Woosh
ACTIONS !speli;% {1/ Woosh)
Crack, snowslorm, kamikazee, Whack,
LR ) 01cice, Dazzle, Fizzle
SOME. EFF.
Frizz, Sizz, flame,
Magic Bursl, Poel, Sap,
Drain Magic

-ITEM ntldoial herh (5)

mwvmwmmmmmm
19 18 21

: Ch 2 & 5 Birdsong Tower, Ch3 & 5
LOCATIONS Fw Chapel

attack {1 person/damage), Poisen
ACTIONS Brea!h(iagzuuisuﬂ] )
A3 1188 All but Pooi, Snooze, Fizzle, Drain Magic
SOME. EFF. . iNEFF
None ———[Pool. Fizzle, Drain Magic

ITEM: magic water (4} _- _-

| MAXHP MAXWP ATTACK DEFENSE SPED BXP GOLD

Ch 2 & 5 Birdsong Tower, Ch 3 &
(MW TR 5 Cisiern Chapel, Ch 5 Baih area,
Porihtrunnel area
attack {1 person/damage), Fizzle (speil/
ACTIONS all/prevent from casting spelis) i
Frizz, Crack, Woosh, Zag, snowstorm,
EFFECTIVE kamikazee, Sap, ice, Fizzle, Drain Magic
SOME. EFF.
None

ﬁ_-msm cupperswnrd 6 con
mwmwmmmmm'

28 L] 30 | 48

LOCATIONS , Gh 5 Phar

aftack {1 person/damage), desperate
attack {1 persan/big damage), calls for
hackup {defend + summan erazor blade}
3=t Sizz, Bang, Zap, kamikazee, lce

SOME. EFF. INEFE.

Frizz, Crack, snowstorm, |Pool, Fizzle, Drain Magic
Sngoze




{Ch 2 & 5 Birdsong Tower, Ch 2 Endor
E LOCATEDNS area, Ch 5 Baih area, Porthirunnel
: jarea, Pharos Beacon

| attack (1 person/damage), Sizz (spell/
: AETI{JNS all/Sizz)
All but Bang, Woosh, Poaf, Snooze,
EFFECTWE Fuddie, Drain au;c
SOME. EFF. !

Poof, Drain Magic

lW YRR Ch 2 & 5 Birdsong Tower

attack (1 person/damage), Heal {spell/
ACTIONS se':ifHP\ recovery), firehall {all/ilame)
258N Frizz. Zap, kamikazee, ice
SOME. EFF. INEFF.

Sizz, flame, Magic Pooi, Fizzle, Drain Magic
Busrst, Snogze, Fuddle

_Iea‘lher hat(2)

lW5E0 R Ch 2 & 5 Birdsong Tower
atlack (1 person/damage), Kaclang
(spall/self/turns to steel for several
pm iyl R (s ), Bounce (spell/self/reflects
speils), intimidating seream (a!i;‘iaar;,
88 weird dance (1 person/decreases MP
Sizz, Crack, Zap, flame, snowstorm,
EFFECTIVE Magic Burst, kamikazes, ice
SOME. EFF. INEFF.

Pooi, Dazzie Fizzle, Drain Magic

%8 Ch 2 Endor area, Ch 5 Pharas Beacon,
| LOGATIONS Mintos area, Ei Forado area

attack (1 person/damage), Kasap (spell/
LR 1o crease defonse

23391l Bang, Zap, kamikazee, ice

SOME. EFF. = INEFF.

Crack, snowstorm, Whack,
Dazzle, Fizzle, Drain Magic

: Ch 2 Endor area, Ch 5 Last Chance
(RuRSElURE Saloon area {South, Day), Porthirunnel
area, Phares Beacon
- atlack (1 person/damage], desperate
Lol RBE atlack (1 person/big damage), calls for
backup (summaons healslima)

P28 Sizz, Bang, Woosh, Zap, flame, Magic
GRCRUIE i amikazee, Whatk, Sap. ice
SOME. EFF. INEFF.

Paof, Fizzle, Drain Magic

Metal ﬁpe ;

| Note: They have only 4 HP. but their defense is very

high: The Metal Slash skill and liquid metal sword deal

I better damage to the metal type monsters, -

B Ch 2 Endor area, Ch 3 & 5 Cistern

B eLR8 Chapel, Ch 5 Last Chance Saloon area

fi {South), Pharos Beason and more
faitack (1 person/damage), Frizz (spelii
ACTIONS persen/Frizz)
EFFECTIVE - [ix3
SOME. EFF. INEFF.

None All bul Fuddie, ice

ITEM: dancer's costume (4) -

LOCATIONS [HiERSNHR RN
([0 VRS o tiack (1 person/damage)
EFFECTIVE Eelufl R

SOME. EFF. INEFF.

[None ~__[Poof, Fizzle, Drain Magic

8| Ch 4 Laissez Fayre area, Aubout de
[Rilo 1111 R Monde area, Ch 5 Casabranca &
Burland area (Scuth} and more

B[R atiack (1 person/damage)

235 All hut Pood, Fizzle, Drain Magic
‘SOME. EFE. INEFF.
MRS

Fizzle, Drain Magic

Ch 4 Aubout de Monde area, Aubout

(AR de Monde area (East, West), Ch 5 Auld
Vel

altack {1 person/damage), poison
ACTIONS # altack (1 person/damage + poison)

Al bul Pool, Snooze, Dazzle, Fizzle,
EFFECTIVE Pyt
SOME. EFF. INEFF.
one _[Poof. Fizze. Drain Magic

srease deiense‘;
z, Bang, Woash, Zap, flame,

EFFECTIVE g

ice, i
SOME. EFF. NEFF.

ITEM: hardwood headwear UR

(Ki]W. N1 {s1 IR0 Ch 4 Gupla Gupha, Havre Léon area
allack (1 persen/damage), Heal {spellfi

it R enemy/HP recovery), welrd dance (1
person/decreases MP)

EFFECTWE Whack, Sap, ite, Fizzie
SOME. EFF. ‘INEFF.

ITEM: leather hat (2)

Ch 4 Palais de Léon area, Havre Léon
(RS itk M area, Ch 5 Cave of Safekeeping area,
Bath area and more
attack (1 person/damage), Cragk
ACTIONS {spell/i person/Crack)
: All but Frizz, Whack, Poof, Sncoze,
EFFECTIVE Dazzle, Fizzle, Drain Mvagic
SOME EFF .~ INEFE.




LOCATIONS
ACTIONS

EFFECTIVE
SOME. EFF.

Pou, Fizzie. Drain Magic

ck, Zap, snowstorm,
g, Whack, Sap, Fuddle, ice

ITEM. med;smal herb {5)

_mwmwmmﬁmmm
o f o f o fm |w]s

ITEM cyprass slmk (4)_

E Note: These slime will call for backup until there are
eight. At this point they can fuse together to form a king

slime. Simply defend or cast party-beneficial spells until 8

I they fuse together to fight the king sime.

' rea, Havre Léon
LOCATIONS h 5 Auld Well
ACTIONS

EFFECTIVE il

SOME. EFF. !NEFF.

attack (1 13
backup .aumnmns sllm;!maunnl

 TEM: seed of magic (3)

‘mmmmmmmm 601D
40 24 | 17 100 150

LOCATIONS

ACTIONS
: ; ang, Woosh, Zap, flame,
EFFECTIVE !»'Eagic Burst, kamikazee, Sap, Fuddle,
ice
SOME. EFF. INEFF.

Crack, snowstorm,
Drain Magic _ ;

 ITEM: hardwood headwear (4)

ITEM mmmwnrt hulh (4}

LOCATIONS P

ACTIONS
EFFECTIVE
SOME. EFF.

FTEN: holy water (2)

mage), Kasnooze
/ ep), weird dance {1
person/decreases MP)
Frizz, Sizz, Bang, Woosh, Zap, flame,
EFFECTIVE Magic Burst, kamikazee, ice
SOME. EFF. INEEF.

Crack, snowstorm, Whack [Poof, Fizzle, Drain Magic

| ITEM: waylarers clothes (3)
| MAXHP WAXWP ATACK DEENSE SPED DXP GOLD

L8 | % | 82 i win®

SOME. EFF.

Crack, flame, snowstorm, |kamik
Magic Burst, Dazzle fv1a gic

ITEM: divine dagger (4)

azee, Whack, Drain

Note: Allow eight slimification to fuse together to form
a king slime.
Ch 4 Palais de Léon area, Havie Léon
LOCATIONS area, Mamaon area, Ch 5 Auld Well
ACTIONS ahacx & mrsonman.nue‘ Snub (spell/

EFFECTIVE

!NEFF

 TTEM: medicinal herb (3)

Ch 4 Mamon area, Ch 4 & 5 Mamon
RN RN Mine, Ch 5 Porthtrunnel area, Pharos

ACTIONS
izz, Bang, Woosh, Zap, flame, Magic
3333 nl Burst, kamikazee, Sap, Fuddle, ice,
Dazzie
SOME. EFF. INEFF.
omn R S

Poof, Fizzle, Drain Magic

MEM:seedaflife(2)

ACTIONS

EFFECTIVE

SDME. EFF.

Dazzle

| (TEM: scale siield (4

: Ch 4 Palais de Léon area, Ch4 & 5
LT IR iamon Mine, Ch 5 Mintos Area, El
do area and more
person/damage), calls for
{summons ratataitack)
All hut Whack, Poof, Snooze, Fuddie,
Dazzle, Fizzle, Drain Magic

ACTIONS

EFFECTIVE

SOME. EFF.
Fizzle, Drain Magic

attack (1 person/damag
all/Sizz)

F
EFFECTIVE Fic

ACGTIONS

EFFECTIVE

a rPrsuu
atta«,k {1 nerson

Ch 5 Mintos
arthenia area

g}, desperate
'}LI.«m ge), defend

Iap: flame, Magic
Whack, Sap, Snooze,




it ITEM 16 thered cap (3)

mmmmnmmmmm
0 -} 48 128 160} Bl

Ch 4 & 5 Mamon Mine, Ch §
[ele iR Porthtrunnel area, Minlos area (day),
Parthenia area and more
M Eo] R allack (1 person/damage)
Frizz, Sizz, Bang, Zap, flame, Magic
EFFECTIVE Burst, kcamikazéln W[I!mck Sap, lcgu
SOME. EFF. INEFF.
[None __[Poof, Fizzle, Drain Magic |

‘ ITEM 'madlcmal her _(4}

mwmnwmmmmm
| a0 0 42 % | 2/ |59 58

Ch 4 & 5 Mamon Mine, Ch 5 Parthenia
LOGATIONS area, Parthenian Panlry area (day)

altack (1 person/damage), fireball (all/
ACTIONS flame)
All but Frizz, flame, Magic Burst, Poof,
EFFECTIVE Fizzle, Drain Magic

SOME. EFF. INEFF.

Frizz, flame, Magic Poof, Fizzle, Drain Magic
Burst

ITEM::séqd of luck (3) .

MAKHP MAKMP ATTACK DEFENSE SPEED EXP GOLD
a7 3 38 40 15 40 34

Ch 4 & 5 Mamon Mine, Ch 5 Pharos
LOCATIONS Beacon, Auboul de Monde area (Night

attack (1 person/damage), Fizzle (spell/
LCRILLEI - 11 prevent from casting spells)

Frizz, Sizz, Bang, Zap, flame, Magic
EFFECTIVE Bursi, kamikazee, ice, Fizzle
SOME. EFF. INEFF.
Fuddle

" ITEM: antidotal herb (4)
MANHP MAX MP ATTACK DEFENSE SPEED EXP GOLD
17_ _I] 2 18 i 18 16

Ch 5 Ballymoral area (Night), Cave of
Safekeeping area

attack (1 person/damage), poison
attack (1 person/damage + poison)
Frizz, Sizz, Bang, Zap, flame, Magic
EFFECTIVE Burst, kam:kazé]e Wlilack Sa,ncge
SOME. EFF. INEFF.

LOCATIONS

ACTIONS

(el v de1 'R Ch 5 Last Chance Saloon area (North

U gD TR atlack (1 person/damage)
B Frizz, Sizz, Bang, Woosh, Zap, flame,
= (U Magic Burst, kamikazee, Whack, Sap,
ice
SOME: EFF. INEFF.
Poof, Fizzle, Drain Magic

ITEM: wayfarer's clothes (3) .

| MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD |

7 Sy e 1 46 88 21 47 18

Ch 5 Last Chance Saloon area {South),
Bath area. Porthtrunnel Area
attack {1 person/damage), sleep attack (1
[{a o] B nerson/damage + sleep), calls for backup
{defend + summon bodkin bowyer)
All but Frizz, Whack, Paof, Snooze,
EFFECTIVE Dazzle, Fizzie, Drain Magic

SOME. EFF. INEFF.

LOGATIONS

ITEM: fur coat (4)

MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD
68

LOEATIIJNS Ch 5 Last Chance Saloon area (South)
LU [V atlack (1 person/damage)

Frizz, Crack, Zap, snuwsturm
EFFECTIVE kamikazee, Sa

SOME. EFF. INEFF‘

Whack Bang, Poof, Fuddle, Dazzle,
Fizzle, Drain Magic

ITEM: holy lance (3)

MAKHP MAXMP ATTACK ‘DEFENSE SPEED EXP  GOLD

75 8 65 B0 3 (110 52
Ch 5 Laissez Fayre & Mamon area,
KW Bl Gupta Gupha, Zamoksva area (day)
and more
attack (1 person/damage), Sizz (spell/
LRRLUL A - 1/Sizz). fireball (all/flame)

Bang, CGrack, Woosh, Zap, snowstorm,
, ice, Dazzie

EFFECTIVE
SOME. EFF.

Sizz, Poof, Fizzle Frizz, Ilame Magic Burst,
Drain Magic

Ch 5 Mi area, Parthenia area,
LOCATIONS [l Pantry area, Parihenian
Paniry and mere
altack (1 person/damage), Crack
i (s R (spell/1 person/Crack), Heal (spell/self/
HP recovery)
A2 7ap. kamikazee, Whack, Sap, ive. Dazzle
SOME. EFF. IMEFF.

Crack, snowstorm

ITEM m:n lam:e (3)

-mwmwmmmwm
i 5 6 43 lag | 38

Ch 5 Parthenia area (day), Parthenian
0N El Pantry area, Havre Léon area, Aubout
de Monde area and more
ACTIONS attack (1 per. n/damage), Sap (spell/l

se)
All but Whack, Pooi, Sap, Snooze,
Dazzle, Fizzle, Drain Magic

EFFECTIVE

SOME. EFF. .
Poof, Fizzle, Drain Magic

ITEM seed nl rasni:encs (3)

| MAKHP MAXMP ATTACK DEFENSE SPEED B(P GOLD

w0 | ® ® 38w

Ch 5 Parthenia area, Parthenian Pantry
(W] Bl area, Laissez Fayre & Mamon area
and more
attack (1 person/damage), Kaboom
{fails if not enough MP), kamikazee
T (o] L3 (1ails if noi enough MP), Thwack (fails
if not enough MP), cool breath (all/
snowstorm)
232 SM '8 7ap, kamikazee, Sap, Fuddle, ice, Dazzie
SOME. EFF. INEFF.

Frizz, Whack Poof, Snooze, Fizzle, Drain
Magic

(s[RI Bl Ch 5 Parthenia area, Parthenian Pantry
attack (1 person/damage), Woosh

IR (spell/all/Woosh), calls for backup
{summons healslime or thorny devil)

432 S kamikazee, Whack, Sap, ice
SOME: EFF. INEFE.

Sizz, Bang, Woosh, flame, Magic
Burst, Snooze, Drain Magic




: Ch 5 Parthenian Pantry area,

t (WY i LRl Parthenian Pantry, Havre Léon area,

- Aubout de Monde area and more

’ attack (1 person/damage), desperate
LI - 1101 (1 person/big damage)

: Sizz, Bang, Crack, Woosh, Zag. llame,
E-F_FECTWE snowstorm, Magic Burst, kamikazee, ice
SOME. EFF. . INEFE
Paol, Fizzie, Drain Magic

Ch 5 Parlhenian Paniry

: attack (1 persen/damage), cool breath
AQTIONS (all/snowstorm)

Frizz, Bang, Zap, kamikazee, Sap,
EFFECTIVE Faddle. ice

SOME.EEE INEFF.

Crack, snowstorm, Poof,
Fizzle, Brain Magic

Ch 5 Havre Leon area, Aubout de
(NP JTRN Monde area, Gupta Gupha, Royal Crypt
and more
altack {1 person/damage), Midheal
ACTIONS {speil.‘éelﬁHPresnvew% ;
[S332m iV Frizz, Bang, kamikazee, ice
SOME. EFF. INEFF.

Crack, snowstorm, Sap |Whack, Snooze, Fuddie,
_|Dazzle. Fizzle, Drain Magic

MAKHP VAXWP ATTACK DEFENSE SPEED DP GOLD

40 | 30 57 | 300 |}

Ch b Aubout de Monde area, Gupia
IRVl FY IR Gupha, Zamoksva area, Strathbaiie
. area and more

attack (1 person/damage), Kasap (spell/f

all/decrease defense), Fuddie (spell/1
person/confuse), weird dance (1
i person/decreases MP)
EFFECTIVE LTINS
SOME. EFF. INEFF.
snowstorm, Pool, ice, Fizzie

ACTIONS

. ACTIONS {spell/1 person/death), Sap (speli1

b acTions

i Ch 5 Havre Léon area, Aubout de
LI}___[IA_T!BNS Monde area, Gupla Gugha
altack {1 person/damage), deep breath
AL RS (self/foliowing direct, attack power is
: doubled)
23540/ Zap, kamikazee, Whack, ice
SOME. EFF. INEFF.

Poof, Fizzle, Drain Magic

s

Ch 5 Auhout de Monde area, Gupta
LOCATIONS Gupha, Laissez Fayre & Mamon area

attack (1 person/damage), calls for
ACTIONS hackup (summaons flying doclor}
T n g2 Al but Whack, Poof, Snooze, Fudile,
SOME.EFE. INEFF

Dazzle, Fizzie, Drain Magic
Poof, Fizzie, Drain Magic

ITEN: iron claw (3

MAKHP MAXMP ATTACK DEFENSE SPEED EXP GOLD
00 | 10 5 | 30 | 55 (200 54
Ch 5 Gupia Gupha, Laissez Fayre &
LOCATIONS Mamaen area, Zamoksva area and more

8 Sizz, Bang, Crack,

attack (1 person/damage), Whack

person/decrease defense}, calls for
backup {summons skelelon spidier}

33l 7ap, kamikazee, ice, Dazzie
SOME. EFF. INEFF.

Crack, snowstorm, Whack, |Frizz, Sizz, Bang, flame,
Fizzle, Drain Magic Magic Burst, Poof

* ITEM: chain mal (5)

MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD.

‘® i o5 e w5 iwlw

Ch 5 Gupta Gupha, Laissez Fayre &

LOCATIONS Mamon area, Zamoksva area and more
paralyze attack (1 person/damage +
paralysis), desperale atlack (1 person/
hig damage), Buff (spell/

1 enemy/increase defense), Burning
Breath (all/paralysis), defend (self/
damage reduced by half)

| Zap, kamikazee, Sap, ice, Fizzle, Drain
EFFEETIVE Magic

SOME EFE. " NEEF.

' Sizz, Bang, Crack, Woash, flame, | Poof
snowsiorm, Magic Burst, Whack,
Snooze, Fuddle, Dazzle : :

; .LOCATIONS i Ch 5 Gupia Gupha, Zamoksva area,

Yahorov area (day). Vrenor area and more @
attack (1 person/damage), Fuliheal
(speli/1 enemy/HP recovery)

ACTIONS

B3 2 a8 Frizz, Woosh, Zap, kamikazee, ice, Dazzle
SOME. EFF. : INEFF.

Drain Magic B

flame, snowslorm,
Magic Burst, Poof

BB Ch 5 Zamoksva Castle, Taborov Area,

(R ]W VI D1IEH Strathbaile area (day), Femiscyra

Castle area (North}

attack (1 person/damage), Swoosh
Xl (snell/all/Woosh), Poison Breath (all/

poison)
333wl Crack, snowstorm. kamikazee, ice
SOME. EFF. INEFE

Sap, Fuddle, Dazzle, Woosh, Whaek, Fizzie
Drain Magic

M turcoat(4)

Ch 5 Dunplundrin & Hermit's Hovel area,

LOCATIONS Zamoksva area, Canalot area and more

§ ACTIONS aitack (1 person/damage), Fizzle (spell/ I

] all/prevent from casting speils)
2333 1\ Bang, Zap. kamikazee, Sap, Fuddle, ice
SOME. EFF. INEFE.

: Ch 5 Bunplundrin & Hermit's Hovel
W0 el srea, Zamoksva Castle, Canalof area
and more
w1 (1] EI attack (1 person/damage)
Wagsh, kamikazee, Sap, Snoozs,
RN £ e ice, Davzle :
SOME. EFF. INEFF.

Frizz, Sizz, flame, Magic|Bang, Crack, snowstorm,
Bursi, Whack Pool, Fizzle. Dragin Magic




§Ch 5 Cascade Cave, Riverton area,
i Colossus {day). Diabelic Hall
attack (1 person/damage), Frizzie
RO RS (spell/1 person/Frizz), cool dreath (all/
snowstorm)
3adam il Woosh, Zap, kamikazes, ice
SOME. EFE.. - . INEFF.

Frizz, Whack, Snooze,
Fuddle, Fizzle

LOGATIONS

ITEM: seed of strength (3)

Ch 5 Dunplundrin & Hermit's Hovel
LDGATIDNS area, Femiscyra Castle area (South,

Day) and more

atlack (1 person/damage), desperate

atiack (1 person/big damage), cool
ACTIONS breath (all/snowstorm), ehilly breath

{all/snowstorm)

Frizz, Sizz, Bang, Zap. flame, Magic
EFFECTIVE i Buirst, kamikazes, ice

SOME. EFF, INEFF.

Whack, Snooze, Fuddie |Crack, snowstorm, Poof,
: Fizle, Drain Magic

ITEM: fullplate armour (3)

MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD
M| 5 75 |8 58

Ch 5 Dunplundrin & Hermit’s Hovel area,
LOCATIONS Canalot area, Heaven’s Haven area

atlack (1 person/damage}, Kasnooze
ACTIONS B (snell/l person/sieep)
isg Uil 7o, kamikazee, ice
SOME. EFF. _ INEFF.

Frizz, Sap, Snooze

Ch 5 Dunpiundrin & Hermil's Hovel area,
LOGATIGN.S Canalot area
atlack {1 person/damage), kamikazee
ACTIONS {spell/all/sacrifices life o damage all)
All but Whack, Poof, Snooze, Fuddle,
EFFECTIVE Fizzle, Drain Magic
SOME. EFF. INEFE.

Poof, Drain Magic Whack, Snooze, Fuddle,
Fizzle

Ch 5 Strathbaile area, Femiscyra Castle

RS R area (Norih, South), Cascade Cave area

and more
PR (0] atiack (1 person/damage)

Frizz, Bang, Crack, Zap, snowstorm,
EFFECTIVE kamikazee, Whack, ice
SOME. EFE. " INEFF.

TE snmails staff (3)
-Mlllil' !MKHP m m m P Ell.ll

€h 5 Strathbaile area, Femiseyra Casile

BBl area (Norlh, South), Cascade Cave area

and more

ACTIONS attack {1 person/damage), Sizzle (spell/

all/Sizz), Bounce (speil/seitjreflects spells)

W20 0= kamikazee, Fuddle. ice

SOME. EFF. INEFF.

Frizz, Bang, Crack, Woosh, |Sizz, flame, Magic Burst,
snowstarm, Poof, DazriP Whack

M iron Ianca (4)

'mmmwmmmmmﬂ

180 8§ . 10 | 68 40 216 82

Ch 5 Strathbaile area, Femiscyra Castle

iTeis il RS area (North, South), Cascade Cave area

and more

attack {1 person/damage), Midheal
BRI (speil/self/HP recovery), calls for

backup (summons skelelon soldier)
i3du M3 Bang, Woosh, kamikazee, ice, Dazzle
SOME. EFF. . INEFE.

Sizz, flame, Magic Frizz, Crack, snowsiorm,
Burst, Pool, Sap, Fizzie, |Whack, Snooze, Fuddie
Drain Magic

ITEM: seed of strength (3)
| MAXHP MAXMP ATTACK DEFENSE SPEED EXP GOLD

® | % (@ @7

Ch 5 Strathbaile area, Femiscyra Castle

Sl et el W area (Norih, South), Cascade Cave area
B (Night) and more

| attack (1 person/damage), Burning
SRR 5roath (ail/naralysis)

Sizz, Woosh, Zap, flame, Magic Burst,
EFFECTIVE kamrkane Snooze, ice
SOME. EFF. INEFF.

[ Sap, Fudie Poof, Fizzlg, Drain Magic

TEM: happy hat (3)

Ch 5 Femiscyra Castle area (South),
LUDM’IONS Cove's Enue.v[:a:asade Cave Eiraa (d?a';)

attack (1 person/damage), hot gas
s {1 RS (all/flame), calls for backup {(summon
i chicken poxer)

Bang, Woosh, Zap, kamikazee,
EFFECTIVE EAtiigs
SOME. EFF. INEFF.

Snooze, Dazzle Poof, Sap, Fizzle, Drain Magic

i _:i#M;_ASIraea's ahacus (3)

MAXHP MAXMP ATTACK DEFENSE §
woboaolone fom

Ch 5 Femiscyra Castle area (South),
[slwe o] 'Rl Cove's Cove, Cascade Cave area and
more

PRI R I aliack (1 person/damage)
A3 e i VWoosh, Zap, kamikazee, Sap, |
SOME. EFF. INEFF.

Crack, snowstorm, Poof, Fizzle, Drain Magic
Whack, Dazzle

Metal type

MAXHP MAKMP ATTACK DEFENSE SPEED EXP GOID
5 | oo | 65 1028 | 150 70050 10 |}

i Note: Their HP is extremely low, but their defense is

very high. The Metal Sfash skill and liquid metal sword
deal hetter damage to the metal type monsters. These

& guys are more than likely to flee before the fight is over. 8

Ch 5 Femiscyra Castle area (South),
[RaL VLRl Royal Crypt, Stairway to Zenithia,
W Nadiria Watchiower
atiack (1 person/damage), Frizz (speli/
LI 1< 0n Frizz) Sizz (speli/ali/Sizz)
EFFECTIVE [
SOME, EFF. INEFF.

None _______[Ail hulice

; Ch 5 Gove’s Cove, Cascade Cave area,
LOCATIONS Royal Crypt and more
attack (1 person/damage). paralysis
UV atiack (1 person/damage + paralysis),
fireball {all/flame)
Crack, Woash, Zap, snowslorm,
kamikazee, ice

EFFECTIVE

SOME. EFF. :
Frizz, Sizz, flame, Magic Pusi Fsz;'& Drain Magic
Burst, 5ap




AR Ch 5 Cove’s Cove, Cascade Cave area,
LOCATIONS Roval Crypi and more
v attack (1 person/damage), hot gas
ACTIONS  ImTpTRN
Crack, Zap, snowstorm, kamikazee,
EFFECTIVE Pooi. Sap, ice
SOME.EFF. INEFE.

Frizz, Sizz, Bang, flame, fizz‘ Drain Magic
Magic Burst, Whack, Snooze

| Ch 5 Zamoksva coast, King Miniki
LBEATIONS Dominion & Riverion coast, Briny Lair,
i Fungeon, and more
ACTH}NS tack (1 persomdamage}
EFFECTIVE LEUDS
SOME.EEE.

: Ch 5 Briny Lair, Colossus, Diabolic Hall
| LOCATIONS area, Estark’s Crypf and more

attack (1 person/damage), weilds
ACTIONS dream biade (1 person/sieep)
4332 mel13 | Bang, kamikazee, ice
SOME. EFE. INEFF.

‘ Crack, Woosh, Frizz, Whack, Snooze, Fuddle,
snowsierm, Sap Dazzie, Fizzie, Brain Magic

1 No On o6casion, t cheeky hkls il summon he%g Y

| ITEM: falcon knife earrings (3)

| § Ch 5 Briny Lair, Diabolic Hall area,

LOCATIONS Estark’s LZ!’e pt and cave that leads to crypt
attack (1 person/damage), Swoosh

PR E] TR (spell/all/Woosh), calls for hackup
{summons 1 or more cheeky tiki)

F2 T (T Woosh, kamikazee, ice

SOME. EFE. INEFF.

Sizz, fiame, Magic Burst, Frizz, Bang, Snooze,
Whatk, Poof, Drain Magic Fuddle, Fizzie

| Note: Take this monster out quick or it will recover HP
| for ail enemies with ils Multiheal.

S W Yol TRl Ch 5 Briny Lair, Colossus

attack (1 person/damage}. Maltiheal
ACTIONS {speli/all enemies/HP recovery)
S Bang, Zap, kamikazee, ice
SGME EfE INEFF

FIH[B {}ram Ma !::

Ch & Briny Lair, Colossus, Diabolic Hall
LOCATIONS arega, Estark’s Grypl and more
aitack (1 person/damage), hot gas (all/
ACTIONS flame)

Sizz, Bana, Crack, Woosh, Zap,
EFFECTIVE snowsiorm, kamikazee, ice

SOME, EFF. INEFF.

Frizz, flame, Magic Poof, Fuddle, Fizzle, Drain
B Bursit, Whack, Snooze | Manic

| ITEM: hpfse- mantire (4)

(R L TRl Ch 5 Briny Lair, Colossus, Yagdrasil

Ch 5 Briny Lair, Colossus

fireball (all/fiame), cool breath (all/
snowstorm), Sweei Breath (ali/sleep),
Poison Breath (all/poison), Burning
Breath {all/paralysis)

, ice, Dazzie

SOME.EFE_ INEEE.

Frizz, Bang, Sizz, Crack, flame, snowstorm,
Poof, Fuddle |Magic Burst, Whack, Fizzle, Drain
Magic

M: steel broadsword (4)

Ch 5 King Minikin's Bominion area,

Rosehill area, Cascade Cave, Royal Cryot

a:kaui; (1 pe:ssnz‘ﬁamﬂage]A des%er{ate
attack {1 person/big damage), Buff

ACTIONS {spell/t e‘ﬁemysinn?esse déiejﬂse}‘ Drain
Magic {speil/1 person/decrease MP)

233 dR il kamikazee, Sap. ice

SOME. EFE. - INEFF.

Frizz, Sizz, Crack, Woosh, flame, Whack, Poof,
snowstorm, i\-’iath Burst, Drain Magic [Snooze, Dazzle

LOCATIONS

; attack (1 person/damage), Kacrackle
ACTIONS (spell/all/Crack)

225wl 7ap. kamikazee, ice
SOME. EFF.

Crack, Woosh, snowstorm, Whack,
Snooze, Fizzle, Drain Magic

1 ITEM pmverrmg(&
i MAXHP MW m m m au' m

110 % | 8 | 75 | 50 ;23 91

Locations [BE Briny Lair, Riverton area, Golossus
ACTions el (1 person/damage}, Zing (speli/1

enemy/fievive}, Lightning 3taif (all/Sizz} :

a3 2m il kamikazee, ice
SOME. EFE. . INEFE.

Frizz, Whack, Dazzie, |Poof, Sap, Fuddie

fFizzle, Drain Magic

LOCATIONS [MRRiIFEIRET
attack (1 person/damage), intimidating
AGT!ONS scream {atl/fear}
. Frizz, Crack, Zap, snowstorm,
EFFECTIVE kamikazee, Fuddie, ice
SOME. EFF. INEFF.

Pouoi, Fizzle, Drain Magic

eM: staf oiéélvatiunﬁ @)

i L EA?IOHS Ch 5 Royal Crypl, Riverton area,

Colossus
attack (1 person/damage), Sizzle (spell/

FteH L] B al1/Sizz), Drain Magic (speli/1 person/

decrease MP), Sweet Breath (all/sleen)

R\ canmikazee Sap, ice, Drain Magic

SOME. EFF. INEFF.

Frizz, Sizz, Waoosh, flame, |Bang, Crack, smwsturm
Magic Burst, Snooze Poaf




W Ch 5 King Minikin's Dominion coast,
Lﬂcg_"mﬁ Riverton coast, Riverton area (day)
YT aitack (1 person/damage), Midheal
ACTIONS [ e
puteesi Al but Sizz, Bang. flame. Magic Burst,
EFFEC'.IW:_E Fizzle, Drain Magis
SOME_EFF. INEFF.

Bang. Fizzle

ITEM: Hela's hammer (2)

: This monster casts Buff to rais
25. At this point attacks are pretty uselgss.

R {1IRH Ch 5 Riverion area, Colossus
| aitack (1 person/damage), Kasap
rtm el R (spell/all/decrease defense), Buff
(spell/1 personfincrease defense)
AEdsniliSE fap, kamikazee, Sap. ice
SOME_EFE : INEFE.

Frizz, Sizz, Woosh, flame, Magic Bang, Poof

Burst. Whack, Snooze, Fuddle

DCA’!’IGI\ES Ch 5 Riverion area (Night), Colossus

| attack (1 person/damage), sleep attack
(1 person/damage + sleep), desperate

attack {1 person/big damage), Snooze

(spell/all/slesp}

SRa2e i Bang, Zap, kamikazee, Sap, |

SOME. EFF. INEFF.

Wopsh, Whack, Snooze |Pool, Fizzle, Drain Magic

AcTiONS- i

Ch 5 Riverlon area, Golossus

altack (1 person/damage), musters its
strength {setifollowing direct attack,
power is doubled)

232 2n i1 Crack. snowstorm, kamikazee. ice
SOME. EFF. INEEE.

Frizz, Sizz, flame, Magic Burst, Sap, | Poof, Fizzle,
Snooze, Fuddie, Dazzie Drain Magic

ACTIONS

 TEM: poison needle (3)

1o boone Loasa t e

_ ITEM: seed of iha-gié @) _
| MAXHP MAXMP ATTACK DEFENSE SPEED BP

Whack (spell/1 persen/death), Thwack
(speli/ali/death), cool hreath (ail/
snowstorm)

Frizz, Sizz, Woosh, flame, Magiec Burst,
EFEECTIVE kamikazee, ice, Drain Magic
SOME.EFE~ INEFE

Fuddle, Dazzle, Fizzle

ACTIONS

; ﬂragonfype '
MAXHP MAXMP ATIACK DEFENSE SPEED ENP GOLD
82 (363 118

Ch 5 Diaholic Hall area, Estark’s Crypt

and cave ihat leads to crypl

attack (1 person/damage), poison attack §
{1 person/damage + poison}, calls for
baukup (summons podokesaurus)
35388\ 38 Woosh, kamikazee, ice

SOME.EFE. INEFE.

Frizz, Sizz, flame, Magiz Zap, Poof, Sap, Fizzie,
Burst, Whack, Snooze, [rain Magic
Fuddle

OCATIONS

ACTIONS

ITEM musk (4}

mwmwmmmmm
80 | 10 | 108 | 40 | 6O 261 @8

Ch 5 Diabolie Hall area, Estark’s Crypt
LOGATIONS and cave that leads to erypt. Yggdrasil

attack {1 person/damage), Fuddie
LU (svell person/confuse)

A3 NI Frizz, kamikazee, ice, Dazzle
SOME. EFF. b INEFF.

Sizz. Crack, Woosh, flame, snowslerm,
Wiagic Burst, Whack, Sap, Fuddle, Fizzle

 TEM: seed of ife (3)
| MAKEP MAXMP ATIACK ODEFENSE SPEED ENP GOLD

%0 | 2 m ow B W

i Note: After this rnoustertai«es 50 much damage, i turns i
i pale with desperation.

(Rl N {01 TR Ch 5 Estaric’s Crypt and cave that feads
rypl, Yondrasil
atiack {1 person/damage). Crackle
{spelifall/Crack), bady-slam (1 person/
big damage—after turning pale),
defend {seif/damage reduced by half—
after turning pale)

EFFECTIVE [EEnlcrermiT

INEFF,

Frizz, Crack, Woosh, Zap, Sizz, lame,
snowstorm, Whack, Poof, Magic Burst
Snooze, Fuddie, Dazzle, Fizzle

ACTIONS

| Note: With the Omniheal spell, this monster has the

hility to completely heal ali enemies. Take them out
uickly.
(Ri[w: 16108 Ch 5 Estark's Crypt, Yoadrasil

attack (1 persen/damage), Omniheal
LS (sneli/all enemies/HP recovery)
33aam i kamikazee, ice, Dazzie
SOMEWHAT EFFECTIVE INEFFECTIVE

Snooze Zap, Whack, Poof, Drain
Magic

attack (1 persnn damage} Bauma
(spell/seli/reflects spelis)

SOME. EFF. ==
Frizz, Sizz, Bang, Zap, flame, Mag!s
Burst, Fuddle, Dazzle, Bram fiagic

-revweanenemy... e
| MAKEP MAX MP m DEFENSE 8

LSS

aﬁackﬁ nerson/damage), Kasizzle (spell/
all/Sizz), Burning Breath [all/paralysis),
Yaydrasil feal (1 enemy/revive)
EFFECHVE i

SOME. EFF.

Sizz, flame, Magic Burst, Whatk,

Snooze, Fizzle, Drain Magic

Rslsrvils iR Ch 5 The Azimuth area, Ygodrasil
attack {1 person/damage), Frizzie
{speli/1 persan/Frizz), Snub (speil/seli/
prolecis againsi magic)

4322 S0V Frizz, Woosh, kamikazee, ice

SOME. EFF. ~ INEFF.

Bang, Crack, Zap, Whack, Fuddle
snowstorm, Sap, Dazzle

ACTIONS




| MAXHP WAXMP ATTACK DEFENSE SPEED EXP GOLD |

210 pe 143 40 a7 |

[ [WAT(eTER Ch 5 The Azimuth area, Ygqdrasil
attack (1 person/damage), desperate

ACTIONS attack {1 persm;‘htg famage}

[422dm 113 Frizz, Bang, Woosh, kamikazee, ice

SOME. EFF. INEFF.

Whack, Fuddle, Dazzle

EM; silver tarot cards (2)

MAKHP MAXNP ATTACK DEFENSE SPEED B GOLD
(1] 110 90 67 447 M

Ch 5 The Azimuth area, Stairway o
LOCATIONS e

attack (1 person/damage), infimidating
ACTIONS scream {all/fear)
3320l kamikazee, ice
SOME. EFE. INEFF.

Frizz, Woosh, Snooze, |Whack, Poof, Fizzle, Drain
Fuddie, Dazzle Magic

| MAXHP MAXMP AITACK DEFENSE SPEED EXP GOLD
220 | 24 | 143 127 | 80 485 1

Ch 5 The Azimuth area (Night), Stairway ¢

RURAILER 1 7enithia (Night)

attack (1 persanfdamagez, Sweet
\W 1[s] (L3 Breath (all/sleep), Snub (spell/seli/
protects against magic)

Sizz, Bang, Crack, Woosh, flame,
EFFECTIVE snowstorm, Magic Burst, ice
SOME. EFF. INEFF.

[Frizz.zap _[Poof, Fizzle. Drain Magic

| ITEM: liquid metal helm (1)~ Metal type

MAXHP MAKVP ATTACK DEFENSE SPEED EXP GOLD
7 o0 140 1028 165 30010 20

Note: These mensters will take a few hits with the Meta

Slash skill or liquid metal sword before going down—

lucky critical hit-helps too.

Ch 5 The Azimuth area, Slairway to
. LOCATIONS Zenithia, Nadiria Watchlower, Fungeon

ACTIONS attack (1 person/damage), Sizzle (spell/

all/Sizz)
EFFECTIVE
SOME. EFF.

ITEM: dragon shield (2)
MAXHP WAKMP ATTACK DEFENSE SPEED EXP GOLD
143 | 0 | 18 | 80 | 86 405 182

(LIRS Ch § Yogdrasil
attack (1 person/damage), Poisan
YW d[o] (RS Breath (all/poison), calls for backup
(summaons podokesaurus)
A3 \T Zap. kamikazee, ice
SOME. EFF. INEFF,

Poof, Snooze, Fizzle, Drain
Magic

[ TEM: h_uﬂiéi’s ) o :
| MAXHP MAKMP KTTACK DEFENSE SPEED EXP GOLD

g0 | % | 12 | 55 | 79 408

WGl RE Ch 5 Yogdrasil
attack (1 person/damage), Swoosh
X TRE (spell/all/Woosh), Kaswoash {speti/all/
Waopsh)
A dH ' kamikazee, Snooze, ice
SOME. EFF. INEFF.

Frizz, Sizz, Woosh, flame, Magic Poof, Fuddle
Bursi, Sap. Dazzie, Drain Magic

TEM: seed of lfe (3)

| MAXHP MAXMP ATTACK DEFENSE SPEED EXP  6OLD

148 | 14 127 85 65 543 138

[y DS Ch b Stairway to Zenithia

Dragontype !

attack (1 person/damage}, Thwack
IXw o] LI (spell/all/death), calls for backup
(summaons lost soul}

,lce
SOME. EFF.

Frizz, Woosh, Whaek, Poof,  [Crack, snowslorm,
Snooze. Dazzle, Drain Magic |Fuddie

ITEM: z0mbie mail (3)

MAXHP MAXMP ATTACK OEFENSE SPEED EXP GOLD
o | 18 | 35 | 65 a8

Ch 5 Stairway to Zenithia, Doorway to
Nadiria, Castle Nadiria, Fungeon
attack (1 persen/damage), paralysis

YW (0] E38 M attack (1 person/damage + paralysis),
replicaes itself (creaies drooling ghoul)

(Saan il Frizz, Zap, kamikazee, Sap. ice
SOME. EFF. INEFF.

Whack, Fuddle, Dazzle |[Fizzle, Drain Magic

LOCATIDONS

& ACTIONS

&: The teaky mask can summan up to six teaky
nasks when it calls for backup.

Ch 5 Stairway to Zenithia, Heaven'’s
LOCATIONS Haven area, Castle Nadiria

attack (1 person/damage), calls for

backup (summons 1 or more teaky
ACTIONS masks), hlown away (all/sacrifices self

fo damage all)

All but Whack, Poof, Snooze, Fuddle,
EFFECTIVE Dazzle, Fizzle, Drain Magic
SOME. EFF. INEFF.

Whack, Poof, Snooze  |Fizzie, Drain Magic

Ch 5 Stairway to Zenithia, Doorway to
LOCATIONS Nadiria, Nad}‘ria Watichiower, Fungvean
attack (1 person/damage), calls for hacku
RCTIONS summ(anls pickeerer nlil cilreshme) y
3= 3W ' 7ap, kamikazee. ice
SOME. EFF.
Sizz, Bang, Crack, flame, snowstorm, |Fizzle, Drain
Magic Burst, Whack, Pool, Sap Magic

SRR

(WY ([41UR3 Ch 5 Stairway to Zeni

attack (1 person/damage), paralysis
attack {1 person/damage + paralysis),
defend {self/damage reduced by half)
(A3 i\/ 38 Woosh, kamikazee. ice

SOME. EFF. INEFF.

Whack, Poof, Sap Zap, Fuddle, Dazzle, Fizzle,
Drain Magic

ACTIONS

w3 | 5 | 1z | 145 | 1o ei5| 380 |

WU EH Ch 5 Stairway to Zenithia, Doorway to
Nadiria

attack (1 person/damage), Fuddle
(spell/1 person/confuse), Sweet Breath
(all/sleep), weird dance (1 person/
decreases MP)

EFFECTIVE EEINMGIILEH TR

INEFF.

Paof, Fuddie

Frizz, Sizz, Crack, Woosh, flame
snowstorm, Magic Burst, Snooze,
Dazzle, Fizzle, Drain Magic




s 08 Ch 5 Stairway lo Zenithia, Doorway le
_LOCAT.;DNS Hadiria, Natf:;ﬁa Walchiower. Fﬁi’iqﬁ?uﬂ
i atiack (1 person/damage), Kacrackle
FAS R (speil/all/Crack), Kazing (speli/
E cnemy/revive)
EFFECTIVE [Picrams
SOME. EFE INEEE.

Bang, Crack, Zap, snowstorm,  |Frizz, Whack, Fuddle,
Pogl. Sa. Stinoze. Dazzle. Fizle|Drain Magic

EM: seed of life

Bl O 5 Stairway fo Zenithia
‘ attack {1 person/damage), hot gas (all/
ACTIONS fame
2232V Crack, Zap, snowstorm, kamikazee, ice
SOME. EFF. INEFF.

Bang, Sneeze,  |Frizz, Sizz, flame, Magic Burst,
Fuddle _ | Posf, Fmie l)ram Magic

i Note: !f"m!d') fhke them out r;u.ci\q one beglze
tan S”:L.I'lfi(‘t’. itseli 1o bring back the rest of the group.

€h 5 Stairway to Zenithia, Doorway to
LOCATIONS  Naditia

gesperaie attack {1 nersawbz(

amage) Kerp!mk {spell/1 or more

ACTIONS enemies/sacrifices self ta bring other

enenty or enemies back)

Ali bul Whack, Paof, Snooze, Fuddle,
EFFECTIVE | Dazzie. Fizzle, Drain Magic
SOME. EFF. INEFE.

Dazzie Whack, Poof, Snooze,
: ?sélme, Fizzle, Drain Magic

| TEM:Rasmimor(4)

st Morph and change
When this occur

Ch 5 Diabolic Hall, Heaven's Haven
LOCATIONS area, Castie Na . Fungeon

f | Marph (spell/seli/changes into one of
ACTIONS parly members)

EFFECTIVE [
SOME.EFE. INEFF. !

i ITEM: seed of life (3)
BTN Ch 5 Castle Nadiria

attack {1 person/damage}, Thwack
LABR L (siell/ali/death), Kasnooze (speliil
. person/sieep)
EFFECTIVE [EINlrrr

SOME. EFF. INEFE.

All but kamikazee, Sap, Fuddle
Sngoze, Fuddle, ice, Dazzie

ITEM: Hela's armour (2)

IR R Oh 5 Heaven's Haven area, Castle Nadiria
USRI I attack {1 person/damage)

Sizz, Bang, Zap, flame, Magic Burst,
EFFECTIVE kamikazee, ice

SOME. EFF. : INEFFE.
Waoosh, Whack Paot, Fizzie, Drain Magic

.p.

ITI’EM seed uf resmeaue {-l) Bragaé 'ﬁpe

23 . 183 80 78 BIJB- 215

Ch & Doorway to Nadiria, Nadiria
LOCATIONS [ritienme

attack (1 person/damage), Kaswoosh
AR} LI (snell/ail/Woosh), Dazzie (spetifall/

decreases accuracy), hoi gas (all/flame)
EFFECTIVE [Ei R
SOME.EFE. INEFE
Frizz, Woosh, Sizz, flame, Magic Burst, Whack,
Sngoze Poal, Fizzie, Drain Magi

 ITEM: Thalian staff (2)

lus it gains a few powerful spelis.

j I Ch 5 Doerway to Nadiria, Nadiria
LQ_C&TIUNS Watshtower, Fungeon

atlack (1 person/damage), weird dance

ACTIONS {1 person/decreases MP), gets serious

{gains new spells including Frizzle Kasi
B 2le Kacrackie Kaswaosh)
EFFECTIVE = pechiRGhT] Fuddle. ice
SOME. EFF.
Naone kamskazae Whack, Snanze
Fizzle, Drain Mam

el 4018 O 5 Stairway to Zenithia

atlack (1 persen/damage). desperate
ACTIONS attack (1 person/big damage)
252 au i\l Woosh, Zap, kamikazee, ice
SOME. EFE. - INEFE.

. Punf Fizzle, Drain Magic

| TEM: shimmering dress 2}

Ch 5 Doorway to Nadiria, Castle
LOCATIONS Nadiria, Fun ;:em
attack {1 person/damage), Kalrizzle
- séﬁgiiﬂ peésl.‘éi{ﬁii.’g{l]ﬁK:bi}!]!!}[spggée
s all/Bang), Buff (spell/1 enemy/finey
ACTIONS s g Aol Pt
against magic), Disruptive Wave {spell/
ail/heneficial spells are removed)
All but Whack, Pooi, Snooze, Fuddie,
EFFECTIVE [pe Fizzie, Drain Magic
SOME. EFF. : INE_FF :
Naone Whack, Poof, Sneoze,
Fuddle, Dazzle, Drain Magic

ITEM: staft of antimagic (3)

: Ch 5 Heaven’s Haven area, Castle
LOCATIONS Nadiria, Fungeon
attack {1 person/damage), Kafrizzle
speli/1 person/Frizz), Kasizzle (spell/
IRl B all/Sizz), Whack (spell/] person/death),
F|z7!n (spell ent from easting

EFFECTIVE
SOME. EFF.

A'I but Bang, Whack, Poaf,
, ice, Dazzle, Drain Magic

fCh 5 Heaven's Haven area, Castle
GQMIUNS Madiria, Funpeon
attack (1 person/damage), chilly breath
LRIV (all/snowstorm), Sweel Breath (all/
sieep)
EFEECTIVE fé’t?z Sizz, Bc;: i, Woaosh, Zap flam

p, ice
SOME. EFE.

Crack, snowstorm, Pool, Snooze, Fizzie, Drain
Whatk, Fuddle Magic




: {Ch 5 Heaven's Haven area, Doorway fo
LOCATIONS Nadiria. Castle Nadiria, Fungeon
& Wl aitack (1 person/damage), ealis for
AET{Q_NS | backup (summons pickesrer)
33320l A Bang, Woosh, Zap ice
SOME. EFE. - INEFE. :
Snooze, Fuddle, Dazzle |Poof, Fizzle, Drain Magic

£h 5 Doorway te Nadiria, Nadiria
Watchiower, Fungeon
 naralysis aftack (1 person/damage +
i paral\isis}. Kasnooze (spell/1 person/
B sleap), Fizzle (speli/all/prevent from
Fa ke casting spells), Snub (speli/seli/
| protects against magic), intimidating
stream {all/fear), calls for backup
® | (summons demonspawn)
§ |5z, Crack, Woosh, Zap, flame,
434301 \'i80 snowstorm, Manic Burst, kamikazee,
& San e, Danle
SOME. EFE INEFE.

Whack, Snaoze, Fuddle,
: L& Fizzle, Drain Magic |

EM"- dl.i-ﬁmé-e-dged sword (2)

NAXMP AITACK DEFEVSE SPED BXP GOLD |

L0 | 170 L7 Le7e 20

Ch 5 Heaven's Haven area, Castle

| Naditia
attack (1 person/damage), hlistering
flames (allflame)

LOGATH

ACTIONS

EFFECTIVE |
SOMIE. EFE.

Bang, Woash, Zap, Peof |Frizz, Grack, snowstorm,
Whack, Snoaze, Fuddle,
i ; Fizzle, Drain Magic

Hieyg 10k o 5 Doorway o Nadiria

7 attack (1 person/damage), desperate
ACTIONS attack (1 person/big damage)
EFFECTIVE

ice, Fizzle
SOME. EFE. INEFF.
Woosh

_ kamikazee, Whack, Poof,
Snooze, Fuddie, Drain Magic

| ITEM: cautery swort (3)

| WAXWP WAXWP ATTACK DEFENSE SPEED EXP GOLD |

LOCATIONS [t

aitack (1 person/damage), Fizzie
{speil/all/prevent from casling spells),
Harvest Moon (all/damage)
333 3n il Frizz, Woosh, Zap. Sap

SOME. EFF. . INEFE.

Bang, Crack, Drain "~ |kamikazee, Whack, Snooze,
Magic Fuddle, ice

ACTIONS

EM: zombie mail (4)

| A wxw T DERGE SPED EXP 60D

% | 20 | 125 75 |7 (s 72

LacatioNs RIS
atiack (1 person/damage), poisen
attack (1 person/damage + poisonj,
sleep atlack (1 person/damage +
sleep}, paralysis attack (1 person/
damage + paralysis), Kasap {spell/all/
| decrease defense)
EFFECTIVE Frizz, Sizz, Bang, Woosh, Zap, flame,

: agic Burst, Sap
SOME. EFF.

i AGTIONS

- INEFF.

snowstorm, Whack, Crack, kamikazee, Snooze,
Fuddie i Drain Magic

ITEM: gold bracer (1)

| MAXHP MAXMP AITACK DEFENSE SPEED PP GOID

50 | 2% B0 12 847 B0

B[ FIRE Ch 6 Fungeon
attack (1 person/damage), Crack
{spell/1 person/Crack), calls for backup
B (summons hicody hand or eerberuff)
§ Frizz, Sizz, Bang, Crack, Woosh, Zap,
{235 dw i3 lame. snowstorm, Magic Burst, Sap,
Dazzle

ACTIONS

SOME. EFF. INEFF.

I oo, Fudile E kamikazee, Whack, ice,
: Drain Magie

| MAXHP WAXWP ATIACK DEFNSE SPED EXP 60D
i 959

LOCATIONS (SRRl

attack (1 person/damage), lightning
{all/Bang), body-slam (1 person/big
damage), dazzieflash (all/decreases
T acelracy)

B =52 2wl Frizz, Sizz. Bang, flame, Magic Burst, Sap
| SOME. EFE - INEFE.

Frizz, Sizz, Bang, flame, |Zap, kamikazee, Fizzle, :
Magic Burst, Sap Drain Magic

ACTIONS

Ch 6 Fungeon

attack (1 person/damage), desperale
attack (1 person/big damage), Swoosh
{speli/all/Woogh}

Frizz, Sizz, Crack, Zap, flame,
EFFECTIVE snowstorm, Magic Burst, Sap

SOME. EFF. INEFF..

Whack, Fuddle, Dazzle, [Woosh, kamikazee, Peof, I
Drain Magic Snooze, ice

ACTIONS

| mEM:mightyarmiet2)
MAXNP MAXWP ATTACK DEFENSE SPEED EXP COLD

LOCATIONS [eilRaiidY
ACTIONS

all/Bang}), Kasnooze (spehi/1 persen/
sleep)

Frizz, Sizz, Zap, flame, snowstorm,
agic Burst

INEEF. :
kamikazee, Whack, Poof,
Snopze

EFFECTIVE

SOME. EFE.
ice, Dazzle, Fizzle,
Drain Magic

attack (1 person/damage), Boom (spell/ §

attack (1 persen/damage}, multihite
(all/damage)

ACTIONS

Frizz, Sizz, Bang, Woosh, Zap, flame,

LML 1 oystorm, Magic Burst, Sa

‘SOME. EFF.

B Crack, Whack, Snooze, |kamikazee, Poof, Futdle,
Dazzie ice, Fizzle, Drain Magic

]




MAKHP MAXNP ATIACK DEFENSE SPED DX GOLD |

OEATJBNS Ch 6 Fungeen
: ® atlack (1 persen/damage}, slomps with
LU RS iant fool (1 person/damage), Boom
%spe!i*awﬁann} Swoosh (spell/all/Woosh)
Frizz, Sizz, Bang, Crack, Zap, flame,
EFF_ECTWE  snowstorm, Maia Burst, Saﬁ
SOME. EFF. INEFF.

Woash, Whack, Snonze, kamikazee, Poof
Fuddle, Fizzle. Drain Magic !

lTEM seed of agllity{:’.]

mmmwmmmm GOLD
380 20 180 | 160 125 712 180

LOCATIONS [SiEEmvETon
attack (1 person/damage), Bounce
(speli/self/reliests spells), Insulatle
PR A R (speli/all enemies/raduce damage
from ige atlacks), Harvest Moon (all/
damage)
Frizz, Sizz, Zap, flame, snowsiorn,
EFFECTIVE Magic Burst, San
SOME. EFF. INEFE

Crack, Whack, Fuddle, [kamikazee, Poof, Snooze,
ice. Dazzie Drain Magic

person/damage), Kasizzle
ACTIONS sp Sizz), blistering flames (all/

Frizz, Crack, Woosh, Zap, flame,
EFFECTIVE snowslorm. Magic Burst, Sap

SOME, EFF.

Sizz, Bang, Dazzle, kamikazee, Whaek, Poof,
Drain Magic Snooze, Fuddle ice

ITEM: Hela’s armour (2} :

Ch 6 Fungean
3*fack {1 ﬁginﬁ dﬁL.lrimgﬁ) de!en!d (}sleli,
amage reduced by half), eerie ligh
ACTIONS {1 i}ar%m,sieeg; f*,i,il iy gfea?hial?/
snowstorm)
g g Bl Frizz, Sizz. Bang, Zap
SOME. EFF. INEFF.
Crack, ice Woosh, kamikazee, Whack, Poof,
Snnnza Duédie Fizzle, Dr

LOCATIONS [RETICe
altack (1 person/damage), Kaswoosh
LIAHT (BB (spell/all/Woash), stomp (allWoosh),
blistering flames iallmamaj

33 SAR RIS Frizz, Crack, Zap, snowstorm
SOME. EFE INEFF.

Bang, Woosh, Whack, |kamikazes, Poof, ice
Snooze, Fuddle, Dazzie,
Fizzle, Drain Magic

rrEM splked armour (3)

| MAXHP MAXMP ATTACK mmﬂm cowD
| a0 65 | 208 135 w2 625 142

Note: This guy can hit really hard—especially if it
precedes its attack with Qomph.

LOCATIONS RSN
attack (1 person/damage), drgsperaie
attack (1 person/big damage), Zap
ACTIONS {spell/1 person/Zap), Domph (spell/1
B enemy/attack power is doubled)
Frizz, Sizz, Bang, flame, snowstorm,
EFFECTIVE Magic Burst

SOME. EFF. INEFF.

Zap, ice, Dazzle, Drain |kamikazee, Whack, Pool,
agic Snooze, Fuddie

| TEM: boxer shorts (3) . _
| MAXHP MAKMP ATTACK DEFENSE SPEED EXP GOLD

W 0 170 | 105 | 88 710 107

LOCATIONS [MiERsT e
aiéa“i {1 person/damage), faunches
attack (1 person/damage), smother
ACTIONS (1 person/damage), wind sickle attack
1 person/Woosh)
Frizz, 8izz, Bang, Crack, Zap, flame,
EFFEET“’E_ snowstorm, Magic Burst, Sa
SOME. EFF. INEFE.

Woosh, Snooze, Fuddle, |kamikazee, Whack, Poof,
ice, Dazzie Fizzle, Drain Magic

ITEM se&d of wmdum (2}

mmmwmmmmm

I 0 SR D Ll

Ch 6 Fungeon
atack {1 person/damage), defend (self/

: ACTIONS decrease damage taken), Fizzle (spefl/

ali/prevent from casting spells), body-
i siam (1 person/big damags)
EFFECTIVE £

' SOME. EFE.

Frizz, Sizz, Bang, Crack, kamikazae‘ Poof

WDush w;aak Fuddle, ice

| mEm: Kerplunk bracer (3}

LOCATIONS [HENEaan

atiack (1 person/damage), tidal wave
ACTIONS  [eTrrimee]

Frizz, Sizz, Bang, Crack, Woosh, Zap,
EFFECTIVE flame, snowstorm, Magic Burst, Sap

SOME. EFF.
ice kasm?az&w Poof, Fizzle,
Drain Magic

 ITEM: prayer ring (3)

m | wm B @ w1

LOCATIONS [HiETET
attack (1 person/damage), Kasizzie
CARITIRRE (speli/all/Sizz), maelstrom (speli/all/
Woosh), chilly breath (all/snowsterm)

3, Whack, Poal,

Woosh, Fuddie, Dazzls, p
Sn.;u?'-' ice

Fizzle, Drain Magic

MEM:seedofstrength (2)

XU WAKNP ATACK DEENE SPED P GO |

attack (1 person/damage), biistering
flames (all/flame), chilly breath {all/

SOME. EFF.

Fuddle, Dazzle  |Woosh, kamikazee, Whack, Pool,
Snooze, ice, Fizzle, Drain Magic

Mol

Note: lts defense is a little lower than the other metal

pes, but it makes up for that with its HP. This guy is

3 éxtreme!y tough to defeat without the added benefit of
§ Metal Slash or the liguid metal sword. g

LOCATIONS [5ililsEnn)
attack {1 person/damage), smothers
ARTDURE (1 nerson/damage), Dazzie {spelifall/
ldecraases acouracy)
EFFECTIVE None

| SOME. EFF. : INEFF.

All but Snooze




] attack (1 persnwamagc) despmle
aitack (1 person/big damage}, Sweet

AGTIBNS Bra:tfh (all/sleep), intimidaling seream

EfFEéTNE f kamikazee, ice

, |Pool, Fizzle, Drain ag‘m

SOME. EFE.
izz, Whack, Snooze

Note Thls monste dlS j eif 4s achesl

'mwmwmmmmm GoLn

70 350 48 |

TEM: dancer's costume (4)
PR (1) & Colpssus, Diabolic Hall, Estark’s
CATIONS Crypl. Doorway to Nadiria, Fungeon
B aitack (1 person/damage), Frizzle
{*pelm person/Frizz), Whack {speil/1
persan/death), Drain Magic (spell/t
. person/decrease MP)
I me I 7an . kamikazee, ice, Drain Magic
SOME. EFF. ; INEFF.

Frizz, Sizz, Crack, fiame, Fuddle, Fizzle

§ ACTIONS

snowsiorm, Magic Burst, Whack,
Poof, Snocze

ITEM pmk leotard (1}

_:mmmwmmmmm
i oo | 10 | 20 | 200

LOCATIONS CIH}Fungaon

BN attack (1 person/damagey), desperate
attack (1 person/big damage), Whagk
{spell/1 person/death), Drain Magic
{spellft person/decrease MP). Sweel
Breaih (all/sieen)
EFFECTIVE gru%zzsz{ Bang, flame, snowstorm, Magic
SOME. EFF. . INEFE

Crack, Zap, Sap, kamikazee, Whack, Poof,
Fuddie, Dazzle Snpoze, ice, Fizzle

E ACTIONS

ITEM: ruby of protection (3)

atlack _ﬁ ;;emmuamagu stone’s
i ntimidating

s ge)
AET;GN_S ar), dazzleilash (allf

e Frizz, Sizz, Bang, Crack, Woosh, Zap,
EFFEGT-WE: flame, snowstorm, Maugic Bursi, Sa
SOME. EFF.

Dauzle kamikazee, Whack, Pool,
Snooze, Fuddle, ice, Fizzle,

131 1250 280 ' §

ITEM seed of shengm (2)

mwmwmmmwm

aamf g?.scmgma@e) Frizzie
\spa!m pe [Frizzj, Kasnooze
{speil/1 pe sleep), Midheal (spell/
8 seli/HP recovery), stone’s throw {all/
damage), intimidating scream {all/fear)
EFFECTIVE gralz Sizz, Bang, Crack, Waosh, Zap,

ACTIONS

SOME. EFF.

Drain Magic kamikazee, Whack, Poof,

Snooze, Fuddle, ice. Darzie §

Ch 5 Porthtrumne!, Mintos, & Parthenia
LOCATIONS coast, Havre Léon coast

attack (1 person/damage), paralysis
ACTIONS altack (1 person/damage + paralysis)

EFFECTIVE Bang, Crack, Woosh, Zap, snowstorm,

SOME. EFF
(Smoaze __|Puf, Fizzle, Drain Magic

| ITEM: memmnai herh (4}

mwmwmmmmm
‘9|0 | ®m w | ninin

B Ch 5 Zamoksva coast, King Minikin's

Dominion coast, Riverton coast
altack {1 person/damage), calls for
ACT":_'NS backup (summons glugworm)
P Frizz, Sizz, Bang, Zap, flame, Magic
EFFECTIVE [y kamikazee, Sap. ice, Dazzie
SOME. EFF. INEFF.

Poof, Fizzie, DBrain Magic

-ITEM_: ohain sickle (4)

| MAXEP MAXNP ATTACK DEFENSE SPEED EXP GOLD |
; 80 @ 43

% -3 | 8 sn-st;_

Ry 8§ 1118 O 5 Haure Léon coast

attack (1 person/damage), Sap {spell/i
person/decrease defense), Kasap

o (spell/all/decrease defense)
iag=auillial 7ap, kamikazea, Sap. ice

SOME. EFE. INEFE.

Whack, Snooze, Drain
Magic

ACTIONS

(W YE0] VB Ch 5 Zamaoksya coast

attack {1 person/damage), Fuddle
ACTIONS B (speil/l ;Jers*‘mm!usef}
(332200020 Woosh, Zap, kamikaze
SOME. EFF. INEFF.

Frizz, Sizz, flame, Pool, Snooze, Fuddle

Magic Burst

| MXHP MAXNP ATTACK DEFENSE SPEDD EXP GOLD |

"

Ch 5 Porihirunnel, Mintos, & Parthenia
coast

attack (1 person/damage), calls for
ACTIONS hackup (summons preying manta)
3a3an 1|38 kamikazee, ice
SOME. EFF. INEFF.

Sap, Fuddie, Dazzle Pooi, Fizzie, Drain Magic

LOCATIONS

ITEM iron halmel (4}

| NP WAXVP ATTACK DEFENSE SPED DP GOD |

# s f e pw Wi B

8 Ch 5 Poribirunnel, Mintos, & Parlhenia
LOCATIONS toast, Havre Léon coast

B itk (1 persen/damage), desperate
ACTIONS atlack (1 person/big damage)
(3323nil'I 30 kamikazee, Fuddie, ice
SOME. EFE.

Sizz, Woosh, flame, Poaf, Sap, Fizzle, Drain
Magic Burst Magic

ITEM: mm mask (2)

[0y {RB Ci 5 Havre Léon coast

attack (1 person/damage), Crack
isg"-?’d person/Crack), Heal {speli/i
: enemy/HP recovery)
228 Wi kamikazee, Sap. ice
SOME. EFF.

Sizz, Bang, flame,
Magic Burst, Whack,
Drain fagic

ACTIONS

Crack, snowstorm, Pool,
Snooze




RS SR NN

- ITEM: hunters bnw (3)

mmmmmmmmm

W0 ®m o2 sl

(eI TSR Ch 5 Havre Léon coast, Zamoksva coast

attack (1 person/damage), cool breaih
ACTIONS {all/snowstorm)

Sizz, Waosh, flame, Magic Burst,
EFFECTIVE kamikazee, Sap, Fuddle, i
SOME. EFF. INEFF,

Whack, Dazzle Frizz, Poof, Fizzle, Brain
Magic :

ITEM mnunwon bulb (4}

mwmxwmmmmm

e

Ch § Zamoksva coast, King Minikin's
LOCATIONS Dominion coast, Riuertan?;nast
attack }I person/damage), paralysis
LARB R o tfack (1 person/damage + paralysis),
Snooze (speil/all/sleep)
332 HIN = kamikazee, Sap, ice
SOME. EFF. INEFF.

Frizz, Zap, Dazzle, Bang, Whack, Poof, :
Drain Magic Snnoze, Fuddie

| MAKWP MAXWP ATTAGK DEENSE SPED D GO0

8 L5 | o | e

{Ri]w A8 11RS Ch 5 Zamoksva coast :
ACTIONS ailask inrsnﬂ'da'naue

EFFECTIVE

SOME. EFF. INEFF

Whaek, Dazzie  |Poof, Fuddle, Fzz;!e. Drain Magic

EM: falcon knite earrings (1) Dragon type = |

MAKHP MAXMP ATTACK DEFENSE SPEED EXP GOLD

8 |0 | @ | 3 |2 65 8

Ch 5 Porthtrunnel, Mintos. and
LBCATID&S | Parthenia coasi

atlack (1 person/damage), fireball {all/
ACTIONS fiame)

Crack, Woosh, Zap, snowstorm,
EFFECTIVE kamikazee, ice
SOME. EFE. _ . INEFE.

Frizz, 8izz, Bang, flame, Magic Burst, Pool, Fizzle,
Whack, Dazzie Drain Magic |

; gnldsn uara {3)

'mwmwmmmmm

Wl ad | 38 170 128

Ch 5 King Min Dominion coast,
LOCATIONS Riverion coast, Cascade Cave

attack (1 person/damage), Fizzle (spell/
ACTIONS all/prevent irom casfing spelis)

EFFECTIVE - FEREETNS
SOME. EFE.
Snooze, Fuddle, Fizzle, |kamikazes, Poof

Drain M%ﬁii

 ITEM: soed of Agility (3)

RelRARIIN Ch 5 Havre Léon coast, Zamoksva coast
PR aiiack (1 person/damage)

EFFECTIVE Egush: Zap, kamikazee, Sap, Fuddle,

SOME. EFF. INEFF.

Sizz, flame, Magic Pooi, Fizzle, Drain Magic
Burst, Dazzie :

ITEM seed of magic {3) Dmgnn ype

MAXHP MAXMP AITACK DEFENSE SPEED EXP GOLD

Ch 5 King Minikin's Dominion coast,
LOCATIONS [-H

attack (1 person/damage), Whack
ACTIONS speli/1 person/death) :
(S5 2H VI Frizz, Woosh, Zap, kamikazee. Sap, ice
SOME. EFF. _ INEFF.

Snogze, Fuddle, Dazzle [Crack, snawsmm, Poof

IT EM cloak of evasion (2)

mrmmmmmmm
8 120 | 42 (180 84 ||

Ch 5 Zamoksva coast, Cascade Cave
LOCATIONS Biinaaos

attack (1 person/damage), Crackle
ACTIONS [yl et

EFFECTIVE PEIMCTil Crarny
SOME. EFF. INEFF.

Sap, Snooze Frizz, Sizz, Crack, flame,
snowstorm, Magic Burst, Pooi

| TEM: iron fan @

mwmummmmm'
68

120 | 10 | 8 | 77 | 47 185

Ch 5 King Minikin's Dominicn coast,
LOCATIONS Riuermngcuast. Cascade Cave, Fungeon

attack (1 person/damage), Frizzle
ACTIONS  [RiEHN person/Frizz), Kabuff (spell/

group of enemies/increase defense)
EFFEGTIVE Bang. Zap, kamikazee, ice, Dazzle
SOME. EFF. INEFF.

Frizz, Whack Poof, Fizzle, Drain Magic




Ch 5 Porthirunnel, Mintos, and

S Farihenia coast

aftack (1 person/damage), Dazzle
ACTIONS {spell/ali/decreases aceuracy)
S Sizz, Zap, flame, Magic Burst,
EFFECTIVE kamikazee, Sa
SOME. EFF.

Woash, Fudie Pool, Dazzie

Ch 5 King Minikin's Dominion coast,
LOCATIONS Riverton coast, Cascade Gave, Fungeon
PRl I atiack (1 person/damage)
. i Frizz, Sizz, Bang, Zap, flame, Magic
£FFECT?VE Burst, kamikazee, ice
SOME. EFE. INEEF.
\Whack. Pool, Fizzle, Drain Magic

| AN MAXMP ATIACK DEFENSE SPED EXP GOD
8 | 0 Lo | B2 i1 100

" Ch 5 King Minikin's Dominion coast,
LOCATIONS Riverton coast, Cascade Cave, Fungeon

ACTIONS aﬂar,i;in persunl dam}age} Burning

- : Frizz, Sizz, flame, Magic Burst,
EFFECTIVE kamikazee, Sap, Snooze, ice

SOME. EFF. ;
Whagk, Dazzle Poof, Fizzle, Drain Magic

Ch 5 Porilitrunnel, Mintos, and
alw Rl Parthenia coast, Haves Léon coast,

. aitack [1 person/damage), desperaie
| ACTIONS altack {1 person/big damage)
S Sizz, Zap, flame, Magic Burst,
EFFH"?WE_ kamikazee, Sap. ice
SOME. EFE INEFF.

Whack, Snooze, Dazzle |Pool, Fizzle, Drain Magic

| LOCATIONS [HiSBR:IH Bl

attack (1 person/damage), Frizz (speil/1
A S erson/Frizz), Sizz (spell/ail/Siz),
: firehall {allflame)
EFFECTIVE [l
SOME. EFE.
None

[\ L] IR Ch 2 Taborov village
altack (1 person/damage), sleep attack

7 i Xoaj (s, ( 1 person/damage + sleep). Heal (spell/

sell/HP recovery)
EFFECTIVE
SOME. EFE. INEFE.

Crack [Fizzle, Drain Magic

attack {1 person/damage), musters its

| ACTIONS sitrength (seli/following atiack power is

, lirehall {allfiame)

EFFECTIVE il
SOME. EFF.

Wl 'l Ch 4 Palais de Léon Castle
attack {1 person/damage)}, Skz {spell/
Fitos i [v] R0 o 11/Sizz), Fuilheal (spell/seli/HP
recovery), firehall (ail/flame)
EFFECTIVE [ITNEEAL
SOME. EFFE INEFF.

Waoosh, Dazzle Whack, Poof, Snooze, Drain Magic

LocaTions [T E
aftack (1 person/damage}, musters its

St R strength (seli/iollowing direet altack

power is doubled), fireball {ail/flame)
322 n 1\ Frizz, Sizz, Bang, Zap. flame, Snooze
SOME. EFF.
None

{Rs W [IES Ch & Phargs Beacon
attack (1 person/damage), Heal {spell/
F X (0] se1i/HP recovery), intimidaling scream
(dilf’!ear}
A5z a8 3 Frizz, Sizz, Bang, Woosh, Za flame, ice
SOME. EFE. INEFE.

Whack, Poof. Fizzle. Drain Magic

18 5100 ©

(Riie v O 5 Palais de Léon castle
B attack (1 persan/damage), Sizz (spell/
AGTIONS all/Sizz), chilly breath (ali/snowstorm}

EFFECTIVE ‘Fi;;!z;e ng Bang, Crack, Woosh, Zap,

SOME. EFF. INEFE.
Dazzie kamikazee, Whack, Poof, Snooze,
Fuddle, ice, Drain Magic

(W el O 5 Zamoksva Castie

attack (1 persca/damage), Crackle

BUTR 1 CI (<peii/alt Crack), cool reath (all/

snowsiorm)

33301\ Frizz. Sizz, Bang, Woosh, Zap. flame
SOME. EFF.

None All anFnzz Sizz, Bang,
Woosh, Zap, flame)




st il

attack (1 person/damage), sphere of

RUTRIOTEI i enice (all Fizzle). calls Tor backup

summans chillanodon)
S8E IV Woosh, Zap, ice
SOME. EFE. INEFE
kamikazee, Whaek, Pool, Snooze,
Fuddle, Dazzle, Fizzle, Drain Magic

' X013 O 5 Den of Rashaverak

attack (1 person/damage), calls for

SRR backup (summons Rashaverak), hot gas

(all/ilame)

EFFECTIVE ﬁf:ﬁk‘ Woosh, Zap, snowsterm, Sap,

SOME. EFF. INEFF.

Sizz, flame, Snooze, Bang, kamikazee, Whack,
Fuddle Pooi, Fizzie, Drain Magic

R ETES Ch 5 Den of Pruslas
anani q persen{ganzage); d!)ésperate
altack (1 person/big damage), defend
ACTIONS (self/damage reduced by half), Kasap
{spell/all/decrease defense)
Frizz, Sizz, Bang, Crack, Woosh, Zap,
e flame. snowstorm, Sap, ite
SOME. EFF. INEFF.

kamikazee, Whack, Poof, Snooze,
Fuddle, Dazzie, Fizzie, Drain Magic

(RTELVEL R Ch 5 Den of Barbatos
aﬁaclrf[gl %ersgn/r_la‘r_ﬂa%e},_ Kaboom
speli/all/Bang;, inttmidating serean
ACTIONS }aglj{ﬂezr]. chiﬁs)i breath (a!l.fsgnufusian;}n),
§ blistering flame (all/flame)
EE AR Woosh, Zap, ice
SOME. EFF. INEFF.

Frizz, Sizz, Bang, flame, [kamikazee, Whack, Paaf,
Fizzie Snoaze, Fuddle, Dazzle,
J Drain Magic

SIS Ch 5 Den of Aamon

altack (1 person/damage), Frizzle

Wil Ll (snell/1 person/Frizz), Kacvackle (spell/

ali/Crack), Kaswoosh (spell/all/Weosh),

Bounce (speli/seli/retlects spells)
EFFECTIVE [I2
SOME. EFF. INEFF.

Sizz, Woosh, Frizz, Bang, Crack, snowslorm,
flame, Magic kamikazee, Whack, Poof, Snooze,

Bursl, Sap Fuddle, Fizzle, Drain Magic

(BlRi¥ e} R Ch 5 Estark's Crypt

attack (1 person/damage), eerie light
{all/damaqge), Disruptive Wave (spell/

BTN o heneiicial spells are removed), deep

breaih (self/foliowing attack power is
doubled), chilly breath (all/snowstorm)

3g el Frizz, Sizz, Bang, Zap
SOME. EFF.

fiame, Sap, Snooze Woosh, kamikazee, Whack,
Poof, Fuddle, ice, Dazzle,
: Fizzle, Drain Magic

blazing fire (speli/ail/Sizz), Fuddie

: ACTIONS Dance (spell/1 person/coniuse}, cold

breath (all/snowstorm), disruptive wave
(speii/ali/beneficial spells are removed

(43§ Frizz, Sizz, Bang, Zap
SOME. EFE.  INEFF.

flame, Sap, |Woosh, kamikazee, Whac‘ Poof,
Snooze Fuddle, ice. Dazle, Fizzle, Drain Magic

LOCATIONS [MRETTER

toss boulder (ail/damage), thrusis at
enemy (1 person/damage), Cockspur
Kick (all/damage), cloud of feathers

e (sel/deflect all atiacks), musters its

strength (self/iollowing direct attack
power is doubled), body-slam (1
person/big damage)

SE AWl Frizz, Sizz. Bang. Zap
SOME. EFF. INEFF.

flame, Snooze  |Woosh, kamikazee, Sap, Whack,
Pool, Fuddle, ice, Dazzie, Fizzle,
Orain Magi ; .




1]

© THE BIG BOOK OF BEASTS

A little ways into Chapter 5, you receive
an item called The Big Book of Beasts.
This book tracks all of the monsters you
have found along the way. Each entry in
the book shows the following:

@ Monster number and name

@® Monster image. Press A or X to view one of
the monster's actions.

@ Times you have defeated this enemy

@ Experience earned from defeating one of
these monsters

® Total experience eamed from defeating this
type of monster

@ Gold coins eamed from defeating one of
these monsters

@ Total gold coins earned from defeating this
type of monster

@ How many iterns this type of monster has
dropped or Torneko has stolen

@ Item that this monster drops or Torneko can
steal

@ Level at which you first defeated this type
of monster. This is the highest level of all of
your party members, including the wagon.

¥

118 Ho. Defeqted:
Moosifer Experience:
Total Ex.
Gold Coins:
Total:
Items:

Lovel First Dafented B
Level 32 @

r—

The Big Book of Beasts can only be viewed on the World Map and you can’t open
it in towns or dungeons. The item will appear in the book after you receive an item
from that monster or defeated 20 of them.

Nearly all of the entries will get filled in as
you progress through the story, but a few
may still elude you. There are monsters
that only appear at certain times and
others that are rare. If you defeat each
monster in the book at least once, you
will receive a big reward.

Bone baron Draoling ghotl
Teoky mask Pickeerer

Pit viper Damzelfly

Abullddon &m

Beelzebuzz Flogt-o-copier
Red drason Sasqash

m ¥is tager

e
L L T i

© COMPLETING THE BIG BOOK OF BEASTS

You can often determine where to find a

monster by looking at which monsters etk

bl | Psarg’s Pawn FMaster Kung
are around it in the book. Monsters that d onimbeShownan  Baaack
are found in the same location tendtobe  |§ ™ Tune

3 . Harquis de Lion Boslzack
grouped together in the book. Otherwise, || s o Rashauar b
you can refer to the Bestiary section of H o e
this guide to find out a foe’s location. ; Pase 12
e J

The bosses are listed starting from
number 195, so these entries will fill in as
you progress through the story —except
for Sir Roseguardin. The other 194
monsters must be found on the world
map, in the dungeons... Once you reach
the location of a monster you need, use
Torneko’s Whistle or the Musk item to
attract the foe.

AIL83
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(GET,THEM \WHILE\YOUICANY
There are three monsters that only
appear at certain times in the game.
The following table lists these monsters
with the location and time to find them.
Dirty dogu and wimp do not make an
appearance in Chapter 5, so fight some
before moving on. Take note that some

R b

S i s
U H AND
48 dirly dogu Ch. 4, near Havre Ldon
149 wimp Ch. 4, near Havre Léon

£ 1203 Sir Roseguardin

Ch. 5, Rosehill (before defeating Psaro the Manslaver)

monsters will appear in different locations during Chapter 5 than they did in the first four chapters. The Bestiary section in this
guide shows where the monsters appear during the different chapters.

{TOUGHTOJFIND)

There are monsters that do not appear
very often or only appear in a small
area, which makes them tougher to
find. You may need to spend more time
in the following locations to find the
corresponding monsters.

g
i
i

MONSTER

 LOCATION.

14 picksy Ch. 1 & 5 Loch Tur (Night), Ch. 5 Lakanaba Area, Desert Bazaar area (Day)
36 killer gila Ch. 2 & 5 Birdsong Tower 1-2F, €h. 3 & 5 Goddess {ave B3-B4F
i 40 flying declor Ch. 2 & & Birdsong Tower 3-4F {may also be summonad by dragan pup)
66 hodkin fistcher Ch. 5 Ballymoral area (Nighi), Lakanaba Area
87 Venus guyirap Ch. § Desert Bazaar area
59 swealy yeli Ch. 5 Desert Bazaar area
74 whizzard Ch. 5 Parthenia area, Parthenian Panlry
90 rockbomb Ch. 5§ Dunplundrin area, Hermit's Hovel atea, Canalol area
B 103 podokesaurus €h. 5 Briny Lair, The Colossus 4-5F (May also be summoned by green dragon or wyvern)
fl 107 helispawn Ch. 5 Briny Lair, The Colossus 2-5F
B1111 medislime Ch. 5 King Minikin's Dominion & Riverion Coast, Riverion area (Day)
fl 129 bone haron Ch. 5 Stairway 1o Zeaithia 4-8F
133 pit viper Gh. 5 Stairway to Zenithiz 4-12F
136 hot dog Gh. 5 Stairway fo Zenithia 1-8F
143 wilder heast Ch. 5 Stairway fo Zenithia 1-8F
144 vis mager Ch. 5 Doorway to Nadiria, Castie Nadiria, Fungeon B2F-1, B2F-3
149 night rider Ch. 5 Heaven's Haven area, Castle Nadiria
Bl 151 knighishade Ch. 5 Fungeon B3F, B6F-1
§152 decayurion Ch. 5 Fungson BSF-3, BTF-2
8167 croaked king Ch. 5 Fungeon B6F-4
1159 platinum king jewel |Ch. 5 Fungeon BBF-5, BSF-3
§173 scarewell Ch. 5 Taborov, bottom of weli
77 strangler fish €h. 5 Havre Léon Coast
8178 axolotl Ch. 5 Zamoksva Coast
179 preying manta €h. 5 Porthirunnel, Mintos, and Parthenia Coasis
181 plerygolus Ch. & Havre Léon Coast
184 maulrus Ch. 5 Zamoksva Coast
185 woclungasaurus Ch. 5 Porthirunnel, Mintos, and Parthenia Coasts
1188 ferrornedon €h. 5 King Minikin's Dominion and Riverton Coast
191 dangler fish Ch. 5 Porthtruenne!, Mintes, and Parthenia Coast

® COLOR CHANGE

There are three monsters that change after taking a certain amount of damage. Winky has a complexion change, moosifer turns
pale, and sasquash gets serious. Their stats and resistances change and they take different actions. The following shows the

change in stats and their new resistances.

] Frizz, Sizz, Bang, Crack, Woosh,
225281V 7ap, flame, snowslorm, Magic Burst,
kamikazes, Sap, Fuddle, Paralysis, Dazzle
SOME. EFE.

Poof, Fizzle, Drain Magic

| , 8i2z, Bang, Crack, Woash,
SRRV 7ar, flame, snowstorm, Magic Burst,
kamikazee, Sap, Paralysis

SOME. EFE.
None :

f. Fizzle, Drain Magic

@

Zap, kamikazee, Sap, Snooze, Paralysis

Dazzie

EFFECTIVE
SOME. EFF.

Frizz, Sizz, Bang, flame,
| Magic Burst. Whack

INEFE.
Poof, Faddle
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[tem List
CONTAINER ITEM

Strength ring

B2F-2; use raft to reach northwest chest.

Yggdrasil leaf

B2F-2; use raft to go around path to northwest, then
follow path to chest.

While traveling around, you
soon notice that The Azimuth
has changed. In one location,
a hole has opened up on the
northern altar. Drop into the

Secrets

After defeating the final boss and completing the game, start your saved game and head to El
Forado. Talk to the elves to learn about the Yggdrasil flower that has the power to restore life. One
elf says, “When you find a place changed, that may well be a sign that a flower has blossomed.”

hole to enter a very mysterious dungeon. This dungeon leads
you down through a wide variety of levels. Refer to the maps on
the following pages to find all of the chests.

Mini medal

B2F-2; use raft to reach chest to south.

Pandora’s box

B2F-2; use raft to reach chest to southeast.

CONTAINER ITEM

Robs of serenity B8F-1; follow hidden wall from pillar to pillar to the

northwest corner. ;
! BSF-2; cast Safe Passage to reach this chest just south

1600 gold coins ;

of Pinnacle Chapel.
e B8F-3: the mini medal is on the ground near
Mini medal

gravestones.

Mini medal

B2F-3; follow path to northeast.

Seed of agility

BA3F; follow path to west, then south.

Angel leotard

B6F-4: take steps in northwest corner of B8F-3 and
continue up another level.

Mini medal

B3F; follow path to east, then south.

Boxer shorts

B7F-3; located inside dresser near tigergram in west
area.

Mini medal

B5F-1; on the ground inside well east of inn.

Horse manure

B7F-3; break open clay jar next to stove.

Seed of magic

B6F-1: use steps inside house with inn and look in
northwest corner.

BBF-1; use steps inside house with inn and look in

@0 eeeeee®

Pandora’s box
southeast corner.
&) |1200 gold coins  [B6F-1; use steps in next area north of inn.
Death mask B6F-2; follow path to southeast corner.

Elevating shoes

B7F-1; follow path to west, before going north.

Demon spear B7F-3: lock inside dresser in east room with elf.
Mini medal B6F-4; search in the southwest corner of area.
WIS Beagar BBF-4; follow the path to the north around the water,
P then head east and finally south.

Recovery ring B7F-4; use the ladders to the west to reach the chest.

- B7F-4; a mimic is pretending to be a chest on the far
Mimic h

east side.

Pandora’s box B7F-5; take steps up to first platform on west.
Ruby of protection B7F-5; go up the steps to the west, then proceed down |

to the east.

Seed of life B7F-2; find chest in southeast corner.

B6F-3; take northeast steps on seventh level, then follow |
Cobra claw

path around.
Pendorisisn B8F-1; follow path around outside of floor to steps in

Demon spear

B7F-5; chest rests on a platform just west of the exit
door.

southwest corner. Chest is in rnidd_le of floor.

@ PeeeeEeEe® @ @@
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In the third area,

B2F-1, follow
the right path
first to find a raft.
Use it to cross
the water to the
four chests.




e

B4F-2

© BREAK TIME

Inside the second house, map B5F-2, there is a man
standing next to the giant bed. Talk to him and he
offers a night’s rest for 10 gold coins per night per
party member. Use this to restore your HP and MP.

Before exiting this house, take the stairs in the
northwest corner. In this lower level, there are two
chests. Watch out: the one in the southeast corner
is a Pandora’s box.

B5F-2 |




© HIDDEN PATH

In B8F-1, the water between the pillars
shows where you can walk along a
hidden path above. Use the steps to
walk around the outside of this area.
At the far south side, face toward the
second pillar from the left. Step out
onto the hidden path and follow it up
to the northwest corner to find a chest.

4
i #




© CONFESSION

There are no monsters in B8F-2, but you can get hurt from the
purple toxic sludge on the ground. Cast Safe Passage to reach
the chest. Pinnacle Chapel stands in the northeast corner; use it
to save your game. You are now able to Zoom to this location.

s N







Fon Yung spews forth blazing Fire!

|==mn e

s sonte of sach perty
in battle

Does 164 points of damage to Chow Mein

As a reward for defeating
them, Foo Yung and Chow
Mein state that somewhere
out there is a tree upon which
a mysterious flower has just
blossomed.
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P
eReviving Rose

After defeating Foo Yung and Chow Mein, exit the dungeon and fly to El Forado. Climb the
Yggdrasil tree to the very top to find the blossomea Yggdrasil flower and examine it.

Head over to Rosehill and use the flower in front of Rose’s grave site. She is revived and says she
wants to find Psaro the Manslayer’s location. Rose wants to stop him from destroying everyone, :
so she joins the party. As you leave Rosehill, Sparkie runs off to tell the Zenithians about the
Yggdrasil flower. SRl M e

, e

Go to Nadiria and make your way through the castle. Find Psaro
the Manslayer in the same spot where you previously fought
him and talk to him. He is set on destroying all of mankind,

until Rose interrupts him. Ruby tears roll down her cheeks and
reverse Psaro’s evolution. He joins the party to go after the fiend
that controlled the humans who tried to take Rose.

[ Initial Stats |

m artriBuTe | RarG A IEMI
Level Strength 154 Luck

Exp 1 156493 Agility 131 Altack 221

HP 359 Resilience 65 Defense 126

MP 276 Wisdom 102

STRENGTH
AGILITY

RESILIENCE
WISDOM
e LUCK

1

1 10 20 30 35 40 50 80 70 80 o0 (EED

Psaro is a very strong and well-balanced character. He has the Dragon Slash
ability that is very effective against dragon enemies and later he learns the
Metal Slash, which makes defeating metal slime enemies easier. He has great
agility and strength, along with huge attack and defense with the equipment he
gets. He also has the ability to equip cursed equipment with no harmful effects.

CATEGORY | CATEGORY | EQUIPMENT |

Weapon  Falcon blade Shield Iron shield  Accessory -
Armor  7ombie mail Helm =

The hero’s silver-haired antagonist. He is researching the
s Secret of Evolution, and his only connection to the human
' world is his love for Rose. He is more commonly known by
his full title of Psaro the Manslayer.

N
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Innate Kacrackle Battle
Innate Kaboom  Battle
Innate Kasap Battle
Dragon
Innate Slash Battle
Innate Hattchet Baitle
Man
Innate el Battle
Moaon
Innate Kasnooze  Baitle
Innate Fullheal  Field & Battle
Innate Multiheal  Field & Battle
Innate Zoom Field
Innate Evac Field
Safe .
Innate Passage Field
Holy :
Innate et Field
36 Oomph Battle
38 Kazing Field & Battle
40 Metal Slash Battle
42 Kathwack  Batle
44 Thin Air -~ Batlle
4 P
ave
49 Puffl Battle
Lightning
53 Stotm Battle
Magic
60 Burst Battle

Learned Magic
I

Skewers a group of enemies with a hail of
sharp icicles.

Blasts all enemies with an incredibly violent
explosion.

Reduces the defence of a group of enemies.

An attack that pierces even dragon’s scales.

An unpredictable attack that can land a critical
hit.

Launch into a whirling attack against all
anemies.

Puts a single enemy to sleep...most of the
time.

Restores all HP to a single ally.

Restores at least 75 HP to all party members.
Return instantly to various previously-visited
localions.

Exit instantly from dungeons, caves, and
towers.

Allows party members to pass unscathed over
harmful ground.

Generates a holy aura that keeps weaker
monsters away.

Doubles the aftack power of a single party
member.

Resurrects a fallen ally to full health.

An attack that carves through even metal-
bodied enemiss.

A cursed incantation that sends all enemies to
ihe hereafter.

Creates a vacuum-vortex that tears all enemies
to shreds.

Eliminates magical effects from all enemies.

Transform into a fire-breathing dragon.
Strikes down all enemies with mighty
thunderbalts.

Unleashes all remaining magic power in a
fearsome explosion.

%
}%‘ Copper sword

@6 Chain sickle

" Iron lance

1 Iron claw
. Stegl
- broadsword

ol > Cautery sword

_.g/’l Battle-axe
% Fireclaw

L o Falcon blade

ﬁi\ Hela hammer

A Ieicledirk

+20

+28

+38

+40

+43

+50

+60

67

+70

+75

Casts fire spell when used during battle.

Casts fire spell when used during battls.

(Can strike twice in a single turn.

Hard to aim, but this hammer really hurts when it
connects. This hammer is cursed, but that doesn't
bother Psaro.

Casts ice spell when used during battle.

Weapons :
T R TR e

+12

Weapons

% Cobra claw
%2 Dragonshane

"
« Demon spear

%" Massacre sword

... Liguid metal
sword

¥ Pandemonic
sword

TS T ST S

+80

+30

+90

+120

+130

+150

This claw's toxic talons may end up leaving its target
poisoned

This blade inflicts increased damage on dragons.
If aimed well, this spear can inflict a critical hit.

This sword is cursed, but that doesn't bother Psaro.

Inflicts greater-than-average damage on metal
monsters.

This sword replenishes its bearer's HP with each
atlack.

Leather armour
Chain mail
Bronze armour

[ron armour

Full plate
armour

Dragon mail
Zombie mail
Spiked armour

Hela's armour

o of <3 o8 g 8 8 0 e

b
g
pe

Liquid metal
armour
Pandemonic
armour

®

\ Armor J

+12

+18

+25

+30

+35

+45

+49

+50

+60

+95

+100

This armour will reduce damage from fire- and
ice-based attacks.

This armour is cursed, but that doesn't bother
Psaro.

Can cause damage to attacker.

This armour is cursed, but that doesn't bother
Psaro.

Reduces damage caused by magic.

Reduces damage caused by magic.

w Scale shield
@ Iron shield
ﬁ Dragon shield
@ Mirror shield
4 Pandemonic
shield
¢t Liguid metal
W shield

Reduce damage fram fire- and ice-based attacks.
Reduce damage from fire- and ice-based attacks.
Reflects spell damage back at caster.

Reduce damage from fire- and ice-based atfacks.

Envelopes user in purple mist, which protects him/
her from magic spells.

Iron helmet

ﬁ

Iron mask

off
’ Pandemanic

helm

ﬁ Liquid metal
helm

\ Helms )

abE e e

+16

+25

Protects against Snooze, Whack, and paralysis.

Protects against Snoaze, Fuddle, and paralysis.




Accessories

Prayer ring

Ruby of protection

Recovery ring

Strength ring

Mighty armlet

Mercury’s bandana

Meteorite bracer

Lucida shard

Elevating shoes

Gospel ring

IMPACT

DEF +5 Recovers some MP whenever it's used.
DEF 415 -

DEF +15 Restore some of wearer's HP with every step.

STR+8 -
STR +25
AGI+15

AGI x2

Removes Confuse from party member when used

L during battle.

LCK +50 Enhances experience with every step.

LCK +50 Wards off all wandering monsters when worn.

© FIGHT AAMON

Zoom to Diabolic Hall, where you will face the boss of Chapter
6. You are not ab!z to take the wagon inside, so decide on a
party before entering.

In addition to Psaro (the battle won't start without him), take
the hero for his excellent Omniheal and strong attacks. As for
the other two, take the two you are most comfortable with.
Borya’s Sap is good to reduce the boss’ defense or Kiryl’s
Kabuff is good to increase

yours. Maya'’s Kafrizzle is also

very effective. Hand out any

Yggdrasil leaves to your party

and give one of your four

party members sage’s stone.

Head up to the throne room to
find Aamon. Examine him to
start the boss fight.

-:‘W‘ﬁ"\-

famon spews

forth blazing fire!

e ] | [ f fe ]

Aokion spevt

forth blazing fire!

Aamon <t
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© A HAPPY ENDING

After defeating Aamon, Psaro leaves and the party is
automatically warped to Zenithia. Talk to everyone there and
then leave the castle to complete the game. After the credits
roll, save your game. When you restart your game, you are back
in Endor and Psaro rejoins your party.

4 |
ePsaro’s Special Cquipment

. After defeating Foo Yung and Chow Mein, return to Pinnacle Chapel and fight back to the end of
& | the dungeon. Now there is a picture of a soldier in armor over the lava instead of the tree seen
i earlier. Defeat the duo once again to receive an item from the soldier.

After returning to this spot and defeating Foo Yung and Chow Mein a total of six times, the soldier
appears without clothes. Defeat the bosses in less than 10 rounds for the seventh time and the
soldier leaves the picture. If you take more than 10 turns, they
tell you to return later when you are stronger.

The soldier asks if there is a place he would enjoy living. Tell him about Hoffman’s Place and he
goes there and becomes a citizen. Find him in the back room of the castle—that is, if you have
reached this point with your town. He is Old Man Psaro, but he
calls himself Psaro, Queen of the Desert.

If you wish to fight Foo Yung and Chow Mein again, you must

tell the soldier about your town. From now on, you don’t receive
any extra reward for defeating them, but you do still get the

experience and gold. They will tell you how many turns it took to
defeat them.

TIMES DEFEATED | (TEM RECENED |
2nd Pandemonic shield
The fpllowmg tabielshows 3rd Pandemonic sword
what item you receive for )
: 4th Pandemonic armour
each time you defeat Foo
Yung and Chow Mein. i Boxer shorts
6th Ygagdrasil leaf
7th Citizen, Old Man Psaro

Completing Che
eBig Book of Beasts

; e After defeating at least one of
Fac Ving ohow s all 210 monsters in The Big

. Book of Beasts, you receive
300,000 casino tokens. Note
that this means you must also
defeat Foo Yung and Chow
Mein.
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o ALL-INCLUSIVE BESTIARY
jg! Complete statistical breakdown of every foe in the game. Learn where to find them and what
ig items they drop in defeat.

i

© EVERY SIDE QUEST

4 Learn the ins-and-outs of all the Casino games, the location of every

g mini medal, and the workings of the Monster Arena.

8 B —— S UL SR D
) > EQUIPMENT AND ITEM LISTINGS

| ee—— lllustrated breakdown shows which character can equip which pieces
1 o A _ 4 of equipment. Plus, coverage of all the Zenithian Equipment!

! Conquerithe Vi #*& 8 © GAME SECRETS

| Monster-Arena- N & W&\ Discover what it takes to complete the Fungeon, the game’s
: ) bonus dungeon. Find all the rare enemies to complete The Big
Book of Beasts!
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© COMPLETE WALKTHROUGH

Proven strategies and tips for every chapter in the game.
Utilize the area maps to pinpoint item locations with ease.
Defeat every powerful boss with game-tested tactics.
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Fight throughithe
§ Fungeon.
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Estark exhales o chilly braath!

Boss strategies.
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© CHARACTER ANALYSIS

Complete spell listings and usable equipment
for every playable character in the game.
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