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The long-lived, and much loved, series of Dragen Quest* continues
only have the remakes for the Nintendo DS been a rousing success, but nows
players are getting an entirely new installment to enjoy! ;

Dragon Quest® IX: Sentinels of the Starry Skies has a massive storyline, well

over 100 side quests, a bestiary that tops the charts, and more items and @,
equipment than you can shake a slime at. Putting in 30-40 hours only reveals
some of what this incredible game has to offer.

It also holds on to many of the series’ traditions, even returning to a
mechanic that hasn't been seen in quite some time—you get to create your
own hero and your own party! The possibilities are limitless, and this guide
contains more than a few ideas about

what to create.

Would you like to see more? This book has everything you need, both in
the main game and for all of the post-game glory. This guide shows you
how to create gear that is better than anything you can buy at a store:
Accessorize your characters. Kill all the monsters while making a fashion

statement. Play with friends. Find hidden treasures. It's all here foryou.

Doyou prefer strategies for besting the meanest bosses? Those ate given, of
course, but this book takes that a step further. Learn how to craft your party
and use the vocation system to maximize each of your characters. You!ll be

given ideas for the short-term as well as the long=term. Creating the deadliest

character on the block takes dedication. This book can help take you thege.
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The maps in this guide show you all of the world’s hidden items, equipment,
recipes, and quest givers; it's all right here—at a glance! You can save time
searching and instead immerse yourself in Dragon Quest's wicked combat. Push
through the story without extra leveling if you want a challenge; there are many
suggestions for where to.go if you want the shortest and most challenging path
Or, if you're a person who wants to build up, the guide tells you exactly \1’}’]9[‘@ to

search for glorious, naughty, almost inappropriate levels of power.

But, enough with the lead in. You came here for Dragon Quest X, and we're

happy to oblige. Let us begin.

OURSTORY SO FAR

Your hero in Dragon Quest IX is a celestrian, These angelic people are guardians of
the world below, and call the world of mortals the Protectorate. Though many of

the .ce]estrians are distant from the people they protect, their hearts and their
duties are in the right place,

Yourhero i i i
: ero s one of the celestrians who trains to watch over mortals directly. Unseen, your hero has been learning how
o protect the i iori
. protect the people of Angel Falls, a small village. Your superior is an older celestrian named Aquila. He’s shown your hero
er1opes, and it's almost time fora changing of the guard.

Ot . . . .
her celestrians live above, high in the clouds, in a place called the Observatory. This is also the home of the Great World

Tr : :
ee, Yggdrasil. The celestrians hope to collect good will from mortals. When mortals pray and give thanks to their guardians,
= b that positive force solidifies into
something called benevolessence.

The celestrians collect this material
and bring it to the Great World
Tree. In time, they pray that this will
make Yggdrasil bloom.

So, life is good. There are rumors of
Acelestrian who disappeared in the Protectorate, But most people don’t talk about this, and it's probably no great concern. s
umors being what they are, it might not even be true.

What is your role in all this, and how will your hero fare as the guardian of Angel Falls? That remains to be seen.
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Learning
the Basics

You have to start somewhere with every game, and Dragon

Quest games are no exception. This chapter reviews the basics,
like what menus can you use, what the options do, how you
move around, and so forth. Veterans of RPGs on the Nintendo
DS and returning Dragon Quest players might want to skip

ahead to the more advanced gameplay chapter.

Dragon Quest IX uses both screens of the Nintendo DS at all times.
While you're moving around, the game displays the party’s actions on
the lower screen and the map of the local area up top. These maps are

quite clear, so it’s always easy to tell where you are.

Look fora series of dots up top. That's your party! You often see them all together,
but that's only during single-player exploration. If you invite other Dragon Quest
players into your game, things split up. The other playets can explore on their
own, s you get a chance to loot separately, start quests, and so forth. When

that's the

ase, the map becomes even more useful—look up top to see where

friends are exploring



 saisva
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The above screen explanation | When a fight starts,
holds true whether your this lets you control your party. The top screen is then used to show
partyisinatown oroutin the | entirely turn-based in Dragon Quest IX ( '
wilderness. Unless you're look-
ing fora treasure map (which . your characters while you watch, It's all rather exciting
is explained later), there isn't :
much difference between

then i
map disappears from the top screen. A combat menu appears at the bottom:

: you what's going on. Action is
as it has been in.all of the major releases), but the fighti

o 0 ) . ; ht
is fully animated. Your characters equipment shows up on their models s

and the monsters get hit by

| Even newcomers should get the hang of this VERY quickly.

being ina town/dungeon or
outside in the wild. Note tha
you can tell where your party

is standing by looking in the Dragon Quest IX has stylus support. Press it against

er right corner
upp: ,?1:1 of the top the lower screen and drag the stylus in a direction
screen. )
d s e na'me of the town/ to control your party's movement. Or, tap on menu
ungeon is written next to the options to select them. This works without any

current floor readout. hitch, but you might find it slightly faster to use the

Sometimes, your sy s | | traditional controls.

through areas that have
monsters, In this Dragon

This is entirely a matter of preference. There aren't
any advantages or disadvantages to either method,
Quest, it possible for your party | unless you're worried about tapping the wrong options with your stylus.

toavoid many encounters, The .
If this is the case, remember that you can back up to any previous combat menu/option by pressing

monsters always appear on
@. This works all the way up until the combat round is initiated.

the sereen, and you only have
to fight them after bum ping
into thm. Run around random
encountersif you're trying

The analog pad controls your party's movement. Press left to move
the group left. Push up to move them up. This couldn’t be easier.

tosstaysafe or move quickly
between areas,

There is no running or sprinting in the game, soyou always move at

full speed.

Characters can't normally move through most obstacles. Waterways, g

walls, and othersuch things completely block movement. There are
) £

ines or ladders to deal with. Touse them, approach the object and push toward it

bypassed, so don't worry about it 1

a few climbable v
If nothing happens, the object cannot be

P ——
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Your characters need to interact with a variety of people and
objects throughout the story. This is all handled in a similar
manner. Approach the object or person in question until an icon
appears over your hero's head. This lets you know that you're
capable of interacting with something. When that happens, press
© to start the interaction.

If the target is a person, your hero immediately starts talking to them.
If the target is an object, your hero does whatever is appropriate.

For bookshelves, that means reading anything interesting on

the shelf. For breakable objects, that entails destroying the pot

or barrel and seeing if anything is inside. For chests, that means
opening the chest and looting whatever you find.

Talk to everyone you find to learn more about the world, to begin
quests, and to advance the story. This guide tells you who you
need to talk to for major plot events and side quests, but there
are literally hundreds more characters that are in the world to tell
you stories, joke around, or add flavor to areas. Don't skip these

people unless you're in a hurry!

LOCKED DOORS

Many paths are open fora
hero, but not everything is
ripe for the picking. A few chests
and even more doors are locked

with various qualities of locks,

R I e e B G

There is a flying train called the
Starflight Express, staffed bya
faerie named Stella. She's a friendly
sort, and your hero meets her early on in
the game. She’s also the person responsible for maintai
party’s Battle Records.

Initially, you can't control the Starflight Express dire
only go to specific locations. Blue, glowing trees repi
locations for the train. Approach these to get on tie Sta
Express and head out from there. There's nothing (o1t

Late in the game (after you've completed the miain story
achance to unlock the Starflight Express for your pex

Quest 039 is responsible for this.
After unlocking the Starflight Express, your hieio can S
o \.\orld, .
ip. [nst

train with a special whistle and fly all around ¢
longer have to disembark at beaches, with your s
open spot of land is viable.
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is complex enoug i
S T Emﬂde g: to ;varmnt avariety of menus. Don't ignore the options at your
quite a few ways to fi
ys to find out what to do, where to go, and who to hunt!

THE STORY SO FAR...

While walking around the world, press @ to bring up
the Story So Far sereen. This gives you an update on
the most recent things you've been doing, This option

Yout hero learns a spell called .

Zoom. This lets your party is helpful if you take a break from the game for a day
transport themselves from sy It's also helpful if you spend too much time
any outdoor area toavariety bUfldmg levels or earning gold. Use this asa way to
of towns that your party has quickly ask “What was I doing?”

visited. As soon as you enter

a town for the first time, it i
2(PARTY MENU

becomes available as a Zoom
destination. Use this spell The @ button brings up the party menu any time you're out in the world. This menu has multiple

regularly to cut down on travel  submenus, so take your time figuring everything out.

times.

ITEMS

ol US ING A SHIP The first submenu deals with your party’s items. Everyday items include usable goodies of various

sorts (medicine, restorative tools, alchemical ingredients, and so forth). These can be freely traded

B  between any of your characters. There is also a bag that holds your extra items.

Make sure that every character has access to the tools he or she needs in battle. The bag can only be
used outside of combat, so characters need medicine/herbs/etc. on their person before a fight starts.

 Look across your characters and inside the bag.
Highlight an item to use or trade it. There is also an

| option called “Organise [tems.” This takesall of the
spare goodies on each character and throws them into

the bag. This can be done individually or for the entire
nning througha

Your party won't always have to
leg it around the world on their

own. Eventually you come into

possession of a naval vessel.
When that happens, direct the
ship as you would your party
on the ground. This sends it

| group. It's quite convenient afterru

dungeon and getting a variety of spare loot.

| Important items cover assential quest objects, keys, and

give up, or use directly. View your

left ¢ o : 4 :
ror ighl,4gcn o g other things that you won't trade,
that you can’ really do anything with them

around thesese 3 : .
iround the seas. Approach list from here, but realize

sandy areas of any continent b
ey . Select “Treasure Maps” to change the entire view screen. This brings
1 (hige ark when youre ¢ |
y § up anew menu withall of the maps that your party Owhs: i

it. This takes down the top screens

to leave the ship and
to begin actively searc hing for

Lot
objective Be aware that you can ¢lost thi

while, Instead, the top scréenshowsyou!

normal mapfora

at any time andigo bagk to normal hunting

]
|
?,
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EQUIP -
Gelect this option anid then @

Jeft), and then a Jist of his of

choices you have f0 .- heor she gets StrIPPEC
i yocation, e . ‘
Ifyour character 805 e ve used before, the game instar ntly
i to vocations you ¥& ; o v
" s if it’s possible to €quip your charactet
use the shoulder buttons to
kes you out of this SCTEER,
without having to back eut. i
| Notice the top screen when you're switching
equipment. The game lets you know whicha ‘
are going to change. This helps in figuring out wheth
something is an upgrade. Also, highlighted equipment
pieces are described on the top screen. This usually
reveals if the equipment has secondary benefits (e,
making you resistant to certain spells or abilities).

When retu
using and checl

you were

rotate your ¢
and @ is useful for

While in the equipment screen,
her from anyangle. Pressing

0O la

ATTRIBUTES

The attributes screen gives you the choice to see one of your characters in immense detail ortoseea
summary of your party's stats. The whole party summary tells you everyone's current HP/MP, vocation,
level, attack, defence, and agility: It also lists (on the top screen) your time spent adventuring, goldon | spell, isacor
hand, gold in the bank, and the number of mini medals you've collected. While sitting in the normal ~ You get thei

menu, the top screen has some of this information already.

: | | When you select
; ectattributes and pick a specific character to find out a full listing of his or her attributes. Press ' the system kts*}"ﬁ@
to jump between characters, or use @ to to ing
j ; ggle between a general status screen, spell many MP it's going
abilities, traits, and vocation levels. ik Ma:y i it; vl
axesure t atyom‘
has enough!

The traits screen is especially useful because it clues you
in on the passive benefits your character has learned
through the skill system, That information would be

tedious to find otherwise, so it's much easier to check
the attributes page forit.

BATTLE RECORDS

orT

Yolir group won't statt th
with a Battle Reﬂ-:'dségtiﬂﬂi
This is unlockéd a'tefa shiot
time in the main storg O
you have it, look inside

o g a wealth of informati
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(. &&,aw“’fy"“’ hero, records pretty much everything
& shotit the Same: monsters you've beaten, gear you've found,
Jchemy recipes, quests, and more. These are discussed in far
more detail later in this chapter.

The last menu option is “Misc” (for miscellaneous). This gives
you even more tools to play with when selected. These options
are also described farther along in this chapter.

““BATTLE RECORDS OPTIONS

After recruiting Stella, you can access Battle Records at pretty
much any time outside of combat. As soon as you open the Battle
Records, Stella gives you a comment on recent events and has the
opportunity to award any new accolades. Sometimes these trigger
because your party reached a milestone in equipment, monster
hunting, or some other major aspect of gameplay.

If there are multiple accolades awarded, Stella gives you the first
and won't present the next until you leave the Battle Records and
come back in. When you suspect that this is going to occur, go
2head and press © to exitand @ to comeright back in. Doita
few times to clear out
a laundry list of big
achievements. This
most often occurs
when you haven't
used the Battle
Records for quite

some time.

GET A STATUS REPORT FROM STELLA

Stella's comments appear on the bottom screen. Li ke the Story So

Far, she'll let you know what you were most recently workir
hat get

Her comments are a wee bit tongue in cheek, but don't let t

I earning the Basic:

CHECK YOUR PROGRESS

On the topscreen is 1 summary of your team's progress. Fing
out about Challenge Quests, battle victories. alchemical work
and more. You also get a percenta ge readout for your a!Ch‘E!’m‘f al
creations, the item list, your wardrobe (i ., equipment used aﬂ
your monster list.

You can raise these percentages by hunting new monsters
crafting new items/equipment with alchemy, and by equipping
all gear at least once. There are quite a few accoiade‘s associateé
with these percentages! Special accolades are awarded when you
find combinations of
equipment that look
perfect together. Try
mixing and matching

to get them all.

o a W TELL N

DEFEATED MONSTER LIST

There are several options on the bottom screen. The defeated

£

e
o~

monster list is the first: select it to view the monsters tha

party has encountered. You can view the list in sets of fami :;
or in one big block. Learning the members of each famil s
genuine value; there are multiple special attacks that deal e ks
damage to a specific family. If you're knowledgeable about these f!
unique attacks, your characters have an easier time knocki : “

down those targets.

e

"

Press the Select

button to ch

e T

L “
She-She ‘(
Bubble Shee < k-
ik %
i
&
N
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tries fill out as yOuL

haracters fight the be _1<:§and
At first, you u(‘vﬂ[

defeat them

escription of

vour know

.![}\.!-’! ¥ d

opt @ S€C
- monster, nor wil

ations or item

11l of their loca
more you fight the

arn. Stealing helps

; Tt
drops. 1 ne

more Y yu lea

vou learn about items. Using
the Eve For Trouble thief skill
1ds more information t0 the

jain entry.
If vou're trying to find the

locations for monsters this is

the best phu to go. Well, you

can also use this book, butits

od to have options!

he “Items Dropped” partion
»f a monster entry, the more
ommon item is listed first.

he lower item is the rare dTOp,

Some of them are extremely

The item list does the same

thing as the equipment list,

but there’s an extra perk. This

menu gives you tips about
where to find these tools and
ingredients. Look at the top
screen of a highlighted item.
The “Found In: and Dropped
By:" headers give you ideas
where to search or hunt for

the things you need the most.
The former identifier is telling

you that the item is a ground
spawn in various maps. The

latter informs you that the

item is dropped when a specific

monster type is killed.

ALCHENOMICON

QUEST LIST
Challenge Quests are the side missions in
entirely optional, but many of them have inter
(or even unique) rewards, and they're fun todo,

[ ag

Stella reviews current quests here, aswell ast]
already completed. Your hero can only accepte
Challenge Quests. After that, you can't get more
either beating a quest or dropping oneof them. T
whereyou drop them. Selecta quest that you '
and press @ to give it up.

Don't fret. You won't miss your chanee to beat

The wardrobe screen is similar

COMPLETION RECORDS
stored here, Ifyou haven't used Afesbeatingthe Same gl 9 .
the recipe yet, the information Ay lmawwhm: Ak :
about the fina} productwillbe | | —

vague (witha question mark up
top). Onice youve completed

the recipe, this ﬁ[isk}\m’h maxq
information abau the ﬁnal e
product,

in functionality to the monster All of your alchemical recipes are

list. Sort the items either by

type or name, and then Jogk up
the

ones that interest you. The
information for each item ig
the same as Youwould find in
the equipment screen,

-“}W
A £k A




HEAL ALL

| Use this to have
your party's healers
= automatically get

| everyone to full
| health. This is often
somewhat inefficient

because the healers
top off characters even if they're only missing a single HP. Use
Heal All when you know that a boss fight is coming up and you
don't care about wasting a bit-of MP. It's certainly.a quick way to
confirm that everyone is at his or her fighting peak.

TACTICS

The tactics screen

gives you options to
change characters’
[ place in the battle
rotation. Switch

between being in

the front line and
the back line, shift your characters’ colors (as they appear on the
map), or alter Al tactics for times when those characters are set to

fight automatically.

ALLOCATE SKILL
POINTS

This option appears
after your hero
reaches level five.

d Skill points are

gained in every

4 profession. These are
used to train in weapon skills or vocation-specific skills. Abilities
and bonuses gained through skills remain with your character
even if you switch vocations. However, any weapon-specific
bonuses are only applied if yourcharacter is currently using a

weapow of that type.

l*ﬂf{(“mt" g iodh T Yo ki W i

It's possible toisaye skill pdints for later, and this screen is where
You go to spend the points. Do this if your character doesn't v
anything major in his or her current vocation. Gain levels and
save points instead. Then, when you change into |
spend those points you banked o, abilitie;q that
tive. This technique can getyou power quickly.

ant

anew vocation,

are more attrac-

ASSIGN PARTY
TRICKS

Party tricks aren't
used often in the
main game (though

they do come up

Juriip

Air PUnch
m : Instead, these are
more of a social option when you're playing with other people.
Open this screen to bind specific party tricks to your direction
pad. Select anything you like from the tricks your hero has
mastered.

from time to time),

To use a party trick, hold down @ while you're outside of all the
menus. While @ is depressed, push the direction pad toward the
side that corresponds to the party trick you want to use.

Note that you can bind several party tricks at once to the down

arrow. Mix up your own dance routine in this way.

PROFILE SETTINGS

These are primarily important for multiplayer use. Enter this
menu to set your hero's location, birthday; title, speech style, and

greeting.

You can only choose titles from the list of accolades that your hero
I

has earned, There are hundreds of these in the game, 50 you en
up with many choices.

o you. Decide whether to use

Everything else is pretty much up t 8
1CHEE

{ i % W DEES or hero
your own information or craft a new persona for your hero

be crude, since you may end up piaying with

way is fine. Try not to

avariety of other people

VOLUME SETTINGS

music and eftects volumes independ

This lets you adjust the

isn h else v about it
There.isn't much else v abo

y - £ 4 A.l'g‘,!’w‘%*
; .‘#Jfl" JW?&- & ,...‘«: :k..ft..d A:»:&l .. R ]




QUICK SAVE

&  can't make it toa priest
in a pineh for time an
e 1

lay until you open the BAME:

Ifyo <
a:”e This suspeitds gamep
save.

)r()uf save.

| Combat plays a major part in this game, Your characters

power through battle, Th
it

X Meny

is is one of the most commen
€arns your party money, and it also grants experience
ave to get chopped up in real Iffe and your characters

h

Approach a monste

rand bump intg ittoslartaﬁght._ 1coun
torough looking chaps, so even those battles aren't
1S makes it edsfer to knoy when to heal yoyr group ahead bftim'ﬁ

is Meny queries

s whether you wish'e do thé»folluwmg‘ i

gered by talking
It

noat start

IS, Before ea¢

hround, th
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| This lets the game
know that you're
ready to start giving
commands. Your
hero then gets to
choose whether to
= attack in melee,
oL defend him/herself,
use items, cast/use spells or abilities, or launch a coup de grace. :

i All characters in your party need to be given instructions unless

i you've set the Al to handle this for you. This is done through the
Tactics submenu. It’s best that you handle character instructions

on your own, unless youTe in an easy area and have no fear of

losing. It’s often more effective to manage each of your characters;

it's also more fun.

(g

= EXAMINE

This command gives you a vague
idea of the enemies’ intentions.
Monsters that are getting ready
to attack might do just about
anything. Creatures that size

up your party may be nervous;

if they're low Jevel, they might even flee. When monsters are
enraged, this command reminds you which character the monster
is most likely to attack.

You don't lose any time in-battle or expose your characters by

examining monsters. It's essentially a free action.

€ x
FLEE

Flee attempts to run away from

the current encounter. If you

succeed, the monsters don't get

any attacks that round; your

group goes back to the main map

and youTe free 0 go.

All of these are covered in *Advanced Gameplay,” the next chapter
of this book.

fighting through it.
MISCELLANEOUS é
|

:
Learming the

However, if your group fails toun, the enemy will block the
way afmd get tomake a free round of attacks. That's 4 bad thin
especially if you're running out of fear! f

Think carefully before running, I your group is doomed unless
you %Scape‘ go ahead and run. If you're not interested in the fight
and just want to hurry through, go ahead as well. When a fight

is dangerous but might be winnable, you may be better off just

;J{
Kt

This opens a
secondary set of
choices. You can set

D e

Al Tactics for your

party members here.

e

This puts some of
the people under the

. T

computer’s control.
You can set general behaviors and let the computer decide
everything else about that person’s actions. This saves a bit of

time each round, but you lose a dramatic amount of control over |

the battle.
i ; § ? : b |
It's possible to shift weapons even during a fight. The Equipment £
.

option allows this for each of your party members. Use this to ¥

access weapons that might have strengths or special abilities that 1
you suddenly need. !
- / s fl
You can also change the Line-Up of your group during battle. This :
shifts characters between the Front Line and Back Line. Those in
the rear are attacked less often and won't take as much damage
That obviously isn't true for those in the front, but characters in
that position deal more damage in melee, Have tougher charac-
ters hold the front and let healers and casters hang back.
2 g - L]
If 2 character (even a tough one) is suddenly in danger, consider
putting him or her in back temporarily until he or she is healed
This does not cost any combat acEons;your people can shift
position and still attack/defend/etc. that round. i
Y
1
¥




ato the really

i
ics, we can move ;
d the basics, dynamics

. jou understan
Now that youu [X's leveling and combat

{ t
exciting stuff. Dragon Ques b
are more complex than mafny o its p
a

l i w to
w extensive information about ho

L [e['ﬂiVC‘SYO 2 d (or
s cters, improve their strength, and find (

customize your chara
i i me.
create) the best equipment in thega

Party Dynamics

Because there are
s0 many possible
combinations of
characters in DQIX,

it’s impossible

i ct < ;
e o three. Losing one warrior gave the party
instructions on J
more melee damage.
what your party e S
shoulddoina That's what party dynamics are all about

given battle. Instead, most of the good advice for this game is
more strategic in nature. You bring a group of abilities into an
engagement with a good idea of what you're about to face.

party needs to accomplish and thi
the right skills for the task.

_(HOW TO MAKE A
olves creating a group of characters 5 VERS ATILE PART

oo

Being effective in this way inv

that work well together Skill Synergy is a major part of large =

engagements. For example, four warriors could group together

and deal hig they wouldn't be able

ack power, or do much besides b
Betsat a rapid pace,

h damage to their enemies, but
to heal, raise each other's att ring
down single ta,

Change things a litle. Throw thy

ee warriors and
You still don't h

ave healing, byt the m,

the party’s damage

a mage together,
age's ability to cast Oomph
potential to the poing where those

€an raj S

detail, including thejp skills, spells, abilities, and a
for now,

here's a brief Summary of these vocations.
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WHAT CAN WEDO?

dv OCATION

For this reagon, many players
will rely on extra damage to
keep fights short and painless.
You don't have to do much
healing if the monsters die
before they get many attacks,
right?

Smyle target damage, hankup healing, applying s'atus &

effects on enemies

In many games, there is a
combination of powers that

are referred to as the holy
trinity: damage dealing, damage
mitigation, and healing,
Vocations that mitigate damage
ensure that the group survives
long enough for healers to come
into play. The healers maintain
the group during prolonged
Encounters. Finally, the damage
dealers bring down targets to
protect the party by killing
everything that stands in
theirway,

These are the core components
of any combat party (in almost
any roleplaying game). So

how does this affect Dragon
Quest IX? Let's find out!

wﬁ A AT

The most typical DQ party
might be as follows: two damage
dealers, a mage, and a priest.
You can't get much more general

than that. The damage dealers
could be awarrior and a thief,
perhaps. This allows stealing,

a backup healer, damage
mitigation from the warrior, and
a full spectrum of spells.

Notice that in this example,
there are three damage dealers
(the warrior, thief, and mage).
But, a player who knows

2
= TS
DAMAGE . |,

the game well can push the
envelope farther. Imaginea
party that drops even more of

their versatility in the name

Does 164 points of damage to

of damage.

dealers have a : : i
Damage de; Combine a warrior, gladiator,

i in DQIX gt
prominent place in DQ martial artist, and a mage. Now

because of the brevity of
random encounters. It's
possible to win many fights

in the first or second round,
especially if your team is heavy

you have four characters with
the capacity to deal damage,
and many of them are capable
of higher damage than even
other lethal classes.

on damage output.

For instance, the gladiator
here is going to do much more
damage than a thief!

AYTdIWYI

So what are the advantages to
this? Well, this party would
win almost any engagement

in the first round. The mage
can cast area of effect damage
spells when there are too many
enemies to kill with melee
attacks. Beyond that, the group
hacks apart everything without

delay.

Consider this breed of
damage-heavy party when
yot're hunting for experience
and gold. They'll bring it in

faster than any alternative.
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Bonus Damage from Com R
al exiea damage if mdeyel:gg :2 z] e
scond hitina row do : ‘ %
an it ms):rcnany would. Athird hit does 50% mo!

1 deals double damage.
characters that attack in

Melee attacks dé

and a fourt

For this reason, team of me{ee ik i
unison can bea marvelous thing. EvenifaV g
character initiates the chain, that gharacter 5

i to hit
groat deal of damage by allowing the |atter members
with their full force.
p than it sounds. Combos only

continue if no monsters attack in between, if there aren’t
(or failures to do damage), and if nobody stops
ies. Only generic melee attacks:work.

This is harder to et U

any misses
to use spells or abilit

Gombos are at their best against enemies that consistently
attack before or after your entire party has gone. Use :
Acceleratle if it's possible to get your group to attack first.

This i another way to raise damage for future rounds!
Y/ *

Do not use this type of party for boss fights. The longer the battle,
the worse a damage-heavy party fares because they have extremely
limited healing. Forced to use medicine or even medicinal herbs,
such a group eventually becomes overwhelmed by damage in any

serious mid- to late-game boss fight.

DAMAGE MITIGATION

Dragon Quest IX doesn't have
any vocations that are dedicated
to damage mitigation without
having some teeth of their own,
The paladins are the closest to

being a pure mitigati

S gation class, but
their ability to use backup healing and deal
IS quite reasonable,

Hero casts Midheal

single-target damage

Let’s explain what damage

mitigation is all about, since this

1sone of the harder concepts

‘ to grasp about party dynamics,
Vocations like warriors and

paladins protect the group by

: and by making suge that the

ictable, and preferred, targets, par f

y by placing these classes in {llwe fro:t

lowering to

al incoming da mage
damage is directed at pred

this is accomplished simpl

i 2 TR e O

Vocations that mitigate
| have a better defencer
| [f the same enemy atta
' attacks to inflict the

in the rear, But th colslinh
damage often wear.
aﬁmgand‘ée‘m sidera
cksamageand a ,
same amount of damage?

d that doesn't evgnm 7

paladin takes far less, an
paladin’s increased HP!

So, parties live mich longer when they have charact
1in amount of damage mitigation in their front lin
ns have the Kabuff spell, and priests have Buff.

physical damage against affected characters. T
mage reducers, such as Magic Barrier. T

cert:
paladi
reduce
magical da
spells provide damage mitigation as well.

In small random encounters,
your party won't need damage
mitigation in a substantial

way. This is similar to the
healing issue. If you can kill the

enemies quickly, the amount of ;
mitigation your party has won't come into play.

However, large random encounters and boss f
different. To see an example of this, |
magic vocations (mages, priests, and s
front line. It's possible to lose char: :
circumstances like that,

Instead, find a party that has sul

without giving up anything, Priests
resist damage without giving up a slot
healer anyway, this character would
By the same token, a paladin or warrior
while still laying down serious melee.

HEALING




Everybody knows what healers
are, and it's clear which classes
excel at the job, Sages have the
best spells, and priests have
the most magical mending.
These are the two real healers
for DQIX. Everyoneelseis a
backup healer and should be
considered as such. If you're
willing to spend a bit of time
and money, all backup healing
duties can be relegated to
medicine, created through
alchemy.

It’s entirely realistic to go
through the whole game with

a primary healer and nothing
else. And, in fact, many of the
game’s boss fights can be won
without a dedicated healer. You
might have white knuckles by
the end of the encounters, but
it is possible!

Too much healing potential
slows down a group. Picture
a fight with several tough
enemies and four priests.
Nothing would get done. The
priests would heal constantly,
but the monsters wouldn't die.
That's a bad situation. Even if
such a group won eventually,
through raw attrition and lucky
Whack spells, the time invest-
ment would be upsetting, And
thewaste of MP would also be
considerable,

Thus, you don't want to
overestimate your party's
healing needs.
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To avoid the penalties from
boss fights that don't end well,
bankall of your group's money
and give things a try with a

more aggressive party first. You. |
might fail, but that's your cue

to.add more healing and go
from there,

Fighting with the minimum
necessary healing leads to

| faster leveling, more money per

hour of play, and potentially
more excitement.

WHAT ABOUT CROWD
CONTROL?

Okay, there is a fourth type of
duty in a combat party. This is
related to damage mitigation,
but it takes a different form.
Instead of reducing incoming
damage, some characters
attempt to prevent enemies
from attacking at all. This role
is sometimes known as crowd
control, and it’s certainly
present in DQIX.

Often, this is an area where
minstrels, luminaries, and
rangers excel. Use their

spells and abilities to distract
enemies, waste their attacks,
or reduce their chances of
hitting. All of these techniques

increase party survivability.

Gameplay

Eote that crowd control works effectively in random encounters
utoften has major blind spots when it comes to hoss fights ,
Bosses are quite 8ood at resisting these powers.

CUSTOMIZING A PA
PECIFIC ENCOUNT%’II;Y ks

e 1 choices, it’s sometimes hard to

{ decide what you want, After all,
doesn't everything sound kind of
awesome? Certainly! But you don’t |
have to lock yourself into a single
party. DQIX lets you have more than four people. You're allowed to
switch backup characters in and out anytime you're allowed to go
back to Stornway, a city discovered early in the game,

With all these vacational

Also, you can switch vocations to have a single party member
cover different roles at different times. Maybe you love melee
and have three characters that slug it out in front line combat.

. So, you make a mage to Sap enemies, Oomph your allies, and

blow down groups. But in boss fights later in the game, you start
having trouble. There is just too much incoming damage for your
medicine to handle.

In that case, switch the mage into a priest, level him or herup as
quickly as you can, and then have a party whose survivability is

radically increased.

This is a common trick actually,

and it’s strongly recommended.
% Level your characters with a
couple vocations so that you have

8 a party for exploring and leveling,
and another party for bringing
down the nastiest bosses.

The extra leveling in a second vocation makes your characters

better at everything they do, because of the passive benefits f’;f
vacational skills. So, you aren't wasting any time by doing things
this way.

" EXAMPLE OF A PARTY IN TWO MODES

Gladiator, Warrior, Martial Artist, Mage

AYTIJINYI
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Look at the changes in the

table on the previous page. The
or becomes a warrior

he or she's
carlier in the

gladiat
(a vocation that
already Jeveled in,

game). The warrior switches t0

paladin for increased d‘?mage
mitigation. The mage gives
uparea of effect damage In
exchange for major healing.
That's no loss ina boss fight
because you're often facing

onlyasingle enemy.

Not only do these changes im-
prove the party for their current
tasks, but they also promote
leveling in vocations that
mutually benefit from their
skills. The gladiator/warrior
gets better from all strengthy/
resilience improvements. The
warrior/paladin just keeps
getting tougher from each class.
And, the mage/priest accrues

more MP. Nothing is wasted.

HOW MANY
CHARACTERS DO
YOU NEED?

It takes a massive amount of

time to perfect your party and
all of youryocations, Many
players are likely to create
their hero and three add
characters,

itional

o B N o

| ideas s likely tom
' ensures that

\Wﬁm J o

eone who really likes to mgss.aw?ﬁmv e
ake even more ¢ jacters. VO
tryany combination you like

ew person-

Only 50!
youcan
ling an entirely 0
IONS | voaation,
g After completing the '“qu‘d  master n

at Allerades Abbey; W“f 1_'?‘? 3“ enough time and
any other characters will be able i il
to switch vocations without any SKILL POINT
hassle. Here are the base rules for | LEVELING TABLE

foiced into Jevel

- and.
SWITCHING VOCAT |

yocation switching.

W Youretainall skills from your old yocation

. Your character can return €0 His-or her old vocation without
~ penalty, defay, or loss of benefits

+ Any character can level in multiple vocations wiﬂwut suffering
from diminishing returns

.~ Weapon skills are only carried over and applied if the new
yocation is able to use the same weapons

Vocation-based skills and abilities are always carried over

+ Lower-level characters suffer an experience penalty while
leveling with a higher-level party "

Spells learned in a vocation can only he used while actively
leveling inthat vocation; they are never carried over

e s R i’,‘i';l;, g . £

Once you've tried this out, you can quickly see that the system is
quite generous. Characters that level in multiple vocations are
almost always more powerful and more versatile than characters

that stay in a single vacation.

Leveling is fast after you've recently switched vocations. Keep at
least one or two characters at a higher level to ensure that your
party wins fights rapidly. Though this reduces experience Her
battle for lower-level characters, the overall rate of levelin: is still 4

high
gher because tougher monsters are worth more experience

Dungeons with metal slimesand
creatures of their ilk are ideal fci;
vocation switches. Killing these
massive experience targets is the
best way to bring characters in
fI€W vocations up to speed.
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attack, attack, atta

WHEN TO USE
| SPELLS AND
. ‘ABILITIES

SSHITS!
TRRGE > | L

0 points of da

When you get to an area with
new monsters, get a feel for
how tough each of the targets
are compared to your party's
damage output. Does it take
two major hits to kill a certain
monster? Three? If your party
kills everything in the first
two rounds with basic attacks,
there usually isn’t a need to use
expensive abilities or spells in
the fight.

Break out the good stuff when
your fights would otherwise last
longer or involve enemies that
have higher damage potential.
The targets that warrant the
most attention are those with
area of effect attacks, healing,
crowd control, or the ability to
call for backup. Low-priority

targets are those with single

bled your party, it's good to learn how to

ck, attack isn't goin; i
8 to win fights quickl
abilities for results that are efficient and eﬂ"ectivf e

| targetdamage that isn't high

enough to threaten your

. characters in a given round,

THE MOST BANG FO
YOUR BuCK i

Late in the game, mages have
more resources to draw upon.

. With the right equipment or

vocational skills, a caster can
have almost infinite MP. But
that's dozens of hours into your
play experience. Before then,

| it's important to use spells

efficiently. Casting expensive
spells all the time exhausts
your group and leaves them
with fewer options during a
long dungeon run. That makes
fights longer and prevents your
group from fighting bosses as
effectively.

So, choose your spells with
care. If melee characters can
eliminate enemies without
help, sometimes it's good to

let them do so, even if the
casters won't contribute heavily

in that round.

Save mage MP for large
explosions of damage. Hit

groups with three or more

fight at your peal efficienc

y. Tapping

nstead, learn how to mix the best

enemies with your best
spellsand leave the smaller
fights alone,

You can save MP in a similar
way with priests. Let the party’s
supply of medicinal herbs do
the heavy lifting outside of
combat, and only use MP for
healing during the fights,

That leaves your healer with
abig supply of MP at the end
of the dungeon (when it's
needed most).

During longer fights, use spells
that augment the party early
on. Abilities like Fire Fource,
Oomph, Kabuff, and Sapall
affect the party’s damage one
way or another. In a single-
round fight, these barely have
a chance to pay for themselves.
However, many of them last
fora long time, and each
round after the first cumula-
tively raises the party's damage
without costing additional

caster time or MP.

Use the early rounds of a big

encounter to raise as many

of the party s attributes as
possible. Improve agility to
get the bulk of your party into

early initiative slots.

o
E
=
m
-
Fd
B
=




[mprove defence to suvive in
melee, Lower enemy damage
resistance while equally
strengthening your oW
damage output. These
activities are time well spent.

STACKING
DAMAGE
BONUSES

There are many ways to

improve damage output for
melee characters, This is often
the best area to focus on when
you need to increase your
party’s killing potential. Look
at the best damage dealer on
your front line. Examine his or
her base damage with regular
attacks.

Now, try out that person’s
attacks when you use a Fource
ability (from the armamental-
ist line) on him or her. Try
Oomph as well. Can you raise
the character’s Tension too?
These damage boosters work
well together. At first it seems
silly to put all your eggs in one
basket, but the concept isn't as
Crazy as it sounds,

Let's say your best damage
dealer does 50% more damage
than the party average, Thig

isn'tan absurd diffe

rence; it's
Rairly comman for the best
hitter to haye 4 clear lead,
& AN

ble that character’s

if you doul ; :
datna‘ge, you're helping them
deal about riple the average

party member’s damage (they
go from 150% of the n-orrn to
300%). Any spell or ability that
raises this cha racter’s damage
output is more effective than

it would be when castona

weaker character.

¥
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Hexo i2 imbued with the p

So think of a battle round
where an entire party works
to raise a single character’s
damage. A mage casts Oomph,
your hero Eggs On the heavy
hitter to raise that character’s
Tension, and someone else
Saps the enemy to reduce its
damage resistance. When
the attacker makes his or her
move, it’s going to wipe the
smile right off the enemy’s
face.

This style of fighting can be
combined over several rounds,
Casta couple successful Saps,
add full improvements from
various spells/abilities, and you
get damage numbers that are
higher than the entire party's
output was before buffing,

As long as the enemies don’t
use Disruptive Wave, you can

exploit this advantage time and
time again,

Efficiency becomes more
important as your party n’w:fe's
farther away from an inn. It's

fine to waste MP if your group
is fighting near a town and can
sleep at any time to restore
themselves. Whenyot're30
minutes into a dungeon, there
are substantial differences in

the value of those MP. You '
won't always want to Evac from

Some abilities ha
but still make your
 effective. Most of

the dungeon and rest because
you lose your position and
progress in that area.

That's where efficiency comes ' .
into play. Always have asupply
of medicinal herbsandat
least a couple doses of mag;c
water. Use the herbs forall
non-essential party heali
Save the magic water for
near bosses, and then resto
lost MP for casters and me
characters alike.

Your group is likely to take
more damage in fights while
fighting frugally. Basic atta
are cheap, but theyre notas
lethal. This gives the enemies
more opportunities, Byt aﬁ. }ong - L
3810 one in your group dies, thg - the
medicinal herbs bear the full
brunt of your increased damage.



N . FINDING THE
< BESTSPOTS

The best leveling in the

game is always based around
metal slimes and their family
members: metal slimes, metal

medleys, liquid metal slimes,
metal king slimes, and platinum

jewel kings.

These creatutes are hard to kill,
but their experience yield is

often greater than creatures in
the surrounding area by a couple
orders of magnitude. Killing just
one of these targets can get your
party as much experience as

they would gain over the next 30
fights, against multiple foes.

Always look for dungeons that
i have these elusive beasts.

o R0 )
SLIME TYPE | LOCATION
i ’ Quarantomb,
W etal Slimes Pluvi isle 3
il Metal Medieys }l}:: Eﬂad Cave, '1
Motet The BMI.V 5
.m:sn“ﬁ Tower of Nod .
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SHREDDING METAL

While leveling, think about
your party’s skills that affect
metal targets. It's important
to have each character learn

something that's good against
metal slimes and their ilk, The
sword and boomerang weapon
lines have skills that hurt these
foes consistently (i.e., Metal
Slash and Metalicker).

» 23

by e

damags to each

Spear wielders with Thunder
Thrust can score critical

hits with a higher chance of
success, so they're wonderful
metal killers as well. Axe users
have a similar ability called
Hatchet Man. All of these skills
are quite good.

If a character doesn't have
something from those lines,
look into multi-hit abilities.
Several weapon lines have
attacks that toss four random
blows at the enemy party.
That's likely to score at least a
point of damage or two against
a metal target. Multifists (from
fisticuffs), Rain of Pain (from
bows), Crushed Ice (from
staves), and Flailing Nails (from
claws) all get the job done.

Asyou can see, there are

many weapon types that have
something that works well.
Know what your characters
have and use these skills every
round. Metal creaturesoften
tend to run from encounters,
so each attack must be used to
its fullest.

Metal enemies are highly
resistant to magic. Even casting
Bounce to reflect their own
magic back at them won't do
much damage, although it’s
still a good idea just to keep
your party safe. Don't rely on
Whack and other autokill
abilities to get the job done.
Raw damage is much easier to

pull off.
TIRED OF EXPLOITING
METAL SLIMES?

by T

Jit's almost always worth
switching to areas with
metal targets when you're
powerleveling, However,
players may want to explore
new locations or simply fight

new enernies.

Gameplay

|

That's understandable. |
you'd like faster leveling and

NppS

don't mind some loss of speed,
look for spots with larger
enemy counts. Configure your
party with one or two area of |
effect damage dealers (with
Boom-type spells) and have
the others deal melee damage
as fast as they can. Blast away
and don't reserve MP, return to

town to rest as soon as your MP
is depleted, and have a good
time.

Another trick is to combine
duties. Fight against monsters
that have a chance to drop
special items. This way, you're
getting some experience while
waiting for things you already
need. There are a few ways to
skin a dracky, so try not to get
too set in your ways.

EXPERIENCE
NEEDED

anding 180
iight (]

Vocations don't level at the
same rate. There isn't a huge
spread before the experience
requirements, but it’s still
worth knowing who goes up

the fastest and who takes the

longest.
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EXH
VOCATION REQUIREMENT

Notice that unlockable
vocations often cost far more
than the base ones. If you're
using a vocation for quick skill
points, take that into account
and use the earlier vocations
preferentially.

Getting
RlCh and
We]lg

Remember that adage that the
best revenge is living well?
That holds up when you

think aboutyour pa rty. Don't
getangry because hordes of
monsters want to kill you,
Instead, use their money to
buy the best gear, Then, use
items lhq drc)p to create even

better equipment. See how they
like that!

es. When you're in the mood
o or an extremely ong fme,

very late game
the best place o g0 foran

hge s i he creatures in the area, you see
ower is acquiring money. | Even after outleveling ! eﬂ@s b wﬁ‘

; d lets substantial financial bene s

o o golems last for mere moments, and your party can affo

e partystock et o much better gear than if ¥am relied on hunting normal cre

for healing and restoration. ..':‘ of approprlate e

[t's needed for resting at inns. ;, g e

A ge et

ave a tidy sum of SR
;I;SEZ:: 111 to buy w};apons and @ Getyour fastest damage dealers
armour. . together, use MP quickly,
' and blow down groups of
Stores in Dragon Quest [X . enemies without regard for MP 1

don't have the deadliest | efficiency
weapons or the most powerful
armour for given regions.
However, their gearisa
stepping stone. It’s perfectly
good when you get it, and

: The party oblains 42 gold coins!
much of the equipment can be

improved through alchemy.
- While you often find better
 experience targets inside
. dungeons, hunting ouf éh
 is usually just fine for

The best way to make money
is to figure out which enemies
drop it quickly. There are
some areas in the game with
high-value targets, such as | charicten
goodybags and gold golems, T —
Thearea south of Gleeba is el
renowned for its riches, Bn s mimmiﬁ ‘
' spent looking for foes,

But early in the game, you

won't have the option to 2 bonis fucbuc 1O

explore wherever you like, gmde asd e

Gathering wealth during s P pﬂhﬁiﬁg

those lean times ig similar to il oty ¢ mam

grinding for fast experience. PV Rut beewecn these o
Points to gather as mugh as. you @
can to fill out yoyr alchemica)




If you return to areas after
considerable time has passed,
loot these objects a second
time. Look, there’s more
treasure! Red chests are not
random, and they never refill,
but other lootable items in
this game restore themselves
eventually. This makes them
a keen target for adventurers
who want to restock alchemy

ingredients.

 THE BOUNTY
= OF RED CHESTS

Though red chests are a
one-time deal, they contain
much of the best treasure.
Visitors in your game cannot
loot these, so don’t get anxious
about losing anything
important if your buddies
have sticky fingers.

Al red chests in towns and
dungeons are called out in
this guide’s maps. Hunt these
down religiously to get better
€quipment, rare ingredients,
and piles of money.

On rare occasions, these chests
are locked. If g0, you can't open
them until your party finds the

thief's key (near the mid-game).

When the chests are behind
more advanced doors, you need

towait for the magic key or the
ultimate key,
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There's no way to rush these
Just note the area with the

| unobtainable treasure and
return as soon as you get the
keyyou need.

THE ETERNAL
UESTION:

(TOSELL OR

2 NOTTO SELL?

.
Your old equipment is worth
a fair amount of gold at the
stores, but don't get greedy
without thinking. Many
alchemy recipes require your

 old gear and can produce items
that are a generation or two
higher in quality. Something
that seems obsolete right now
could be your best piece if you
find that one extra recipe or
reagent. So, hold on to old gear

fora given item.

If you have sold older
equipment and find that you
need it again, look through
store inventories. Many of the
base items in the game can be
purchased at one location or
another. Return to the right
town and get what you need.
It's not cost effective to do
things this way, but you won't

be stranded.

E
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* 2. THE BANK

There is a bank located in the

‘ Stornway; it’s inside the city’s

inn. Store gold there if you're
worried about losing money
aftera total party loss (i.e., all

. of your characters are killed

in battle). Money on hand is
halved when your characters

 die. Money in the bank is

completely protected! This

is best to do before fighting
bosses that you haven't seen
before. For first-time players,
that means it's good to store
your money before completing
each dungeon. After you've
cleared a location, there won't
be a boss in the future, so there
isn't as much need for caution.

« SPENDING
unless you're in aviolent rush "7

MONEY

Inn costs are quite painless, so
how should you use the bulk of
your cash? Always keep some

reserve ready in caseyou need

to pay off a priest. Having the
church cure poison and curses

is going to cost money.
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Gameplay

- Youspend even more if anyone
| needs to be Resurrected, Costs
climb as your heroes increase

| inlevel, so the amount you
store in the bank or keep on
hand should increase as well,

Maintain a good supply of me-
dicinal herbs, antidotal herbs,
and other curative supplies.
This is donie at item shops; they
have the icon of a wing over
their doors.

e
- With that done, look at the \fn!
weapon and armour stores U i«

. in each town. These have the | £

icons of a sword and a shield, t} |
| respectively. Equipment %
upgrades are the most “# |
expensive drains on your hera’s ¥ “3
wallet. That's why it's best to
do'them last. When you aren't 5‘

sure what to buy and don't
have enough money to upgrade
everything, buy good weapons

for your attackers first. Do this
because faster killing brings

in more money than surviving
long encounters. After weapons
are upgraded, buy new armour
to improve the group’s
survivability in dungeons.

It's probably time to move on if

you have so much money that Wi
your group can get everything
available at a location.
b ! i,
e
.
%" e
i




ts.
have three types of mEfedi"“
Combme these in the proper
Though this book hasall of the atios to receive your fimal

e
: cipes in the game, you migh product,
i‘ Many games have crafting HEcip these in-gameas
ystems now but few get the  enjoygetting
8!

fihefinal  well. After going through the H OWTO

events in Stornway, your part]Z | GET THI;-"‘IE TS

Jike a waste of time to gather all | meetsadevice kno;m astlzr:toﬁ' JY%%R&EED i
locks the optt

the reagents you need. When  Pot. Thisunlo E

equation just right. I
results aren't powerful, it seems

the system is too com plex, fewer  delve into alchemy, and i 1:‘ :llio
people want to wrap their heads = lets your group start recording
recipes. Almost all of these are
found in hookcases around the
world. Read everything you
come across and look on maps
of each location to find these

around it.

This is why it's pleasing to
unlock Krak Pot in DQIX. The

alchemy system used in this

is qui [ : ; rt of alchen:
game is quite rewarding. l.t takes i e do The hérdest part of Y
along time to geteverything you is finding all of the reagents.
need for a recipe, but the end Once your group reads a book Most of these ingredients
results are amazing. Many of the . of recipes, they are instantly cannot be purchased in

game’s best equipment pieces  recorded. You won't need to
are made through alchemy. The  write anything down manually,

recipes can be used through and Krak Pot keeps track of
experimentation, 50 your party

stores. Your party has to hunt
monsters, steal from them,

and scour the world for ground
spawns as well. Many items
appear in the wilderness in
specific areas; these are the
ground spawns Use wﬂid j ;

the recipes for you. Afterward,
making an item or piece of
equipment from that recipe

is as simple as bringing the
ingredients to Krak Pot and
clicking a few buttons,

can make things early on if you
know what you're doing, The
alchemy chapter in this book
gives you everything you need
from the full recipe list.

locations of such items,
S0, this system is intuitive,

easy to learn, and allowsyou to k‘}S\ING ¥
create great stuff. What's not ! IN NDOM blue ChEStS pots, ham}s aﬂd §
tolove? You don't need to mess GREDIENTS i

Other reagents are secreted

i vith these recipes to win the 1 YOud rather jump righ o random 50 thls should beyam '

ﬁ game, but who doesnit ke the action, look up recipes in secondary source of items,

't making the best goodies this guide and have Krak Pot Because you cant hunt for

E& and making your party combine the items that you specific things, it’s begter touse

) even deadljer? specifically give j S ;

iy ¥ BIVe it. Most recipes  these sources asaway to beef up " e
i

your general supplies,




be dropped from the Battle
Records menu if you get sick of
oneorif you want a different
quest and are already full of
active ones (the limit is eight).

These quests sometimes have
minor rewards, such as a seed
of agility. Sometimes, however,
they have rewards that are
dramatic. You might receive

a piece of equipment that is
very powerful. There may be
ingredients that are rare and
valuable. And if you're lucky,
you could even find something
that's game-changing.

HOW
 QUESTS ARE
- 'COMPLETED

Quest givers often tell you most
of what you need to know for
each quest. You might need to
hunta specific type of creature
until a special item drops.

Maybe the person needs

some alchemical ingredients.
There could even be a rare boss
to fight.

IF the uest giver is vague, read

this book’s entry on the quest,
The listis sorted in the guide by
the quest numbers (the same
ones that appear in-game), It's
€asy to look these up whenever
youwant to find out how to
beat one,

Wﬂ"& T

| Some of the trickiest quests to

figuire out on your own involve

. dressing up. That sounds

funny, but it's true. Certain
quest givers want to see your
hero in a specific outfit or style
of outfit. If you want to do this
on your own, think about what

the person is saying and chooge ¢ 1
e e

/A GROTT

equipment pieces that make an<: .

intuitive match.

For instance, if someone is

trying to find a maid, look for
equipment that a maid might
wear! Dress your hero in such
clothes and see if it helps...

Treasure
Maps

Treasure maps become
available after you complete
quest 015, Collapsus's Call. This
quest rewards your party with
their first map. Completing
the dungeon it unlocks leads
to more maps, and more
dungeons.

As with challenge quests,
these are optional areas that
you don’t need to complete to
beat the game. That said, the
best weaponsand armour can
only be obtained if you brave

W -

these grottos and their fierce
enemies. Monsters that are
even deadlier than the final
boss of the game are hidden in
some of these areas.

USING
TREASURE

To use a treasure map, open
the item menu and select the
“Treasure Map” submenu. This
opens a screen that lists all of
the maps your party currently
owns. Choose the one you
want to explore and watch as
the top screen shifts. Instead
of showing the wilderness
around your party, the screen
now reveals the location of the
dungeon.

These random dungeons are
called grottos. They're hidden
from sight until your party
approaches and clicks on them.
Though it’s tricky, you have

to use the map’s markings to
figure out where in the world

to search.

A simple treasure map might
show Stornway off to the east.

That would give you a good
idea to Zoom to Stornway and

start your search there.

Gameplay

Move west and look for 5 Tt
appear when your party gets

in the spot marked by the X

on the map, When successful,
this search reveals a grotto, and
your party can enter,

MAPS TO FIND SPHE DEcp 0

“

(THE DEEP

Grottos are randomly
generated, so you have to map
out the dungeons on your
own. The top screen shows
this process automatically as
your group wanders through
the halls of a grotto. Monsters
inhabit these dark places; you
have to fight many random
battles while exploring, but
there are also random treasure
chests. Get these on the way to
the bottom.

Each grotto has a final
basement level with a boss. All
of these bosses are fairly tough.
You want your party to be
well-equipped and at their best
before attacking these creeps.
Success gets you wealth,
experience, and additional

treasure maps.

Your party can explore these
for hours upon hours. What's
more, you're allowed to trade
treasure maps to other players.
Any treasure map that you've
completed is available for
trade. If you particularly liked
onie of the dungeons, keep
track of it and let your friends

take on the same challenges.

o
=
2
™
=
S
=

I

-J'-‘;,'@‘

#,

L



All Need a Yoca tion
and 1her

i { u
fers many more options than you might be used to. You get to create yo

Dragon Quest X offe
rvocations to gain new skills. ‘ A
1 over all of your party members. This allows for many variati
ductive, or whatever else you want.

{ contro
make the battles easier, more pro
of these are available at the beginning of the game. The others are
he page numbers provided in each vocation section let you kn

ons on party themes. You can even

between othe
Additionally, you get the same level o
party for specific dungeons or bosses to
ch of the 12 vocations. Only six

Jou can dowith ea
e.T

This chapter explains whaty
unlocked through special Challenge Quests at different points in the gam

look to find the proper quests that unlock a given vocation.

Without spoiling many things for readers, let’s just
say that you get to choose initial classes for all of
yoiir characters AND that you can change these
vocations later on. This chapter explains each
vocation on its own merit, but italso goes on to
say what you can gain by shifting between various
vocations.

The skill points gained as a vocation levels up can
be spent on that class’ weapon skills (of which
there are four per vocation) or on a vacation-
specific tree.

Bonuses from a vocational tree are univel Myt cnmmv ona_ﬁnn_s. Sty sttt e
you by the skl K i chmm'is:mw that banking skill points is also feasible.

INCTIONS: Vel camage, DESCRIPTION

i party members Watriars ; f
These ﬁ:f:cr:t:?:wlreﬁt baSItcglmeh:e attack class.
: Aersare able to bring the fi
directly to enemies, Th g the fight
i - Though they're late t
VOCATION-RELATED QUESTS [ESHEME A L i o
| Chall . d survivability is equally impressi ! :
‘ l:ha":n(_ae Quest 91 vocation when you neye d S(I:::swe. Cthse' this
nge Quest 52 targets and guard from the froz[:ﬁ:u kill single
= €.

ATTRIBUTE TABLES

LE
VEL 25 LEV,,.EHD LEVELGO  LEVEL g

LEVEL 99




VOCATION SKILLS it
SUED ST
| Sk ame BENEFIT HOW TO OWN THE BATTLEFIELD

: ‘ : ;/Varrmrs are oneof the less complicated vocations towra

].amage ang.*‘; survivability are both high, soiit’s easy to
ines 3¢ all times; this avoids losing damage output, a
attention from mansters,

P your head argund, Their
play them. Keep them in the front
nd enstres that they get more

It tempting'to go forthe morewwe 1
g0 i apon:heavy skills early on. You look at those
bontises and abil ities, and they certainly seem nice, Theyare! But after you've; g;t;abzlz

+10 attack and anability or two, start ing thi
, start planning things out i
want to go with this character? R R i3

Awarrior thats geared for pure offenseshould stay i

‘ : yin the weapon skills, They're proba
80ing to become pladiators lateron, and the sword isa perfect choice Forthi?.l If )?orz i
lngteaq want offense, b.ut prefer to use an axe or hammer n the future, invest your major
points into courage while waiting, The strengthand resilience transfer wonderfully, and

SKILL BENEFIT the more defensive ablit: R
POINTS more defensive abilities can be useful situationally (either for quests or for times when

amore protective characterwould be helpful).

De.fensive warriors, willether they're planning a paladin switch or not, should invest in
S.hIE]dS. Even the passive benefits of that skill line ate clearly powerful. This isn't a great
line forwandering encounters, but it helps significantlyin later-game boss fights.

HOW WARRIORS FIGHT

Inactual battle, you need to plan your warrior's attacks ahead of time. These characters
often are your last characters to strike. If: you want to rack up alarge combo bonus, you
need to either speed up the warrior or make sure that the rest of your group is equally
slow! Against bosses, this means a double casting of Acceleratle or letting the boss get
ahead of your group if they're buffing their own agility.

BENEFIT A string of fourattacks that end with a warrior often delivers even more

damage than some of the warrior’s best abilities. It's a wonderful trick for a melee-heavy
party. This is also easy to pull off if you have several slower characters (e.g, warrior,
warrior; gladiator).

You're always going to want a metal-busterin your party. A spear warrior can do
wonders for that. Spears have some extremely good attacks for killing metal creatures,
including automatic death attacks or the much easier

automatic critical move (Thunder Thrust). For killing metal medleys, liquid metal
slimes, and even more lucrative targets, spear warriors are some of the best characters
ik bty Oebls damago and rstores gl o e clparacter in the game.

15 Y0t character use knives in any vocation

e T T L e

EQUIPMENT
Look for equipment that yields high attack and high defence. Don't worry about .
SKILL agility (it's pretty much a lost cause after awhile). Get tough and revel in the warrior's
RIS strengths! For offensive warriors, upgrade weapons before armour. For defensive war- #
riors, a good shield should come first, then better armour, and finallya new weapon. ¥
|
g oo BENEFITS FROM ALTERNATIVE VOCATIONS 44
(s:chance to block by 2%t he or she uses  shield T ) . |
¢ ﬁmwww;; W;Esn‘u:.ieﬂmm Gladiators and paladins are the most intuitive parallel vocations for a warrior. The
Hsﬁsn‘smaw.spe/wsm;m;s;:;lmms' : 3 bonus attributes from their skill lines are entirely syneigistic witha ‘
ohatactefs: o block by 29% if e o she ses & shield warrior's (except for the paladin’s magical mending).
AMyguvammnlwswuvgmluswm But don’t ignore the other classes at your disposal, especially for getting easy weapon iy
W"”’ RIS skills. If you're at a point where your group can tiain a ch‘dmdeli up to lq.ell 10 ér s;: J‘l 4|
s i s arapid pace, consider using some of the other classes as free skill points. Notice that %
priests and mages have sh ields, right? Level quickly in those vocations to get ‘,(‘lurf . -
shield skill up to speed without losing much offensive potential, The same is true for 4|
— L instrels (if you have a sword warrior). b
thieves and minstrels (if you havea s : ,,
! POINTS BENEFRIT L :

i i cause of tive skills.
al artists are great because of their na : i
e o health is wonderful;

el i oteing i ot chasacet, tabiv the Tt for i a et At later levels, marl

th improvement is much better, the

i
‘?
Has .
] s e ral streng b
ki Adds 10 To your character’s strerigih ! okay; but the n‘?(um gth i
A | ® % and Psyche Up is useful to have: “
: ' i n s to te: Jou. They're probably the least
& Adds 20 paitis 10y characte’s esience . iip Rangers have almost nothing to teach you. They're pi :
£ Slas i i ” apealr £
14 synergistic choice. A
‘ i { e the 5 ap 0 5V
. i i i Tersion 1fyou find abilities that you love using but don't like the lower ‘ \‘ Em g %
« y lw’ ' you ‘ ..A‘ 5,‘ mm 2 o0 temember that mages, priests, and eventually sages getperia g M
IR et and raguces some ol s baflLp nie ; ges, L e
. mswl’:"ﬁm ek “OF" najor ti ment to procure; but players who want the best 0 ’\
% This takes a major time investme I 4
; | el 0 o gt P akes a maj
% ; i m”- A 5 ok power a5 Well »rlds.should consider it i
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OVERVIEW

PRIMARY FUNCTIONS: Pty healig]
BEST ATTRIBUTES! Magieal mending {13

SKILLS: Spor, wand, sttt shild, Taitty

DESCRIPTION :

alers in the game, though sages certainly give them a run for thf[.:;: m’onw.
on low-end heal spellsanda foeble supply of MP- eyl;pe

ag Jing through an entire dungeon ora serious 088

satad o ) bat efforts.

. \
ation to support the rest of ynurparry § com

Priests are the best he
These characters don't haveto rely
loaded with enough magic to keep

fight. You couldn't ask fora bettervoc

VOCATION-RELATED QUESTS
© Challenge Quest 93
| Challenge Ouest 94 &

ATTRIBUTE TABLES

LEVEL15  LEVEL2S LEVEL4D  LEVELG0 LEVEL8O0  LEVEL99

o
Mageal Mo

N

VOCATION SKILLS
SPELL LEVEL Qm m

MP
NAME  LEARNE DESCRIPT
D COST 10N o
POINTS BENEFIT

Hl
9
o t Hestonus atFeast 30HP 1o singlally
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e 2 L) oot fast 5 1P 10 oy "
o) v :T Attwryts to Fsiseinet i fally il L bl
o 8§ AR 10 i uilylmwmmwm
i ;, : Qs i sty mombes of the llacts ol gl
o " i Ry o st 16548 o sl g i
¥ 1) Aipls -
HomeR & ,\ AL fo s 4 i {04 of enoimies
o " s Tistoes ot oo OO to 0l iy w:m s
e : o Protits o whil s
i 0% th wholi ity fromm vt sl
e W ol gty i SKILL
Rl (] 1T \ 7
a ; 0 3 all e
i B off 0 il 8 Bl ot oy ezl g _—



Priest

SKiLL
SKIL NAME BENEFIT
s €N a maj i
: | i S, :it::rtarget lfomes calling, have the priest buffin the early rounds, Thi
ects two of your most vulnerable characters before the priest needs :s itch
0 switg]

over to Heal duty. Then, f;
St £ , igure out a pace for R )
3round begins how things will umcut. As g oyl

;{:Et;;ens;a;uhs el'fe;fts when};o: can. Effects like sleep and paralysis can be crippling to
- these effects can last for a few rounds, so it's easi) y fest's i
- : g ly worth your priest
POV;FI“LT&S S ;Jol;s;;'lig}l;:r cgockéao-dood]e-doo‘ Squelch isa tougher call becausZpois%:etsio:lr?:e
5 : acters from acting. If you must Heal characters anyway: th
damage they take from poison isn't usually going to be a fight blz:ke{:. (i

Soat the end of the day, priests it i
: A pretty much sit in the back of the d Heal
It's what they do. It’s what they've always done. You! i by
vhat ; i i
survivabilityat a party level. s

EQUIPMENT

No oneis go ing to be surprised by the type of equipment priests seek out. Get that
magical mending number up, and keep it as highaas it can get. There are oftena
nu.mb.er of decent gear choices for this. Priests won't get to have a high defence, but
being in the rear of the party makes up for that substantially:

m Find items that reduce your character’s chance of being struck with sleep; paralysis,

S or osher ‘major status effects. Because priests are the people who remove these effects,
they're the last characters you want to have out of action. [f you only have one elfin

charm, it goes on the healer first. Hands down. Tell your thief to wait her turn!

SNOILY30A

BENEFITS FROM ALTERNATIVE VOCATIONS

It's already been mentioned that mages are a wonderful vocation to level beside your
priest. You can choose to benefit from their voeation skills and get more MP as well as
useful abilities. Or, you can use them as a free source of wand training,

Now, your priest doesn' have to be awand user. Spears and staves do much more
damage, but think about this fora second. Is your priest ever going to deal really good
" damage in melee? They're in the back, so that's already a handicap. Then, they have

; poor strength growth and a tendency to focus on equipment that doesn't helpon
HOW TO SAVE LIVES AND DELIVER BABIES damage either. It’sa weak choice.

Priests are the people you bring in when fights are becoming too difficult to handle: Tnstead, look at what a wand gives your priest: more magic and eventually almost
They're poor choices for finishing battles quickly, as there aren't many othervocations  unlimited MP over time. Priests are always bleeding MP. You cant avoid healing; it's

100 | [Adds 100 1000 . jal mending (it

thatinflict so little damage. Their spells are not very attack-oriented, their status away of life. Its wonderful to have a massive supply of MP and the patential to eam
effectsworit help the party kill faster, and their base damage is quite poor. more over each round. Wandsare perfect. You can also then use the same weapon
when you switch over to mage or sage. This translates into the party saving gold when

S0, youshould avoid using priests when you group is out for rapid leveling or farming

foritems (by stealing or by ki ling). Instead, ; equipping your healer.
A A , save the priests for long dungeon runs and g i
N 3 . But enough about that. Warriors and minstrels are useful for their shield training (and

i instrel’s late- ical mending is frequently too little,

Todo this,pi i ; : not too much else), The minstrel’s late-stage magic : ,

Wﬁ:&ﬁﬂ?ﬂﬁn&ﬁﬁuﬁﬁz ;;:;ttg: i;:tet;x:;et 3;2 5 too late for most players. Only the really aggressive characters will see that asa carrot.

assomething else, A mage/priest hybrid can be especially powerful because of their Goahead and get four points in g[adi]a:[or (y-qp_ just if:l; ;h:r lfhv; t!';iL :‘;ZM;E:!;)IK gget
iew i “side” t entalist points too, Fire Fource is a useful bul :

o ik g ol i - s havg Qomph. Sure; it's not as deadly, but priests don't get to have

and exploring d ) i : jonof thearea.  before any mage ;
g dungeons, and then switch over to priest for the conclusion o r:uch o ;:k bi Pl e his 1y repertaire

:'.AY‘.NG ON HANDS Paladins are a huge shift in playstyle, butalmost all of their virtue beflt;ﬁts afrjﬁo e
lsfa;r\yeasy to use your priest in real combat. They Heal early and often. For the amazing. More resilience is never bad (nobody wants his or herdﬁ::ghj’ : lﬁ;h o

ﬁm lw&!s ofthe game. priests donftseem that much better than most e afight). But beyond that, lh»e inssgggcs 10 H-P and n‘ug‘“:l r[';:: until the late-game o
ers, Aminstrel can do almost as good ajob. Heck, evena thief that has learned This requires many levels of advancement, so you won'tdo b b
Heal cankeep up with most injuries. the post-game. [t’s st great, even if you never use the party-defending skilis.

swithaut saying. They rea godly vocation. You lose some

That changegdramatically i i s quitstri P g
fgegd yin the later game. More advanced healing spells outstrip Switching to a sage goe . Y i, R
ey renn e g e s Ve Vo110 sl b el T 3¢
ave people with Moreheal and the much-loved Multiheal to be able tosurvive 43St 5, zapgble. And that’s n‘]’; :{1_”:5 ETIHF;S rgr‘:e}évam things in there that a priest won't rlm i 5\
i ; and T 1)

enemig: : s ! « ; |
Mi€s with extra single-target damage or massive area-of-effect spells. o oo Magical i T g n b i o
Jearn. Sages aren't justa convenient hybrd ¢ ) = 8
u won't necessarily have to level in two vocations after swilching
you wo sarily
=
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MAGE

OVERVIEW B
PRIMARY FUNCTIONS: Area o etfect damage. W-wm.mmmﬁ f
BEST ATTRIBUTES: Msgie wiaht MF Aty
SKILES: W, e, i, shold,spelcaft

DfES . RI’P’T Ion he best classes for blowing up

f
reat deal to random encounters. They re one of tl

" o f
even multiple groups) of en€mies in the same ‘ of the .
5 here are three or more enemies to hit. Against single targets,

ters, using Sap to expose enemies or Oomph (o builz.i up
to be in the back row; they're one of the worst vocations

bowger ght. Many of their spells deliver

large groups (ot
fairly strong damage as long as t
they function more as support charac
their allies, Always expect your mage
when it comes to survivability.

ATTRIBUTE TABLES

A?TRIBUTE : LEVEL 1 LEVEL5  LEVEL15  LEVEL25 LEVEL40  LEVEL60  LEVELSO LEVEL 93

WANED SHaL
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poiNTs  NAME BER

SPELL LEVEL WP
NAME  LEARNED cost DESCRIPTION
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BENEFIT

SKILL
POINTS

NAME BENEFIT

SKILL

POINTS BENEFIT

NAME

HOW TO BLOW UP MONSTERS IN STYLE

Mages have what they need to take out groups quickly. Let your melee party
members do the cleaning if a single target or two pop up. The mage comes to
the front when multiple groups appear or when you have to deal with three
ormore monsters at the same time, Normally, this would trigger a battle that
lasts multiple rounds. That's bad for you. Monsters get to take more attac ks
and steal more of your precious time. Mages prevent this by wounding targets
tothe point where melee characters can finish things off with a single attack
instead of two or even three blows.

The Bang/Boom spell lines are some of the most commonly used because they
ignore enemy grouping. Everybody gets hit, and everybody takes damage.

The Frizz line is your single-target damage dealer. Many bosses take great
efforts to avoid these spells, using Bounce or other abilities that reduce
incoming damage, That's a'major reason why parties aren't composed ",f triple
magic dedlers and a single healér or tough guy. It’s hard to beat bosses in that
configuration,

However, if you are fighting a single tough target with magic, the Frizg hncA nsd
What ye have. Use it sfter you've completed your more important duties. An
what ate these you ask ...

[ T ——— et & ’wﬁ“mﬁﬁ‘}f&: ’

Mage

AUGMENTING PARTY DAMAGE

Mages oft i i
dea% 1 aegr:z hglar;’gi:iown s}nile tar|gets without needing to cast many spells that
; one of the earliest ways ta do this, C i
successfully landed twice St i
on a heavy target. This red s tesi
i € Bet. This reduces the foe's res;
Soing f:.:a,ﬁz rby da massw;;mot;lnt, Watch as your frontline cha ract;rssnsrt\:;m
¢ damage. Then, have your mage work on i
characters in turn. Oomph i i A i
{ ph is amazing, Once you have that, you '
. , YOu won't
need to worry as much about casting Sap and hoping that it‘fskicks i

,
If you've spent some time as an armam

appropriate elemental force on the best damage dealers, As long as you have

Fire Fource and F
rost Fource, not many enemie
s are safe. ingis |
vulnerable to one of those. : i i v T? i

entalist, et your mage also use an

Though mages are keen for direct damage, you won't want to forget Bounc N
when large parties of enemy casters show up, Cast this spell to avoid ma’o: ) .
AoE damage. Abilities in the mage line such as Wizard Ward also hel ]r t

mages from damage that is hard to avoid, . Moy

Keep your mage in the back. There is never a reason to have these characters
anywhere elsg. They don't take hits well, their melee is a sad joke; and they
get self-conscious giving speeches at large gatherings.

OH, WHAT TO WEAR?

Magical might is your bread and butter as a mage. The more you have, the
more damage you can do with your direct attack spells. Items that restore MP
on the move (or drain it from enemies) are great finds. You also want to get
what modest defence you can out of things. Because mages have low defence
equipment in general, it's easy to look at their upgrades in the armour store
and shrug, Ignore that temptation. Despite being in the rear, your mages do
incur melee attacks from time to time. These characters have no real health,
and they'll be mincemeat if you let their equipment go to pot.

/SNOILYI0A

Keeping up with equipment upgrades lets your mages take hits a it better
and usually raises their damage output simultaneously. It's worth the coins.

If you find that money is light, go out and hunt. That's one of the glories of

having a mage around; they kill groups incredibly quickly if you open the MP L e
tap. This uses MP rapidly, but that’s fine. Fight near towns so that your group i
can rest and return to the fighting as soon as your mage runs out of steam. ,;

This is a wonderful way to get extra money for those hard upgrades.

BENEFITS FROM ALTERNATIVE VOCATIONS

As stated in the priest write-up, mages and priests support _each other
perfectly with their vocation abilities. It's great to have the improvements to
MP and the chance to learn more wand/shield skills.

Warriors and minstrels are only good for their shield training. Martial

artists and thieves are even worse. It's not until you unlock some of the later
vocations that more goodies become tempting.

Take a few levels of gladiator for the free HP, and certainly grab the buffs from
armamentalist. .

Sage, of course, isa late-game switch that presents more oppom_xrfnllre.s to .
your caster. Kaboomle is only available to the sages, and that by Jﬁ] is q:x e
alluring. Additionally, the reduction to casting costs at the end' oht e s‘a[p;
line is convenient for mages even if they don't permanently switch over

being a fulltime sage.



OVERVIEW
PRIMARY FUNCTIONS: Single et damages high
BEST ATTRIBUTES: Aginy, HF sionill
SKILLS: Clatw, staff fan, fiticafls, foeus

DESCRIPTION

Martial artists cover adifferent area of the melee
fighters deal theit damage earlyina round. They
and their overall damage is extremely high. Couple th
often kill enemies before they get their attacks on a gt : ‘
on the healers in random encounters. Against bosses, these characters have high sut

damage that's also useful. Though martial artists take damage faster than watriors, their
J health pool and impressive evasion usually keep them out of trouble.

fa of th
is with the right weapon,
ven turn. That helps ]

" Ghallenge Quest 7
| ChollengeQaest %

ATTRIBUTE TABLES

AleHIBUTE LEVEL 1 B LEVEL5 LEVEL15 LEVEL25 LEVEL40  LEVELG0 LEVEL 80 LEVEL 99

|

|}

CLAW SIOLL

STAR? S,

sk
HOINTS e BENEFIT

BENEFIT
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BENEFIT

NAME BENEFIT

| PDINTS

HOW TO BREAK BOARDS WITH EVERY
MUSCLE

Martial artists get access to damage easily. They're your party’s assassins,
standing on the frontline and waiting to take out enemies before they have
achance to act. If you aren't making a run against an enemy boss, use your
martial artist’s abilities a little in each fight. If you are on a boss run,
temember to keep your MP-topped off, since martial artists almost never
have anything to spare.

Qg&ﬂdewﬁm you want from a given round and have your martial arnst_ lea_d
With an attempt to achieve that goal. If you're trying to stop the enemies from
d'."“g darnage, either take out one of their numbers instantly or use abilities to

Stupt them, War Cry, an early ability in this vocation, is a great way to keep
ENemies at bay while your group works on other things. This is important in a
number of quests,

PERRSISITLL WL, " ,’Q‘A‘é 2

Martial Artist

T . !
Magine that you're trying to build up Tension to i

:::;St gets to start every round with a War Cry, red

Th‘my ahead is going to inflict damage ony
15 also prevents weaker t

Preparation is complete,

Speaki; of buildin Tension, thisy 0 [f P
P 0 8 tl.lfil g.up nsion, this vocation is quite good at it syche
UP allows martia artists to raise their Tension at ar y time, [f you\a 50 have
one who spent time as a mi it's ¢ lU i :
minst lon in just a
some : trel, it's easy to get to full Tension n just

ts maximum. Your martial
lucing the chance that the
our group while they prepare
argets from running away, Then, whenpth: ‘
the enemy gets slammed.

:Z:lla;};‘z E;:zaelll agg rissn{e, damaging martial artist, use claws, These
iy xtremely high dlamagf: when combined with their abilities.

and staves are better for disrupting enemies, Fisticuffs give your
character even more survivability and also keep your damage at a decent level

EQUIPMENT

Martial artists, like warriors; should focus on theirstrength and defence. [¢'s
easy }o stack agility on them, but they already get so much, Again, it's lil;e the
warriors, Warriors are almost always last, so why bother with their agility?
Martial artists are almost always first. Thus, there is rio need to stack on agility.
However, this stops being tiue if your party is leveling in a very tough area. If
the monsters start getting attacks ahead of your martial artist, switch a few
gear pieces around to see if you can change that. You should always have your
martial artist attack first, This is essential for eliminating wounded monsters,
enemies that might flee, and so forth.

Always keep a spare vial of magic water around, Martial artists use their MP

supply awfully quickly, and you don’t want to jump into a boss fight without
access to your best abilities.

BENEFITS FROM ALTERNATIVE VOCATIONS

Martial artists don't absorb damage as well as more heavily armoured
frontliners. [nstead, they depend on their decent health and tendency to
acquire evasion bonuses. You can improve this to a substantial degree by
getting a shield. This takes time, but it's ultimately well worth your trouble.

Use vocations that don't have much benefit for your progress (e.g., priest,
mage, sage, luminary) to acquire shield points. This is best done later in the
game when one strong burst of leveling in a few vocations can get you rhe 100
points you need to master shields. This lets your martiall artist equip shields
and become truly frightening. You start to see attacks fail against your martial
artist on a regular basis. Even bosses have a hard time killing your character
after that point. It's almost unfair.

Warrior and gladiator levels make your mam:a] artista better damage dfla]e]:.
You get more strength, some health, and a wu‘ier range of grtgck optjﬁps. The
time spent as a gladiator is especially'producnve because it gn'esh@as%x}\"e
damage potential to a character that is already able to frontload his or her
attacks and damage.

SNOILYI0A




THIEF
OVERVIEW . s =i g
nwmmmmmmmmmmwm@@

BEST ATTRIBUTES: Defress, agiity |
SKILLS: Knife, sword, claw. Hoticutfs, 4 veness

DESCRIPTION . il
Thieves are one of the more versatile vocations. ‘Fhéy‘re great when you're leveins P
for items in an area. Their essential Half-Tnch skﬂ! makes it pqssihle togat ™
than you would by just killing targets. If you're going to play vnth the alehemy system
should?), it's almest mandatory t0 have a character level asa thief from time to time.
derate staying power

Don't use these characters as heavily against the toughest bosses. Thei:_mo ]
stand up to many of the tougher vocations. Have your thief take

| and unremarkable damage don't LaEhg
| 2 more damage-centered secondary vocation to round out this weakness and give him or her
equipment to shift into before boss fights.

ey

; ~ ATTRIBUTE TABLES

4 LE\IEL 1_ _7I;EV!El757 o I‘.EVELV|5 LFVEL 25 LEVEL40 LEVELG0  LEVELS0 LEVEL 99

::E'“t LEVEL -
LEARNED cost  DESCRIPTION

Coret 2 smle 3y of e orts of e mmﬁg m
olposr
Festes e P2y > el 7
e ; SKILL
POINTS
BENEFIT
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SKILL

POINTS s

BENERT

e e
Gitves o characie 2 chance (o steal an item

Thieves like to get into trouble, even with their friends. You might not
know this, but Pitfall doesn't just affect your hero and any mansters that
wander by. It's also a good way to mess with your friends when playing
a multiplayer game

Also, Treasure Eye Land has more uses later in the game, While
Exploring grottos, this ability lets your character find the stairs. Using -
this often, it's easier to complete grottos quickly (thus getting more boss
fights for the samie time investment)

o0

BRI o oot s ome sl e

Thief

If yo ti i i is i

Miyn 51: arlenht interested in stealing, this is probably not the vocation you w,

: Tels have some of the same versatility but get a few more erk’( P
arger spell list and more survivability), o

:N'hen you aren't stealing, a thief acts as sort
di:ll;noﬁz]s r::rs)ic\r: I;eatjmg to back up any real party healers. You also getto
e wng fzd- arget damage. After Ieanpng Half-Inch and your Natyra]

- : s consider getting or_ﬂy weapon skills with this vocation, That way, &
you can take a more deadly vocation and still have your thief stay on par wi h)
other characters for boss fights and other challenges. A sword-usin 5‘3 o
and a claw-using martial artist are both solid considerations in thisgwaymm

of a greedy man's minstrel, You

Hone§tly. the ’:hief is better as a side vocation that you use when you want to
farm items. It's not much of a champion of any other virtue.

BEEN CAUGHT STEALING, ONCE, AT LEVEL 5

So: %*Ialf-lnch is essentially the core skill of a thief. Your mission is to use the
ab1l1t‘y 1o grab the item that the monster is carrying while the fight is still
ongoing. The other party members kill off peripheral monsters to prevent the
enemy group from doing too much damage while the attempt is made.

I you know what you're looking for, by reading the monster list and seeing
what each creature drops, it's safe to kill off everything except for one of the
monsters you want. Have another character disable that target each round
(with War Cry, Snooze, or similar effects), and let your thief Half-Inch to his or
her heart’s content.

It often takes multiple attempts to steal an item. Look for equipment that raises
your chance of success and stack on as many of these as possible. It saves many
rounds of wasted thieving in the long run.

EQUIPMENT

Thieves are entirely centered around equipment that boosts their ability to
steal. You won't be‘able to get too much of this early on, so maximize your
strength and defence while you wait. Magical mending is a pipe dream; you
couldn't possibly stack enough on to have your Heals do much for anyone.

BENEFITS FROM ALTERNATIVE VOCATIONS

Look at this in reverse. The thief is a better vocation to augment primary
choices. However, you could have your character stay as a thief as a primary
vocation. If that's what you want, here are some things to consider.

You want to maximize your single-target damage. All other functionality
becomes eclipsed by dedicated healers later in the game. So, pick a weapon
that can deal major damage or one that has impressive effects. Many k_mvcs are
weaker on damage but excel in their random abilities. For instance, quitea few
knives have autokill abilities that trigger or cause special status effects. Use
warrior and mage levels to boost your knife skills rapidly.

Martial artist vocation skills give your thief more chances to disrupt en_emi_e}sr
and the natural attribute bonus helps considerably. Minstrels and luminaries

i / 1

are similar vocations, so all of their bonuses augment your 0wn.
Thieves .
Rangers are usually left by the wayside by standard da mage dealers. T hlt\t»j» 4 d
however, get a number of bonuses. Mastering ruggedness is a great way Lo rais¢ |
all of your thieving attributes. 3
.




PRIMARY FUNCTIONS

'BEST ATTRIBUTES: Chirm
SKILLS: Sword, whip, fan. shiald. Tithermss:
DESCRIPTION
<h the bar quite high

Speaking of versatile characters, the minfstrels pu bt qUItE!

| in that area, They feel much like thieves in terms of their skill set: they

also have minor healing, some single-target da!'nage, and whatnot.h i
Whereas the thief helps the party get items, miristrels spread out their
bonuses and their survivability:

VOCVAT!VON;EELATED QUESTS
 Challenge Quest 101
i Challenge Quest 102

; ; ATTRIBUTE TABLES

LEVEL60 LEVELBO  LEVELS9

ATTRIBUTE LEVEL1 LEVEL5  LEVEL15 LEVEL2S LEVEL 40

VOCATION
SWORD SIILL

SKILL
POINTS NAME BENEFIT

SPELL  LEVEL  MP
NAME LEARNED cosT DESCRIPTION

Fﬂasw atfeast 30HP 1o asinglia
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BENEAT

Minstrel

HOW TO PLAY UP & STORM

Minstrels sre 3 effecsive vacation §
z the early

dmzm&ﬂ?mggﬁ,amﬁm' i ey

this dm as wocations begin to specsalize ; e il e ot
;:-F;l n;t:stm{ damage b0 stay om par with 3 melse wocation. M el
t:}:'g ;’;\iﬂ Es ; lzep gfe with priests smce Moteheal and Ml

= equation. Bat i the end, you stilll Bave 2 well-roumded ok

take in several divects ; T

Keep minstrels i the frontline to get enemy stiention. Theis
Beaith i only decent, but some minstrel abifities sid servivabiin,
fights, inehuding boss encounters, they T do fust S %
E{‘s& dsrmamae abilities and wind arez of effect spellk i ramdoes engoumters.
Use Practall o distract targets and the Swoosh fine t damase ooy of
enemmes. Agzinst bosses, use Tap Dance for increased sumvival. ese gj:mm
from other vocations tiy sugment the panty. Once that'’s dose. sttack mw-,
using weapon ahilities to do the most damase. e
Luminaries aze almost 2 direct upgyade for this voeation. Oncz oz Lo
:I_:e Tuminary vacation, thee are 2Ty (e2S0ns iy Switch over perm,
If chiat's yoar bong-term plan, wse either 2 whip or G from the besin
These are good minstrel weagons anyway becamse they re betrer 3
with opponents. Swords are more for killing enensies outright, 2ad ther
2 mnstrel specialy;

EQUIPMENT

Minstrels need 2 bit of everything to be at their best. A towch o

e vt

=
=
=
=
=
S

fast atrackers. Strenzth
lowez tiers. Defence, 25 2hways, helps too. Becamse minstrels czn
you benefit greatly from mvesting in 2 good ane.

If you went &0 cast more wind spells but are worried abous
bezling, consider purchasing medicinal herbs and crea
Herbs and strong medicine let you heal your party mewp

o battle). This 2llows your minstre] to be miore aggressive

against [arger groups. It 2lso costs fess

switch because yoo're likely to ese melee dasses with jour minstrel
feveling should be done more carefully

Dou't waste your warrior levek
switch into heavy hitting classes wit T
Spry im 2 Crisis and Tap Dance are decent for
If you're mot plann
that transitions int
defence, hoth directly as w

gladistor’s evasion & usef
stares the main game as 2 M
mid-game.

svel, so this is @ passible vo

¢ being a jack-of all-rrades is fen, then
els get to keep the
are effectively the same

intuitive shift

if you find thal ;
ift. Fan or whip minsts




OVERVIEW

FUNCTIONS: Almast dfriated

et ATHBUTES: S rd s 708
SKILLS: v, harres swond fsticffs s

DESCRIPTION. ;
Gladiators may look like wartiors, but they're mu::
fighting status. A wa rrior mixes Strong aljmmn'.':r A
abilities with single-target damage. Gladiators dof d i)
and keep going from there. This cornes with a price; don dfpt}e:eir e lonet
off nearly as many hits. Their HP total is lower, and some i
defence or cost HP to use. Bringa good healer along if you wan yo

| gladiator to their fullest.

VOCATIUI'!jRELATrED QUE
Nate: This class mustbe unlocked
. during Quest 103
Challenge Quest 103
Challenge Quest 104
 Challenge Quest 105

ATTRIBUTE TABLES

ATTRIBUTE EVEL1 LEVEL5 LEVEL15 LEVEL2S  LEVELA0 LEVEL60 LEVEL80  LEVEL99

VOCATION SKILLS
[T ST

SKILL
PoINTs  NAME

HAMMERES KIS

SKILL
PoINTs  NAME

BENEFIT

Papkat
: A:w {mm & Atk thet el exira damage to monstirs
i i p Adds 1010 your choractar's atatk power when lng;uu
2 Gritical Rate U with A wom oA
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SKILL  wame BENEFIT
POINTS

p%mer NAME BENEFIT

SKILL
POINTS

HOW TO CONQUER THE ARENA

Gladiators are fun! Put them in front of the party and watch enemies drop in
the first few hits. The loss of defence and survivability is trivial when you're
only battling through wandering encounters. This is further minimized if you
also have a hardier melee character in the party. Pair a gladiator and a paladin
tosee a group’s damage improve without running many new risks.

When tougher enemies attack, let your gladiator shine. Use Doubled-Edged
Slash to sheer through these heavier foes without giving them time to breathe
On your party, cast nasty spells, or do whatever else they were planning.

The weapon selection for this vocation is almost a “what's what” of deadly
tools. This isn't a vocation for subtlety; you're here to eliminate targets. There
area few disruption attacks, but they're few and far between. Have another
chasacter disable enemies.

Gladiator

QIR(E YOU NOT ENTERTAINED?
& ;ul:;zrsnarebalt their best in long fights. Give up damage in the first round
Fource or O:\:npel'lls}se‘;lr ::elll'\tehglgcllli::;):la‘;le' Ill s;c‘ond;ry S
while this is ha i i
tdt?ebno\itr:-; bor even haye another character Sap the target_i\p/;::i;:]i:io::f iherc
e ers are going to be. off the chart. This continues into subsequent i
Uncs, 50 you see why gladiators get to have so much fun. y
AAxe gladiators get an.ap?liwcalled Helm Splitter. This is one of the best
amage + support abilities for a melee-heavy party. Using this, your gladi
ggts to help reduce enemy defence even if the casters aren't able toSa tl;akf)r
(dueto B.ounce or a higher magical resistance). If you're planning on pnn ke: ;
an axg-w1e!€ier, remember to invest most of your character’s early oim: i lrtlg
Vocation skills. For example, start as a martial artist and put everyl:hin i::oo
Focus. lfyou can get War Cry, Psyche Up, and Mens Sana before swi[cl%ino
your gladiator will have several potent abilities to fall back on. Plus, you \:;)n't

have “wasted” skill poi
points on a weapon that won't be used as much i
in
future career. s

If you're planning a sword gladiator, this is not a concern. Start as a warrior
and invest how you please, as everything should transfer easily.

EQUIPMENT

Gg_t the best weapon possible at every opportunity. It’s your healer’s responsi-
bility to keep the gladiator alive. Armour s still important; but if you sacrifice
good weaponry to get it, you're almost putting the character back where you
started. Push strength bonuses at every angle to get the most out of the class.

Always be on the lookout for alchemical upgrades to your weaponry. There
usually aren’t enough items to give everyone the best upgrades. It simply takes
too much time to farm the items you need. Thus, you have to make tough
choices about who gets the best gear. Equipping a gladiator with a high-end
weapon is one of the wisest choices. It's like putting your heaviest armour
onto a paladin, or the best MP gear on your favorite caster.

BENEFITS FROM ALTERNATIVE VOCATIONS

Gladiators take longer to develop than most vocations. You can't start the
game as one, so planning ahead is essential. You must decide which vocation
to build up and what to transfer. Axes and hammers are slightly better choices
for your final character, so it’s great to gét vocation abilities instead. One
suggested choice is the martial artist.

After more vocations are unlocked, look at armamentalists for an almost free
10 point strength boost. If you keep going, the 20 point bonus to resilience is

some much loved low-hanging fruit. Both of these natural attribute bonuses

are incredibly effective. Similarly, paladin training gets you 10 more resilience
points without a huge investment of time. If you haven't gotten it already, the
early warrior strength bonus is also worth looking at.

As with martial artists, it's a huge boost to your defence to acquire 2 shield.
This requires plenty of points spent in the shield line. If you get your gladiator
to about level 20 in priest, mage, minstrel, and sage, you'll have what you
need. This is too time-consuming to do in the mid-game. However, once
liquid metal slimes or metal king slimes are a}vallable. this task becomes
much easier, A gladiator with a shield is a major boon to your party.

:_}‘_wm e, o
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OVERVIEW R
PRIMARY FUNCTIONS: Sngle 1gst danade. mmmww
BEST ATTRIBUTES: Mot (few hidhs o lows) e
SKILLS: Bow, sviord, wand, shield, (o762

DESCRIPTION |

Armamentalists are interesting because they doi tdo i torms

Jike a mage/svartior hybrid, but that definition shouldrt D€ F 7 Sl
of them as their own vocation, not fimited t0 the boundaries of eithera mage ot

il | ble in: i far in the line, they
The Fource abilities are swonderful to dabble in: even if you denft go far inthe WIS T
provide status effects that improve any d survivability for very li tle

character's damage an
| investment of time or MP. That's pretty nice indeed.

{ On top of that, armamentalists can stay in the rear lines an
They end up being better at single-target damage than most mages,
consider that they don't need to conserve MP during wandering enc
get to provide some support during boss fights.

The major tradeoffs in this vocation are its loss of area o
ability. When you choose a bow and stick to the rear, one o

almost instantly.

VOCATION-RELATED QUESTS|
I Note: This class must be unlocked.
J during Quest 109

| Challenge Ouest 109
| Challenge Quest 110

| Challenge Quest 111

d still deal damage with bows.
especially when you
ounters. Then, theystill

f effect damage and frontline surviv-
£ those problems disappears
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Armamentalist

HOW TO BE BOTH ARMED AND MENTAL
Armamemalists get to carry all the su
having she big booms. This isa substantial deficit i
but you'll find these guys to be amazing boss killers. The;

BENEAT

Sapa boss if you can, etc, But the
Increase party attack damage.

Then, on top of that, armamentalists
mages complete their buff/debuff ho
bosses with magical spells. That doesn't always work well, Bosses have

Bounce, and higher resistance, and so many ways to get out of trouble.

Armamentalists get to inflict single-target damage with their weapons. It's |
not as big a contribution as their positive status effects, but it's still more
reliable than mage spells against quite a few bosses, |

get to do something teally fun, When
55 routine, they try to damage the

In random encounters, your armamentalist should rely on disruptive magic
BENEFIT g B

to mess up the enemies. Kasnooze, Kafuddle, and Kasap are all good for
this. It's not as fast as blowing enemies apart, but it's not too bad, If you
don't have a major healer in the party, these spells are good for cutting
down on the amount of damage your party takes from bigger fights.

POINTS

Even if you have wand skills already when you take this vocation, tryout
the bows. These weapons give your character a good way to deal damage
from the back and contribute outside of spellcasting.

EQUIPMENT

Armamentalists don't have extensive equipment needs like most classes.
Get them a good bow, upgrade armour after the frontliners are in good
shape, and sit back. You don't even need these casters to have particularly
high magical might.

.
2
B
=

(—
=
]

SKILL

PDINTS e

BENEFITS FROM ALTERNATIVE VOCATIONS

Many characters that are priests/mages/sages pop into this vocation o
get one or two Fource abilities. Characters that want to be armamentalists
as a primary vocation have to think a bit more. Use ranger levels _for easy
bow skill points. Sages can upgrade bow skills as well, but be hesntant to
waste your early sage levels. You might want to play that vocation more
extensively later, and sage upgrades are rather good.

Otherwise, everything is a little bit useful: Armamentalists bring so much

of their utility to parties from their spell list and early vocation abiht‘lfee:

You don't need much beyond that to go farther. However, the tradeof o ‘
that the effectiveness of this vocation seems to top out before many others.

I

SKILL
POINTS
|
| mzﬁmbmvuﬂmrsradlm :
| Raises afargets aitack and deferice with the power of wind 20d ightning
Faizes 3 character’s cham by 10 :
@ tanget's ack ae defesice with the powe of earthand danress
Adds 30 points 10 your shatacters magical might ; |
. by es 2 targets attaok and defenca with the poveer of ight .
L Baises the characte’s mvimum HP by 30 :
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‘BEST ATTRIGUTES: P dresiionce ol
SKILLS: Hmmer spear wand, shitd vitse Gl
DESCRIPTION

ithesi diators. ! i g
Paladins are almost the antithesis of gladiators. s e
c:rc alnd Jecide to reduce their damage output in fi."”':i E?’:cmigcﬁhF;Eﬁ i
Instead of being limited to only minor defensive powers, paiiger b
rioie health, great resilience, and abilities}hat‘ make 1tdm¥; o hecoris
everyone else without gambling on who will be attad:‘eH. l e); gl
backup healers. With spells to raise party dgfence an eai{ p
more options for saving lives while taking hits on the frontline.

These tradeoffs pay themselves quickly during late-game besslﬁgﬁts. While
fighting random encounters, you S€¢ the least benefit from paladins.

They start with the wartio

" Note: This class must be unlocked
s guring Quest 106
| Challenge Quest 106
' Challenge Quest 107

L Challenge Quest 108

VOCATION-RELATED QUESTS

ATTRIBUTE TABLES

ATTRIBUTE LEVEL40 LEVELG0  LEVEL80  LEVEL99

VOCATION SKI
HAMMERIS K1

SKILL

SPELL  LEVEL  mp
NAME  LEARNED cost  DESCRIPTION

Buft
e | Paiseste defice of o single paymectbgr. L
- Hestores at ast 30 HP 1o single ally
v 1 Prtits o singleally ot spells
ke 4 ib:x.v.uux At 15 HP 1 a irgle ally
. b Rovses e dofence of el paty iambers
B 6 Protets the whalg pay fron attack spelly
g 1 Sacrife the caster's It cestroy al g
Al Scrfces i casters i agyg MPto Resumcr alf

slain party members




BENEFIT

to blocked attacks.

T 4 o
L;b:(;g:ﬁzipsladm, push skill points into virtue as quickly as possible
ations get you your shield and wea j
- s pon upgrades. Betwee
W:ahamm‘er and the spea‘r,‘paladms are more likely to take the spear; ri‘r's a
pon with more versatility for critical hits, and it's one that you cain g-et

much earlier in the game, No i i i
Tt g t that there is anything wrong with hammers,

In easy fights, | i ith di
oy Y fights, let your paladin go forward with di i
T e 3 irect attacks. There is
ros " negd to hit Forbearance every round; all this does is delay your ﬁghetsl.S lr:;tead
[ wait for large engagements or boss fights before digging in your heels, :

Use your paladin for out of battle healing i
! ; g if you have any concerns about
your primary healer’s MP total. For in-battle healing, you won't benefitu

much.from using paladins; they are much too useful either attacking or
guarding everyone else.

EQUIPMENT

Buy the best shield you can. Buy the best armour as well. The character
that does the most melee damage should get the best weapon in your
group. Your paladin should get all the best armour. After that, let the
upgrades trickle down to everyone else.

SHIEUDISKILIY %)
Be willing to sacrifice some defence on your paladin if there is alternative
P%,::\#s ] SCHERT equipment that help§ you resist magic of various types. Anytbing that keeps N
your paladin from being confused, put to sleep, or paralyzed is always good. ™

Having your healer put out of action is the worst thing in the world. Having
a sturdy, defensive vocation like a paladin swept aside is the second worst.

i

Because paladins are so hard to kill, have them carry items to save the
healer. These include magic water/sage’s elixir (to help restore the healer's
MP), Yggdrasil leaves (to Resurrect the healer), and anything that might
remove status effects. Look up enermy bosses before you entera dungeon
[f you see that they have a major status effect, buy its counter and give the
paladin a few of these items.

BENEFITS FROM ALTERNATIVE VOCATIONS

Warrior training is the best start fora pally. Al of the bonuses are good for
the future paladin, and even most of the abilities help out. Whistle makes
get monster attention while still attacking, and i

S, AT i PP

| SKILL
POINTS BENEFIT it easier for paladins to

Morale Masher protects the party by stopping enemies that build Tension
It’s all good stuff. Attack Attacker, if you get that far, is also a great boon. ¥
an't get much out of them without putting in
ver the faith table. g i

Priests seem intuitive, but you ¢
many levels. The bonuses for paladins are spread out allo

s and luminaries for free shield points. Minstrels are good te0,

Use mage 458400
- pry in the Crisis before switching to

though you might want to grab§
shields.

Gladiator is wo
training is good if you dec
also have some good early
< shield training or for a few healing upj

eir hammer

i - the early bonuses (though th
e d . Armamentalists

ide to make a hammer paladin)
bonuses in their Fource line.

i grades. That's a
Use sages for eithe |
judgment call either way. o




OVERVIEW
rmmmﬂgmmm.m
BEST ATTRIBUTES: Definess i
SKILLS; Beonmerang, axe, bavi fsticufls, cuggedness

DESCRIFHLCS Jine and sill maintain
heret e ine and still maintalit
¢ dealers than can hold the rear line till i

e With bows and boomerangs, these characters ca; hit

| enemies consistently without exposing themﬁelves. If your group dues);-é h[a: zn:xa; -
healing, it's important to structure the party ina way that reduces tota g : tg(e i i
This can be a great pottion of that, Have an excellent tough chavracter in front (e.g:
paladin), and then support him or her with characters that won't draw much attention.

Using this technique, it's possible to have gr
that get by on medicinal herbs, medicine, or A
wandering enemies quickly and for harvesting their loot. This is tr
but for much of the gameit's still doable.

g, oy ey ASURED

| Rangers ar
| agood presence it direct combat.

oups with several primary damage dealf:rs
secondary healers. That's ideal for killing
ickier in boss fights,

VOCATION ELATED QUESTS

I Wate: This class must be unlocked dur

; Quest 112
Challenge Quest 112

Challenge Quest 113

Challenge Quest 114

|

i
)
|

ATTRIBUTE TABLES

ATTRIBUTE LEVEL 1 LEVEL5S  LEVEL15 LEVEL25 LEVEL40 LEVELG0  LEVELS0

LEVEL mp
LEARNED  cost  DESCRIPTION SK
ILL

poinTs  NAME

Sale Parsdg
Wi Ellaws: your ity to traved A withoat 1

4 Cutes asinie ally of e a::c:i:z?::“s 'ﬁ"ﬂ"‘wﬂ'mﬁm
Instartdy exits i eumern, dungeon, caye, or towe
Restares at least 40 HP 1o single ally
Frotects a party meber rofm ety besed attacks “
Ctes afl party mesbis of 1hie effets of paralysi -
Awabers any Sleaping party merbirs o 42
Restores af least 15 H o g single ally S
:‘"El:??“[ ’l‘n ﬁ?frm afallan aly vy faf)

OtecTs the whol party from brag !

Restores at feast 155 HI” g, :';T:;:“:-”’d S a

Fvac 7
Hegl p
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SKILL
POINTS

NAME

BENEFIT

BENEFIT

BENEFIT

Ranger

IN THE EYES OF THE RANGER

Rangers are able to sit in back while still contribut
‘ ing decently to d
damage for the party. These fellows a - b

Wweapons, They're great at hitting groups and have abi

r lities that expand
to hit all targets onscreen, :

Rangers eventually get Vanish and Mist Me to help them avoid
problems, but they’re already a vocation that doesn't get attacked
4s much. If you want to make greater use of these abilities, you can
transfer the ranger to the frontline. Still, ¢
frontliner that doesn't have great armour,
only a poor amount of resilience,

There are certainly deadlier and miore survivable vocations in the game,
So what are rangers really meant to do? Well, they are a wealth of deft-

ness points for anyone who trains in ruggedness. Thieves that want to
beef up their deftness can train asa ranger periodically.

EQUIPMENT

Grab a great bow or boomerang and enjoy your free damage. Much like
a thief, this is a vocation that won't top the damage charts or get plenty
of attention on its own.

his leaves you with a
has average health, and gains

BENEFITS FROM ALTERNATIVE VOCATIONS

Rangers are a stop along the road more often than they area dest'ination.
Don't pick them as a long-term vocation unless you fall in love with
missile weapons. Even then, you can train the bow here and then turn to
armamentalists. Boomerang enthusiasts can train here and ther} try out
being a sage. There just isn't a good comparison between the utility of
these vocations.

=*
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SKALS:
DESCRIPTION
good for Playe
simple: sages let you ombine many of the :
Though still one character you can oftent juggle as el
without many problems. In random encounters, Sages cast u!ftm T =
| as you'd hope. In boss fights. these characters pull back and take ta healing. There

aren't any downsides to ma stering this vocation!
agical might of a mage of the magical mending olf a priest. If
Jes is more important fora given encounter, don't be afraid to
 and handle it that way. Sages are insanely useful, but any-
1d stick with a priest, while area of effect damage dealers

Sages are amazingly

Note: You won't have the m:
vou know that one of the 1o
switch back to your old yocatio
one who only wants healing shou
should keep their mages.

VOCATION-RELATED QUESTS
| Note: This cless must be unlocked
§, during Quest 115 F
) Challenge Quest 115 P
‘ Challenge Quest 116
‘; Challenge Quest 117

ATTRIBUTE TABLES

2 LEVELS ¢ LEYEL 15 VLEVELZS LEVEL40 LEVELGD LEVELBSO

SPELL LEVEL
mP
NAME  LEARNED cosy DESCRIPTION :
SPELL LEVEL
NAME  LEARNED CPS;

ﬁtmaﬁ:ﬂl’miﬁea g

Sty 20 enermy ith the: power of \dealng é;ma};
dertress | i

3 Dz 2 sngle aly of e efferss o prise: o

> sty ext the o,
g o v exs the m?{mm o

:‘“N"‘”""""‘-"ﬁmmum.« * darvage)
| Waskers o g of i usﬂmmm

Feg

[ es—

Siaees 2 least 75 HP 10 2 siighe ally
Wmhmahlmamn

Fecis e P oy
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SKILL
S ! BENE
POINTS 1)

SKILL
POINTS

i
SKILL
POINTS
12
g3l
B
)5
*P Refiects enemy spetlstor several ums
i S : 10 bl 2% o he s il
o E by auta that blocks negative staws effects
e 5 Bl g
L Letts your eha ﬁlxeﬁslnanymlxm
SKiLL
poinys  NAME
[ e Lets wwm%’hl chanige vooations anpwhase n the werd fond canhelp othér

m:ﬂmﬂu‘mrxgswull) e
Akl 210 ot o o harocteds magieal gt

Pestioves all tatus effects fiom yous Eeies
yout charctes magioa might
caster’s magical might and snagical mending
s 50 i 0 vousehgrace's i M
Lows e cost of all spells and abilitas by 25% {or i charaetel

| -

ST ¥ b (A F

Sa ge

HOW TO BE SAGACIOUS

Sa

(hg,es a_;e easy to play once you've made it far eno
- m. This is usually the last vocation u
€quires monsters from the end of the

ugh into the game to yn)
nlocked by your party, since it 2
game to complete the fi
Oh 7 : i 1St sage quest,
sugpslyiefla;ch Icnlke mages and priests. They stay in the back build a h
s .Ffan support the party in-any way they can. Their att ; el
e havetioc ect damalge to monsters just as well as most mages a'I'cl'mspellIs
wer magical might than a mage of simil s
to'even better spells reduces some of his fr hﬁrs:i[;]"n:urt e,
Outside of minor battles, your saj

e heals th i :
e to use the best single-target ge heals the party, During major fights, sages

heals to save gravely injured characters, or the

equally good party-healin
e smpS ¥ . g spells to counterattack enemy area of effects attacks |
i ps most bosses in their tracks, and Omniheal promises that en.

s have no chance unless they can kill your characters in the blink ofanneye \:

g:’os\:e;a;df)m monister groups down with the Boom line of spells. Kill
o Y improving your party, Kasaping the foes, and healing all damage

at comes into play. Disruptive Wave lets you tear positive effects off fg
particularly scary bosses, while Caster Sugar gives you one of the by ﬁ ffs i
the game for aiding healing and spell damage. it

Use spells like Magic Barrier and Kabuff to defend parties during any large
engagement. Unless an enemy is using Disruptive Wave frequently, lheseg
two spells are almost proof against failure. They reduce enemy dan;a re‘tu
manageable levels even when the foes are quite lethal on their own. 2

THERE'S MORE?

Sages, from a fairly early level, can actas a vocation trainer. This means that
your party can switch professions out in the field. This is more than just
convenient. As long as you bring along enough gear to equip your party after
changes, the results are dramatic. You can use a group that busts through
random encounters for most of a dungeon, and then switch to a boss-killer
configuration without leaving the area. That's pretty nice indeed.

Late in your sage's career, he or she learns Magic Burst. This'spells drains all
of your remaining MP and deals extraordinary damage to everything in your
path. Use this with great reservation. It's a fun spell, but you have to spend a
fair amount of time getting back up to speed. However, it's a great final spell
before your group returns to town.

Last, but never least, is the Kazing spell. The description says it all; this is a

spell that Resurrects deceased characters without any chance of failure. You

probably already noticed that because it's BLOODY WONDERFUL. Zingis a

crummy spell, and sometimes its failures end up costing you more than the |
death of the very character you were trying to bring back. Kazing removes the

uncertainty, making in-combat Resurrection much more feasible.

EQUIPMENT

Sages must serve several m
back row, sa defence is oo
is a must, magical might is alm
good too. While walking aroun
the best treats. Having MP to spa
the drop of a hat.

Sages usually actasa primary hgale
equipment that resists Fuddle, Snooze,

ALTERNATIVE VOCATIONS
other vocations. They draw from mages and
e bonuses from both of these vocations are
d. Because this is a post-game or very
eople go deep into both caster

asters when it comes to their gear. They are in the
d but can wait a tiny bit longer. Magical mending
ost as critical, and anything that restores MP i>_
d dungeons and fields, a Goddess ring is one of
re makes it easier to throw out big spells at

r for a group. As such, you want to find |
and other disabling spells/abilities

BENEFITS FROM
Sages are built on the backs of o
priests quite heavily. The passiv
needed to bring the sage up o spe¢
late-game vocation, it's fair to request lhcju peo P
trees even before they Startmassive leveling with the sage

i i sstrels and luminaries) to grab almost

¢ 1 vocations (such as minstre :

lee B Sl s supvivability without costing aity

Use me ( :
ts, Thisaids'in your sage

free shield poil

major upgrades. .
akness. Spend time asan armamentalist

atest we. i
lee characters’ damage

The lack of Qomphis a $ages B¢

haracter has at least something Lo T41S€ mel
your chara d

s0 that

o' &




PRIMARY FUNCTIONS: Eer g undar the S 4
umni:rﬂlmswwmmm AN
smu:-rm.m;mmm,emmmm 5
DESCRIPTION . b A
 are even more out in Jeft field than mim?mlsa fi!ou
abilities that mess around with enermies, a

Laminarie
some offense,
that luminaries can't do
| s a vocatio
warrior or paladin migh

but they have real wrouble doing anyehing andérﬁJ ly. This m‘ﬁy

al abilities for other vocations, For example, @
¢ ability for protecting the group, and it
helps complete number of strange quests.
Other characters might have trouble finding
spare points for their shields. Thus, they can use
Juminaries to get spare points and Jevel shields
without putting in as much time as it would take in

theeir primary vocation.

1 that's best used as a way to ste
t love Eyes on

Me, [t's a grea

VOCATION-RELA
~ Note: This class must b uri
0 Quest 118 gl
4 rl:hallense_ﬂuast 18

t’ Challenge Quest 119 i
i‘ Challenge Quest 120

Luminaries are the only vocation reserved for the post-game. The trainer for these characters
beat the last boss and continue playing.

won't give you the quest 0 unlock luminaries until you

ATTRIBUTE TABLES

ATTRIBUTE '
LEVEL1 lE\Elf EVEL715 LEV EL725 LEVEL40 LEVELG0D  LEVELS0 LEVELS

i VOCATION SKILLS
ELL LEVEL mm :

NAME mp
LEARNED  cost  DESCRIPTION
sk
POINTS ME
-~ i BENEFIT

Heal

M Bistoes o ast 80K o il g

Slices a groupof enemi 2 :
o s with & siall whirtwirid ideali am“awy it
L ealing 824 base ¢

Hounce

Midhieal Faims

Swoath ﬂ?ammsai\mx?ﬁhrvnnswmléa\?v' e S

Kaswuosh i s mhmw m sl Yot g

Kaswosshie 3 o ENerTias Wit a ferocious whittwi TR A
&% Pwmﬁmm ind (aling B0-160 bage

damane) i3
i -



SKILL
POINTS

BENEFIT

SKILL

NAME
| POINTS

Reflects enemy spells for several turns

Luminary

HOW TO BE A SUPERSTAR

Tl}erAe isn't much more to say about being a I minary that hasn't been
said in the minstrel section. This vocation is one of the best upgrades
from a previous style of play, What minstrels do, the luminaries do
better. They use most of the same weaporiry, with whips, fans, and
shields being common to both, Their spell list is also quite similar
though luminaries 80 deeper into the Swaosh line of spells and ha;'e
more area of effect damage potential.

If you enjoyed playing your minstrel in the earl

i play y game, try maxing out
the vocation skill lines in both of these classes

and see how it turns oy,
Blast groups of enemies with Swoosh-type spells. Use Midheal for
backup healing, and have your character attack in melee for modest

damage. Use your disruptive weapon skills and vocation skill
off enemies.

s to throw

There is a strange vocation skill that's worth calling out above all the
others. Eyes on Me is like a super version of the Whistle ability, from
the warrior's courage line. This ability isn't easy to get to work, but
when it does, the move enrages all enemies at once, This is 3 great way
to mess up enemy attack patterns. Eyes on Me works well with quests
that require enraged targets, force specific characters to take damage,
and so forth. When learned by a paladin, it's also a good way to start
fights and get enemy attention. The only problem is that this ability is
so deep in the luminary line. Most people won't go after it until deep in
the post-game.

EQUIPMENT

There's nothing new here either. Anything that would be good for a
minstrel is just as reliable for a luminary.

SNOILYIOA

" v

BENEFITS FROM ALTERNATIVE VOCATIONS

Steal passive benefits from the minstrel and thief lines. Rangers also
help in this way. Use the casters to max out your shield as desired, and

| s e o ok by 23 if he o she uses /s
Alholy aura that blocks negative status effects

S st

Lets yplr character use shields in any vocation

SKILL

POINTS BENERIT

your character's charm

& ‘ I

then you'll have a luminary that is pretty much complete. All of these W

vocations work well together. |
i
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You're probably ready to Jump straight into
the game world and start your divine work,

but wait just one more moment, First, you

need to create your character! After starting

your game for the first time, the character

creation menu appears.

Decide on a gender for your hero, This

isn'ta tactical chojce: You can chogge

)ption without any fear that it wi]]
negatively impact your fufy e comibat
statistics. Look at both and makeyouy
decision If You want, you can alsg use the
to rotate the characterg and see what the
several angleg

shoulder buttons

¥ look like from e




Now, you get to name your  {
hero. Use the up/down arrows'
on the lower left of the mini
keyboard to make sure you
have the capitalization you
want. Also, examine the keys
next to the spacebar at the
bottom of the mini keyboard if
you want smiley faces or other
symbols. Think of something

And that's it. You're now free
to go into the world. Your
Celestrian has been assigned
to watch over Angel Falls. It
sounds like an idyllic place
to get started. What could
possiblygo Wrong?

 is pleased with your hero's progress. The story begins as the two
fly over the town, invisible to its inhabitants.

 forward to stop the attack.

=l »
- T
>

&

L)

1y
¥ AN

| With Aquila’s help, you should
beable to trash the enemies in
afew rounds of combat, Your

| hero may take a few points
of damage, but it’s not nearly
enough to knock your hero

| unconscious. The end result

Guardlan
ngel Falls

WATCHING OVER YOUR FLOCK

> g

Your Celestrian hero is young, having watched over this small

town for only a brief time. The village's previous guardian, Aquila,
| is that the villagers are saved:

they don't even know how close

they came to a wicked sliming.

Suddenly, the peace is broken! Several monsters are preparing to
ambush two townsfolk. Without delay, Aquila orders your hero

In a flash, battle commences.
You're in the front of it all, with
Aquila hanging back to see how

| &

your hero does. Your character
isn't very experienced, but
neither are these monsters, so
you don't have much to fear.
Aquila isn’t under your control, but that doesn't mean the veteran

won't help out when push comes to shove.

The young girl that passes
saysa brief prayer to your

i i k
f1ce twa slimes and a single cruelcumber. Takea loo ' R
. hero. This creates a burst of

around the combat menu for a moment to get a feel for things,
and then select

attack and choose

benevolessence. Your hero
receives the blessing, !

then Aquila explains.

) one of the slimes % :
when you're ready Bene\’olcssence f\ a |
for action. manifestation of pcu‘pic $ ¢

gratitude tow ard their |
guardians. These cry stals
can be taken and presented g

to the Great World Tree,

called Yggdrasil

G 1 L“‘Xﬂm’
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OBJECTIVE LIST
Climb to L2 and talk to Apus Major
Use the outer stéirs to climh to the top of the Observatory
Give your benevolessence to the Great World Tree

Talk to Apus Major again and leave the Observatory (using the
portal on LT) s 7

FIRST FLOOR

With the job done for now, your hero and Aquila fly off to the
Observatory. High in the clouds, this is where the Celestrians
take their offerings. Aquila says to report to Apus Major in the
Great Hall.

Look around the first floor of the Observatory. Talk to the
Celestrian in the lower left to obtain free healing. Proceed inside
the room on the right to find a chest.

The Celestrians on the first floor have a few things to say. They're

clearly proud of their ancestry, and it's not surprising that some
are fairly arrogant about their position in the world. If youd like
to read some history, search the room on the left and read The
Creation of the World.

There is also a prayer room near the top of the map. Look to
the right of the stairs. Find the priest inside, and talk to this
Celestrian to save your game.

THE SECOND FLOOR

I .
When you wish to advance, use the staircase at the bottom of
the map and climb to the second flgor of the Observatory. Once
youreon the second floor, head outside and search the Jeft

portion of the map for a chest,

I'he Path of Angels

lClimh the stairs to a higher tier of this area. Another chest is

ocated on the left side. Then, walk all the way to the right side
of the map and travel to the top of thearea. Climb a set of stajrs
there to reach another chest. l ;

Head back inside and talk to anyone who interests you. Pay
attention to the conversation that takes place in the library. Aquila
is having a discussion with his friend Columba. Eavesdrop on

them to find out some interesting gossip!

Also in the library,

& on the right side

of the room, isa
book titled Register
of Guardians. This

book contains a bit

of gossip as well.

Next, find Apus Major at the top of the map. Talk to him to
advance the story. Apus Major wants your hero to take the
benevolessence to the top of the Observatory. You now have
permission to climb the stairway outside. Exit via the southern
doors and take the steps that lead up as far as they will go.

The guard wouldn't let your hero pass before, but now that you

have Apus’ permission, you can waltz right through without much

delay.

CLIMBING TO THE TOP

When you reach the next floor, a Celestrian tells your heroa bit
more about the mythology of the Great World Tree, It seems

as if the offerings of
benevolessence hasten the
blooming of the Wor Id
Tree, Thisupcoming
period is known as
f)gg’)](mm‘ Jm‘ it wu[n,:»-
like a golden age oI

the Celestrians.

e eSS SRR



he third floor because so few Celestrians are allowed in i
ore when you want 10 S€
o the tree. This starts &
another conversation.

s without question;

e the Great World Tree. The last:
scene that lasts for
Hell alsoask if he e
but the choice

He'll ask yo

There isn't much to doont
but climb the stairs once m
gdrasil and offer the penevolessence t

Il your hero to return 0 Apus Major for
to obey their superior.

Approach Y

done. Hell te

future, Celestrians are supposed
b hack down to the second floor and have another audience with Apus Major.
ou've really earned a chance to prove yoursei.

Clim
are to goalone. It looks likey

this time you

ou are fo return to the Frotectorate and

continue to gather benevolessence. wThis

v e,

time without Aquila to accompany




ITEMS OF IMPORTANCE

9> Keepsake ting (hidden near the item shop)

OBJECTIVE LIST

»69- Talk to the dog by the item shop and collect the keepsake ring
that it uncovers

#> Give the keepsake ring to the old woman in the church (acquire
benevolessence)

«9> Fully clean the stables on the left side of town (acquire
benevolessence)

w89 Wait for night to fall, which occurs after completing the first
three objectives

w9 Talk to Aquila in the center of town

69> Talk to the ghost on the right side of town andrh;.Ip him find
peace (acquire another bene\(ulessence) & g

w9 Tell Aguila that you are ready to return to fhe ‘Ohservatury;

ANOTHER DAY IN PARADISE

Angel Falls is bright and sunny. You're free to explore on your own
now. You can't talk to anyone (because your hero is invisible), but
it's possible to listen to things people are saying to each other and
to themselves.

Head to the right side of town to find the item shop. Search inside
fora random minor item. The house farther right from there has
a minor prize as well; it’s hidden on the top floor. Nearby, outside
the home, locate the well. Climb down the well and open the
chest found at the bottom.

ltems that you find in pots or cabinets are often quite minor. They might
Bie small herbs, helpful tools (like chimaera wings), or maybe even a
small quantity of gold coins. In any event, these items aren't fixed. You
might search one day and find a medicinal herb, while your friend who's
playing might discover cash instead. Don‘t worry about it. None of these
ltems affects gameplay very much. Think of them as a reward for being

thorough.

> 7
[\ = ) v s o
When yoy've explored the area as much as you like, focus on more
important goals. Interact with the dog out by the item shop. Ihe

d0g runs over and digs up a keepsake ring, not far away.

- Collect this ring and take

¢\ woman who is praying in

i benevolessence,

The Path of Angels

. The town has gone to bed,

it. to the church (on the left | but your hero is still vigilantly
side of town). Save your game | watching over the place,
| there, if you like, then give f

the keepsake ring to the old

the pews. This earns you one

e Y. S et T TR

You can complete the Manure
Quest or the Keepsake Ring I
Quest in either order. Don't

waorry about missing out on one
anyway, as you must complete
both to continue.

Fly to the center of town
and look for Aquila. He'll be
pleased with your progress, but

§

Next, go to the far leftand

search for the stables. The man i
! i he informs your hero that there
in there has been working his 3
: is a ghost that needs assistance.
hands to the bone in an effort ;
It seems that guardians are able
to earn money to buy a second

horse! Unfortunately, his
mind is willing but his body is

to shepherd the dead as well as
the living.

too exhausted to go on at the

Search the right side of town

moment. Instead of cleaning for the spirit of a man who |
the stables, he's having abitof  hasn't realized what is going
anap. Do the guya favor and on. Talk to him and tell him
clean the piles of manure for what is happening, This |
him. As soon.as the villager puts the spirit to rest. Aquila
wakes up, he'll realize that the  comes over to praise you, then |
spirits have done him (and his  he suggests that your hero
riose) quite a favor. You receive  return to the Observatory. Say t
another benevolessence for this | “yes"when you're ready and |
good deed. watch the scene that follows. !.
Something in the heavens is ]
NIGHT FALLS transpiring, but it isn't clear |
It took quite awhile to cleanthe yetwhether that is for g od or g

stable, so night hasmow fallen.

e e SRS R

forill.

%
-




Nurturin the Great
W%l;'ld Trg

0BJECTIVE LIST

5 Climb to the top of the Observatory and talk to Aguita

nggﬁrasil and see what happens

w#> Give your benevolessence 1

This time, there isn't too much to do at the Observatory:
new things to talk about, but

Many of the Celestrians have
stigate and speak

it is up to you whether you want to inve
with all of the people in the area. Much of the informa-
tion expands on the work that the Celestrians have

been doing over the Protectorate and what they hope to

schieve when the Great World Tree finally blooms.

If you talk to Columba in the library, there is again
mention of a guardian who didn't return from the

Protectorate,

That really sounds important. This is doubly true
when Columba repeats that no one is supposed to

talk about the “missing” guardian.

When you're ready, climb all the way back to the
top of the Observatory. Talk to Aquila and give your
‘ ssence to Yggdrasil. A momentous scene
follows, and when it's done, you find your hero back

vn in Angel Falls,

|

L3~

Columba i

) ket Aoglnn s 40

the Readm of the Almighty,
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/alking on Your
\(/)v\?m TV%O Feet

T ARY & )
OBJECTIVE EISﬁTi Y g
o Listen to Mayor Litlun in his home (on the far
leftside of town) % * iyt
o Talk to
of town

Erinn in the house on the right side ‘

5 After your hero sleeps, wake up and talk to
Wor (located downstairs in Erinn's house)

- Agree help Ivor clear the blocked pass to
have him join your panty suia o st
R e B
% Talk to Hugo at the town entrance and leave -
~ Angel Falls v & o W




RO A7

YOU HAVE TO START SOMEWHERE
(sible to the peop’
he north side of town

ge guardian.

g fe of Angel
The game returns 10 the hero, nioW V!

Is. The hero stares at the statue on t
dedicated to the villa

h. You might have
Ivor is somewhat

Fal
which is, quite appropriatels;
Hugoand Ivor, approac

Jast trip to Angel Falls.
keen on having everyone pay

Two young men, named
noticed them during your
of the town bully, and he's Ot Very

attention toa newcomer.

ys are becoming a nuisance, Erinn arrives. She sees

Just as the gu
do things. After she

the men off and tells your hero notto over

aves, you can wander around town.

le

The Mayor's house is located on the left side of town. Head over
there and listen in on a conversation between Mayor Litlun and
Ivor. After hearing this, your hero can end the day by going to
Erinn's house, over on the right side of town.

Into the

(reat
Wide
Open

@ Barel
A Pot

B Cabinet
& Recipe book

sacs X

i 7

Ivor says that he nee
he'll join your party.
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RECOMMENDED LEVEL: 1 TO START (3 TO PROCEED)

ITEMS OF IMPORTANCE
@9 Tanglewebs (x3)
@9 Antidotal herbs (x4)

Medicinal herbs {x3)

OBJECTIVE LIST
9> Enter the mountain pass (on the right side of the map)
MONSTERS IN THIS AREA
R BATTERALY

HP; 14
GOLD: 126

SACKSQUATCH
HP: 15 XP: 5

GOLD: 8G

XP: 7

1001 I3

HP: 8 XP: 2
GOLD: 46

L&D TEENY SANGUINI

BODKIN ARCHER
XP: 9

HP: 17
GOLD: 166G

CRUELCUMBER
" WP 10 XP:3
9, |GOLD: 56 (PG: 255 J|

DRACKY

HP: 15 XP:10 [
GOLD: 106 ;

1f you've been hankering for a chance to fight, get some money,
and see what combat is all about, now’s your chance. There are

g monstersall over

| the area near Angel
Falls. You're free to
fight and explore
to your heart’s

| content,

pp o Ehe el T

Take a Nap When You Need One
Return to Angal Falls and slieep at Erinn's house whengver
you're badly it To slgep, talk to Erinn, who'll et you get
some rest. This e geswmw without cost

o - g2 P

*

Your Time at Erinn’s Inn

You can race ahead throu i {
h rough the stary if you like, but
g:f;;tp:;yers like tdo stick around and hack at lhin;s’;‘;rng x;»?laeoﬂ yo
re, consider getting up to at least lavel th ¢ >
your hero the hasic Heal spe i il i :
i pell, which really halps to keep your party in B

Also, if you get up to 240 i it’ b
i gold pieces, it's worth buying the soldiar’

sword from the item shop. That gives your hero a bit gf a bnos!.?rsA !

compared to'the copper sword, P

If you're really having fun
slapping around lowly monsters,
stay in this spot until level 5 (it
doesn't take long). This is the
first time your hero receives skill
points. These are used to obtain a
variety of upgrades, making your
characters even more deadly!

HIROUHLNTYM

Monsters in Dragon Quest [X are very polite. [nstead of hiding
in the background and triggering random battles, they walk out
in the open. You can avoid many battles simply by giving the
monsters a wide berth, Some monsters notice your party and
charge toward you, but even these foes can sometimes be avoided
if you move around an obstacle or rush to the side and let the

beasts overshoot your buddies.

Once you've gotten your bearings, move out. Aroad leads vaguely
east from Angel Falls. Stay near the road to get a good idea where
you're going, and also watch the map. Ifyou wind all the way

d the riverand double back, there is a strange web, Search
ther to

aroun
this several times for three tanglewebs. A similar spot, far
and beside a lake, has several antidotal herbs. A
found in the lower left. That

final

the east
such spot for free goodies can be

patch has medicinal herbs.




od earlier. ambawaﬁw

at vor discuss e '
hat you've found the right f

ain pass th

<l the mount
o finc 1 Ivor lets you know t

| the he cast t 4
Head all the way to the "

x { #
i sou reach you
heading right until you y

e from the city of SEOFMWa, anE 1
ot hand.Howve,t!!EYdhk? tolo

iob well in b
i th e | ::::b 4tty, She's lost, poss’ibsh;r on fh!‘old path
§/II§ lalII;l ?agl n Pa S S ‘ natio::[t':yso-mething to !

| teturn to Angel Falls.

B a7 e e | B .
“{TEMS OF IMPORTANCE £ 55 &7
: &;Idr‘lz;(t::ar:::a rance, along the fight branch) = =

- R :
IQPEmer tile moﬁntéin paés and walk along the main path

4 Wah;h the‘;cené when'you bum)

p into the train and then try to
~ enter the engine car ;

0BJECTIVE LIST

s> Save your game and rest

Mg, T sy : 8 4 Gotothe Mayor's house
Approach the rubble at the end of the m?yntau .

el Iastscene;i il i ! E @8> Aiter the next scene, rest and leave town

Save your game when you're back in town, then take'h
his father’s house. Ivorwon't be able to go back out

that's no big deal. After all, your hero is much st
the recent battles. The next trip won't be muchc

Hexo acquires a'gold xing,

' Erinn talks to the Mayor and to your hero. She'd
When you first enter, the mountain pass appears deserted. Send | someone could find out more about Patty, the
your party along the main path until a brief scene triggers. Ivor | from Stornway. However, she isn't willing toas
can't see anything except a fallen tree blocking the way ahead, but | themselves on such a dangerous j m lﬁ:ﬁ
your hero sees something entirely different. Examine the engine | i
car you've stumbled into. Before leaving, search the area to the
right fora gold ring, This is a minor defensive item; have your
hero equip it for a slight advantage.

o
Now, take the path on the left, Another brief scene follows asa

tiny creature starts trailing your hero, The glowing ball mentions
something about the Starflight Express, but you find out Jitt | ¥
. Eelse 1

Take the left branch o its conclusion. Even your hero won't be
able to clear the rubble as it stands. There is

: 00 much to deg]
with, but there are g =

Idiers on the other side of the pass A

_2__



“YourTime at Erinn’s Inn

Talk to Erinn again torest. Afterward, buy any materials youneed from the item shop and head out of town. If i
picked up the soldier’s sword and some better armor, now is an ideal time, As f; i o e

ar as defense goes, the cotton gloves ar
i ; : e the best
your gold. After that, most' of the improvements are useful, but minor, Donit bothergetting a leather shield: Your hero 2 bang for
soon without spending a single coin. ‘ 10 finds one very

Once your hero is back in the field, the Hexagon is your next destination. This dur

: : geon is located somewhat south from the mount;
pass. You should see it on your map as a large white dot. Maneuver through the e

forests to the southeast until you arrive,

I B

| M teries of the
Hexagon

HONOHHINTYM

@ Barrel
A Pot
B Cabinet
g Recipe book

RINPRSSITR S = R



. , ROCEED)
RECOMMENDED LEVEL: 3 {7 Tﬂ P -
P

EAER ¥ % 4
ITEMS OF IMPPRTANC;':
e Le'a;ﬂ;}}nfém u,ightsitl

70 START

- "
w9 Feather fan (BZ, upper feft side)

& 210 gold coins (B2, southem side)

W Strong medicine (B1-B, left side]

> Seed of deftness (B1-C, left side}

0BJECTIVE LIST

- Exaﬁaine rhé stone marker straight down the main path
0- Im;racl V\-Iilh the ghost that appears behind your hero

F

w49 Follow the glu;st to the left and interact with it again

=

- E:}amine tfle haék of the statue nearby; press the button fo

. openthe way forward -

. Pmcied throﬁgh the dungeon until you meet Patty; free her
from the rubble -

b T

49> Face the Hexagoon

AR Y i t

MSTERS IN THIS AREA

e et R
1| 008 E:LT LAUGHS * [[DE) MECHA-MYNAH
HP: 16 XP: 11 XP: 12

(W15 xe10 [ </ |HP:20  XP. 16
: GOLD: 246
A R F TV
8 JELTA HEXAGOON

aren't any visible epe
ny visible enemies when you approach the Hexagoy
) .

ide and search fora way to i
c vay to get deeper in
Py f per into the structure.

e e stone block that prevents anyone from
going lower into the Hexap E i
e Hexagon. Examine the ste
oing ston
ghost appears. Follow it! T

Go dow 1 the hallw [
€ dy {o the eract wit
n th way the left to illd astatue, Int Tac

gh pstand | J E
d look fc UL
1 : ! fatu
nd frdbtf N the )a(ksldeof[@&
e

this to open the centra] sath Press

| quiteyet- 5

shield. Equip that im

 with a minor item. Pop back

| down the alternate staircase.

| There are 5tair at the top of
the map, but don't take therm
earch the branch
to your right for a free jeather
medi-

ately if yout don't already have

one from town.

se medicinal Nerbs for
healing ifymgggv‘wv .
early on. You should

52 S4VE YOUr mag

B1 AND BEYOND
proceed to the lower floor of
the dungeon. First, take the
stairs on the left. This sends
your hero intoa small room

up after getting it and slip

Search for the stairs down to
B2 while fighting enemies in
the area. You start to see them

in decent numbers now, and
most of them are new. If you've
purchased a soldier's sword

and achieved a couple of levels, |
 these foes drop quickly; they |
have low health and only inflict

a bit more damage than the
creeps outside the Hexagon.



Go through the door at the top of the map to enter Bi-C, You can
find a seed of deftness here, also on the left side. You should
obtain this before you approach Patty. She's at the top of the map,

and youwon't be able to search for additional treasure after yoy

free her.

THE SMASHING OF MIGHTY FEET

Be certain that your hero is at full health before you interact with Patty. A large monster is waiting in the wings, and the fiend

ey ti 6 S e fien
attack as soon as you try to help her. Starting the fight at full health makes it easier to stay ahead of the beast's dama
time to pepper it with attacks. ;

is likely to

ge, giving you more

HEXAGOON
HP: %3 XP: 175

cow: o G

Hexagoon is mostly a pushover. The only way you're going to
. have problems is if your hero doesn’t have the gear from town
t mentioned earlier.

8 So let's assume that you don’t have the best gear and that you
haven't leveled your hero much. In that case, Hexagoon may
pose a threat. Remember your stockpile of medicinal herbs
(from the lower left side of the wilderness map). Use those
every few turns to top off your hero’s hit points.

limte
Hexagoon alternates between

regular melee attacks and a
stomp ability that brings down the
house, almost in a literal sense. These deal a similar amount
of damage, and neither of them burst high enough to take
out your hero if you stay well above the one-third HP mark.

It doesn't get much simpler than this. Attack until your here
falls below half health. Use a medicinal herb or cast Heal,
then repeat the process until you win. It's too early in the
game for complex strategies because you don’t have access
to any special gear or upgraded abilities.

7"“’Jdummaxicall}' escorts Patty out of the ruins. The two converse for
2 SNOIT time an ° callaw Ber ¢ ( Wi
1ort time, and then Patty heads off to Angel Falls. Follow neronyoura ]
e ! . 5 i 3 Jallowe e s] herb,
> YOU missed any important treasure in the dunpeon. YouTe allowe Hero uses a medicinal B
That's wny 1L S £00d

2 back inside. but your hero starts from the beginning

§ i L A A
, g Y, ;
-y LR R ..{m' a2 -(ms



> Retum to Ar;gel Falls and walk t0 tfre inn
& = ¢

w49 Watch the scene between Patty and Erint

i - walk over to Erinn's
ight falls as the conversation ends; wa
- Iruic;ﬂse and talk to the ghost in front of the door

i ; this
89> Meet Edwinn and Stella as another conversation unfolds; th
. unlocks the Battle Records submenu

»@9> Talk to the ghost of Edwinn again and follow his directions o
“dig up an Inny (a gold trophy) :
"F Take the lﬁhy to Erinn, on the second floor o( tzer hnmg
Eihe o S o

figem ’;s'yau leave the building

ountain pass. -
There are several essential Night has fallen, and the ghost
conversations back in town, of Erinn's father is waiting near
and you must listen to all of his old home (where Erinn still
them before you can leave, lives). Talk to the spirit and
Save your game if you like, then  find out what's keeping him on
this mortal plane. He doesn’t
tell you specifically, perhaps
because even he doesn't know:
However, he remem bers where

he buried something that wag

look at the objective list above
for a quick idea of what you

still need to do.

Find Erinn and Patty at the
town inn. The two of them are
s ) y Y once very i

having an in-depth discussion e

about Erinn's father, You learn  Follow the vision as it pans to
the west, near the waterfal].

There is a hl} above the

agreat deal about him, by it's
abit much for Erinp to take, i

inn,
Run over there, climb the hill

and search the

She leaves ang returns home.

JY' Mo e an
llow her there, talking to the
i bushes, Youp
HHagers it you want to learp hero digs up
g5 up

more,

f agolden statyetge.
This is called an Inny, and

Its an award fop being an

Inneredible lnniurtairwr

v—
oo, B

ile talking to Edwinn, the
gzl:,tyaou a?so meet the flitting
creature of light that you saw i
the mountain pass. t's a fae%e
named Stella. She was already
curious about your hero, byt now
she can't stay away. Normal W
people aren't supposed to be able
to see ghosts, but your hero can
clearly see Edwinn.

Stella says that she’s invo!ve‘d.
with the Starflight Express. This
becomes important rather soon.
Stella also unlocks a new feature.
You can now see your Battle
Records by selecting them from
the main menu.

Leave A

This feature lets you see the
Accolades you've earned, the
items and equipment you've
collected, and the monsters
you've defeated. It's very nice.
Look up the monsters to find out
more about their statistics and
their item drops.

v %’)

Take the Inny back to Erinn
and show it to her, After
another revealing

conversation,

she'll agree /’
A

fotravel to fg=2

Stornway

with Patty,



There’s nothing to do about it right now. Clear out ard t

Llnih ug mountain pass east, This put i i v“k“he |
fOrAnOt er PaSS p . This p y' new section of wilder-

ness, not too far away from the city of Stornway. You can now R ﬁ :
travel there to see some friends and figure out what lies ahead.

to board the Starflight Express wnth Stella city and watch the next scene. It late, and you should probably
ryto

atii, _- poke your head into the nearby inn afterward to say hi to Patty
&> Use the eastern exit of the pass now that it's cleared %

'y #
OBJECTIVE LIST 8 : 1 : Thischapterisprettymuchat its end. Take your hero into the ! §

and Erinn. There is a great deal to accomplish in Stornway, but

)
#9>-Continue through the wilderness until you reach Stornway : ?VOU Ilrﬁnd ot aﬁ;out that in the next chapter! 4

Enter the city and meet Patty and Erinn at the inn

There isn't much to do in the mountain pass. Take Stella to the
broken down engine that you saw earlier. She Il be able to get your

t hero inside, but

| ]
the two can't seem —
‘ : 3
to get the thing E
1 : =2
| started again. §',
That'sa
b big problem.
|
5
|
¢
y
o
@

w’i"‘-?""

s w .w‘aﬂ“\ﬂ

|
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Pair of Imen gluves (dnwn in the :
Tpiee lown) well Iower Ieﬂﬁ,

* Mini medal (upper nghl side, mght only, near a
ghusﬂy dog)

" e ;
COST (GOLD |- COST (GOLD COST (GOLD
PIECES) : PIECES) | PIECES)

STORNWAY ARMOUR SHOP.

COST (GOLD ; COST (6OLD
. PIECES) PIECES)

Divine dagger

Thorm whip :
Carrying pole

Iron claws




PR T N .

6, BIG CITY ;
T you probably won't want to advance

hat the place has

. e ual innkeepers. Sk
Stornway is bustling, and to offer. The inn 18 ot vigw the guestbool

ve verything t ’ just et
before you've seen every i o, don't leave ] ' adventurers to.
; venturers 50, : you tag other adventurers to e
2 natural gathering place for many & recyuit, and goods Canvass fof guﬁ?ﬁﬁ:: if you've completed a treasure.
: ad, party members €0 come and stay LS T - map with other adventurers,

yet. There are it have the ability 10 8

to be uncovered.

) our game before entering this
: Erinn forces you 10 SBVE VLR (000 ole to play with.
: ecruit new party i< arid see if you can find peopietepd
o kel oive you the option (O T this and ¢ r and looks for active playerstoin
First, talk to Patty. Shell give} ass of three new connection takes over an

s. This lets you choose the initial cl W comocton ok
se them and decide what they look like,
o Viewing the guestbo

. b
i isnt :
You should note that if Patty inn's suites. If there is any!
ave and re-enter the (in the top-left side of the inn

member: ] T e
ok lets you know whao is currently staying
s anyone special, consider checking out:
). They're certainly quite

people. You
just as you did with your hero.
t ready for your hero, you may have to le

1‘ ‘1 YO a S I [‘Y e € W fOJ a bit. i bl
i i e town } 3«
inn. You can ta ke this Opp(] tunity to Xplﬂr ’ )

| Do you see what looks likea fellow Celestrian? Sure
| is an unusual fellow flapping near the bar. This
| Pavo. Through her you can learn nwream
' mechanism for joining other players’ games |

join yours).

After that's done, Patty teaches your hero how to Egg On other Go ahead and leave the inn after you've i
| the notice board in the center of town

party members. This is an ability that raises your allies’ tension. If
your hero has a turn that might be wasted (e.g., while an enemy proble
is likely to guard) it's worth using this to upgrade a heavy damage

dealer’s next attack.

Erinn is right beside Patty. She'll tell you about the inn and let you |
rest there in the future. It only costs three gold pieces per party
member to stop there, so money shouldn't be an issue. You can
easily score that much gold from a single fight outside the city:

Notice that you are allowed to

Stay (sleeping until the next 4 s The Rapport

ﬁ‘]f)l‘i!lil]ﬂ.) or R(‘St 1['1(]pping 5 Wi £0

until evening falls). This is i i :thgr local players,
) ; aving a party of

useful for exploring the area at ! that you control (yol

and three recr

night without having to wait

around for darkness to fal].

;emove. That me;
’ our people can nliwihsﬂﬁfﬂ
ases, Alchemicgl e |

itseeing in Stornway. Neither ofithe

Y

ou can find two books in the inin’s booke

Essentials and Sig}

7 foie tetribly There are a fow rules for this,
Important, but it's never a bad thing to read what youcan Y“ :c;" o
} ocked to prevent uests from
for side quests;thgséel'& a

every) player in the game. :

Not all loot js available tg p
le ta players
only the host can npengggf‘




‘ Before charging off, visit the church and save your game. A woman
named Ricki is waiting inside the building, She'll give you a quest
that doesn't take more than a moment. This is an example of a
side quest; they're found throughout the game. Anyone with 3
blue, happy icon over their heads has one of these foryour paty.
Normally we won't walk you through them in this section of the
guide: There is a chapter later on that deals with these thoroughly.

All of these quests are identified by a number (between oo1 and
137). Look the quests up in the appropriate chapter to find out
more about the requirement and rewards of the quest.

SOME OPTIONAL LEVEL BUILDING

Ifyoud like to grab a few levels and more money before moving
on, exit town with your new party. Search outside for a few
coagulants, and then look to the southeast for a fisticup.

Fight monsters on the way while you explore, and be certain to
search the western portion of the map for the entrance to the
Hexagon. There is a staircase high on a hill that gets you into the
Stornway side of this dungeon. There isn't much to do there, but
you can steal a few items. The only important discovery is a suit of
scale armour. : ;
The armour is
worth a fair sum,
and you might
need it for one
of yoir new
characters, They
can use all the
Protection they
can get!

< | v
Lk, I
Hero apquires o fisticup)

Decide how much leveling you'd like to do and have at it. Stay at
the inn if you need to recuperate, and then move on when you'e
good to go.

#

|

he'll let you in to see the King,

The Wight Kn

BACK TO
BUSINESS

up to the

| When it's daytime

k| in Stornway, head

castle at

the top of the map.
The guards won't

let you in until
youve read the notice board. Talk to the guard on the right, and

)

&

-
=
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Challenge Quest 022 Challeng®

Challenge Quest 009

Challenge Quest 020

gt P Agree to help the ¢
; 4 LA the castle to hear Stell

Leave the city and

Challenge Quest 013

Challenge Quest 021

Learn party trick

Challenge Quest 133

Challenge Quest 043

Challenge Q
e X

@ Barrel
A Pot

B Cabinet
a Recipe book




Challenge Quest 129

HONDUHINIVM

Challenge Quest
007 g 128

YOU'RE OFF TO SEE A KING Now that those tasks are out of the way, climb to the second floor

Most of the items around the and have an audience with King Schott. He's having a tough time d

castle are worth very little. At keeping his daughter in check; she wants to solve the Wight |
most, you might want to search Knight problem herself. Your party’s help is much appreciated. \i
for the herbs that are needed The King says that you need to head north. The Loch is |
foran upcoming quest. supposedly where the Wight Knight is waiting for the Princess. c
Rumors say that he's undead and may be a warrior from another :
Its more fun to finish the quests that are started here in the castle. | civilization, but nobody seems to know where he comes from. A
The first of these is initiated in the northwest tower of the castle. &
Go to the upper left side of the castle and climb the stairs there. f
Talk to the guard that is tending the wounded to begin this quest. ﬁi;
Next, climb back to the ground floor and use the exit on the right, ;:‘
near the kitchen, This takes your party outside. Climb down the ;:
well to start another quest! L &
For angther quest, search the library - rst alk to the Leavs hasastle Siella males » blm.appmfnmyt}l.d,"vd Hiuiw‘m\ y |
4 o gl e libxgey Orl T fist Bt 1a to be on board with your plan to stop the Wight Knight That’s 5
old man in‘that room. %

good to hear

-

L
and then leave town. it

5

o A
P

While you're in'the library, search the bookeases to read The Reign

' Save your game, buy anything you need,
of King Nonus,

the Wighgtime for some hunting.



There are plenty of new
monsters to fight up mZEm.
You can reach this areaby
traveling north from Stornway, .
Spend'some time getting M

to the nety mansters,

if you still need any leve
money,

m:

o & i




The Wight Knight

There are several free chimaera wings in the center of the map
Grab these and use one if you need to go back for healing at any There's No Shame in Guarding the R
. ‘ e
point. It doesn't take long to travel between here and Stornway, so Set your Party Tactics and -
place weaker members in
the rear if you're worried
about damage. This is an
especially wise choice for
poorly armored vocations,
such as M :

it's no big deal if you want to rest.

Be sure to team up on the ragged reapers; they are one of the
higher damage enemies in thearea, and they do a nasty number

on any poorly equipped characters.

After you've gathered what you need from this area and its battles
’ brunt of the damage.

walk up and to the right. This leads your party to the shores of the
Loch. Heal everyone in your group before going into the actual

area, just in case anything major happens.

The beued Waters of Loch Storn

HINOUHLNTYM

As soon as your group reaches
Loch Storn, a scene begins.
OBJECTIVE LIST : : Sl This is why it's essential to
O ot it S aher. A g . | heal ahead of time, because
your party enters the area : you won't have a chance to do
y anything before a fight starts.

% Defeat the Wight Knight and return to Stornway !

Loch, the Wight Knight comes calling.

Once youdo wait at the
follow, and he won't drop just because

He's an irpressive looking

your party flexes their muscles dr

amatically, He's the first real boss |
o break out a bit of strategy. &

of the game, s0 it’s time t




WIGHT KNIGHT

The Wight Knight has three possibie

during each combat round. His most ¢ ommon

ingle target. ght goe ‘
x aas\:s:rvior. it's probably not a big Mg::%
:l;acks any of your weaker characters, them

soon as you can.

Every few rounds, you'll face an alea—oi—e::ft”uﬁ;
This move usually hits every member oo:r am‘“‘e‘n} ‘
damage is relatively light. A.s long as your party

L hit points up, this won't be an issue.

i ‘Il restore around
inally, the Wight Knight has a sgli healﬁ. He s un .
411:3‘2?: :oints each time he does this, but it cos;sgztr‘m::u v
round. Your party probably does more than 40 poi . a‘ﬂ :
if you're properly geared up, so !lealmg! rounds ar: et i
Even if that isn't the case, the Wight Knight doesn

& HITS!
| DAMRGE >« 1.2

The Wieht Knight s Multithruct,

Mages are extremely useful in this
can Sap the enemy (it's worth doin
to expose the Wight Knight to the
damage). They should alsq have
this time. Use this early on

battle. They
g this twice
ost possihle
Acceleratle by
in the fight to give

Break this
after the fi
fair chunk

guy down and stea|
ghtis over. This hos
of experience!

his irgn Gauntlets
S is alsg Worth 3




The Wight Knight

Your party talks to the Wight Knight after defeating him. You learn seve

ral things about him, including hi i
-[ Stornway Castle. Return to Stornway afterward, and tell King Schott ab : o iy

out these recent events.

to Stornway Castle
- Make a quick pitstop in

OBJECTIVE LIST # udl iy Stornway. Rest, save, and
L W talk t i
Go to the throne room in Stornway Castle and talk to the King allcto the Kingahout R
and Princess again 2% progress. He doesn't seem

»s entirely swayed b
Follow the Princess out of the throne room, and then go to her y yreyed foy the oo

chambers - § events. The Princess, however,

is determined to find out more

Leave the city and go north to Zere fo search for the Princess’ ) ;
former maid j A4 B about the Wight Knight.

Exit the throne room after your audience and continue speaking
with the Princess. Afterward, follow her to her chambers and
decide on a course of action. She wants you fo go back to Zere and
look for a small town. A former employee of the royal family lives

HINDUHLN UM

up there, and she may know more about the Wight Knight and his

homeland.

| ITEMS OF IMPORTANCE .
Apa 'i'h'o;er shorts (right side of
the inn) 2

Leather hat (inside the church, on the
left side) 3 :

»&0> Leather shoes (inéide the chureh, in ;he 3
library) i

OBJECTIVE LIST

Find Zere and search the town, then
find Alanna (the servant) toward _lhe
top right of the map, inside her friend
Petra’s house

49> Ask to hear Alanna’s song, which tells
you that Brigadoom is north of Zere.
then head towards Brigadoom

{»- Watch the scene as you approach the

uiliaqe entrance )

age and push north




Learn Cheer
party trick




A QUAINT SLICE OF RURAL LIVING

Journey north again, but don't return to Loch
Storn. Instead, turn left when you approach the
waterway and continue in that direction until you
approach a town; it's marked on the map rather

clearly.

Enter Zere and look around. There isn't too much to see: they
have a church, an inn, a beautiful tree, and a wandering item
merchant, It shouldn't take your party long to settle in and grab
anything that isn't nailed down.

You might notice that there is a locked door at the back of the
inn. Don't worry about that for now; you're certain to find a way to
bypass that lock sometime in the future!

Go inside the
great tree that
dominates the
center of the
village. A poor
woman inside is
down on her luck.
She doesn’t want
any charity from
your hero, but she could use some cheering up. Do this for herto

learn Cheer, a new party trick.

The town church is on the left side of the map. There isa kb
inside the church. Look inside the room on the right and read the
books on the shelves, One is titled Picture Books for Little Angels:
The Magic Tree of Zere.

ZERE ITEM SHOP

COST (GoLD

COINS) COST (GOLD

ITEM

Alanna is the woman you're looking for. She has several relatives

in the village, and they'll point your party in the right direction
Alanna is visiting her friend Petra, and both of themareina
house at the top right of the map. You can find several items
in Petra’s home. You can unearth a measly 4 gold coinsand a

chimaera wing by rummaging through her pots and cupboards,

but a bookease has Stone Buff's Monthly. It's a must read. Well, it

is if you're especially into rocks.

Talk to the two women to hear a song that mentions Brigadoom.
The song tells you to head north if you're seeking the fabled city

It's not much of a lead, but it'll have to do.

/ jay JOUTE o meet a certain
Leave Zere. On the way out, you're bound to meeta cert

acquaintance. Pass on the news about Brigadoom and continue

your journey.

g
=
8
=

a

e T gl i e
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Doomingale Forest gives you
another tier of enemies to "
fight. Because you haven't been MONSTERS IN THIS AREA
[ZL] BODKINALETCHER |

HP: 36 XP: 62

GOWD: 46  CEDD|
[CFF2 BROWNIE

able to find a new town with
better equipment, this is one of
the first groups of foes that can
really push back against your

Some xam zaiders drawneay)

party. It isn't too dangerous as long as your supplies of herbs (or
your MP) don't run out. Just keep an eye on things.

Ram raiders are especially high damage dealers. Brownies are

weak in the first turn, but act as wildeards. Don't let them
charge up oryou might lose a secondary character without much
warning,

The city of Brigadoom is at the top of the map,

in the center, Ente
atyour own peril!

—ﬂMM__»



The Wight Knight

J A Medal for Good :
DOH T STEP IN THE GOO If you're willing to gothrZ:qhoo s

The marshes inthis = ot — : a m'k_i detour, climb down
area (noted by a the hill on the left side of the
oA map and wind your way up to

purple liquid) are
oisonous. Your
gharacters take y g tog I (-?dge of the area.
damage while i’ ! y i sid! i medal
moving through ‘ %
them. There isn't
areason to push
through these, since
almost all of them
are avoidable at this time. Walk around the marshes and
make your way to Brigadoom.




A SHADOW OF BRIGHTER TIMES

tinh
monste rs inside th
[Ight cort dors. M&k

sure that your party
£ B good supply
of medicinal herbs,

ins ou
he ruins, and y
fair number of

There :
all of them m the

won't be: hle to dodge

or that you have

at least one really
solid healer before
taking on the place
formally.

along time to conquer this dungeon s

One reason that it takes
here are a

the volume of good treasure hidden within its walls. T

worth getting, and two more mint medals

few pieces of equipment :
hif you want to come away with

are hiding in the mix. Be thoroug

all of these treats.

The direct way to the end of the ruins s blocked. There is ared
door on the left side of the map, and until you get past the door,
that route is impassable. Instead, you have to takea roundabout

route to get up to the second floor.

Before you do that, explore the tower on the right side of the
map. Climb the stairs in that tower. Up top, you find a chest with
a trailblazing bandana. That's a rather nice item indeed. If you
have a dedicated healer, such as a Priest, put the new bandana on
him or her. Not only is this likely to improve Defense, but it also
raises the quality of his or her healing spells.

Next, walk to the top of the map and around to the left. This leads

you toward stairs that lead down to the basement. The basement
is rather large and even a bit conyoluted. Watch the maj

. : care
to note your starting position, “Feio

y L ;
our destination is a set of stairs leading up that are belgy y
current position (and to the left) e

. This involves going up, right

down, 's easi
and then left. It's easier to understand when you're actually

staring at the map,

A START (12 TO PROCEE
PEFUMMENUED LEVEL 1070 STAR 2

MPORTANCE

a (on top of the tower on the righ

ITEMS OF |

w9 Trailblazing pandan
Brigadoom)

w9 Mini medal (right side of Brigadoom B1)

@ Pair of clogs (right side of Brigadoom B1)

49> Belle cap (southern side of Brigadoom B1)

&9 Gold bracer (northern end of Brigadoom L1-B)

OBJECTIVE LIST
@9 Veet the Wight Knight at the front gate and slip into th
w9 Take the route to the basement, all the way arount

lower stairs, and up through the western tower, cc
freasure as you go

68> Unlock the red door when you come back up to the main fl

to allow for quick access in the future

w9 Use the door up top to access Brigadoom L2

##9> Make your way down to the throne room and confront a

deadly enemy

w9 Destroy the boss and then talk to everyone in the room unt

they all leave
<> Return o Stornway

MONSTERS IN THIS AREA

[GEL BLINKSTER
HP: 33
GOLD: 406

XP: 64

I[FI BODKIN FLETCHER
HP: 36 XP: 62

GOLD: 46  (EED
CUMAULUS

ELT] MORAG




But, as stated earlier, don't rush. This is where the bulk of the
treasure is stored. A hallway on the far right side leads down into a
treasure room. That place is loaded with goodies. Steal the pair of

clogs and the mini medal before returning to the main junction,

WATCH YOUR BACK

Some of the enemies
aren't worth
worrying much
about. Most are! Kill
healslimes first out
of any group; they
don't have much
health and they are
a major thorn in your
side if they're able
to heal their allies.

Same hiealelimes Hx

clmace drays near]

Leery louts are pests. They're sometimes a bit harder to
kill, so it's easier to knock off anyone with them before
focusing your attacks on the louts.

Blinksters, drackmages, and cumaulus are good at
targeting your rear line. Keep an eye on your casters” hit
points to ensure that nobody gets knocked out in a casual
encounter. You don’t have an easy way of resurrecting
party members yet, so a blunder can be extremely
frustrating.

Finally, save 15-20 MPs for any of your Mages/Priests for
the final fight. This dungeon’s boss is tough enough to
warrant some good spell use, and you don’t want to get to
her with exhausted characters.

There isa modest library in the basement, which your party passes
on the way to the second staircase. If you'd like, search the bookcases
fora diary (written by Princess Mona) and a book called The Basics
of Brigadoomian Nuptials.

Climb up the stairs once you reach them and enter the western

tower. There are two minor items in that small area, but neither
are worthy of note. Keep climbing and unlock the red door when

You get back to the main level.

If you need to leave and rest,
this is a perfect time to do so,
When you return, the door will
still be open. This prevents your
party from having to redo the
entire dungeon!

Once you're firmly back on the main floor, shoot directly for the
door up top. Go through it and take the obvious route to the
second floor. A new staircase leads down. Descend those stairs to
search for a gold bracer. Afterward, come back up and search the
lower side of the floor for the throne room. Heal before you talk to

the woman within. She’s not there to entertain you!



i i avy hitter, and she takes quite some
M(:::i 'tsoab::;:z:ewr:y The best way to proceed is to
play this fight by the book. Make sure that your
R characters cast all releyant buff/debuff m v
during the early rounds. Sfap Morag m.c‘. and
then Acceleratle, twice if you gu,{p“‘ itean
help your party to have their entire round

before Morag acts.

Try to have your lighter characters
L act earlier in the rounds. This is
L accomplished by equipping them with
L lighter glove items. Keep their defthess
high and actually try to avoid a high
deftness for heavy hitters. Why do this
you ask? It ensures that the combo
bonus affects your higher-damage
dealers. After buffing/debuffing is finished, put
your entire party on full attack. This racks up
the combo bonuses and leads to extremely high
numbers against a fully sapped boss.

s
r.
oy

sure to Heal wounded characters if there is any doubt in
your mind about their
_ survivability, o S
and factor - m]az;n;él"‘ ! =
in Morag's L
tendency to focus
on individual
characters,
She’ll get
hooked on one
e target and try to
ound t i
couple rounds. It's wonhpsacrifu:i(:}l':)1 ::;Z‘;’:":Lerﬂdc:":m .
to top off such a character's Hp every round if necessa?;]e

f damage to Morae

Morag (Putt-putf, pubf-putt..)




ITEMS OF IMPORTANCE ' Ll ' 3 - the treasury (it's on the right once you get outside). There are a

The Wight Knight

Mo i {
. t;ag drops high heels when she’s defeated. Parade any appropriate characters around
In them and talk to the surviving characters in the throne room. When all is said and

done, return to Stornway. Congratulations, victor,

ater; Better Stornway
e - up the stairs behind the throne and search the top tier for

few good items inside, including two random items, a phial of

1,000 gold coins (throne roomi. ! !
A I aggressence, 1,000 gold coins, and a gold rosary.

Phial of aggressence (throne room)

Well thanked and appropriately rewarded, your hero should

Gold rosary (throne room) leave town. Talk to Stella on the way out of the castle, and then

OBJECTIVE LIST i go back to the mountain pass. See if the Starflight Express runs

now. After your group and Stella check that out, go back to
Talk to King Schott
Stornway and push

Loot the treasury above the throne room et northeast from

Talk to Stella on the way out of the castle fhere eflawtns
TRy e road until you
Visit the Starflight Express in the mountain pas reach a bridge that

Journey to the northeast and seek new fa alisia
AL area. Onward and

upward, folks!

~ TIDVING up

Talk to King Schott and his family again. Everyone is beside
themselves; the Wight Knight is no longer a threat, and things are
i looking up for Stornway. The King has opened the border to the

northeast, and he
invites your hero

to plunder the
treasury as well. He
has everything that
he needs already.




THE QUARANT




WHO WANTS SOME?

ing i e ; Many of the monsters in this new region have their own
Coffinwell PRy A 70 niche. Learn what you're dealing with quickly to find out
which creatures pose the greatest threat to your party.
; Clockwork cuckoos are poor choices early in a fight;
o k] they have high Defense and are thus a bit slow to kill.
MONSTERS IN EASTERN COFFINWELL i Chariot chappies inflict very high damage, so they're nice
au to eliminate early on. Leafy larrikins call for backup, so
030 | BLINKSTER | EB LOSTSOUL

] area-of-effect attacks clean them up nicely (Bang is great
% HP. 62 XP: 96 I against them). Sluggers are very fast but are mostly justa
|Gow:ac  GIEED)

nuisance target.
[=3 CHARIOTCHAPPIE MORPHEANMUSHROOM |
HP: 55 XP: 90 HP: 50
GOLD: 606G GOLD: 45G
CLOCKWORK CUCKOO EE] SKELETON

HP:27  XP:72 | sspp | HP: 42 P: 81 ' _ ‘ : ] e
GOLD: 416 % : | There isa patch of slipweed in the middle of this map. It isn'

even terribly out of your way if you take the western route around

89> March north and enter the city proper .

to Coffinwell (around the large hill). You can even somew hat see

the slipweed on your map. It looks likea dull circle.

The guards at the
edge of Western
Stornway won't give
you any trouble
now. The bridge

is easily crossed,
and you can decide
whether to talk to

Eventually make your way up to Caffnwell, in the north. It’s VERY
easy to find, so you're unlikely to have problems spotting it on the

map. Enter the city and get o know the place.

the othertravelers
the othertravelers
: Sl e L er
in the aée InEide =il %Um.dhouse you come across a wldu

Who wanits a wing of bat



i the Plagu€,
. g&r;?ogoghe Hospital

Shop
Weaponh il &/ alLCl
, Sh] y

ITEMS

- —— 7 T 5
&“N fedais # COFFINWELL COFF A
e;ITEMS OF IMPORTANCE ; % ARMOUR SHOP WEAPON
4 e ; : : ] TEMS
.-ﬁnrant.n‘n‘i: k:;%weifymmr Laria asaquest evenﬂ - ITEMS Copﬁgégg)m ITEMS
L A Tl D 7 g
0 Splked armour (in the basement hetween the mayors house
 ¢; d the inn: teqmresamaglcalkey) ?

'OBJECTIVE LIST

"P Talk;o Mayor I.ana, in l\ls hume at lhe tap nf the map
ﬁ“j s : 57

45 Walkto the Imlldmg inthe upper left part of town and talk to Dr.

a%}flemmgs wife, Catarrhina b

0 down the slaus nntsde the dnclnrs house and talk to
ngaln (she’s uulslde hls Iah)

- Agm 10 help ﬂne lnwn nnd accept the Quarantomb key from
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Challenge Quest 045

(Eastem Coffinwell ) ; \1 ™
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BREATHING EASY

<5, this town has its

5. That's just what you were Ioakf'ng. {o:,
right? The church is on the feft side o

game, Browse the book- i
then leave the building -

issue

a place that needs a hero,
o there early on to save your

i1 Abouit the Almighty, £
d and rested, goto the building at the top

; insideand talk to
of the map. This is the Mayor's house. Look inside and .
f ap. s 1
the town's leader for a moment. He's trying tofind 2 cu

estroying Coffinwell. He thinks that his son«m-la?,.
: all out. He asks you to talk to

the m.'lpf

chielves to read A

When you've shoppe

illness that isd

has the best chance of figuring it

the doctor.

RECOMMENDED LEVEL: 13 TO STAR

OBJECTIVE LIST
9> Go directly west, along the road to reach W

(o to the doctor’s house, The building is to the left when you £ @ Travel north in the new map and seek the

leave the Mayor's estate. Walk inside and meet Catarrhina, the Quarantomh
the doctor’s wife. Shes a friendly sort. She tells you that she'll
introduce you to her husband. He's in his lab, just down the stairs
when you leave the house.

RECOMMENDED LEVEL: 13 TO START (13 TO PROE

MONSTERS IN THIS AREA

‘ » | [GZI0) BADGER MAGER
Inside the doctor’s lab, look fora book called Cheeky Battle Tips. | HP:56  XP: 105

Reading this teaches your hero the party trick called Provoke! The GOLD: 606

book next to this is called Of Curses and Contagions, and it'sa

Step outside and meet Catarrhina again down at the lab entrance.

She'll give the door a special knock and head inside. Follow her.

ITILC |l more serious I'l‘ad.

falk to Dr. Phlegming, He explains what he knows about the
curse, stating that he might be able to fix it if you clear the nearby
tomb of monsters and any other threats, That sounds like perfect

hero's work!




GO WEST!
It only takes a moment to reach Western Coffinwell.
Once you're there, takea look around and see the mix of
new a;ad old monsters. The place that you're seeking is
slmost directly north now, and it'’s up to you whether to
build levels before going after it. Inall likelihood, your
party will be fine even if you rush directly up there.

There aren't any monsters outside the tomb's
entrance. Walk through the front door and approach
the doctor, Somehow he made it here before you,

even though the guy is afraid of monsters. Maybe he
managed to sprint away from all of them on the road.
Inany event, he's already busy trying to figureout
‘how the place works. Your party’s task is to proceed
into the main floor and figure out how to open the
central chamber.

Go through the
door at the top

of the reom and
enter the first floor.
There are plenty of
monsters in here!

Many of them are fairly tough, so have your party
members work together to bring down a target o tw0
cach round (instead of expecting to knock everything
out instantly)

‘g
-
=
o
=




| RECOMMENDED LEVEL; 13 TO START (13 T0 VPR?CEE[‘H‘ : W}I() rr(-) w/\'r(‘l I 1 ¢ j! 1
V I X §' ‘ : . 3 i )i
’Mff.dﬂir;‘ TR QEEW‘ \%
ITEMSOF,MPORTAN . k‘ ‘ The new cast of
i e ol P A smies is worth
w8 Seed of skill (near fop feft s:le of "!ﬂp;'f" A ;23?::“; o
. nedl 1 .‘ " : " th l’:nwa(rims are
w89 Mini medal (right side of the map, roughly halfway up. 11} 5 : ; v'm wa Unh“,,,,'
- » » pecause they re
L0 ik 4 ;:?r':v large; watch out
for these guys. They
have a hreath attack

OBJECTIVE LIST ’:_ ; that hits your entire
" o {for around nine

3 > 5 art
w49 Go into the tomb and talk to Dr. Phlegming gz:lrnvage per person).
L prons T ’

’ - That's a good attack for
w89 Walk north into the main portion of the first floor ! 3apping your hea I;ng
AR e . reserves, 50 smash
w0 Examine the doors to the north, and then activate the statues these guys quickly.
ﬁ%’;’n the top left and top right corners of the map (in that order)

o e

d‘ VSprigruf slipw?ad {botto

RUaRNC= Mean spirits are qufte
‘ double common. They arent
Return to the fr}mt of the levelhapvd go th.mughAthe ou ‘ iy vl
;) e s put their direct damage

gl e i
o T

R { is worrisome. Occasionally, they debuff characters by
W89 Approach the bro reducing their Attack, That's not too bad. Their other specia)
~ scene, and then stop ‘ move is @ double attack that rips softer characters to shre
1 AL G o ‘ Watch out!

89 Return to Coffinwell i3 B
i TR ok e R | Magus and mummy hoys aren't too dangerous as a whole
‘ Leave these enemies for the second round of fighting if there

MOSTESN HIS AREA . : are better targets,

[ EARTHENWARRIOR || [ZTE) METAL SUME
HP: 4 XP: 4096 2
) |cow: 06 GEFEDISER A blue chest s near the beginning, located one hallway| :

one hallway up from the start.

|np: 62

A
oL 05 Red chests are more common, and they have better re
Watch for all three of these at the following locations:

left, halfway up the far right wall, and by the bottom right

If you're satisfied with your treasure hunting, head to:

s T and confront whatever is hiding there.

\‘m;r for dstoney mn £
‘ stone with an important inscription near the front
of the area, The writi ) -
writing implies that you can open th
el > atyou can open the double

ahead by using '
iead by using special statues

. Todo thig go to the'tg ’
yortion of the : - % p left
| j :' pe \:]1 map and activate the blue statue there This shines e -
one beam oht dow » ol $f

¢ m of light down to the double doors, Next, 20 to the tc ggRGEON GENERAL ,
right and activate the red stat ™ 5 Op HE:::#?:S:DA;’HD|DED BY NON-, NT !
~ ONS, AND YOUNG CHILDREN

two beams bounce ‘mi
Gams e off of mirrors O Phlegiviny
1$ for your party. Before goj | l. o ren d“uhle | -l hkgmmg ki) ﬁ,mard %5 enter‘hé
« Belore going back to the beginni telbegt 7 . |
é ey Eginning, patr ¢8in what he needs iciou ?
around and pick up any additional treasure i stop hi / sl .
g p him. It's your duty totake down this twﬂﬂﬂmi

Heal vour e
al your entire party before approaching the beast, and

have at it.




This is your first
boss fight with
an enemy that
can double

attack. For

; most of the hattle,
. this won't come in the form of direct

damage. Instead, the Ragin’ Contagion
tries to lower everyone’s Agility with its
Deceleratle spell. All characters can
be affected by this spell, but natural
esistances cause it to fail a modest
amount of the time. That's very good, because the Ragin’ Contagion turns
more often to double attacks once all characters are fully debuffed.

Contagion dyaws

It's always wise to Sap bosses, if you have access to that debuff. Beyond that, it's also

useful to use Accelerate from time to time to keep your group from entirely bottoming out on Agility.
Don't bother doing this every round (you'd miss out on either some damage or some good debuffing
of your own). Instead, throw an Accelerate every three or so rounds to extend the amount of time it
takes the boss to get your party to their hottom Agility limit.

The Ragin’ Contagion spews forth a cloud of

Sweet Breath

You won't need to Heal often in this battle; the Ragin’ Contagion isn’ta high dgmage bo‘ss. If_you bring
a party with three (or even four) damage dealers, you're going to have the easiest possible time.

Ironically, well-balanced parties may have the waorst time. For a group with only one or two damage
dealers tim extended duration of the fight puts a drain on their healer(s)' resources.

ecial abilities if you've started unlocking them. By now, it's rather
have at least one ability that grants them an advantage (such as the
MP for later; this is the end of the dungeon.

Don't forget to throw in melee sp
common for melee characters to ;
claw attack Propeller Blade). Don't save any




soil. Take this and wa
falls silent, and you're cleaﬂo -
Even the spirit below has forgotten &

too much more about this place.

Leave the Quarantomb and return to

to change their name [0 Coffinseldom

Better Times in Coffinwell

LOCATIONS OF THE RECOVERING

. ITEMS DF IMPORTANCE § e
ik e 5 o nil , TOWNSFOLK
L Feailler headband (a reward Irum the Mavor) Mg
TE AT Mv% 4?»-7* e : The old man in the house on the
% left. He still has a cold, hut that's a

OBJECTWE LIST heck of a lot better than what he had

é#’ Gu to the docmr’s house and interact with Catarrhina before.

3

'GP Tall( to the Mayor and lhen rest until evening

e

» \ﬁm IIIB guvevard in the lower left portion of town and talk to
ﬂle ynunger ghosl 2 !

sy

The bunny dancer who is staying at
the inn.

i Go to Doclo Phlegmlng s Iab and knuck on the door to gain

'0’ :greeb to escu’:d the doclor around :nwn to meet people who
ave been cul
T!Ieiather from the house on the right
side of town.

Go upstairs after falking to th
and see how his daughter is

Most of Coffinwell is overjoyed at the

ur ( events that k
ursuccess, peoplestart healine o b
g




A Town Rid, s 3
wit Riddled with Disease

Goto Dr. ing' i
2 rd Phlegnf'nngs house and try to tell Catarrhina the good news. The doctor returns before you have said even a word. An
e ; .
) sce?e ollows. Afterward, take your party to the Mayor and talk to him. He mentions a reward, but you won't get it quite yet
The guy is a little distracted. ’ P

Rest at the i i i isi
: e inn until evening falls, and then visit the graveyard. There are now two ghosts there. Talk to the newer one and see if there is
anything your party can do to help her.

Goto the s . ; :
doctor’s lab and use the special knock to get his attention. When he comes out, agree to escort him around town to seeall of

the people who have been cured. There are four townsfolk that you need to talk to.

Bring the doctor back to his laband give him some time to think. Let your party sleep

orning, then have a brief talk with Stella when everyone gets up. Don't leave

t! See the Mayor and let him give youa reward for your party’s fine efforts.
2 feather headband, which is a good all-around piece of equipment. Put

» favorite characters and then leave Coffinwell.

until m
town quite ye
He hands you
that on one of you
Ila can get it off the ground this time A

Return to the Starflight Express and see if Ste

strange spirit meets your hero on the way, but she-has little to say. It’s only after that
s to the skies and returns to the (Observatory.

interaction that your party take




TYWILL CAVE




OBJECTIVE LIST &

Talk to Apus Major and the others at the Ohser\;éto;y whe
you land T D e

Climb to the top of the Observatory and interact with Yggdrasil

i
Watch as your hero has a vision

Your hero learns Zoom (a rapid transportation spell)
- Talk to Apus Major agrain on the wéy down from the tree

Board the Starflight Express, talk to Stella, and s.hip out.

= CATCHING UP WITH OLD FRIENDS

Though there are only a few things to do in this scenatio, your
hero has a very important role. None of the other Celestrians that
= have gone down to the Protectorate since the catastrophe has

returned. That means that the Celestrians here are dying for any
word from the surface.

Once told of the events, Apus Major requests that your hero climb
the Observatory and pray to Yggdrasil. Do this. Though your
hero's wings and halo are not restored, the Great World Tree does
have gifts for you,

L When you leave the trees area, tell all of these things to Apus

Your hero is granted a vision and taught Zoom, a pawerful spell
that lets you take your party across vast distances with little effort.
The vision shows what must be done to protect the world from
something very grim. The fyggs are at the core of this, and your
hero needs to retrieve them from the Protectorate.

Major. He endorses your hero’s efforts and suggests that you take
the Starflight Express back to the surface,

Step into the engine carand

talk to Stella again. It sounds
like she has some concerns of
her own. Maybe you can help
her out with those once you're
back down there.

The story now becomes yours
to control. As you praceed, your
hero starts to have choices

| aboutwhich scenario to do
next. For example, you can
presently choose to work on
Saving Abbott Jack or Waters
of the Lleviathan.

Starthght Exp

This walkthrough proceeds with
“ a course that is thorough and
very direct. It is, however, possible to do things in a very interesting and

“out of order” way.

which step

completing Waters of the Lleviathan un!oc'ks The Lusg
Bloome's Secret. Beating Marion Bloome's
Queen and School Ghost Story.

For example, i
Stonemason and Marion
Secretthen unlocks Desert

d the sections that you want to use the
ned about making your own order, Just
t's listed here. There aren’tany
doing things in this order.

If you want, flip ahead and fin
most. Butif you aren’t concerned :
relax and finish each scenario as |
penalties, problems, or disadvantages to

o |




0BJECTIVE LIST

Enter Alitrades Abbey once you've
wilderness

Walk up to the crowd of peop
the main room of the abbey

Follow the minister to the
fwice to learn more about f

Go down to the hasement and talk ¢
kitchen

Talk to the man who came to become
{just above the kitchen

Go back upstairs, talk to
minister again
Challenge Quest :
109& 110 & 111 g Agree to go after the Abbott, who
- Tower of Trades

The minister teaches your h
as a party trick and use it w
Trades

@ Barel

A Pot

I Cabinet
9 Recipe book




MONSTERS IN THIS AREA" , A LTRADES BB
(NEWID ISLE WILDERNESS) | WEELED

] COST (GOL
[i51] BADBOON _PIECES).
HP: 90 XP: 171 *ﬁ HP: 120  XP: 188 :
GOLD: 696 > | GOLD: 866
[iZ%2 BODKINBOWYER | [LEESUME
HP: 58 XP: 112 HP: 8
GOLD: 626 GOLD: 46
049 [ | SLIME KNIGHT

HP:5  XP: 108 HP.60  XP: 127
GOLD: 796 (PG:261] I GOLD: 746

'3 DRACKYMA X0 SLIME STACK

COST (GOLD
PIECES)

E HP:52  XP:145  [§ HP: 177 XP: 317
T/~ | GOLD: 74G GOLD: 1376 ( PG: 261
K] MAGUS [Ea WAU(ING CORPSE

&HP 58 I HP: 105  XP: 155 |
GOLD: 80G i GOLD: 66G

e

ARE YOU READY FOR CHANGE?

Alltrades Abbey is an awesome place when it's up and running.
This is where people come to change their vocations. For normal
folks, that means that a street sweeper can become a doctor, ora
town idiot can become a trough cleaner. It's great! And for heroes,
it's even better, Your party members will be able to learn skills

from multiple vocations. Imagine the possibilities!

(oot aniive abbey a bitiout of sorts. No
However, you can’t play around with any of those features yet because the Abbott ran off, leaving the entire abbey a

tigate.
one can change vocations until the Abbott s brought back. It's up toyou to investig;

d d Argu witina
fa | the muss is about. 1hree pOtt‘l [ldl voc ation cha ge g.are arguing w
l 1a | } E b il h

Walk down the main corridor of the abbey and see W Ik to the big guy when you catc! h

‘hen he ducks out of the conversation. T

LT W )
minister. Listen to their complaints, then follow the ministe if there are any interesting fruits in the i

\ talk to him again. Ask him
up with him. He'll explain about the vocation 155U Before leaving, talk g
area. Ah ha! More information. ;

HONOUHLNIYM



Your hero is taught Bow, a new party trick that shoulg
geon knowr a5 the Tower of Trades, Tha
to find the Abbott. Soun dkm

Take the stairs down to the “ o isadil
basement. There is an inn there, s expects fou
if you need to rest, and there are

many other people to talk to.

Shop with the traveling merchant

if you need any of his goods, then

talk to the barmaid (in the same ‘
map). She'll say that the Abbott had

1—at the bottom of the
fruit came from a guy

a bit of a fit after he ate a strange fruit. The

who is trying to becomea martial artist her

ound the stairs and look for the martial artist a tad

Go back arc .
fruit and find out a little more

to the north. Ask him about the ] ; 9563 ¥
i svo learns a new party trick,
information. Afterward, climb back to the main level NETUCEOANE Hero learns & TEW P

Stella chimes in, after which you should take your hero back to the | 170w he can bt

minister's area, Agree to help the minister find the Abbott.

The Tower of Trades

RECOMMENDED LEVEL: 13 TO START (16 TO PROCEED)
PO PR Ty,
ITEMS OF IMPORTANCE

w9, gt OO e P

49> 1,200 gold coins (top center of L4

2 S # R ¥
%> Lump of iron ore (bottom left of L4)
%> Pair of iron gauntlets (right side of L5)

6% Mini medal (bottom left side of L7)

"% Phial of magic water (top right side of L7)
OBJECTIVE LIST

party anuing 00r
e Use the Bow arty trick when standing in ront of he
d or to

%> Climb the tower while attempting to CONServ
e
much as possible 4 pting HP/MP as

"% Seel Abbott Jack at the top ul the mwer and prolect hlm

% Return to Alltrades Abhey




Saving Abbott Jack

H
=
[~
=
]
@ Barrel 2
A Pot =
B Cabinet
n Recipe book

w
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Saving Abbott Jack

MONSTERS IN THIS AREA A Good Harvest
BADBOON SUME The barrels and pots in

HP: 90 XP: 171 HP: 8 XP: 2 the Tower of Trad
3 85 are
GOLD: 636 LG 255 plentiful. That makes this

an ideal dungeon to hit

[ DRACKYMA SLIME KNIGHT

multiple times whil
HP: 52 XP: 145 HP: 60 XP: 127 p s while level
- |cown: 746 D) GoL: 76 GRER

mical ingredients by
[ JINKSTER WALKING CORPSE repeam‘g“:thjg dunge
‘( HP: 60 XP: 127 HP: 105  XP: 155 ‘
gon:s0c GOED GOLD: 666 :

[51 MUSHROOM MAGE [P0 MASTER OF NUUN
HP: 67  XP: 144 HP: 7%  XP: 2904 ‘

cow:7os  GEERD o:7ms  GEEDNE “VHAT TO LOOK FOR ON THE WAY UP
RESTLESS ARMOUR - o | Bind the Bow party trick to your hero and use that to get in the

HP: 100 XP:324 | front door. After that, the dungeon is extremely linear. Look
GOLD: 1206

inside and search for treasure on each floor. When you're ready to
advance, take the stairs that lead up.

There are barrels containing

=
(=
- 4
=
2
=3
=

minor treasure in the lower

BOWING AND SCRAPING

left and lower right sides of

the first floor. Keep an even
The Tower of Trades was once used as a place for people to change P

vocations, just like Alltrades Abbey is now. The problem is that sl S

the second floor. There are
three blue chests outside on
the balcony (at the bottom of the map). Additionally, there are

more pots on the north end.

this tower is currently infested with powerful monsters. Nobody
really goes here anymore, but the Abbott is supposed to be
somewhere inside.

o Dk You find a mini medal on the lower right side of the third floor.
The fourth tier has another blue chest (on the right side). Then,
you find pots and barrels again in the top part of the fifth floor.

This place just keeps on giving,

with you when you head into
the tower. Medicinal herbs are
very useful unless your party has
exceptional healing, This tower

has seven levels, and it's wise to At the very top
doa bit of level building here. (on the seventh
The experience is much higher than it has been in previous areas floor), look for
{fights are worth double or even triple what you've experienced two red chests.
previously). The one on the
1 | |eft side has
Consider making a treasure run in the tower for your first attempt. another mini Hora acquizes a mini medg)
Go in, gef as much loot as you can, and then Evac and Zoom back P
to'Alltrades Abbey to rest and save, This nsufes that your gf'oup
gets the most possible experience out of the place before taking
on its boss. ﬁ‘



WHO TO FIGHT AND WHO T0 AVOID

mages You've seen th

, weaker targets
J [he enemies on the first few floors repref@nt the \A‘:a‘l;y Seriius
f here in the rower of Trades Upgmrlt‘([ Hlfmt‘s aren :ghmom
| threat, nor are walking corpses, glime kmghrs,‘nr mt” v',thin o
# ese foes before, and theyre well Wi
|
\

group’s level range
i ly of ey can

ok out slime knights garly on, before th‘ y
hers). Walking corpses may have high

i up often, and they
health, but their I : p n
ave time to exploit it. As for the mushroom mages,
first. A mix of low health

Remember to knc
heal themselves (or ot
inrage ability doesn't come
don't usually h
they're probably the best targets to kill

d monsters to drop

and fair damage potential make therm goo

before killing anything else ina group-

After your group hits the third floor, jinksters begin toappear.
They're also low health enemies that you want to kill early on. The
big difference is that these guys are vicious if you let them live

for more than a moment. They can Drain Magic, and their Bang
causes a serious strain on your group's healing. Don't let them

have any fun!

After your party gets up to floor five, you meet the last random |
enemy of the dungeon. The big suits of armour that are walking
around are called restless armour. They have mastered the art of
single-target damage. You won't normally see them in groups, so

it’s easy to focus
fire on them.

Maximize your

group’s damage

totry nl)} kil:1 thesj AND IN THE END

creeps by the en ' ;
of the first round. | Astrange gateway lies at the top of the sey

. through itafter healing your party to
all of your casters have enough MP to :
If you're uncertajn, Evac and make another run. This
one of the first that's fairbyrisky, i ol




This de:;islv adversary is the second double attacker that you've met
aﬂe?:::: :::I:flge borders on pathetic, especially if he goes.
‘ ier characters. However, his area-of-effect
output is phenomenal. Groups with a single healer need to pour
on the damage as quickly as possible to
outpace their descending sum of HPs.

The Master of Nu'un likes to buff
himself and increase his Defence.
Don't let him get away with it. This
is a damage race, and anything
that helps keep him alive is a BAD
THING. Use Sap as many times as it
takes to negate his buff and to eventually
take him down to his lowest damage
resistance. It's worth your time.

" [ The Master’s weakest attack is a Drain Magic. Though it steals enough MP to
iz be a pain, it's not a huge concern as long as your group saved their
resources while climbing the tower.

And now for the nasty stuff. The Master has Woosh and an ability that
calls lightning. Both of these spells hit the entire group and can deal
substantial damage. Rounds when your party takes over 20 damage
each are not uncommon. The Master won't double up when he's

. casting Woosh, but Call Lightning is often paired with a melee attack
or a Drain Magic. Yikes!

A group that has reached level 15 or 16 can beat this fight quite
reliably. It's possible hefore then, but it takes a bit more luck, and
there are likely to be scary moments. The experience is good enough
in this dungeon that you really shouldn’t push to get throuqh Flere
quickly unless you're excited by heating dungeons with minimal
resources (which can be rather fun).

The tiaster of Wl ¢

bey. He'll return to the abbey, and your weary party cat

save. Then, talk to the Abbott

Abbott Jack of Alltrades Ab

After the Master of Nu'un falls, you formally meet : |
ime. Once there, take time to restanc

follow on his heels. Evac and Zoom back o save yourself t



Chilling at the Abbey

NOW THE WORLD IS YOURS g
back at the abbey. Your OBJECTIVE LIST
will. This is a huge source Talk to Abbott Jack

e that provide S 4
Change vocations (if you wish

Many options unfold once youre

characters can now change vocations at

are also several major quests her
armour once completed. Takea look around
| Look for fun quests before heading

of power. There
wonderful pieces of

; = out to Porth
and consider what you feel like doing next. ) Port

{ with the story, that’s fine. However, you
ter or two into anothervocation and watch
you have a minstrel

If you want to proceec

could switch a charac
your power leap forward. For example, say
that is pretty slick with a sword. Imagine if you make him or hera | Fus

" WoCATion

thief for ten or so levels. It wouldn't take too long to pull off, and

the result would be a nice pile of bonus skill points thatyou can | Warriar
throw entirely into swords if you like. Afterward, switch back to ; N
your original vocation (or don't, as you see fit). L

Lw. 1

It's even possible to immediately complete some of the
vocation-based quests. [n particular, Free the Faerie Two (from
the inn) and Eggstreme Sports (from the ghostly minstrel

downstairs) are quite easy.




PORTH LLAEEAN
ITEM'SHOP:

COST (GOLD

ITEM
PIECES)

PORTHILLAFFAN
WEAPON AND'ARMOU

COsT
(GOLD -

ITEM
PIECES)

COST (GOLD
PIECES)

hurch .

OBJECTIVELIST AT

je»w. i s

i lntmctwnh Jona Junes on me'heal:
N 5%

e

=§- Rest unm evemng and then talk to Jnna agam. inthe hnuse a!

the bottom right _
5 Go to the house on the left side oftown and listen 1o Maynr i
Bryce and Jona :
e $pend the evening at Jona's houseé and then look for her in the
morning ‘
- Talk to Bryson in the uyper left par! ol town, behind the Ma_ynr's
%' housa g oy A X
@ o & [ S -f

X b o i
Lgm lown via the westerm axn and travel la Tywll cmm.1 ’

farther west '

5
=
e
A
=
]
&
o
=
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A
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G SMELLS FISHY AROUND HERE
o be a minot fishing town

ici have
that was barely getting by. Auspiciously, Fi\EY A
fish in great abundance during rece
v Jones, has the

SOMETHIN

Porth Llaffan used t

been getting
weeks. A girl in town, named Jona =

\ illagers. 1t
ability to call a sea beast to help the village

the
Lleviathan can smash fish onto shoreand let

people dine without even h

Huh...

aving to work forit.

8 e PR
Most citizens in other towns and cities have bee

getting into all sorts of trouble ever since the

earthquake. It seems odd that this place is suddenly

doing so well.

Challenge Quest 047

Go down onto the beach after you've done any'resﬂn&
you need. Talk to the people there and then approach
the water’s edge. Interact with her and then back away

reacts to her prayers.

Talk to Jona afterward and then rest until evening at the
house in the lower right and see how she feels about
her to the Mayor’s house, all the way on the left side of
eavesdrop on an important conversation,

Afterall this, return to Jona's house to talk with herand
the sun comes up, your party awakes to find the girl mi

he’sayoung
boy near the
western town
exit (it's a gate
behind the

Mayor's house),

SN
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V 0CEED)
RECOMMENDED LEVEL: 16 TO START €18 T0 PR =

M

nems OF IMPORTANCE

o> Seed of magnc lon ) the rrght side of vall Cave.
emer the area} ¥

when you

1’ lmn Imeecaps (on a central igland in L1)

i Mmu medal (inside the northern cavern of L1}
4’ Pair nf ultramarine mittens (inside the northern cavern of L1,
;_‘ on the ngh!)

IP Seed of agility (rlght side of 12)

- e
> 1500 gold coins t p nght s:de of LZ)

HP: 75
GOLD: 83G

XP: 180 HP: 140 XP: 290

GOLD: 90G PG: 262

XP: 171

HP: 70 XP: 200
GOLD: 726 PG: 262
TRy LT T e g

GETTING YOUR FEET WET

This area is composed of a series of caverns, There are onlya few
maps, and it doesn't take terribly long ta explore. Don't rush,
There are many good items to pick up, and it's a good time ¢

0

continue building levels for any characters that have changed
vocations recently, o

b The first area of bea
| only two chest

| aredch

. discovera blue €

' the area whe

| Most of the floor is flooded, and your party can’t move aAToss the

| until you reach the southern exit.

L Climb uptoa higher

. inside the cave, look for

. of agility. Take it and
 leave, slipping around to the second cave er
. the top left holds a mini medal, and one

. Take the exit on the nght méeef the magu

ch has
4. You can find
ost with a seed of

magic on the right side of the
area. Continue 01 to the left to
Hest, This 18 also

re your party finds

ance to the caves:

the entt

initialy it dogsnt Took like you can get vry fariinto the cye,

water, If you look carefully, you'll see stones that lead betyeer

' different islands and walkways throughout the cave, t}gmm o]

get around. R iy
Close to the entrance 5
chest with iron |

northern end of the cave
exits; both lead toa perj
fl area. One path has a chest
mini medal. The other gets;

a pair of ultrama

After you have both of those, take the rocks to the

tier when your party is
outside. Once there,
enter the first cave you
reach. Once you are

ared chest with a seed

1,500 gold coins.

end Search the poton your Eigh! :
afinal red chest (with a pair: ’luek;ns ;
ready to face the boss, Heal o return to town if e
continue until you enter the gildchedig Clff.




iters of the Lleviathan

THEY CAME FROM THE DEEP

Area-of-effect attacks are common in this dungeon. Chim
mudrakers, and salamarauders all re

aeras,
ly on these to inflict damage |
rapidly. These are enemies that should be killed

as quickly as
possible. That's especially true of salamarauders because the

y also
call for help from time to time.

Crabids call for backup too, but they're relatively

harmless. They
aren't especially tough or deadly.

Knocktopi look cool, but your party won't be able to tell for long;
these beasts like to blind adventurers. No worries, the effect ends

as soon as combat is over. Use magic if too many of your charac-
ters are blinded (which is a very rare scenario whatever
the case).

I oe that it takes skill
Mortoads are hard to avoid. They are so large that it takes sk

I
t ¢ patience ou want o'w ;& 0] (< [t's usuatl
b / 3| d d[hl
1 vant to v
lg,O p 1enc

cleara are in youl
‘st better to attack them directly and clear any that ar
just be

path.

THAR SHE BLOWS!

syeral pe es ding e en your part
tnhec I\le\\!l‘. 1Y

I - nding by

Se I Opltd i

rrives, Heal all of your chat

) : 1ke ¢ the Llevia
n taxe on the L4
;_{H!Ill‘j,\ n then ta

il
i } oroup. 1418
scters and approach this grov}

to everyone Lo seé what's

hen it starts to get out of hand
whe d 8

g

sl t‘l“



?ﬁmém T e ———

-
”e
: ks like a hryg
i< creature of the deep loo rutal
Th:o‘:s, put he isi't that bad, htm.emr,; His 3
health is adequate, but his direct damage 1

is somewhat low. Only the Lieviathay's
best area of effect attack has any teeth,

: : ks once a round, Count
e Lieviathan only aftac =

NN T::r blessings if i's a melee attack, because thoss
H&__\ Vma"v don’t do much. A single he.alet can make

., " for these attacks while the remainder of the party

gl

punishes this briny freak. :

R

V i £ i ssive swipethat
™' The Lleviathan's better move IS "_"“" pe that
:e doesn’t use often. The attack hits your groupfor
moderate damage, making it more difficult to keep everyone
" topped off on health.

: Tidal Wave is the one gem in th:?. Llevigﬁm; 2
repertoire. This mighty attack hits evervm.:m A
®™ fairly high damage. If you don't have asefgnd
healer, consider using strong medicine {or even
medicinal herbs) to ensure that the party gets
back together before a second blast hits the

group.

| to Sap or other magic spells. Don't let your mages be disheartened.

Once your heavy melee characters have used their feeble MP suppliesk.‘ “M up
tandem attacks as best you can. Trying for two or three melee attacks ina HM
| against a double Sapped Lleviathan works wonders for ending the battle quickly.

\fteryou have defeated the Lleviathan talk to Jona

and the others. The group returns to town.

u aiso get a fygg for your hard work. Search the town for any quests that interest you. When

asn't running when you first asrived in town, but now
to go. It's time to examine uncharted territory.

lone investigate the ferry, It w

it’s

Talk to the sailor in the center of town, He's standing on his ship, 50 it’s quite easy to find him
The ferry takes your par ty across the channel. You arrive in Slurry Quay, ready to take on The

Lost Stonemason (default) or Marion Bloome’s Secret,



Dourbridge Area

ge A




EVEL: 18 10 START (18 TO PROCEE

HECOMMENDF!} L

SLURRY QUAY ITEM SHOP {TEMS OF |MPORTANCE

COST (GOLD \
ITEM PIECES) @8- Seed of strength (in

4 chest behind the item shoy

40 Agility ring (in another chest behind the item shop; requi

thief's key to unlock)
OBJECTIVE LIST
hap in town, if needed, and then head into the

9> Restand 5
wilderness

&9 Travel along the road to the southeast and ook
of Dourbridge

MONSTERS IN THIS AREA (SLURRY CC
574 BEWAREWOLF KNOCKTO

HP: 87 X235
D: { PG 263

-2 BUD BROTHER
HP: 65 XP:

059 [IAEE
|HP: 75 XP: 180
y cow:ss  GHD
CRABBER DABBER DOO

NOT MUCH TOURISM AROUND HERE HP: 112 XP: 670

Move through Slurry Quay at high speed; the place barely SRR T Pl 2

warrants a spot on the map. Sleep if you need to, butit's probably DREAD ADMIRAL

arty needs much rest. Search the red chest ! HP: 76 XP: 192
coLD: 06

ime investment. Money comes in nicely
y 3

m for ingredients if you need anything that




FV Item Shop

I'he Lost Stonemason

RECOMMENDED LEVEL: 18 TO START (18 70 PROCEED

ITEMS OF IMPORTANCE
%> Seed of sorcery (inside Cap'n Meddlin's tent)

> Mini medal (inside Ca
thief's key)

OBJECTIVE LIST

"> Talk to the large man in the shack located in the upper

right portion of the map, who then tells your party about
selling a strange fruit

P’ Meddlin’s tent; requires the

@5 Walk across the bridge in the center of town, where a
strange, but familiar, apparition appears

4% Finish any town chores and use the eastern exit to
leave town

MONSTERS IN THIS AREA
(DOURBRIDGE WILDERNESS)

28 BEWAREWOLF
HP: 87 XP: 225

GOLD: 986

CLAWCERER
o HP: 15 XP: 212
Go: 1046 (ED
153 DREAD ADMIRAL
HP; 76 XP: 192
(1R PG: 262

HONOUKINTYM

(069 [ C 3

HP: 100 XP:224
QGOLD:MG ‘_

RESTLESS ARMOUR _

&, HP: 100 XP: 324
ﬁ (11 FRPAICH PG: 262

A SPINCHILA
HP: 126 XP: 300
GOLD: 112G

TOXIC ZOMBIE
HP: 150 XP:270

()
o e

Y
]
/



0SSING
DOURBRIDGE! SISTER CITY T0 TERSE CROSS! e
‘ou come back to from time to time, $0

Dourbridge is a place thaty A
iest i ow shou

get agood look arou id. The town priest 15, @ll, i

gay this— He has some personal problems and wonl e !

| | wer tov

any of his own services. Instead, someone from ;h; 01

of the priestly duties if you need any neip.

The inn isi \t serviceable, and the stores have good

i i W - This is especially
rchandise—including some NeW weaponry. p
h materials to craft your own

takes care

me
good if you haven't farmed enoug

upgrades through alchemy.

Proceed to the right side of town and look for a large tent. Goin

'N. Cap'N Max is a mini medal collector. You |
tn in medals in this iteration of

and meet the Cap
over when to tu

won't have to labc ;
arious milestones automatically,

the game; Max rewards you forvi

50 saving medals has no point.

DOURBRIDGE SECRET ¢
Your very first turn in grants the thief's key. Use that to unlock the Copslééggrn ITEM
nearby chest and glean yet another mini medal before leaving. E

There is a shack in the upper right part of the map. Talk to the
large guy inside. He'll give you a good idea where to search for the
next fygg. Afterward, climb up to the bridge that dominates the
town (and gives the area its name). Walk to the center of the span
jera scene with an apparition. When that's finished, you

can head east and leave town.

From there, take the road out and then turn south to enter the

Lonely Plains,

You probably n that there is an extra shop here in Dourbrid

The problem is thatit's both hidden and locked away. The doorl' o
the underside of the bridge. Climb to the lower sechoﬁ of town, i
right. Pr S ' repeatedly while searching the northern side f'ohn ks
bridge wall. Soon enough, your hero finds a locked door. Th"uh‘ -
important later, but for now it's not a ¢ ncern. i




Lonely Plains
ﬁ FRIENDS IN THE LONELY PLAINS

6Fd Man Mason has a cabin out here, somewhere south of 3 place
called Zere Rocks. Look for a white circle on the map; it's not toq
far off the road. Take your party to that area. You won't find Masop,
yet, but his cabin is there.

Go inside, read the guy’s diary, and then search the nearby pots
and bookcases to get some minor items (and to learn a few new
recipes). Then,
exit the cabin
and take the path
north to follow in

X teriy

Mason'’s footsteps.

.T" '}_ 1
v/

e Quest
e s

' eights of Loneliness

S

T'he Lost Stonemason

RECOMMENDED LEVEL: 18 TO START (18 T0 PROCEED)

OBJECTIVE LIST

#> Search for Mason's cabin in the Lonely Plains
"% Enter Mason’s cabin and read his diary

&9 Head north to Zere Rocks

MONSTERS IN THIS AREA
¥ [7) BEAKON

HP: 65
GOLD: 78G

CLAWCERER
e |[HP: 75 XP: 212
W | GOLD: 104G

RESTLESS ARMOUR
ﬁ HP: 100 XP: 324
GOLD: 1206 G
TOXIC ZOMBIE
HP: 150 XP- 210
Q GOLD: 100G

X731 TRIGERTAUR

XP: 153

MAD MOAI
XP: 350

@ Barel
A Pot
0 Cabinel
g Recipe book




@ Barel
A Pot
B Cabinet
G Recipe book

TR R




RECOMMENDED LEVEL: 18 TO START (20 TO PROCEED)

ITEMS OF IMPORTANCE
%> Mini medal (left side of L1) ¢

> Seed of deftness (upper left side of L2)
- Mini medal (upper left side of L3)

~ Bag of kitty litter (left side of L3, reached through the tunnels)

OBJECTIVE LIST

##% Climb the mountain, learning more about Mason's state of %
mind as you do so; Zere Rocks is at the summit :

MONSTERS IN THIS AREA
GRINADE \[L7£3 STONE GOLEM
XP: 268

HP: 75 | HP: 156 XP: 400
GOLD: 866G | GOLD: 1266
10

D)

Y TOXIC ZOMBIE

HP: 150 XP: 270
GOLD: 1006  GEEED

HOCUS CHIMAERA
- HP: 80 XP: 288
GOLD: 1266
[Cx&A TREEFACE
HP: 35
GOLD

[EEN MAD MOAI
HP: 125
GOLD: 120G

XP: 315 i
026G

XP: 350

|

MOVING ON UP

This region has many floors, but they are all quite short. Addition-
ally, the monsters are very easy here if you were able to afford
Weapon upgrades back in Dourbridge. Experience comes in very

easily, though not in extreme numbers.

While you're moving through,
keep an eye out for the modest
treasure in the Heights of
Longliness. This place won't win
awards for having the best loot,
S0t isnit worth retyrning to
often—unless you're working on a quest (suchas theral

e’ ASI\
|*r_1u st

to kill hocus chimaeras).

Th
| & |

1e Lost Stonemason

Enter the area and say hello to Odval, the ranger, as you pass. Th

first level with monsters immediately follows. Se,arch thETS:' i ;
of that room fora chest with a mini medal. Climb back cle g,
afterward and take the other way around t! il

he simple circuit.

Masqn has left a number of
inscriptions around the Heights
pf Loneliness, which give you an
idea of what the guy has been
going through. He's clearly a
master artisan, but life doesn’t
seem to have much joy for him,

Climb to the next level at the top of the cave, where more chests
are located above. Search along the left side of floor two. There
are several pots beneath a blue chest. After getting those, look
in the upper left fora red chest (with a seed of deftness). After

£
-
3
2
§
=

obtaining that item, use the other set of vines in that area to climb &

all the way up to a ledge. There are suspended vines running
across the level. Use these to go all the way right, down, and then

left to proceed.

The third floor has more loot. The first cave you reach leads to one
chest, although you have to rush through a small network of caves
to reach the far end and loot it. That chest holds bag of kitty
litter, just what you always wanted. Once you're back at the cave
entrance, search up and left to find another mini medal. Take the
bridge to the right, climb another vine, and head back to the left

to advance.

W sses o s of Fity litt

hat, Two small caves

dungeon aftert :
arker that practically

7 Pick up your pace

Everything is linear in the

follow. The first contains a st
¢, Not a good sigh, eh

a8
one m

Mason's awn eulogy on'}

and get back into the open at the top-

P

117)l
v/



Search a final blue chest before leav
d the woun

ing the area. Then, look at 2
i i there, who
bridge at the bottom of L7. Fint ded man 3 -
gives you a quest!

1 examine Mason’s last carving before leaving

Additionally, you ca
the area, What a pity.

THEY ARE LIKE THE BUZZING OF FLIES
ights of Loneliness is a major

None of the monsters in the He
perience, and

threat. Metal slime knights are worth adequate €x

they die quite quickly if your party has decent melee skills.

Hocus chimaeras are fast as
lightning, but they usually opt
for medium-to-low damage

melee attacks. It's nothing your

Mason recreated thee
village of Zere using s

group can’t walk right through. his amazing gift for d
Stone golems, mad moais, and a beautiful pleceof VT
around if you wish, and ther

treefaces are big targets, yet still their damage is low enough to
shrug off, Go for full damage during battle rounds and only heal

after battles. This keeps your damage at its maximum and leads to

to Petra’s house, located at the
back right side of town. R

very efficient fighting (you won't use many MPs).

Getting Ready for
If your group is light on heal
or medicinal herbs to each party i
come in handy quite soen.

building and talk to the slime inside. As
ster’s approach
interrupts the
group. Go outside
to face the new
enemy,




FXE] GARTH GOYLE
HP: 1054 XP: 4134
7% || GOLD: 12506

We're back into the rough bosses. Garth Goyle was
upset_that the last couple of enemies ignored raw,
physical damage. He's going to make up for that. ’This
guy uses brute force to get things done.

Parties with strong healing, high HPs, and good
. buff spells can wade through this encounter. High

. damage groups or those that lean heavily on magical
damage will have the hardest time.

Garth, as he likes to be called by his friends, double
attacks and usually sticks to standard melee or a
souped-up attack and some type of augmentation
spell. He can improve his magic resistance or raise
his tension. The latter is especially nasty because it
improves even his area of effect attack.

| Speaking of which, Garth has only one area of effect, called Ground
| Pound. It normally inflicts trivial damage, but when his tension gets
| up to 20, it can hurt your party badly, especially if healing is already
getting tricky.

If (or when) your party falls behind on healing, consider a medical
round. Have healers Heal and let all non-healers use herbs or

" medicine to restore themselves. This somewhat resets the clock
on the fight and gives you the time you need. That's not usually
necessary in eatlier boss battles, but Garth Goyle gets lucky
sometimes and puts a lot of damage on people in a short span.

| Mages do awful damage in this fight, so it's best to keep them on

Sap/Acceleratle duty.

At the end of the day, Garth falls into rubble. Party on.

Dyes £7 points of d;

o a - and the spirit
. : . ~ A ohost wasWm ‘-|l‘ch|llg[h( encounter, a
Afterrecovering from the fight, look around town. A ghost” 3 pletes, your hero gets
4 o Afrer the'scene COmpIeres, ytt
descendsinto a cellar. Follow himand talk to the old 8UY After the st :

another fyge.

. inedale
towara plovET e

You're done here. It’s time to turn your eyes



& Flurry feather

- BLOOMINGDALE

ON THE ROAD

Grab more gold while you're walking toward Bloomingdale. The
outside the next town, Bloomingdale's wi

path leads south through
ilderness holds a number of exciting targets, Large slime g

located in the northern part of the map;

king slimes—those are fun to fight! Scarewolves are usually

the level 15 martial artist quest.

L B R SORR s — e e




RECOMMENDED LEVEL: 10 TO START (21 TO PROCEED)

OBJECTIVE LIST

#&% Enter the Bloomingdale wildernéss hy walkil;;q snﬁth fhraugh
the Lonely Plains S

% Turn west when you enter Bloomingdale and follow the road
until you reach the town

MONSTERS IN THIS AREA
AXOLHOTL [CEE scaRewolr

HP: 2 XP: 350 HP: 102 XP: 325
GOLD: 1266 (D

GOLD: 1046
1001 B3

! HP: 8 XP: 2
GOLD: 4G PG: 255

%23 STONE GOLEM
HP: 156 XP: 400

cowp: 1266  GEED

G732 BIG BADBOON
HP: 147 XP: 420
GOLD: 966G

GUM SHIELD
HP: 80  XP: 226
GOLD: 1086

=Y KING SLIME
HP: 245  XP: 600 HP 100  XP: 350
GOLD: 1646  EED)| GOLD ISSG ( PG: 264)
A - gL
AL & e d h o %
PINK SANGUINI " s I
P: 85 XP: 236

OLD: 1126

['¥ 72 TRIGERTAUR

While you're exploring, look in the southwest to steal a few

sleeping hibiscus from a patch of flowers. Otherwise, just look for

the main town and

a cave to its north,

which are the major

points of interest

here.

ITEMS OF IMPORTANCE

S Mavnresss mittens (inside lhe town well, behmd @ locked door)

e Maglcal robes (hehlnd a Incked dnor 2F uf Ms Bloome 's mansion)

%> Mini medal (inside the locked building dnwn atthe harbor: come

back later in the game to unlock this)

#4>- 1,500 gold coins (inside a red chest, 2F of Ms. Bloome's mansion)

#&®> Strength ring (inside a locked chest, 2F of Ms, Bloome's mansion)

OBJECTIVE LIST hd

- @ Talk to the woman when you first enter the tuwn, she’ll men!mnthe

ship that is docked at the town's harbor

mansion

- Meet Ms. Manon Bloome, in the first room on the ngm {fi rslﬂ
the mansion)

* Talk to Ms. Bloome's old nanny; she lives|
of the mansion 4

&> Talk to Randolph the toymaker; he lives i in lhe armour shop,
church i

&8 (o to the mansion with Bandolph and wmh the scene that

% uie il wous¥ NP f:'ﬂl”#ﬁ 5 'f
> [nteract with the ghost o the side of “,EV room
P T »,.s;k=\ W #
4" Go lhmugh the slde donr and examine the graues aut




: |TEM SHOP
BLOOMINGDALE IT T

COST (GOLD ITEM PIECES)
PIECES)

BLOOMINGDAI.E WEAPON SHOP

COST (GOLD
COST (GOLD ITEM Ky
ITEM DIECES) e PIECES)

BLOOMINGDALE OUTDOOR ARMOUR SHOP

COST(GOLD ITEM COST (GOLD

ITEM PIECES) | ; PIECES)

Heavy armour

BLODMINGDALE INDOOR ARMOUR SHOP

ITEM COST(GOLD | COST
| ITEM (GOLD
] - PIECES)




AN ¥ ’. - » v
viarion Bloome’s Secret

Your party causes a bit of astir,

tak e
T =3 : elrhe boat. Leave the building after the ruckus and g0 into the
4 Weapon Shop/, ' 3 ; mall house to the left. Ms. Bloome's old nanny is inside, Tafk to

\ b A% ' ; ; het,then godown to the armor shop (the one next to the chyrch)

and you can't get permisgion to

1+

Randolph the toymaker used to have his shop here, but he has
since retired. Now his son owns the place and sells various types

| of footwear. Talk to Randolph, and he'll go up to the mansion with
F your party.

| HOME OF THE FAMOUS BLOOME FAMILY Your group finds a note in Ms. Bloome's room. Randolph rushes
By g i Blcomingdale; yous party canisce that off after seeing it. Don't go with him. Instead, talk to the spirit on

there are stores everywhere. There is plenty to do before you the side of the chamber. Follow her out into the private side yard

: and read the inscription
move on. Look at the four shops and see if you want to spend any HSCUpHT BN e pe o,

of yourwell-earned money from the road. After that, save and Now you're ready to go to the Bad Cave, a dungeon north of town.
rest. There are several recipes you can find in town, on various
bookshelves. Grab these from the armor shop and the small

building on the left side of town. | Th e Ba d : C aV e

[ Nowyou'e ready to get that ship.

How to go about doing that? ; Y_bU STEP INTO THE BAD CAVE, AND THEY'LL BLUDGEON You

The Bad Cave is in the forest to the north. Have your party
approach and enter the complex. As your party walks toward the
cave, you should notice that there are two ways to enter. Both are
labeled. The one on the left is for inquiries. The one on the right is
a2 dead end for now, so don’t worry about it.

Talk to the woman at the town
entrance. She explains that the
ship is the pride of the com-
munity; and tells you it's owned
by the sole surviving relative of pretty much
the Bloome family. Go through the

S TN GER seaN

left entrance into

L. Your party

Go over to the harbor and look at the ship. An old man won't igt
you aboard, He seems like a decent guy, but he says that Th(’.shlp i
is owned by Ms, Bloome and that you have to talk to her before spots the kidnap

ers, and the
taking any liberties wi el. v ¢
g any liberties with the vess good news s that

Nl

Walkup to the mansion and ask to be let inside. The doorman they don't seem
’ ‘ L sme on the vis
f assents, and your party can enter. Look for Ms. Bloome on t | too dangerous.
: o it ; p : s ance with severa ch farther <5
’ right sideof the building. She’s having an audience Wl ity 1 welcoming chair. Go ahead and sit down;
a

) is a table with
well wishers, along isa

the kidnappers soon COme 1 you.

+

PRSI ,ﬁ,ﬁm‘m






£
Climb down the ladder beside the meeting table and go into the

next cave; the entranice is on the right. Talk to one of the kidnappers
in'the next area and thenunlock the doorat the bottom of the map

(you can now go back and forth using either

entrance).

= U PR, 1e upper
There are two blue chests and other searchable items 11 the upp

portion of the cave. Additionally, you keep finding s'81°
for EVERYTHING.

larion Bloome’s Secret

R 1
ECOMMENDED LEVEL: 21 T0 START (24 TO PROCEED)

ITEMS OF IMPORTANCE
5 Hephaestus' flame {top of L1)

— e e TN

4% Mini medal (top of B1)

&9 1,700 gold coins (top of B1, left of the last chest)
OBJECTIVE LIST
"> Use the [eft entrance as you proceed into the Bad Cave

49> Read the signs as you walk forward, watch the scene with

the 003' miscreants, and then sit down at e table ahead fo

69> Climb down the ladder after the m
eeting ends and
way through the dungeon . Rl

49> Heal and then fight Tyrantula at the end of the dungeon

%> Return to Bloomingdale

MONSTERS IN THIS AREA
| 204 [V ; 'RlFﬁﬁE' 3

HP: 187 HP: 102
GOLD: ISGG

GOLD: 2106 PG 256
] SHAMAN
HP:90  XP:2%0

-

HONOUHLNTUM

cow: 1345 GRED)|

XP: 12288

-

This criminal operation is not
a major threat to civilization

a5 we know it.

Take the northern caves
around to the left side of the

map. This terminates in tWo

different exits. The oneon ther

lge.

ight only opens ontoa tiny led

thisgetsyoua Hephae stuis’

ym\nthv

Go there first and open the red chest;

pon track to continue thr¢

gecond exit gets you

flame. The
1, find a \l(l“lt

i the end of L blue chest and open it |
Toward the end

level.
Jescend to Bl

before you ¢ e

PRSI ST f&‘ﬁmm




You might niot be up on your
cockney, so it’s best to pmr)t
out a couple of things. “0y" and
“bird" are pretty well known.
The first is a simple “hey,” and
the other means “girl.” But
some terms are a tad more.
difficult, “Have a butcher’s
is short for saying “have a
butcher’s hook” or, when :
translated, “to have a look.

y to you, the proper

: i kne
Thus, when someone tries to speak in cac! ! ihere. THats exactly

response is to back away glowl_y and look else
what your party should do in this case.

Look in the middle of Bi for another blue chest. Keep searching

from there. A red chest up top holds a mini medal. Left of that
- (approached from

anotherangle) is
another chest with

1,700 gold coins.

Take the stairs
down to B2. While
your party heads

mini medal

Hero acqui

up to the top, look
fora side passage to the right. This area features a grave. Read the
inscription, then head back to the main corridor. Search fora final
blue chest by the exit,

TIME FOR SOME SERIOUS LEVELING

This dungeon has some of the best fights for beefing up your
characters. The metal medleys that appear deeper in the area
are ideal for fast leveling. If you can, get the Metal Slash sword
ability for at least one of your characters; this ability makes a huge
difference in these fights, Raise Agility for your party to further
improve the odds of killing these guys before they ditch.

: Hunter mechs and r

| another healing monster,
| using Zam), Taketh’e_m U

hunter mechs hit solo ¢
area-of-effect damage.

CAUGHT IN A SPIDE

Ms. Bloome is at the
end room, surround
probably know what's co
the worst. :



This terrifying arachni
that makes the most o

not doing raw dama

d is a double attacker
f his time. When he's
ge, he likes to hit

" ind.ividual members of the party
™ with a wicked web; this causes

] the victim to lose his or her
= next turn. It's foul!

¢ Tyrantula’s weaker area of effect is
called Wind Sickles. The ability does
x physical damage, so your heavier
party members take less damage from
it. That said, it still starts to tax your
healers after a couple uses.

The nastier area of effect is called Venomissle.
This attack isn’t mitigated by your characters’
Defense. The ability hits with full force, does high
damage, and can cause poison, further dealing damage
over subsequent rounds. You won't see it more than once or twice in the battle, but
that's more than enough.

The Tyrantula uses Eerie Light to reduce your characters’ resistance. to'debuﬂs. That
makes other abilities more effective, including Wicked Web. There isn't much to be
done about that.

It's hard to take this fight on with only a single healef. Have medicine available for each
character (in case one or more of your healers are disabled or need backup).

i i ! i t.
The most common cause of failure in this battle is poor leveling or Z?:;:];:::ugh 4
This region has a number of potential upgradeﬁ, and a g:o:rp that ru
consequently going to feel much weaker in this encounter.

¢ from melee attacks and Wind

tak
R e o i ut Wind Sickles is a common attack.

i i b
Sickles. Tyrantula won't use his melee very often

Double Sap the boss (as always). If anyone has
often as possible.

Beat 1 A lad n and returnt Bloom
.= yrantilid duv
3 | ) 1oll located
te. Y pat inas
eilatc u

another fygg

I ['he Pride of Bloomingda
harbot. 11
1‘1”\ l"’““ il ( ‘H\-ii"w{*ﬂ!ull

full breadth ol

i o Rest your weary bones
ingdale, Rest)

| e
5 g en, Inspec
out in the Bloome s gardaen. Inspe

le is now yours to command, edy

5 -,

% “hoase
a \\'“‘7"'7‘\‘_"

Sa—

Tyrantula uses Eerie Light

i 5 them as
attack abilities that also heal (e.g.. Miracle Slash), use

QOMC

=
then go back ta the Bl

tit. This is where you pick up

ing the

o o wt R il



#-Rockhomb Shard &4 Resurrock T4 Fli

Ihe Blnommg Beacon
Barrels, 2 Pots,
and a Cabmel




7

&
b
o

B
-
a2
i

DX

~Wt,§§ run by parched peckerels (a round the

» @m?uﬁtion of axolhotls and power hammers

A ; eﬁeneﬂﬁ-ﬂimqaﬂck to attack, but your group 5 g

awa spend resources freely when fighting them- Gleeb '
A can rest frequently.

aisn't far

i h’“&y 1l iﬂ T inent (”'Ii\; is \’*{Iit'] e 2 :
w‘mmy RS i snd o e o 1 '.‘ sirceof ¢ urrency). Also; ook for acircle of stone in the valley that is worth ﬁ
PR to encounter gold golems (a superb 50t

: 8: there are bolts of evencloth to peunearthed the




he island to the

If you want other goodies to seam?;itf:,t:l';:;:n e
st. There is plentiful kitty : Ikﬂ&‘ ki
S of Gleeba (look for the dark, brown spot on

glass frit northeast

the map).

Anyone who wants to build his or her supply Of-@::’é ;]ees:ly
would do well to come here! Talk to the guards in t i
barracks for a quest to kill fake gold golems. That repe.

ive!
makes your money runs even more effective!

g i esert,
Stroll into Gleeba when you're done looting the d

THE DASIS CITY

This city has been carved out

of the desert. An aquifer under
the palace supplies the citizens
with potable water, the reason
why 50 many people survive in

this parched land



lenge Quest
s 810

iallenge Quest 030

Challenge Quest 029

® Banel
A Pot

I Cabiniet
Recige book

Challenge Quest 051

The plumbed
Edl’ ths

Challenge Quest 052

Deseri ( Nieen

Search the city fora recipe (in one

of the smalle houses on the left)
and upgrade your equipment.

It takes an absurd amount of
money to get by in this city.
Farming for cash against the gold
golems in the south
and armour that Yo

’

is one of the only ways to get all of the weapons
ud like to have from these merchants,

Look for quests in the barracks and the dance h

all, then approach
the palace to the north when you want to advan

ce the story,

GLEEBA(ITEM SHOP-* oo

COST (GOLD

COST(GOLD
PIECES)

PIECES)

ITEM

HINOUHINTUM

GLEEBA WEAPON SHOP.
COST(GOLD
 PIECES)

COST (GOLD

ITEM PIECES)

COST (GOLD

COST (GOLD * PIECES)

PIECES)

3

I A 7% 1



ITEMS OF IMPURTANCE
Magmkey (anhetop of L3)

OBJECTIVE LIST

Search the palace fnr mynad recnpes

Tall( to the mmlstet on the secomi ﬂonr

recipes, Go there a as s

everything thatyou

called sozdiermgﬁr. eg|
trick. A final Boék ﬂn‘the‘

There is even mare readmﬁt‘ Meaa.

in the upper right s called Learning i
appropriate,




After your literary binge is over, talk to the minister i, ¢k

of the second floor. He thinks that he can get e aud-e center
with Queen Voluptua. Agree to help find the Queen’s _]e'_]ce
lizard, and all will be set. S ey

Climb to the third story of the palace and search the rear siq

the tower. This is where your party picks up the magic ke l Ie i
importance cannot be overstated since the byt et o Y. Its
locked colored doors. Nice! youopenall

Try out Your New Toy

Sometime soon, Zoom 4
back to Zere and look -
behind the inn. There is

2 magic door there that

is almost entirely hidden
from view. Your party can
open this now that you
own a magic key.

Climb back down to the first floor and talk to the woman who is

patrolling the upper corridors. She'll tell your hero to clap if you
think you've found the lizard’s hiding spot. The noise should scare

itout of hiding.

Leave the palace and look at the upper left side of the map. It's
a fairly secluded spot. The guards don't let just anybody wander
around the palace grounds. Maybe the lizard is hi ding there.

Bind Clap to one of your

party trick slots and then use the
sound to find the lizard. He'll
run around trying to stay away
from you; keep to the middle

of the area and wait for him to
he lizard to

come close, Press @ quickly when your hero is near tl
snatch himup. Good work.

Take the pet back to the minister on the second floor. The minister

8.2 man'of his word; he'll see to it that you ar€ granted an audience.

en i
| gentleman. He's older and seems to know

Desert Queen

VOLUPTUA, QUEEN OF GLEEBA

Well, th S 1 T som n,
at WAS an audience. Or so ethi g You still don't h
ave

t :
he fygg you need, and now there is a chan

! . ce that voii're ot
lose the fruit entirely, What to do? you'e going to

Climb i
to the third floor and step outside. Talk to the fishing

alot about the palace

Hew ;
Ae givesyou an idea for how to reach the Queen's bath ch b :
pproach the center of the pool nearby and press & B :

B to desce
Be ready for a stylish entrance! 0 descend.

Drak, the little lizard from a moment ago, has an “interesting”

3 o
change come over him. Afterward, the reptile heads off, and you're 5
somewhat inclined to follow after him. Jump down the well on 3

your party’s left to proceed.

“The Pluinbed Depths

* ALL'S WELL THAT BEGINS (IN A) WELL

Jump into the well from the Queen’s bathing chamber and take
the linear route into Bi of the plumbed depths. You'll come across

breakable objects on the way, but they won't have any major loot

Take the exit into the larger portion of B1. You can't go too far

before'you reach a set of stairs; they let your party
library. Talk to the spirit within and listen to his regrets. Then,
read the books on the bookshelf to learn some new recipes!

intoa private

Take the door that leads out of

the library and search to the

north to uncovera blue chest.

ook for stairs that let your party

nto the water channels.

descend i
The area isdry currently, $0
d to worry about g¢

s dirty. Take the

tring your hoots

youwon't nee |
¢hannels to the lefe side of the map to discovera red chest (with ﬁ
d o b 2
i
an enchanted stone) ‘ ;>:
e G ST

g
i
i

e Y



sner, The door

d to have d magic key to
were in the palace,
1 the third

‘ o
y o up tothe
Climb back up to the main floorand go up

; ; A e
in the upper left is locked, s0yOU e hen yout
0y P sy up Wher
open it. If you didn't pick that i ic key i5 0
7 . : s magl
you should now go back and get it (the S8
floor). 1
§a 7 rea
. of 131l rows. They &
Unlock the door and go pasta small row ofJ2.

J of the cells has
locked and require the ultimate key to enter. Oﬁe e
ot alchemy ingredient. Retu

»d chest with saint’s ashes, a pote :
e ( and steal this

cell
here later in the game when you can open the
valuable gift.

jail takes your group intod

: ol can
graveyard of sorts, Some undead wander around, butyou ¢ .
airly easily in the open spaces. Look at the top of the

The exit at the other end of the

avoid them f
room for some mythril ore in a red chest.

Goall the way back to Bi, where you left the private library. Take a
small bridge right and then get back inta the waterway via another

tiny staircase. Walk to the top of the map; once there, climba
ladder to get over to the last staircase. This sounds complicated,

but once you're looking at the map, it's very intuitive.

B2 has a number of barrels on the left side. That's about all you
get for exploring that side of the level, so it's usually better to turn

right as soon as you come down the stairs,

Follow the only route available after that until you find the stairs
that allow your group access into the waterway. Go through the
archiway to the southeast (it's rather hard to see, but trust that it’s
there). Then, look on the right side of the channel. There are two
blue chests in a cubby. Get their contents,

Come back to the main portion of the tunnel and make your way
up. The red chest on the left holds a mini medal. Take that and
80 to the very top of the area. Don't climb down thia ladderyoy

find; instead, go past that and get the last chest in the dungeon.
This one contains a magic shield.

BT ATy SR e TR R T —

Heal your party to full strength when you reac
heard in the distance, It’s not asking for help. D
have to demand help? Regardless, lead your g
the area and confront the boss.

RECOMMENDED LEVEL: 24 TO START (26 1

ITEMS OF IMPORTANCE

¥ Enchanted stone (in the lower ground of B, ifisic
channels)

W Saint’s ashes (through a locked door in northery gy
the ultimate key)

##8> Mythril ore (at the top of the graveyard in B2)
«@ Mini medal (in the upper left side of B2)
4> Magic shield (at the very fop of B2)
0BJECTIVE LIST

W Descend to the bottom of the plumbed depths

s> Fight the Grand Lizzier and then collect your next

MONSTERS IN THIS AREA
CEE) ADMIRER ELE] MANGUINI

HP: 120
";v GOLD: 168G
| 204 [0
| HP: 187 XP: 960
GOLD: 210G
X0 DIETHON
% HP: 103 XP: 432
GOLD: 1106
EEEN GHOuL
HP: 162 XP: 760
GOLD: 1246

LI LESIONNAIRE




® Barrel
A Pt

B Cabinet
‘ Recipe book

THEY GROW ‘EM BIG DOWN HERE

P o are a fun target while you're down 1 the depths. These
¥ F,_F,me’*é‘ﬂd- Their claim to fame is Blunt, an Attack debuff spell that would only
.y ‘“ﬂ‘ impunity.
P
testidigitators deal a massive amount of damage i

yourself; they really do have a goud name, Inawol |d filled with puns, these mages

slimes aren't too hard to kill, and they ‘ve worth a fair amount of

make a big difference in longer battles. Kill

f they get lucky Kill them before going after more predictable enemies. Admitit

are the cat'’s meow.

ps. 1 more them if there are more deadly opponents. The same should be said for manguint
)S. 15 t

Lesionnai 1
ionnaires are nobodies, just rank and file tro0
=

HINDUHINTYM

IS




sontkilloffyour | THE QUEEN SHOULD HAVE MONITORED jig

! sffect poisor : Rt
Diethons are foul, Their area of € m..[t' LL them out on principle The Grand Lizzier is at the bottom of the dung
annoying. 1K€

ng Squelchevery battle. he's deceptive. Most of the time, he i3 01 of the g
0 in the game, Don't fall for it! Though a safe boss g
Grand Lizzier hasa good trick up hig sleeve tha
the unwary.

party, but it is |~(\<i!i\'(‘h 3
At g castt
alone, and to save on wasted MPs

it g lages
. Their grubby band
Mummies are required for several que‘«m hei Y
ese items also servi

mummies during every

J yO

/ e well for
[ are needed back in town, and th

i

[ alchemical recipes. Kill and steal from

| The Grand Lizzier drops soon enough. Talk to him ang
opportunity Queen. After an extended scene, your hero gets ang .

What? A single-attack boss, you say. And that's right.

\I} takes one action per round. His most com
" area of effect that unleashes fierce fire.

mid teens all the way up to the high 20s. It's nothi

. your HPs should be gefting quite substantial

. The Grand Lizzier also has an area of effect
would be very mean if he could fol 0
of a second action wastes any opportunity.
L stops one or two of your characters from ac
 others beat on him. Essentially, these are fre

i Amusingly, it's the Lizzier's claw attack that warrants the|
‘ e This move is a single-target swipe that causes ph
That sounds fairly commonplace, but this isn't just

Unless your characters stay near full health, it's very easy to lose someone when Claw hits home.

Even still, you won't see Claw very often, It's
people you still have up and fighting. If you ¢
that's great. If you can’t, pile on the damage

possible to finish the remainder of the fight with whatever t
an heal everyone and keep them at high health (e.q., over :
and accept that you're likely to lose a character atmm, R

s
DAMAGE > | 5

vand Lizzier ots

St an intimidating

seraam,



‘Leaving for Batsureg

" BATSUREG
B0ao(

HINOUHINIYM

|
|
|




PFFQI‘M.“[END?U LEVEL: 26 TO START (2

OBJECTIVE LIST

w89 Sail to the continent above Gleeba
> Disembark at the southeastern tip of the landm

&9 Take your party northwest, through the Urdys
into the lluugazar Plains

s> Look in the center of the plains for the town of .y

MONSTERS IN THIS AREA (HERMAN
CRABBER DABBERDOO - KT Scour -

HP: 112 XP: 670
(v 9| GOLD: 118G

EI:Z8 MANDRAKE MAJOR (106 KCuts

&
NOW THIS IS A TALE, JUST SIT RIGHT THERE GOLD: 1286

Sail east from Gleeba's continent until you reach the southeastern 1103 | UINI —
tip of the next continent to the north (you can’t miss it because E o 1
it's HUGE). Disembark there, on the small beach. You're now in
: - MONSTERS IN THIS AREA
; p / f Marshland;
Hermany, Take the road northwest into the Urdus Marshlan | (URDUS MARSHLAND)

there is also a road that leads niorth. This eventually heads up to ETT] BADJA KT MANDRAKE
Swinedimples Academy. You don't need to worry about that yet. ‘ HP: 105  XP: 570

GOLD: 1446

. CRABBER DABBER DO | [EI") TREEVIL
group finds the Iluugazar Plains. That's exactly what you wanted. = o [HP2 112 XP-670

The town in the center of this area is your destination; go there. ™ | COLD- 118G
KRR GHouL

oy HP: 162 XP: 760 e
: | GOLD: 1246 1.3

ETE] GIDDY GASTROPOG
] HP: 90 XP: 580
GOLD: 1006

MONSTERS IN THIS AREA
(ILUUGAZAR PLAINS)

EET3 BATTERING RAM
HP: 105 XP: 600

°|Gow: 1036 GIEED

BRAINY BADBOON EEL ROCKBOVB
HP: 150 XP: 800

TR R PG: 269 )
(151 [N

HI’ 107
GDLD ISZG

Continue northwest through the marshland; before long, your




Challenge Quest 034

o ey Z‘a-&x‘m T

OBJECTIVE LIST

Explore the town and then 40 fo the fribe
chief's yurt (the tent on the far left)

- Tallcto the chief and then confront the
monster that attacks

“% Gointo the wilderness and walk north to
_ find a camp of hunters" yurts not far away

@ Barrel
A Pot
I Cabinet
& Recipe bock

>




HAIL TO THE CHIEF

nsiderable guile and

he able to eke out

rest. It's probs

's sleep won't hurt. After you've shopped

and enter the tribe

aiting inside. She doesn't look like
Talk to the chief and ask what he

s. Its surprising how few people seem

d by these questions

The chief's son turns up part way through the discyssion, Then,
a creature strikes from outside, No one stands against the beast.
and fend off the creature. This

Nts a few more favors before he'll

Have your party leave the tent
impresses the chief. byt he wa

help you get anathey fygg.

Leave town and g0 north, where

you'll find Batzorig, the chief's
son. Meet him and figure oy

what to do aboyt the beast,

VBATSUREG ITEMISHOP

¢OST (GOLD ITEMS
PIECES)

BATSUREG WEAPON SHOP

COST (GOLD ITEMS
PIECES) L

= BATSUREG ARMOUR SHOP

COST (GOLD ITEMS
PIECES) Bt




OBJECTIVE LIST

Go into the camp and look inside both 1ex; :listen 3
ts; lis ;
hunters and then talk to Batzorig privately as v::ll: b,

Follow Batzorig north, away from the hunters® yurts

SHOW ME WHERE IT YURTS

The camp of hunters is onl i
p y a moment outside of town. Head north until you see the tents and then enter th
erthe ¢

first tent in the area and listen in on the conversation that i unfolding. You're soon taken i
e en into the tent and can

learing. Approach the
hear the remainder of

e i

——

Afterward, go to the other tent in the area and look inside. Batzorig is there: he'l
o] /]

1 ool
leaves, Bxit the camp and follow him north. 52y more (and less) about hisfeelings. Then, he

ALMOST THERE

Wander west, through the lowlands of Mt. Ulbaruun. There
. are plentiful encounters in the area, and the experience is good
enough (there aren't any especially lucrative targets, but the XP

L comes in well if you stop to farm for items).

Enter the cave on the left side of the map
Climb up the stairs on the left side of the map and continue to the

- Listen fo the conversation that follows and then talk to - ) i :
ghost at the back of the cave : south and then west. There is a cave on the map that is very we

e marked. Head inside.

- Leave the cave and walk all the way to the eastern exit of the
e Al L Talk to Batzorigand his friend. The conversation is quite

MONSTERS IN THIS AREA revealing. When the others leave, go to the back of the cave
EET3 BATTERING RAM ROCKBOMB — and talk to the ghost. She wishes your party (0 travel east to

HP: 105 XP: 600 WP 100 XP:700 | Gerzuun. There you can gather bodura grass and pass it to
0NN 15 D GOLD:956_ Batzorig. It sounds like a plan.
[EETN PECKEREL EEE] SWINOCEROS
HP: 107 XP: 580 dar | HP: 120 XP: 610
- leow: iz D GOLD: 1026

EEF3 ROBO-ROBIN




SKIRTING THE MARSH
You don't have far t0 §o- Foﬂwtﬁeﬁm {

_ around this map- Gerzuun is

OBJECTIVE LIST

> Tk the route sround the pison®%s % here worth mentioning. Rockb

ruins of Gerzuun .

' to hunt for their items. Drackals occasi
MONSTERS IN THIS AREA ] androckbombs-hmﬂephaestus’ﬁa
| the area aren't bad for their rare loot

[T} BATTERING RAM K] GHOUL ‘
We- 105 XP: soo ur 62 NP 7sn ‘ 5 e
OLD: 1086 o6 GEDEE & an alchemist. When it's (im
BRAINY BADBOON GRUFFON 1 .
WP, 1%  XP: 540 i

GOLD: 136G

I3 ROCKBOMB

1 {PG:269 )5 cow:56  GOED




Monster of the Plaing

RECUMMENDED LEVEL: 27 T0 START (28 710 PROCEED)

ITEMS oF IMPORTANCE

> Mini medal (inside the yurt in the upper left part of Gerzuun)

%= Resurrock (in @ red chest aroug

id the central ci
Gerzuun) ral circle of

%> Slime crown (in a red chest around the central circle of
Gerzuun)

9> Soher ring (top left side of B1)
> Hephaestus’ flame {top left side of B1)

> Thug's mug (left side of B1, requires the ultimate key to reach)
OBJECTIVE LIST

> Walk up fo the sealed gate and interact with it

" (Optional) Collect all treasure in the dungeon with a thorough
search

69> Walk around the perimeter of the main floor and use the
tunnel at the top of the map to enter the underground passage

HINOURINIVM

*§9> Go through the passage and down to an underground spring,
where you collect the bodura grass

49> Leave the ruins and return to the hunters’ yurts

MONSTERS IN THIS AREA o
ANNIBOX 1123] mFEn“NALAn"M UR

' P: 187 i HP: 125 XP:850 |
a GOLD: 210G | GOLD: 150G
; lm CHEEKY TIKI |
: | cou i

ICURION
DEA XP: 790 HP: 99

GOLD: 1306

Dow
A PLACE THAT ONCE THRIVED, NOW CLOAKED BY SHA!

That may indee
i here. Approach the

Although now there s
sent its final days.
d be how the city S|

yone from Gerzuun remains to let

pat »ELL( 8 if an
Gerzuun s sealed tight, like it was ready for a grea o atesand se
U‘! 145 a Ldok
l’|()thl]]& that you ¢an do forits PGUPIG‘ youl hero's

you inside.



Onee inside the dook thiqkﬂ
about your goals, There is D
substantial amount ntf t'rjja;an
this small area,'bn ¥ U
Is‘:dp past most of itt6 90 str;zg’ht
for the bodura grass. {t's beu'
to get averything, but it’s yo
decision either way.

If you want to skip to theend, go
around the large, circular cham-
ber and take the tunnel exit o
the north side of the map. This
Jeads into the underground
tunnel, and from there into the

underground spring, The bodura grass is down there, and you

won't have to fight any bosses (orindeed, anything) to get it.

After obtaining the bodura grass, you are free to leave. Batzorig is

waiting at the hunters’ yurts for your hero’s return.

BUT HONESTLY, WHO LEAVES LOOT BEHIND?

Ifyou're more of a treasure hunter, don't be hasty. There are several
blue chests on the main level, and red chests abound aswell.

Climb down the well on the left side of the main map. Find a blue
chest at the bottom. Down a tiny dead end branch to the right

(when you reach the great circle), look for another blue chest

The yurt in the upper left portion of

the map has very good loot:
search inside there for

ared chest with a minj medal. The other

two yurts only have minor random loot.

S e T,
otop when you reach the entrance to the north

| » &rn tunnel, [nste
8oing inside, turn south, ¢ !

nter of the great cigle and

of 50 to the ce
search e; *four spok ]
cheach of the four spokes that extend from the center Y
Jarty finds lue 2 £
party finds two blue chests and two red chestg (with a pe k
: surrog

and a slime croy n)!

il

S o
' third chest as well, bu yon@

' The enemies on the main floor are ple
| of effect casters can do a great job of

an ultimate key togettoit.
here later to loot the cell on tbe |
left: it contains a thug’s mug.

-
b
THE DESTROYERS OF GERZUUN

much delay. You often encounter large f
deadcurions, and ghouls. The yurts and
sorcerers and the mighty trolls.

Sorcerers are primary targets any time they j
punks raise their magic, Fizzle your casters, and
area of effect damage during the second round.
chance for such chaos.

The cheeky tikis are probably the easiest target fo
down here. They're no metal medley, but the sizab
easy kills add up nicely.

nyou'e dane knocking everyone around, Evacto

a
nd Zoom back tg Batsureg, Rest and save there, and
out to the hunters’ yurts,

When you're there, ta]

k to Batzorig. Give him the
and re E

tu . b
In to Batsureg for the final confrontati



OBJECTIVE LIST g% @S WS et NN UNVEILING THE TREACHERY

Approach the melee on the left side of ﬂlé map

N

Batzorig i {
5 10 foo is i i
e g o fool, and his plan is a wise one. Your group doesnt
4 Io interfere at first. The young man does his \';]l »
ut when Larstast, l
; arstastnaras reveals herse
Engage Larstastnaras with all your might | monster without m e
e ercy.

Watch the scene as it progréue§
age proud,

I, it's time to act. Engage the

Your o0 fi
hero takesa fygg from Larstastnaras after she loses her

monstrous form. Your collection of the
complete now,

JHP: 1562 XP: 8200 sacred fruits is almost

HP: 1562  XP: 8200
GOLD: 2000G

Larstastnaras looks like she’d he a magic-user of some sort,
but she really isn’t. This monster relies on double attacks
that are primarily melee-based. Each blow has a Drain
Magic effect, so characters with low MP can lose their
effectiveness quickly.

The best party against Larstastnaras is a full melee group.
You may not have that at your disposal, but such a party would
destroy her almost without pause.

If your group is well-armoured, healing is not a major concern.
Too much of Larstastnaras’ damage is physical. Thus, armour
mitigation has a huge impact on the encounter.

rrier also makes the fight more of a melee slugfest

Larstastnaras” Magic Ba
lity debuff spells.

Casters have a hard time landing Sap, Decelerate, and other qua
Also, magic damage is trivial in compatrison to melee damage here.

o is raise the damage output of your melee characters.
Acceleratle gets the whole group attacking

% close together (and that's great for damage
multipliers). Any armamentalist characters can
! use Fire Fource to raise character’s damage

output as well.

What casters CAN d

Go destroy this boss. Stick a fork in her;

| she’s done.

BE—— i‘%w WI ﬂ:i }:&
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PSSR Hermany (slet
| Chaans Sk 1048105,




RECUMMENDED LEVEL: 28 TO START (29 TO PROCEED)

OBJECTIVE LIST

w8 Travel back to the wilderness area of He;
| many and th
the northern road into the Snowberian coast y‘-n Al

L ponltfinue along the road north until you reach Snowberia
itsel

> Find Swinedimples in the center of Snowberia and see what
the place is all about

MONSTERS IN THIS AREA
(SNOWBERIAN COAST)

[EFX:] APECKALYPSE [EFZ3 SHIVERY SHRUBBERY

HP: 130 XP: 740 i, |HP: 81 XP: 680
7 |GOLD: 114G GOLD: 986

EFE BRREARTHENWARRIOR | [EEZ TEARWOLF
'f HP: 125  XP: 800 @ [HP: 136 XP: 730
GOLD: 1496 | GOLD: 1406
EL3 SCOURGETTE
‘| HP: 96 XP: 500
MONSTERS IN THIS AREA (SNOWBERIA) -
1128 [ 53

EF¥] BRREARTHENWARRIOR (126 260

IIP' 125 XP: 800 H" 136
GOLD 1496 nou: mos

EVI) GREAT GRUFFON
HP: 150 XP: 1180
b2/ | GOLD: 126G

EEF] ICIKILLER
HP: 140 XP: 1050

¢ lGow: 12 GOEED

i i hhm,wsﬂ

P SHIVERY SHRUBBERY _
T HP: 130 XP: 740 HP: 81 XP: 680
[‘.‘ [T TICHN PG: 271) GOLD: MD

WOULDN'T IT BE FASTER TO TAKE THE SWINEDIMPLES
EXPRESS?

Unless you've already trekked out to Swinedimples, its time for

another journey across the wilderness. Have your party take th b
road back to Hermany, the area where you disembarked before l;.

coming to Batsureg.

| Onceyou'ein

| Hermany; look for
the road north (on
the right side of the
map). That is the
path that leads into
the Snowberian
coast, Follow that
road all the way

ap. Above it sits Sriowberia, the home of

through the next m

Guwinedimples.

#y

ST e



® Barrel

A Pot

9 Cabinet
g Recipe book

Challenge Quest
069 2\070

\

i

and Armor Shop B

Weapon
L




Challenge Quest 082

| Challenge Quest 036

SWINEDIMPLES SCHOOL STORE

ITEM COST (GOLD
PIECES)

Challenge 0
075 g ﬂiéjm

Challenge Quest 072

Challenge Quest 071

the main hurldlng~[1)

OBJECTIVE LIST

- Meet the headmaster at the front gate and tell him that yours

hero is a detective, upon which he'll gwe you 2,000 gold
as a down payment b

Go to the second floor of the dorm and walk to the end
hallway; watch the scene between the students

Go into the students’ room and tatk to the group of boys

> Leave the durﬁl and watch as the students head to cla:

Meet Fred aﬁd his buddies again on the left side of the ma|

then talk to Fred and agre
at midnight i =

% Go to the dorm (second floor) and rest in your room

gotothe third floar of the main building:

When it’s evening,
d 10 ch tbe sraluo it

head oulscde and to

ﬁun outsndn and look 1o the nghl
(‘v 5 jl - ﬁ;

kmer the dungauuthat is sunn revealed :

o to check out an old guardian statue

HONOUHINTYM




arty gets to

' BACKTO BASICS
bitofa migunde i
it he headmaster s §
|)|'n|)lem ist

henyourp
reetg your gro
hat he thinks

ding W :
. i up at the
| [heres a wet I
Academy
ot overyone im; the

stors, 11t helps ¥

‘ Syinedimples

i oo S I‘L‘d”y
gate and is eager 10} otr quest; there

f of investige v
\‘j s ““r””hrr \I;x}u..*-l‘h('ulvm(1! this notiofn:
N0 redgon o ¥ oeig children
[ o goes O to eXPIAIn that there are mlww;l:mm
Hnl ‘i' ‘“s:;\]i]\‘;\ ‘u.rm task is to find outw hat'’s l'lL"t‘l'l hr\l’i:u[ oh
;‘]I‘j_ l’:“;t ‘W‘L “' possible, to save the I?ll‘w\i(lj.,’ll'lll(ll'l‘ﬂ),

syen pdi(l 2,000

| get to W rk, Your hero 15 ¢

nee. All right!

vour school blazer and

gold coins as an adva

Search the main building first. There are three floors, and the

rooms are an alchemist’s dream, You find so many recipes that it's

aggering! Also, there are a few normal books to read, including

Marco's Travels, Volumes [ and IT, Mallet Monthly, and the

Swinedimples Academy Orientation Manual.

Also, search for
the two red chests
in the university
building, The one

on the first floor

Hero unlocks it,

containg a gold
rosary; it's found

| on the lower left

: side of the map,
You can find the other chest near the main entrance of the

building. Unlack the magic door nearby and then open the chest
grabbing the pair of red tights inside, o

THE INVESTIGATION

v her Youre d i\
One lookin around, pe I € 5 1 1
Vh 1edoy YO K1 ' » BOInto icl o1
J | g b m Lh hb
th t} ree ht)y\ “\L
but your I“

moment. Barge into the

to the second flogy and look for a room Wi

talking conspiratorially,
i on them for a

fellows are "
ro.can still ligtey,

A dorm ro K .
done and it 00m when they're

‘Iogate everyone

P L TR

there. Touch its forehead and see if anything h

You're probably starting to getan idwdfm e
\cademy, but it’s not enough to do anything with.§

information.

Leave the dotm and watch as

the students head to class, Walk
to the left side of the map and
qearch for the three boys again
(they're skipping class in a side
yard). Talk to Fred, the leader,
and say that you want to join his
group. Agree to this, and he'll tell ’
you about a great way to find the ’wfﬁ
academy ghost. 5

The plan is to meet at midnight
on the top floor of the main

building. Outside, ona ledge, rests a statue.
that touches the forehead of the statue gets:
sounds like normal school gossip, but why ne

After several events transpire, leave the
and walk to the right. A new entrance has
tevealed in the corner of the

Map. Go into the basement and
see where it leads,



SHOW SOME SCHooL SPIRIT, GUYS!

The lower basements haven't been used in years, and
you can tell with just a glance. There are pools of toxic
sludge in parts of the hallway and classrooms, No

wonder students don't come down here of their own
volition.

Enter the classroom on the left. Look for the perfectly
stacked group of books near the side of the room, Use
those to climb on top of the bookcases. Follow the
shelves around to get a blue chest on the right.

Advance along the

bookeases and climb
down the ladder
you come across. Go

through some toxic

goo and wrap around

to get the other chest
in the area. This red chest holds a brainy bracer.

N

>

I m B2F Classroom

Y ok WA

e

Have a Safe Passage

Remember to use spells
or items to protect ynu.f
party from damage while
walking through the nasty

| e

oo. |
f If you don’t have anymrmg :
gs available curcently, Jus

gl i vard
. use fedicinal ier hg aften

to ful health- ?____d-ﬂ {
f = g i}
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=
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=
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=
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& Recipe book




ork you i

" & up; At another
. Return to the Jadder, climb b l*OdOW ighﬂy i
| o its. W' e e an
ti’ vall of the room. The path spli <is), Now reyerse course &
= +h a seed of therapeL>™ descend and
| s

red chest (W

walk up to the corner
@ stairs are

i ves t0
Keep following the shel

't far away:
I‘““"h(‘flmnl.ﬂ] 't

to navigate. Read the

d loot the chest on
¢ confused, the

floor is even gasier

1t the main room (an
[n case you g€

[he second basement

books on the shelves i
einhander)
a one-handed swor

the right wall foran

d. It'san intuitive

einhander is a glove, not

mistake to make.

Walk down to the southern hallway, Heal your party to full health,

and then enter the small classroom at the bottom of the map
where the professor is holding his class. Approach the spirit and

talk to him if you're ready for a fight.

ACADEMY DROPOUTS

Monsters have seeped into the basement over the years. Most of

them are fun to fight, Teaky masks are great for fast experience,
and you can rack up kills against them in no time.

Raving reapers are
a bit tougher. Their X Menuy

Eerie Light lowers

magic

resistance,

and they combine

VEic
physical

nd magj

al damage fairly

one of the more

Fouble “ml'(‘”‘»{""\ilW[i!L ‘

basement. Slip around ¢ if
e paround them if you're

ungeon is so sm

all that Mp conservation

1d on B2) logk 1y

101 !hm;ncmng, hul‘lh(‘\‘r-
= e : ¥ Ie not
“Xperience and safe kills, Th

: ten takes to g
they appe 00l ng for the effect to
: n small Ny

orsolid

1€y can bling

stick, ang

ibers

e ———

RECOMMENDED LEVEL: 28

ITEMS OF IMPORTANCE

Seed of therapeusis (up on th
w$> Prainy bracer {on the floor of th
+8%> Einhander (near the first room's er

OBJECTIVE LIST

w9 Go through the old building and find the cl
second basement floor

s> Confront the ghost and stop the disappearances

MONSTERS IN THIS AREA
EEF (CKILLER

b3 | HP: 140 XP: 1050
GOLD: 1726

[EEZ3 RAVING REAPER

‘ HP 134 XP: 1050

GOLD: 1386
|[EEY SCULPTRICE

HP: 145  XP:920

ElE

GOLD: 1786

(131 LS
HP: 138 XP: 1050

T

GOLD: 1726

Wight priests die very quickly,
but they can be scary if you fight
too many at once. They have
single-target and area of effect
magic, and their occasional
clusters of four take at least a

few rounds to break down unless

your party is very aggressive.

TIME T CUT CLASS

Getyour best armouron and have your party
phya.lcaJ damage before this fight begins. Youlre
fighting a double

| attacker that can actually st ]
together ang

o | get bonus damage. He would bea
Vasnt starti D AN
ting to get so high'inlevel.



HP: 215 Xp. 1319
GOLD: 145G

ttacker; he focuses on melee damage, though his
are decent enough to supplement his offense.

et S Sl ST 0 A

One of the nastiest thini
Trouble (getting two a
single action, so he’s
¢ When all three blo

gs about the Dreadmaster is his ability Double
ttacks on the same person). This only takes a
able to use another attack immediately afterward,
Ws nail the same character, you end up looking at
major damage, including a 20% honus for chaining things together,

& Heal aggressively to prevent a death from burst damage like this,

2

Sometimes the Dreadmaster uses an attack to raise his tension.
This usually ends up backfiring, He doesn’t put in the effort to get his

tension high enough, so the trivial bonus damage doesn’t make up for '
losing one of his attacks.

Spells or abilities to reduce magic damage o = Rl
are worth breaking out. Sternivus won't |
cast his Crackle or Zammles too often, but
they're worth mitigating or countering. 1 ;
It's easier to Sap and otherwise mess with
Sternivus than some of the other recent
bosses. If you have a character with
important debuffs, go ahead and lean on
those abilities.

5 ]
Before long, the professor falls. School’s out!
|
: 25501, you get the final fygg,
After defeating the tainted professor, you g , | ‘l
A : i | the knowledge that you savel
ices, and the f
reward of 1)‘“()“'\(_:7“](“vlt(l , anc '\ i
~m death by boredom
several children from death by v
Weapon quests are only l : & T ’
available for characters who tore come baek to the acade I |
i i i ¢ o We nasters Cull ‘
have 30 or more skill points in a Also, the weapon m i w o T i
ha 0 ed to A uests for characters i
?[ven weapon. Yourumv i a number of pu\m!m qu ‘ W 9 {
lave ong person in your party it ok for thesétiait
with the required skill {so that's well within a certain ski o A B ;
fice), and it obvigusly doesn't (R \o them to find out what
have to be your main character. school grounds and
|
All weapon skills have a trainer - o |
here. They have a second round our characie ; probably
of quests for people who reach skill level 100 r‘\‘Jm( tors can grab i i |
aren't that high yet, but extremely dedicatéd “. .Lm"il classes that share ‘
S0on. This is especially doable if you level in muUitp
8 character’s favorite weapon 2 y
P " x e %
g B B
= o w0 VALK



OBJECTWE LIST
Your hero has col- o Heny Zoom back to Alltrades Abbey

lected all of the fyggs

walk to the west, o
that are known to be Leave the area and walk to the we

in the Protectorate. G Summon the Starflight Expr

Zoom back to tree, then tell Stella to tak

anything that seems On the way, you're met by an ol
J o 3

After an extended scene, your character a

important while
Wormwood Creek

you're there, and
then leave the abbey. Walk west until you reach the blue tree where

Stella landed the Starflight Express. Summon the train thereand

then ask Stella to take your party back up to the Observatory.

Several things happen on the way back. The situation is entirely out of your contrel, and no option

the encounter.

When the events sort-themselves out, your hero wakes in a small town called Wormwood Creek, ‘

Wormwood Creek

£

ITEMS OF IMPORTANCE
Terrible tattoo (a chest in the weapon
Mini medal (a chest in the weapon shop
Mini medal (inside a chest at the in
OBJECTIVE LIST

Wake up and get your bearings

0d 3107es

iStzan:h the town for recipes, good store

ms
Rest until evening at the local inn

Attend a meeting at the church




Chalienge Quest 038

Challenge Quest 054 WORMW00D CREEK ITEM.SHOP

COST (GOLD
ITEM COST (GOLD
PIECES) ITEM PIECES)

Challenge Quest 053

l ) Ofi g G g WORMWOOD CREEK WEAPON SHOP

HONOUHINIUM

Challenge Quest
091 E 092

T . \WORMWOOD CREEK ARMOUR SHO
‘ COST (GOLD COST (GOLD
PIECES) . PIECES)
‘ S0 WHERE ARE WE NOW?

\ Wormwood Creek must havea sordid (or tragic) past. The place
i$ so unwelcoming that it’s almost a surprise anyone let you sleep
there while on the mend. Your hero wakes in the house of the town
mayor, A person named Wallace serves as your attendant; he’s one
of the few people who seems genuine in wanting (o help you.

| Getup and talk to the mayor. Hell say that you must attend a

; o ‘ou might get
* Mectingat the town church that evening, plerthat, you lmlb ';htv
¥ ‘d - it -‘: 08 ‘I I“‘ 4
kicked out.of the place. If that's their attitude, it5 N0 big 08

e — ‘L-m;imm



This is a good place o8¢
general. Thereare several b
alchemy recipes. Search the mayor sh
chiurch for the recipes you need, There
d. The weapon shop has two red chests {witham

The item shap hasa blue chest.

ause, theitem shop,and‘rﬁé o
arealsod few items lying

ini medal

aroun
and a terrible tattoo).

d inn next. This town doesnit take too well

Search the Wormwoo
ninn.

to visiting types, soit’s a ittle strange that they even havea

Once you go there to investigate, things should be clearer.

THE BOWHOLE



BACK AND FORTH AND ROUND SHE GOES

Your party has plenty of quick traveling to do. Follow the road
north out of Wormwood Creek and stay on the path all the way
until it passes a bridge and enters a forest. Your group finds Hope
Springs soon enough.

Once you're there, look fora
cave in the lower section of the
area. Enter the cave and search
the only chest inside for a lucida
shard. Wallace is right there;
talk to him. He'll give your heroa |
few ideas on how to proceed, but
there are gaps in the plan.

Wallace goes back to Wormwood Creek. Leave the cave and talk
to a spirit that is standing by the edge of the water. You've seen
hera few times now. She tells you that her name is Serena. She
lived in Wormwood Creek once, and there is something she needs
from there, Serena asks if your hero can sea rch the town guardian
statue for something of hers.

Return to Wormwood Creek and search at the base of the- :

guardian statue. The statue is hidden in some weeds uulm"é
| 1.t e Wallace

theweapon shop. DonEexpect to find anything, Soon, W

foticeSyour hero's activities and comnes over to talk.

. 3t the tombstone
When Wallace leayes, gotothec hurch and look at the

| the &
on the right. Search around the stone until you fin ;
k to Hope
necklace, Leave town and take the necklace backt

L > o o her StorY.
SDl‘mgs. Give the jewelry to Serena and listen to he

rene

Stolen Fruit

RECOMMENDED LEVEL: 29 TO START (30 T0 PROCEED)

ITEMS OF IMPORTANCE
"% Lucida shard (inside the Hope Springs cave)

OBJECTIVE LIST

"% Travel north, toward Hope Springs
" Follow the road unil your party enters the spring

> Search for a small cave and then take your group inside
%> Talk to Wallace
68 Exit the cave and talk to the spirit outside

%> 7oom back to Wormwood Creek and then search by the fool
of the statue (just outside the weapnn shup)

48> After talking to Wallace, go into the church and read the
- tombstone on the right j

ot Search beneath the tnmhsmne to find a necklace :
4’ Retum to Hope Spnngs and talk to the spmt agam i

‘P L|sten fo the spmts stnry :

Lai £ o
SLUGGERNAUT
: s
HP: 215 i HP: 118 XP: 720 2%
GOLD: . GOLD: 120G

HP: 110 XP: 760

OLD: 1186

[HPg6  xP: 500
GOLD: 1306 7

HP: 146 XP: 1100

ba GOLD: 1496 m

I—
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ngeon to the west. It’s

Jikely that this can help your party get to Upover

ions to the west of Eastern Waormwood. The lower
d. That's the one you want,

{ P, ﬂ('ll
el into the Bow hole,
¢orena helps your party g

ap. There are two regl
into Western Wormwoo

: My at i
ofully at your :
o he road) heads

ook ¢a
a (alongt

eave Hope Springs and |
I he upp('mre

I

mm%_‘\wm'«.mm!1»'\‘”‘/‘”1 l d
f yood.

ratorn WOITHV

Stay mostl o the road and walk into Weste

Stay rmosty I

Go West, Young Celestrian

RECOMMENDED LEVEL: 30 TO START (30 TO P

A HOP, SKIP, AND A Jump

Jur party travels west through this

Smiliar, so this isn’t an area 0BJ ECTIVE LIST

Try toavoid encounters Look for the Bowhole in the upper left
take your party there and go inside

MONSTERS IN THIS AREA

[EEE] GRIM GRINNER
2\ [Wp:110 XP: 760

The road cuts in and out sy«

region. The monsters are mostly f

where you need to do plenty of fighting,
h for the relatively 1o

5
ind conserve your strengt ng dungton ahead.

The Bowhole is

located in the upper
ST

left region: it's fairly E' | Gou: 1186
v to spot on the
map. Get your group S
HP: 118 XP: 720

GOLD: 1206

over there and steel

vourself fora long

SCOURGETTE
WP 96 XP:500
GOLD: 1306 (GIOEED

d lucrative)

dungeon run

SKELETON SOLDIER
HP: 146  XP: 11
GOLD: 1496

The Bowhole

SHOOTINTO THE BOWHOLE

Skeleton soldiers fill the outer yard of the dungeon. Search the side

route to the right for three blue chests. Alier getting those, take th
g , take the

it €ads 3 U T
Cit route lldl leads aro (0] anOth
t aroun i the main entra 1ce, T 1e[e IS e

entrance farther right, but the way is locked for now

iy even
most intrepid adventurers. o

Serena is standing in i :
s standing in fror ‘
i 1t of the main
entrance. A pote
R Sy

prevents normal travelers fro i
m entering. Get Se
S rena to help yo i
EVEEyou want. Poke your head inand see what the plz lu‘ -
ce looks |

There are three holes in the

5 g Y V
s ’ ; ]()ull'd our gIOUp €an get dOW 1to
spiﬂt mn the hﬂkofthls cave, She " [edch You Well'd DanCe

, ANo|

:ﬁ!:eammg the new move, consider
SVEIS peaple from using the alterna

l'use a rityal

o to dispel the energy. Now you can

the next fevel th :
rough ]
ther cool party m’ck.g any of them, but hold on a se

iton the T <

‘ ght. Thi

te entrance), Y, : S One getg o
O Mmight as wel] e Cal'eyof tfhgm;p closest to the locked door
At first, right?

using the p

¥ il



Stolen Fruit

RECOMMENDED LEVEL: 10 TO START (812 TO PROCEED)

MPNSTERS IN THIS AREA

EET3 BL00D MUMMY
T K11 LIOUID METAL SUmE
GOLD: 1086 GREID) i :

1145 | LU(]DY MANGUINI EL LIVING STATUE
P: 154 XP: 1000
: P |HP: 236 XP: 1500
B ™ Gl B e ” o

XY CANNIBOX (205 (11T

[TEMS OF IMPORTANCE «

89> Prayer ring (in the lower side of B1,ioward the ‘cemér}

&> 3,000 gold coins {in the lower right side of B1)
4% Mini medal (in the upper left side of B1)
9 Holy talisman (top side of B2)

P> Light gauntiets {in the bottom right si g
ghtg { ght side of B2) HP: 187 XP: 960 HP: 627 XP: 4120

GOLD: 2106  GEEED : (PG: 280
% Gold bar (in the bottom right side of B3) 7 B e
K73 DRAKULARGE [ELE3 PYTHON PRIEST

HP:ZBB XP: 1600 - (Hei g0
GOLD: 1876 (S8~ | GOLD: 164G

L3 GooovBAG [EXE] SCULPTURE VULTURE
HP: 126 XP: 500 HP: 153 XP: 1320
GOLD:3366 7‘ : GOLD: 1606

4% Wyrmlight bow (found on the pedestal behind the boss, Gadrongo)

0BJECTIVE LIST

Talk to Serena at the top of the first map

Descend fo the bottom of the Bowhole .
[ET’E] GRAMARYE GRUFFON

Fight and defeat Gadrongo

49> Take the wyrmlight bow from the pedestal behind Gaﬂmngo and
leave the dungeon

: T e
ARMOUR ;
o Gl B " G

Zoom to Wormwood Creek, walk west, and continue until your GlD: /206 :s SPAD: SDG = GED|,
party reaches the end of Wormwood Canyon ; % ’ b { y ‘? i r
@ Look for a grey sealatthewcliff's edgé(in Wormwood C;nyon),then ¥ "I A hel ‘ aof the [ - i tilr ouget to the upper left
interact with the seal and select “yes” when asked whether to fire gy aong .t i g S i 2
fhe wyrmlight bow Sy corner. A side passage there features a blue chest and a red chest '!

= ; . $ e The latter contains a mini medal. .
%> Talk to everyone who shows up, and then cross the bridge of light = ¢ h

' 5

Two locked doors prevent clear travel between the upper and

Go down through the rightmost pit and then work your vy to the  Jower sections of this level. Going along the left wall of the map o#

bottom right, where you find stairs leading back up to the top. You  ay0ids them both. Tounlock the middle door, approach it from E

glsofind ased chest with 3,000 gold coins. the south. For the rightmost door, approach it from the north. ;
When you're done unlocking and looting, use the stairs In the top g

Open the locked door above, come back down downstairs, and
then lead your party left. Keep going until you find a scary statue.
Look north from there to find another red chest; this one hasa L ) WHO
prayerring, Your party can take the [onger

route around the doors eve!ry time
‘ . - IFe pre you go!hmugh; unlocking the
Walk left again. Look for a blue chest in the lower left, If’s pretty Do s
d more than a moment why bother, you ask?

right part of the map t0 descend.

t necessary: S0

much by itself, but you won't have to spen 3
The answer is simple This

- e dungeon is a place that's worth
farming for experience. Mast of

the creaturés aren’t that valuable

However, there aré

arience
t have too much expe ch make all the

They hit hard and don” ol SRR o
liguid metal slimes whe! seiiateu S0
difference. Expectto be
|eveling charactars throu!

pack here mor cially if you like
ac 3 4
gh multiple vocations

-

EATED

!




A FEW MORE FLOORS 1 2 large: circular
mber tograba few
(alisman. The

pots t0 gmash.

1 The second pasement f

woom. Search the ¢mmall spokes @
ies. The northern 100
ft has a blue chest
party must walk across toxic gludge to 8¢

(oven if you don
that's not too hugea price topay (even if you e i
Wi ¢
ge), The hottorn right hasa red chest with light &

y sood
extra gt andﬂfe“’

¢ everything, but
have Safe

room in the upper le

Your

Passa

bluse chest, and two more pots.

When you're through with the place, look in the lower left corner,

There, you'll find stairs leading down to the third basement.

You won't find too much more loot here, and now the dungeon
starts to become fairly linear. Head up to the top and open a blue
chest. Wrap around the remainder of the floor and look fora gold

: . :
barin a chest by the bottom right.

Liquid Metal Slimes: The Real Experience Begins

S ena helps you
e Bowhole

party to full health, go across ther
boss fight.

WHAT OTHER MONSTERS

The liquid metal sk
by no means the only
are one of the tougher
of health, deal area of
breath), and their single
them unless you ma )

Sculpture vultures are S
their buff spells. Kill them It

Living statues and harmourmr
the special abilities that would ma
> el

3
aon't coma I
0Nt come in Jarge groups.

0dy mummies it ey

LIS are quite commo tﬁey
} o b
1 h o &
% and are fun to kill if vou §
tyour disposal
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J GADRONGO

put don’t let that fool you; he makes up

¢ attacker, < deeper into the fight. He has a wide

our party get eey
damage is terrifying.

Gadrongo is @ singl
weaknesses once y
abilities, and his burst

kely to see single melee attacks or Heart B
| attack with higher damage and the possibiliies of
Fear). Neither of these is too terrible, and-am
pensate for either of them.

At first you're only li

L spe(:lﬂ
causing
can certainly com

s reduces his own damage by defending il ;
group from suffering much that round, |
oing to hit a slump. There isn’t much

Gadrongo sometime:
E attacking. This keeps your
your own damage output is g
done about it.

After a few rounds pass, Gadrongo tries out his Burning Breath. That
special ability is an area of effect that has a chance to P'aram“ﬂ :
- party member (for multiple rounds). Bad luck here can bett'm endofthe
fight. Bring moonwort bulbs to the fight and make sure to distribute the

| pefore the action begins. Use these on healers first to ensure that the
maintains its health while recovering from any disaster.

Gadrongo sometimes (randomly) just blocks your melee characters’
attacks. Hopefully this won't happen more than once during an en

“ In terms of area of effect damage, Gadrongo only has a ground pound
deals 30-40 damage to each character in your party. With your ¢
| reserves, that isn't too had. That is, unless your healer(s) are Paralyzed!

Gand v -
Beio and o eich fabe b it

e ' : B Thus, there are two major threats in this fight. One, that too many of
people are disabled. Two, that Gadrongo overcomes individuals with his single-target damage. Most of his hits arent

evil, but the boss can effectively land criticals. These inflict massive damage, knocking almost 200 HP off of an unprote
individual. '

Buff spells are a must (fighting without them is possible but risky)! Healing that tops off the party is also a godsend.

Slip your damage in between rounds of healing and recovery. Don't try to speed through the fight. A slower, safer api
gives you a much better chance of winning in the long run against this heavy hitter. ; “

Don't leave the dungeon immediately after y
behind the boss. Only then should you Evac

before heading into the wilderness again.

ourd ﬁfhtend& Take the wyrmlight bow from its pedestal
a
nd Zoom back to Wormwood Creek Rest and save there

path into Worm
of the same name, omwood Canyon ang look for the outdoo
rarea

Once there, approach t ! ;
Doso! A b PProach the grey stone tablet in the lower lef; vy, |
*Abridge of light is created that leads 4 € Prompted to yse the wyrmlight b
yrmlight bow.

CTOSS @ Massive 8p. Talk to the v
e villagers who show up, and then take the bridget®

"*‘;@’t s M
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4 Mirrorstone

4 Lava lump




AECOMMENDED LEVEL

OBJECTIVE LIST

thern exit out of Wormwood Canyos

i Take the sou
and take your group to the Southern

@ Enter Wyrmtail
Er Y Is into Wyrmwing

the map. which lead

exit to avoid heavy fighfing (or explore 1

W Take the western :
before leaving)

pick up ground items

w4 The western roufe [eads back into Wyrmtail: take the
into the hills to reach Wyrmsmaw

W Wind all the way around Wyrmsmaw, then circle up the hij
to reach the center of the map which is the city of Upoyer

TAIL) MONSTERS IN THIS AREA
& S (WESTERN PART OF WYRMTAIL)

MONSTERS IN THIS AREA (WYRM
BLOODY MANGUINI :§ MOOSIFER '
HP: 154 XP: 1000 HP: 156 XP: 1240 [EIE)] BOMBOULDER

[ GoLD: 1486 tt gow: 16 GREID HP: 146 XP: 1300
TR i i TN GOLD: 1446

KL cycLops (7] SCULPTURE VULTURE
“‘ HP 355 XP: 1400 HP: 153 XP: 1320 CUMULUS REX
| ' GOLD: 160G & HP: 252 XP: 1400
; GOLD: 144G

| 131 RO
XP: 1600 B £ (HP: 138 XP: 1050 CYCLOPS
| GOLD: 1726 HP: 355  XP: 1400

GOLD: 846

155 [ LT TERRORHAWK
| HP: 225 XP: 1380 NP: 146 XP: 1080 _
GOLD: 1606 ﬁ GOLD: 1326 - DRAUU‘RGE

‘ LU LIVING STATUE L ¥4 WHIRLY GIRLY
a9 WP 235 XP 1500 ' S HP: 144 XP: 1020
S -

el B GOLD: 1326 MONSTERS IN THIS AREA (WYRMSMA

MONSTERS IN THIS AREA (WYRMWING) e

RETY Moo
=g SIFER

HP: 156
T oo




MANY MOONS LATER

This is one of the longer overland treks in the
must traverse several major regions without b
anap.

game. Yoyp party
eing able to stop for

Stock up Now

If you don’t already
I have a healthy supply of
medicinal herbs, magic
water, and whatever else
your party might enjoy,
return to Wormwood
Creek for a moment and

in sight.

1t of HP/MP.

After going across the bridge of light, take your party south. This
quickly gets your group into Wyrmwing. If you're well-stocked on
items and can afford a few extra rounds of fighting, search around

the map for spare alchemy items (refer to the map to help locate
thevaluable sites).

When you're done, use the exit on the western side of the map to
leave. This puts your party back into Wyrmtail, but everyone is
nowon the far side of the mountains. The entrance to Wyrmsmaw
(yetanother map) is located in the hill north of your position.
Climb the stairs there and enter the new region.

dnorth as far as you can in Wyrmsmaw and turn right when
1€ near the top of the map. There is an entrance to anothe?‘
B, but you should ignore that for the moment. | nstead, circle
he center of the map. It's a fairly linear route, 50 you

uch danger of getting lost.

Climb the stairs into Upover when you arrive.

TONS OF FIGHTING, FEW REWARDS

You encounter dozens of monsters on the way to the next town
but most of them are only important if you're looking for specific
items that they drop (such as royal soil from the drakularges)

This isn't a place
where most players

liaouhulvm

should be leveling
up extensively. If

ETY

you need more than
a half level or so,

Fe_ 2

wait until you've hit

==

Upoverand then  §
find a more suitable
leveling spot. The lower floors of the Bowhole are great areas for
leveling, Simply killing one liquid metal slime garners you enough
experience to equal 10-15 minutes of solid fighting. That makes

up fora number of lesser fights, and those are still worth some
experience while you're waiting for another liquid metal slime to

appear.

|

All that said, there are still enjoyable targets if you're in the mood
for fighting. Bagmas are worth a tidy litt Je sum of XP; they LJ”‘
for help and die as quickly as their buddies arrive. Bevmref'%d of
their Inferno breath. Its damage is high, butyou wontsee I often
Thank goodness for that.

Sootheslime groups die awfully quickly as well. If you'reina

ositionwhere battle is almost unavoidable, opt f
d down by longer fights

or weaker targets

P

like this to ensure that you arent bogge




Upover

¥OU WON'T FIND ANY GITS
is a townwitha
overrun Upover three

ior weaponry and heavenly

AROUND HERE
o o
roud tradition ©
Upover, as you soon learn, p
. The Gittish Empire tried to
ago, but witha mix of super

of Upover won.

rebellic
centuries

assistance, the people

ime, but
The townsfolk know of a black dragon from that tim 7
ir henefactor (who lives at the top of the

they believe that the , ;
: 5 ike enefit from
Magmaroo) defeated this dragon. [t sounds like you'd b

meeting this ancient leader.

s havi i ‘handise.
Search the town thoroughly. The stores have amazing mercha

i «oins before
You might need to go elsewhere and build a supply of coins be

of what you need, but window shopping is

purchasing even half

still rather fun.

Learn a few new recipes while you're here. Search the mayor’s
house as well as an unmarked building stationed in the upper left.
By now, your party is beginning to learn how to create amazing

things.

Climb down the well and talk to a spirit dancer. He'll teach
you the Sultry Dance move. Be careful about using it in mixed
company; maybe that's what got this guy in trouble!

You can find three treasure
chests in Upover. The two blue
chests are located in the item
shop and in another unmarked
house on the left, The only red
chest is in the weapon shop, and
that contains a mini medal,

ITEMS OF IMPORTANCE

Mini medal (im

OBJECHVEIJST

to the mayor about getting access to the M

side the weapon shop)

Talk

Leave the mayor's house and then talk o the guar

When the guard steps aside, have your party enter the
Magmaroo

UPOVERITEM SHOP

COST (GOLD
PIECES) ITEM

UPOVER WEAPON SHOP

COST (GOLD X
PIECES) ITEM

UPOVERIARMOUR SHOP

COST (GOLD
PIECES)

ITEM




e

l

|

Notice that you

can go between the
upper sides of town
using the basement
area (the stairs are
out in the open).
Talk to the man

in the only room down there. He makes Drunken
Dragon, the primary inebriant for the region. It's

rough stuff!

When all is well, talk to the mayor (he's in the build-
ing on the upper right side of town). He'll give you
permission to enter the Magmaroo. Leave the 'r;c;use
after you're done. Finish any business you have in
Upover, and then enter the cave outside the mayor’s
house. When you're ready to proceed, talk to thle

soldier that guards the Magmaroo. He'll step aside

once he knows that you have the mayor’s permission.

Weapon Shop "

T

BN e i HEIIE B

Learn Sultry Dance
party trick |



@ Barrel

A Pot

8 Cabinet
& Recipobook
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.31 T0 S ART (34 TO PROCEED
ED iEVE'. 32103 YLELH)
MMEND

IMPORTANCE

(in the upper feft side of 12)

RECO

EA Py 4%
166 VANDRAKE MARAUDER
3 (et ¥R 1
GOLD: 1246

ITEMS OF
@ 1,500 gold coins

@ Seed of defence (in the fower right side of L2}

|
MEGA MOAI | ’
167 D XP. 210 Mini medal (at the top of L2, when you comie back dowp .
@D . GOLD: 146 ‘ the area)

4> Saint's ashes (on the southern ledge of L3)
w49 Hades’ helm (on the hottom right side of L4}

> Safety shoes (ina small cave at the bottom of L5)

g ' G@¥D 9> Dragon warrior helm, armoul,vgluves, trousers, and boots (3
S reward for allying yourself with Greygnarl)

| ] FRIGHTNGHT _
‘ xpzé% | OBJECTIVE LIST

= Climb to the summit and meet Greygnarl, Hero of the Heavens

XP: 1620 \ ! W Fight for survival after a case of mistaken identity
7 9> Leave the summit after the battle, then Evac fo Upover and

: see what has happened in your absence

HP: 200 XP: 2000

GOLD: 160G

" DON'T STEP ON THE
THE CARPET IS HO

Watch your step

in the Magmaroo.
The entire dungeon
is filled with heat,
steam, and lava.
Walking onto the
wrong spot deals
damage to all of
your party members,
This won't tax

your resources too

heavily, but why waste herbs and MP?

} 3 & E ] w9 Rest, if needed, and then confront the armoured men at the

hase of the area
> Defeat these attackers and rest afterward
> Talk to the old woman outside of the Magmaroo

w8 Go down the stairs near the mayor's house; talk to the man
who runs the brewery, and get some Drunken Dragon

8> Zqom back to Stornway and leave your companions at the inn

"> Zoom to Upover and talk to the old man again when your hero
is the only remaining party member

- Zoom to the summit of the Magmaroo, where your hero
receives a Gittish seal from Greygnarl

9> Fight the aggrosculpture that arrives

& Take the dragon warrior equipment that Greygnarl gives your
s hero and equip all of it

@ Talk to Greygnarl again and watch the scenes that follow




The first floor doesn't have'too much to Worry bot §
lower left for a blue chest. The chest ig located inside
Jump in there, steal the easy loot, and get back out. T},
the top of the cave for the stairs that lead up.

tiny cave,
en, look at

Walk across a bridge and search the left side of this map for a req
chest with 1,500 gold coins. Your Party must walk across 5 trivial
amount of lava to get to it, but that’s no big deal,

Godown to the lower edge of the map and swing to the right.
Grab a seed of defence from a chest over there. Take that before
you use the stairs up to the third floor (they're in the bottom
center of the map).

LEVEL THREE AND BEYOND

You won't be on the third floor for more than a moment. Take the
northern route in this corridor and use the stairs that lead back
down. These let you loot the final red chest from the second floor.
This chest features a mini medal inside.

Climb back to the
third floorand go
all the way south,
ontoa ledge. Walk
lefi on the ledge,
_ openared chest

- thatcontains

~ saint’sashes, and

Bei N ‘.é@ﬁnue to the far 4

| Sideof the map. Goall the way to the next cave. The stairs within

' 3 ﬂkyour group up to the fourth floor.

Hero acquires 2 mind medal

~ The nextlevel is the only one that seems complex. Give 1ta ;
: i By look fora seto
mofment before you start moving around. Nearby, lool for é 8
! iew. '1e post
theee pots that are somewhat hidden from view. Theyrep

10 the leftof the small stairs near your starting
small steps

tioned

Jocation. Go undera

bridge to loot these, and then return to the

€arch in the

1
Climb to the overhanging section ‘
of the map and push fory; rd z
from there, Yoy won't have to . |

make any more weir moves; the -‘J

level involves 3 Jot of shifting up
and down, but it's al] in 5 léi.rly B
direct fashion, B
-lfyou REALLY want to knoy the specific directions, the followine | o |
structions will help. Climb the small stairs and take the lower . |
path to the left. Descend another set of small steps at the end of |
the passage and look along the right side for a red chest, which |
contains a Hades’ helm. !
Go to the bottom left corner and work yourway to the top from ‘
there. Stairs soon lead up to the fifth floor, ‘

| NEARING THE SUMMIT

The fifth floor is extremely small. Go to the bottom of the map,
search a cave for a pair of safety shoes, and then take the stairs
on the bottom right to proceed.

Leave the cave at the top. You're

now at the summit of the i
Magmaroo. Search along the

right wall while you're making

your way to the center of the :

area. There is a lonely blue chest
that needs a friend. After opening that, Heal your party to full
health and prepare to meet Greygnatl.

The meeting doesn't go exactly as planned.

™, e~

MONSTERS THAT ARE BURNING TO MEET You

i ‘00 are high-end. Look forward to
Almost all targets in the Magmaroo are high-end. Look fc

with substantial health, frequent area-of-effect attac
Anything that you can equip

ks,

enemies
and reasonable experience rewards.
o redhuce fire damage is a good thing.

€ Incre Y g ) the
Hell ninos are 1n l’dlbl ast lou see them Ollbh( ut most or

dungeon, and those cloud
moderate area of effect damage

kill them. Save faster characters ‘ :
can make theirown attacks.

beasts usea mix of melee and light-to
Utilize late-round heavy nitters o

i i ve a chance
for enemies that you havea

{0 eliminate before they



3

fence.
qva are great for experien
: amage
| They don't cause heavy damag
and it’s easy t0 fill them. Sure,

they can defend, but it doesn't

Livel

ou wotind

- |
g can
‘ / Mandrake marauders € :
7 i g ts
s inflict impressive damage; tha
|
|

necially true if § : if you
i s ml“(vi killing them make much OfAdlﬁerencekl :
4 them instea Lot y : I ttackers.
| =, elee a
I before their round arrives. The have multiple m
Fud an their 331 Gefg 7y
marauders tend to focus ’nl £ : Corrupt carters are another one of the easne'rjtal'gets. They {8
3 get a chance ) a i ] G e
attacker (and they ll get u” o hel), Bring them down witha too much time casting Kabuff. By the time it's up, the cartey -
- aven call for helpj: i v S
o ; ‘i together. This reduces the chance & 4 o ig po about to die anyway: Have your faster chardcters fagge
ks executed close togetner. Liis 3 ‘ Al
e ; them immediately to score damage before their damage resistyn
for double attacks : 3
4 - isriasty, but = activates.
Mega moai oftenshow up alone. Theirarea ofeﬁtctstomprls k-]?/
y s ally fast kill.
that's about all they have. Focus fireon them fora brutally HOW CAN YOU BEAT THE BOSS FIGHT? EASY. JUST
4
aomalice are wicked. Their Fierce Fire hits everyone fairly we'lr Greygnarl won' listen to reason. Your party must beat o,
1 A o . : ) - ! efeat the dr:
+nd their hich health makes it difficult todrop mote thanonec 3 for a while to show that you aren't chumps. Defeat the
. : 0 row around. ) : i Tt
them a round unless you have substantial magic to t?ﬂ(?\\ (“Zu his own turf; and don't feel too gmky about dmng i
L eave them alone until all other targets have been eliminated. cantankerous, This is exactly what he needs.
D/ » AR .
N V'.‘: [ - » AR
@ /\
~
» Las T
2 s Greygnarl is a single attacker with relatively modest damage oufput.
L% : is sufficient, but it rarely bursis to a high level. Special medicin
. A \3 ‘ s dedicated healer can make up a lot
N |4 . : j S fight. g
S, g ; . o
- ] % ___ For damaging the entire party, Greygnarlm
: szg® __ (whichisn't too dangerous) with
z v The latter is the ability to worry
= o more damage, and Greygnarl use:
; ; Ses
7 regularly later in the fight, T
AR - lyou have a party that is heavy on healer:
" ‘\}h 1 : a probably maintaining yourselves. If not, |
. RN V'clory and outpace the dragon's damage. T
o P g have special attacks that help the ¢ )
/ a clear winner, Propeller Blade is as go oda
X other characters augment the best attacke
;;'Gfease these advantages. A warrior with!
e i:;ﬂm.Sword ) and Frost Fource (an armam
;. N rip Greygnarl in half.
24 Because most of th goc
- e boss' g : ! i
— "!hBuff. Raise pap dama::'?ge 'S Magical, it's not worth your time doing
nstead SR 3 i
and win this fight as quickly as poss
g
F st
Ly . il W g r =
g I3 i . ?’a‘ x -
wialb 3 i ¥ T WS .



The old woman from the mayor’s
house shows up as you defeat
Greygnatl. She'll talk the dragon
down until he realizes that your
party probably isn't there to kill
him. Evenstill, he won't help

your cause and he doesn’t believe
your story about the black dragon.

It'sa problem that you can’t do anything about, Leaye
When those scenes are done, Zoom back to Upover

the summit,

BACK IN Town

R(’ﬂ c
SLaAs 80 a8 possible istri
d8 8001 as POs: lbl&, I'le.'[ lbUt(;‘ I (diCi (S

tht’s oing 'h L Decause N
5 on, The towr Sf()]k are in a hL177 bC ause of th
e 8 . ). . OUZ. 5S¢0 5
arrival of t] ree men in a mour. T} € nev :

| EWComers are at tf
At ‘ areat the ‘
southern edge of town; they're threate

»and find oy

ning to shred eve ryone

Or'various at alistic A d ) le ao
arious
onal b reasons. You are [g INg to le nem d

that, are you?

Approach the knight in the middle of the

' group. Talk to him
and begin another major confrontation,

FRIGHT KNIGHT
XP: 2180

Two stenchurions are flanking their leader. These lesser enemies have
moderate attack power and fair health. The fright knight is considerably
tougher, but he's still not quite a full boss.

The safer strategy is to target the stenchurions, each in turn. | :
Use area of effect spells against the entire group while your o il
melee attackers bring down the undead.

The fright knight loses some damage potential when his
underlings go down. Not only is their damage taken out of the
fight, but also the knight starts wasting attacks trying to Zing |
them back to life. This often won't work, so your party gets another il

advantage.

During his round, the fright knight can use Attack Attacker.
This deals direct damage to a single target and reduces the charactm—"s
. damage output in melee. It's a pain, and the fright knight loves to use it.

s raises his Tension as well, but that's not something

Sometimes the bos .
fHference in the encounter.

you see often. It also won't make a major di

The fright knight's high defense and abiliFv to block make hlvn\; his_rd's
| to defeat without characters that are dedicated to damagg, :moa ;
) and martial artists are great. Mages are fine too. The mgdm"i :m g
suffer the most from this. Priests, armamentalists, an |
ard time here. Have them shoulder the burden for

or damage-raising abilities.

| vocations
minstrels have a h
healing, item US€,

The Lxsght Vright uses Ats Httaoher:

SR W T e Y M ™, W S

&
e uaae S



After you defe

comes down

at the fright knight; I

Watch the next scene-

. b

utenant Hootingham-Gore
inhabitants calm
kto

jie
The village
¢ Magmaroo and tal

pack up toth

after it's over. Climb .
ance. She

de the entr
hero—alone.

e
e /[l let you know that tl
the old wornan outst

dragon wants to talk to your

Zoom back to
S((ltﬂ\\?«)'ﬁﬂd 4|mp
off your extra party
members. Return
to Upover and go
into the brewery;
it's reached by
climbing down the
stairs located to the

left of the mayor’s house.

Ask the guy who runs the brewery for some Drunken Dragon.
He'll oblige, and your hero should take the drink up to Greygnarl.
Zoom all the way there to avoid problems. The Magmaroo

Summit is on your list of allowable Zoom locations now.

Greygnarl gives your heroa Gittish seal. Healso says that he'll give you

several powerful pieces of armour. But this all gets interrupted whenan

sculpture arrives, threatening your heroand Greygnarl.

Fight this enemy and destroy it!

KILLING T
AGGROSCULP

The aggrosculpture
doesn't have much
health, but its
damage output jsn't
bad. You won't want
to trade blows with
the fiend for long. If
you think your hero
may have problems,
come here with a
more combatiye
Vocation,

Does 76 paints of damage 1o the

45g1050ulpture.

Use your most damagin

ng att
rely on abilities that?legl asﬂl‘lzlk
(e.g., !lluacle Slash), or go for
techniques are dependable,

s each round. Either
ey damage the target
Pure aggression, Botpy

After winning,

your hero is given
the dragon warrior
gear that Greygnarl
mentioned earlier.
Putall of it on, and
then talk to the
dragon. He'll fly
your hero into the
heavens. A great confrontation
ensues.

When it's
OVer, your
hero
arrives
ata
dungeon
known as

the Gortresg,




Recover HP & MP
® Barrel
A pot
B Cabinet
, Recipe book

)
g
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UMBER L |TEmS OF IMP

b al'mlﬂd i Compkte The ultim ate ley (k
50 you can blow

NAME, RANK, AND SERIALN
For a brief able to Zoot
ora bprie
't take long, ; ‘
pbpai e dsnb ut beingconstrained. 0BJECT IVE LIS
i+ if you're worried abo
right through it if you're we AR
i atch you
is taken to the Gortress. The enemies ket
- o that's not aconcert.

time, you won't be
is section doe

In any event, your hero

forget to take your &q uip!

he pext Mo

e (Y‘W) ! Leave your cell {
; i : prison
Similarly, you get to keep all your money: tard of the pr
i i i he stops, | {0 a large man named 5
Let the Lieutenant haye his chortling fora while. Whe-n s, :?g‘u;g]":m’é‘m
vour hero is taken toa holding cell. Talk to another prlsoner'
| i moring and gise Examine the following S|
f i : of the shields (upper si
to the main yard of the prison. i g

p : o
before you get some sleep. Wake

After walking around on
Sterling again when you

Rest and then approach th

Equip your hero after the figh
Zoom to Stornway, and get your part

: : 5 : | 9> Refurn to the Gortress and assau
Up top, you meet the guy who was talking earlier. His name 18 ] §i

Sterling, and he seems | tand-up fellow. He doesn't accept

) : : Kill the lethal armour inside and turn of
that everyone in the Gortress is doomed to die there. ! g :

: : i f @ Talk to Sterling outside and follow him into the so
As a way of introducing your hero to the place, Sterling tags along R e aras

and points out the key spots as you approach them. Examine all of

the following areas to continue: Confront Lieutenant Goreham-Hogg

The boneyard ; == Loot the ultimate key from the nearby chest and go
. : ] afterw
> Any of the shields ard

The gallows k"% Free all of the prisoners hefore leaving with

The wheel of suffering M

The southern exit ONSTERS Jaaills ARED
You find the boneyard on the left side of the map. This is where
people are buried after they've died in the Gortress, There are
plenty of graves already, and who knows how often they pile
multiple people into the same spot?

I'he eneroy 3| . 4 : : i " e T
The energy shields prevent prisoners from lea\;ing (to the souih) P 7, GORTRESS ITEM bHOP

orapproaching the guard areas (to the north)

can go through these at will. After

-Oddly, yourherg ; CﬁVST‘lGOLD

Charda ITEM
a mumenl,bterhngandym“ PIECES) o

chara realize y is. It’
wracter realize why that s. It's nice to have some

good news, et @i




The gallows are

exactly what you'd
expect. Hopefully
you won't become

XMeny

more intimately
acquainted with
them. They're in
the center of the
yard, above the

entrance to the cell block,

Look on the right for the wheel. It's powering something impor-
tant, 50 you know it has to get trashed or disrupted sometime soon.

Finally, the exit outside lies to the south. You can't leave quite yet,
but Sterling already has a plan forming. Trust him!

WHAT NEXT?

Sterling finishes his tour and tells you to explore on your own for
a bit. There isn't too much to do. Shop at the modest item store if
you like, or visit the priest on the left side of the yard. There isn't

any good treasure to loot yet, so you might as well talk to Sterling
again as soon as you're ready to advance.

Sterling tells you to bide your time. Get another night’s rest. After
waking up the next morning, approach the gallows. There are

doins a-transpirin’!

Animportant scene follows. Watch everything that happens.
When it's done, equip your hero and then leave the Gortress.
Zoom back to Stornway, call your party back to duty, and return to

the Gortress. It's payback time.

the yard and

Go thiough the shields.in the upper portion of

ery LoD Climb tothe
lead yourparty intothe watchtower at the very top. - s
5 I hine in tha
sécond flogr of the watchtower; try to use the mach! »
ek vour party:
to attack your]

small area. This provokes a lethal armow

Fight him and

kil the creep, He
doesn't have mych
health, s0 haye your
group use their best
attacks to bring
him down quickly.
You get to rest soon
after this fight, so

there is no reason to conserve a nything, If the lethal armour gets |

to summon a cureslime, switch all attacks to the newcomer (its

Fullheal spells can be quite troublesome if you don't kill it), «H
‘ X B
After the fight, stop the shield generator and go back outside, |
o . » ‘

Talk to Sterling again. He'll push forward into the solitary wing; ’
its entrance is underneath the guard tower. Follow him without |

o
delay! %‘3}” '

Just inside the door, search fora healing field. Step into it for

full restoration of your characters' HP/MP. Your people still feel

hungry, but that's normal for devices of this nature.

Climb down either 1
U sof of stairs in the |

room and search
the level below. The

left wing features

=

arecipe listina
bookease, and
the right side has
the kitchen and a

2 top, but you need

pots -an find two red chests u
couple of pots. You can find two red chests ;‘ |
1. Sterling is waiting there, and

to win a major battle to get to them

he's glad to see you.

DOES SOMEONE SMELL BACON?

) > chests. erling has the
Hogg is guarding the chests. Ste

|ieutenant Goreham-

\'"‘M H’
he Lieutenant, b !

8 1ally
ut he cant yctually
;.’,LIL‘: fo .'lgll](l up tof

the big pig
his own. That's your party

5 job. Engage
prison boss on

and bring him down

kxl&’& W TR SO T S i, W g

P w X
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This is one of the sheﬂﬁﬂ‘hqgsﬁqm_fi?‘ o g
You're either going to win fasg or big:
Lieutenant is all about damage, 4
B osist magic well, his health isn't
~ compared to your party’s cu
. output, and his defense is laughable,

" To make up for these weaknesses, th
" has ludicrous area of effect damage
occasional single-target critical hits t
 sinister threat.

" 60 damage to every party membe
it every few attacks. Awfully mean.

The Lieutenant's single attacks are usually f
| have enough burst damage to take down anything short of a chara

So, unless your party has wicked healing or a great supply of me
| essential to raise your damage output as quickly as possible. Dout
Goreham-Hogg giv;ﬁ ST NSO  1isc any abilities to raise your melee characters® direct dar
swing and attacks, § :
Keep your eye out for useful coup de grace moments, m'
| trigger at least one of these for your characters, and anything with hi

high damage output is a godsend. If you have a warrior that get
extremely good.

| 1 you haven't kept up with leveling or armour upgrades, this fight }
| 2XPose your weaknesses. High health characters make up for that,
it Pt | to mae Your party as solid as possible if you're worried about ;

WRAPPING IT yp

con bits, search the chest o the left, Take the ultimat
stle from the other chest, ¢

roceed dowy € Das
down to the “Sement with Sterling and
to each one iy, ¢ .
~ M Wrnand gpaaf i
Wi peak mhmlmg

erride op the \‘t\nflighl I

> [ldppe Ning

Xp
> dowp beloy




ALL ABOARD

The scene shifts,
E  and your hero xﬁ_w
is soon at the
Observatory.

C )
Climb back up tot e iourth ﬂunr and ta k to Apus | urre.ntly, i
at the entrance to the Starflight Express »_ B standing on the

third floor, talking
to the celestrians

that you recently
rescued. After they're settled in, leave the room and descend to ;

the second floor of the Observatory.

Go to the top of the map and talk to Apus Major.
When he's finished speaking, follow him up to
the summit of the Observatory. Interact with
him again at the entrance to the Starflight
Express. Board the train afterward and talk
to Sterling, Ask him to take everyone k to
the Realm of the Almighty.

el S e

And with that, you're off!
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ITEMS OF IMPORTANCE

- Whlle knmhts slneld (msnde the weslem temple)

o, ¥# iy
- Mlghty arrniet (m lhe nnrthem map outin the open)

OBJECTIVE LIST

S0+ After arriving, talk to Apus, and approach the main door ahead

"% Pass through the door, take the no

rthern exit, and climb the light
stairway

The Starflight Express doe

this time. Your train arrive
% Continue up the stairs of light until you reach the main temple

% Search the temple for signs of the Almighty, then watch the scene
« when your hero approaches the gates on the second leye|

5= Walk up to gates and offer the fyggs

Inscription says that unlyt pyﬁ* ;
= Meeta powedul ierce uf guodness and listen to her plea
T

- You've beep 3. good hoyar' i
“® Talkto Slella and Slethng, then havn them takn the engme ta
‘!& ﬁim"nham Palace

"en‘ : A Sureenough thedooro'
h 8 i b LN

% . don'tgy directly to the fazﬂmj’;(ﬁ!e
temple for 4 req chest with a whigy




That's a great piece of equipment for defending; you're lucky to
getit so easily.

Explore further if you want, but there aren't any people to talk

to in this map, nor is there any more treasure. Go through the
northern exit.

A chest in the second map holds a mighty armlet. Get this by
taking the rainbow bridges. Walk right, take a few steps deeper
into the circles, and then walk left on the inner one. That's where
the treasure is sitting (it's right out in the open).

Take 2 moment to look around. Notice the beautiful pool on the
Mt side of the map. You can even climb up toa higher tier, swim
in the pool, and ride overa waterfall. On the right side, look for
the stairway up to the eastern temple. You don't need to go there,
but the markings on a few stone tablets reveal things about the
powersthat be.

| Climb the central

stairway and explore t

the temple at the
top of the Realm of
the Almighty. Apus
Major wants your
hero to find any sign
of the place’s ruler.

Take the stairs inside the temple and climb up to the higher floor. &
A set of pearly gates are sealed at the top. Approach these and
then offer the fyggs when you are bidden to do so.

-

The entire group is returned to the Observatory. A goddess
appears and explains that she is Celestia. She needs your hero

to destroy the Gittish Empire before it fully emerges from the
shadows. The idea sound quite reasonable, so why not get on that?

Talk to Stellaand
Sterling when the
scene concludes.Go
to the train with them
and tell Sterling to
take everyone to
Gittingham Palace.
Victory iswithin

% MenL

reach,

et D SN
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RECOMMENDED LEVEL: 34 TO START (38 TO PROCEED)

OBJECTIVE LIST

- Approach the fortress north of the blue tree

W8> Make sure that your group is properly healed and prepared
for a major fight, then enter the fortress

MONSTERS IN THIS AREA
EEE] DARK SKELETON KILLING MACHINE

HP: 186  XP: 1780 HP: 182 XP: 1880

GOLD: 1626 PG; 276 % GOLD: 168G
3 DREADFUL DRACKAL EEZL LETHAL ARMOUR

HP: 240 XP: 2000 ” HP; 194  XP: 1680

GOLD: 1806 PG; 276 GOLD: 164G

171 BE ] ‘
HP: 160  XP: 1380

GOLD: 122G

FREEZING FOG

[EEZ3 GLOOMY GASTROPOG | JLIEZ:] STONEG
HP. 144 XP: 1400 ! HP: 255  XP: 2040

GOLD: 1146

GIT UP THERE

Your party isn't far away from Gittingham Palace, but stop and
think about what you're doing, If you feel confident about your
party’s equipment and power, go ahead and enter the palace
(stationed to the north, only a moment away). However, this is a

. great time to take a break from the story.

A brief scene begins when your group tries to enter Gittingham
Palace for the first time. Your allies make sure that the group can
get inside without
any problems, but
that's about all the
fire support you can
expect. The rest is

up to you.

—— . L AR T

If you have a number of
characters around level
38 already, there's no
reason to hesitate. If you
don't, it might be the best
time to hunt for liquid
metal slimes and get up
to speed.

fyou have a priest n
38 that changes battle
gives your priest
ven soma of the nastiest
Begause there Is a boss
Palace, you might

This consideration s especially true |

the group Prigsts get @ spell atlevel g
dynamics In the flash of an eye Multihea

the ability to hold the tide against &

in the game.
area of effect damage in (e,
waifing just inside thedoor 1o Gittingham

want that-spell *
e g > ;;’- :
e #

.} P \

- o . W' E fn’lé#‘?’ ’ .

1
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RECOMMENDED LEVEL: 38 TO START (39 10 PROCEED)

ITEMS OF IMPORTANCE
b Reckless necklace (L1 Eastl
o Mini medal (L1 East)

w5000 gold cains (L1 North)

Wb Colostial spear (L1 North]

W@ Mini medal (L1 North)

@9 Seed of deftness (right side of L1, inside the penlagonl

w0 Dark shield (upper left side of L1, inside the pentagon)

w9 Mini medal (on the parapets, south side)
W Seed of skill (on the parapets, north side)

> Mini medal (on the bottom right side of L3)

OBJECTIVE LIST

'QP Meet Lleutenant Hootmgham -Gore and bring his life to its

conclusmn o
. ; T

A g5 3
4’ Cllmh to the top of Gi
o Purrvis as well a

ﬁ S il
Borrep ARt A ”3'-6—3‘-‘
49> Enter the throne room aml anack Vng Godwyn

SECURITY AROUND HERE IS TIGHT!

Your buddies barely get a foot in the door before you're accosted.
Lieutenant Hootingham-Gore makes himself known; he's upset
that you escaped from a Gittish pris > doesn't gi
| ‘ l t; m a Gittish prison, but he doesn't give a hoot
about what happene Jorel go Wi (
t happened to Goreham-Hogg. Without delay, he'll

bring the fight to you. Be ready.




LIEUTENANT »
HOOTIN GHAM'GO RE EZEN HOOTINGHA. Goge

HP: 1854 XP. 18500
GOLD: 4050

121::::??: i5a truly t.:lever hoss, He doasn't.appuar by himself (a
r 05585 in this game). Instead, he brings twe bad karmours
to cover his flanks. They'll intercept spells and melee attacks for him
. until they are slain, Don't go for the direct approach; it takes longer
to kill the two bad karmours if they're allowed to block. They end up
0. both taking damage, and neither die quickly.
1
D Instead, attack a specific bad karmour directly on round one,
Fight the creature until it’s killed, then target the other one, Leave
Hootingham-Gore for last, even though he’s a pain in the rump.

The Lieutenant is a double attacker. He'll usually combine a buff or
debuff (Bounce on himself or Eerie Glow on one of your characters)

with an attack spell (Swoosh for area of effect damage, Frizzle for
single-target pain).

If you don’t have Multiheal, this fight is tough, Bring medicine

for every character and have spares. Don't skimp! The fight is much
longer when you do it this way, but it's survivable.

If you do have a priest that is high enough in level, the fight is significantly easier. Hootingham only has his
area of effect damage. None of his other attacks burst for anything. That means that he's a helpless babe
when your healer can keep up with the constant, moderate damage.

You probably have at least one person with Wizard Ward. It’s an incredibly easy way to resist damggi in
this hattle (or to at least avoid one of the Eerie Light debuffs). Don't be shy about using these early in the
fight. They Il pay for themselves nicely, especially for low health characters.

i ‘re just 2 ely fo
Don't try to stack debuffs on Hootingham; he refreshes his Bounce so often lhat’ vlou. re,l,:?:dd:ul::«z ¥
pound yourself. This boss has enough agility that you won't be able to attack early in ¥
have a character that can Acceleratle the party.

:rrT“ ‘

Kitty sasts My Hibsal
2% poinis of g
o, wach take sround 20 pod
Haro and co. e»

damags

|
ff "‘i[i"t;r“‘.,‘“.‘)‘]H‘-|I£.f4'1 1
i I He'll spout 01 5% 2
Biiry this fool He 1l 5§

1| one shouldn't be much wor

1D afeor the b e, I¢ g {
o or are lowon M dl 4
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.1 vhace stairs; which lead
through the main doors and into the first | Now you can climb thnsesw;. : m‘(w
S rections. Take the western and study area. Read dwb:l: :l.t Ehe case;
age.” This book 1s wiere
lect treasure, There are mary barrels and pots of the Supreme Sage. Th fritausat y‘m@
aE . Break these for minor loot, | sage vocation quests. The first qu E“’e“‘";aﬁ?-;
to become a sage. Climb back down the stairs

When you're

Ihe corridor heads off in two di

level.
bratich toco
cubbies beside the pat
of the route.

hidden in the
and climb the stairs at the end .
. accepting it.

There is an inner courtyard in the

‘ DON’T [UMP! first level. Use the door that faces
MUCH TREASU R in toward the pentagon to reach

Watch out when you f ¥ v

take the stairs up. 4 - gl this yard‘ The door that youre
th ; ; e

hisboon il : looking for is on the left side of

’f
carpet to the party'’s E ;
-

o s tiows e’ the hall in L1 East. i

to the first level
again, However, you 5 5 . o
won't be near the Continue through the doors into the pentagon to
3 SlirER s Yot I | Ioot. The door on the right takes you into a stol
‘ used. This throws off
the entire treasure run and forces you to go all the way room contains a seed of deftness and a COIJP!:
back to the beginning to start over. ;

entrance on the left side of the structure gets
a dark shield. Go through the archway on th
north, after you have the shield. This eventually

to a room that has a resting spot and a staircase

Proceed left, out onto the open ledges. Walk along these to get the

B v : T MOVING ON
loot that's coming to you. The parapet to the left leads to a mini h
medal. Return to the northern part of the level and go all the way The chamber above the pentagon is disturbingly b8
back to the beginning of the dungeon. You can save some time by | appear there all the time, and you can't outma
dropping into the treasure room via the carpet, but for the sake of | Because you can always rest below; there isn'tn
clarity, we'll go the long way around? to avoid the encounters. Kill your way to the
and look for things to break and loat to the

Once your group is back at the entrance to L1 South, take the :
recipe baok to the north.

eastern branch. Go to the end of the route and continue intoa map
called L1 East. This area has two chests, They're both on the right Use the exit on the right to getiout to the
side, and they contain a reckless necklace and a mini medal. the northern side for a rare seed of skill.

&6 & mind medal

K epgoing throue ( ) I'e, ¥ o
2 g through the T i lor
£ e corridor t¢ reach L1 North, gnore '[ht,

‘ staircase i front of your j

arty and push on through the hall itself,

\ You find a treasure room w - ‘ ‘
‘ as oom with three gche Tak i |
| Pn—e i uulh‘hxuln sts and three red Take the stairs baek down and g4 ou
arercontain: 5,000 gold coins, a celestial K )
s The ; L al spear around to the southern dge; This
] nd a mini medal } Wi . ‘
| stairway to the thi ;
| ird levek Above, you
k
| 2 2 ]



One is blue; the other is a red chest with another mjn; sieds]
nedal.

You're starting to get these medals quite frequently now,

You won't need anything ta cure st

atus ailments, Everything in
(-]

th!\ Oh[ « n Xtreme da Mage
st centers a und survivi £ X damage
en )! d
Lo

Gooutside, where the last Lieutenant awaits, Heal your party to fyl] q

) Keep a Ygodrasil leaf handy on a
couple of characters that aren't
your healer, This might come in
handy if your healer is the person
who bites the dust. Also, put
your healer in the back row for
this fight, regardless of his or
her health,

health and then talk to the last of the Triumgorate: Goresby-Purryi
o =Purryis

LIEUTENANTS AND THE BOSSES WHO LOVE THEM

Goresby-Purrvis is the first in a succession of three boss fights
| He’s arguably the hardest of the three encounters, so make Sur.e
that you have a wealth of supplies before starting the fight.

GORESBY-PURRVIS

%/ P: 2306 XP: 20000
GOLD: 45506

4 (?oresbv isa double.attacker who believes that his sword should do the talking.
L e Iltt')lften anemfp_t E;‘ single-target attack with decent damage (60ish) and then try

7 r something more frightening. His nastier moves involve incapacitati i
ol pacitation or ludicrous

Multislash is one of the more tepid special moves that you see from Garesby. He'll hit
i random characters several times. The total damage is moderate, but it never bursts
. amazingly high. This is easy to heal through.

" Kacrackle Slash and Flame Slash don't do anything special either. They hit a single
| target for moderate damage. Again, it's easy to heal through.

r Goreshy often does a swift upward slice; this is where the intimidation begins. When
P the move hits (which frequently occurs), the target loses his or her next attack round, and still
takes full damage as well. Make sure that your healer keeps people topped off, because you

b never know when that caster is going to lose a round.

Even worse, Goreshy can “Hack away ata target like a demon.” You don’t want to see that, and
ften as once every round, though it's normally spread out

L it's not uncommon. This can trigger as 0 : i -
every two or three combat rounds. This single-target attack does over 200 damage; it can do a fair

bit more if you're unlucky.
good reason why this dungeon is rated as level 38!

“ Multiheal is your best friend. There’s a superbly

L If you don't have Multiheal, see if you can have two hgalers at the ready (or one healer and
another person who is positively |oaded with healing items).

‘ that quickly. Victory is based on

n strikes. Dont be overly ambitious.

h closer to beating the fight. That's

eal and protect the group.

u can't burn Guresby. down
while surviving his retur

ch round, you're that muc
ther to h

This fight is an endurance match. Yo
dealing consistent damage to the boss

vive ea
ur of your characters sur ) g
:'::xen if :ou need to have tWo characters working tog

e they help mitigate most of

Goreshy's attacks. Keep them refreshed as

Buff spells are great sinc
much as possible.




I a is nine ‘he next two
ifig 5} [(f((\ \[)l‘ mto ll'lﬂ‘q) His nine he
sworangn

fFventually the gre e - Dot go into fights are 1
ee

)m;[vh\‘ "

5 are up, ant lyour g s of a

i th e cat Instead, return t to the lower level =
nd the herce C

irst floor to ‘our party Storms
ot uge the circle on the first floor to Your party £
ty spme rest, u C

Sl 1

r party s in against King it A
: : ‘qutes of moving around, but its in aga g - :

. trip costs a few mint Godwyn IRNRGEEIN | 1he paxty's HP and 1P are ¢

hile. Believe it: him to beg the

< back to the top, redistr ibute medicine, battle.

se you need.

The first phase against King Godwyn is almost a
gimme; his damage output is laughable, and you =
e arent in grave danger at any point. Keep your E
oup well-healed, conserve magic points
or all characters), and have fun beating on

. attacks and double attacks. His

. melee damage is decent, but it

. doesn't have any special traits. To
* mix this up, he launches a ball of

King Godwyn flings the ball from the top of
his staft!




EXZN KING GODWYN |t
HP: 3250 Xp: 25509
GOLD: 60006

King Godwyn becomes much more
: aggressive when you push him into his
3 secun_d phase. This is when the fight gets quite
: seno‘us. The undying fiend starts attacking
tv!nce every round, and his base damage
Increases by a fair margin.

Godwyn uses a mix of melee and
Kafrizz for single-target damage. Then
he unleashes Inferno to wound the .
entire group. These aren’t the best burst
abilities in the game, but they're
persistent. Don't fall behind with
.~ your healer, even if you think you can
afford a couple rounds of attacks or
augmentation work.

One reason that spells like Buff aren’t
useful here is that Godwyn starts casting &
Disruptive Wave. He strips the positive spells off of your b
characters, making the spells/abilities less useful to cast.

| The same can't be said for the King. He'll augment himself constantly. Godwyn
uses Magic Barrier to raise his magic resistance, and he casts Kabuff to lower
physical damage against him. Because he also blocks attacks occasionally, it's
awfully hard to knock the King out quickly.

Settle in for the long haul. Make sure that your healer gets any magic water that
he or she needs, to keep MP flowing. You saved MP from other characters for

: | this fight, and you'll soon find the right time to use them, Use your hest.meleeA

b abilities once Godwyn has his buffs stacked (i.e., two castings of Magic I_Earner
| and two castings of Kabuff). Anything that improves your critical chance is

| especially good once these spells are in place.

mage and can't use special abilities
raise the characters’ Tension
ds and unleash massive

racters are doing feeble da

e Kabuffs, try something else;
e troublesome roun

- If your melee cha
b to work around th
L if you can. This lets you wait out th
damage once the spells fail.

9

g Godwyn eventually falls. He drops

h, and Kin
ok on the back.

Take that and pat yourself

Keep the routine going long epou
the Sceptre of Gitt when he dies.
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hattle isover, Descend to the second floor and watch a5
ha

after the
: o into that chamber {and be mindful of the electtic
;

blown open. G
Passage o Heal after crossing.

Heal as best you can
the sealed chamber s
traps on the floor). Use Safe
gdowntoa hidden room on the first floor. Take them down and

stairs leadin
i help you save the game, Resurrect any fallen

ot below. He can

(alk to the ghostly pric
that a normal priest can.

y ¢lse
compatriots, and do anything

: e
Take n into the Oubliette!
Ilu'h'un‘mulra[n\l'x|w|¢m, [ike them down

. RECOMMENDED LEVEL: 39 TO START (40 TO PRO
The Qubliette i
' (A

ITEMS OF IMPORTANCE
o Mini ml-zdal (secret room in BZ)

W Battler's bracers (secret room in B2)

OBJECTIVE LIST

W9 Descend to B3 and free the celestrians that are loc|
their cells

W Continue until you reach the deepest level of the Oub!

MONSTERS IN THIS AREA

ABYSS DIVER
HP: 600 XP: 2700
GOLD: 926

Y AGGROSCULPTURE
HP: 220 XP: 2280

|| 60LD: 1326

DON'T FORGET WHAT YOU'RE DOING HERE

BAD KARMOUR

Skirt around the outer perimeter of the first level. Avoid monsters i (HP: 188 XP: 2280
ityou like, and make your way to the staircase on the opposite side | [P TR0 £S28

of the map, 7
kL) BOSS TROLL

it e ge - HP: 496 XP: 2400
There are treats down in Bz, Slide along the right wall (the room with GOLD: 986
the stairs) until you find a secret passage. Take this east until it stops,

then turn south until you hind the hidden chamber, Loot the two 183

: XP:

chests inside for a mini medal and a set of battler's bracers ]m

GULD 187G P(, 217

REEN FRIGHT KNIGHT

HP: 226 xp:21gp
GOLD: 180G

188 [T
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. 2 r B y
Get hack to the main room and head south, around some rubble, DEEPER AND DEEPER
and into a room along the left walk Gearch fora few minox The Oubliette becomes extremely linear for the
15 there. When youe done, take the There are pools of toxi¢ sludge all over the place, and

hreakable/searc hable objec

ore difficult to fight. Abyss divers
ources. This isntas bad as it soun
oss fight. Thus, your party can

ta blow through the battles. §

become even m
they tax your res
doesn't have a real b
it takes substantial MP

stairs in the lower left corner.

ement floor. Take the passage

70w on the third bas
1ch the bookcases for several

Youir party IS T
into the main room t0 the north. Sea
are so powerful that you €d n't afford
Jution is used in myriad htghAfl:nd There isit anything £ pick upon he nint skt
breakable items on the sidelof until halfway through B6 that you see another chest;

an also discover a few
located on the lower right side.

alchemical recipes; these
to skip them. The agate of ev0
recipes. You €
the room

Proceed to the north. There are four locked cells with celestrian

prisoners. Save all of your comrades. Next, unlock the door in
the middle of the cells and use that thin hallway to reach the

next staircase.

R, & TNEGECPAPNE, SRy - - X

e

This is not a real encounter. Corvus is too powerful to defeat

el i
: right now. Whether
3 your hero attacks or flee
> has already been decided. P s
o
5
vl
A

e .

yke vour eroup t
ir group to the

very end of the Oubliette, and then approach th
0ach the

= ]
LIPS

WS resciie ekl £ty
L celestrian that's chained upat the
= D0

turns S i
ns sinister, and a duel commences

i
-~ el
A ne b s atter your battle wit rvi
£ kup to the Observatory ¢ with Corvus, and much, isrevealed. At it V
’ | - Atits conclusion, Your party &
.  Your party ta
v\' |
¥ .!
’ ok &
Ly wfh o kA S c—



TICK FOR LIFE, TOCK FOR DEATH

Can you feel that? Your hero has a tremendous choice to
make. It's coming soon. Have your character talk to Apus
Major to explain about Corvus; he takes it in stride. By his
logic, there must be something that you can do, even though

it seems helpless.

Leave Apus and climb to

the top of the Observatory.
Interact with the Great World
Tree. The spirit within the

tree has an idea. Another

fygg is made, which is then
given to your hero. Take the
\rlight Express and tal

k to Sterling about the

fygg to the St :
hero’s fate before going

choice you must make. Accept your!
)
the Realm of the Mighty: Now ¢ orviis won't have any powet

overyour people.

-, i i ” ,:.,



Palace of the Mighty
| (exterior)
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REFOMMENDED LEVEL: 40 TO START (4270 PROCEED)

ITEMS [ IMPORTANCE
b M|m medal (omslde on a hranch, to the leh of the tree)
@ Mini medal (lower right side of L1)

s> Seed of skill right side of L1)

w9 Mirror armour (left side of L1)

w68 Seed of magic (top part of B2)

w9 Mini medal (lower left of L3)

Wi Yggdrasil dew (outside, on a middle branch, right side of the
tree)

> Ruby of protection (right side of L5)

P> Seed of life (outside, past the locked door to the right of the
tree}

- Seed of therapeusns (m the cells at the top of L6)
'QF Rusty sword Ioutsme, to the right of 18)

'1’ Spel]ward cm:let (Ieft wmg of L9)

» Elfm elmr lto lhe nght at the Palace of the Mlghty)

OBJECTIVE LIST ‘ :
"P Cmss thé hndge across irom lhe Starﬂlght Express

1’ Commue your ascent until you ﬁnd Houtmgham Gore, several
 levels ahove > o

"b CIunb fo level 11, jump into a wmdt l
d 1
,31 Palace ol lhe Mlghlyp e ke S Iy gt

> Emr the Palace am.t. climb to ]
lh
éhcorvus fo save the mortal worlde s~e '»:und ﬂm‘ !hen i
L IR = e ¥ £ ¥
# Leavu lhe:jlnce. aﬂerwanis, watch the scene lhnl occurs
< 3 A
* Aapmch the red s

 fight B Barhnrns hern be‘“ Whe“ vnur pany 18 "’ﬂd‘f w0

your charactel and th
- sphere again to mggar the end Inmlaen exnmu;lha o

‘ l‘b Ater the fina | boss di i "’%
s st ‘gm o h :;: :mny thmgs nccur Wait to save your

MONSTERS IN THIS AREA

00 BARBATOS

Hp: 355  XP:3400

. cowo: 1976 GEEED)

JEEE] BEUSHA BEAKON

WP 136 XP: 1460
ﬁ GOLD: 104G PG: 279
ELTY CANNIBOX

HP: 187 XP: 960

GOLD: 2106
[EI] CHARMOUR

HP; 220 XP: 2450

GOLD: 1926

[I:}] COBRA CARDINAL

HP: 236 XP: 2190
GOLD: 184G D

CUMULUS VEX
HP: 268  XP: 2300
GOLD: 1786

KIS CURESLIME

HP: 165  XP: 1350
GOLD: 1676

|GOLD: 1106

GREAT TROLL
HP: 768 XP: 3800
GOLD: 785

185 |




{T'S A LONG WAY UP

The Realm of the Mighty is a dark and twisted tower that has 3
style reminiscent of the Realm of the Almighty. Monsters control
the entirety of the tower, so even a well-geared party has to w
about a few fights.

Don’t worry about bringing
your party here at this time.
Your group can return to the
Starflight Express and evacuate
from there. And even if you

do come here and beat all of
the bosses, the game doesn’t
end. Your hero gets to continue
questing and exploring even
after the main story concludes!

Always come to this tower with a healthy supply of herbs,
medicine, magic water, and items that remove status ailments.

Gold definitely benefits you at this point in the game, and these

useful tools come in handy when you're deep in the tower.

Look at the sheer number of maps involved in climbing the tower;
it’s impressive. A text walkthrough doesn't quite do justice to the

¢limb, but you must push forward despite that.

Although almost every location in the game can be revisited later
‘on, this is the exception. You want to get every single piece of loot
in this place before beating the final boss. Most of the loot is nice,

but can be found elsewhere. The big exceptions are the mirror
goressive

armour, the rusty sword, and the spellward circlet. Be a

about tracking these items down. Of them, the rusty sword is the
best of the best. Through proper alchemy, this weapon becomes

‘ong of the finest in the game.

all of them have

1;;‘;%‘“[!”.

There areumyriad beasts in the tower. Almost :
: . : Lo ofattackstol
high health and require a dedicated series of attack

Bring a party with damage-dealing vocation=

orry

1 h(' Final Battle

l(ince. you're ready to take on the bosses, form a mbiat party

at. is loaded for destruction, Make sure to have a skilled and
dédlcated healer. Keep two melee damage dealers ;t i
Its even perfectly fine to hit the tower with threehme
large fights are uncommon. All of the boss fights are
affairs, Thus, spell damage takes a backseat t.o melee

aminimum,
lee characters:

single-target

: |

THE FIRST STEP
\ I : &l
The Starflight Express waits for your party to return. At any time :
your characters can come back to the train and fly elsewhere, Do |
this to restock, rest, save, gain levels, or complete challenges that |
might help with your progress. |
{

To enter the tower, leave the Starflight Express and cross the light
bridge across from the train. This takes your group to the front of

the tower. Search the area to the left before entering; you find a '

red chest with a mini medal.

There is a door to the right of
the main entrance. This lets your
party skip up to a higher part

of the tower, but you can't go
through until the way is opened
from the other side. More
information about this follows in
the dungeon walkthrough.

oked from the inside

e right series of bridgework. This

Now, go inside and look along th
medal. Go back to the center

leads to another chest with a mini

he left path. There are th
ridor and spots you back into the

and search tf aree caves on that flank. The
N

highest one goes throu gh acor

ain room. A chest is there, above your most recent location.

1

Open the ches!
P (o receive the

f mirror armour,
a spec tacularly
potent suit that
sometimes reflects

|
enemy maglc

£ e
— o e unie NI



¢ cave and use the lowest ¢

, ok the uppe o
UODRITERI ]inearfbrabneftlme. Us

magic. The path is otherwise

i jour party t
the main room again, This soon takes your p

i ioht: this span
The path eventually feads to another bridge of lig p

chamber to steal a seed of skill

: Finally-onto the Second Floor

Sea Ch“ € I)}LCC estat the bottomr g [Of L2. Ihdtsoneﬂ tl e
B 5 €
only things \\'(H"h noticing about the level I here are JISO a COUPE

of breakable objects on the left side, so grab those if you have

time. Take the south exit to get back outside, on the tree's exterior.

! | Go up a short bridge and onto the third floor.

q You can find

X MEnu

several things to
grab before you
leave 1.3, The area
in the bottom right
goes outside, Walk
there first and take

the only chest out

on the branches
before coming back in, which rewards you with a Yggdrasil dew.
Next, search the bottom left for a chest and a staircase. The chest

contains a mini medal, and the stairs allow access up to the
fourth floor.

This side spot has two blue chests and a few breakable objects.

The first blue chest is outside. Walk out onto the tree and then
cross a light bridge left to get it. Go back into

the tree via a second
doorway, There isn't muct

10n that part of the cave, but three
your discovery in the rear;

L k RE e o R ST

breakables await

Return to the front of the fourth

1
:

floor. Use a staircase above your
patty to climb down to the third floo ag,

ain. This time, your
people are behind a locked port

al. Search the top of the map
for the other blue chest and then unlock the door, You can now
return for this blue chest without needing to even worry abogg Ly

PERCIT O E SN ——

ave next. Search the top of the sabsgqﬂe .
o the stairs on the left side:of the cm:lm
o stairs that lead into another basement FOOML
s the main portion of the open TOOIH.

from a red chest, After getting that, leave tl

e »

il
and follow &Lemiy .

Climb a vir

he main room via an exit up top.

~

Everything is propetly looted. H
open the central door in 13. A familia
stairs, but he won't :
put up much of

a fight.



LIEUTEN

JEULENANT . °

HP: 2470

XP: 17
GOLD: 3505 (2o

il
s

e e o

|

o 4
enragt Be My Snly has

The old Hogg hasn’t changed much, despite his agonizing death
at your hero’s hands. Use the same technigues that worked
previously to defeat him again. The difference now is that

Your party has more levels and even better equipment. This fight isn’t meant to step you; rather, it's
intended to sap your strength. '

Don't let it! Even if you spend some MP to bring Goreham down quickly, your party can drink magic
water afterward to restore themselves. If you forgot to bring magic water, don’t worry about it. Your
party can leave the dungeon to rest and return at almost any time. [ts best fo wait until the side door

is unlocked, and that's just a bit farther along.

The piggie's staircase takes your party to the fifth floor. This open
spot is harder to navigate visually because it's wide and somewhat
subtle. All of the bridges are hidden until you're standing on
them. Thus, you need to figure out where you're going before
acbually attempting to get there.

The Ulﬂ_\‘ red chest is Jocated on the “‘r',m To get it, yout group
3 P 1 { o vOT
should sneak down the 1 ight side of the map from the very
. nin t nd start
begummg; back up after you get the ruby of protection and

the rup s
hie run over from the first island.

The other treasure in here isa
blue chest, which is in the center
of the map. Criss-Cross from
right to left and back again until

at the bottom

Hevo d0UATEs & ubly of pretsetion.

vou're practically
While standing on the fin |

island, take the uppe! bridge to
1 he lower bri
et the chest. Return {0 the final island and use the lowel

to escape the level




THE VINES OF INSANITY
. to climnb while carrying three people, Back at the top, a second door

" ! { AsS nrmr-"rur]w»nyia able :

g ( this is the spot for which you've been looking. While otitside the tree | lets your party into the sixt

’ once again, take the bridg o to the right instead of heading inside. floor. This is a makeshift jail for
anyone who needs to be kept in

their place. Work your way t0 the

top of the map and search the

jail cells for a blue chest, several

breakable items, and a red chest with a seed of th
the southern exit to slip outside and get a second blue

1 A LONG viné d"w‘x‘ﬂdrwllﬂm
’ it reaches the base of the tree.

Climb down and loot a red chest
with a seed of life. Then, enter

the structure to your left, get

another blue ches aun K ;
another blue chest, and unlocl you're here.
the door. This makes it much

easier to climb up the tree in the future. Your group can Evac, take

care of resting and saving the game, and return without wasting

The upper doorway out of the sixth floor leads yous
adoor above. Just through that entrance, you'll encoun
boss. Heal everyone and distribute any goodies. Hootis

| - o

| ("oyo

| i o 1 © X Agajn you must face a Resurrected boss from the

| Ny = G Tnumgorate You're even more likely to have i

| e ' 3 = | Multiheal than last time, and that spell negates
i ) i ¢ every challenge in this fight. Heal aggresswaly. and
| you pretty much cannot lose.

| i

i ;'

A

ﬂ 4 L',’_.',"."w"- I e

R

N

any real time.

is perched in ambush.

e
e

@*
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THE CHECKERED FLAG IS STARTING TO WAVE

The p.nth divides as you look past the broken body of
Yy Ol your avian
fow, To the right, you see a vath that goes ove
l ’ y ;, ROCH OVEr one room and
drops down a starrcase i the lower riglh ot
o gt ||1.1I;{ll,yunrnn-,ulnv

where you can laot the rusty sword

—

The Sword of Erdrick

Combining the rusty
gword, nine glass frits
and an orichalcum creates
a weapon of almost
unrivaled quality

The path heading left from your last boss fight soon leads to a
sp(*llw.n‘:l circlet, Don't miss that one either, even if it means

backtracking fora moment to get it.

if the

(’“((>~’ )
you've looted the items you need, climb to the te |
area and 4 i Fi
I ¢|v|,‘I||"\|le l)llll;f,"‘lfmll‘l1|t|'l‘l'!" It's hard
' 5 Rare L

now that v i
At you have the entire )
he entire dungeon behind you

&=

s

A {5 (¢ ) € alead ) ) 100K
) 1€ af is L, he ro n does }
1 | f il i Ve s (4|

d ocate th rge L )
e
1 € BT n of th }H\JH:‘H;

watch as your party i blown to the top of the tree. You's

PEIETE N Wy

reached the Palace of the Mighty. g
YUP—HE'S HERE TOO
Search to the right before taking on Purrvis, This boss is blocking

the way into the e i i
vy into the main palace, After getting your elfin elixir from

-2

the last chest, Heal, then kill the boss

e o8 oM

XP: 20000

Things seem s0 a3y this

time.

Lieutenant, your p
ould be ahle to hreeze

sh

Even with such @ deadly

arty

through the fight. Do you
b gecretly suspect that

| the had guys are trying
to lure you info 8 false
curity? You're

gense of 5¢
pruimhly right.

f

£ 15 ysss i ltisluihi

BT - Pur



ke stock of your supplies. i your group doesn't ha

1eal after the battle and t .
0 1l of your loot and can build |

to g0 oft, Evac and leave the dungeon. You have a : :
‘ ‘ou want. Until your group1s well-equipped and i

| more items, or do whare\'er‘, ; i
emature to advance. But don't take our word for it

shead and enjoy the gamble.

around level 42, it's a little pr

enjoy some risk toyour encounters, push

The Palace of the Mighty is laid out much like the palace in the Realm of the /

8 Climb the stairs and go toward the throne. Your greatest foe awaits.

Corvus is the first of three hoss fights that bring the main story
to its conclusion. This is far and away the easiest of the fights.
Corvus is so surprised at your defiance that he isn't quite ready
for the engagement.

First off, he won't use double attacks on all rounds. Even
when he does, the fallen warrior won't usually go for all-out
damage. Instead, he likes to raise his Tension or even laugh
uselessly.

Corvus dro

s

Don't fear Corvus’ generic attack. It's nothing special. His real
damage comes from other moves. When Corvus “drops from
the sky like a bolt,” he'll hit a single character for moderate to
high damage. This is often in the 120+ range, so use that as a
minimum HP count for any wounded characters.

Corvus’ other big move is an ultra high-speed combo. This
distributes the damage somewhat randomly. It's a nuisance,

but proper healing negates any chance it has to overcome
your party.

A

=)
A
‘ v tension ing
,-43
i
;J ;
As Corvus falls, you misht .
alls, you might wonder e bi u]dn‘e
J‘ y gl erwhat the big deg] w:
¢ several levels ago, 3 e b g |
! R 1
but wait; you know how thes
; y eS¢ guysare, “Y| / g
: suysare. “You have hested (
W, Corvus i an idi ARyt . e
A orvus isn't an idiot. He's going to throw 4 merciless dra ml :
rush after him blindly! i -
: | y! You might enq up biting off more than
g you can chew,
1 gl
i %
f» > & t i
/ ;
W, 7 4 # k » *“ 2



Heal and use magic water to restore everyone to thejr f

ghting trim You ¢

changes. Leave the palace and watch a brief scene, Afterw - iy
arty ¢ o i
arty changes locations, A red sphere

and leave the

encounter, but that soon

burns in the distance.
dungeon. Your progress in the

back through the dungeon another tim

a l'd, Your p
if you want) Evac
as long as you dop't mind g

Approach it to trigger the second boss fight. Or (

Thus, resting and saving isa good idea '
oing €ncounters won't reyert
e

FOUL WYRM
You can’t disrupt whatever Corvus is doing quite yet, Bar}

barus rushes ¢ i
arus rushes to defend his lord once you try

an attempt to reclaim his leader’s honor.

to interact with the red sphere in

BARBARUS
) HP: 3098  xp: 32500

GOLD: 06

Barbarus is evil! He'll use double attacks
throughout the fight, and none of his actions are
¢ wasted. To control your people, he’ll use an intimidating
scream (an area of effect fear ahility). He can also cast
Wave of Panic, an ability that reduces agility and defense
for any affected characters.

To deal damage, the dragon unleashes a modest claw
slash or casts Kazam. Neither inflicts more than 100 points
of damage, but they do enough to really threaten characters if
& they're slammed with two attacks in the same turn.

The worst of these attacks is a cloud of malevolent darkness.
Barbarus uses this less often, but it deals high damage to every
character in the group.

Use Wizard Ward on your softer characfers, if possible, and cast Multiheal as a matter of
course. Don’t worry about conserving MP. Winning the fight is all that matters right now. If
you keep your group topped off, every round dramatically reduces the chance that Barbarus

b can skunk someone with a double attack.

treat to the back line and leave them

As usual for fights this serious, have healers re he
ffects and damage. Healers aren't in the

equipped with anything that reduces magical‘e
battle to kill anything. They're strictly on survival and heal duty.

coup de grace moves are icing on Fhe cake. For this ﬁght.(amv!
ay of life. The extensive damage from Barbarus
ties quite often. f you have a priest, save your
Iments; you can handle the healing on your own.

In many earlier encounters,
the one after it), these moves become a w
attacks is likely to trigger these opportunitie
coup de grace for its ahility to cure status ai
arth a wloud of malevolent 3 ‘ :
i C: ng (items
Barbarus is a boss that is most likely to kill you when rafkw?:"y;:(:t:;;:)z:?:;dgd(o"'1
i Fight this battle like itS
to think about the future. : ! ot Sl
or MP). ;;Vu::;:e consequences. Heal even when you think vn:_czfn ::jvovl::u R,
lse M : from all damage dealers as if it's going out of s}vlna_. This |se it
gsebM ’:\:::huut getting the hest of the hest gear of grinding mor ‘
arbarus
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save oal. Bu
.eded) to save and heal. Buy
When the fight € nds, Evac agatn (as ne d) : ) —
upplies. Farm for even better tools if you're HEEVORS: i

more supplies. Farm )
i A ot
in his new form, is the most hl'm‘f\]H])[mﬂffﬂ' in the game You want

n'his new Iorm, mo

t6s have all your goodies lined up.

aroup's equipment before pushing ahead. There

seful in the final fight. For
the Goddess ring: Good choice! But it’s

lake a look at your
are wonderful items that might not be u
er might be wearing

example, a dedicated cas! &
worthless in a boss fight. That type of slip isnt

worth worrying about most of the time. But in

the final encounter, you want to exploit every

advantage.

Wear gear that is going to give your characters

high stats, resistance to magic, and especially
the ability to avoid

sleep or paralyzation. Take a wakerobin and

bulb for each characteras well. This helps
lives if your main healer gets nailed with n

ailments!

Sit back and enjoy when this battle ¢ »
Your hero has done a glorious thi
is much yet to do. Don't turn off ye
even as the credits roll. Wait ford
another cutscene. And then, save y

to complete. Would
accolades? :

You haven't finished Drag
started it! ;



Critical hitt

Survival really is the winning strategy. A
being lost to heal duty. How yo
and other elements of chance @

forth a clo

CORVUS

Corvus is wicked in his ne

w form. :
and your party faces much orm. Both of his attacks each round are fearsome,

more incoming damage.
| To disrupt the pa
i (to paralyze). If y,

cruel. Keep your
| butthe Ti

rty, (EOT\'I!IS uses both Eerie Looks (for sleep) and Burning Breath
ou didn't hlrmg the right items to restore characters, these are
healer active at all costs. Not only can he or she heal the pa
ngle spell helps with everyone else’s recovery. e

. Don't spend any major time with buffs. Corvus uses Disruptive Wave often.

Sometimes he even casts it when i
] your party doesn't have i i
e rty any effects active

| During normal rounds, Corvus shifts between these moves, normal melee
| attacks, and Chilly Breath (for high area of effect damage).

/ As suggested in earlier fights, use Multiheal religiously. Cast it almost every
round, even if you think it might be partially wasted. This isn’t the time to second
guess yourself or your party's health.

| Several rounds into the encounter, Corvus starts a routine. This begins with
Meditate; the ability gives him back 500 HP. Darn it! What's worse, you know

B that the big guy is about to unleash horrible things on your party.

Have everyone defend the next round, unless your healer is-at full health. If so,
consider having him or her cast Multiheal. Don't even try this if your healer has
under 190 HP.

Corvus casts Magic Burst and beats everyone in your party like they own him
money. Defending helps—a great deal.

as soon as you can. But Corvus isn't done with his

Go hack into healing mode
all from the sky. They hurt almost as much as the

" tricks. He still has bolts to ¢
Magic Burst.

Lean on the healing while your damage dealers get hack. up to speeq. Trle;teects
aren't many tricks for inflicting extra damage. Corvus strips gny_magnca e e
off your characters anyway. Instead, use your most costly abilities to keep doing

as much as you can throughout the fight.

on ave i have 0 HER
Don't h i MP if hey get low. Instead,

f the healer restore his or her t ge & I

h ters do the Qlﬂﬂt work of lJSiI'Ig the water/ehx"/etc, This prevems a
charac £ ; ]

diSfUpliOﬂ in healing thatis sometimes unaﬂmdah!e

very round even with a character

ral hundred damage & ¢
e Lucky criticals, @ coup de grace here and there,

ft the entire outcome.

party can
u deal that damage is irre
flect how quickly you win,

irrelevant, ;
but they don't often shi

BRI

e - . e e e

|



nough? Nope. There's still plenty to do, so this

You thought that saving the world was e
foranother large dungeon and some other

section will pointyou in the right direction

fun places to explore.

er beating the game, look up the quests thatyour party can work on. One post-game
o Follow That Fish! Read more about this quest and work on completing

quest is called 03
access to the Starflight Express once again. With the

it as soon as you can. [t unlocks
Express available, your party can fly around the world at leisure.

New Stores in Stornway!

The weaponand : ‘
B < TMHEINEW:STORNWAY-WEAPON St

atmour shops in o
Stornway have £1] ITEM COST (GOLD o
: : 1 PIECES) ITEM

gotten a major
upgrade. Each place |
has a secondary .
store now that
covers high-end
adventuring gear,
The prices are at a ‘ E .
‘ Q. ‘ ‘ THEINEW, STORNWAY ARMOUR

premium, but so
is the quality! ; N i s
‘ % PIECES) e




Did you know that there isq mer-
chant who sells chronocrystals?
He lives in a cave that can only
be reached from the air. | ly the
Starflight Express to a rocky area
in the southeast, It’s technically
part of the Lonely Coast. Look for
this guy’s cave and go there if you need these rare and expensive
items. But, they cost 50,000 gold coins a piece. Ouch.

However, you can find two red chests inside the cave, and the
merchant won't mind if you steal his stuff. Bonus!

Orichalcum

mBLESU i | HP: 82 XP: 300

GoLD: 186 ﬁﬁuw LI P 265)

URESLIME o
HP: 165  XP: 1350 : HE: &

Gow: 1676 GEHAD) |OLD: 606 x

HP: 4 XP: 4036

GOLD: 206

Y ] V. @l
e is the guy with lH:] e
q‘*ﬁt 055 Outside of the cave is a v | ¢ P00 [0
S5y hill with a variety of slimy CED
beasts, 15 you're interested, hunt

Aound up there to find some fun
Wigets,

" -



cnnl?e%da |
i I8 s N :
7 : Quest 152 & 154

: Ilallen%emejs b

 Challenge Quest 062 | 3 i SIS
ol agaech:st lenge Quest 167

L
MERRY SOMETHING OR OTHER

There is a small island located in ' ERiA FREEZING FOG
i HP: 126 XP: 1360 |
GOLD: 1206

| the northeastern section of the
{ world map. Go there to finda

& couple of unusual monsters and aies . ,
some great winter storms, The cave on the lower section of the island has a quest (

ures on the upper part of the island are home toa merry fellow who seems to be out at

a ruinous shield. The two struct

Maybe if you grab some downloadable content, a quest will appear there in time.

Ondor CllffS i :DBJECTIVE LIST
£ Lea_:m the Wallop party trick

#> Pick up rare recipes from the bookeases in tf
well

MONSTERS IN THIS AREA
EEZ3 AGGROSCULPTURE

Ondor Cliffs
(e gound)_

 [HP:220  xP:2280
| |eoLD: 1326

BELISHA BEAKON

i Recipe book
Barrels x2
4 Potsx2

The Ondor Cliffs look out over Bats o e .
S K atSllFES;; they’re stationed west and m mm
£ atad north fI‘Om tbe sma]i p ain
‘.

town. Flyup there (l i y € Creatw
y there and lar d near (he cabi . Your party can hunt s0me C
d are crea ey here 31 I i
¥ L

great trolls,

Check inside the cabin fora mi

- i ‘ :
instrel who happily shows you the Wallop trick. There’ a 01§e ™ Q
nearby is home toastrange ‘ Ry g

E 6€ Man and his.dracky: e
icky. Search there for Km

recipes in there also, A well

group of recipes.




Extra Content

ITEMS OF IMPORTANCE

Gold bar (inside the well)
Pair of spellspadilles (inside the well)
2,000 gold coins (inside the well)

0

: —— \ L “Fly down to the Bowhole and look for a small pl
ﬂzlef ila:s;lt | ‘ e pod i of the dungeon all platean southeast
m g e ——————— |

# Land and climb down a well on that plateau

#=Talk to Cephalgernon and learn about Shogum ’4,
WHO DIGS THESE WELLS? 3 : §

Explore near the Bowhole, southeast of the dungeon’s entrance, to ﬁnﬂ a eVJV. oucan't w;l; p t hi' B
"4 well normally because it's high off the ground. To get there, fly the Starflight Express over the plateau
and disembark next to the well.

ANFINOD vHIX
HINOURLNTYM

Once there, climb down into the darkness and talk to two men inside. Examine the bookcase in the

back room and take all of the loot from the red chests nearby, including a gold bar, 2,000 gold coins,

and some spellspadrilles. The leader of the place is called Cephalgernon, and he needs your help.
Heasserts that there is a creature called Shogum at the bottom of some grotros He wants you to find the creature and har\est some of

+

OBJECT VE LIST

Fly into Eastern Wormwood and land on a small clearing wnb
two wells

13

Examme the southem well and lalk ta the ng and maid inside

Finish a quesl fur lhe mmd and lhen examme lhe n!her well in

: lhe arga

: ' I condwell
[ Challenﬂe Quest 059 : Ge[anmha;qugsﬂmmshamce inside the se |

chest

QUESTS ABOUND

| in Bastern Worm wwood. Fly to thatarea and look fora
ion, land and talk'to the peaple by each
.d of life, inside the southern well.

'ﬁ*ﬁw

2

the wells located
Js. Onice you've found the locati
so find a see

There are two quests inside
different wel

Ju with two
lJ!atE’dL Jou quests 059 and 060, You al
b

well, who then givey



ITEMS OFIMPORTANCE

Dwme dress {ina cabm gast oﬂ the Stornway coast)

OBJECTIVE I.IST

w2 Land on the island east of Stomways cuast a
nl!women [ A RN
T Y
- Yalk lo Nwholas the man in the Inwe( ni the |sland s futs
” ko e, 1
**"* Comple!e Nlcholas quest |05ﬁ Nlcholass Necklace)
] “h A

nd read the diaries

| Thereis

HUNTING THE HIGH SEAS

3 cabin off the eastern ccast of St

the Starflight Express and search inside. Read
et on the shelves, and take a divine dress fr

the cabin.

Examine the other cabin on the island. The man i
through tough times. Talk to him and start a qy
having to sail the seas, searching for a memento

For this quest, you must hunt abyss divers, whic
found at the edges of the world map. Kill them :
is found, and then bring the item back to Nicholas.

After completing this, you should talk to the guy i
cabin again. He now has a quest for you. Talk to
and hear his thoughts on the matter.

Zoom to Bloomingdale and hunt pink sanguinis

memento necklace drops. Take that to Woody for a seed of agility. Now that you've done your good deeds, leave the

RECOMMENDED LEVEL: 44 TO START (44 TO PROCEED)

fOBIECTIVE ST
e wane hoad S T ¥ Q’? e
llPFIv into the area of Wemem Coffinwell “‘ﬁ‘
s g N S, &

I1’l’z|rk the Starflight Express in a mountainous sectlon inthe
% upper nght cumer ol tlle map HE

XP: 1400

1155 GEID

SLUGGERNAUT
o [HR: 118 xp: 720
GOLD: 1206

OF NOD

% Wythril ore

. A COMMUTER FLIGHT

. Once you have Sterlings w
[ it's easy to reach the Te ]
. Nod. Zoom to Coffinwell and

fly the train west from there,

. Yousoon see atall tower
| Broup passes over the

Western Coffinwell, La
the area blocked off by the n 7
Temple of Nod, and there you




<3
i




=55 5F Outside
i Stairs B

=

1

RECOMMENDED LEVEL: 44 TO START (46 TO PROCEED)

IfEMS OF IMPORTANCE
W= Seed of defence (left side of L1)

@ Mini medal (chest at the top of L5)
499> Chronocrystal (in the upper left side of L6)

== Nightmare gown (in the upper left side of L6)

OBJECTIVE LIST

% Enfer the tower and start climbing toward the top

59> Climb the vine at the summit and interact with the
monster

MONSTERS IN THIS AREA

TN BARBATOS
HP: 355  XP: 3400

| GOLD: 1876

EXTY CANNIBOX
ﬁ HP: 187 XP: 960

GOLD: 2106
EEDY cumuLus vex

HP: 268 XP: 2300 |

GOLD: 1786
DY DRAKULARD

Mo
GOLD: 1526 (T¥TD)

177 ST
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Extra Content

KNEEL BEFURE NOD
arty enters the Tower

Halfway Up

Walk left and down
into the bottom

(Once your p
Nod, you must climb seven

Be on the lookout fora

@v"
floors.
qumberof chests in here; the

ireasure may not be plentiful, but
itsall high quality, and you won't

corners of the
fourth floor. That's
how you get back to
want to miss any-of it. the blue chest on L3

The first yard leads into the tower proper, and there aren’t any that you bypassed.

Go down there,

monsters o treasure outside. Go into the building and loot the 3
: : steal it, and then
Blue chest on the right side of L1. Have your party use the small

|
|
|
1
i
s

stairs on the left side of the map, which leads your party onto a climb back to the fourth floor. The way up from there is beside the

. main staircase; you can't miss it.
walkway. Use that to get to the upper part of the map. Look in a !

red chest in the upper left for a seed of defence, and then climb | Have you seen any of the new creatures yet? Here's a hint if you
tothe second floor. haven't. They're big. They're regal. And...well, they're a bit slimy.
Have any guesses yet?

Search the top side of Ls fora mini medal. There is also a blue
Many of the monsters in here are

creatures that your party has bested
many times before. Plow through
these early levels to getto something
special, We'll try not to spoil the
surprise for you.

chest in the bottom right side of the same floor. Get both of these

before moving on.

It isn't until the sixth floor that you get the best floor. A passage

on the left leads up to two red chests. One has a chronocrystal
—_— . | and the other has a nightmare gown. Make sure not to equip the

nightmare gown at this time; it’s highly cursed!

B Cevpmitiportionaf L they'ieoutin the A similar group of rooms on the right side of the level holds the

openand can be r i e sel i Y he next ;
P. . e reached in mere seconds. Search for the List Bisihest i thsmple SENo

staircase in the center of L3, You might notice that there is a blue

chest at the bottom of that floor, Ignore it for now! Climb up the final staircase when you're done. A vine rises into

the sky at the top of the tower. Above is a sleeping beast of

immense size,




[

I R T o /(_;U
1 7p ) f\ﬁ m{
| N L™ ( ' <

- i ey

"

Party Dynamics

This chapter reveals many secrets. All of the optional quests in

These are nor}ngquests
non-player characters and locations.
the game are listed here, along with information to help start
them and complete them successfully. Accolades that your hero

receives for a variety of accomplishments throughout the game
are also shown,

Quests oo1 through 120 are considered normal quests because
they don't need to be downloaded. Quests 121184 are download-

able content that expand the game and further develop a number
of mini-stories,

Unlocking Quests

These quests aren't usually available w

hen your party passes
through an area. Invisible stages o

f the game determine whep
near progression either, Theye
are groups of quests, and some of them oceur farther down the
line humerically, but become available much sooner,

Are not available in the basegame-.
loadable quests that continue yo
foryou to achieye better gear!

various quests open,; this isn’t 3 Ij

S S —



£ SHOW RICKI AN AIR PUNCH
LEARN PIROUETTE

gh, even now, To raally get har
ind four different party tricks to the down
Itton. This lets your hero run thr
niations with just a single press of the:
N pad. Have your hero Pirouette; Clap,
1d Air Punch in rapid succession,

MAKE A PANACEA WITH AL(:HEMV AND BRING ITTO BILLIN
STORNWAY

GLEEBAN GUINEA AND RECIPES FOR THE FOLLOWING:
STRENGTH RING, SLIME EARRINGS, BOW TIE, AGILITY RING,
_PRAYER RING, AND LIFE RING

ding in the center of Stornway. He needs
Cure almost any ill He'll teach your | 4
4 ﬂ’"“ﬁ Panacea using an alchemy pot, ! 4
wmzm around while you head off to f ;[

ook the special medicine,
'+ 010 moonwart. hulh igether

| probably already have one in your bag from all the
slimes you've trashed in the past few hours of play.

| —
SEED OF MAGIC

ORIECY Bnmc ANGUS A MEDICINAL HEﬂn AN ANTIDOTAI.
! AND A MOONWORT BULB "ERB

HEWARD GLEEBAN GROAT

lﬂ'ﬁﬂ_ ANGUS NEEDS A CURE an HEABACHES T
REWARD SEED OF LIFE

Angus is in the barracks of Starnway Castle; he's
the one who gave you the previous quest. Now he
needs a cure for headaches. After accepting the
quest, travel to Angel Falls and talk to the rotund

_man in the center of mwn, he’s the guy watching

the falls.

- He gives you the cure you need if yﬁu just bring

m sore fresh water. Fresh water isn't common,
but it's ane of those things you eventually uncover 4
in‘arandom reagent search. Because.you can do.this quest at almost anv time, it's best
to start the questonce you already have fresh water at your disposal. Once that's done,
give the fresh water to the guy in Angel Falls. He'll trade you Angel's Tears (the cure),
and you should give that to Angus for a seed of life.

OBJECTIVE BRING HAMISH A SLIMEDROP
REWARD SEED OF STRENGTH -

Look faran exitinto a yard on the right side of
Stornway Castle, ook for. Drop down the well
inthat area and search for a large man named
Hamish, He's found an interesting crackin the wall
of the well, but he ¢an‘t getthrough it. He asks you

1o bring him a slimedrap. Do so! :

You get a seed of stréngth from Hamish. That's
a good trade for a measly little slimedrop. You

e
=

BRING MAGIC WATER TO THE OLD MAN IN THE UBHAHV

A man in the Smrnwav castle library needs
magic water o figure outwhat's wiitten in an
ancient book. Bring him any spare magic waterto 3
complgte the guest, Inreturn, he'll give your hero

a seed of magic.

bt

. f

|
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BRING EVENCLOT
PRETTY BETSY

G0 to Stornway and loak if the armout s,::upaﬁ
i ygirl beside the cdunter s dswerntqu zm
| of evencloth, but it’s only 1oum; ::’ ::ﬂna: -
| ragged reapers there are ¢ , 50
| sr'm‘:umgl have any trouble finding and killing a few 2
| of them to get what you need.
- i irl her

‘re back in town, give the girl e

e ¢ able to turn Romeo’s

Next time yo
. evencloth. She'll really b

) SOMETHING WARM TO COLDEN

| T
| o m— e

 head now!

to the guardhouse in the area between
'!;\r/:\slleelr: va?vwav and Eastern Coffinwell. Romeo
hare wants to spice up his love life, and he m‘mks
that a wing of bat would do just the trick; don't
askwhy. These ftems are supposed to drop from
drackmages.

This isn't a quick quest. Not only does it take'a
moment to get back into Zere, but you h@ve to
hang out near the town for quite some time to fight

enough drackmages. It's better to go out to Brigadoom, where these enemies are much

more commor. Though a longer walk, you save considerable time waiting for the right
enemies:

you don't have one already. Once you have the.

+ interested in pursuing this matter.

=

BRING SP
{ EET/TT M A TREASURE MAP
Just befare yaur party reaches Zere Rocks, you
notice a collapsed nturer ort the
below the exit. Talk to him a
explorer, Christopher Colla
medicine.

This item can easily be made through alche:

give it to Christopher. He'll recover and
gift your hero with a treasure map. e
This one is called Granite Tunnel of Woe Lv. 11

oo

OBJECTIVE
REWARD HA

Amanis locked in a cell beneath Coffinwell. Climb
down the well and look on'the right side of the
room below. If you have a key that is capable of :
unlocking the door, you can taik to him and find out
whathe needs. )

Your party won't be able to unlack this door until
you find the ultimate key (much later on in the
game). Beyond that, you need to craft a set of
hammer handrills. This requires the following
alchemy reagents: handrills, iron nails (x5), iron ore.

Glitzy is'staying at the inn in Porth Liaffan. Talk to
her for a short quest, if you have an outfit that is
9o0d enough to win hier contest.

Try the following: rapier, platinum shield, feather
headband, best vest, Magic mittens, red tights,
leather shoes, and a bow tie. Presant yourself to

Glitz with these items e d and colle
quipped and coll
; ctyour

BRING THE OLD MAN SOMETHING To §T

Look in the southern portion of Dourbridge; An old
Man'is trying to warm himseif by a fire He’.s too
poorte afford more wood, and the nights there
are lang and cold Help him out! Though it's not
@ pleasant smelling solution, give the guy some
harse manure That stuff byrps for quite some time

There is a cat in the Bloomingdale inn ihdt s

 pairof cat ears and then try talking to the cute

| why that actually works.

| harvested outin the fields. They aften grow in

| brought her all of the mushrooms. Take that into th

NI TALK TO THE CAT IN THE INN WHILE WEARING CA
REWARD KITTY SHIELD

gotten quite lonely. It needs someone ta talk
but youcan't understand it on your own.

creature.

If you need to make cat ears, combine a hairband
with two doses of kitty litter. Try not to think about

BRING CHANTERELLE SOME MUSHROOMS

PRAYERRING

This quest isn't available until
complete Bloomingdale,

abqut the ﬁm&;&yaﬂ

Chanterelle isin Angel Falls, in one of the houses.
beside the river. She wants your party to bring her
five belle caps and fist fisticups. These are best

clumps, such as the ones near Stornway.

Chanterelle gives you a packed lunch after you've

Chanterelle’s father is there, standing beside a refi

4 his reaction, and then return 1o Chanterelle, Yo




"N FIND PRECIO!

SEED OF SKILL

slime gear, such as gooey gear (mads with
sload (pointy hat and three slimedrops).

iold man‘gﬁwes@du
ave a carundum,

tiall

AR
TURN A MALLEABLE MASK INTO SOMETHING MORE
BEAUTIFUL (USING ALCHEMY)

an Wants you toturn & malleable mask
ething better She says that she'll trade

‘o burterfly wings, and two :
15, That's only step one. To complete the quest, you need the papillon mask.
lemands thaty

f throw your malleable mask, a dread dagger, and three
} 8 _ntn»me pot. Combine everything and then take the result to the woman

Ually worth doing until much later in the story, when you have collected far

= S
CREATE A SUNSTONE FOR THE COOK IN STORNWAY
SAINT'S ASHES

% wkgnis‘tomw{ is trying to procure a
, ’m‘bﬂf‘:\e thinks thatit'lihelp her make the best
L Pbotatoes intown. She's probably right!
iy :ﬂ‘}tmmng onthe left side of town, near
Ts| :ousa_ {buit 2 bitiower thanwhere he's
@k 1o Alison and agree to help with her

i

mmm’:? asunstone, she'll be set. Go to the i i
"k Hephaestus' flames, two lucida shards, and three mirr nes. f

95 end oo e 0ok 410 trade the sunsiane for saints asties. Done and done!

terrible tattoos, That's afl you ne
] Gi‘yeit_he magcabre mantle to Kalvin and enjoy your

Earnan, the old man from the Stornway Castle

. your group search the castle thoroughly. None
= ofthe bookcases has anything more to say about

re-searched the treasure room? Try {ooking in the

¢ {the one that tised to have the gold rosary), Al ha! A crumpléd piece of paber.

. to create more. This is hidden in the town of Coffinwell. Search the bookcases in the

. experienced adventurers can help him.

these enemies. Try to wound them and wait % 2 i ]

| asingsong kind of fellow; buthe’s also rather

| continue trading Glegban gold pieces with you for more

. ; i TR A 5 "

Challenge Quests

MAKE A MACABRE MANTLE

REWARD LUNAR FAN AND A

ne a dark robe, four w
mantle, G

prizes.

e e —
IGENEATTMMENE  SEARCH THE CASTLE FOR CLUES ABOUT BRIGADOOM
REWARD THREE SEEDS OF SORCERY

library, discovers a few things after your hero!
helps him in Challénge Quest 008. He asks that

Brigadoom, so where should you actually search?
Mayhe it's in a treasure chest. Right? What if you

large red chest at the center of the treasure room

Ta!(e that, along with three magic waters, to Earnan. You get to find outa bit more about
Brigadoom's destruction. You also get a substantial reward!

Note: if you don't have magic waters to spare, wait until you get the alchemy recipe

doctor's lab to learn more.

OBJECTIVE DRIVE BETTERFLIES AWAY FROM GEORGE'S FA

SEED OFDEFENCE A :

Once your party is getting on in levels (with
several people above level 15), go-ahead and
talk to George inthe northern partiof Zere. He's
having betterfly problems, and only a group of

Go to the field south of Zere and look for

for thie monsters to runoff. If your party is too
experienced, the betterflies might run off on their . e
own, saving you some of the trouble. When that's the case, spend your rounds raising
characters’ Tension instead of attacking. This makes it more likely for foes to run
instead of getting killed; slain betterflies are worthless to you.

After you've driven away ten betterflies, return to George and tell him that the work is

" done. He'll give you a seed of defence and a clap on the back,

———
BRING BIRDSONG NECTAR TO WELLARD
A GLEEBAN GOLD PIECE

Wellard is in the upper left part of Zere, He's

nectar to smooth over your friendship. That;hould 4
help his singing and kegp you in the big guy’s good
grages.

{n return, he hands your hero @ Gleeban gold piece.
el that for some spare scratch! If you need even
miore, remember th at Wellard would be happy to

embarrassed aboutit Bring him some birdsong ;

B
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| REWARD. MINI MEDAL
: : o
| 01d Déua lives in the town of (;qiﬁmgni‘ ii'i: ';:&a
! stands near the Mayor's ROUSE. Iie& il
o e ache s shigger. 60
| granddaughter thinks 4
i g:&n 1en sluggers outside of town to even the

| score. i

§ i et all the slugge )

| It takes a few minutes mhfam o wrs planning
out in the

| BEAT UP TEN SLUGGERS
1
{

| need, but that fsnt 8. prol “

] {ding some experience or moneyout! 5
‘ 3::.«ﬁffé'ﬁgm. Beyond that, you geta mint medal at the end o

That's rather nifty, eh?

= g
FIND AND TAKE A BOLT OF TECHNICOLOUR DREAM CLOTH TO
A NUN IN THE CHURCH

| Earnestisa bard hanging outin thie upper right

| side of Coffinwell. He thinks that he in?presse‘d a

| nun the other evening with one of his impromptu
performances. He asks your parw?oﬁnd a boltof
technicolour dreamclath and take it to the nun.

After you've gotten your dreamcloth, look for the
nun outside the church. She'll acceptthe gift from
Earnest. Go back to the bard and [et him know

| abotit his rousing “success.” He'll give you an el ? -
charm in return. That's a rather amazing gift! Use itin goed health.

loth, here it i

. feathers you need. >
Don't rush.out to do this quest thinkir

BRING THREE HOCUS CHIMAERA FEATHERS o AF

: REWARD MAGICAL SKIT

Talkto a man named Afa
hall. He wants to'd g

" one of the young dancers.

' as|
three hocus chimaera feathers and return them
to him. 2 7
Killing hocus chimaeras is very easy, and th

- found locally and back in the Heights of Lonefiness.

There is a “but” coming up: It's easy to'kill these -
monsters, BUT ittakes many kills ta get the

‘ In case you don't know the recipe for technicolour. drl
grubby bandages, a brighten rock, and a celestial skein.

There is a signpost outside of Gleeba that télls
you that the city s nearby. It's pretty non-descript
However, if you approach the sign from the back
and try to read it, there is a hidden message.

This starts a quest to gather ten duneberries: THe
parched peckerels around the coast have these.

. Head outto the edge of the continent and patrol
there 1o find more peckerels than you'd ever want.
Killthem in high numbers and steal while you're

. doing it if you need extra kitty litter.

Onceyou have al| ten', 90 into Gleeba and talk to a dancing girl in the upper left side of
the dancing hall. She'll acceptyour ten duneberries and give you your reward.

SLAY THE GOLD-PLATED GOLEM
1,000 GOLD COINS (AND VERY

Talk'to Ru‘ki, @ guard in Gleeba: He stays at the
barracks in the lower left side of town, He's gotten
an odd request that he doesn’t quite know howto
handle, If you can find 2 “false" gold golem, you'll
be able'to receive a reward. )

REWARD

Because people spend 5o much time hunting
golems to the south anyway, it's a great quest to
take o, Just walk south to the area where the
gold ?ale’:ns hang out. Fight these enemies and il
waittor the fake golem to be revealed; this h i
el sl i ed; this happens after a random battle where. you
Your party is tnstantly rewarded with 1,000 gold coins, Acce,

8rein town to rest f you'd ike the honus gold. PLIS quest every tima yoy

; 2,000 GOLD COINS

| Atraveling merchant appears in Gleeba|
- game. He stays near the well and he's w
| brightred hat. Talk to him. His name is Pér

| veryfar.

g .lf you have a warrior, fet the expload beaton

1 When you're done, return to Peregrine and get iﬁa}}g‘n

d in doing heavy fighting anyw;
into new vocations and use the easy fig|
It's not as fast as killing high experience t
goal to focus on while you wait.

Afan gives you a magical skirtwhen.y

—

[NEAIT3N GET TURBO TOAD OIL BY KILLING AN EXPLOAD WITH A CRITICAL

and he'll ask your party to kill an expload wit
critical hit. ; A
Ifyou have a lance ser, this is extremely easy
tater on. Use Thunder Thrust repeatedly while the
remainder of the party defends. Because exploads
are close 1o Glesba, you don't even have to hunt

If your group doesn't have a perégn‘w'ﬁ

S: h;nt the creatures with slightly weaker wea
€ beast. Critical hits do so much more dam

a kill off of ane. G i ‘(‘tamage:

Intentionally annoys the monster usin, i
use it for the guaranteed Critical hitl
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BRING THREE BELLE CAPS TO GUS &
; FINESSENCE |
| Gusiis an artist inside the bottam of a well. What's : ; o ]
even stranger is that thisisn i I ; :
its a well in the midd 3 S v
Hermany and look for ds. for ., A 3 |
istand has the well, andGus is i g : o !
g\n '8 you've found that, talk to him and acquire 1
b o orioof this quest. He needs three belle caps, which can
gp!sihs. gk be harvested from the area east of Bl'eeba‘ Sailto
anather small island there and scour the ground for - G
the legendary instructor approaches you. :;e:;;qgshm?ms' e Ve e o e TN
reward. ; i :
]
q

| MTNTTA M GIVE SCARVES TO EACH OF THREE SANGUINI TYPES 5
- ELFIN ELDIR i
Awarior named Scarface hangs out inside the s
Wormwood Creek weapon shop. Talk to him and
agree to pass on hand, ‘scarves toa
of sanguinis. There are th pes of
‘monsters, and you need to find each

Look for teeny sanguinis, pink sanguinis, and genie
sanguinis. ey : 1

SANGUINI LOCATIONS
'
TEENYSANGUINI ANGELFALLS
PINKSANGUINI  ~ BLOOMINGDALE |
GENIE SANGUINI  REALM OF THE MIGHTY

ould equip the following: giant’s hammer, boss shield, minotaur helm,
| e steppers, agiliboots, and an elfin charm, Your hero
sty A s

from the options menu to change your ,
-1 Go to each of these regions, when possible, and defeat a sanguini of the given type.
- Afterward, your hero getsto putthe little scarves on the creatures. Return ta Scarface
| after allthree have been properly accessorized.

CAST SNOOZE ON A BRAINY BADBOON AND THEN USE HALF-
INCH 70 STEAL A RAG DOLL FROM IT
EINHANDER (GLOVES)

nkh in the western building of Batsureg,
A yrecover a rag-doll. To get one,
lluugazar Plains for a brainy badboon
beast after casting

i Joha Jones'wvas the girl your party helped in Porth
Llaffan. Talk to herand ask if you can help with
anything else. She says thatthe real Lleviathan

is stillin the area, but she doesn't know how to
summon the great creature of the deep. Can your
party find out how to do this?

After accepting this, look outside, by the water. Th
. spirit of an old woman sometimes stands by the e £l
shore. Search for herin the evening and ask her 5 e | 1
how she summoned the creature in the old days. She‘ll tell you what you need for such ¢

a pursuit; a watermaul wand, a flowing dress, and a silver shield.

nit.
badbooris are indeed just outside the
hey're the pink creatures that you see
ing around the plains. Hunt for them, get
andcast Snooze until the spell sticks:
does, use Half-loch with as many characters as you can.

] Tell Jona about this. She'll go to Tywl| Cave and wait for your party there. Meet her at
the top of that cave when you have the three pieces of equipment. Have one of your

o : AND A HC TER AND 3 i hen talk to Jona:
‘ GET TWO ROYAL SOILS AND A HOLY WATER AND BRING characters equip the goodies and then talk to : a by -
i ] mm_ THEM TO ALCHEMILLA . Afight soon ensues. Llevirathan attaEcks, atnd he’s muchﬁrr:c)arree:%g’reersf;v'e;;n::kse:r::s
t Py LUTE PARTY TRICK when you fought him the firsttime. Expect more powerful area . 8
b A LEARTHESEMS - = - s - usualI;’a sing?e ‘melee attack each round. Snn}ettmes he'll mix in a melee attack and a
‘f@mh;s S0 givat Bwinacinples RS o sscond attack that's likely to score a eritical hit.
i he's'm“di“ﬂ b g i { al i h required. The new Lleviathan has
Talk to g i ] : A healer with Multiheal and Moreheal is pretty much req i
35!:”;‘“' o g sithephlnay, - £ ; | considerable health, so settle infor the lang fight an_d raise your characters f’na;k )
: i W? St’m g D sy - damage as best as possible. Kabuffis a major boan'if you have it; those critical hits are
w e, P 4 nasty otherwise, If you don't have that, standard Buffs are okay 100. ;
i i ; 1 . : i i s to the Starflight Express.
00 iy, [ Jer il i I : Your hero gets a fygg wheo you win, This restores your access to b
w"lﬁwumnl‘}!aar:-yme ﬁgﬁux:‘hes_a Ighind Now.your party can fly around the world, seeing locations thatwere once inaccessible. i 5
Hound iy on and Wyrmtail, The latter is : & ‘
hngu:l"e::l.onsh Plains and the Heights of ; 2 ( e e R o - .
ﬂ'-vw&m&v danie, get same tioly water {from an item shop) and give that to Alchemilla. |
- 10ur party learns a ngw move in return. !

e o g,
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S EARN THE HERBLIST ACCOLA

P VILLAGER AGAIN

: _EWAHD YGGDRASIL DREW (X3) :
in Angel Falls. A village wWomarn.
e‘:‘rnﬂt:s Herblist ageolade and
ad that anyone who uses.
inthe face.

| Go to'the item shop
| wanits your hero to
| talk 1o her. She's concern
* that many herbs will tur grean :
‘ ve this accolade, here is

{ Hyou ot alredty e getit buy 100 medicinal

| what yoii can do to help d
: ty::_:hr;svend Jse those for between-battie healu;g al:n |
* the next few dungeons you essaqh. That's atg

| way to get the title without worrying about it, e
| into the miscellaneous menu, edity! 2
| Afteryou get the accolade, go i .

{ :\:oost Herb'list from the decolades earned submenu

| Dr Slimon is a slime researcher in Angel Falls. Talk
10 hifn o the right side of town. He asks your group -
to find a slime style specialist in the area.

Engage all the slimes outside of town, After a few
ﬂghrs, one of them should drop a flower known as
the goadodendron. Bring this back te Dr. Slimon.

s ’ ,
OBJECTIVE ¢3¢

A sieeping man named Rufus rests outinthe open
near the Stornway church: He won 't trust your i
party with his quest unless you've already beaten
a grotto.

When he’s ready to talk, agree to find a weman's
lost letter. It's held by bling badgers, and they’re
only found inside grottos (usually ones that are
water-hased). Accept this questif you like going
into grottos anyway, as it takes some time before
you're lucky enough to stumble into these foes.

Once you find a floor that has these badgers as random enemies, stay there until the

quest completes. It's a random drop, so you might be fighting for awhile, When it comes,
your party discovers a crumpled Jetter.

Take the letter to Porth Liaffan, B

ryson is the mayor's son; your group hias met him
before. Goto the mayor's house

and deliver the missive,

AS AMAID FOR GULLIVER

REWARD

Gulliver is an elderly man in Starnway. Look for him |
0 the bottom right side of town, inside a building,
Talkto him and find out more abouta maid he's |

§

been \fua»\ing tomeet. He won't live long if he
doesn‘t get something specialta live for.

DrE§s_une of your female characters in a nice
outfit, including a maid's mop and a maid outfit,
Add some high heels ang fishnet stockings if you
really want to have fun with it.

Talk to Gulliver whe

N the outfitis complete. He'll give life a second chance

o This quest is extremely labor-intensive. Farm

Zoomto Port

"~ 044 A CLIMBER FOR A €

A KILLA TREEVIL USIN

MINI MEDAL
gl

Ittake

© weaker ¢

group is waak enougl to hi
on your weakest character.

FIND A TEST THAT'S BLOWN OFF IN THE WiND
REWARD J BRAINY BHAE

Jade is a mather who doesn't know yvh

of her son's grades. She is sta

Coffinwell, on the right side of town.

paper blew off and has landed outsi

. Agree to the quest, and then go outsi

random monsters.

Every few battles, your party finds a piece of the
test paper, butit's been torn into three separate
pieces. Make sure to get all three of them to prove
| how Lionel scored. Give these to Jade and g

OBJECTIVE CREATE PLATINUM GEAR FOR DOMINIQUE'S SON

| REWARD DIVINE DRESS

llowing:
items: platinum sword, platinum shiel plati
mail, and platinum headgear.

For your convenience, listed below are the
ingredients you need to create all four items.

IRON BROADSWORD, PTINUM ORE, HEPHAES'
LIGHT SHIELD, PLATINUM ORE, HEPHAESTUS' FLAM
GOLD MAIL, PLATINUM ORE, HEPHAESTUS' FLAME

IRON MASK, PLATINUM ORE, HEPHAESTUS' FLAME

PLATINUM SWORD
PLATINUM SHIELD
PLATINUM MAIL

PLATINUM
HEADGEAR

it

ol

easiest part. It takes longer to gather the platinui

| getall of the Hephaestus' flames.

=
WAKE MAYOR BRYCE
SEED OF MAGIC

. h Laffan and talk to the at
vaes‘wtth the mayor, on the laft side of to
warried that the mayor stifl hasn't recover
the shock invalved in the Lieviathan incident.
Hereis what you need ‘
1o wake the mayor, Get.
shrr:mv; fresh water {a random tind in \tar\lfbus Gﬁ
cakable/searchable opjgets), Take that to Ang

| Mayor's attendan;. Tha

» ‘-‘:t "I‘a}. L e

Falls and.give itto the may
ng that

He'll make s
s all there s to j

ngel's Tears for You. Bri




BRING HOLY WATER, FRESH WATER, AND MAGIC WATER To
| THE BARREL MAN

SEED OF DEFENCE

itover the barrel.
give that to the barrel man as well,

OBJEGTIVE GO TO ZERE AND GET VEGETABLES FROM GEORGE CROFTER

REWARD A GLEEBAN GOLD PIECE

Fry, the chef at the top m&sid fthe M‘
Mahal, needs better veqy
hera goto Zere and seek

| Zoom to Zere and talk Genma

the top of the tows
horse manure and sevs
dane Give hlm these fro

e you see Fry, he ll reward you. T his quest
amodestreward, b
manure.

BRING ) HESUHRUCK AN ENCHANTED ROCK, AND AN AGATE
OF EVDLUTlON TO ROCKY

ocks, in the m:muwemrn part of the stone | :
Toimpress is guy, your party should bring 4

urrock, an enchanted rock, and an agate |
tion, The first twa are easy to find. The final

be created with alchemy.

for an agate of evolution is to combine
ia {x2), ethereal stones (x2), and a
1

DEFEAT A BLOOD MUMMY AND RETRIEVE A DEAD MAN'S DAGGER
SEED OF THERAPEUSIS

‘works at the church in Bloomingdale.
s a burden on her soul, and anly your
Ip her now, Agree to ‘her quest and
blood mummies. Travel to the

om number of battlesagainstblood : % =
5, you should find the dead man's dagger. Retum with it and glve Cindy the

TAKE SOME SAINT!
ETHEREAL STONE

ard at tﬁ‘-e Gleeba barracks. He
othier o five a healthy and Jong life. It's
eitain drink can help with that: it's
soma, Walter wants you to take this -
fis mother in Wormwood Creek.

!rELtask is taffind the groper ingredients for
Gather and then combine lucida shards -
Eli b2), and astral plums (x2), These
tically to make the sainted soma. "
Brewed the drink, travel to Wormwoad Creek and look inside the item

mother is there, standing near the counter. Give her sainted soma and
age from her, 6o back to Waltar and give him the goodies fram his 06sr

Hordy is a boy in the Wormwood Creek item shop.
He's in competition with & lacal girl over who
getthe most pieces of cool monster memorabilia,
Go'to the Mag o.and fight lices until
you find what he’s looking for. ;

They're fairly deep in the dungeon, and they're
mean targets. Make sure to organize your group
for strong damage dealing. Otherwise, it takes a
couple rounds to kill each magmalice,

After a few battles, you should get your handprint. Bring it to Hordy!

* Pool of Spirits. Your party can reach this cave by -
 flying the Starflight Express onto the near plateau.

| inside. He needs wakerobin for a good cause.

. Thekid’s name is Timmy. He's not asking too much, 3
" and wakerobins are fairly easy to get. Bring the kid
. his wakerobin and collecta rockbomb shard

:

TSI GET A MEGA MOAI HEADPRINT

PRINCESS'S ROBE

Stasha is a girl at the inn in Wormwood Creek.
Talk to her and offer to find the girl a mega moai
headprint. Collect these by fighting mega moai in
the dungeon called the Magmaroo.

You won't get the headprint after killing just one
mega moai. Thisis @ random event, so }ust keep
slatightering the big statues until you're in the
clear. Return to Stasha when you're done and give
her the collectible headprint.

BRING TIMMY A WAKEROBIN
ROCKBOMB SHARD

There is a cave northeast of Angel Falls called the

Land there, enter the cave, and talk to the boy

S % - 4 p
. i ZBOWE VN
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GET THE MEMENTO NEC

5 SEED OF DEFENCE
st of Stornway, off ,

. T in that is ea
Nicholas isin & ::’:xhh the Starflight Exprass and

| ook around. He's in the fower cabin. Accept his
’ J questand agree to firid 2 lost memento.

) into Woody' north).

i vd, qo into Woody's hut ftothe {
‘ f ﬁmﬁ meg man while he sleeps. P!e reva;fs s;:;ne
" | information about the memento you fe looking for.

j Getinyour ship and sail araund the e_d
| world map. Abyss divers sometimes att
| untit one drops the mementd necklace. Return

et By

* he cosst Fly th

ge of the
ack vesselsin those
that ta Nicho

b ol

==
| FIND WOODY'S MEMENTO AND BRING IT B
! SEED OF AGILITY

‘ is i i fand east of

| Woody is in the northern cabin of an is

| Stornway. Land there with the Starflight Express
and talk to the man after you've completed quest

| 056 Wootly wants you to find a memento from his

| lost love.

' Golisten to Nichalas while he sleeps. He'll reveal
thata pink sanguini might have the memento. Zoom
. to Bloomingdale and hunt these little creatures

' down. When they finally drop a different memento

| necklace, get that to Woody:.

GO TO A GROTTO, WOUND ATLAS, AND THEN ST
TITANIC TINCTURE
'ATREASURE MAP

OBJECTIVE

| Newid Isle is a small area southeast of Alitrades
Abbey. Fly there with the Starflight Express, land on
the plateau, and go to'the center of the region.

Locate a clearing with a young boy and'a gigantes.
The boy starts a challenging quest. He asks your
party to go into a grotto and seek Atlas, a monster
of tremendous power. You have to bring Atlas
below 700 HP and then steal his titanic tincture -
before killing him -z

Atlas has 6,500 HPl, so you can't deplete his health quickly: To be on the safe side,
keep a notepad with you during the fight and manually track Atlas” health, This avoids

a situation where your party does burst damage and slices through the [ast of Atlas®
| health in'one round

Once Atlas breaks out his tincture, use Half-lnch to steal it, It's helpful to have multiple
people attempt Half-Inch, as long as you have more than one character with this ahility.

Don't attempt this‘quest until your party has geared up and gotten levels in several
grottos, The end fight is a rough one indeed.

Shanica is a former dancer from Gleeha, She's

trying to find a set of footwear to help her run as
fast as a motal slime. If youean find metal slime
sollerets, it will make this woman ever so happy.
She'll give your hero aVenus' tear. '

jrreoen TN

. are only found inside grottos, so hunt those

| quest, even in single-player mode.

GET HEXITE FAOM A SHOGUM AND BRING IT TO CEPHALGERy,

REWARD LUCIDA SHARD
Cephalgernon is in‘a wi 3|

Bowhole. You can't getinto the we

over the plateau where it's located. Gat aci

| the Starflight Express Via quest 039

this mage. PETS ) k
Agree to bring him hexite from a shogum: Thm !

treasure maps and look into the dungeons to find
yourquarry. 3
Shogums are fairly tough enemies, when you d
call for backup, hit hard, critical often, and tt
physical defence and the ability to Kabuff. Th
damage. E

After your victory, return to Cephalgeron and give:

tims

| captain that he trusted. Some time ago, Brian lost
| the will to sail and stopped on an island by the

_ 062 BRIAN'S DYIN' WISH

[TNTRN SN LOCATE BRIAN'S OLD CAPTAIN
TREASURE MAP (BARAMOS'S MAP)

Brian was once a pirate who served under ¥

Cringle Coast. This island is in the northeastern
part of the world map.

Interact with Brian’s skeleten inside a cave onthe
lower part of the isfand. The note you find'implares
your hera to find the pirate’s captain. (

There is a ruinous shield in the same cavi
Tywll Cave or the Slurry Coast. Eventual
letter from the captain,

Bring the [etter back to Brian's skeléton and re

an old salt.

= =
FIND A RED SIGNPOST FOR MARCO
WARRIOR'S SWOR|

main building. Talk to him i v

¢ | you have a swo
With 30 or higher skill in his.ar her blades,
Mareo wants
v Your group to
that was left by a lagsn:arv

read the signpost,
5 , return
Wartior's sword, i

find a red signpost
swordsman, Onceyou .
Marco and get yvour




m FIND THE FIVE HIDDEN BADGES, IN ORDER

~ R “SWORDCRAFT IN SUMMAR

u haye to use Pressure
o score your kills. Have other

3 , buff your spear user’s agility, or *
ytun the medleys.

ve and search around for these somewhat elusive targets.

quick quest by any stretch of the imagination, If multiple characters have
0inter, you ramatically improve your chances of succeeding in a given
|need ta switch vocations to make that happen, so be'it! This questis long
iything you'can do-to aid in it will be worthwhile,

LL TWO GLOOMY GASTROPOGS WITH ONE MULTITHRUST
) (AND THEN REPEAT THIS FOUR MORE TIMES)
“CLEAR SPEAR THEORY”
second questwhen your spear user hits
ith his or her spears. Talk to himon
F Swinedimples’ main building. He now
ﬂ?’f" kit (oo witha
Hithrust. Your hieavy hitter needs to-do this
10 win.

found on Pluvi Isle arid in the
& oftier characters work to raise the |
Lig %bsfomﬂw‘l\ﬂumuﬂguss
on.of Egg On, Qomph, and other attack
uite effective,

“Clear Spear Theory” as a reward, This scroll teaches Lightning Storm to
riyirig it This ability calls forth bofts of light that damage the entire enemy group.

e R e e o e S
CAST SNOOZE DN A SHIVERY SHRUBBERY AND KILL ITWITH
TOXIC DAGGER BEFORE IT WAKES
ICICLE DIRK

1er cooking _?!me ashivery shrubbery. |
19und tlose to the academy, butyou need |

: PLEPWorkto geatthe blade back.

&g & stiivery shrybbery, use Snooze 10/put it

6 Beast off while it's st sleeping.

i o 6 s that st Hard blit requires sonie patience. Have @ spate prigatel

L  Snalist come along totake care ot Snooss work. This frees Your e

~ Dsgber while the caster uses Snoaze dufing subsequont F0URGE:

“ifitdie properly,

Kiiite, bring it bick o

se Toxic Dagae!

an icicle difk

| you've done the grunt work against the enemies. The scroll you recaive lets the user
 cast Persecutter, a single-target attack abii

| He suggests that you talk to a guy in Slurry Quay.

| say that the wand is in Tywl Cave. Talk to him, and
+ then goto the dungeon.

| him when you have a character that has mastered

| fellowthe medicine he needs. He's still standing
in the:same place, outside between the two
| entrances of the main building,

| Talk to Fanny for him, She's on the second floor of

1 To make the medicine ltchy needs, collect moftan

‘5 because they can act as backups

KILL A BAD KARMOUR WITH VICTIMISER WHILE T S
AFFECTED BY TOXIC DAGGER (DO THIS TEN TIMES)

REWARD "KNIFING KNOW-HO!

f need only have Toxic
Jagger to assist. The othar character finishes the
bad karmours with Victimiser, ft takes few points
purchase Toxic Dagger in'the first place, so th ; setup,
Go'to Western Wormwood or the Qubliette to find your enemies. Come back after

with high damage potential.

T — = e
FIND A PERFECT SCRATCHING WAND FOR ITCHY

REWARD BROUHAHA BOOMSTICK

Itchy is one of the weapon trainers in
Swinedimples Academy. He's the old man standing
outside, near the main building. Talk to him when
you have a character with a Wand skill of 30 or
more.

The man runs the item shop in Slurry Quay. He'll

| Fight random encounters as quickly as you can, The backscratcher you want drops.

)
randomly. The monsters are weak enough foryour current party that it shouldn't take :
t
§

| toa long to find. Return to Itehy-and get your reward as soon as you find what you're

looking for.

KA MAKE MEDICINE FOR ITCHY
WANDS AND BEYOND”

Itchy isithe wand master at Swinedimples. See

the Wand skill. To finish another quest, get this old

the main building, on the right side of the hallway.

=

magma and toad oil. Toad oil is a regular item, 50.it's possible thatyou already have

| some. If nat, hunt for some by killing giddy or glaemy gastropags. |
| Toget the molten magma, journey to the Magmarog and fight live lavas until some

| drops. Itwon'ttake too long, |

hitems, return to [tchy; you don‘tneed to stop and see Fanny this
and get your prize, You won't have to keep working far this

When you have bot! 1
| time. Give Itchy the goodies
| crusty trainer any more!

# " s cast Zing Stick, an ability thathas
The “Wands and Beyond” scroll lets wand users cast 2 :
a chance to Resurract fallen allies {with & ¢hance of !‘sdural. This:is good for mages.
if the maln healer dies.

2l

e

el
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- " 074 MR WHIPPY'S WiSH

AUN A NEW ERRAND FOR MR. WHIPPY
GRKING WITH WHIPS”

: KiLL STENCHURI
- | REWARD KILLER PILLAR
| Patllo is the staff weapon mastef at Swir{l@iﬂ?’ﬂﬂs
Academy, He'll ask anyone with 30 or more ot
| points in staves (o gearch the sea;!o the no i
Swinedimples Academy. Ha‘s. hopmg_mm you
a stenchurion with 2 possession of his.
| Kill stenchurions with your staff-user’s Deliv{erance
| ahility. This deals extra damage 1o stenchurions
anyway, So it's one of the more gentle quests |r7
that sense. Of cotirsd, there1s alwgys a (ub. You
" have to find the enemies first, and it’s quite hard
to face the high seas

Return'to Paulo after you sugceed. Hi

to control which fights you are forced

These monsters are found in Wormwoad G
His cousin appears in th

When fighting, remermber

damage: This compensat

game). & :

| Return to Catwright after thie kills are made.

Whippy. Your party gets

| Your whip gets a powerful group-atts

scrollin his or hier inventory. s

&'ll give you a kifler pillar:

" DEFEAT NEMEAN WITH A RE
T “STAFE STUDIES”

Paulo has a quest for staff users that master their
art He sends your party into the grottos to hunt for
a monster called Nemean, These things look like
manticores, and they're tough as nails, Killing one
is a modest challenge, but Paulo wants you to step
itup a notch. He asks that you finish the creature
off with-a normal attack while swinging the laundry
| pole (the weakest staff in the game). Huh,

TR COLLECT TEN TINNY TAIL FEATHERS FROM ROBO
REWARD KESTREL CLAWS

This weapan quest begins in Swinedimpl
| Academy, on the right side ¢ i
need tohave a character th
Claws to begin the quest
30 or more in Claws).

Bring the laundry pole with your group into the e
grottos, but obviously don't equip it until you're toward the end of a Nemean batt}e,
Using the Misc. menu, it's possible to switch weapons even in the middle of combat. Do
this to make sure your group has full damage output during the early fight

Use the proper mix of party enhancements to make it easier for your staff-user to land
the final blow. Tension bonuses, attack improvements, and Sap all work together to
make this happen. Each kill of this type gets your party a f
that you need. Once you have ten of them, return
the weapon trainer and getyour reward.

The reward scroll is calied “Staff Studies.” The person with this scroll can gointo a
defensive stance that counters blows sentin his or her direction. Characters with
Eyes on Me and Whistle are able to get enemy attention and then punish it during
subsequent rounds while keeping the party safe.

- [[oBJECTIVE KILL THREE SPECIAL APPRENTICES
REWARD “THE CORE OF THE CLAW"
— -

Toadie is the whip instructor at Swinedimples
Academy. Well, he’s actually a follower of Mr.

Whippy, but you still have 1o talk to this kid to get
what you want

Toa_dm 1 on the second floor of the main building,
inside 3 classroom on the right. He'll sendyouto. |
Catwright, a whip makeron the south seas. Look
Lunrda l;\ghlhot;se on a tiny island, Catwright is inside

she needs a hammerfang that dr .‘
power hammers, 2 o

Zoomto Gleeba and hunt the Djust Desert for these flyin

until one of the hapless shark K
sdrg
make the whip you asked for, Petie o R

Zoom back to Swinedim :
0 ples and tell Toadi jobi
delivered, and You getyour prize i IS»ﬂD(

e



DEFEAT UID METAL SLIME USING FAN DANGO (WHILE
\ | WEARING A BUNNY OUTHT)

TN “FURTHER FANMANSHIP

@
fan master has
on bui

PEC
JECT

4l slime using Fan Dango,
plateau near Angel

have your fan user go forthe kill on round two (or three
the best abilities for softening these monsters).

; you the Hustle Dance when you return, This fan technique can only be
by penple who hiold on & the weapon scroll she hands over. This move heals your
a.a dance of fanny delight.

ccept his quest and travel south, into -
arshiand. Hunt treevils there until you
xe. Take the weapon back to him for

T

DEFEAT THREE MAGMALICES, THREE STONE GUARDIANS,
; AND THREE BAD KARMOURS USING HATCHET MAN
“ADVANCED AXECRAFT” B

racter with maximum axe skill up
ax, the axe trainer in Swinedimples
. He's standing near the front entrance of =
pound, and he'll give you a new quest. .

an has to kill nine monsters in total, all
Hatchet Man ability. Kill three magmalices - -
Magmaroo), stone guardians (Tower of Nod/ =
), and bad karmours (in the Oublistte
formwiood). 1

Manis an ability hat requires a little patience, 50 go ahead and kill any
: emies in a given group and defend yous axe character while he or she
atthe enemy you need.

rd quest;its long, but you shouldn't have trouble with the kills or with

M’J‘lr\ced Axecraft” scroll gives & character knowledge of Whopper
i5 ability is a single-target attack that delivers massive damage.

==

I REPAIR A HAMMER USING WOBBLY JELLY
B TERRA FIRMER

Hammer user with 30 or more skl
d,go to Swinedimples Academy and -
det named Bumbles on the second
standing in 2 classroom atthe bottom

Hhier questand then go 1o the library,

1\ 15 dawn o0 the ficst floor, Look at the
88 you come through the door.

inthere is calied Mallet Monthily. It
dwebbly jelly from an admirer.

and doscend into the plumbed depths. Fight admirers, VRIED LABET
5, Ul You et your jelly. Take that back to Bumbles and enjoy your

g OV = v sy e s+

R S

Y smsmrrypy e

Challenge Quests

082 TO SHELL AND BACK
m KILL A LIQUID METAL SLIME, WHILE WEARING A TORTOISE
SHELL, USING BAGSY LAST
REWARD “HARDCORE HAMMERING

| The second hammer quest starts down o
floor. Look for Mrs. Mallet in the room left of the:
main entrance. She only trains characters that
have mastered the art'of hammer wiglding.

She'll give you a kill quest. Find a liguid metal

+ slime in the plateau above Angel Falls {or in the
‘Bowhole). Have your hammer user equip a tortoise
* shell :nd then use Bagsy Last for the finishing
attack: T

Use the first round to have everyone pound on the liquid metal slime, and hope that the

enemy doesn't run on'the second round before your ability goes off. Trying to get the

~ kil on round one:is fine, but it's highly unusual unless all three other characters dotwo

points of damage (and nobody scores a critical hit),

 Remember to do anly six points of damage: Bagsy Last is not a great ability for killing
these things. Keep the bar as low as possible to give yourself the best chance for

1 victory. ;

| Your ultimate hammer reward is a scroll that lets characters use Big Banga; this ability
hits all targets. It looks nifty tool: ; ;

OBJECTIVE ; KILL TEN PECKERELS WITH THE FlEﬂ DIASH ABILITY
REWARD BILLOWING BOW- ! e d
| Academy. He’s found in the theater; that's on the g
. far left side of the main building, on'the firstfloor. =
Talk to the large fellow and find out whatyou need
Your targets are peckerels. Kill ten of them with
 Flutter Disaster to move on. These monsters-are
found in the lluugazar Plains and Mt. Ulbaruun. Get

+ Archieis the bow master in Swinedimples
1o do. §
* outthere and have fun. Happy hunting.

DEFEAT 10 BOSS TROLLS WITH RAIN OF PAIN

[ OBJECTIVE |
_“ARCHERY FORTHEADEPT"

Archie went easy on you the first time around; this
quest is much nastier. Meet the bow master again
on the first floor of Swinedimples Academy. Bring
a character that has gotten up to rank 100 in his or
her bow skill and acceptthe quest.

You need to track down ten boss trells. These
enemies are found in Gittingham Palace and the
Oubliette. They're hardy foes with substantial
health, and that prevents this from being a fast
quest.

Always soften your trolls to get'them down to low health ata fast pace. Try nnE m‘km
any with other characters, but don't stress out. Il{s better to move through these fights
quickly than to obsess over each kil and waste time thatway.

| After slaughtering all ten, talk to Archie again. He wants wonder pants. Bribe“hlm

. with these to finish your path to archery godhood. Wonder pants are made with a

| ¢ombination of boomer briefs and aggressence.

{ You get your weapon scroll as a reward. Ary archer with th
* Shining Shot, a high-damage archery area of effect.

e new scroll can Use

{
{




SRS

| KILL TEN KILLING M

srithugiasts should fi d the
out in the Bpen; you don't have any rvom

? in'thg tmain buildings. This o the leftsi
the yard. He wants your pai
with Power Throw.
1 d-off o the plateau G-
Have your boomerang User hea |
| ahweyﬁugei Falls. This is a great place to find the
‘ ! elusive fellows.

{ d or a kill € l d
| Havsyour prty sofen th slime andhon SCCSK LR i metlsimes, o et

e Throw i
| your hoomerang user. qusr o e eombitive class fasthe :ablllty'jie' h@t
| and orass your fingers, Iianyone in a m:rrabcamemﬂg personin the front fine. Your

{
[ : i
group s in no risk of dying, and any improvemerit to your damage chancé is a good

| character try for these kills. Also, put

b Bt wait here's 8 catch This:f AR et R

i is yours! But wait, 2 ] - = e

‘j :ﬁ;"x‘a‘:ﬁ ;tum,“,’J:ﬁ's?nf’%:g:?a":vwamrxm; {rouble on his boomerang exam. Take & Eﬁm_ KILL TEN WYRTLES USING KNUCKLE SANDWICH
4 the boomerang ke gives you and leave the area enfirely, T REWARD . TUH auy A'ITO()
- cli iave the " " 4 - 0 v .
lotated all the way west, over the ;hﬁs, If you have thi BT s
t quicklyto save a great deal of time. Otherwise, go south, o Ha ¥ bt d

,f The bridge he's referring to is

| Starflight Express, fly over to i it & B :
{ Jround the cliffs, turn west, and come back up north in the next region to.get to the that does nothing to weak
| biidge. Whew. rd and fight well.

To prave yourself to him, talk

you have a character with 30 or more fi

skill. He'll tell you to fig| kill - ten wyrtles
using the Knuckle Sandwich ability. {
| Travel to Urdus Marshland or Hermal

 not terribly hard to find, a

© quest. Hurray for the easy ones!

| Talkto the kid again after a scene on the bridge. That's when you get your eaglewing.

. [(oBJECTIVE : COMPLETE THE BOOMERANG MASTER EXAM

| “THE BOOMERANG BIBLE”

Kylie is & young girl at Swinedimples Academy who
| loves boomerangs. If you’re looking for her, Kylie
hangs out near the dormitory, outside in the yard.

She'llencourage anyone with a boomerang skill
of 10010 take the final test. As.a hint, she says that
there is a clue inthe art room.

DEFEAT 50 MONSTERS DEEP INSIDE A GROTTO WHILE
OBJECTIVE WEARING YOUR SKIVVIES

REWARD “FEARSOME FISTICUFFING™

| The art room is on the second floor of the main
building. Search near the granite statue for a
hidden piece of paper.

You find out that there are three master enemies to defeat with your boomerang. One of Cecil gels a it aigy WHE (NN oi}-yuu ©

them is in each of three dungeons. ma_sta:ﬁ fiSﬁEUﬁT o0 t?u i'he!
main plesb
Characters that take the weapon scrall you receive from Kylie can use Gigathrow with quest. ;

their boomerangs. This ability hits a single target for high damage ing i ) i

but useful, exception to the ;Vnomelanggs norrr?al Iineup? e e fiemand b, kmeGw‘mons;“srs whﬂé 2
wearing no equipment with your fisticuffs

character. Yikes! Even worse, this can’t be done

ina simple area with weak monsters. You have

to take the party to the tenth level of a grotto,

deeper. Fehll

DEFEND AA

| OBJECTIVE |
VWHITE SHIELD

Buckleris the shield trainer at Swinedimples. He
studies on the first floor of the main building. Look
for hitnin a classroom feft of the entrance,

If possible, bring a paladin along to
protected. This lowers the chance
and die before healing comes into play.

Your reward is a scroll that Ists 5 fist

high area of effect damage and heals ¢
As long as someone jn the graup has a shield o m

sklllrni 30 or more, he'll give you a quest, Defend
against ten enemyattacks. You can fight any
monsters for this, s0.a gaod local fight is easiest.

Reduce your party size or use attacks that get

enemy attention to make the shartest work of this quest. When yi

Buickler to collact a white shield, WARRIOR'S ARMOUR

| Kevo'is an the south side of
Sermm— | YOU have a 15th leve)

Criticals eventy;




"” KILL TEN MANDRAKE MARAUDERS WHILE THEY ARE ENRAGED
WARRIOR'S WRKB(JOK. 5,000 GOLD COINS

e other characters attack ; any strong attac
oy these dragonkin. That sets them up to be killed on the

: this isn't too difficult of  quest. Getyour ten
1o Kevo rior’s Workbook you receive aflows the character
e an enemy goes into melee against him or her. -

GUARD TO PROTECT YOURSELVES FROM 30 ATTACKS
(WITHOUT FLEEING)

ASCETIC ROBE, PRIESTESS'S PINAFORE

jowr the well in Wormwood Creek if you
| priest and want to have some fu
's your party an egg that
‘time your characters guard and take

P e = A5 -

that aren’t very deadly

you have to do this in a single fight, but

e case. 6o ahead and win any batle
Ve taken your fill of free hits. Everything colints toward your tally, and future
dd tip until your quota is full. At that point, return to town and go back down

' BRING ALLIES BACK FROM CRITICAL HEALTH (ORANGE
i STATUS) 20 TIMES USING MOREHEAL
PRIEST'S PRIMER

orange, that's the sign
ig. Have your priest cast.
N them, and then repeat the process.

sting in other areas if you'd
Y uestwithout worrying about SRR
™Wise, find a larger fight and cross your fingers. Monsters that use AoE breath
e excellent for helping you out,

1810 change vacations with three other characters. Fight weak monsters
1S are |evel ane. It's SO easy for them to get down to critical health when

Cess b so few HP are involved.

ity shiould return to the old man. He'll give you a scroll that
ast Wave of Relief; thisiis an area of effect spell that cures all
I party.

cts from you

Ievel. Moreheal also won't do more than get them to full health. It's easy |

Challenge Quests

095 FREE THE FAERIE TWO
EQUIP THE FAERIE STAFF AND KILL TEN ENEMIES WITH THE
FRIZZ SPELL
REWARD FIZZLE-RETARDANT SUIT, FIZZLE-RETARDANT BLOUSE

Sleepat the inn in Alltrades
a mage of level 15 (or higher), Yo
dream and meets two faer|
you something special if yo
* using the staff that h
kill these enemies usii

It's easiest to dn‘thi§ near Angel Falls, where fights
are especially fast and easy, Slimes are one-shot
kills with any spell, so they're a keen target. ;

When you're done, return to the Alltrades Abbey inn and sleep, You receive a Fizzle-

{_et'arc{ant suitand a Fiizle-reia'rda;nt blouse: The faeries then tell you to come back after
reaching level 401 e

‘Don't furgéMo put on yor

new items, They are great for mages of your level!

KILLTEN WIGHT PRIESTS WHILE THE WND IS EUIP

| [oBsecTve |
{CETTYTOMMM MAGE'S MANUAL

Ifyou have a 40th level mage and want another

 Quest, sleep at'the inn in the Alltrades Abbey

| basement. Your party meets the faerie twins again.
Their new quest s to kill ten wight priests using

* theirwand, pEerne

Acceptthe quest and equip the faerie staff.
Zoom to Swinedimples: Academy and go into the
basement beneath the school. That's where you
can huntwight priests.

You're in luck if you have a paladin; they can equip wands but often have far more
attack power than a mage or priest.

Use your best melee attack character that can still equip the faerie staff, Everyone
else in the party is there to raise the leader's damage. Cast Qomph and Fire/Frost/etc.
Focus if you can. When combined, these allow almost any character'to deliver heavy
damage to the wight priests. If you're lucky, your character will be able to kill each one
in a single hit.

The character with the special'wand has to deliver the killing blows. It's a slower quest
for that reason, but itisn't hard to complete. Rest in the dormitory above the old school
if you need to restore your party’s HP/MP.

| When you're done, journey back to Alltrades Abbey and sleep at the inn again. The ;
faeries give you the Mage’s Manual. Anyone who carries this scroll can use Weakening
| Wave; this ability nails all enemies with a debuff that reduces their attack power.

: USE WAR CRY AND THEN KILL FIVE SCAREWOLVES WHILE
OBJECINVE THEY'RE AFFECTED BY FEAR

SLICK SLACKS

Brusque Lee is standing outside of Alitrades 1
Abbey. He'll give you some fine rewards if you have i
a level 15 martial artist and complete his quest.

* Your party must travel to the wilderness outside

© Bloomingdale and hunt scarewalves. These

| enemies are often seen to the north of the eity. fn

battle, your martial artist should use War Cry to

frighten the enemies. Then, while ’h_e scarewolves

| are still frightened, the party can finish them off.

Eimie i i i y 5 ¢ gnemy attack, That

 This is trickier than it sounds, War Cry's effect only lqsb for one eng )

| mieans that you need to kill the enermy between the time your martial arist uses War Cry

‘,1 and the enemy’s next move.

| The best way to:do this is to:wound the enemy on tra one with @ re‘lisplu damage

| dealgr or a gair of damage dealers if you're pretty ceftain they won't kill the target.

! Then, have the martial artist use War Cey in round two. This usually happens long

: hefur'e the enemies act. Have your second fastest persan finish the scare_wnll off. If you

i need to improye someone’s initiative, ramember to change that character’s equipment
and dain iter's that raise agility.

| Return to Brusque Lee when you're done. Helll give you the slick slacks and ask that

| you'return to himwhen your martial artist reaches the laudable level 40!




T DEFEAT THREE GOLEMS WITH CRITICAL HITS
I HD MARTIAL MlT] '§ MANUAL

i ‘h s o the stairs of
! ‘Grandmaster Wun Tun Punch is on tho sU j

{ ;lrlmmas Abboy, standing hext rpflruyue ;.c:’ o
| Do you have a 40th lavel martial artist,you

start a guest with him. 4

{
| Ha i Jems and fight them
Ha'll ask you to find some galems 8 I "

J untilyou kill three of them with critical hils. Travel
1o Wyrimwing or Wyrmsmaw and get hurting.
| i .

i rtial artist .
| Uso'whatever weapun gives your martial artist
| the best critical hit chignce. For most martial ams;f‘ncr!itical s e
| put yout points into, Fists, s1aves, and claws afl g Lokt o s
1 ﬁaven't gotten to-a bonus with any of them, it just be a langer Ui

kills you need. 1R
! i L h
| Return to the Grandmaster after your e‘nsmms ;;:’ g::fs ﬁ:; ;t;f:/;;i :2 tg\li::; ‘gnal:tf::
| Martial Artist's Manusl, This lets one of your ch B ki ard i
| It a mean technigue. You're able to build Tension at the el
| :ffuﬂmmus amount of damage to start off future battles. Frontload your damage

whenever you want!

= = s
STEAL A TYCOON'S TROVE FROM A HUNTER MECH IN THE
BAD CAVE

ROGUE'S ROBES, ROGUESS'S ROBES, 1,000 GOLD ( t_:g?_’_n‘

'\ Talk to Buster inthe pub beneath Dourbridge. -
He'll only give you this quest if you currently have

a level 15 thief in your party. This mission is to 4
steal fram a hunter mech that is living north of
Bloomingdale (in the Bad Cave), Return when you
have succeeded

It's possible (and, in fact, probable) that it will
take multiple hunter mechs before you steal the
tycaon’s trove instead of a hunter’s bow. Settle in, R m————
fight other monsters in the area for experience, and finish the quest with a pile of laot!

Enter the dungeon with your character as an actual thief. This causes the processtogo |
much faster.

= B - e =
STEAL A LUNAR DIAMOND FROM A SORCERER IN GERZUUN'S
BASEMENT

THIEF'S THEORY AND 10,000 GOLD COINS

Buster is the thief in a pub beneath Dourbridge.
Once you have a level 40 thief of Your own, seek
him out again. Buster has a substantial reward for
your party if you do him a faver, It’s an offer you
can't refuse.

Travel to Gerzuun and laok in the basement of the
ruins. There are sorcerers down there, and one of
them has the lunar diarmond You need. Equip any

1ems in your inventory that help with stealing; this
Is the best way to raduce the time investment of this quest.

If-you're lucky, the very firstsarcerer ma

y have what yo
Buster. The reward is an alchemist’s dre, youneed. Take the gem back to

am. You get a scroll that lets

e

‘ ==
[oBsecTvE |
[ REWARD

4 righteell.

_ high Tension.

8 HAVE A MINSTREL EGG ON PARTY MEM
{ TENSION FIVE TIMES

FLAMENCO SHIRT, DANCER'S DRESS
T T =

J T II

T

102 PRAT'S THE WAY TO DO

S

THE SIDES OF TWO MONSTERS WITH A PRATFAL|
THE MINSTRELS MANUAL

Talk to Tom Foolery ag

defend, or Heal, as needed.

Dnce you've scored two critical Pratfalls, come
backto Tom Foolery. He'll ask that you take yo
actto the Stornway Castle dungeon. Perform s

After you've entertained the jailed man, ¢

profusely. Your party receives o
manual can use the Gritty Ditty ability:
other party members. ;

DEFEAT THREE SLIMES WITH DRAGON SLASH WHILE IN 2

m STATE OF SUPER-HIGH TENSION

REWARD LEARN HOW TO USE THE GLADIATOR VOCATION

The priestin B1 of Alitrades Abbey has a pi
triai for you; he wants ta see if one of
characters can kill three slimas with Dragon

all slain while your characteris ina state of super-

This is most easily done in the area near Angel
Falls, where the slimes are weak and plentiful.
Bring along a character that can wield a sword
and use Dragon Slash. Also bring someone wh
can help that person raise his or her Tensio
finish with sameone who can disable the slime

For example, have a character with Snooze WﬂF
'90n Slash, and then us
; sSure that the slime. have.
character’s Tension hits 100, g0 sheadﬂ:;fuséﬁ o]
nrr:ves and then return to Alitrades Abbey. Go dow
SNOW your party how to use the gladiator

xS —-




T KILL TEN DRACKALS WITH DOUBLE UP IN EFFECT
P TACTICAL VEST, BRAWLING BYRNIE

rty to find drackals
uble Up, the gladiator
dungeon near
ften found outside the dungeon in the nearby wilderness. |

ind the drackals and kill off other targets in the enemy.
0 | use Double Up on the first turn and then kill off the
Is during subsequent rounds. 2
isfand when you're done. Unscrupulus Maximus gives you two gladiator
tactical vestand a brawling byrnie). ;

KILL THREE GREEN DRAGONS WITH DOUBLE-EDGED SLASH

GLADIATOR'S GUIDE

any, Sail there if you have a 40th level

or in your party. Accept this quest from him

Br il

wants your group to find a place with

dragons; the Magmaroo is a goed place to

m over there and huntthese enemies
agood healer, and have that person

ur gladiator. A paladin {to block after

ris envenomated) is also quite useful.

gons envenomate your gladiator, Only after that can you Double Up
eatures with Double-Edged Slash.

adiator’s Guide whenyou succeed. This waonderful item must
inventory; it gives the character a chance to double attack

USE WHIPPING BOY SUCCESSFULLY TEN TIMES
LEARN TO USE THE PALADIN VOCATION TS
\!;%W” S w
ing befind the trough that you ‘ V
e bathing chamber.

14
Jfyoumeet her and agree to be a Whipping Boy ; ‘ fma ey %

=

REWARD

atthe top of the Mirage Mahal, in

 Brunhild teaches your party how to

& paladins. Go outinto the Djust Desert

’ getintofights, and have someone with

e teaining use the early skill Whipping
nd other characters.

2 Mustbe done focally. If youtry to do it anywhere else in the world, it won't count.
m ‘aur character must block attacks. Just using the ability isn't enough éither

et o daithis with just a couple characters. if both of them have Whipping Boy,
¥0ucan finjgh eyen sooner| Have them protect each other with their ability and let the

T;!:;nm,s 40110 towin. You should be back to Brunhild in no time. And now, you can use
¢ a8Esome paladinvocation,

Ty

DEFEAT THREE INFER MOURS WHILE DEFLECTING
DAMAGE (USING PINCUSHION)

HOLY MAIL, HOLY FEMAIL

T —

top of the Mirage
tevel paladin, ask her
. challenge.

Travel to Gerzuun after you )
| Search forinfernal armours in that dungeon, Kill.
three of these with damage that is defiected by
. Pincushion. That shouldn't sound easy. It's tricky
- as anything. -
| Pincushion doesn'tdo a ot of damage unless your character istaking a lot of damage. |
Tr}e best way to do this is tawaund an infernal armour, and kill off anything that appe Qrs :
. with it. Once the fight s fully under contral, use characters that deal predictable ;
damage to bring the target down to minimal health.

- For example, have a heavy hitter who can deal nearly 100 points come in for the initial
shot. Then, have someone tap at the armour for a few points here and there to set it up
for the kill. Have your:paladin Whistle while this is going on to get the ereature into a
rage and ensure that it attacks you in subsequent rounds.

Rinse and fep‘e:m this process. If'you're higher level, come alone. You can skip the

Whistle part of the procedure and save a massive amount of time and annoyance,

: - FIGHT
OBJECTIVE USE H-PATHY TO BRING FIVE PEOPLE BACK FR
REWARD. PALADIN'S PRIMER (YOU CAN USE SOLAR FLAIR).

g

g :
|

|

S ——

Talk to Brunhild after your paladin has reached
tevel 40. She'll still be.on the third floor of the

Mirage Mahal. The final task from Brunhild is to
save five characters that have fallen all the way

down to a single HP. Use the H-Pathy ability to do
this!

Let your party get to Jow health while farming for
items. Take & paladin and a warrior out at the same
time. The warrior is going to use Whipping Boy e s
to protect the person at low health once they're down to a single/HP. Obviously, the
paladin is there to use H-Pathy and complete the quest.

Z00m to easier areds once your health is getting into the danger zone: This makes it
easier to fine tune your health. If possible; bring a second paladin as well. This person ~ ©
should use H-Pathy to sacrifice his or her own health. Thatis one of the easiest ways to
reach 1 HP status safely.

Save the person. Win the fight. Then, have the healed paladin sacrifice him/herself
again in the next battle. This takes a long quest and makes it painless. The only problem
| isthatyou need two paladins. Consider having your favorite healer take the second
| position. Leveling that characterin the side vocation is quite rewarding.

T —

KILL TWO METAL SLIMES WITH A CHARACTER THAT HAS ]
CAST WIZARD WARD |
UNLOCK THE ARMAMENTALIST VOCATION

OBJECTIVE
REWARD

| Windy, atAlitrades Abbey, is near the stairs to the i
ower level. This person'is willing to teach your g
|
'

| party aboutthe secrets of armamentalism. To earn
. this distinction, you must have a charagter cast
© Wizard Ward while fighting metal slimes. Thenf i
* that character needs to land a killing blow against
| said metal slimes. 4
j You rieed to do this twice to finish the guest. s a

i i hec limes are
© ‘particularly rough orie because metal slimes
; alraady hard to find. Trying to ensure the killing blow makes it even harder.
! imni 3 the party try to damage 4 given metal
To maximizeé your chances, have the bulk of a
© slimes in the first round while your mage easts Wizard Ward. Then, have the mage
- aftack without help in future rounds
: If you change the mage into a deadlier class, you can still use Wizard Ward and then

i i 4 ith a high degree of suc¢ess. This s
| turnito deadlier actions {such as Matal Slash) wi ¢ :
* still ane of the tougher quests fran the level 15 voeation trainers, but ityields one of the |

greatest rewards; an entirely new vac ation.



FORCE, AND A NORMAL ATTACK
FENCING JACKET

§ -

N — TWO SAPS, FIRE
; —_— = KILL TEN WHITE TRIGERTAURS USING

¥

|

© Windyis the armaqaemaﬁg't ,e;q;m ;tr xﬂ;;ﬁ;
! Abbey. After reaching leve | ;
i m:et ;Vindy again anid see iflthe:s is anything else
| to be done. It turns outthere is!

| Double Sap ten white t‘r:?:rt;:t;sl:?’ g:lut’h:l:; :; o
* viilnerable as possible. Use Fi

{ :x')‘::':- damage, and then use a reqular attack to

| finish the creatures off

st ds. It q 1ngs 0o
| Don’ is all on your armamenitalist’s han b ialiol
! 1‘3@?&3"2‘::92 id to help with the Sap work. It's even better if you

I i first round,
| person to Sap. That frees youir armarmentalistto cast Fire Fource on the first
i i ill in the second. ‘
| possibly going for a kil ‘ : AR
| Find white trigertaurs in Snowberia ar_h‘i the Gringle Coast. Kill them with gu
\‘ come back to Windy for your fencing jacket.

KILL SPET!’IHC MONSTERS WITH EVEN MORE SPECIFIC FORCE

T .

ARMAMENTALIST'S ALBUM

After passing level 40 as an armamentalist, (akg
your party back to Allirades Abbey and see Windy
again. The final questin this vocation is 1{0 defeat
five monsters with the five Forces. Use Fire Force
1o kill a magmalice, Frost Force to kill a great
gruffon, Gale Force to kill a cumulus rex, Life Force & =
to silence a king slime, and Funereal Force against
araving reaper.

Its obvious that you'won't be allowed to play to ; T
your strengths in this quest; these monsters are highly resistant ta the powers you
intend to use againstthem. Oh well. Weaken the beasts with other characters and let
your armamentalist iack away for the finishing blow.

HERE IS WHERE T0 LOOK FOR YOUR VICTIMS:

MAGMALICE THE MAGMAROO

GREAT GRUFFON SNOWBERIA/CRINGLE COAST
WYRMTAIL/WYRMSMAW

' BLOOMINGDALE/PLUVI ISLE
THE OLD SCHOOL/ONDOR CLIFFS

Your reward for completing thisquestis amazing. The Armamentalist's Album is a scroll
that your armamentalist character should hold on to. When it’sin his or her inventory,

the chatacter can buff the entire party with Force abilities in only a single round. That's
darn useful. 4

KING SLIME
RAVING REAPER

USE TOXIC DAGGER TO ENVEMOMTE ND KIL HREE ;
 HOCus CHIMAERAS

USE THE RANGER VOCATION
Odval is standing at the entrance to the Heights .
of Loneliness, He/ll ask if yeuwantto learn about &
becoming a ranger. To accomplish this, he'lf force @

Your party to kill three hocus chimaerag using only
the poison damage caused by Toxi¢ Dagger.

Equrlp 8 dagger on anyane who knows how to use
quac Dagger, one of the earlipst skills You learn
with these weapons Use Toxic Dagger while
hunting the chimaeras in this région and let them
die of the poison, It takes Patience; you won't always get the a

aracters defend often to reduce dam,
e!nrg s time. If you're confident, use
n. This reduces the amount of time bef

Beyond that, have your cf
nobady kills 3 chimaera b
soften chimaeras early o)
the poisan,

age and to ensure thyt
other characters tg
ore the creature dips of

When you've fin shed, retur Odval. He'll sh OW your
\ Ieturn to i
vocation )

party how to equip the ranger

oy

113 HOARSE WHISPERE

KILL DRAKULAR-GES li‘l THE FIRST TURN OF BATT(E (¢ Ve
TIMES)

but that won't stop your ranger from eutting the

When you're done, talk to Odval
- the critical hit rate of its holder

KILITFFVE GREAT TROLLS USING FRIZZ

M AR
REWARD LEARN THE SAGE VOCATION

Go to Gittingham Palace and take the
corridor through the first leve

at the end of the path and then read
the shelf above. This triggers the ques

You can learn how to use the sage n by
killing five great trolls. This is a crugial quest,
- highly advised that you acceptit.

 The first time you have the chance to complete
the quest is when you go to the Realm of the

Greattrolls are there in fair numbers. ave

attack. Have everyone else attack wi

rounds defending while the

You can obvigusly be more aggre:
| Butthereis a chance that the great
It's a little easier to play it safe, especial
complete. i
After killin
& learn how

afive great trolls with Frizz, rem
t0 be a sage,




“TEMBNE KILLAN EQUINOX USING THE BANG SPELL
SAES HONE A T NCTN  DEFEAT A MOAI MINSTREL WITH HOT LICK
BESE 0 e 5 | REWARD LEARN THE LUMINARY VOCATION

- Applaudiais the luminary class trainer, Look
.; her in Gleeba, inside the dancing hall, For |
© quest, she wants to see) your group kill a moai
- minstre| with the Hot Lick ability.

iling to play things aut the slow way. Have your sage cast
ters heal and protect each other: Because you ; =
ICENEAITI  SCORE A CRITICAL AUTQGRAPH ATTACK
REWARD STAR'S SUIT

raise your sage's Tension or buff his or her magical might, that's also a Applaudia likes to see people upstage therﬁselves ]
roup along. Ega On (from your hero) and Caster Sugar .| When you've gotten a Iumfnary up ta level 15, see -

her again for a tougher quest. She's stillin'the'

Gleeba dancing hall,

Tomake a perfect Autograph takes serious work,
and :that’s what Applaudia likes. Take your luminary
outinto the wild and fight creatures with constant
luse of Autograph. Dont try to protong fights.
oy ~ Instead, get as much experience and gold as
USEZAM TO KILL A possible while waiting for the eventual critical. This way, your party benefits the most

?_ SAGE'S SCRIPTURE T  instead of creeping along.

Applaudia gives you a star's suit when you return.

am. [ you don't do this, the fight s going | oBUECTIVE USE EXTREME MAKEOVER, EYES ON ME, AND THEN KILL TEN
rtake an eternity. Neither is a good ' MOAI MINSTRELS
; ETTT  LUMINARY'S LORE ; e

oup wail on Atlas for most of the . | Applaudia won't give you her final quest until your :
them accidentally as long as you keep track of your party’s total party has a luminary of level 40 or higher. Talk to 2
When things start getting close, have most characters switch to | herin the Gleeba dancing hall to start this fong

g each other, or buffing your caster (as before, Egg On and Caster mis<ion
eful). 3 ¢
Seek out moai minstrels again, but now your
!@‘Mhm and get your kil Its a challenging slog, but you are able to cast Twocus luminary has to kill ten of them, and in a different J
ous after getting your reward. This ability gives the holder a buff; he or she can use it way. Start the fights with Extreme Makeover. I

| Have the other charactersin the group soften the
| targetin round one. Use Eyes on Me in subsequent
| rounds until it sticks.and enrages the minstrel(s). Only then can these freaks be knlred

| for eredit.

Applaudia gives your {uminary a scroll when you succeed. This item gives the

* possessor Gold Rush, an ability that costs 1,000'gold coins per use but deals amazing
damage to mumple targms

‘or on other characters, Those affected by Twocus Pocus automatically

Exgnlduests |

These extra Challenge Quests will be available for download in
many of them will only be available after you
following section contains a

the future, and r
finish the main storyline quest. The
brief look at all of the upcoming Challenge Quests.



129 A SPOT OF BOOK-KEYPING
STORNWAY CASTLE THpgy

LEARN THE ROVAL REGARR.
§ TRICK s

3

- 'Mlﬁénﬂ.e : e | WUTTLTTTIN THE PLATEAU WEST OF GLegp,
T SIDE OF BLOOI % i . FULL M
wocarion [ ' B ; T UL MOON i
| [ETI FINGERLESS CLOVES | T

47k

NEAR THE STORNWAY CHURCH
ENCHANTHESS'S GLOVES

BTN NEWID ISLE
[T RANDOM REPEATABLE REWARD

| REWARD COMBAT BOOTS

3: d

AT A CABIN IN CENTRAL
(ETTTTI | REPEATABLE FOR Vo2 F

2




g
YHE ISLAND SHRINE IN THE
| SOUTHERN PART OF WESTERN
COFFINWELL
REWARD MITRE

il
OLD SCHOOL BASEMENT OF
SR SWINEDIMPLESAEADEMV

TR
I.DCATI(IN DR. PHLEGMING, IN HIS LAB AT NIGHT i

LEARN THE PROFESSOR'S POSE PARTY

L S < =
THE POOL OF SPIRITS (NORTHEAST OF
ANGEL FALLS)

: | REWARD REPEATABLE FOR RANDOM REWARDS

i D e A
AT THE BOTTOM OF THE
QUARANTOMB

REWARD CA‘I’HDIJDON MHG

| T o

Iﬂ"a!m_ omcum:um LEARN| manicll‘fs

Challenge Quests

145 MYSTERIOUS MONARCH

WIS GITTINGHAM PALACE ENTRANCE

PALLIUM REGALE, LEARN MORE
RECIPES

m lNSlDE THE smnmc HT ExPnEss
REAR

REWARD smum surr

e = i ‘é A
~#| LOCATION | INSIUE THE STARF!.IGHT EXPRESS
REWARD GET YOUR DRIVER'S LICENCE
= FRET ;

=

S R A
Imamm. INSIDE THE STARFLIGHT EXPRESS

REWARD SMT:NLIAR STOCKINGS, BLAHNOLO
b e 2 by -

ke g
LOCATION CENTHAL BLDUM|N ALE
EEITETI SUPERNATURAL SPECS.
e

e el
INSIDE THE STARFLIGHT EXPRESS,
LOCATION  [errins
STELLAR STARFLOWER
B ¥ =1 T A

) : ks .
INSIDE A CAVE AT THE NDRTHEHN
END OF THE LONELY COAST

REPEATABLE FOR MMDOM EEWMI)S

CHRIS CﬁlNGLE s HOUSE (JN AN
ISLAND OFF THE CRINGLE COAST -
REPEATABLE FOR RANDOM REWARDS |5




INSJDE A CAVE JN SOUTHERN
WYRMTAIL

suven L

\ BOOKCASE IN CHRIS CRINGLE'S
OLZULLS ioUSE (OFF THE CRINGLE COAST)

REPEATABLE FOR CAPES OF GOOD

KARMA g

2
IEEEII A GlRL N msmm BLOOMINGDALE
SPIRIT BRACER AND A PARTY POI
E 7 s T R

DENN A AT >
LOCATIO! }":';)GUESTER‘SREST(STUWWAV

| IS | ERINN JOINS YOURPARTY

HEIGHIS OF LUNEIJHESS ENTRANCE

YT REPEATABLE FOR RANDOM REWARDS |

IN WORMWOOD BHEEK.
SDUTHEASTERN BUILDING

'162 DONOD DISTURB

SLIME AT TOWER OF NOD ENTRAN

mm
omanmum

WISHES UPON YU

THE QUESTER'S REST (STORNWAY
INN)

[EICCTM  PAVO AND AQUILA JOIN YouR pagr

DOWN A WELL IN CENTRAL WESTER
[ WORMWOOD

_ REPEATABLEFDHRANDOM REWARDS

LOCATION | INTHE ANGEL FALLS WELL
REPEATABLE FOR RANDOM REWARDS

INTHE MONSTER RESEARCH
LB INSTITUTE (IN THE NORTHERN ONDOR
CLIFFS)

L7V REPEATABLE FOR RANDOM REWARD

| LocaTioN [P a
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Challenge Quests
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t U ( 1 X es IX. or
Use treasure aps to ﬁnd hldden Otoes ﬂliouot the Di Ggon Q[l ; t W :
i y i Impr
treasures, making hem great p]aces to increase your parl:y § ]eVelS aﬂ p

a'Treasure Map
There are a few ways to receive a treasure map and start your

spelunking adventures:

(@) sitver Path of Fear
Platinum World of Dolour
@ eel Hest of Fear
Silver Lair of Doubt
g g 2 ‘ & (2] Silver Crupt of Fear
40> After completing the BB (3 corper crater of Cotour
- Stornway Castle.

Branze Path af Bane
Silver Crypt of Fear

Receivefrom =888 Wl
_another inn . N

It only shows a small portion of the map. L
- familiar on this map or refertq he
B ot of wos v 20, o receive more ; this chapter to figure out where

i

FSRED — =4 Sy ; : ___Platinun World of Dolour L, 57
“,5?—. v , ¢ - 23 g

S| Hero acquiras a treasurs map called ‘Iron

The maps range in level from 1 to 99. The higher the level, the
more floors, the stronger the monsters, and the tou

gher the grotto
is in general. However, the risk s worth the reward, Fighting these

tougher monsters helps you complete your Defeated Monster
Listand gain better jtems, The blue chests in th

ese grottos also
contain rarer items,

X beni

I PUt M3ap Hipay




. ﬁxﬂ&entlzpesaf grottc‘Jes: Nature, Ruins, Ice, Water, and Volcano. They not only differ in appearance, they also differ in the
thatappear. Nature and Ruins are the two most common types. ee, Water, and Volcano do not appearas often.

“The monsters that appear in the different grottoes depend on the type of grotto and rank.
Rank ranges from K, the easiest monsters, to S, the toughest. The following tables show

which monsters appear in each type of cave.

The rank of monsters on floor B1 are different depending on the name of the treasure |
map. Also, for every four floors that you make it through, the rank increases by one.

RANK | MONSTERS

4 ,Magus', ‘earthenwarrior, restless armour, stone golem, expload, troll i
Mad moai, trig raving lunatich ini, troll, golem |
‘Hunter mech, metal medley, gramarye gruffon, bagma, gﬁm shield
Sorcerer, teaky mask, raving reaper, sluggemaut, living statue §
Teaky mask, sculpture vulture, corrupt carter, killing machine, hoss g
troll, blastoad

Golem, blastoad, claws, cobra cardinal, sick trigertaur, killing

Liquid metal slime, claws, great troll, octagoen, darkonium slime,

blastoad, claws, mandrake marshal, Iquid) i
magmalice . clme sick trigertaur
Y - - - < - > ok - 1 e :‘. B li ), g
marshal, cumulus vex, cobra cardinal, king cureshime, gemj slugg g i |
> great troll : g
| Sluggerslaught, darkoniurm slime, freaky tiki, alanmour &
Gem jamboree, freaky tiki, alarmouy, boa bishop, cyber spider, flamin’ !

| Freaky tiki, Boa hishop, cyber spider, alphwl, gem slime, alarmout
Gyber spider, alphyn, AU- 1000, void droid, platinum king jewel,

luggerslaugm. boa bishop

wipimielolm|n|o|z|—||x=

T sa P4
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How t6:Obtain Hj

There are some factors that affect the level of the treasur
that you have been resurrected, and the level of cleared
shows the approximate level that the treasure maps will

FACTORS

APPRO i DEA »

i

- s
5 n 7
g 0 30 g?
] 0 40 -1
B — 0 50 913
2 60 1115
—20 | 0 70 147
+ 2 80 117
s 90 1297
%0 1517
iy . ¥

decide what level treasure maps you'll receive.
be based on the previously stated factors,

AD

on Fi

gher Level Maps

B A ) O ! UR

APPROXIMATE LEVEL OF TREASURE MAP

rossibie B

K-l Equinox, Nemean, sh; jum
‘I’[l;l Equinox. Nemean, shogum, Tragmim
H L Nemean, sho; um, Traummator El
e | Trauminator, Elus;
e :Iusul . Sir Sanguinus, atlas lhmn
s A:Sal;‘ inus, atlas, Hammibz
‘ as, ammibal, Fowln /e, Excni
;g Hammibal_ Fow
(': Any of the 12 bosses ;
ofthe 12bosses
: % L A 33 L

¢ maps that you receive. The leve] of your main character, ﬁh&
grottoes all of

7
4.

RANK MONSTERS
RANK | MONS R e . K Hocs chivr, ‘powst hame, dod ol
K | Lostsoul,spi ; ripS 5
H .
J_| Rampag ﬂ“ '%Muwgmmwu wna-mamur; 1}
l Gmm gm!fan whnte rigertaur, skeleton sldier, cyclops, lethal
drackal }
- :em;::‘;::?;n:u ‘drastic drackal, cyclops, dwmmlpmmmm i :
G ian e fstire; bt fus vex, ¢
F Ieikiller, k;‘I“.mQ agy & . E g
ardian - troll R e
E :::Zn;fog wight king, bad karmour, cumulus vex, great o D Fright kmﬂ"l gigantes, cobra eaﬂliml. flamin’ draym an,
a beakon e le f | drakulard : :
::ll'l:?la beacon, charmour, night k'l'!lm- firn fiend, 4 i a ‘ hime, flar v
D g ibelle, grim reaper, wight emperor, €| boni
Fien fiend, darkonium slime, canniballe, 3 e Terror troll, flamin’ drayman. bumum-mﬁmm
€ | nightknight oo - T B wa,mfem tantamount
Gem slime, grim reaper, wight emp g = . e p
: Grim reaper, grrrgoyle, uncommon cold, geumm,wmb'wnvmf i A 0
"| Uncommon cold, geothaum, blight knight, boogie manguini, plafinum Bird ofterrordise, hells gatekeeper, radummnmm
S king jewel S vermil lion, scarlet fever
RANK | MONSTERS ioher the ranks of
Knacktopus, salamarauder, riptide, claw hammer; Tesionnaire, shme | The higher ’
K| sack —  the monsters, the better
Mortoad, king slime, shocktopus, giddy gastmpog python priest, 2 3 :
J | crabber dabber doo % the items contained in
hit prie: hlund mummy, crabber
! gé’é'nﬁiﬂﬁ'" e my, the blue chests. Extremely
H H:nds:me crab, sail serpent, bluody manguini, seasaur, curesllme i bt in e uihble
apyss diver — - :
G | Abyss diver, stenchurion, dark skeleton, wyrtoise King once you reach ranks A and
reen dragon
F | Greendragon, dark skeleton, lung crab, Barbatos, king cureslime, S. The contents of the
wight king
E King crab, genie sanguine, gigantes, drakulard, Barbatos, wight king blue chests come back
D Gige_xmes charmour, metal king slime, slugly betty, moai minstrel, every time you reset a
genie sanguini
Charmour, slugly hetty, moai minstrel, boogie manguini, mandrake treasure map.
€ monarch
B Slugly betty, bnegse manguini, mandrake monarch, bling badger,
prime slime, moal minstrel
A | Boogie i, bling hadger, prime slime, h horrer,
drakulord, mandrake manarch 7 :
S| Prime slime, hammer horror, drakulord, pale whale, seavern, gem slime




u ust defeat them to complete the grotto. There are 12 bosses
that may appear. These are

formidable foes, so be ready. You
may need to defeat these bosses
several times to obtain all of the
¢ items that they carry.

Some treasure maps are named after the boss in the grotto,
such as Dragonlord's Map Lv. 1. These bosses are legacy
bosses. There is only one level in these grottoes, which is
the boss level. The level indicated on the name of the map

does not indicate the level of the dungeon, but the level of
the bogs,

Treasure Maps

Usually, the level of the legacy
boss map is 1. But as you win

The legacy bosses are:

LEGACY BOSSES
more battles against that boss, | _N___ﬁ“'\!'u?m NA_ME
the Jevel of the legacy boss 29 Malroth
goes up. 20| Beramos
298 Zoma
300 Estark
301 Nimzo
302 Murdaw
303 Mortamor
304 Nokturnus
305 | Ogodemir |
306 Dhoulmagus
307 Rhapthorne

e =

|

o

f

X | oy ; )
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GACY BOSSES ;
LEVELING e e self. You have the option

prings back to life and asks for the experience points for it

acy boss, its

After defeating a leg

experience or keep the points for yourself.

and it increases a level. Reset the
can be leveled uptolevel

o

Give the boss the experience points,
fight the boss at the next level. The bosses

Give Drag

from this battle?

If you are lucky enough after defeati akw ‘
receive a rare item like the Alefgard boots.

The Maps

Here are the possi i
e possible treasure maps along with a broader look at the location for easier identification

ZERE AREA
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THE BAD CAVE AREA




Treasure Maps
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The Rapportal—
Multiplayer

By stepping through
the Rapportal,

you can share an
adventure with
three guests in

your world, or you
can join others in
another world. The
other players must
be nearby so you can
connect viaa local
wireless connection

Talk to Pavo, sitting
on the right side

of the bar in the
Quester’s Rest

Inn in Stornway, to play a multiplayer game. She gives you four

ons: visit another world, invite friends from other worlds, or

learn more about the Rapportal and other worlds,
select Visit another world” to join another player’s world, Choose

Invite friends from other worlds tostart a multiplayer game in

vour world Your eama i< fomati i 1
yOur world. Your game is automatically saved before It attempts to
connect to any game
Heryou choose to invite friends to your world, your game
earches for nearby players w} ing fi
cdiDY Dig $ 1 i ¥ edarc

: V1 vho are in turn searching for a world

t0join. Ihree players may jc

N your party, but you must unload

Xtra cha

racters you have in your current party.

oddable Cont

Having more players in your party resuit;“
experience in battle. ftems that are usually tm.@ ‘
be easier to obtain in multiplayer. Guests are able to
and dungeons that they may not have reached in ¢
Guests can also take quests from the host's game bae
game, along with any items that were bought or found,
any story related items cannot be taken back to the play

When you travel to someone else’s world, the watcher's w
item is placed in your bag. Use this to return to your ow
You can also talk to Pavo to return.

The Differences
between Hosts an
Guests

Gameplay is basically the same in multiplayer as in single !

Progress made in the host’s world has no effect on the g
world. There are certain things that only the host can do:

“% Advance the story

Accept quests, complete them, and receive e

~ Setatreasure map
“% Open red chests and locked doors
“* Hand over mini medals to Cap’n Max Mec

g

Control the ship or Starlight Express



%

ol

- multiplayer. This enables him or her to gather all of the guests to

5 =
host gets an additional command called Call to Arms while in

where he or she is. The guests do not hear this command while in
afight, talking to someone, or after falling in battle and waiting
for help.

Ifthe guest hears the command, he or she is presented with a
Wi choicelto join.t!i_e host; Select yes to automatically go there.

€ § :
“Special Icons
‘(‘gzpécial icons appear above your party’s heads during multiplayer.

u .
) These icons let you know what the player’s current condition is.
i Refer to the table below to see what the icons mean.

The player's stats automatically appear on the top screen when a
playeris in a fight or dead,

w.hen aplayer runs into a monster, any nearby players automatically
§ Ointhe fight, Other players that were too far away or unable to join

L-ah e fight by approaching the battle and pressing 0. The host
S el players by using the “call to arms” command from within
pyone must select

battle.

el €. All playess control their own actions. Eve
b 0Ider 1o have a chance at successfully leaving the

i"S"»\'(J):’fméfifferences
“between Multiplayer
and Single Player

e,

trategy Commands

“12> Some spells and items will only work for you. These

4 Each player can use an inn separately. Time of day

* The host must meet any requirements for Challenge

Quests.

* The host must talk to any story related and grotto
bosses to fight them.

&> Saving while in someone else’s world only saves your

level and items that are carried.

% Only the host can open red chests, but anyone can

open the blue ones. The contents of a blue chest
change between players.

include Zoom, Evac, Vanish, evac-u-bell, chimaera

wings, and holy water.

i Tools with a rarity of o (zero) can be given to other
players. You must be nearby that player to trade.

does not change, unless the host stays at the inn.

¥ Zoom and chimaera wings can only be used to travel |

to places that the host has visited. F
|

Hosts are the only players that can control the ship
and Starflight Express.
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in Battle

The following table shows what is obt

whom.

WHAT IS WHO OBTAINS IT
OBTAINED

“What is Attainable

ained after a battle and by

When Players Die

When players die, they get the option to wait for help or be
resurrected at a church. If they wait for help, they stay at that

location until someone comes around and Resurrects them. If
everyone dies, everyone Resurrects in a church. This action costs

each player half of the money in their possession.

If a guest dies in battle, have that person Resurrect in the church,

then use Call to Aems to return him or her to the fight.

Try This

HELP THE HOST ADVANCE THE STORY

Invite higher level players to your world to make quick progress

in your story. Be sure to protect the weaker host player from the
tough monsters. Likewise, this is a good opportunity for other
players to help the host complete more difficult Challenge Quests.
Remember, only the host receives the reward.

EXPLORE THE GROTTOES

The host can start a treasure map for the party to explore. Try
splitting up to find the stairs faster, You can also use the Treasure

Eye Land ability

monsters can result in some good finds.

to locate the stairs automatically. Remember to
share the locations of blue chests, since each player can open i,
Use holy waters if you wish to ayoid battles while exploring alone,
Remember everyone gets the dropped items, so fighting thg

i
1
1
|
1

DEFEAT METAL MONSTERS

Split up to find the metal
monsters, especially metal
liquid slimes. Once found,
wait for others to join the fight.
Defeating these guys with four
players results in some good
experience. Remember the
closer the levels of the players,
the more equally the experience
points are divided.

EXCHANGE UNUSED

- Items that have a rarity of
 (zero) can be shared freely




eé?xq'lected to the DQVC. There
are additional quests that can
be downloaded—Challenge
Quests 121 - 184. Special guests
from previous Dragon Quest

games may also visit your inn,

Special guests stay in the Royal

Suites at the Quester’s Rest Inn. Take the lift on the left side of the bar to access them. Talk to them

to receive special items. Here is a list o i i ;
- . f possible special guests:

types of items, and you can

only purchase so many of each dleng fanee s : Mari bel
one. You are able to connect to | Angelo . Debora : Maya
the DQVC once per day, and L ; |

Ashlynn / ; Fleurette Meena

time the shopping list is
Bianca U e e Milly
service allows you to buy . _Borya e fex‘

thatcan't be found at : i

stores and sometimes at “Cannock

per prices. The shopping
tis different for each player,
anid they do expire after a while.

‘Once the connection has Tag Mode

ended, your progress is

Talk to Erinn at the Quester’s Rest Inn and select “Canvass for
guests.” This puts your game into Tag Mode. Close the DS, and
as you pass other players in Tag Mode, you gain guests at the inn.

Take a completed treasure map with you to trade w ith the guests.
dventures

i automatically saved.

Don't worty, your copy remains in your inventory. Youra
are saved automatically when entering this mode. Press © to

e, T —

return to the inn.
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USING THE BESTIARY
Number and niame of monster
¥

amily that the monater balongs to
f /

Stats that include maximum HP and MF, Attack,
Detence, and Agility

. Experience and gold rewarded for defeating the
mongter,

‘) Description of the monster,

Narmal Drop/Rare Drop: The items that the monstar
may drop and chance of drapping that item

=

This lists the possible actions the monster may
make, Some of the later mongters have various

fi ions. Therefore, B may uge
different attacks or abilities in your initial encounter
then the next meetings

(0) The party can find this monster in one of these
ocations.

Paky linte vegetables that often rouble:
travallers, but are terribly sour losers.

The violent yestiges of
unadventurous eaters. They fig
favour thay didn'tfind 28 food.

NORMAL DHOP: antidotal hey (1,
. e e e e A
(f')*- ~— ACTIONS: ittsck e

4 RAKE DRGP: manwprt bulb i1/ 1781
Fed e A




SLIME FAMILY

They afew
of them focus the force of friendship,
‘they can make a miraculous metamor-
phosis.

RARE DROP: shimedrop (1/16]

.MHMIWHDP: medfina! herb (1/8)
Tk kAR ErE ey

ACTIONS: attack,fee, calls for backup slime)
nﬁhﬂmﬂﬂszﬂml Falfs area, the Hexagon, Bloomingdale (istet) Pluvi Isle (islet, daytime). Angel Falls area

highvarouns)

L v 1w [ anc [ o6 [roum] com Jsowo]

55 4 42 48 80 48 166

IS: attick. fiee, calls for backup (slime), three combine to form slime stack
HAUNTS: Newid Isle:, the Tower of Trades

[ e [ e [ [ oer [scum] ovsa [cowcu]

76 4 52 65 128 72 246

ACTIONS: riack, flee, calls for backup (slime), eight combine to form king'slime
“REGULAR HAUNTS: Bioomingdale

PLANT FAMILY

I N A ) N

10 2 12 ) 10 3 56

Poky little vegetables that often trouble
travellers, but are terribly sour losers.

The violent vestiges of veggies vetoed by
unadventurous eaters. They fight for the
ffavour they didn't find as food.

= A pitLs
NORMAL DROP: antidota! herd (178)
kok ek gk e

ACTIONS: anack fies
REGULAR HAUNTS: Angel Fals arca

‘{ 3 E A  DEMON FAMILY

(s Jaoun] posn Loowcu

4 76

RARE DROP: moonwaort bulb (1/128)
ek ok e e ok

I T

13 Z 12

6 15

o
(‘J;- Cowskin-coloured little devils who only
) chase after travellers because they want
,\&’ﬁ 1o play.
f
;m; The cow pattern pales, and patches of
¢ pink poke thraugh as they mature. You

could say they rose as they rise!

Nokagy,

Kodohe BROF: v icing) hers (1/15) RARE DROF: oly waer {1/64)
A, fige, 11ifFs around {mibsses tum)
J HAUNTS: Ayl Rl e

TERIAL

- T N N N 0 R ey

RS T SO T o y

Smack them with spells befare th
atthe chance to blg\d You by iﬁtov:‘rs:!igu "
‘sand in your eyes.

Sacks that were stacked at a f;

acks that facto
th?p;gﬂ all alone. They splita bit, t:gn
splitfor real to live life as free

s fiends. ke
NORMAL DROP: antidotal herh (1/32)

RARE DROP; S
ek ARk boxer shorts (1/64)

bt 6.6.6.8 2 ¢

ACTIONS: attack. flee, cloud of sand (blinds entire party)
REGULAR HAUNTS: Angel Falls area

BUG FAMILY

o [ w1 oc Juoun] over Jumoom

N o RS il e 7 126

TR MR VPR 2

Be.ast_lv butterflies wha disrupt their
‘enemies with Dazele, then dash off at the
first sign of trouble.

e

They're adamant that it's not their faces i
that look like:mortals’, it's mortals faces ;
that look like theirs.

NORMAL DROP: moorwort bulb (1/16]
ok ook ok

ACTIONS: attack fiee, Dazzle
REGULAR HAUNTS: Arige! Falls area, Zere area (southem)

RARE DROP: butterfly wing 1/64]
2.8 0.6.8.6 &

B T

BIRD FAMILY

(e [ we L o] oo [nown | osn Jcwom

18 3 17 12 18 10 106

o

=

These bat-like beasts like nothing better
than to gang up and go gallivanting
across'the night skies.

They have erazy cousins called wackies
and boastful brothers called brackies. EE "
They long ta go freckly and be.. frackies. % Vel ;

NORMAL DROP: riedicinal herbi (1/16) RARE DROP: chimagra wing {1/64)

Tk W TV T A s

ook dokok ok oAk A ok

ACTIONS: attack, flee

REGULAR HAUNTS: Ange! Falls area (fighttime), the Hexagon i
i

Co e Lo Lo T v Teocar

16 & 12 10 9 166

Able archers who attack from afar, use me-
dicinal herbs when in need, and aren't toa
proud to flee from more formidable foes.

Their badkin hetters tease them that
they're tercible shats, so they target
unlucky travellers to try. and prove them
wrong.

RARE DROP: lgathar hat (1/59)

NORMAL DROP: plain clothes (1/16) dedek ke e ek

e ekdeok

ACTIONS: attack, fleg, Bt medicinal herd 4
Fals 16, the Heragon, Fastein SISy

R LAY AR e




MATERIAL FAMILY

RARE DROP: strong Medicire (1/64)
Sedege kA

{winkster), assessing the situation (imisses ten)

NORMAL DROP: cowpat (1/6]
e 8 8 8.8 0l

ACTIONS: attack, fiee, Weird Darce; calls for backup
REGULAR HAUNTS: the Hex:

MACHINE

Cr L Lo Lo Lo o]
: 4 » 28 g 12 206

Rapid, robotic birds, adepl’ﬂ'gphing. their
Wul:k-rate with Accelerate. Mistake them
for typical tweeters at your peril.

They can't deviate from :pre-prugve,\mmpq
patterns, so they're poor team players
who can only plod along at a preset
pace.

RARE DROP: feather fan {1/64)
Fokook s ok e

INORMAL DROP: chimaera wing (1/32)
RS0 0 .8 0
ACTIONS: attack. flee, Accelerate

ELEMENTAL FAMILY

Lir e [ | o6 Jroam] v [oowen]

14 3 i g ! 12 156

These Frizz spell elementals are best
beaten with spells or abiities, as weap-
ons will often pass right through them.

“Not even kids use Frizz these days.” It
was these thoughtless words that forged
the furious firespirit.

NORMAL DROP: holy waer (1/32)
koo ok ek

ACTIONS: artz
REGULAR HAUNTS

RARE DROP: magic water(1/128)
Fedek ook ok

Stomway

ZOMBIE FAMILY

Lo Lie T o Tioun v cooe

a0 2 @0 14 16

246

Formless phantasms that are hard 't

5 0 get
a hold of, but easily eradicated with ag
fire-based offensiye,

Restless wraiths who fefuse to tal i
| take ti
rightful rest. They might look like o lalt.’;ljlr
butthey're far from frolicsome, :

NORMAL DROP: foly istey (1/23) E
Kk A il
ACTIONS: arigck, o

RE :
BULAR HAUNTS: i Hesgeon, Wostarm Stomway (righttinne)

12 WINKSTER

NORMAL DHOP: cattn trausers (1/32)
S g kK

egoing.
NORMAL DROP: eather kilt (I) RARE DROP: oaken club {1/84)
KR kok Ao ok ke ok A

AACTIONS: critical hit; swings, misses, and falls down
REGULAR HAUNTS: Westem Stomway, Eastermn Stomway, Zere area (northern, daytime)

NORMAL DROP: miedicina hert (1/8)
Foke ok kA ok

ACTIONS: attack, flae
REGULAR HAUNTS: Western Stomway, Eastern Stomway, Zere area {sauthern. daytime), Angel

RARE DROF: slimedrop (1/8)
otk sk A

015

NORMAL DROp: Medicinal ‘ ‘
i b
Ak ek x

ACTIONS: atiack, St Breath

.
REGULAR Hayn; S Western Stomway iy 2o
Easte Stornay, &




BUBBLE SLIME

-

ok LT SR SR R N R

!Evéqmin'n these sithering slimes touch
is poisoned, so take heed and have some
mm] herbs or a Squelch spell on
‘hand.

After a day off spent relaxing in a poison-
ous pool to invigorate their venomous-
ness, they bubble much more brightly.

1/8) RARE DROP: slimedrop (1/8)

lnmmn anuon! herb
Fokdkokok A

ook

ACTIONS: attack
REGULAR HAUNTS: Western Storfway, Zere area (southem), Angel Falls area (high ground)

AQUATIC FAMILY

017 WOOPERTROOPER
V) ORI TN O

30 4 a3 2 28 40 326

Amphibious soldiers, adept at defence,
who can be found patrolling around
bodies of water.

They're forever scraping their soles on
seashells while on beach patrol, and
have been saving upto buy boots.

RARE DROP: soldier’s sword (1/64)
b8 0 & & 08

NORMAL DROP: pot i (1/16)
P e e ¢ &8

BCTIONS: attack, fiee, Defend; ready to dodge any attack
REGULAR HAUNTS: Westem Stomway, Eastern Stomway, Zere area [southern), Western Coffinwell

BUG FAMILY

BETTERFLY
I T T A T R T

g1 5 30 16 44 36 286

Brutal butterflies that dizzy with Dazzle,
then pounce upon their victims with
venomous fangs.

They've been worried about their weight
of late, and are trying to balance their
mortal-heavy diet by devouring more
fish.

RARE DROP; butterfly wing (1/16)
e dedkde ok

NOKMAL DROP: coagulant (1/8)
T3k dode e

ACTIONS: attack_fige, poison attack Dazde
REGULAR HAUNTS: Ze:c avea fsoutherr)

BEAST FAMIL

C o Lo oo Dasur L oot Lanocy

sd (5 S8 75l 20, = a2 40 286

Fierce felines also known 2s Frizzcav.s'
because they fire off frequent plasts o
Frizz—sometimes 10 unexpected effect:

: o
Before being mages, they Were extrem
s and can't be seenin

MATERIAL FAMILY

e L L | o Luourr] oven Lcowcn]

W4 ® M B % o

Their scythes, robbed fram real reapers,
ward off Whack, and they can upseg‘ =
‘eriemies with Weird Dance and Snaoze.
They take out travellers and fellow fiends

to use as fertiliser for fields that
fallen fallow. i)

RARE DROP: | oves (/321
Fdk Aok kA ****;ne;g*we i
ACTIONS: attack, Snooze, Weird Dance

REGULAR HAUNTS: Zere area (northern and southem), Doomingale Forest, Westem Coffinwell fislet]

BUG FAMILY

2 I I A T N e

28 0 36 4 n 48 6

They slap their sickeningly long tongues
across enemies’ faces, and eject ‘orrible
ooze to slow their foes.

The size of their shells dictates their
status, and the competition for cool
carapaces is fairly fierce.

RARE DROP: toad oil (1/32)
Sk ok ok

NORMAL DROP: antidotal herb (1/16)
Fook deok ok ko

ACTIONS: attack, fiee, licks target (target may become inactive), spews snotty substance (decreases agility of target)
REGULAR HAUNTS: E 7 (norther D

Donmingae Forest (daytime), Puvi lste fsle, nighttime

HUMANGID FAMILY

e e L] oss o ovan [cowou]

40 » 29 26 40 56 326

Erratic enemies that can attain an instant
state of high tension, only to topple over
and go off the boil.

Bodkin bowyers often take them on
‘¢amping trips and trick them into tapping
in their tent pegs for them.

< H <
NORMAL DROP; leather kilt(1/32) RARE DROP: seed of stenath (1/256]

ko ke okok ok ook
ACTIONS: attack; raises lension 1o max, Heart Breaker, Psyche Up
REGULAR HAUNTS: Zere ara (northeim, Doomingale Forest i g e o]

P T | o | o sour v Laoiacun

PR N B R

Badgers with large leaves and the gift of
the groove. Their moves are admired by
many in the monster world.

They'd rather be dancing than doing
battle, so they beat their bellies like
bangos o try 1o get travellers tapping

ly aristacratic cats, !
public without cleanly washed faces: » their toes top.
. " 3 RARE DROP; magic beast hide{/42)
NOfMAL Doy . NORMAL DRGP: madicinal herd {1/16) b
******ua:wnm]w RAKEDH(: sl rotie (1/32) *******
L ohkabalel ACTIONS: attack. fiee, Sulley Dance
O s e risses UL AR HALNTS: Eaps S oo e V)
— LA i

e vomisarand¥

L

|
|
3




DRACKMAGE s
e e

M‘.;a g @

AR oy
cooan, fopast-dweling drackies who
S dott sk ten stk Dack
with Kasap. B

cheer.

RARE DROP: wing of bat (1161
Aok A

NORMAL DROP: chimaera win (1/16)
Fodok ek Aok

ACTIONS: attack, Kasap
REGULAR HAUNTS: Zare area (northbm

ighttice), Brigadoom

i southern, nighttirrel, Daominga

A N T R T

ER R T G e

Forest hunters who can call on more of
their kind in a pinch ta pepper foes with
poisoned arrows.

Their arrowheads are doused in the
bubble slime’s deadly dribble, and they
must take great care notto.getiton their
hands.

NORMAL DROP: antidotal herb (1/8) RARE DROP: leather gauntiets {1/64)
ok ek ok 2 8.6 . & & & ¢

ACTIONS: attack, poison attack, Psyche Up, calle-for backup (bodkin fletcher]
REGULAR HAUNTS: Zete area (northerr), Odomingale Forest, Brigadoom

BEAST FAMILY

Cie Lur L e [ o o] ore Jsow o]

57 4 46 8 L) 70 306

These rampant rams will do nothing
but nut you, but you'd do well to defend
yourself when their tension is high.

They faithfully follow their fathers’ advice
to get their heads down and charge
headlong into all that life hurls at them.

NORMAL DROP: n
L2808 888

ACTIONS: attack fiee, Body Stam, F syche Up
REGULAR HAUNTS: st

ibiscus (1/16)

RARE DROP: lambswool (1/32)
Lt 2.8 8.8 370

ELEMENTAL FAMILY

e e Lo Tucun] ovn oo

8 10 L] 7 62 426

Eompaninqable clouds who crowd
around their victims and clobber them
with constanit facefuls of Frizz,

Amalgamations of the eminous airthat
in the upper at t

ing foul, ferocious clouds, i form;
NORMAL DROF: (a1 «
Kk o PARE DR, 4
RACTIONS; atiack o Frivs Aok ke A
REGULAR HAUNTS: 19
=
st p >
d @
o g ; '

L

WET a

M’ﬂlvﬂl‘:mn;augm
e de e e

NORMAL DROP: cottein gloves (1 132)
ok fe Ak
ACTIONS: attack, flee, Helv Spl itter

REGULAR HAUNTS: Doomingle Fores, B

rigatoom, Eastecr Catfinwell (nighttime)

g HEALSLIME

RARE DROP: slimedrop (1/8]

NORMAL DROP; medicinal herb (1/8)
Fok ek Aok

ek ek

ACTIONS: attack. flee, Heal
REGULAR HAUNTS: Brigadoom, Western Coffinwell (restless-anmour calls to battle); Angel Falls:

NORMAL DROP: leather shioes (1/32)
ek ko ke

ACTIONS: attack, fles, Crack
REGULAR HAUNTS: Brigadoom, Eastem Coffinwell

RARE DROP: wiard’s staff(1/128)
ek ke ok

NORMAL DROP: fotey oy g
ek ko * *t:lj\n shigld {1/18)

ACTIONS; 51
s altack. flee; Blookenspioy
HEEUW‘"AUM&E, “;me.{)evam
= —
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‘Wwhen prey passes.

NORMAL DROP: leather whip(1/32)
SRk KA kil
JACTIONS: attack, flee, Paralaser, tickle {target may become inactive)

REGULAR HAUNTS: Brigadoom

[or [ Lo [ oo
36 6 40 8

attack, and sometim
buddies, the badger

larks!" — L. Larrikin

NORMAL DROF: moonwort bulb (1/8)

Tokkok ko 280 .8 0.8 & ¢
ACTIONS: artack, fiee, calls for backup (leafy farrikin), calls for backup (badger mager)
REGULAR HAUNTS: Easter Coffinwell

i 0 46 80

NORMAL DROP: chimaeta wing (1/37)
ke koo k ke

ACTIONS: attack, fige, turms into spike!{attacks entire party)
REGULAR HAUNTS: Eastern Coffinwell, Westem Coffinwel|

RARE DROP: iron nails
Jedkk ok koA X

48 4 az £

dances, but run out
quickly.

bare feet against th
the unremitting Fhyt!

RARE DROP: garis

NORMAL ppp. medicinal bt (1/16)
e ok ke kKK

ol & e,
ACTIONS: sy Egg O, Suliy Dance

'IHIIEIINIIHIEMIEEHHEEQ

They distract enemies by tickling them
wmh‘mgrr‘teeming tentacles, then punish
them with a paralysing ray.

Their enormous eyes evolved to allow
them to lurk in long grasses, then pounce

RARE DROP: magic water {1/64)

They flutter their leafy bodies to evade

“Cross the breezy autumn’s eye, through
the dells of Coffinwell, lo, how the larrikin

RARE DROP: strong medicine (1/32)

Mechanical birds that are neither moved
by beauty nor motivated by revenge. Fry
their circuits with lightning spells.

They're proudest when pounding all their

enemies at once with weapon-like wings
by busting out Birdeutter.

They know a dazzling array of dastardly

ving every moment, beatind
i eyground in time with

CHARIOT CHAPPIE S uvanoi eayy

g 115 55 9 (55 & g aa 606

il B 36

These crazy cartars careen ir

These cra It comb
c-rashlng‘mm the competition and og- 2,
casionally causing them to cramp up.

Nihilistic nutjobs, they wander the wilds
- with their chattering chariot chums, fay-

g to waste all who get in their way.
NORMAL DROP: engel bl {1/32) i

RAI - i
******* RE DROP: iron lance (1/64)

Fododkok ok ek

ACTIONS: attack, fiee, sends chiaracter fiying (chance of knocking down), charges at full pelt
REGULAR HAUNTS: Eastern Coffinwall, Western Coffinwell

PLANT FAMILY

&6 4 286

PLANT FAMILY

v | we [ anc | oer Jacure] exeen | cowcan]

50 5 50 4 a0 75 456

Tawdry toadstools that spew forth Sweet
Breath, and are slathered in spores that
can send foes to sleep.

es summon their
magers.

They're so small because they're always
mistaken for seats and sat on by fellow
beasts every year at'the monster AGM,

cap (1/16) RARE DROP: fisticup (1/16)

0.8 0.0 6 & 8 ¢ 2. 0.9 6. 8.8

ACTIONS: attack, sleep attack, Sweet Breath
REGULAR HAUNTS; Easter Coffinwell, Western Goffinvell

ELEMENTAL FAMILY

Ciw [ ww oo | oo Jsoun] en Joowow

62 10 3z 32 0 96 406

MACHINE FAMILY

(e T L e | s Jsaun] ooen Jsowcul

40 2 16

Self-destructive miseries of the monster
realm that shy away from reality, only to
implode self-importantly.

These wandering wretches would read-
ily renounce their roaming and undo their
disrepute. They long to happen upan
happiness.

S
NORMAL DROP: BARE DROP: angel bell(1/64)
L e koA ok A ek ok ok

8 acks entire partyl ke up ind {misses turn)
JONS: attack, blown away (suicide attacks entire partyl, cant ma
:f(:‘UI.AR HAUNTS: Eastem Coffinwell nighttime), Westarn Coffinwell (nighttime), the Qlsarantomb, grotto i

B |
DRAGON FAMILY

BUG FAMILY

[V e | o | ows oun v Toooca] o Bol<Beli b |

g s W6

Snakes with sail-like gilis packed vyfrh
potent poison, which they puff out in &
vapour. They hate,

of steam rather
1 their
Snake-spotters say that they spread
great gills and glide across the skigs and
over the seas on moonlit nights,
p of the earth
RARE DROP; wirig of biat { /32
e e ke ke ko

NORMAL DROP: snakeskin (1/16)
ek ko

ACTIONS: attack, flee, Roisan Broath
REGULAR HAUNTS: Eastom Sroway, We

st Coffirwell

MAUNTS: £astern Coffiwel]

T st Goffinwell

s e A T T
- core e mR . T RN N



ting with wood-¢ :

‘their way Up: R B

. s beast hide (1/32) NORMAL DROP: grubliy bandage {16}
o T‘rﬁc * Foede e e

s ACTIONS: attack. flee

REGULAR HAUNTS: the ﬂuﬁrab e

NORMAL BROP: maotwwort bulb (1/16)
ke ohok
ACTIONS: attack, Woash

045 EARTHENWARRIOR

Lo Lo LincLoc

70 Bl

They may look creepy, but these crabs
are kind of cowardly, and cgll compan-
ions orcut and run quite quickly.

Peaple thinkthat clusters of crabids
crawl the shores prowling for prey, but
they're just pals out on a seaside stroll.

NORL&AL DROP: scale shield (1/32) , RARE DROP: soldier’s sword (1/64)
Fekodokdoko ek ek e

ACTIONS: attack, Fire Breath, ties up with rope {target may becomeinactive), Kabuff
REGULAR HAUNTS: the Quarantomb, grotto

NORMAL DROP: orsesel (16 RARE DROP: crinmson coral (1/64)
ook k& Fek kA Rk

ACTIONS: attack, fiee, calls for backup fcrabid)
REGULAR HAUNTS: Wastern Coffinwell, Tywil Cave, Pluvi lsle {istet, nighttime), grotto

046

ZOMBIE FAMILY

[ T i [ o Jsaun] arm [oowon)

65 8 5% 4 62 99 666

These soul-stealing minions of evil may
be menacing, but their low defence lets

them down. 't \ it a very rewarding experiel
B_e\garse lu?le Iiahts in the middle of the ; ; Warning: Ordinary oozes
night, Smells like mean spirits fishing been wrapping themse
for friends to ferry to the realm of the E = foil aﬁd mgg l.?srﬁ m
dead... i X
Lo
NORMAL DROP: s robe {1/16) VT =
sifk robe (1/16) RARE DROP: poinity hat (1/128) NORMAL DROP: strong medicine (1/64) RARE DROP: seed of life (1/256]

ek ok gk ook Jokok Yok ok ke e ek ek

ACTIONS: attack, fiee, Frizzle
REGULAR HAUNTS: thie Quarartomb, Pluvi lsle (islet, daytime). Angel Falls area {high ground)

HUMANQID FAMILY

N 0 W 5 e ey

5 18 4§ 3 70 9@ 806

Attacks exclusively with s i i

) pells, inglu
Fizzle, Woosh, and Ma gic Barrier, an;“ﬂg
lives in fear of light-based attacks,

Mo_nals who made a pledge of al-
leg{ance 10 a dastardly demon, and had
their souls stalen by wiay of thanks

NORMAL DROP, v

aff{1/54)

Fode gk A e e ":,";F':U_P-:T water (1/126) NR = iz
AGTIONS: tark i) Woush, File Winard Ward KAKA s :’Mllxnnp-_ leath hat 1/3p)
REGULAR HAUNTS: (1 b Yook ke

ACTIONS: attack, fige,

Hain of Paip,
£ REGULAR 2 \Calls: for bagky (bodkin 1
————— Mums'NEW'd\sla.Newlu-lslgr Lp [- Mm
e N
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60 9 62 60 43 121 716

An all-out attack is the only way to best
these balanced battlers who use Helm
Splitter and Heal,

Frnud‘?ggcekeegeré‘of the slime realm

and paragons of chivalry, they protect
the powerless and punish oppressors.

NORMAL DROP: slimedrop (1/16} RARE DROP: iron broadsword (1/128)
ok ek okok

JACTIONS: attack Helm Spitter, Heal
REGULAR HAUNTS: Newid Isle, the Tower of Trades

ELEMENTAL FAMILY

N A T A T

56 8 52 48 8 108 796

Their whipping whirlwinds slice through
enemies and stop wind attacks from
working.

They turn heads with their hypnotic
hurricanes and tempt people into their
wicked world of whirling winds.

NORMIAL DROP: glass frit (1/32)
Tekdok ok e

ACTIONS: attack, fiee, Wind Sickles, Psyche Up
REGULAR RAUNTS: Newid Isle, Newid Isle (southwest)

RARE DROP: agility ring (1/128)
ok ok ok

050

BEAST FAMILY

[ T we | | ocr Jasure] ooer Jooiocar

90 ] 80 64 40 171 696

Giant apes and lords of the jungle who
store up their anger, then attack with full,
explosive farce.

The one with the loudest War Cry wins
the leadership, so every spring the forest
comes alive with their cacophonous
cries,

£ {3
NORMAL DROP: magic besst hige (1/16) RARE DROP: strong medicine (1/32)
Foh gk e Fededkkok K
:EIUNS' attack, flee, loses it ard staris on target, Psychie Up, War Cry
HLAf HAUNTS: Newid ste, the Tower of Trades, Newid Isle tsouthwest)

SLIME FAMILY

SLIME STACK

W o s e e 7 o W6

You'd think three slimes would be better
than ong, but there’s more bickering than
battling with these touchy towers.

Trios of slines with royal ambitions whe
banded together to become king slimes,

but ware too few to da s0.
**‘t o sirboni1f RARE OROP: sliroe carings (1/32)
iy ok ek

%aw“'a“.“"l)méwidt'mmluliau.'.ufxlxr‘\;[m!\y]‘ql\nﬂmle\ {miisses

yi lgle, et

MUDRAKER AL FANILY
L Loe [ [ e faoun] ove Jaomeun

128502 Hs e o § s | e

;fhjd_sh' “t:ipﬁmles masses of mud
oughen themselves with Kabuff, th
about throwing stones. i

The souls of travellers who sink in sludge
and become clumps of clay so they can
try to slip and slither their slow way
home.

NORMAL DROP: cowpat (1/16)
ook ke A

ACTIONS: attack, flee, Stone’s Throw; Kabuff
REGULAR HAUNTS: Newid Isle, Newid Isle {southwest), Tywil Cave

RARE DROP: mystifying mixture {1/178)
L8229, .9 4

PLANT FAMILY

053 MUSHROOM MAGE

S e [ e | [ oer Jaourv] evn oo oun)

67 18: °8 50 56 56 144 706

Mean mushrooms who go round in groups
endeavouring to make ice cubes out of
adventurers with constant cold spells.

Cooled the once-warm area south of
Alltrades Abbey with a century of Crack-
casting ‘til it became outright autumnal.

NORMAL DROP:; belle cap (1/8)

e e sk Aok
ACTIONS: attack fiee; Crack, Zam, Heal
REGULAR HAUNTS: thie Tower of Trades, Newid Jsle (high ground), the Lonely Coast fhigh graund). grott

RARE DROP: fisticup 1/5)
L 2.0.8.6 0 ¢4

BIRD FAMILY

0 M6 G

Be grateful that these dukes among
drackies can't cast Kasnooze too

— Snooze is more than enough of a
nuisance.

Don't make drackies really mad — they
might marph inta the mighty yellow force
for justice thatis...DRACKYMA( Nt
NDRMAL‘DRDP. wing of bt 11/8)
ook e ek ok

ACTIONS: attack, Snonze

RARE DROP: gald ring (1/64)
Fokoko ok ek &
REGULAR HAUNTS: Newid Isle (nighttime), the Tawer of Trades, Newid lsle
{southwest, nighttime), Bl £ Westein Coffinwell fistet)

ZOMBIE FAMILY

P ] 1 oo | oo D] e Jinocul

15 ] 4 oo fas % g 15 E W6 |

These dogged dead bodies fixale an a
foe and won't leave then alone. They
may be brittle, but theyre tough 1o,

They live by the saying, “tHe Honfnir‘
tHE BeTtERer,” and ensure that any mid-
way manky remalns are made fully foul:

WARE DROP: steength rng (1/428)
sk ok Aok ok

NORNAL BROP: manky mud (18]
odokek hok

8.t d raiog atiack
ACTIONS: altak, polson attack, hair n s, Novid ol s, ohtime)

i, Flu

—

- MAINETS: e fols 2 i cambing) h Towser of Vades

REGULAR HAUNTS: Nowid i, he T 0
: A
4 3 ‘
. v
P T T G.-"Mé



RARE DROP: ivon shield (1/64).

e i | AL DROP: emerald moss el ) 5

Y (1f52) RARE DROP: poirty hat (1/64) NOHM***** i

NORMAL DROP: magic water {19 e i ; m ; - ’

Fodge sk Ak ACTIONS: attack, Coot Biéath, ready 10 dodde iy attack, cals for backup (saamaraiider)
Gave. the Slurry Coast. Ocean 1, groti

REGULAR HAUNTS: Tywll

ACTIONS: attack, Bang, Caduceus, Ega On
REGULAR HAUNTS: the Tower of Trades, N

MATERIAL FAMILY

RESTLESS ARMOUR St
A T R

0o 12 R 63 324 1206

Chivalrous champions who ﬁketq_ﬁght
fair and square. Beware the Tension-
trashing Morale Masher.

Suits of armour that have soaked 6p
sorrowful swordsmen’s souls. Healslime
helpers make them hard to hurt.

RARE DROP: ron armou (1/128) NORMAL DROP: moonwart bulb (1/16) RARE DROP: softwort(1/32)
ok ek kR ok Fek A

NORMAL DROP: iron broadsword (1/64)
ook ek Rk

e ek ke
ACTIONS: attack, Morale Masher, calls for backup (Hiealslime)
REGULAR HAUNTS: the Tower of Trades, Dourbridge area, Lonely Plains, grotto

ACTIONS: attack, flee; paralyse attack, calls for backup (man o' war)
REGULAR HAUNTS: Tywll Cave, Ocean 1

AQUATIC FAMILY

Cir Lo L | oer [roun] oves Lonwo]

75 8 68 60 51 162 646G

Death spells work well on these awk- ) i i
ward octopuses, which shower their . b pﬁi:\fuda; ks i
enemies with skyborne spikes. uie an{k&w (Kegp Shot.
A out for the sickening Snat Sho
They're very humane at heart, and have ST M i i
made it their mission to tear up any i & muu;ﬁal s piet
trawler nets they find and free the fish y A mean;ta, o l;ous &
. Tt : treasured by travellers as
NORMAL DROP: magic beast hor (1/16) RARE DROP: risor coral 3
g (1/32) St
s e Je e Fo A e L "‘:R*M:'l‘zlif‘*lo:i oil (1/8) R:IZ:VBHOR manky mud (1/32)
i 0. 6 & & & ¢

rget may become inactive), spray of spikes (a
e i y of spikes (attacks entire party) ACTIONS: attack, Toadent Missile, Sriat Shot, assessing the situation (misses tuen)
o REGULAR HAUNTS: Tywli Cave, the Slurry Coast, Western Coffinwell islet. daytime). gratia

063  DREAD ADMIRAL

BIRD FAMILY

75 9 70 72 86 180 86

Beastly, burning-breathed b

h n ed birds who
almost Impervious to fire, but are takeanre
aback by ice attacks.

Their wings are a valu

ed commadi
shopke‘epers are regularly sing:g't‘z';nd
cinder in search of fresh stagk.

NORMAL DROP: chiy
waraein RARE DROP: iy feather (1/32) :
ACTIONS: stiack, i bbb erar s hurterﬂvwmg,
REGULAR HAUI |
NT a3t [daytime), grotto ‘::.;I‘(;* el
Suplialbife! - 31 INS: atack. flee, paralyse attack, Buming Breath

_— REGULAR HAUNT

the Slury Coass, grotty
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Trop-pickle vegetables, ripened in the
sun, and unable to cope with icy condi-
tions. Can confuse with their spinning
‘spears.

Went away to warmer climes and couldn’t
bring themselves to leave. They settled
there, and the sun stained them'scarlet.

RARE DROP: fong spear (1/128)

L BROP: stong medlicine {1/16)
o ke ook

FrkkrkA
ACTIONS: attack, fee. confuse attack, Psyche Up
REGULAR HAUNTS: the Slury Coast, Dourbridge area

PLANT FAMILY

BUD BROTHER

65 8 68 55 90 100 626

They like to bring buddies into battle to
beef up the bloodshed, or (if they're feel-
ing inferior) they'll beckon forth a badja.

They rustle ‘round the forest, kicking up
clumps of fallen foliage and attacking
adventurers who interrupt them.

NORMAL DROP: sperios mecicine (1/32 RARE DROP: softwort (1/64]
Lo.0.8.6.0.8 o Aok ok

ACTIONS: attack, calls for backup (bud brather), calls for backup (badja)
REGULAR HAUNTS: the Shurry Coast

I T T I T R

126 30 88 78 96 300 1126

They ride atop a raging torrent, spinning
their bodies to cast Crackle, and swirling
like a stormy sea to evade attack.

They re sea spirits wha sit insi_de their
twisting aquatic tornadoes trying to turn
‘travellers into so many tons of tundra.

NORMAL DROP: seashe | (1/38)
Fkkok e e

ACTIONS: Attack, Crack, Psychie Up

BEGULAR HAUNTS: th: Slury Coast, Dourbride

RARE DBOP: crimson coral (1/32)
ek ke ok Aok

[0 D] e Joowcar

89 77 205 986

It's biest'to bash these baddies quickly, as
their Tension is turned up @ notch every
time they take damage.

They've come out of retirement to show

he coolest
the poser pups of today that
course is to shut up and get the job done.

5 1

RS %

NORMAL DROP: kitty litter (1/32)

Fedokok ok kA

ACTIONS: attack, Bang, Kaboom, Dazle
REGULAR HAUNTS: Dourbridge area, Lonely Plains

NORMAL DROP: lambswool {1/8)
ook Aok ok

7 75

justfor show.

ACTIONS: attack; fiee, loses it and starts on target, Psyche Up, Deceleratle

REGULAR HAUNTS: Dourbridge area, Lonely Plains, grofto

65

dead

NORMAL DROP: chimaera wing (1/16)

9 68

5

BEA

81
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and cry

ST FAMILY
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‘ﬁgst-ra‘ts feline mages who can addle
with Dazzle, and whose lon, |

g tails aren’t

BEAST FAMILY

L T Lo | o6 [aoun] aen [soocu]

100 | 12 80

When meowgicians eat up all their
fish like goad kitties, Omeowaqa 3 oils
make them brainier, and they become
clawcerers.

RARE DROP: staff of sentencing {1/128)
ek s Fe sk ke

24 1146

RARE DROP: magic beast hom (1/64)
ek Aok

BIRD FAMILY

I T T A 0

1

Barbaric birds that attack twice with

Barbaric blue sheep that sap foes’ speed
with Deceleratle, then smash into them
as soon as they see them sagging.

Chimaeras and clockwork cuckoos con-
gregate in their cozy coats to weather
out wintry nights.

5 786

Isly

ly dr

RARE DROP: clogs (1/32)

to creep out foes and call forth friends.

They evolved from big birds that

swooped down from the skies ta settle
on the land, and had no further need of
their wings.

ek ok e e e ek

ACTIONS: attack, flee, War Cry, calls for backup {beakon)

REGULAR HAUNTS: Lonely Plains Ry oI e
S = e

125 0

blasts

NiBRMnL DROE: foyal soil (1/16)

160

af light,

125

MATERIAL FAMILY

g

RARE DROP: flintstone (1/126}

R I B T R T

350

1206

Stern statues that flatten foes with theit
breathtaking butk and blind them with

The first mega moai was made when
a mad old mystic sculpted a statue of
himself that soaked up some Sorcery and
sprang 1o life.

i
A : et
***:HM Magic bess hide (1/16) RARE DROP: iran claws {1/64] ek ekok *
g ARRAK AN AGTIDNS: attack. squishes paroy uier great woight n;;r:h;m:.u i
" eliness:
WM fioe. Merguial Yruust, Feid the Burn REGULAR HAUNTS: Lonely Plains, the wmgm;._m Lonelingss, gioto. &
hm‘s“ e Sy € Jourbridge ared, grotto — e
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odamage
take foes to task
fi to really file’

mﬁ:wm%wm
them. 2 2
_émudwl’iﬁt:h?:-ﬂigﬁiﬁger’m%m;
;nmdfamr anthe field af battle.

RARE DROP: holy lance (1/128)

NGT::':?TW feast Hide (1/8) S ok K -
*

ACTIONS: attack, Party P
AEGULAR HAUNTS: Lonefy Flains frightti

oper, Sap, being provocative (milgses twm)
Inomingdale, grotta

MATERIAL FAN

o I R T N

75,8 0 & 778 10a.58 6 268 866

o LR iy
These suspiciously sprightly stones merr
maul opponents, beaming ‘a}l the while, and
bring their boulder buddies into battle.

Aithough rough and ready in their
younger years, the ha rd edges wear off
with time, and most make well-rounded

adults.
NORMAL DROP: rockbot sherd (1/16) RARE DROP: flintstone (1/64)
b 806 0.8 81

ook kkok A

o Up, arins maliciousty (misses turn)

Bl
C T v [ o [scure] ooes [sowo

150 - 10 82 35 32 1006

ZOMBIE FAMILY

210

Flatten these foetid foes with fire and
light spells before they blight body and
mind with their filthy fingernails and foul
breath.

They slither up slowly from beneath
poisonous ponds to take hold of travellers
and drag them down into the dank depths.

INORMAL DROP: manky mud (1/16)
Fokodeohe gk ok

ACTIONS: attack, poison attack,
REGULAR HAUNTS: Doutbridge

RARE DROP: boomer briefs (1/64)
b 6.8 0 8.8 & ¢

e T Do [ os Jacum ] e Jcoiocun]
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Well-rounded warriors who are hattle
naturals, and can attack twice in one
turn with their falcon-like fleetness,

Although captive metal sfimes might
seem like easy experience, they get
caught because they're the least experi-

— enced ones,

NORMAL DROP: fight shield 4

T AL ) l:lin:o::m‘mi.mmma]
ACTIONS: attack, fige, Fal L

: . T T o Y B o
b ?":‘ z i ‘ﬁ W # < 1 4‘ !&" P

NORMAL DROP: chira wing (1/16) m ﬂﬁﬁ:ii\:, zﬂﬁwm
Aok Aok koK P 1

ACTIONS: atack. fierce fie, Midbeal
REGULAR HAUNTS: the Heights of Loneliness,

Bloomingdale (istet), the Djust Desed, greitto.

Sl i, iz Bpi o 5 .3 3 . 4% Wee
NIIRMALVDROP: strong medicine (1/32) RARE DROP; strong artidote (1/64)
Fededokok ek e ek ok
ACTIONS: attack, flee, Weird Dance, medicinal herb

REGULAR HAUNTS: the Heights of Loneliness, the Lonely Coast, grotto

NORMAL DROP: flintstane (1/16)
0.8.8.6.6 .68 ¢

ACTIONS: attack, Forbearance, Psyche Up
REGULAR HAUNTS: the Heights of Loneliness, Bloomingdale, Bloomingdale {isfet], grotie

RARE DROP: esurcck
Fdohdokokok

079  GUMSHIELD

NORMAL Dﬂr OP:llgh! shwetd(l/ﬁd
)

ACTIONS: attack, deteng Ba
ek,  Back A
REGULAR HAUN o




DEMON FAMILY
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‘Sanguinis who have cast off their
cowskin kiddie coats for pink adolescent
pelts. They love to have travellers for
teal

Although adolescents, they're far from
fully fledged. Ahh, if only they could stay
like this forever...

RARE DROP: nectar (1/32)

AL DROP: ayor b (116
o ok Ak ok ek

E S0 6.0 bt

\ ACTIONS: attack, fioe, aoes for jugular can finish target off)
REGULAR HAUNTS: Bloomingdale, grotto

[ L [ anc [ osr Joum] oven Joowom)

102 32 94 108 B7 3% 126G

Bty

Hay, They're not just razor-taloned terrors,
L their tension also increases every time
i they're attacked. Handle with care.

]
g,;: They bring out their eye colour by
i accessorising matched grey boots and

mini-dresses with striking blue belts.

NORMAL DROP: magic beast hide (1/8) RARE DROP: sacred claws (1/64)
" ok kdkokok 0.8 6.8 .0 &
ACTIONS: antack, flee, slashes with clows, War Gry, Feel the Bum
REGULAR HAUNTS: Bloomingdale, Bloomingdale (islet), the Lonely Coast, grotto

BEAST FAMILY

Cvv [ we 1 e | ot Jacun] v Joowon

147 8 06 74 62 420 966

Swirling whirlwinds of unstoppable
power, If they call on a friend, prepare
for the end!

Dwelling in the dank depths of the forest
makes a mossy mess of their fur, but
fresh, fragrant flowers also flourish
there.

NORMAL DROP: magic bieast hide (1/8) RARE DROP: strength ring (1/128)
Ak k ok Fok dok ok ko

:{CNGNS: atack, floe. vigorous attack, Psyuhe Up, call for backup big badboon)
GULAR HAUNTS: Bloomingdate, gromo
—— & =

B L T o Thoun oo Joom

WoW W B oW m g

Fearsome fiands who launch » weitd
light to weaken foes against spells, then
maut them with all manner of magie.

Bishops who bargained away their souls
10 become beasts, they seek out travel-
lers to use as sacrifices to their masters.

NORMAL DROP; magical obes (1/64)

RARE DROP: (174 ens (1/64)
R e amaring mittens (1/64)

Ak A ek ke

ACTIONS: attack, Bang, Fizzle, Snooze, Spooky Aura, Kabuff
REGULAR HAUNTS: th Bad Cave

BIRD FAMILY

L T L[ o6 Jacun] oven oo

8 10 7% 88 266 886G

Thpy love to cast Kasap then come back
for a second attack with their big old
beaks. Freeze them out if you can.

The daycare workers of the monster
kingdom, they hang upside-down from
trees and let baby beasties swing on
them.

NORMAL DROP: flurry feather (1/16)
e A ok Aok

ACTIONS: attack, Kasap
REGULAR HAUNTS: the Bad Cave, grotto

RARE DROP: crow's claws (1/128)
b8 8.6 0.8 & ¢

BUG FAMILY

RAVING LUNATICK |
[or T L [ oee [ ] aven Joowcm

310 966G

85 21 8 100 90

They banish their enemies to the under-
world by zapping them with Zamn_)le' Weak
against light due to their shady origins.

Raised on a diet of darkness in a world
without light, they were onge ragufay
lunaticks, but mutated after overdosing
on evil.

IRARE DROP: suorg antidote (1/64)
Yook ok ok ok

NORMAL DROP: thom whip (1/32)
Aok ok Aok

ACTIONS: attack, flee, Zam, Zammie. Midheal
REGULAR HAUNTS: the Bad Cave, Bloomingdale {Islet), grotto

/ SLIME FAMILY

' ‘ o e | aoc | oo Jusun ] v oo o)

/ AR 20 S e 80 70 300 1106
Monsters are always made up to see
these support slimes’ yellow faces whlan

#’r" they turn up to tend them with Midheal.

‘j In & bid to be the best-beloved of beasts,
they make a meal of healing, mending

4, l with Midheal when Heal will do.

B ‘." et i

A e RARE DROP: slimediop (1/32)

f g e ek ok

mmm Sltank, tiog, Mol

MACHINE FAMILY

(W 1w 1 | o Jaown] over Jooo o
9 -1 95 119 100 450 1446

Rohotic seekers of little metal biobs that
don’t take kindly to adventurers trying to
pach their prey.

If ane of these matal-hunting mechani-

cal marauders is nearby, surely its mack
can't be far off...

HARE DROP; husdis bove (1/64)
Aok & dokok

sor violiat slashing Gbteek
Artack Atticken violeat sl
g Il (claytma) Hemuany (igghe groundl, mighitinral, gromo, eie

i o (1492)

e e ke ok

ACTIONS: aittick, bow attack
REGULAR HAUNTS: the Bad Cave, Flud

i
HAUNTS: 3 (high ground)
o - R e B v, G (il aimout calls 10 batte), Angel Falls area (11gh ¢

“.n

—

S,



AR

0886

. ; o 1/64)
: Z RARE DROP: razor claws [
MOTIM:(:?*UP; rliqm seale (1/32) i o
*k
ACTIONS: attack, slashes with ek
REGULAR MAUNTS: the Bad

al, Whack
(avs, spin attack (attacks entiré party), Thunder Stash, Midhe:

rofto

I I I A T N

6 = 70 256 135 12288 B0G

Atowering team of titanium tykes wh
can combirie their clout to cast Kerfrizz.

Some say that the stout slime playing
the supporting role in the 'sfa‘ckﬂ‘ivs‘mpdé:
of steel instead of the standard metal

slime stuff.
: ; ; " il ore (1/128)
NORMAL DROP: slimedrop (1/8) RARE DROP: mythril ore
Ak ko 2 8. 8.8 6.8 & ¢

ACTIONS: atiack. flee, Kerfrizz ;
REGULAR HAUNTS: the Bad Cave, the Lonely Coast (nighttime), the Magmaroo, Angel Falls area (high ground}, grotto

SLIME FAMILY

Lir T L[ oo Jsoun] ove Jcowou

245 3 136 % 75 600 164G

These superior slimes ooze authority,
bringing their bulk to bear on opponents
and mending mates with Multiheal.

They're built when bands of hlobby
buddies stick together to find strength in
numbers.

NORMAL DROP: siimediop (1/5] RARE DROP: slime crown (1/256)

ek e ke e e ook A Ak
ACTIONS: attack heavy attack, smothers target, Multiheal, aSsessing th iation (misses tum)
REGULAR HAUNTS:

ombine}, Piuvi she figlet, daytime), Angel Falls area (high ground)- et
e Sk

AQUATIC FAMILY

mmmmmm

B m i S e 8

Gigm sharks that topple enemies with
Trip of a Deathtime, then hjt them while
they're down. Strong against ice magic,

Their cruel claws have SCuppered sp
many ships that sailors are more scared

of them than they are of storms,
NORMAL DROP, 1z i beast hiom (1/16)
‘**** s ast 716) R:R;D:T.;:u;ﬂu;uymuw[mzm
ACTIONS: a1tk 7 ) 2

21 N

NIJRMALGI)P. mragie baast hom {1/16}
Fee sk ke K

ACTIONS: attack, blown away (suicide attacks entire party), spray of spikes (attacks enfire pary)

REGULAR HAUNTS: Ocean 2, the Djust Dissért (rorthwest islet), grotto

'ﬂr

NORMAL uRuP;amn newtmz RARE DROP: cautery sward (1/64)
b8 0.8.8 8 ¢ b2 6.8.6.8 ¢ 4

ACTIONS: attack, Fire Breath, Flame Slash, Selflessness

REGULAR HAUNTS: Blaomingdale (nighttime), Ocean 2, the Diust Desert, the Djust Desert {nortwest

NORMAL DROP: kitty litter (1/32)

Ak ok A

ACTIONS: attack, flee, sleepattack, Acceleratie

REGULAR HAUNTS: the Djust Desert, the Djust Desert {noithwest istet)

NORMAL DROP: ol
ke
ACTIONS: atfack
REGULAR HAUN

lass frir (1/32) e
*

critical it cloyd of sang {bli e, party),
inds entira
Lonely Coagy. 1he Djusy m
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He: ights who save up their
strength, then hit hard. But if you beat
‘them, you might just break the bank.

&me say that the storied city of gold
said to stand somewhere at the Djust
‘Desertis only 3 gold golem seen through
aheathaze.

RARE DROP: Glechan gold pece [1/255)
ook e ek ok

NORMAL DROP: 03¢ g /20
P S8 G
ACTIONS: atack Psyce Up
FEGULAR HAUNTS: the Dpist Uesert grati

BEAST FAMILY

e e Lo [ oo Jscam | o cowom

w2 1 02 116 B4 522 1466

Siow they may be, but their heavy weap-
ons, in particular their ribbit launchers,
are the terror of travellers everywhere.

Toad tanks dressed in drab for desert
warfare. They work like well-oiled
machines thanks to magnificent main-
tenance.

'NORMIAL DROP: 102 oil (1/8) RARE DROP: bow tie (1/64)

ke s e s s o £ 8.0 . 8.8 8 4
ACTIONS: ztack, fierce fire, Fiibbit Launcher
RECULAR HAUNTS just Desert, grotto

ZOMBIE FAMIL

Cie T | anc | oer Jasum] v Jeowoud

135 8 12 B 2 & 8 66 455 366

They envy the living, and torment them
tirelessly. Their terrifying attacks may
also sap tension, so take due care.

Reanimated retainers who have returned
to revenge themselves on the regent
who ruled that they be buried alive
beside him.

£ = ol
NORMAL DROP. y Bandage (1/8
= grubby tandage (1/8)
Wk ok e
:ECZIONS attack, fiee, hair-raising attack
ULAR HAUNTS: 1 inighttime), the plumbed depth:

RARE DROP: malicite (1/256)
ok Ak ok ok

R N T 8 5 T2

1686

1200 16 40285 | 75 440

Monsters made of amerphous goo that
are best subdued with spells. Try frying
or freezing them for the best results.

Their green bodies are apparently the
result of being raised by bubble slimes
after misplacing their parents

b B R | R T T

s

Lay into these bags of bones with fight
attacks before they pump you full of poi-
son or mash you with a Mercurial Thrust

Stinking skeletons, dead set on destruc-

tion. They were summaned back from the |
depths of hell to serva as soldiers. |
RARE DROP: iron cuirass (1/54) |
ek Ao |

ACTIONS: attack_ fiee. poison anack, Mercurial Thaust
REGULAR HAUNTS: the phumbed depths, grotto

NORMAL DROP: srakesiin (1/8)
1.2 .2.0.0.9 &4

v L e | o ] o5 [acam| oven [comens| '

09 10 14 108 12 432 106 |

Th_ese sickening snakes areimmurie to
poison, can vomit up a Venom Mist, and
run at the sight of superior strength.

Superstition says to take three steps
back and set off somewhere else if a
diethon crosses your path at night

RARE DROP: wing of bat (1/16)
Ak kdok ok

ACTIONS: attack, fiee, Venom Mist

REGULAR HAUNTS: Westem Caffinwell {islet), the plumbed depths, grotto

NORMAL DRO!

FoAok kA&

ACTIONS: attack, Frizzle, Zammle, Fizzle, washes face (misses i)

ity litter (1/8)

NORIMAL DROP: wing of bat(1/8]

BEAST FAMILY

I I T I 0 N

1266

96 30 8 10 102 473

No cats on a hot tin roof, these fearless,
peerless, fire-loving felines enjay frying
foes with Frizzle.

They think it right and purroper that
cats so comely, clever, and cha;ssmang
should have such an impurressive name,

RARE DROP: Stolos’ staft (1/256)
e A e ok

i DEMON FAMILY
[ 1w L x| oo Jaour] oes oo can
108 1" 112 © 14 17 437 1266

They rake their vicious claws thraugh
engmies with glee, and make use of their
slim stature to sidestep strikes.

Their chins get longer and longer with
age until, when they finally muplj the
ground, it’s time for the manguin to meet
its maker.

RARE DROP: wrible witao (1/32)

' 4k
*t*’:.?' gl RARE DROP: corurdum 154 e ook
Atigng, oy KARERAN ACTIONS: attack.siashes with linws, Flaling bais
i %M s Coind REGULAR HAUNTS: the plumbed depths. Hermaly, greno
- HAUNTS, 1, pluibed degiths, giotto : i A
e eaa G S




Fok ke kK

NORMAL DROP: rockbomb shard {1/32)

*

e gk %k

NORMAL DROP: dragon st (1/16)

"RARE DROP: heavy armour (1/1281
g RA K

FAMILY

P | v [ i | o [scun| oeen Leoocar
%6 20 0 98 81 500 1306

veteran vegetables are very
I'e‘:ssaetile, and i:angbaﬁ‘er with _Boum or
resurrect perished pals with Zing.
The white design on their bellies is the
mark of a misspent youth. It‘s«ae‘megf‘ fike
a good idea once, but now they're not
SO sure.

RARE DROP: long spear (1/128)
ok Fk A Ak

ACTIONS: attack, Bang, Zing, assessing the situation (misses tum)
REGULAR HAUNTS: Piuvi

Fokkkokk &

ACTIONS: attack, cr i
REGULAR HAUNTS: Pluvi

d, Westem . grotto, et

), Hemany, Srx coast, Eastem

DRAGON FAMILY

I T O A T N O

105 0 105 180 4 600 1166

Hurtful turtles that like o frazzle foes
with Flame Breath. Watch out for their
critical attacks and hellish shells.

Turtles become wyrtles by eating the
meat of a dragon god, but must live a
thousand long years before doing sa.

RARE DROP: dragon scale (1/16)
ek e e

ce fire, retreat into shell

lus Marshiand, Hermany

NORMAL DROP: 5351

v e T oo Jucum ] oo Jcowcm]

12 7 e 121 8 670 1186

Cruel crabs who toughen up with Kabuff,
then strike with their sizeable claws. Not
too troubled by earth attacks,

Never too full to turn down a feed, the
thought of feasting on freshly fallen

afiventurers sets them salivating sala-
ciously.

*****% % H\:Ril:()::,‘;H:ﬂ\:(;\h}.mlvﬁ/‘ﬁm
ACTIONS: attack, Kabus
REGULAR HAUNTS )

y UN.TVS 0351, Pluvi sle fisle, nighttime), Urdus Marshland, Hermany, grotty

NORMAL DROP: magic beast hicde (1/81 :
e oAk

<h ‘bonicsals tself(mcreases evasian fate), Fizale: ‘
mmﬁéﬁm&m {buet brother calls to battle), the Djust Desert (northeast istet).

109

 GIDDY GASTROPOG

‘ RARE DROP: silver bracefets {1/54).

; RO k 8)
NORMAL DROP: toad oil (1/ Kok Ak gk

ok ok Aokok ok

ACTIONS: aftack, Fuddle, retreat into shell
REGULAR HAUNTS: Pluvi lsle, Pluvi Isle (isfet), Urdus Marshiand, grotta

110

NORMAL DROP: superior miedicine (1/16)
Sk ok kA

ACTIONS: attock, flee, Weird Dance, Yggdrasil leaf
REGULAR HAUNTS: Urdus Marshland, the lluugazar Plains {daytime). Mt Ulbarun,

HAEE DROP: coagulant|
Ak kK

NORMAL DROP: marky i (1/16)

Fookdok Ak
ACTIONS: attack, call fur backup |
REGULAR HAUNTS; Ko o2

155855 i
0 Gt 19 the Situ

the plumbed deptis, Urdus|
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MACHINE FAM|LY
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They may look like sweet little songbirds,
but th hanical murder mach
are setto explode when their HP gets Jow,

Their main aim in exterminating adven-
turers is to take their armour and other
items as parts for producing more of
their kind.

NDRMAL DROP: iron ore (1/16)
S 8.0 s

ACTIONS: attack, blown away (suicide attacks entire party)
REGULAR HAUNTS: the lluugazar Plains, Mt. Ulbaruun, grotta

RARE DROP: handrills (1/128)

NORMAL DROP: rockt
Sere rockbomb shard (1/8)

ook ok Ak A

BEAST FAMILY
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These raging rhinos love to hit hard with
their horns, which often put enemies aut
of action.

Prone to sickness as children, they grow
hale and hearty through the ancient
shamanic ritual of rolling in cowpats.

NORMAL DROP: magic beast hom (1/8)
Fedok koo &

B g
NORMAL DROP: ragi
Fokokok Aok ok

RARE DROP: cowpat (1/32)

east hide (1/32)
L8 8.0 & 8 8

ACTIONS: artack; charges at full pelt, sends chiaracter fiying {chance of knocking down)
REGULAR HAUNTS: the lluugazar Plains, Mt. Ulbaruun, the Tower of Nod, grotto

10005 0o 8 res A0 0 g g

mm- | or [acimy| | een [ ot can]

180 18 1 95 800 1086

MATERIAL FAMILY

Lie Lot Loos Lo v Jan o]

Don't dismiss these hea ming boulders
due to their funny faces —they can take
‘out entire teams with Kamikazes.

Grabbers of the Greatest Grin gong atthe
Munsear;, their moods are measured by
minute shifts in the sfope of their smile.

RARE DROP: Hephaestus' flame (1/1 28)
Fo¥e ok e A

ACTIONS: attack, launches attack, Kamikazee, grins maliciously misses turn}
REGULAR HAUNTS: Western Coffinwell (islet), the lluugazar Plains (nighttirrie), Mt, Ulbaruun, Mt

Ulzuun, grotto, ete.

BEAST FAMILY

Astute apes that weaken enemies with
Dazzle and Kasap, then smack them silly.
Whistle if you want to get them worked up.

Big badboons who've breakfasted on
raging rubies, giving them superhuman

strength and a brain boost to boot,

RARE DROP: raging ruby (1/32)
ook e

ACTIONS: attack, flee, loses it and starts on target, Dazzle; Kasap
REGULAR HAUNTS: the lluugazar Plains, Mt, Ulzuun, grotto

S—

BIRD FAMILY

They fly fast at'their foes with paralysing
attacks, and treat troublesome oppo-
nents to an Assassin’s Stab.

They're forever forgetting the paralysing
poison on the points of their tails, and
itching themselves immabile by accident.

pe i, ' tiE N & e ¥

NORMAL pROP: stong antidote (1/16) RARE DROP: poison needle (1/64) NORMAL DROP: lambswaol (1/16)

Kok sk e e o s e A E2 8 ¢ o &0

ACTIONS: attack, paral 56 attack, Assassirs Sis ACTIONS: attack, flee, Body Sfam, fang bite

REGULAR Mung'jrjg;::;td.ﬁgrﬂ e oo REGULAR HAUNTS: Khiaalag Coast, Mt Uliuun, giotto
B the lgasa Piing . geotte R N

L Mt Ulban,

BEAST FAMILY
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They bite with the best of them, and
batter with their big bodies to boot, but
sometimes prefer just to bail from hattle.

Mention “those huge, scary thingsf‘ o8
seasoned traveller to setthem squirming
atthe mere memory of these monsters,

RARE DROP: platinuri ore {1/126)
*ok Aok kK k

BEAST FAMILY
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136

Their hairy hides are hard to harm yvﬂh
ice. They send enemies to sleep with
Sweet Breath, build tension, and then
batter them.

They feast on funghouls so they can :
smg insomniacs on their way to slum
berland with Sweet Breath.

o y
NORMAL DROP: wing of bat {1/8)
e o ek

ACTIONS: attack, hurs bouldes, i @ rft (misses
: i Liirly Cost. M Utain

RGP \‘-Ll,,v,wu./u RARE DROP: magic beast hom (1/32)
F Rk

ek ok kR

tuen]

“'M_ns. Aok, S Boeaat, Poyeins U
Keuiay R v

iruun, Mt Wlaoun
Al sk, daytime), the Nuugazar Plains, Mt Ulkaru A

[P ] we 1 o | o Jsown] avor Joowou]

They may be strong and have high HF,
but they're just too laid-back to last
Strike first, and you're bound to beat
them.

They're so lazy that somatimes they can't
even be bothered to eat, and they throw
racks to avoid having to move to attack.

RARE DROP: téarible tatteo (1/37)
ok ke ok ko

12 114 106 76 540 1360

e




et
dabt ¢
overy spell there is.

" ) saic (1/256)
0 z RARE DROP: goed of magic {
rf:#:l:ﬁ::-::w robas {1/32) e
ACTIONS: attack, Boom, 25 Chinne! Anger, Kabrff, Fizzle
REGULAR HAUNTS:

P ] L e | oo Diown| st Laooul

17 9 107 12 100 660 100G

With their dazzling defensive dexterity,
these selflass souls often step in to pro-
tect their pals. Wallop ‘em one by one.

Controversy rages in the world of zool-
ogy as to whether they're giant masks or
winged mammals with widespread arms.

NORMAL DROP: frash water (1/16) RARE DROP: magic shietd (1/128)

2.8 8 & & ek & ok koo
ACTIONS: attack, Whipping Boy, Psyche Up

ime), Gerzuun

MEONT T Z0MBIE FAMILY

I B T R T N

Qi SRS Ty 790 1276

They paralyse enemies, then poke them
with Pressure Pointer. lce doesn't irk
them much, but fire can fry them good.

E, o

Esy y stagnant soldiers
from the rank ranks of the lesionnaires to

lead them to gory glory. 8
NORMAL DROP: iron mask (1/64) RARE DROP: battle fork {1/128)
ook ke ok ek 2 8.0 6.8 ¢ & 4
ACTIONS: attack, paraly

REGULAR HAUNTS: ()

httime), Gerzuum, gratto

ARl
INFERNAL ARM( & MATERIAL FAMILY
Lt L v [ T osr aounr] oven [ cow can]

1% 8 13 130 102 850 150G

They can conduct lightning to engulf
all , and s i
healslimes to lend a helping hand.

The souls of soldiers who died awfyl
deaths, and were brought back in suits of
armour forged in the fires of hell.

NORMAL DROP; 1t 4)
e " Y B4) RARE DROP: sifys mail (1/128)
e ok ok ek ok ke ok

Mice party) calls for backup (medislime)

ACTIONS: attack, lightoing attack (atoiks o
REGULAR HAUNTS:

BI2UUN, (it

; j OROP:coud of S
NORMAL DROP: oaken ¢lub (1/8] ﬂ:!;l;*sof streninth (1/256)

ook e e ke & v 2 T
ACTIONS: attack,cificaltil, Bagey Last, swings, misses, and falls down, laughs (nmugg tim)
REGULAR HAUNTS: Ondaf Cliffs, Mt, Ulauun, Gerauun, Winneck eastem and wester, iofto.

125 SHIVERY SHRUBBERY

NDRAL DROP: ice crystal nzl RARE DROP: narspicious (1/64)
*'k***i;* ek ok Ak A

ACTIONS: attack, Crackle, Drain Magic, call for backup (shivery shrubbery)
REGULAR HAUNTS: Snowberian coast, Snowberia; grotta

NORMAL DROP: magic beast hide (1/8) RARE DROP: cloak of
ek e sk ke A ok &k Aok
ACTIONS: attack, slashes with claws, Feel ths Bum, buff

REGULAR HAUNTS: Western Coffinivell (islet, nighttime), Snowberian

coast, Snowberia;

ACTIONS: attsck. Kacrackj
REGULAR HAUNT:

2 & Sleish, Coial Breagh
Snowbierian coast S
- Snawberia, Cringle Coast, grotto




/

BIRD FAMILY

LIS g e 2 740 L

Blighted birds that live on poisonous
plants. They frighten foes with War Cry,
and vex them with venomous attacks,

Profuse, protective plumage keeps out
even the most crippling cold. Originally
from the legendary Peckerel Mountains,

RARE DROP: assassin’s dagger {1/126)

‘ .AI.URDP: ianky mud{1/32)
b Fodke ke kA ok

B 6. S
ACTIONS: attack, envenomate attack, Venom Mist, War Cry
REGULAR HAUNTS: Snowbierian coast, Snowheria, grotto

[or [ wr [ [ o Jacam ] oen Joow o

150 120 12001200 7000 1180 | 1266

Thick fur means the cold doesn't concern
them, and great might makes them formi-
dable when they muster their strength.

Brigadiers of the brrearthenwarriors’
battalions, they patrol icy parts, checking
that they're chilly enough.

NORMIAL DROP: wing of bat (1/8)
*dok ok ok #

ACTIONS: attack, critical hit, Psyche Up, in a gruff (misses tum)
REGULAR HAUNTS: Ocean 3, Snowbenia, Cringle Coast, grotto

RARE DROP: fur poncho (1/64)
Jekok ok ek

e ————— e

UR

BEAST FAMILY

[ 1w L anc | o Jacaum ] aven Jsowom

(280 8 10, =130 8135 =8 116 940 1676

Monstrous masters of ice who are super-
skilled with their icicle-like spears, and
also adept at using Thin Air.

Ex-tigers:who attain eternal life by pl'edg-
ing allegiance to the brrearthenwarriors,
they sow snowstorms wherever they

4 step.

NORMAL BROP- borse: ruangse (1/15)

RARE DROP: seed of deftness (1/256)
Rk Ak ok A e

b & 8 8 6 & 8.

SLIME FAMILY

SOOTHESLIME

138 40 173 15 105 1050 1726

Healslime who've mastered the mighty
Mareheal, S selfiess that they often
offload MP onto allies.

They're so sick of people saying their
name is stale that they re consider-

HUMANOID FAM Ly

0 N T 2 0 M e

M0 24 140 tad s foep 1726

Impervious toice attacks, these long-
nailed nightmares cast Moreheal and
Baunce to keep thirigs on an even keel,

Their olaws of cold are built by br-
rearthenwarriors, who hone them to the
heights of hardness by tearing down
frozen trees,

NORMAL DROP: scale armour (171 RARE DROP: crow's claws (1/64)

b8 2.0 8 0 6

ook ok

ACTIONS; attack, Midheal, Bource
REGULAR HAUNTS: Sriowberia Inighttime}, Cringle Coast, the old school, grotto

MATERIAL FAMILY

e T we L e [ o Jsoum] owen Jsow o)

98 26/ T3] 114 860 176

Real nuisances who cover companions
who are under attack, and even explode
when the going gets tough.

Sir Sternivus brought some of these back

as souvenirs from a scholarly excursion.

They set him back six gold coins apiece.
: ¥

NORMAL DROP: hardwood headwear (1/16) RARE DROP: ice: shield (1/256)

ek ko Aok ook Aok ok

ACTIONS: attack, Whipping Boy, blown away (suicide attacks entire party)

REGULAR HAUNTS: the old schaol, grotto.

EAPER - MATERIAL FAMILY

(e L Lo [ o6 Jsoun] ovea [soou]

134 - 72 0135 5113 T 118 8 1050 138G

Scary scythe swingers who like to aim for
the vitals, and are sometimes so drunk on
the darkness thatthey go haywire.

Some have no sympathy for the seam-
strasses who stitch them together only
10 get scythed. After all, you reap what
you sew!

RARE DROP: assassin's dagger(1/126]

NORMAL DROP: thiefs turban (1/64)
ok okok Ak

e v e ek ok
ACTIONS: attack, aims forvitals (can finish target off), Zamimle, Spooky Aura
REGULAR HAUNTS: Ordor Cliffs (nighttime), thie old school, grotto . vt sl e

I T T TR

126 B0 108 136 125 940 1476

Always take these malgficent ministers
out first, as they can raise their qead
with Zing, and send foes back with
Thwack.

Their rabes may look manky, but they ve

been deliberately aged to giyg them the
lived-in look that's 50 huge this season.

ing “sublime slime” as a slick new f :
substitute. . AT o RARE DROP: ascetic igbe (1/128)
LT . NORRAAL DROP: o sy (1/4 ek kA
**** *"':hu'u“ heth (178} RARE DROP: slimediop [1/8] e 7 e e ek }
ACTIONS; 50, AR AAK ACTIONS: attack; Swwosh, Animagi, Zing, Thwack
A Moretical, M Pathy REGULAR HAUNTS: fa 0 schoul gotto
e4eim), el
BUNYE gl Coai, s o1 sehoo, Eastarn Wormwaod idayiims) Waymial {eastaman @ sl i




B 2.

NORMAL DROP: resurrock (1/32)

R 6.8 6 & 8 6

NORMAL nﬁoa gatvanised geta | 1/64]

ACTIONS: attack, Crackle, Dazleflash, Buff

'RARE DROP: saits aches (1/126]
Fede g A AK

Cringle Coat

T e ] | o Do evin [oou o

1350 1566

121 B o468 0 1958 56

Deft defenders and cool critical hitters,
these colossal crabs are the sggurgg,of
the seas. Flash-fry them with a little fire.

Every full moon, they assempig und er the
ocean and quietly clack their claws to
mark the start of their monthly meeting,

RARE DROP: deadly nightblade (1/128)
0.6 6.8 & .1

ACTIONS: attack, critical hit

NORMAL DROP: snakeskin (1/8)
ek ek

2 3, PluviIsle, Pluvi sle (islet), the Lonely Coast, Cringle Coast, Wyrmwing, Wyrmieck fwestem) ete

DRAGON FAMILY

[ [ w | [ oo [soun] e [auwa)

148 14 144 143 125 850 1146

Spiteful serpents that love to paralyse
people with Burning Breath and vex
them with venomous attacks.

Chose “sail serpent” because they
thought it was cool, but now they: worry
that it makes a mockery of their massive
ears.

RARE DROP: sakisskin whip (1/126)
Fedeok s ok ke

Buming Breath
Coast, Wyrmiwing, grotto

NORMAL DROP: (2
TRk ke

ACTIONS: attack

REGULAR HAUNTS: E51 ‘ W

Lioun ] oren Lo

Nz 15 16 1o 760 1186

Hellish, ice-breathing gnomes that wield
a mean shield, and supplement their
defence with Defending Champion,

They come from families of lan i

1 f g standin
inthe world of shield collecting, and ’
have stacks of spares,

RARE DROP: magi shield|1/64)
ook e ek

Codl Breath, Whic
v hampion

RARE DROP: saret sardals 1178}

NORMAL :T:flfw evasion (1/32) ek de
ek, Sty Dice,  REGULAR HAUNTS: Khaalan Coast niehtime), Ordor it
ACTIOMR ook Eastarn Wormwood, Western Wortwood, Western Wi

Weird Darice, EgarOn.

141 SPLATTERHORN

e

NORMAL DROP; magic beast hom (1/16)
ok ok i
ACTIONS: attack, charges at full pelt, Double Up

‘ RARE nmé rﬁagl: beast hide (1/32)
koo ok

REGULAR HAUNTS: Eastem , Westem

WHIRLY GIRLY

. AL

NORMAL DROP: agilty ring (1/32) RARE DROP: pretry betsy|
ek koA b8 8 8 8 & d
ACTIONS: attack, Swoosh, Psyche Up ;
REGULAR HAUNTS: Ocean 4, Oridor Clifs, Eastern Wormwood. Wormood Canyon.

NORMAL DRGP: g of bat (14
R 3 16}




SKELETON SOLDIER
O I A 0 e e

NORMAL DROP: chain il (1/32)
Sk K

ZOMBIE FAMILY

M5 12 W6 T80 1% 100 g

Bony bruisers who give their best to
whoever they're battling. They serve up
sleep attacks and mend themselves with
Midheal.

Proud in the extreme, they foliow the chi-
valric path even in death, and will smite
all who stand against their liege lord.
RARE DROP: platinum sword (1/64)
Yook ok koA

Westem | Westem Wi

\ ACTIONS: attack, sleep ttack, Midheal
REGULAR HAUNTS: Eastern

b NORMAL DROP: wing'of bat (1/8)
b L8808 84

(istet), the Bowhole, grotio

DEMON FAMILY

[ e [ e | oo [ ois Jaoum] oves Joowom

154 16 133 148 133 1000 148G

Freaky beasts that drain adventurers of
their blood and MP, and sometimes flip
them out with Fuddle Dance.

When a pink sanguini goes to bed with
a belly full of lovely blood, this is the fab
form it will have taken when it wakes.

RARE DROP: terible tattoo (1/16)
ook Aok ok

ACTIONS: attack, goes for jugular (can finish - REGULAR HAUNTS: Westem Coffinwell (slet, nighttime), Westem

e targetaff]. Dram Magc, Fuddle Dance

146

NORMAL DROP. gmhh; bandage H./éll
ko etk

ACTIONS: attaik flee, hair-raising attack
liEGULAR HAUNTS: Gndor Cf

i
v
# .
#d WORia; o
o7y RUP: ity it 1/
s,)\,, MR ke sl
AlTiopg,

Lk, Wlititash, Dioute gy

Wormwood, the Bowhole, Wommwood Canyon, Wymtail (eastem, daytime), et

 ZOMBIE FAMILY

[ T e T J oo Jacum] ever Jcowom

186 12 188 135 67 1200 1086

Set these blood-stained mummies on fire
before they trash team members’ tension
with their spite-filled strikes.

They're so completely concentrated on
coping with crippling contempt that it
impairs their ability to act.

RARE DROP: mialicite (1/128)
ek Fe e ok ke

Coast nighttim whole, grotto

(i ur e | ver Jacum | oves cowcu

145 0 135 180 108 1300 1206

Suits of armour anjmated by evil forces.
INot just masters of Multithrust, but deft
users of Double Up as well.

Upset with the stone guardians for
saying that if you speak to them from :
the left-hand side, theyll reply in a giriie
voice,

RARE BROP: iron mask (1/126)
£ 2 &8 88 &

DEMON FAMILY

Lie Lo L anc [ ose Lo aven Joowoom)
196800 160 13 w0 e
Reptilian reverends that can cast
Swoosh and make use of Muitiheal when
their mates are in trouble,
They have no bodies as such, and allthat

f!urks beneath their red robes is a seeth-
ing sea of snakes,

NORMAL DROP: watermaul wand (1/64)

RARE DROP: Fizzle-retardant suit (1/128)
ok ok ke e

ek ko

ACTIONS: attack, Swoosh, Multiheal
REGULAR HAUNTS: the Bowhole, grotto.

MATERIAL FAMILY

| e [ we [ anc [ oer [agumy] | exeen f ooun can ]

18 3 10 190 1100 13w 1606

Monumental monsters who bolster
their unbreakable bodies with Buff, and
chuck out Chilly Breath like there's no
tomorrow.

They stand stock-stilllike statues by
shrines and such-like, then pounce on
anyone careless enough to approach,

NORMAL DROP: narspiciaus (1/32)
b .00 .8 88

ACTIONS: attack, Cool Breath, Buff
REGULAR HAUNTS: the Bowhale, Wyrmtail (eastem, nighttime), gratta

RARE DROP: resurrock (1/126)
Yok Aodok ok

MATERIAL FAMILY

[ir [ we [ i | oer Jnoun] ovn [sowca

236 0 155 1 200 99 1500 172G

They pump their massive bodies full of
power, then pound the ground. Cure
quickly if flattened by their frightening
feet.

They heard on the breeze thatthere's a
sanctuary for statues atop the Heights of
Loneliness, and are keen to check it out.
NORMAL DROP: fiintstone (1/16)
ok ke ok ok A
ACTIONS: attack, critical hit, stamps with giant foot. Psyche Up
REGULAR HAUNTS; the Bowhole, Wyrmiall (eastern), grotta

RARE DROF: resurrock (1/128)
e ek e oA

I . TR
e

[ e T we [ | oer [aoumy[ ewen Jooweas]

126 a8 15 140 146 500 3366

Jangling bags of jewels, each of which
has the power to render its foes unable
to act. They can also carry off a Sultry
Dance.

The first goodybag was migde by 8 major
sage as a birthday gift for the kindly king
of an ancient desert realm.

RARE DROP: pink pearl (1/64}
Ak ok ok ke

NORMAL DROP: brighten rock (1/16)

ook ek oA &

S: y 0 Fiezle, Kasap, Fuddliz
ACTIONS: attaik, Sulty Danoe, Fiezle, Kasap. :
REGULAR HAUNTS: the liugazar Flalrs. hve Bowhiple, groto 5

: HAUNTS: Weiann, Ww—rwuw [nighttine), the Bowhole, gate

-"I.;
ihe
g
]




them wi s
\want to go stepping o

RARE DROP: gold b {1/256)
ARk kK

MRMAL DROP: dragon scale (1/1 6

Ak R o
attack, slazhes with claws; figree fire, Psyc!

:gmi ;;’3 whole, Wyimtail (eastem and west

I A [ N CE

§ w f00 2 1790 4620 | 406

Their defence and speed are pretty im-
pressive, but nowhere near as ama‘2|ngr
as the amatnt of experience they give!

They're constantly striying 10 segwhu
can last the longest wnhout‘ gming !
hacked and still succeed in'scarpering.

NORMAL DROP: agility ring (1/32}
ok ok ok

ACTIONS: atiack, floe, Bang
REGULAR HAUNTS: the Bowhole, Angel Falls area (high around), arotto

RARE DROP: depressing shoes (1/128)
ook A Aok

DEMON FAMILY

(e e L anc | oer Jacam] e Joow o)

196 18 W0 185 1 138 1240 1526

They blow Flame Breath from their
nostrils, attack with pure, undiluted
rage, and use Multiheal to be even more
annoying.

They're sa short-tempered that their
continuous tantrums have turned their
skin'an angry shade of puce.

NORMAL DROP: magic beast
L8 8 0 & 8%
ACTIONS: g
Rf(iUiARfAUNTS We Wormwaod (islet), the Lonely Coast, Wormwood Canyon, Wyrmtail {eastern), Wyrmwing, etc.

RARE DROP: sized of I (1/256)
0.6, 8 8 8 & 8 ¢

on target, Multiheal

65 it and stax

e

 BEAST FAMILY

e L ur LT ows aounv] oen ] sotocan

251 8 Y 165 164 124 1380 160G

Chilly Breath and Stomp make the whole
party suffer, and they're not afraid to
throw their weight around either, Fry
them with fire.

As pups, 'they‘re cute and cuddly and
covered in-the same fur as their manes,
but they soon grow inta grizzly grown-ups.

NORMAL DROP: 14yt st

Sekekok RARE DROP: ragig ruby 1 /64
S ook e e ek

ACTIONS; &

tack, Cool Breath; pounds grour

e Cainyon, Wy

REGULAR HAUNTS:

sentite party)

M2l feastem and wester), geotto

RARE DROP: fowl fan {1/84)

NORMAL DROP: [ava lump (1/32) B =

Fokkk kK

: attack, flee, fiarce fire, Fuddie ;
::::&: mms. Qcaan 3, Wymntail eastarm), Wyrmwing the Mmam gmma :

CYCLOPS

RARE DROP: fur vest (1/128)

Jokok kA kok
REGULAR HAUNTS: Western Wormwood (islet), Wyrmtail (eastem;
and western). Wyrmwing, Wyrmneck (eastern and westem), etc,

b 2.0 0.8, .4
ACTIONS: attack critical hit

158 CUMULUS REX

RARE DROR: lighting s
L2228 2.2

NORMAL Dnnpzmuédemau(ms;
Fookedekok & A

ACTIONS: attack, lightning (attacks eritire party), Magic Barrier
REGULAR HAUNTS: Ocean 3, Wymtail western), Wyrmsmai, Wymmneck {eastem and

159

¢ - e

NCRMAL DROP. fockbomb shard {1/16
“ ard (1/16)

koo ok sk e

ACTIONS: attack, titical it

Kerplurk,
rins maliciously (misses turn)

REGULAR HAUNTS: )i
(iwestern), Wyrmsmauw,
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Their HP's nat so hot, but these burning
bags can turn up the heat with their bak-
ing breath, and sumnion live lavas too.

Armoured chariots that are bolstered
even further with Buff, then battered at
‘breakneck speed into the enemy.

They're huge fans of hot faods, and walf
down anything, living or dead, if they like
the look of it.

The dn’yers tried to paint cool designs
anto their carts, but they hated them, so
they had to clean them off.

1/16)

MAL DROP: fava lump RARE DROP: softwort (1/64)
'fi*ﬂ** Fok kA

\ ACTIONS: attaick, fierce fire, Buming Breath, Inferno, calls for backup (live lava)
REGULAR HAUNTS: Wyrmsmaw, the Magmaroo, grotto

n ore (1/32) RARE DROP: handrills (1/64)
Jodod ek Ak *****n*r: =

ACTIONS: attack, charges party (knocks down entire party), Kabuff
REGULAR HAUNTS: the Magmarao, Cringle Coast (islet), Urdus Marshland (high ground], grotto

MATERIAL FAMILY

[ve T e {anc [ oss Jaoun] oven Jsomom

300 0 175 210 99 1700 1746

ELEMENTAL FAMILY

I T T A T I e

165 24 1400 186 124 1620 106

Though weak against wind, these stony
souls can weather a storm of blows
before unleashing a cataclysmic critical
attack.

Malten masses that frazzle foes fever-
ishly with Frizzle, but won't last long if
attacked with ice.

The spirits of those wha trip and fall
into volcanoes, They murder mortals
in search of substitutes for their burnt

If you ask them which monster has the
most mates, they won't hesitate to sug-

gest their own big-headed, bricky selves. bodies.
- 'NORMAL DROP: fiintstone (1/16) RARE DROP: mythril ofe (1/128) NORMAL DROP: lava ump (1/16) RARE DROP: magma staff (1/128)
i Tk ko 2.0.8 8.6 8 & ¢ oA Aok A ook ok ok
ACTIONS: attack, eritical hit, Psyche Up, Forbearance ACTIONS: attack, Defend, Frizzle:
4 REGULAR HAUNTS: the Lonely Coast, Wymnwing, Wyrmsmaw, Wymneck (eastem and western), the Magmaroo, etc REGULAR HAUNTS: Wyrmsmaw {bagma calls to battle), the Magmaroo, grotto, ete

FAMILY
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162 0 AquaTic RamiLy
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304 180 182 101 1800 160G

These super-strong sea serpents have Dragon dragoons and masters of fire.

ip wi i it i ir friends are never
i sunk many a ship with their ear-splitting Fiercely loyal, their frien 2
zfﬁ” roars and brutal hot and cold breath. faar”céfj, and always come running when
o called.
e

Sailors say that if you hear the song of
the seasaur on a stormy night, you'll
never setfoot on the safety of dry fand

Their flame-red bodies are clothed in
fire, and they incinerate anyone insane
enough to approach them.

ST again.
L a bea ) NORMAL DROP: dragon scale (1/16) RARE DROP: bandit blade (1/126)
igon seaile 1/16) RARE DROP: magic beast hom (1/64) ; ;
Aok ook ek k ey ek Ak
e fece i, ool Breath, War iy ACTIONS: attack, call for backup (mandrake marauder)
e ARHAINTS O, g5t ' REGULAR HAUNTS: the Magmaroo, grotto BV e b e b
- I —— e

MATERIAL FAMILY

18a 0 162 © 295 as 2100 144G

ELEMENTAL FAMILY

T L anc | o [ ] oven Jowcu

125 = m #1565 145 17 960 108G

Their igneous bodies are helluva hard,
but their HP's not 10 hot. If one musters
its strength, batter it befare it blasts you.

They used to be full statues, but they
ware blasted to bits when the Magmarao
erupted, and only their heads remained.

Super-heated clouds that travel in packs
of Flame Breath-firing mayhem, trying
10 turn allto ash. Sometimes, they even
attack wice.

They see the clouds of the sunset sky
a5 their mothers, and can often be seen
gazing heavenward in times of trouble. . -
128) NORMAL DROP: miorstone (1/32) WAL AP
‘ RARE DROP: flam shield (1/128) ot ‘
P‘ | e ACTIONS: attack, squisties party urider great welght, Psyehe Up, War Cry
r

'&u““ Ak S fug, i By 5 Coast, the Magmarao: g
MAUNTS, g 0 4 REGULAR HAUNTS: Khiaslo Coasl o0

< *Ssakat Gt (ayiine) Wymal (westem), Wysrsmav: nightumel, Wi o

RARE DROP: tough uy taton (1/128)
" Coagutain (1/22)
* ok

ek, the Magmara, elc




RS 1Y L R Rl R

o sapyour
wateh out for, Hard to harmwit
or fire.

1o tieory suggests that th
‘ﬂﬂ: ﬁmblwﬂ‘mdgl ol
way of most magma an

RARE DROP: Hephaestus’ flame {1/128)
P et s

i hand, fierce fire, Boulder foss, Psyche Up

NORMAL DROP: liva i (1/161
'S &t S
ACTIONS: attack, hits hard with gt

8 A T I T

109 2200

1206

M5 12 1208

These venom-vemiting dragons see
humans as mere worms, and absent-
mindedly squish them as soon as they
see them.

Even the purest of plants a.rg-prﬂ_ge_sssd
into powerful poisons in their terrifically
toxic tummies.

RARE DROP: dragon scale (1/16)

b 8.0.0.0.8 8 ¢

y (attacks entire party), Venom Mist, Party Pooper

jaytime), thie Lonely Coast, Wyrmneck (eastern and westem), the Magmaroo. grotto

NORMAL DROP: emerald moss (1/16]
Fook e e e ok

ACTIONS: artack, flee, massive s
REGULAR HAUNTS: Pluy

AQUATIC FAMILY
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2700 926

| e [ we | ai ] oeF |

600 28 200 220 126

Devilishly devastating dinosaurs that
cast Crackle and breathe fire, and can-
not be bested with bog-standard blows.

Longed for loud colours after decades
spent in the dim depths, and tried to jazz
themselves up, butto underwhelming
effect.

NORMAL DROP: dagon scale (1/32)
e dede ek e

ACTIONS: ariack, Crax
REGULAR HAUNTS: ()

RARE DROP: watermaul wand (1/126)
Fok ok kk ok

stecn), Oubliette, Westem Wormwood {high ground), aratto, etc.

Z0MBIE FAMILY
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% 6 148 1m0 4 1380 122G

They specialise in toxic attacks, and in
nansflxmg all and sundry with Multi-
thrust. Fight them with the light.

Their dream is to bring together walking
corpses, ghouls, and other undead allies

for an all-zombie party of
‘ epic pr -
o~ tions. i
NORMAL DROP: rrusiky ¢
it R;n;ur(f: ::ul..:im?m
ACTIONS: sack, poson attack, Mulithiust
REGULAR HAUNTYS: (1car 2, Upover event, the Gittish Empire, Git

tingham Patace, grona

MORMAL DROP: toad ol (1/8) **ﬁ:ﬂ& sm;mmﬁm
S 8.6 3 8 &4 ok

NG atack, Sweet Breath; Pincushion, Wle ; :
:Ecsn;m ua;j:mmm I s, ighttie), e Gitish Exmpie, Western Cofficveel i oy,

173

DARK SKELE
- : [ [ e Lol oo ],

RARE DROP: start suit (1/128)
otk kok ok

NORMAL DROP: evericloth (1/32)
Fok o g e ok

ACTIONS: attack, Blunit, Kasap )
REGULAR HAUNTS: the Gittish Empire (nighttime}, Gittingham Palace, Cringle Coast (isle),

Marshiand

174

NORMAL DROP: iron nails (1/16)
ek ke ke ke ek e kok
ACTIONS: attack, bow atfack, Kacrackie Slash, violent slash k, laser

REGULAR HAUNTS: the Gittish Empire, Gittingharn Palace. the Tower of Nod, the Djust Desert|

RARE DROP: seeid of agilty (1/256).

NDRM DRO;~ [nagic beasx hidi :

3 e {116
ke ke e e ‘
ACTIONS: atiack. fi i
i ;A :; lee, fang bite, War Cry, Double Lp

@ Gitish Empirs, the Djygy Desert (high ground) |




MATERIAL FAMILY

Lir T Lo Lo Dioun“brer Jeo o]

190615820 17 w0 bag

3% 15 18310 101 2100 G Y "

‘Unfair foes that send enemies into a
slumber with Kasnooze, then upset theijr
attacks by snapping their weapons.

Heavy toad tanks that pound enemies
with poisonous rounds, and whose
tongue lashings would make even the

Their ohig-white armour is coloured toughest tremble.
crimson by the gouts of gore that
el Mictimsgthey ro-&qm I Ian%uSh Their favourite foods are gunpowder and
3 vanquishing. bombs, but the beam-blasting killer ma-
e & chine has had them licking their lips of late,
15 i RARE DROP: seed of defence (1/256) i
NORMAL DROP: magio armour (1/128)  toad oil (1/8) RARE DROP: panacea (1/64)
Stk kA kK ek e Aok ok Tk Ak ok & ****fnfi ]
\ ACTIONS: attack, AttackAttacker, Kzsnooze, calls for backup (cureslime) ACTIONS: attack, Cannon Frogger, Veromissile, big lick (entire party miay become inactive)

REGULAR MAUNTS: the Gonress, the Gittish Empire, Gittingham Palace, Wymtail high ground). grotto, etc. REGULAR HAUNTS: Gittingham Palace; the Djust Desert (high ground), Hermany (high graurid, arotta

ZOMBIE FAMILY

[ ie [ e [ anc | oo Jaaum | ooea Jcowom

26 3\ 61 W6 130 2180 1806

% EZINGFOG = ELEMENTALFAMILY

[ L Lonc [ oo Jsoum] oo Jeowcan

126 10 126 156 162 1360 1206

Filim
‘WIEE.@ Savage syowclquds that control the Destroy these dastardly masters of
L cold, are impervious to ice, and can call Freezing Blizzard first so they can’t zap

forth a fog to deepen their defence. everyone back to life with Zing.
They may look soft and fluffy, but there's

a Knightly nightmares, they're forever
a hard, icy core at the centre of every

barking orders at their stenchurion

one. flunkies, who obey without question.
i ' : INORMAL DROP: ice crystal (1/16) RARE DROP: sage’s elixir (1/64) NORMAL DROP: sword breaker {1/64) RARE DROP: dark shield {1/256)
Tk dok Ao Fedk ok ok ko ke ko ke Fodok kokAok
ACTIONS: atrack, Cool Breath, Mist Me, Psyche Up ACTIONS: attack, critical hit, Attack Attacker, Chilly Breath, Psyche Up, Zing
REGULAR HAUNTS: (cean 4, the Gittish Empire (nighttime), Gittingham Palace, the Tower of Nod, grotto, etc. REGULAR HAUNTS: Upover event, Gittingham Palace, Oubliette, Western Wormwoad (high grourd), grotto, et

_ ZOMBIE FAMILY

(e L v L [ os Jsaun] ovor Janocul

186 75 143 1% ¢ 143 = 1680 656

178 TUARDIA MATERIAL FAMILY

N A T

285 0 160 755 | 102 2040 1826

Normal blows won't blemish these They foil magic with Fizzle, slashspell

g;’v blighters” bodies, and those who aren't revsista:c: :;/;tt:m ?;;’SSV Ln;:;vemmm and
¢ aF quaking before they save up a Stomp will stirup )
o Badnce lancsl Recently quoted as saying: “wE I\:i%HT
# They hold their arms aloft in preparation ESP;T%E:;;W?R?SE%%:& iEs,
W for holding on tight when they finally get it
f": W o the chance to ride the Starlight Express.
i NORMALD ] AL DROP: prestesss pinafore (1/128) "RARE DROP: seed of therapesis 1/256)
. IROP: tesrock (164 . rasat atore (1/258) NORM f
e i riliorio A KAk kKKK Ak Ak
i ACTONS: iz, stanps it giant fost, pounds ground (attacks entire p ACTIONS: attack, Fizle, Swoosh, Diving Infenvantion

Coast islet) Urdus Marshtand (high ground). gratto

olind), e REGULAR HAUNTS: Gittingham Palace, Oubl

el _— o

i HAUNTS: the Girtish Emyire (ighttimne), Gittingham Fala

HUMANOID FAMILY
DEMON FAMILY

T Lo | oo Jacur ] oven Toonca

& 10 e s % o200 96

P T e | oer Jsawn o [comom

206 yal 153 188 178 1960 1876

They sweep enemy attacks aside in one
smooth moverment, then spin araund to
smack hack the next. Weak against light.

Super-sized swingers who can sma ck'
foes into next week with one whack of
e Wendering assassins gmpiayed by the

Empire. Ordered td obliterate all who at-

X i itfits on ?
They sometimes put their furry ou e entar he Imparial stranghold.

back-to-front in the bleary hou:s-of early
moraing, but no ong ever notices

’ m i RARE DROP: dragon il (1/126)
W : ' ; NORMAL DROP: sdcred ¢ s (164 ot
gl WARE DROP: boorer brgly (/04 f it
’ " : spin attock (attaiks entire pany)
f J % A ACTIONS: attack, critisal hit, spin @l l‘u g PR
= bk, i) bt Aaughs (sses Win), swings, inississ; and falls dowr i oM k. o gt
L i oy e, Oubligtie. tha Toner Jf o, Hemasty [N RE! AUN -




"D DROP: sloefing hitigcus (1/16]
RARE DROP: skull f0g {17266 ***** e

" : goling 1/32 FRK i Snoore
NORMAL DROP: b (/5 bl ACTIONS: ik, Sashs ih laws : g
o . tho Mighty, Wasterr Waxrmssimod (high grovine 4
Fokkok Ak kek nmmmummﬂ,oummmmm‘ ; 1 .

. . i Barrier 2
JeS l,”‘:;:‘-:':‘,m(‘:‘vrr‘:’j\v ::: ;\1‘&1’::‘;:(;) Qublistte, Ondor Clitks {high groundl. grotto
REGULAR HAUNTS: Ocod y .

M DRAKEMARS‘HAL DRAGON FAM -
8 A I A ) N D

e o4 1630 212 152 | 200 140G

"GENIE SAN

. ’ h reEe
Fierce fighters backed up byan array of
s:mportgpcllg They look scary, but don't
do well against death spells.

They studied with the wight kings:to
learn the ways of wizardry, gm; are.
always up for improving their abilities

further. g - N ; ' - = e
@ " sail hes (1/128)
/12 NORMAL DROP: prayer ring (1764} RARE DROP: sairt’s s
sl teaiioniis utivaradan e

AGTIONS: attack, critical hit, Gritty Ditty, Kerplunk Dance, fluffs around (misses turn}

ACTIONS:anae, Sl AEGULAR HAUNTS: Wstern Coffinwel (slet) Reale af the Mighty, grotto

REGULAR HAUNTS

sstem Coffinwell (high ground), Eastarn Stormway fistat), etc.

MATERIAL FAMILY

W 1w L] o Jiown [ oo Tooucm

188 0 181 262 98 2280 1326

Steely devils that harm with Helm Splitter
and Double-Edged Slash, and like to
protect their pals. Don't [et them cast
Kabuft.

They're possessed by the souls of sol-
diers who sacrificed themselves for the
sake of Godwyn of the House of Gitt.

S s =
NORMAL DROP: 110 ore (1/16) RARE DROP: Hades' halm {1/128) NORMAL DROP: thurtderball (1/16)
ek e e ok ek ok Aok kok R0 8 8 & 8 ¢

ACTIONS: attack, Holm Sl

By, Double-Edged Stash, Kabuff, protects another monster from attack ACTIONS: attack, terrible lightning (attacks entire party). Weakening Wave

), Wyt hground), grotto. REGULAR HAUNTS: Realm of the Mighty, the Tower of Nod, grotto
e ———— e —

ubliette, Wastern Wormwood (high gre

DRAGON FAMILY

e Tw LT oo Tooum | ovon sowca]

218 ] 2 1 2500 1886

Shalled fellows who are no suckers, and
can send back spells with Bounce and
push back attacks with Pincushion,

They're famad for being fearsama, but at
home, thay like nothing more than ralling
over to have their turnmies ticklad,

NORMAL DROP: tortoisa "
* t**‘;’" ! WARE DROP: draciol sca (1735 g )
ook ok & K ':";MALDRBR dragon scale (1/16)

) (uttcks otire pary). Bincushion, Baunce Ok ko "
J ACYIONS; 114

k. fierce fira, Ik
REGULAR NAUNTS: gatr. o 1

ACTIONS: ittsck, eritiea it
REGULAR HAUNTS: 0,




6 8 1212 119

Stupidly strong, stamina-heavy, and
shightly sfapdash smashers who can be
licked with lightning.

Some say they're massive sports fans, so
much so that they named their race after
their favourite team.

NORMAL DROP: st 770 {17541 RARE DROP: ace of clubs {1/122)

SRR EEEF Sk g Kok
ACTIONS: ztizck, otz hit, SEampts it geant fo01, Swings, misses, 2
the Wfighty. W et f Stomway lislet], the Tower of Nod, etc

BIRD FAMILY

I I T A T T

1% 10 146 W3 167 460 146

ey :

atey Their whirlwind speed allows them to

by attack twice per turn, wards off wind
spells, and makes them masters of
Swoosh.

fi“‘ Big fans of clean air and a fresh breeze,

oy they are keen climbers, but don't care for

by Upover an account of its close climate,

MORMAL DROP: crimson coral (1/22)
b2 s &880

ACTIONS: sk, Swoosh, cail for backup (belisha beakon)

REGULAR RAUNTS: Fezim of the Mighty, Ondor CIiffs (high ground), grotto

BARE DROP: red fights {1/1
sk ok ok Ak

194 CHARMOUR MATERIAL FAMILY

I T T A T R
20 50 m 0 134 2450 1926

Enchanted suits of armour that are
well-protected against all manner of
magic, and can cast sleep. Attack them
with earth.

Their armour isn't made of iran, or even
platinum, but of crystals of concentrated
conjury, which give it mighty magical power.

l i
WOBMAL DROP: rcesic aomcns (1/77)
ok bk f

ACTIONS: stk 55025

RARE DROP: halberd {1/128)
e e Ak ek

e ———

HEGULAR HAUNYS, Fesiy of e Mighty, grotis

195  CURESLIME Z £ SLIME FAMILY

. U T Lo T oo Taoun oo Lanocu

120 158 1676

172 143 1350

Kind-hearted slimes who care more
about curing than killing. Commonly

called o by the similarly coloured lethal
armour.

They'd love to help travellers with heal
ing spells too, but they e terrified of
being toid off by uptight king simes.

;

M % m

%2 W @e

G

Kings among trolls, they might be big
dunces, but their insane stamina.
than makes up for it. i

Thiey use their strength to keep the ofher
trolls down, but can't quite it their heads
inta their tiny crowns.

NORMAL DROP: special medicine (1/72)

RARE DROP: rarsiners syl (17129
ey Cel Ul (17128)

Fokodkok ok e

ACTIONS: tiack. oritical fit swings, messes, and falls down, taughs imisses e

L 1w | ox | oo Lucu ] ora Leosca]

26 9 183 1B 180 7o 1845

Masters of most forms of magic, who
are admired by many monsters, and 1
cause chaos with Kazing, Kasnoocze, and

Zammie. |

They like 1o joke that studying all the
spells in the world takes a lot of “co-
brains” because it's “cardinally hard.”

|

NORMAL DROP: Frzzle-retardant biouse (1/128) RARE DROP: eifin eliar {1/256)

Yedkod Aok ok Kok kA Kok
ACTIONS: paralyse attack. Kazam, Zammide, Bource, Kasnoaze, Kazing
REGULAR HAUNTS: Realm of the Mighty, Westem Coffinwell (high ground), Eastem Stormwvay (islet), grottn i

BIRD FAMILY

198 PRISMPEACOCK =

RN - . ' [ o [soun] ovos [cawcu)

286 4D 171 24 01T - 2300 1686

Brightly coloured, burning birds that
fry all foes with their Flame Breath, and
cremate those who confound them with
Kafrizz.

People say that aging prism pgacocks
throw themselves into velcanoes ta be
reborn as cosmic chimaeras.

A
NORMAL DROP: lunaria (1/32)
ek ok ok
ACTIONS: attack, fiesce fire, Kafrizz
REGULAR HAUNTS: Reaim of the Mighty, Orclor Cliffs (high o

R .

RARE DROP: tint-tastic tutu (1/256]
ek ok ek &

nd], gro

ZOMBIE FAMILY

[“ir | wr [ an [ oss [acuwn] even Jooow]

25 48 185 2250 169 © 2980 & 1826
Emperors of the undead who can q-snd
friends with Fullheal, batter foes yvm‘l
critical blows, and smack hard with

Kacrack.

Cruel kings who forced their followers to
travel with them into the upderwmld s0
their kingdoms could continue.

RARE DAGP: skull helm (1/2561

Jnacaa (1764) g ok &k
SRR s ek ok it
ko f ok 2
ACTIONS: attack, orilial i, Kacack Mangheal
\ Cast {istat], irdiis Matshiand thigh ground], grotta
MAUNTS b5 i £ e s igroudl B REGULAR HAUNTS: Rsln of the Kighty, Canghe Coast (st U shiaod high gy
[ —— o et o il o bl Realtn of e Mighty: Angel Pl &35 =
h ¥
G e e sl sl LS




some belish
mountains

RARE DROP: densifivm (1128}
St ek ek

NORMAL DROP: diagon s
P’ 8.8 8. S0

ACTIONS: attack. stashas with claws, Inferrn, Swoesh
ialen of the Might

antit, Newid 1ste

8 A T T

3400 187G

35 0 19 2 178

Beasts whose burning rage causes them
to spit flames and cast Kaboom. Pro-
tected against pymtenhnical:techmquss.

The weeny wirgs on ﬂleir_back; bloorm.
into spectacular, sky-soaring sgils when
they return to their hellish home.

NORMAL DROP: teirible tatton (1/16] RARE DROP: raging bull helm (1/128)
b8 8 8.0 & Fok oAk oAk

ACTIONS: attack, loses it and starts on target, fierce fire, Kaboom, Psyehe Up

REGULAR HAUNTS: Aealm of the Mighty, the Tower of Nod, Eastem Stormway {islet), gatto, efc

§ ELEMENTAL FAMILY

Cvr e [ | oo Jaoun] oo Jcowean]

¥ 0 195 0268 104 3200 1726

Should be fried with fire before they.
induce indolence with Sweet Breath and
follow up with Freezing Blizzard.

Ice elementals born from glaciers. They
absorb treasures left by fallen adventur-
ers and stash them inside themselves,

RARE DROP: reset stonie (1/256)

e K ke Kok Fode kK kok
ACTIONS: artack, hits hard w Breath, Chilly Breath

REGULAR HAUNTS: Real

). Urdus Marshland (high ground), grotto
e,

BEAST FAMILY

b Lwe | | ose Taour[“con | sowcan]

80 32 208 2 1% 3600 1956,

They enjoy attacks that dama i

| ge all enemies,
like Party Pooper and Boom, and like torub
Itin by whistling at weakened foes.

Believed until not lon
9 390 that the
could change forms by huld‘mg thei"r’

tridents aloft and shouting out ™ T8 -
i g aans

NORMAL DROP

ek A k4 RARE DROP: partisan (1/178)
ACTIONS: attack Boom Py p Kdokkkedok
REGULAR HAUNTS: e of
e oniely Coast(high giound), rorty

NOHAL HRBI".m'mi tmedal (1/16] Mor:z‘.ﬂ::m (1128}
Fedo Aok ok Fok

ACTIONS: attaok, citical it ‘Sweat Breath,
REGULAR HAUNTS: the Towver mf Trades, the

MWhack
Bad Cave, the plumbed deptivs, Gittinghiam Pataca, o

RARE DROP:old rosary(1/64)
Fok Aok ek

NORMAL DROP: rii el (1/16
Feded koA ok

ACTIONS: attack, critical hit, Gool Breath, Weird Dance, Whack
REGULAR HAUNTS: the Bawhole, Gittingham Palace, Oubliette, Realm of the Mighty, the Tower of

NORMAL DROP: slimedrop (7/64} ms nnmﬁsl
Ao e ok ke *****:n:;mm

ACTIONS: attack, heavy attack smathers target, Ful i
3 7 rget, Fullheal, Ominiheal
REGULAR HAUNTS: gratto

NORMAL DROP: G-\eeban )
900 pieg
******t Piece (1/18)
ACTIONS: aftack, fios
EGUMKHAUNTS:

, all aflutier (misses turn)
gratta




T S L O

BUG FAMILY

UGGERSLAUGHT

468 35 34 324 6 4pog 1486

These non-stop boppers can ¢rank up
their allies’ Tension with a twirl, heal
them with a handclap, and vogue their
way to victory.

Suffered a crisis of confidence and had
1o reassess their style when the boogie
manguinis said their steps lacked soul.

NORMAL DROP: hezvy handweat (1 /64) RARE DROP: bardic boots (1/128)

B e b0 8.8 8.8 5 ¢

ACTIONS: atack, Eng On {ises Tension two levels), Hustle Dance, Sultry Dance, call for backup (siuggersiaught)
REGULAR HAUNTS: grotto

e

e T Do [ ocr Jnoun] ever Jooocu)

6 40 454 263 B 4880 586

It's hard to hurt these denizens of the
depths with darkness or earth abilities.
They hit hideously hard, but most miss
the mark,

Often sought out by adventurers in train-
ing, as their incredibly durable bodies
make perfect punchbags.

NORMAL DROP: royal soil (1/16) RARE DROP: roguess’s robes (1/128)
Fodokokokok & R 8.2 8 6 & &

ACTHINS: attack, swings, misses, and falls down, laughs (misses tum), critical hit
REGULAR HAUNTS: grotto

COSMIC CHIMAERA
v e 1 inc | oo Jroun] avn Jsowom

516 48 378 396 25 5200 1786

BIRD FAMILY

These captains of the chimaera clan
show their extreme enmity with blazing
breath, and their exemplary amity with
Multiheal.

They have a rather high opinion of them-
selves, and those they meet are unlikely
; B to merit more than a momentary glance.
NORMAL DROP: bighten ok 1/5)

RARE DROP: lucida shard (1/128)
*hok ke e

T K e e ek Yed kAo ok
:V”BNS' atack, blaing fire, Infarno, Multiheal ACTIONS: attack, flee vy attack
EGULAR HAUNTS, o1y REGULAR HAUNTS; the Tonerof Nod groto. 4
SR (I Cde i -
——

e e Tk Lo Tucun ] coun Janoem

= M2 A M s g

Mental elementals that mislead with
Mist Me, and dish out Disruptive Waves
and Freezing Blizzards. Afraid of fire
and light.

Drawn to the battlefield by the scent of
blood, they beckon warriors into the red
: S clouds they ride on, never to return,
NORMAL DROP: mistick (1/32)
ek sk e e

ACTIONS: aniack, Chilly Breath, Mist Me, Disruptive Wave
REGULAR HAUNTS: grotto

RARE DROP: flowing dress (1/64)
oA ek

AQUATIC FAMILY

e T ve T [ ocr Jsoun] o Jsowou)

1244 26 sg4 495 106 5700 846

Woeful whales who singe foes with
Scorch, and whose rancid spines are rank
enough to confuse anyone they touch.

Companions of Lleviathan who made a
pactwith an evil god to remain in the
mortal realm as monsters rather than
be ruined.

NORMAL DROP: glass fit 1/16)
Feddek Kok e

RARE DROP: trident (1/64)
 0.0.¢ 8 & & 4
ACTIONS: attack, confuse attack, blazing fire

REGULAR HAUNTS: grotto

IME FAMILY

[ e | we | i | oer Jacury] exven Joowcan]

16 0 318 512 349 120040 B0G

Big bundles of shiny joy whose ample
insides hide the ingredients for an
ineredible experience.

They admire a certain medal-mad
monarch, and like to collect mini medals
from their mini metal friends te mimic his
methods.

NORMAL DROP: slime r;vown(?/ﬂrﬁl RARE DROP: arichalcurm (1/256)

b e o & b & 8.4

BEAST FAMILY

663 w513 563 95 5500 756

They pound the ground, toppling enemies
all around, Then, as if that weren't enough,
they clobber tharm with Kaboam as well:

Demons once worshipped by @ long-
forgotten civilisation. They granted
wishes to those who made sacrifices in
their name.

:*m aw "mu":m‘m“‘l‘/‘ RARE DROP: holy famail 11/128)
ok b L Behotodel
SN . i it o i

SLIME FAMILY

I T N T N T

@5 72 S8 S12 3% BN 1846

Supreme slimes that voze class, and
whase incredible strength and insang
speed are second only 1o those of the
gods.

They may see themselves as supqrinr to
slimes, but they still return to see in the
new year with their boyncy brethren.

RAHE DROP: Pallium Regatis (1/256)

NORMAL DROP: falcon blae (1/178) ke sk Aok

e ke e e ke
ACTIONS: arack, killer sombo, Fullheat
REGULARHAUNTS: groto e R 0

Rt e TR TS ST

W R TR R Tl

- |



/256)
‘AARE DROP: friendlyfan !
ok d ok kK

NORMAL DROP: horse manure (178}
B &t kol

ACTIONS: attack, blindind fight (attacks
REGULAR HAUI

entire partyl. Lullab-Eye

A R A T

w0 0 606 70 92 6900 986
These reptilian regents can bring agfwn
bolts of lightning and exhale qusts 0
flame, but aren’t wild about water or
darkness.

Supposedly, when wyrtles souls depa
th;\? bodies, they are absnrheg‘by won-
derwyrtles, and earn eternal life.

NORMAL DROP: tortoiseshelt {1/8] RARE DROP: dragon shield (1 /64)
28 0.8 8.8, 08 88 8 8.0 8 8.1

ACTIONS: atiack, apocalyptic lightring (attacks entire party), blazing fire

REGULAR HAUNTS: grotto
#—W—_’M——_———_‘_—

BUG FAMILY

L we | | oer Lsoun ] oves Jcowcan]

g5 0 595 625 302 6800 16896

They wrap their victims in sticky silk,
then smack them with a stinker of an
attack. Firmly insulated against fire
attacks.

The reincarnated souls of spurned lov-
ers, they spend their days as poisonous
spiders weaving webs of eternal woe.

NORMAL DROP; tangleweh (1/8) RARE DROP: rogue’s robes (1/128)
b 8.8.8 8.6 6 ok kokk

ACTIONS: attack, critical fit, weaves web target may become inactive), Psyehe Up
REGULAR HAUNTS: grotto

522 % 40 516 129 460 110G

As strong as steel, and with horns hard
enough to hew rocks in twa, only the

toughest can best these heavyweight
beasts.

They might look pretty po-faced, but

they're actually rather amiable, even if
: . they do like to live alone in quiet caves
NORMAL DROP: miagic beast hige 73z :

s R:Rio:ﬂ::riu::nu-urwiﬂ
ACTIONS: atfaick. ground atiak (st

B VONS: attack. ground attask attacks antine party), etarges at full palt, Psyckie Up

EGULAR HAUNTS: giong i}

NoAMAL DROP: simestop (1/3) Feede ke

= e

N T T A T S e

Fedegeokokok
ACTIONS: attack, squishes partyunder
AEGUUAR HAUNTS: grott

great weight, hig beam blast (attacks ‘entire pany), Miltihest

221 FREAKYTIKL

Sk

ok
RARE DROP: boss shield (1/128)
Yootk ek

NORMAL DROP: terrible tattoa (1/32)
Fededodokodok

ACTIONS: attack, Burning Breath, Eerie Light, Dazzleflash
REGULAR HAUNTS: grotto

o

NORMAL DROP: iron mask (1/64) mt DROP: ruinm;a shielel(1/256)
b 0.8 6.8 8 & 4 ek dede e ek

ACTIONS: attack, critical hit, Multistash, Whipping Boy, Bounce
REGULAR HAUNTS: giotig

223 BOABISHOP
r T |

533

NORMAL DROP: iz
kg ek
ACTIONS: attack, great

s hat (1,/84)

dal wave (attacks nfirg party), Luflaby

& A 4 . T -
- !“QA z 3 ”"Ef“ A’ % “aad f T

REGULAR HAUNTS: ga1ty




BUG FAMILY

B - [ Lo Loc Lounl oo Toos i
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Magic helps make mincemeat of these
‘mechanical web weavers, who mainly
make use of mucus-based ammo and

dazzling rounds.

;Sec;jetwea pons assembled by the
Empire, they flit just as fast up and down
cliffs and ravines as on flat fields.

RARE DROP: handrills {1/126)

L DROP: mu (178
e Fook A

Stk
AGTIONS: attack. Kabuff, Snot Shot. Flashbang Wallop
REGULAR HAUNTS: grotto

e [ o [ anc [ oo Jacun] oven Joowom]

1246 135 525 556 43 | 6200 1956

; They may be made of a muddle of bits,
1 but these fast foes attack twice and cast
& Kaboom, Bounce, and Feel the Burn.
% The Grand Architect, Zenus, created
3 them to massacre the mortals, and they
Wi faithfully follow his orders still.
NORMAL DROP: mimorstone (1/32) RARE DROP: demon whip (1/64)
Fokokokok & b 8.0 6.8 6.6
ACTIONS: slashes with claws, attack, Bounce, Kaboom, Feel the Bum
REGULAR HAUNTS: grorto
= - e s e

SLIME FAMILY

[ T ww | oo [ o Jacaum | o Joowom
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They await adventurers with a graceful
grin, then maul them with Magic Burst.
Immune to all magic.

These shining slimes were long sought
by adventurers, thanks to a tale that told
of all they touched turning to gold.

NORMAL DROP: g0 b 1/126)
A Kk ke

AETIONS: aifacy, fiee, beams g
REGULAR HAuNTS: oty
~tastany

RARE DROP: orichalcum {1/256)
b & 8.8 8. 8.8

fatiously (misses tumj, Magic Burst

MACHINE FAMIL

[ e Tanc Toee Taoun [ aves Teoncar

9% 0 s a9 124 6800 2166

Reinforced robots that render attack
impossible with a blast of blinding light

i then slice foes silly.
4
i They secretly scrape shavings off gem
j slimes to repair their gold plating when it
p{ gets patchy.
B o :
f ke :W' ot ber1/128) RARE DROP: heay hatchet (1/256]
ACtiong ot Jedc e dk oK
W;:‘:n;;‘r;::x violent sfashing atiack, kultistash, Dazzlefiash

MACHINE FAMILY

Lo Toe Lo Tioun oo o]
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They shoot showers of anrows, slice
‘savagely with their swards, and uge any
means available to annihilate enemias,

Brainchild of a scientist who made
many weapons bafore crowning his
career with these massively murderous

machines.
NORMAL DROP: mythil ore (1/32) RARE DROP: by
" brawfinig bymie (17128)
ook ok Aok A ke e ek e :
ACTIONS: attack, critical hit, viotant slashing attack; bow attack, volles |
8 4 3 volley of arrows (attacks 7] |
REGULAR HAUNTS: grotto e {
SLIME FAMILY {
e [ we [ ] og aoun | exven Juowoan) ;
D W B6 S S5 U000 10006 ‘
The unrivalled experience of besting |
these hard-to-hit, Dazzle-dispensing dia- |
mands makes them a dream come true.
They spend their days off with their |
metal king slime mates, gazing rapt at
their reflections in their buddies’ bulbous |
bodies. |
NORMAL DROP: piatinum ore (1/8) RARE DROP: seed of skill(1/256)
b 2.0 8.0 6 & 8.0 8.6 & & ¢
ACTIONS: attack, fiee, Dazzle
REGULAR HAUNTS: grotto |
£ 1
FAMILY |
[ e [ e | ar | e [aciury| exeen | cowcas]
48 90 3% 3w 28 470 1566
|
|
They wander the world searching for |
souls to consume, believing that each v
victim’s cry of despair makes them ever :i
more beautiful. 1

Made when misunderstood maidens, bit-
ter at being badly treated, sell their souls
to become beautiful beasts.

NORMAL DROP; spangled dress {1/16) RARE DROP: fercing frock (1/128)

koo ok ook A ok ok

ACTIONS: attack. eyes flash (attacks entire party), Kacrack, Victmiser

REGULAR HAUNTS: Eastern Stornway (islet), grotto 3 5 i

They render victims helpless with Decel-
eratle and Kasap, then swoop in 1o swipe
their souls with their savage scythes.

Took on their innocent, doll-like shape to
Jull travellers intaa false sense of secu-
rity. Their true form is uiterly hidegus.

g b : blessod boots (1/128)
NORMAL DROP; ministers mittens {1/64] RAHRE DROP: bh;:m* ks (1
koo ke Aok Hokok koA
ACTIONS: attack, Blunt, slices with ¢ ythe twice, Spooky Aurs. Decelpratle, Kasép
REGULAR HAUNTS: grotto i y REEs

oo




Nl\‘Mﬂl DROP: mitre {1/641
S 8 o b.0.8.d
ACTIONS: attack. Kazam, Kathwack, Kafuddle

‘RARE DROP: surotce (1/128)
P i tatad

P we L | o Jroun ] goce Laouocan

wmmmmmﬂuﬁ

jies into inaction with a
'mevs!un-enewesmtpmanngn tha
sickening cry, and must be whipped with
wind if they cast Kacrack. ‘

Born from the tales told to terrified
children of malicious mansﬁt_erswha
will come and munch them if they
misbehave.

NORMAL DAOP: resurock 1732
ok A Fkdedekdok
ACTIONS: attack, eritical hit, Kacrack, shocking shriek (eftire party may become inactive)
REGULAR HAUNTS: grotto

RARE DROP: malicite (1/256)

- MATERIAL FAMILY
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Countless careless kids have fallen foul
of these cruel casks, which are inured
againstice and wind attacks.

They love to spend their days off lalling
around on the ground with their lids
open, lapping up the sun and airing their
insides.

NORMAL DROP: mii
e e ok ek
ACTIONS: attack, eritical bit, Dr

RARE DROP: gold bar (1/128)
ook Fedok ok

ain Magic, Whack

L Lve L L os Taoun ] oves oo o)

907 W 5B 4y 36 6200 1046

Snow elementals that could freeze even
fire, and pitilessly tyen all before them to
Ice unless taken out of play.

The souls of travellers Who snuff it in
Snowstorms are set adrift oy sleety

winds to be consumed by the uncommon
cold. .
NORMAL DROP: ice caysta 1/35)
i /3 R:H;DROIM\ icte:dlirk (1/128)
ACTIONS: attqck, 06 icplq fsieir.
REGULAR HAUNTS: (/i

NORMAL DROP: fitstane(1/16)
Fode kA ,
ACTIONS: attack. s hard it tuge hand, Wiy of Parie
REGULAR HAUNTS: groftd

7937 BLIGHTKNIGHT

NORMAL DROP: skull helm (1/64)

b 0. 0.0 8 & & ¢

ACTIONS: attack, critieal hit, Counter Wait, Bounce
REGULAR HAUNTS: grotto

NORMAL DROP: rockbomb shard (1/32)
koo ok ok

ACTIONS: charges party (knocks down entire:party), sends charaeter fiying
REGULAR HAUNT: grotta :

Nummnkomx~ mm.
- hiorsa

ok kg
ACTIONS: o110,
REGULAR Ha e bi’;’”’“ Storm. Bl Sam

{1718)



MATERIAL FAMILy

S12 8 4% s% 9

510 1760
Hard horsemen who may not say much,
‘but whose actions speak louder than
‘words: They soup up sub-par strength
‘with Oomph.

Built by ancient sages who sank thair spell-
craftinto sculpting statues strong enough
‘o smash the soldiers of the underwaorld,

RARE DROP: warrior's sword (1/128)

AL DROP: royal s0il{1/16)
o b2 8888 6 g

F'S &.0.0 Sk
ACTIONS: 2ttack, crtical hit. Oomph
' REGULAR HAUNTS:grorto

BIRD FAMILY

I T I A T R e

548 40 514 58 25

5560 1856

Brutish birds that bring things to a boil
with their burning breath, and drive
enemies dotty with Kafuddle.

S_uppused!v named after world champion
strongman Terry Terrordise, who is said
to have discovered them on his travels,

NORMAL DROP fow! fan (1/68)
oAk Ak ok

ACTIONS: attack, bizzing fire, Hellfire, Kafuddle
REGULAR HAUNTS: grotto

RARE DROP:; flame shield {1/128)
L 8.0 6.0 & & ¢

R . ¢ ELEMENTAL FAMILY

[ T [ e | ocr Jacure] oves Joow

743 2 489 48 319 5600

1156

Rivers run dry, animals die, and the grass
and trees are burnt to cinders when the
scarlet fever walks the land.

These hellfire-exhaling horrors are born
when souls that cannot rest are enguifed
in evil auras. None can rest while they
live.

NORMAL DROP. 12y lumgp (1718}
Kk ks e

AL'TIBNS.anaLk‘
REGULAR Hayp

RARE DROP: fire blade (1/128)
ek o e ok ek

bigzing fire, Buming Breath
TS: Bii

BEAST FAMILY

Cor e 1o | osr Jown | oven Jaowau]

9% 26 535 B4S ns 6200 956

These big-boned fellows are no fans of
magic, and prefer to protect their pals
while waiting for a critical to come good.

Statuies possessed by ruinous spirits,
they blindly obey their masters’ orders,
and stamp out all who stand against

,"‘, R them,
if,f- *tt:mmm el 1/8i) RARE DROP Hela s hamne (1/178)
g bk d £ 28 % & 8

Bk, eritica iy whearance

e Lo Lo L oee Dy e Yoo

LLECRE AR T TR T

Worryingly weighty wyrms whose sheer
size shocks anyone not sufficiently im-
pressed by their spine-chilling strength,

Should day suddenly turn to night, turn
awary eye to the skies — it could be a
company of rampaging rashaveraks.

o

NORMAL DROP: dragon scale (1/8) ]
BB 80,00 ¢ ¢

ACTIONS; attack, Burning Breath, cafls for backup (rashaverak)
REGULAR HAUNTS: grotto !

= s

RARE DROP: brigtiten rock (1/64)
ek ok A

DEMON FAMILY

N R T A T e e

1056 40 684 648 308

7600 1756

They can tense up in an instant, and

have hellishly hot halitasis. Also able to |
impair attack with a filthy fog. |
When they know their time has come, |

they voyage to the valley at the end of
the underworld, and calmly breathe
their last.

(178)

)

NORMAL DROP: magic beas! RARE DROP: raging niby (1/128)
22,89 9 © & ¢ b 6. 6. 6.0.0.6 ¢

ACTIONS: attack, blazing fire; raises Tension to max, Air Pollution
REGULAR HAUNTS: grotto

SN

BEAST FAMILY
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2006
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They expunge spells with Disruptive
Wave and burp forth black breath. A_tso
able to:mend themselves by meditating.

Cobbled together from bits of various
beasts by degenerate demons, they
curse their unhappy existence.

NORMAL DROP; beast claws (1/128) RARE DROP: divine dress (1/128)
ek e Aok Aok ek e A ek
ACTIONS: atteck, Meditation, Disruptive Wave, fang bite, Feel the Burn, Dark Breath

REGULAR HAUNTS: grotto

S IR R T e

=

|

65

Lo Tur L Tou

1477 120 44 236

Warty, weighty witchgs who watch over
their own with support spells. Irksome if
they cast Kazing or Magic Barrier.

They may look menstrous, but they love
notmv'ng more than looking after the litle
beasties of river, ses, and shore.

RARE DROP: nomadic deel (1/126)

e e ke ook ok Hodk ke okok ok 1
ACTIONS: attack, Kazing, Magic Barmer, Kabulf, Drain Magie

REGULAR HAUNTS: the Larigly Coast (high arcx 1), ‘.J',”"”

e =GOty




NORMAL DROP: parspieiaus {1732
Aok ok H :
ACTIONS: attack, furty face (entie party ridy becorme i
REGULAR HAUNTS: grotto

EMANGUINI
[ | we | ac [ oer |

s i s L s M6

NORMAL DROP: wing of bt (1/8)
ke de e

ACTIONS: attack, rhumba {raises Tension), Hustle Dance, Kerplunk Dance, fang bite

REGULAR HAUNTS: giotto

NORMAL DROP: dragon scale (1/16)
Fodk ok ok ke

ACTIONS: attack, ready to dodge anyattack; call for backup {mandrake monarch)

REGULAR HAUNTS: giotio

NORMAL DROP: magic beast hide (1/8)

e A e ek

ACTIONS: attack Boune Kaswoosh, Kasap
REGULAR HAUNTS:

inactive), Gritty Ditty, Kemikazee

Cr Lo o] o Jown | oo Jaowou]

735

Lir T T ] oo Jioum | over Jooca]
A45 80 394 495 315 5800 196G

NORMAL DROP: Valkjrie swed (17641
ACTIONS: attack. Wtltstesh, Oamph, Thnder Slash

REGULAR HAUNTS: 010

AR DROP
e

253

" HAMMER HORROR

Dancing yellow devils wh
step there is — ot just
but Tension-building tacti
The young ones are nickname ‘yellow
bellies,” but they're not too p
have this pointed out by their
brethren. :

NORMAL DROP: heavy handwear (1/32)
P 8.8 0 8 8 8.4
ACTIONS: attack, critical hit, Thin Air, Dark Breath
REGULAR HAUNTS: grotio

RARE DROP: [unaria (1/64)
koA A A A

DRAGON FAMILY

ARCH

32 486 4% 250 5000 1676

Well-balanced, wickedly talented war-
riors. When they meet with awkward op-
position, they call on their companions.

The rings around their wrists and ankles
aren’t armour — they're weights to keep
them working out even while warring.

NORMAL DROP: dragon scale 1/8] £ DR
28,0 6. 6.6 ¢ ¢ x

ACTIONS: attack, Boulder Toss, slashes with claws, Psyche Up, pounds:
REGULAR HAUNTS: grotta

RARE DROP: vateran's helm (1/128)
0 $.6.6.6 0 & ¢

Grandmasters of the Way of the Badja,
these shining paragons bring both brains
and brawn to bear in their supreme style.

Legend tells that when the ba djas bow
down to their sacred solid-gold statue,
the bling badgers come to save them.

RARE DROP: Ygqdrasil leat (1/128) : e e
Fodke A oAk NORMAL DROP: superior medicine (116

ek Aede ke A
ACTIONS: ateck, e i, Dazdefaghy, Blinidingfight

REGULAR HAUNTS: grotio.
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True masters of the sea, these s
5 o o i %35 /b )
seasaurs scare foes silly with a b’ljt)r:gze
curdling cry, then smash them with a
tsunami.
Dealers of watery death, they rise fro

4 4 3 Jrom
the depths to bring terror and destruction
to all the oceans of the world.

NORMAL DROP: saint’s ashes (1/32) RARE DROP: cobra fan (1/64)
Sk K R 8. 8.8 8 &4
ACTIONS: atack, crtical hit, great tidal wave (aittacks entire party), Raging Roar

REGULAR HAUNTS: grotia

BEAST FAMILY 0 o DEMON FAMILY

I I T Cir T e L | oee Jaoum o Joowca

a3 18 30 22 (il 175 1006 456 = 567 158 54 1600 3506
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Came ta bring destruction to Brigadoom,

Hideous hulk that once prowled the
buit was rather taken with the Wight

wm‘rﬁih‘i passages of the Hexagon, preying on
sl W%‘ travellers. The earth shakes with its Knight, so sealed herself away with him
i every step. instead.
Its diet consists mainly of rocks and Shie chose to bring gloom to Brigadoom
boulders, and it loves dark places, so the for reasons related to the darkest parts
{ Hexagon made a marvellous home. of the heart.
'2“::":‘2;"?“ beast hige (100%) RARE DROP: - NORMAL DROP: high hieels [100%) RARE DROP:
S, e o e ok e Fe Ak Rk kA ook Ak AN
Hg‘i i REGLAR :ﬂ:‘:k grourid attack (attacks entive party) ACTIONS: attack, Crack eyes flash (atiacks entire partyl. HF Hoover Victimiser, Puff Puff (target may become inactive)
o INTS: Hexagon

258 WIGHT KNIGHT ZOMBIE FAMILY

o
N T T e o L] ora Loono

il
a5 B0 2006
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The very essence of illness, it was
sealed up in the Quarantemb for a cen-
wiry, but came back to curse Coffinwell
ance more.

Black-clad knight errant who once
terrorised the people of Stornway in
mistaken search of his long-lost love:

He was actually once a handsome young
chevalier whose fair face set hearts
aflutter in the castle.

This toxic pox was created 1o ensure that
the nameless terror that sleptin the Quar-
antomb stayed sealed inside forever.

Gy
MORMaL e AARE DROP:

BROP: ircn yaintlets (100
******";\Jmnliu,ﬂmw RARE DROP: g R P e

. ke ; : A
PN st i o i et 4 ACTIONS: ftack, enveviomats atack, Swet Boath, Kasdp, Qoceleratle |
= RAUNTS: (oot St . AEGULAR HAUNTS; O 1)

m_——— - an te Rl B0



Alitrades ate @ fyqg that had
ﬁ.‘iﬁ‘m‘mm in a bid to become.
god-like; butturned ifto this hideous
beast instead.
Jt’aﬂmpun‘tsom&ﬁmminﬁn up hi ;@d }
name, toying W-"High; Cand ';:sﬁ'
lage” before settling on ‘Master of Nu'

i b
‘ RARE DROP:
ot gl peweeti

i Irain Magic
AGTIONS: attack, ightning (attacks entie party). Woosh, posh tiscuifs. Buff, D il

REGULAR HAUNTS: Tower of Trades

The people of Porth Liaffan worshipped
this watery deity, which was really Dylan
Jones in fygg-changed form.

He once swam with countless compan-
ions in the seas around Newid Isle, but
Lieviathan is now sadly the last of his
kind.

RARE DROP: celestial skein (100%)

NORMAL DROP: eimerald moss (100%
L8 2.8 0.8 ¢ ¢

ek Aokok

ACTIONS: attack, critical hit, tida] wave (attacks entire party), great tidal wave (attacks entire party), Party Paoper
REGULAR HAUNTS: Cuddiedig Cliff

MATERIAL FAMILY
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This stone sentry was created to stand
quard over Zere Rocks. It seemed to be
looking for someone called Mason...

Having lost its granite guardian, the
statuesque town of Zere Rocks will
surely now crumble into dust and blow
away...

NORMAL DROP: terrible tattoo (100%)

RARE DROP: -
ook ek k ok e

BUG FAMILY
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1098 36 100 154 96 5231
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An enormous arachnid that dyelt deep

inthe l_Bad Cave, soaking up poison and

perniciousness until she morphed into 3
man-eater.

Itis said that she made meals of travel-
lers lost in her cave to fead her clutch of
countless eggs,

NORMAL DROP: 13 Ylewed (106%)
Fe ok ek A

ACTIONS: attack, Wind Sickles
BEGULAR HAUNTS: Bad Cave

RARE DROP:

venomissile, weaves web (targer may be

Inactive), Eene Light

——

N

NORMAL DROP: drag scale (100%}
Hedee e ek

ACTIONS: attack, slaghes gguh claws,
REGULAR HAUNTS: plumbed depths

fiarge fire, War Cry

NORMAL DROP: enchanted stone (100%)

R 28,808 8 ¢

ACTIONS: attack, Boom, Downwind, Dazzle, Magic Barrier
REGULAR HAUNTS: Batsureg

e dok

D

mE DROP: -
e

NORMAL DROP; s;ge's elixir (1 00"/-:]
L2 2.8 8 0 o¢

ACTIONS: attack, Crackle, Zammle, Psyche Up. Doubte Trouble:
REGULAR HAUNTS; the old school

NORMAL DRoj
ok Ak ke
ACTIONS: gtiack,

!‘Eﬁuu\n HAUNTS: Boywhoe
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One-time hero of the skies who watches
over the world from up over Upover. Not
too fond of celestrians for some reason.

This lizard ford of light chased the Emipire
out of Upover three hundred years ago,
and they've never forgotten the slight,

NORNALDROP:drogon seal (100% RARE DROP: -
Sk Ek L8888 & & 3
ACTIONS: attzck, ith elews, fiece fire, terrible q entire party), blinding light (attacks entie party)

REGULAR HAUNTS; Viagmaroo

BEAST FAMILY
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2470 40 19 192 130 17500 35506
Refy
’ai-;m‘;" One of the Triumgorate. He sealed those
‘ ”f!!q“ who fell from the skies in cells and

sucked out their power.

mm!ém«y
O b, Was burnt to a cinder by Greygnarl's
am,rm blazing breath three centuries ago, and

brought back as a horrific hog.

NDRMAL DROP: tough guy tattoo (100%) RARE DROP: densinium (100%)
ko ke kok b2 8. 8.0.8 ¢ ¢
ACTIONS: atiack. critical hit. ball and chain swing (attacks entire party), Psyche Up

REGULAR HAUNTS: Gortress, Realm of the Mighty

271

BIRD FAMILY

HOOTINGHAM-GOR
Cir T we Lo | oo Lsoun] over Jovocul

1854 oo 125 235 148 18500 40506

One of the Triumgorate. Used stolen
celestial power to bring back Barbarus
and bend him to the will of the Empire.

Threw his lotin with the ghastly Gittish
Empire three hundred years ago, and
was brought back as a beastly bird.

WORMAL BROP: saqe's lisr (100%) RARE DROP: malicite (100%)
Tk ek Ak ok

ACTIONS: Swoosh, Frizzle, Katrizz, Spaoky Aura, Bounce, Fuddle
REGULAR HAUNTS: ttingham Palace, Realm of the Mighity

BEAST FAMILY

272 GORESBY-PURRVIS
Lo T T oo ol o Loocal
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One of the Triumgorate. A swordsman
who swore allegiance to the Empire
hoping to meet with some worthy
adversaries.

Died faithfully protecting his master

some three hundred years ago. and was
brought back in @ new feline form.

NORMAL DAgp, 1,

6 ol (10%) RARE DROP: agility ring (100%)
TRk Ak ravanenanene
S Ginsh, Kacrackle Sash
mmﬂsvamm uinwar slice {ehiange of knooking down), Halchet Man, Multistash Fiame Sirsh, Kacrackle 51
MAUNTS: Giningfiar P -

217 FAMILY
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Cruel king of the Gittish Empire wha
tasked the Triumgorate with seeking out
the fyags so he could rule the world,

His evi} spread across the world three
‘centuries ago, when he fought Greygnar|
and his gang, His death is shrouded in

mystery.
NORMAL DROP: - RARE DROP: -
ek e e e e e e ook ek

ACTIONS: attack, fiings ball from staff (attacks entire i
G party). Kalffizz, Thin Air (atiacks entire party), Disnust 6
REGULAR HAUNTS: Gittingham Palace R

%

274 KING GODWYN 277 FAMILY (
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King Godwyn of the House of Gitts ultimate
form. Farfiercerthan any of the Triumgo-
rate, he was a truly formidable foe.

Consumed by his ambitions of three
centuries ago, he tried to use the fyggs
1o take over the world. He also murdered

| ]

2 o Aquita. E

INORMAL DROP: Sceptre of Gitt {100%) RARE DROP: - P
Fekk kR k e ke e e ok ke 5
ACTIONS: attack. critical hit, Kafrizz, Infemo (attacks entire party), Kabuff, Disruptive Wave, Magic Barrier |

REGULAR HAUNTS: Gittingham Palace

DRAGON FAMILY

275 BARBARUS
e : T T T T T

3098 o 238 G288 160 © 32500 0G

Greygnarl's nefarious nemesis. He was
defeated long ago, but the Empire brought
him back to wreak havoc ence more.

He and Greygnarl once formed a duality
of darkness and light, but his memary
of this beneficial balance has been
gbliterated.

NORMAL DROP: Yggdrasil leaf (100%) RARE DROP:

ook Aok ok ok o deHok Rk K

ACTIONS: attack, slashes with claws, Kazam, Dark Breath, War Cry. Wave of Panic {decteases party's defence
REGULAR HAUNTS: Reali of thie Mighty

and agility)

38 N 8 T T )
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Orie-time guardian of Wormwood Creek.
His tragic fate drove him to renounce his
faith in gads, mortals, and celestians
alike.

Met Serena in Wormwaood Greek three
centusies-ago. Tried to protect tha mor
tals, but was entrapped by the Empire.

RARE DROP:

e e

REGULAR HAUMYS; il af ths Mighty

INORNIAL DROP:
e A ek
arrible lightning (attacks
# from sky, Kaswoosh, tarrible lightaing
ity sughs confideril (izses ]

aritire party), Disuptive Wave, Payche Up. !

mof the Mighity

e i AT SRR R




e

NORMAL DROP: raging ruby (100%) s *“:':* S

. RARE OROP: - ek :
NORMAL DROP: de g e K : v Sl i i

o eBeiadeioly 3 J*;m tihiring St Kafz. Cily Bt Bmpg . AGTIONS: anae:&mgal m&ﬁaﬂaﬂrﬁm Dispyptive Wi, heditaio
(CTIONS: atack, ciitical drop frorm sky, combo 8 o Raaic B, laugh AEGULAR HAUNTS: 5t
Ottt e, et W Fesrs GULAR HAUNTS: S

im of the Might

REGULAR ANTS zal

782 NODOPH

277 FAMILY
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An ancient evil confined in @ casket
beneath Stornway castle three hundred
years ago by the king of that bygone age.

Had a contract with the evil Empire to
wipe out not just the peaple of Stornway,
but the entire population of the waorld.

uowunp: dragon el 1 00% RARE DROP: -
ok A Ak ok ook ek

NORMAL DROP: aggressence (100%) RARE DROP: -

Fokkokkkk FokdkR ko

ACTIONS: attack, critical hit, blinding light
REGULAR HAUNTS: Stornway Castle

atta t, Domph, Kabuff, Kasap, Psyche Up. Disruptive Wave
e i REGULAR HAUNTS: Tower of Nod

BEAST FAMILY
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Vicious guard dog of the Inntouchables.
Only heeds the instructions of the infa-
mous Al Capinne.

Was left as a pup on Al Capinne's
doorstep. He raised the little rascal, and
watched him grow into'a deadly drastic

drackal!
NORMAL DROP: maic beast hide (100%) RARE DROP: - NORMAL DROP: dragontail whip 1)
e dokok ko koA k% ke ok Jokok Aok ok e ek ok
ACTIONS: attack, fa hilly Breath, vigorous attack, pounds ground (attacks entire party) ACTIONS: attack, Dark Breath, Lightning Starm, Wave of Panic, Weakening Wave:

REGULAR HAUNTS: )

d depths

REGULAR HAUNTS: grotto

277 FAMILY

Lo Lo D oo Jacum | exven Joouw ou)

6575 255 450 400 220 42000 4750

280 KING GODF 284 NEMEAN

Spirit of Godfrey of the House of Gitt,
who dozed in the depths of the Quaran-
tomb, northwest of Coffinwell,

Planned to hand over the castle and
kingship of Coffinwell when his son

Godwyn came of age, but was ki
before he could. i

L

NORMAL DROP: ruy of protection (100%)
e s e ke ke
ACTIONS: siack, Ka

RARE DROP:

%k

5 i
NORMAL DROP: fire c&awsﬂ%b X
Tokk ke Rekok
ACTIONS: aftack slashies with iptive Wave f

$ i [ isrupti
P REGULAR MAUNTS groy :
i —

ACTIONS: attack, Chilly Breath, vigorous attack, fang bite, ‘pounds ground (attacks entire party)



?
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3600 o 242 8 10 1900 4106

A sﬁma s0 saturated with fighting spirit
that its body has turned from blue to red.
Doesn't know the meaning of defeat.

Master of the slime armies, he searches
ceaselessly for his nine long-lost
companions.

5%} RARE DROP: apprentice’s gloves (29%)
NORMAL DROP: miracle sword (5%) I s gloves
B £.0 % ] ook A Aok kok

ACTIONS: attack. critical it killer comibo, Kaboom, Disnuptive Wave, calls for backup (king cureslime)
REGULAR HAUNTS: grofto

m
286 TRAUMINATOR MACHINE FAMILY

400 e 764 354 148 75500 12526

Senses the life force of flesh-and-blood
beings, and can't stop killing until every
trace is erased from its environs.

This mad mechanical murder machine
is thought to have existed since the very
dawn of time itself.

NORMAL DROP: pro's awe {5%)
ko ok

RARE DROP: hero's boots (2%)
Aok koA ok

ACTIONS: attzck, violent skashing attack, volley of arrows (attacks entire party), Gigaslash, laser beam (attacks entire party)
REGULAR HAUNTS: grotto

ELUSID DRAGON FAMILY

I T T

25500 13956

4300 o 264 338 160

Mere mention of this paragon of perni-
ciousness is enough to send even prac-
tised pugilists into paroxysms of panic.

This myth-enshrouded monster is the
main focus of many a mad theory, but
only the Almighty knows the truth of its
origins. ..

NORMAL DROP- Supermnatural specs (5%)
ok b8 8 4

RARE DROP: sensible sandals (2%)
ek e ek ok ok

:cnnus. attack Kafriz, Kacrack. Kaboom. Psyche Up
_E_Guwz HAUNTS: grarto

288 SIR SANGUINUS ZOMBIE FAMILY

Cho e L | oo Loowm | v Toowca]

377 182 40000 15376

8200 w 319

A crimson crusader who spurs his steed
@ver onward in search of victims i
whose blood he can bathe.

Not just his armour, but his body itself :s
built of blood, and he uses the clareto
those he kills to strengthen his sanguine
self.

":tll:l fﬁtw sactud arinol (5%

e RARE DAOP; brain draines (2%
%k

e e e e Ak
P ¢S it i, MU, Kairask Disnigtive Wove, Magic Barie

6500 = 482 I 183 50000 16606

Ahumongous hulk wha's as big asa
house. Ponds appearing in towns and vil-
lages are duly dubbed “Atlas’ footprints.”

A giant thought ta be older than time
itself. Some say that he lived in the

palace of an almighty realm before being
sealed away.

NORMAL DROP: giant's hammer (5%
e e ok

ACTIONS: attick; critical hit, Crackerwhack
REGULAR HAUNTS: grotta I

%

290 HAMMIBA L seAsTRAMILY

Lo L Lonc [ oo Juaum] ovn [sooc]

6000 100 372 442 188 GO0 18226

RARE DROP: trapotoga (2%)
etk ook ok

An impeccably armoured and impres-
sively massive monster who may look
mean, but has a huge heart as well,

Once lived in a lovely palace with his
equally lovely daughter, but woke one
day to find himself sealed away in a
grotto.

NORMAL DROP: warrior's amour (5%)
e Ak *ok
ACTIONS: attack, ball and chiain huge swing (attacks entire party), Psyche Up, Raging Roar
REGULAR HAUNTS: grotto

allowed helrm (2%)

BIRD FAMILY

(e T L [ osr Jsaun] oo Jeowan)

65000 19656

52000 = 382 418 216

His evil eyes bring calamity wherever
their gaze falls. When not fighting, he

keeps them closed and feigns friendli-
ness.

An unbelievable evil who feasts on the
souls of the weak to feed the daur power
that resides in his almighty eyes.

NORMAL DROP: Minenvas mitre (5%) RARE DROP.
ek e e koK kA
ACTIONS: Kazam, Kaswoosh, Divine Intervention; Bourice, Disruptive Wave, Lulfab-Eye

REGULAR HAUNTS: grotio pealid Il Fen b lh e,

——

ring bresze hat {2%)

BEAST FAMILY

(W ] e ] e Lusun] poes Jaoocur

21076

6600 = 430 | AS0 | 242 70000

A spectacularly skilled lord of the sword,
and wielder of a bewitehed blade that
can only be uged by those it chooses.

Deems very faw worthy of facing him, as
his sward is said to sing with the power
of the Almighty Himself.

HARE DROP:victarius armour (2%)
sk A ek
Wave

i kivocking dowim) Multislash, Hatchet Man, Fedl thi Burny, Dsniptave V'
of

NORNIAL DROP; tactical vest (57%)
ook ko kAo

ACTIONS: attagk, upward slice (chance
REGULAR HAUNTS: grotlo v S :

HAUNTS. (1011,
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: SWRECKS
TYRANNOSAURUSWRECKE :
" Lo Lo ool

P

v 25560 600 40

. ; . .
RAHE DROP: angal’s robe {2
NORMAL DROP: gold bar (10%) o

Sk ok ek
ACTIONS: ftsick, crtical

it Kaboom, Kafrizz, Kazam, Kazammie, psychie Up, Disruptive Wave, Méditation, Orain Magic

[oe Jaun ] ooar Joow

w0 0 1% 188 132 80000 23%2

The hero of the skies, back from the dead
after his supposed slaying, and more
mindblowingly mighty than ever.

ftwas Barbarus the dark who brought

back Greygnarl the light, his second
brother after Styrmling the sacred.

INORMAL DROP: Ygqdrasil leaf (100%) RARE DROP: orichalcum (5%)

Fook de ok ok oo dook Rk ok ] :
ACTIONS: attack, Raging Roar, apocalyptic lightning (attacks entire party), blinding light {attacks entire party), Disruptive
Wave, sxuberance {raises attack, defence, and agility), Magic Burst, Restores MP

REGULAR HAUNTS: grotto
295 DRAGONLORD
e 0 I I T R

400 63600 2490

277 FAMILY

16000 255 900 500

Lizard lord who ravages all with great
gusts of flame, and whose fire-retardant
scales stop any such scorching in return.

This proud and mighty beast rules over
all the dragon clans of the world with a

high and haughty hand.
NORMAL DROP: rmini med RARE DROP: red orb (5%-10%)
Hokokodkekok ke . ek @

ACTIONS: attack, critical hit, blazing fire, Hellfice, Dark Breath; Party Pooper, Disruptive Wave
REGULAR HAUNTS: gc

e Tve Lo [ow Jucun] oren Joowom)

12500 255 700 650 420 64600 2490

Brings about destruction by breathing
both fire and ice, and disruption with
Disruptive Wave. Hard to harm with
darkness.

This deity of the damned enjoys nothing
more than the sacrificed souls of his
most sincere followers. Mmmmm!
NORMAL DROP: il edal () RARE DROP: rod orb |
A ik ok ok
ACTIONS: attack, critigal it blazing fire, Helifire, C-C:-Cold Brua

REGULAR HAUNTS, goits . Péyehe Up. Disruptive Wave, Moreheal, Fullheal, Blindar

——

Wy e !‘ el S TP PG

NORMAL DROP: ik medat (100%!
Fekd K Aok

ACTIONS: attack, Kaboom, Kaboorle, bazing
REGULAR HAUNTS: grotto

fire, Helfie, Kafrizz, Kafrizdle.

298 ZOMA

ﬁmu OROP: i medal(mo)
ok ok Aok ok koo ek

ACTIONS: attack, critical hit, Kacrackle Slash, Kacrack, C-C-Cold Breath, Psyche Up, Air Pollution, B
REGULAR HAUNTS: grotto

NORMAL DROP: mini medal (100%)
e e e ke ek ok ek ok Aok ok

ACTIONS: attack, ertical hit, Kacrackle Slash, Kacrack, Kazam, Kazamile, Hellfire,
C-C-Cold Breath, Sweet Breath, Kabuff, Meditation, Disruptive Wave, Whack,

NORMAL u i .
i ***:‘: med] (100%)

ACTIONS: attack critical hit, Gi o
3 - bigagash, Ksboom, Kafrizale, Kaboortle,
Hellfire, bzzing fre, £.6.q/q Bmu:;‘ Psyche U, Distuptive ¥ ;
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15000 255

Likes to kick in with Kaboom after taking
the edge off his enemies by casting
Bounce and Kasap.

Some thought he could only command
from afar, but he has more than enough
mental and physical ability to rule the
world.
NORMAL DROP: mini medal (100%) RARE DROP: blue orb (5%-10%)

ok Aok Ak ok ok

ACTIONS: attack, crtical hit, Kaboom, Kafrizz, Kafrizzle, Hellfire, Kaboomle, REGULAR HAUNTS: grotto
blazing fire, Bounce, Kasap, Disniptive Wave, Air Pallution, Meditation

1000 255 700 700 420 60600 2490

Casts Kasap to curb his enemies’
enthusiasm, then curbs it further with
Dazzleflash and Disruptive Wave.

Gains a hold over people by plunging
them into a world of nightmares from
which they can't escape. Never sleeps
himself.

NORMAL DROP: mini medal {100%) RARE DROP: yellow orb (5%-10%)

£ 8.8.8.0.6 ¢ ¢ Fo Rk Aok &

ACTIONS: attack, critical hit, blazing fire, Hellfire, C-C-Cold Breath, apocalyptic REGULAR HAUNTS: grotlo
lighning {attzicks entive party), Disruptive Wave, Dazziefiash, Kasap, Buff, Blinder

779 FAMILY

12500 255 650 700 420 67600 2490

Stares enemies into a slumber, then clob-
bers them with a Kafrizz and Kafrizzle.
Can be damaged with darkness.

Assesses opponents’ strengtt_\, thgn as-
sumes a disguise to suit the situation. No
one knows what he really looks like...

NORMAL DAop: it e (100%) RARE DROF: yellow orb {10%-15%)

Aok ke k Ao Xk ok

?,ETE:":%K ::‘:L l,_ u"'f"w Kalrizzle, Kaswoosh, Kaswooshle, ferocious roar (attacks entire party), Hellfie, blazing fire,
I Lullab-Eve, Magic Burst, Restores MP. Disruptive Wave

REGULAR HAUNTS: grotto

LEFT cLaw
L Lo TcY o | expen | cowo can |

Bl w0 a0 e A

Mﬂ\l}ﬁmmfaefs ittens (1/64)
bl g T

ACTIONS: attack, slashes with claws, slap
atiack, Kazing
REGULAR HAUNTS: grotto

RIGHT ¢Lawy
Qs

ACTIONS: attack, slashes with elaws slap

altatk, Multiheal, Dissuptive Wave
S0 m s g wa A REGULARMAUNTS g0
& " e 1/64)
bl L T

Lo Tr Linc T o Taoun e Jeog i

750 600 400 66600 pagp

302 MURDAW = 777 FAMILY
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Lo Toowcm

1000 25 %00 B0 450 0 g

Improyps his already eye-watering at-
tack with meph, then smacks foes silly
with a stupidly speedy assault.

Brutal bad-dream demon from another
dimension. So strong that he makes Mor-
tamor seem more like Snoretamore!

NGRMAL DROP: mini medal (10

0%) RARE DROP: (10%-15%)
Fokkk ok ke

Foke A A kA

ACTIONS: attack Hatchet Man, Falcon Slash, Kafrizzle, C-C-Cold Breath, blaz ing fire,
Thin‘Air, Oomph, Buff, Lullab-Eye, Disruptive Wave, Magic Burst, Restores MP

REGULAR HAUNTS; grotio

772 FAMILY

0 A T O T e e

4000 255 700 700 450  BBR00 2490

)

Screams enemies into submission with
a blood-curdling cry, then hits hard with
Hellfire. Always attacks twice.

Doesn't like people to know he's really a
dumpy dragon, so/disquises himself as a

dashing young dandy. ‘I
A K
NORMAL DROP: mini medal (100%) RARE DROP: bive orb (10%-15%) [
ok ok A okok 2 6. 0.6 0 & &4 .
ACTIONS: attack, confuse attack, swat attack, Hellfire, Buming Bréath, Chilly Breath, REGULAR HAUNTS: grotio "!

C-C-Cald Breath, Eerie Light, Venom Mist, Raging Raar, War Cry, Disruptive Wave

[ T 1 oo | o [scum] o [cowom

7000 = 545 (430 300 61600 . 24806

R

Superfast attacker who likes to rush his
faes off their feet, and whose Kacrack
packs a kick. Not a fan of earth attacks.

Try nat to be tao annoyed by this self-
satisfied clawn laughing down his nose
at you. Smack the smile off his smug
old face!

NORMAL DR&F: mini medal (100%) RARE DROP: purple orb (5%-10%]

£ 8 8000 .¢.9.¢ e ok é
ACTIONS: atiack, Kacrackle Slash, combo attack attacks entice party). Kazam, Kazammle. REGULAR HAUNTS:
Break Down, War Cry, Raging Roar, Disruptive Wave Qroto

Kacrack, Helifire, blazing fi

e L e L L ow Jsown [ ova Toowo

14000 255 750 700 400 - 63600 2490

Evil incantations and Kafrizz form Jjust
part of this partly deman’s plan to exter-
minate his enemies. Lick Him with light.

Some say his body is su big that itcon-

1ains enough cursed power to contort
the space-time continuum itself.

RARE DROP: purple orb (10%-16%)

MORMAL DROP: riini medal (100%]

e ok koK
e ke e e okeoke . ty), Karize, Kaizle, REGULAR HAUNTS:
. fiigs ball fromstaff (attacks entie party Lkt
ACTIONS: attack, sk al}:ltd M:Jm Startal, Wrath of the Gods, Disruptive Wave, Lullab-ve, — goto

MP, Meditation, laughs confidently (misses lvml» i %

o G



Weapons

Sword

S o O

e
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 COPPERSWORD P FIZZLE FOIL

A commonplace clutter made: RARITY
of copper. ookok k&

j. SOLDIERSSWORD

v G2 }

Asimple sword supphed to fows [IZNRITY?
ranking castle custodians, * & & Kk

A biting blade !avoured by
battle-scarred brigands. * k& & W

A deli hﬁul\y deswgned shm

bladegaworﬂ ** ‘;‘: e
ed BN g



(mm)(m

Asacred swordthatflings  DAGITY
i meﬁfﬂ@ed as amtemin * kK K

AMIQ{W masher that's RIARITY/
merciless even against the
scales ofdragonsg o dabel

1 :
%) CD- )JED 4700} ) -
i L Awondrous weapon that flings BARITY An evendeadiierdescendantuf RIARITY

flames ifused as anitemin e v & 4 the dragonshane. Jok o

‘_'baﬂle

oD

{PLATINUMSWORD

A

ol | Bty

Eetsl Aswnrdsnfast,n-canshce ©[ - RIAIRITRY:

i ﬁ;ﬁ’:}gg&:ﬁdﬂ s 5,& EUE,W* S enemy twice in a single strike. gk 4 & &
ff

-

W, BANDIT BLADE

(O s J( €Y 3159)
Asizeable sabre supremely ~ GIAGITY
suited to swindling sorts. & ok & kK

Aﬁamnr faml ufthe fa!cun U‘J[-l-li!!)i?‘i:" _
blade. ok kA ok ok

f £ (@D 7w (€ 30 ) e manml; RARITY
g U \ %ﬁﬂﬁmgﬁﬂﬂwmldedw RIARITAY, &r:gﬁergﬂpw%nm;yblm ok ok & A

famgus female fighter ok & kK

it A i
xR Bt 5% W, . & SIS



Afen/MadeMatsprtsforlh - RARIGY & RARITY
flames if used as anitemin **,* e i . f '
battle. e

A hard blade that carries RIARIITAYS Ani S RINRITY
incredible clout, ok ok o i

(sEtL ] zmbdl

An extremely hard blade that  GARITY
carries ineredible clout. * % K A

An mcrednbly hard blade 1hat RIARIITV,
carries incredible clout. Ak



d CELESTIAL SPEAR

Asuner sized spear snﬁused RARIITAYS
ng‘rb a sacred light that zaps L 0 E
zombies,

{ IRON LANCE

A hoiy Jance blessed bv the RIARIITHYA
leghtytha! zealously zaps * K de kK
zZombies.

A spear made of iron for RARIITAY;
V(_everydayamnn 3 %k % A

€D- ) 1400
Abasic spearwithasteel  GYARITY
spike. P & & ok

A(au»s»zed fotk‘cha! makes GUAGI U”u
short work of aquatic enemies. ¢

IGASTEELLCANCE i

K / , -

P ; g_,_;;_,,)!r”;) i Athree plonged kukthtat mmm
o)y souped-up steel lance w facilitates the filleting o ok ok K
\‘xt‘/’r superior penetrative potential. e 4 o 4 A ﬁ;’s‘i‘r:vonas

i’

e

¥ \rwpr*
S T Aspe!fwdmgnce harvebun RA i
Al d leaden javelin. Used by anemperorofthe sk e % o
Along and leaden jav R

v

&* * K K

RARITYE
*
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A " T L LA Sy Tr .l P( :
Awhopper of a weapon with RARITYS o RARITY
elements of both a spear anda e 4 & o & i A " »
battle-axe. & el

: GED
A magical spear within which  (BARITY
lingers the power of fightning. ok & 4 4 &

Aspear said to have serveda  RARITY
god of thunder in bygone days. e s & & &

A spearrﬁ;a‘t cvanrfvloor ; ﬁ;e ;ﬁtﬁ RIATRIITYS
asingle well-sighted strike. e g e e
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5 Knives mmmme

winilGia] pat [armlran] sac Juun
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% g PARING KNIFE
RN i
o TR (@ e ) :
TSt |
e i tof a knife that mvghtbe RIARIITiY A keen kmte that paralvses its RARITY:
1 prey part of the time, ok kK K

or choppmg up VEQQIES KK K A A

BRONZE KNIFE

(mzw JC-wo )
LAmﬁykmfe made of asoftish  RARITY
al oy o ok dn db b ¢

An unnerving kmfe that ~ RIARIITAYE
paralyses its prey part of b &
the time.

{

A nckﬂy pm that can fsﬂ ] fpa RIARITYS
wn’:h a single stab if corcectly ok o Kk K
‘aimed,

Abﬂsvhiade baﬁhad in holy RIARIITAVE
light that zealously zaps o & Aok K
;qpuhles

2
EE
e
)
2
“

E DEADLY NIGH!

ngou 1@1450 I

nefarious JIL[LJU‘J‘
ﬁumble fingered n?[w-dn wont ﬁ T

! V 250 3 625
i"““mf G TR
2 s known to paralyse [IAGITY

" °§'mp *ok kKK




7 atin the fight G0 k :
#ﬁ'aﬁﬁﬁ%’m ina sing 5*‘** * *

strﬂ(e

| 5 : RARITY
A nippy knife that emits |creies RARITY, b y
if usg%yas anitem in battle. ok ok ek

A snowy stabber that emits = AR
icicles if used as anitem in * ko
battle.

RAARITY

Astout, serrated blade that | GG
weakens enemies’ weapons. * & A vk

Asi msxer serrated hlade that RIARITAY.
Weakens enemies’ weapons, * K d ok b

; ¥ ey Ny
‘}"'A l s T i .;‘ aith,



1 BU\’ 120 H 12 l
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; staﬁ“whrtﬂed from the wopd
oak tree.

o0 f

[ u STOLOS'STAFF

mm
Ay

.A.
A staff that stops your parly‘s
garalysm if used as an item in

(€D w }{@ @ |
{MP ABSORPTION RATE m RIATRIITAYA

. ok Kok A
A staff that throws fire at foes if
md asan item in battle.

{ f‘ WIZARD'S STAFF

Astah‘ swmmg with the
strength of the sea. Feared by
fish: foes

1) €T 1600 H@m'

e resoneronwe FT20 (17
W % & & K
3 - Awand thatwhisks up whtﬂlng

i - winds when used as an item

Arod nhha ocean gods that
smacks seaborne foes with
fierce force.

SNOJVIM
SITIGNILdY

RIARITAYE
...... o 4 ¥ Kk K

R

) st'afﬂhsfﬁgu ]




A strange staff that once seabed
away some faerie snsters

SELL

MP AB»SORFI‘ION-HME i AR
12

A weird wand with a Somewhat -
flute-like form.

P ABSORPTION RATE
MAGICAL MIGHT _

RIARIITAYS
BE ST

|MP ABSORPTION RATE
MAGICAL MIGHT

Astick that seriously steps up
Magical Might.




# MPABSOHP’HUNRATE 95°/ ARIAIR
- [MAGICAL MENDING _[SETTH

£ 50 T R R

1w/. EIMUW
0]k ek ok
-‘ An unsu‘rpas‘sedxstaﬁ that

magic effects when
anitemin batde.

Sl R T

(- Yen- )
Awhip made of hide thatcan  BARDTY
hita whole heap of enemies e 4 4 +#

e aal <

e

‘ _ RARI
enermes atonce: o A& A A

mmnw
sk &k

Asturdy whw mm from the
*skin of a large snake.

"-dmnﬂaaisan hita
whole hieap of enemies at once. *w kK

7 S p—

SNOdYIN
SITNIONZddY

Awem and
verslm'g:f!tﬁl!

HiTaY
t m{manhna RIARI
ap of enemies af once. A & % 3¢
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RIARITY

rous ﬁbﬂ!&

A wicked whip wwen from:
steel wires with spiny
protrusions.

D

Afortfied formof the spiked ~ BARITY
steel whip, ok Aok K

L (@ Jm
£ Atemhly tough whip designed  RARITY
# toduplicate a dragon’s tail. o ok W

A warped whlp that whlﬁs RIARITAYS
worryingly of wickedness. e r kA




; mproved Gnng)ram RARITY
:m%gghm-péckss sanuus ek ok ke ok

;A l«mgtambmpaln ‘borrowed: GIAGITY 0 Amefalmd thaxcan really QAT
from a boring old clothes horse. ¢ 4 & 4 4 \ magce thlosa anitsTeceiving o 4 & A A
P end reel

ey o T S

77 N ookl admada WO (L0
3 strengthened steel. S W ok ok R

fﬂum mkior lugging heavy RIAIRI
*

et A R A R

SNOdVIMm

SIJANIAdY
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RARIITY

Acud el cnmmanry empfoyeﬁ RIARITAYE
by cucgpetent combatants. ** 4 9 A

i SELI.

o5 .‘ . | : - RIATRITY.
Acunous cudgel that sometimes [JARITY - A
sends the enemy to sleep. Sk kK 4 ;

,Z\supgmaturalstickthat 7 RIARITAYS

sometimes sends the enemy o * & % Kk
to sleep.

-

]

A strong staff that ra;n: down RIARITAVS
blows like a sudden storm, o e e e




mﬁr’m tick that solicif
yhmkfoess”my : - %EUEW* 4

Asnprgmuhckthatsuhdrﬁe
ftself to smack foes silly. - E*AEUE»W * *

i
;'; |
g. 1
3 Claws I [ D T O Y |
|
mm )( Sﬂj Bl
] Smmunpie scratchers made [HARITY Super sharp matal seratchers . [YAGIIVY
~from sharpened stones. * ok k kK& fmg?d»from shrewdly selected g 4 4 4 &
steel
: 1
1
]
|

!r } §310 J
Mﬂtﬂmnaces wom by many. GARITY
warriors, oK KK

Hnokeﬁchws fuil of mnc RIARITY,
foreign faseination. ok ok Kk
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RIAR Ty

Taonsthattear thraugh thw
target like a hungry hé

RARITAY,

Talons that tear through their
target like a crazed kite.

Drill-fike devices thatcan sink' [ARIN7
holes into steel. ok Aok K

Heavy- dutv drill-like devices
that lcan cut holes through NS
steel. -

Rock- hard razor-sharp nppers RIATRIITAYS
like the talons of a dragon. ok KAk

£ " AR o Iy R
woy witde S TENEY A S0



ragon: AR
WeeWaer. sk o kA

Fans I D) R D

EATHER FAN

"fﬁﬂno )( 1 )

A strong fan with

of steel,

RARITY:

Pk kK

' forocious fan with slats made. (3
of strengthiened steel.

SNO2vIm
S3310N3ddy
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RIARITY,

A fan thatfres airat foesif
used as an item in battle. -

! Afanthatwhips awildwhirl- - AR
wind at foes if used asanitem e g 4 o
in battle. : ; ;

@0 5200

Afan thatfosters the force of - RARITY
lightning. b s i g d ¢
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_ A Medicinal Items .

=" These meicinalitems are vital for any adventurer heading into battle. Never feave town with

gut some in your pockets—ijust in ¢
of MP. Use these between fights to conserve your MP- &

=4

CARITY & # % A& A toasinglealy.

( Uy ] Ahelpful herb that
@ rest%?e: arﬁundwﬂ?
RARITY # & H A A toasigleally.

FY Antidotes

Q=
£ Antidotes become more and more important as you progress through the story. Losing your healer to paralysis can be a game ender without the
appropriate antidotes in your possession. Later antidotes cure multiple ailments while simuftaneously restoring some HP.

| £
([ af& SOFTWORT .
D A helpful herb that - , P4
10 ) | An antidote to paralysis
m @ - purges the scourge for a single ﬂi\?ﬂg.vs

GAGITY Ak ok ko Spomonfonasage T AEerS O R alsoattsaiound AP

L] @ 3
(€ g DUNARIA S avee s (™| PERFECT PANACEA
ey Aherb that heal DI e L s Zoa = ;
(D (€19} pison snaresoes ‘ An antidote to paralysis

==t . for a single ally that
BAGITY S s e e o o DAY e e e Je k. o ad08 aeno i

( | Aherb that heals -

(€D — , ‘@33 i poisor:1 ae?)d ’{;smres (@D« & agﬁumf,ﬁ?v onfusic
RIARITY aroun toa tconcentrates:
L B ala ol R DARITY % & 3k e asngesty o

!’ MOONWORT BULB

(D% ) (€ 15 ) tAhn amiidme to pma{‘ysis
—er ——lid at unfreezes an ally.
BT ek o 2 o i

§
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F Resurrection and Full Restore

items are few and far between, but very helpful when Zing isn't available

J@D
GDRASILLEAF \! YGGDRASIL DEW

- @ 1250 Dlvme drops that hrmg

TRV & e v o

B Restore MP

somem%;; Dt:;oughihe field can be taxing on your casters making their WP start o run lowi, These three ftems s restore their MP and. gwe Ihen; a mu‘ci\ '

'} An enchanted elixir o | Anenchanted elixc
( ) @E £l J that osteresanounds. A= S\ Seemsl that totally tops up @

RARITY H 7 A oA A 0 MPtoasingle ally. E'&mﬂ‘ﬁ"ﬁ * * # single ally's MP.

: 3 be e,
' water ailaws your party to wander around without being bothered bv monsters. Chimaera wing telepons the party 10 places you have been befo

uch like the Zoom spell

. A puff on this brings
@—t‘)r—_ﬁm mg Starlight Expr esds

Allows th¢ ringer :
33 ] toinstantly escape |
W) @j fm'm 3 tower, cave, ar
AT * % e ok dyngeon:
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'RARITV

| i An assortment of
(€D — (€D = ) st
GARITY * % % * & festive feeling.

' BLOCK O’ CHOC A
shnw of affection from

mmm * * * * 4 asweetheart.

‘ D CHRISTMAS CAKE 3

Asucwlem
@_—__J @2400 preyamm
RARITVE & & & & &

' CHOICE CHOCOLATE
oL An especially suga
@ show of aﬁe!zﬁon frrgm

RARITY % % 4 & & - aswestheart

season.
\(f WATCHER'S WINGS :
Pecultarulumugewim
( )( ___._J the povver to send

RARITY * * & % s people back home.

() BIRTHDAYCAKE 3

(@D — €0 )Aga:eauthatanyone

e e would be gl %adto geton
DARITY Y # # J  his or her birthday.

k GLEEBAN GROAT >
A coin with no practical
:)- use, whi ahml}w 3

RARITY H * & ¢ % pretty penny if sold.

P\ BAsIC Biscurts  }

o

m ) (seul T }Atas:ymtortanreat

from an avid admirer,

RARITY & % & % *

- 4




seeds carefully to increase your
wdsim:rease maximum HP, mammfmnnw :{fn::g’tisaztfs Theya reg

agrhty d ft sed S0 distribute th
ss e em to characters yo i
mending, and magical might. ge:; mgﬁlf;sg:;q}gs
your

an - )
GG *

singli
ad gsahalt,y

T COUIR R AR nightslghty
\
“ u SEED OF A .
GILITY \(.}
= | SEED OF THE
@_Jen. Ve ity

A'seed that slightly —
GG ** Tl o ashle @_ ) (€D ] M“""f‘w“"“ i
DAGITY Kok & & & - mengng g™
g ity

x SEED OF DEFENCE O rrrrrr——

m Aseedthatste s
upe
- sigl allys doonsis -m i [

EMMBUW Feok Kk skils shightly. AR Rk % & & supplements 55"1919

' Alchemy [tems

se items are fou i . :
nd as drops from various monsters. Use them in the Krak Pot to create better equipment for your party. Refer to iﬁ?s"éhﬁide's recipegin:’b

see what you need.
& GOLD BAR .

= SODDJ A piece of pure gold

— A that's heartwarmingly : [@ﬂ) éz?:sl.v:ﬂagnrfs’?s‘
RARITY % K A 4 heawy. Alchemise jt! BMMEHW * % & % Alchemisg it

|

= |
@M wcmmnsm . |
K

A pelible possessed f

Rock containing an A highly prized mineral
- enommous mmgm of ! iﬂl ) of magnificent hard- a depaneld soul
T 5 ness. Alchemiseit! chemlse itt

'?Lm.mnﬁaﬁﬂﬂﬁ! mmmﬂw **** .3

L O EEprapsTUs FLAME )

Afire so fantastically
fierce it can melt metal.
“ Alehemise it!

A protecnve pebble
f‘.' : )

possessed by a

phantan sgirit
Alchemise it!

-
RIARITY * *h A

P Toower

("" 1 The big black wing
(56t A0 of & big black bat.

mise it!

nt fallout from q .ED
r*")@‘ﬁ") §'§%ﬁ¥ard favourite. T ek kK Alchemise i
R —
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RIARITYE 8 e e K Afchems

{cmw e

RIARILTRY

{ KITTYLITTER

A peculiar powder that
mm sty

mmmnw * % K A& prefer. Alchemise itt

%

( Buy ] Gentle grit that's
E@ parfactgfnrpnﬁshmg
BARGITY e % # A ok Alchemisert!

: ‘ SIS Coal-bla

ot
r

RAGITY A%k E\tc ha;m itl

| L

(8 BELLE CAP

(€D (€D |
RARITY * ¥ % # & Alchemise ft!

A mysteriously marvel-

lous-looking mushroem.

Kw X
wrm the: nght uﬂight

B&E}HW * * x * 4 Alchemise it!

{ )( )Afunn fungus in
;@; @“i, the for}ln ofgﬁst.

RARITY % * # 4 Alchemise it

@ | TORTOISESHELL ____}
}( SELL R )Asubsfance;smmed

E}ABBW e Fr A A lortoise. Aiehemlse it

G s —

ﬁ F_‘;ﬁ A pyraclastic rock pos-

= sessing the power of
RARITY & % % & A fire. Alchemlsettl

The greasy ex
an enormof
ian. Alchemise i
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{Eﬂl}}ﬂw -+ * * * * Alchémis

25000 | A m&tat formett over
Ry *-ir** e Alche;:sse"rltl{hnm
sl el

)
‘\[ } RED ORB

, )
‘ W A ridiculous)
orb of z:hesg rr:;e

mmﬂw S %k Kk o Althemiseit

€D 50000
L]

im fL—-_)‘ An extract comy osed
of concentratec
[ﬂmmuw & S 4 v Combat capabilities.

Alchertise it

L)
&[’ } BLUE ORB A
7 (oov) ~ \ Aridiculously rare orb
m ( e 2000 ot cemﬂcwe¥ blue: 2

RIARITY % * * & Alchemise it

Gﬂfsﬁ‘
be; m“Er A‘ﬁi{emm it!

8 AGGRESSENCE

:@ j @ 750 ‘\ An extract composed of

J the vigorous verve for
RARDTY e # & o victory. Alchemise it

\ ke ' YELLOW ORB s

. A ndtculous!v rare orb
5000 EE pyellow.

[ifﬂ[]}l]‘m? * K A A Alchemesalﬂ

that's 5o slip-
y it's problematic to
pick up. Alchemise it!

MED
ﬂ NECTAR

(auv ] nuv ‘s Thqg | Ihe sweet fragrant

\_._.__.,__/ essence of a flowerin
RARITY # # + H J  bloom. Alchemise it

e N
GREEN ORB Lo e
; ; § Aridiculously rare
@J orb of verdant green.

mﬁmuw % H ok & Alchemise it

- e 5
*:
8 - THINKIN "ENSE 3
: m A p\ewha; plantwitha
t P g et whe n

Jf' = BIRDSONG NECTAR

210 Queer concoction tat
confers a sweetsinging

Bﬂ[ﬂﬂw i * & 5 5 voice. Alchemise it!

f : ” - Y A ridiculoushy rare
@:w @@m Vot alfdeep pvurple

RINRITY .8 Kk ok Alchemise!

untmszwartbv air.
* Alchemise it

s |
{ Bn{ GRUBBY BANDAGE )

A soiled dressing much
- loved by mummies.
* * Alchemise it!

RAGITY * * *

Aridiculously rare
5000 Horbof spark}l?ng silver.

y *'** Alchemis i!
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Stick this mto 50 T that skl

m"m%

mmﬂw * Fed ok K g nits

(|" | “WANDS AND BEYOND”

. Popthisin your Dm‘-kef

| tobain ish ofhe i
2 . Stick ability.

GAGITY He ok K H A Giyang

!"i m

Pop this in your pocket : r pocket

{ =% - i eofthe =L — | 'tocom) iete aamtd

@m (?ogmf $Vaﬁ ability. @————}@-——} crittcal%ns iv
CIAGIITY e ok ke ok e gy s BAGY A A A A e

o

i Y.."J “WARRIOR'S WORKBOOK”
Pap this in your leket <, Pop this in your pneket
} 1o gain use of the | — X — "

BABBW 8 : o Se?pems Bite abilty. 10 perform off-the-cut

; counterattacks, -
Skill: Whip R e

i

= hE “PRIEST’S PRIMER” 2 “SAGE’S SCR[PTURE" :
- OREOFTHE CLAW”
Pofi this in your pocket « Pap this in yoli ockat 5
€D | m J 'ruf parg ugei‘:)f thg Hand - @n— tr; ga;n gsgyz{v thg Wave
of God ability. of Relief abi
TN e e Skl Claws BARITY YA A ek g mmﬂw * * * Kk sum:

)
s k" “LUMINARY’S LORE”
Op IS in your pocket
b e thg Pap this in your pocket

- (o 1@ ) togainuse of the Weak- ‘ I
Jmﬂ?"\] * * * * * gum'eFDr?ﬂce ability, m&mfﬁ%? =4 * * * * ening Wave ability. - m

Skill: Spelleraft ARITY A Ak Sﬂl:

ﬂ mvmcnnmcm

Pop this jn your packet
L€ — ) tonainuse ofthe

(—‘~—j T Com
r‘ﬂ[}m * * Whopper Chap, @ == m == {)0 takﬂm'fg;igno‘;r g:}kﬁ
SRy ol Rl AT RAGITY e s ok & 4 batleto battle.
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Skill: Fogus



* k& inntertainers,

W- A"I:Waru%wsn. 2 .
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mmnw****

~ ‘he Hua&ombnpen

A magical plant from
Gerzuun that drives

BABWW * Aok A * out demaps,

%

-( | The necklace Serena
was so.desperately

BARITY H # s A searching for

£

L “gaistmmm
m{:}ﬁ‘?} ok kg at Ennnsmﬂ il

BUV kmeuculeus Ireatise
- °ﬂ the terrible. Gnnsh

fﬂﬂﬁ]ﬂw K ok k& Empire,

e S
i. ROYAL SEAL
olden mark that
- m ?t amonarch rr?ay

BARITY K & # A 4 make isef.

i A magical herb said
to hielp those who are

MBDW* % e H e unhappy

Anirradiantitem

(m— 3(@ D that allegedly opens

the way through th
TR e %k X ok e ayihioighire

- A card for collenung
o j stamps fram ex-inmates

BABHW Sk & & Ofthe Gorress.

' ) DRUNKEN DRAGON

) Abracing brew that
Greygn arl likes to

RARITVE * & ko que

1

(G@ DRIVERSLICENCE
A certificate to show
competence ;Sn 4

= handling the Starlight
EL/A{BHW Kok kxR Express.

_] : .

An emblém orice
| proudly passassed
v lieutenant of the

mﬁsﬁmw “ *7*7* * Empire:

$ |
g YGGDRASILBUD 2

Fresh foliage from the
v ) sagred tree an Pluvi
(H[&BGW * F * * W

msi ool o

Isle.
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Patty and

(m@? fendshp eticen
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| supposedto stop &y
iflngss.
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TYCOON'S TROVE

(@ Jen— Jitne

RIARITVE S & 8

@ LUNAR DIAMOND .
Astrange stane that
- sturest e light of the

GG %k % mon

ARF

‘ oMarco
(m K@ j hevmmt?'aweﬂedm
RARITY K # d A A  Bloomingdale,

Decorative down:of the
hocus chimaera that's
loved by the ladies.

@_ e

m&mﬂw*****

€h_ A mark o' Marco having
EUY travelled to Gleeha.

RIARINAYS & & & & ¢

,m.esmm *f ****

= Adesert dehcanv that
L Buy ] | @ ) warks wonders with

GAGITY P & e A S - the skin,

Ie

GENIE SANGUINI SCARF

Amarko"Marco \
* having travelled to Bl : g
mmw * * o ok e Angel Falls RAGITY K # & A A geni

(€ —

3 )
Acompact cutter ysed
i@___» I by Magame Couteau
lBEAE!U?W * *k ko forcreabng fine
uisine.

N BACKSCRATCHER _ .

Astick with a bit of a
/ bend thats excellent for
gasing ltchy backs.

D @m_
- Jem- )

RARITVE ﬁ Kok

W\E&']‘M’**i * K

Afearsome fang prised
r0m a power hammer.

!'

PACKED LUNCH

E_:Jm— Jow

ME]DW** kA m h

- Amark o’ Margo having
( } travelled to Coffinwell.
IRIARINTAVA, ¢ * ok

——

«q % SNOWBERIAN BADGE X
N BADGE

(—:ﬁ @j Amark o' Marco having

CRUMPLED NOTE

RN ;F""

travelled to Snowheria @
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l- A mvmnausmass
- t at possesses the

RARITY % H A & & powerofmagm

i\ “ DRAKULOR‘D’S TOOTH

m An enormous gnasher

[MMB[IW** * Ak

T j A sure shoe for a
horse’s hoof.

dropped by a drakulord.

Ei E!lB]] Tk k k& htrdseftmormse
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o “RRORDISE TAIL FEATHE
I BU"V 7 -A retty piece of
ulgmage%romabud

RAGIY Kk #  ofterrordise,

i3
[‘f d OLD RING

A rusty and moss-
ridden ring,

« Anugget of knaws
J ledge from Barney's
ancestors.

'mmuw*i*t*

A strange tone that
makes miracles happen

AR S L * with heartfelt thanks.

(@ Jen-

Abag from.Jared for
putting top-quality
earth in.

EABUW*****

@ M
The pit.of a plum

{ m ) swallowed by a big

ME}U‘W K e Kk

[ |
/1% BONE CHIMER

| Abone that makes a
| meladic yat maudlin
~ sound.

mmmm** *'**
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ATy Kk kR E

[ B |
!@ TURBOTOADOIL
-——\ oldenlubrmant
(@0 JeD-

namnd byexaied &
BT ek &

axpmﬂs




ot access to the Krak Pot along with where to find the recipe book that contains th a1

i u
Here are the possible recipes to be used once you g

l . : — RE FO D
STEEL BROADSWORD .
“GIGASTEEL BROADSWORD | S
FIZZLE FOIL
PLATINUM SWORD fron broadsword x 1
P i e
UBER FALCON BLADE Falcon blade x 1
UBERMIRACLESWORD | Mircleswordx1 |
FIRE BLADE Valkyrie sword x 1 Rockbomb shard x 1
INFERNO BLADE | Fire blade x1 —
UQUID METAL SWORD Metal slime sword x 1 Orichalcum x 1
METALKNGSWORD | Liid metalsword 1| Orihalcum x1
ERDRICK'S SWORD Busty sword x 1 Sy fie
STARDUST SWORD Swemovaswordx! | Resetstonex 1
NEBULA SWORD Stardust sword x 1 Agate of evolution x 1
SUPERNOVASWORD | Nebula sward x1 '
A )
STEEL LANCE Iron lance x 1 Iron ore x 1 Lava lump x1
GIGASTEEL LANCE Steel lance x1 Tran ore x2 :
CELESTIAL SPEAR Long spear x 1 Holy talisman x 1 Platinum ore x 2
HOLY LANCE Iron fance x 1 Gold rosary x 1 —
TRIDENT Battle fork x 1 Seashell x 2 Crimson eoﬁl xi
SEACOS'S ThAENT Tridentx 1 Mighty armiet x 1 Densiniumx2
SANDSTORM SPEAR Holy lance x 1 Kitty litter x 2 Gla;skhil xé s
HALBERD m x1 Battle-axe x 1 S
UGHTNING LANCE Celestial spear x 1 Thunderball X 3 Mythril ore x 1
1:‘;:1:: ::hmmg lance x 1 Thunderball x 5 | Gotd barx1
e e lesna! spear x 1 Terrible tattoo x 3 Malicite x 1
Metal slime spear x 1 Orichaleum x 1 Slimedrop x § 7
METAL KING SPEAR Liguid metal spearx 1 Orichaleum x 1 Slime o
:::I'Tm\“ Split-pot poker x 1 Reset stone x 1 = — I‘ CapARE — - ‘r
Poker x 1 W P e .
SPUT-POT POKER Stud paker x 1 Agate of ey 'n - peelll P
olution x3 | Redorh x3
Y » - :
v




| Bronze knife x 1 | =
L Holy water x 3 iE FOUND
- e do 1 Mayor Laria’s house in Coffinwel|
‘ = ’m‘ 52 S o 53
— ,f"“’”' Coagulant x 3 | Mayor Larias fiouse in Coffinwell
i L fly knife Mayor Laria’s house in Coffinwell
-0l ‘Magic beast horn x 1 | : 314 Hoor vy in Qe
e Manky mud x 3 0= i ol
| iy ; — : Mlyorlaria'shouseincmﬁnwell
| Deadly nightblade x 1 Poison needle x 1 o e
T Evencloth x 2 -
~ 5,;9 = Mayor Larias house in Coffinwell
j .| Edged boomerangx1. | Swineds
D angxil: | Swinedimples Academy -|
= : emy -L1 classro
crystal x5 Magic beast horn x 3 Swinedi Academy -L1 ¢!, -
- : P! y -
; - Spiritbracerx1 Churchi
t o ureh in Wi
. = n Wormwood Creek
» Crimson coral x3 | Cabinin center of Hermany
Reset stone x 1 —
ite of evalution x 1 | Pupleobixt Camplete Challenge Quest 178
I Agate of evolution x 3 purple orb x 3 —

y RED RE FOUND

Flurry feather x 1 Magic water x 1 Mason’s cabin in Lonely Plains

}‘;iuiffsathprx.x i i Sage's elixirx1 Mason's cabin in Lonely Plains

Seashell x 3 Crimson coral x 3 Middle deck of ship

Celestial skein x 1 Enchanted stone x 1 Middle deck of ship

Thunderball x 3 Magic water x 1 Inn roof under Mayor's House, access with magic key
| Thunderball x5 Sage's elixirx 1 fnn roof under Mayor's House, access with magic key

Rockbomb shard x 3 Brighten rock x 3 \nn reof under Mayor's House, access with magic key

‘Ruby of protection x 1 Magic water x5 dimples Academy -L1

Sorcerers ring x 1 Sage’s elixirx 3 Swinedimples Academy -L1
i m,mm %1 Mythril ore x 1 Cabin in center of Hermany

Agate of evolution x Sage's elixir x3 Cabin in center of Hermany

flge e 17 = 3 Camplete Chal lenge Quest 178

Agate of fution x 1 Blue orb x 1

Agate of evolution x3 Blugorbx3




SIDEWINDER
GIGASPIKE WHP_
OEMONWHIP

» SCOURGE WHIP

GODDESS WHIP Empmub w!upxl - ? e

CNGHAWHE | mmm of llm nxl ‘Greondrb’ﬂ S0

MEGA GRINGHAM WHIP Gringhv lll Mllp x1 = ’ Agale evolutiol e -

GIGAGRINGHAM WHIP | Mega Gringham whipx1

: RED D RED ) ,| s
STEELBAR Iron bar x 1 Iron ore x 1 Lava lump x 1 IMfranw-ﬂ
GIGASTEELBAR Steel barx1 Ironorex2
PILLAR OF STRENGTH Oaken pole x 3 Utility beltx 1
SLUMBER STICK Sleepy stick x 1 | Sleeping hibiscus x 3
KILLER PILLAR Driller pillar x 1 Mighty armlet x 1
MISTICK Drifler pillar x1 | Freshwaterx3
OPTIMISTICK Mistick x 1 Celestial skein x 2 A.gnl |ty rmg x1 Swmetllmples Academv u ehssmom
BALLISTICK Optimistick x 1 Technicolour dreamclothx1 | :
XENLON ROD Dragon rod x 1 Dragon scale x 3 :
ORICHALCUDGEL | Orichaloum x 3 Hephaestus' flame x3 —
KNOCKOUT ROD Catatonic coshx1 Reset stone x 1 e i '
SENSELESS STICK Knockoutrod x 1 Agate of evolution x1 1
CATATONIC COSH Senseless stick x 1 Agate of evolution x 3 Blue orb x 3 — 3
; i RED RE FOUND
:::;:EL::N:LAWS :::::w‘ x1 Iron ore x 1 I.a‘ava lumpx 1 5 : Inn afmltmdes Abibey - B 3
S Ll Hephaostus Ramex o =

SACRED CLAWS Iron claws x 1 Holy talisman x 1 o :

KESTREL CLaws Crow's claws x 1 Agility ring x 1 2

KITE CLAWS Kestrel claws x 1 Enchanted stane x 2 A

:l::n:‘LEA'\‘N“smm“u LU = misith | o ore 1 mﬂﬂm I‘J

COMBUSTICLAWS coin caws ] A i3 | Rockhomb shard x 1

Fire claws x 1 Sunstone x 1 Rockbomb shard x 3

KING COBRA CLAWS Cobra elaws x 1 Terrible tattoo x 4 Wi

BEASTMASTER CLAWS Beast claws x 1 "M PR i Mmg: Sihatic . i

ORICHALCUM CLAWS Combusticlaws x 1 OrehaEiiet agic beasthorn x 9 |

ORAGONLORD CLaws Dragowian Iord s T = Hephacstus fame x2

esel stone x 1
DRAGOVIAN CLAws Dragontord claws x 1 Agate of evolution x 1 :-\\m‘_
wm Agate of evolution x 3 “fd — g
: Red orb x 1
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FWeapons -
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Sstaixa

‘Hunyleatherxz» T
 Lava lump x 3
Snakeskin x 2
inderbalix3

. ‘M'ﬂ'onél'ihmy‘mllnmr:nmhn 4
Building west of weapon shopin Bloomingdale

. .a'i«fnwi»ii'lnmnm.mm Restinn

o 13rd,ﬂnirg‘lihm in Quester’s Rest inn

= Item shop in Wormwood Creek

al X _ | temshopin Wormwoug Creek ;
Horse manure x 9 ,

Al “ROMICon

3rd oo library in Quester's Rogt iny
; Dr. Phlnuming’s study in Coffinwel)

Coffinwell - east house

Cabin in center of Hermany

Agate of evolution x 1 T —

gl eenorbx 1 Complete Challenge Quest 17—
2 o o e % e
: ‘;A!:ateufeypluﬁnnxs g i e TP allenge Quest 178

RED D OUND

Ironore x 1 Lave lump x 1 Inni of Alltrades Abbey - B1
| Ironore x2 Hephaestus’ flame x 1

Gold bar x 1 - Petra’s House in Zere Rocks

The Plumbed Depths - B1 |
|

1

|

i

|

|

Lunaria x 1 Mystifying mixture x 1 Ttem shop in Wormwood Creek
Full moon ring x 1 Mystifying mixture x 3 Item shop in Wormwood Creek
Slime crownx 1 — Church in Wormwood Creek |
Slime crown x 1 Monarchic mark x 1 Oubliette - B3 ]1'
Ethereal stone x 2 Raging ruby x 1 | Gittingham Palace - 12 ’r
Ice crystal x 3 Ieicte dirk x3 Swinedimples Academy - L1 c ]
e axe x 1 | Ice crystal x6 . Agate of evolution x 1 Swinedimples Academy - L1 ¢l }
Climaxe x 1 Reset stone x 1 = = e J
e =
‘ Nﬂhm‘ s | Agate of evolution x 1 Purple orbx 1 Complete Challenge Oue: J
Maxi axe x 1 Agate of evolution x 3 Purple orh x 3 =
OUND
RED
v, ' [} .
Mayer Bryce's hiouse in Porth Liaffan
‘Oaken club x 1 Belle capx 3 g prapsim ST
; Nt ha : Mighty armlstx 1 = Swnedimples - The Old Schoal, BZ
A hammerx 1 : g ! = - e
Uber war hammer x 1 Royal soil x3 = o les - Tha 01d School, B2
inigm x
T — o Royal soil x5 Edensinium - e el 2
eal slone X
Royal soil x 7 il Cahin in conter of Hermany
emer——=E= Tough guy taitoo X 1 i
Agate of evolution X1 - n well in western Ondor Cli s
- Densinium x 3

Orichalcum x 1
Orichaleym x 1

Reset stone x 1

Mighty armletx 1

W
Agate of evolution x 3

Yellow orb x 1 Complele Challenge Quest 178
fellow

In well in western Ondor Cliffs |




[ swatowailx1_

mmnammﬂ

Razer-wing boomerang x 1

Swallow tail x 1

| Hunters bowx1
‘Aggressence x 3

Flurry featherx 3

[ raiy g

[ mooers

“BLUSTERANG Sy, n..mmmnmf ’ et Mayo

FLAMETANG SOOMERANG _| Gusterang x TR
| BANEFIRE BOOMERANG _Flametang boomerang X}

PENTARANG Hexarang x 1
"HEXARANG Pentarang x 1

METEQORANG Stellarang x 1

) D RED RED i
LONGBOW Short bow x 1 Laundry pole x 1 = Mirage Mahﬂl'- 4]
HUNTER'S BOW Longbow x 1 Chain whipx1
HOTSHOT BOW Potshot bow x 1 Hunter’s hatx 1 Amhet'samuuafd x1 :
BLOWY BOW | Potshot bowx 1 Flurry feather x 3 | Agitityringx1 ; imples - The 0id y
BILLOWING BOW Blowy bow x 1 Staff of divine wrath x 1 Celestial skein x 2 : Swmelhmples The 01 Sdlmlm ?
BLUSTERY BOW | Billowing bowx1 | Gusterangx1 | Celestialskeinx3. ;
PURBLIND BOW Greathow x 1 Mystifying mixture x 1 Enchanted stone x 3
BLINDING BOW | Purblind bow x1 Mystifyingmbcurex2 | Ethereal stonex3
OH-NO BOW Odin's bow x 1 Malicite x 1 — 4
ODIN'S BOW Oh-no howx 1 Saints ashes x 3 — ; 2
ANGEL'S BOW Aeon's bow x 1 Reset stone x 1 = ;i ;
ARCHANGELS BOW Angel's bow x 1 | Agate of evolution x 1  Yellow orhx 1 g
AEON'S BOW Archangel’s bow x 1 Agate of evolution x 3 Yellow orb x 3
. D D .

GOLD PLATTER Silver Platter x 1 Gold Bracer x 1 A

PLATINUM PLATTER Gold Platter x 1 Platinum ore x 1 A PM‘M MM

SHELL SHIELD Scale Shield x 1 Tortoiseshell x 1 _ s NW‘

STEEL SHIELD Iron Shield x 1 Iron Ore x 1 Royal Soil x 1 :

GIGASTEEL SHIELD Steel Shield x 1 Iron Ore x 2 H vL . 3
KITTY SHIELD Light shiefd x 1 Kitty Litter x 1 i o

CATTY SHIELD Kitty Shield x 1 Kitty Litter x 2 R ”‘*“"'""B‘mdv in Coffinwell
-.W“'"“'Em\_ Light shield x 1 Seashell x5 H:q O« Phlegming's sty in Coffimwell

ENCHANTED SHiELD s == By i, Swinedimples Academy 41M,., m

N m Ethereal stone x 1 -:\-— "mm ‘ 5 b,

-‘\_
> R RN . » 3
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- eStus’ Flame x 1
PR - Armour
Raging ruby x 1 ] 0 ol mmm'"“m
o ——— | Mayorshouseiny
i RS Pover
Raging Ruby x 1 Ry ofprtectony Church in Warm
— 4 — ureh in Wormwand Crek
Nolvtalismanu — N rthwest hous
> — Mythril ore x 1 Swined: house in Upover
2 Winedimpl,
| Magic hea Sﬂlnmxs — o :GSAcadomY~l1 classroom
ek riress -L1 solitay
Mythril ore x 2 ; i
T Oubliette - B3
Mighty armet x 1 : 3
Saint's ashes x 3 el .| Bortress L1 solitary
SGoddess ring x1 7 , =
3 x1 S 3 -
el 5 - In well in western Ondor s R e
- - Silmedwpxs Complete chall
oy e € Chiallenge quest 1
| orichalcum x1 e sl
Glass fritx 9 . T —
Orichalcum x 1
T o Accept Ch;
, T = . Cept Challenge Quest 178
PSYCHE v Brain drainer x 1 Agate of evolution x 1 Green orb x1
= T — Complete challenge quest 145
Agate of evolution x 3 Greenorbx3
RED RED OUND e ]
Jron Ore x1° Royal Soil x 1 Inn of Alitrades Abbey - B1 ﬁ
Iron Ore x 2 Hephaestus’ Flame x 1 Mirage Mahal - L1 3
Silver platter x 1 Silver Tiara x 1 Petra’s House in Zere Rocks 1
atinum ore x ephaestus’ Flame x 1 mmour shop in Bloomingdale
Plati 1 Hephaestus’ Fl A p g |
] Mythril ore x 2 - Swinedimples Academy L1 f
Steel Helmet x 1 Gold circletx 1 Sorcerer’s stone x3 Swinedimples Academy -L1
; /mﬂﬂnqui Brainy bracer x 1 Sage's elixirx 1 Swinedimples Academy -L1
o Elgasteel helmet x 1 Magic beast horn x 2 Tough guy tattoo x 1 Church in Wormwood Creek
§: Magic heast horn x 4 Mighty armlet x 1 Gortress -L1 solitary
Great helm x 1 Malicite x 1 il =
Mmmmugmn Mythril ore x 3 — Gortress -L1 solitary
| Hades’ helm x 1 Saint’s ashes x 1 = . - |
o oy Wiythril ore x 1 Western Wormwood well, accessible by Starflight Express
— T Apolis Malicite x 1 = =
i A’ LN X 1 'T. L B et Htem shop in Wormwood Creek
Mfsﬂmﬂ ,N Saint’s ashes x ; ftem shop in Wormwaod Creek
Sun CIOWR X l Agate of evolution x 1 Sunstone x o
< : > Complete challenge quest
gy B Orichalcumx1 Slimedrop x 6
— e ime crown x 1 =
qunm st x 1 x1 SI!_'.M Tr - 7 ‘Accept Challenge Quest178
§ T ORI ey
| Wonder el x 1 Reset stone x1 e Complate challenge quest 149
e 3 ] Purple orbx 1
Hallowed helm x 1 Agate of evolutin X ____..T-’-'—‘ e
. £ le orb X
| Blessed helm x 1 Agate of evolution x 3 i 77
andanaxi Bowtie x| ;——*"/—W
e XY 4 - e dale
Trailblazing bandana x 1 Agility ving ¥ 1 """ [ building westof weapal shopin Bloanlhi
; e T | FunyFeatherx1 ﬁ Viayor Bryoe hause in Poith Laflan
Bunny tail X 2 -
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A old bracer x 1
POINTYHAT =
GOLDENTIARA _
pwm HEADBAND
EARCOSY 7
GOLD CIRCLET - m Lucida shard x 1
Gold Circletx 1
STAR CIRCLET ; - Toad oil x1
Turban x s "
TRICKY TURBAN . Evencloth x 2
THIEF'S TURBAN Turbanx 1 = I
= Butterfly wing x2 :
MALLEABLE MASK Gircletx T : .
Dread dagger x 1 Narspicious x3
PAPILLON MASK Malleable mask x 1 —_— == =
Feathered capx | Brainy bracerx2. Gt -
i AR Feather headband x 1 Magic beast hide x 3
MUSKETEER HAT I P o :
WIEGA-MAGICAL HAT Magical hatx 1 Ll L
HAPPY HAT Unhappy hat x 1 Ccky pEnAs S ST
SPELLWARD CIRCLET Gold Circletx1 Monarchic markx 1 ‘ M ; td\ -
PHANTOM MASK Papilion Mask x 1 Dkt b = i
i hatx 1 Agate of evolution x 1 Green orb otdipaidibcenstcicis
i i sy i of evolution x 1 Greenorb x 1 Inside cabin in western Ondor Cliffs
SUMMER CLOUD HAT Spring breeze hatx 1 Agate of evolution x ‘ . : - . - m
AUTUMN SHOWERHAT | Summercloud hat x1 Agate of evolition x1 Kreeniostix} heidy c'wh'_“. e o
WINTER SKY HAT Autumn shower hatx 1 Agate of evolution x 1 Greenorb x 1 s Cobin i e
NAME INGREDIENT 1 INGREDIENT 2 INGREDIENT 3 WHERE FOUND
LARGE-SCALE ARMOUR Scale armour x 1 Scale shisld x1 Snakeskinx1 | Coffinwell - easthouse.
SILVER CUIRASS Iron cuirass x 1 Silver platter x 1 — Petra’s House in Zere Rocks
FULL PLATE ARMOUR Iron armour x 1 Iron ore x 1 Royal soil x 1 Inn of Alitrades Abbey - B1
GIGASTEEL ARMOUR Full plate armour x 1 Iron ore x 2 Hephaestus' flame x 1 Mirage Mahal - 11
TORTOISE SHELL Iron cuirass x 1 Tortoiseshell x 1 Emerald moss x1 Mayor Bryce's house in Porth Liaflan
TORTOISESHELL ARMOUR Tortoise shell x 1 Tortoiseshell x 2 Emerald moss x 2 Mayor Bryce's house in Porth Liaffan
GOLOMAIL Silver mailx 1 Gold ring x1 Gold bracerx 1 _ Petra’s HouseinZereRocks
PLATINUM MAIL Gold mail x 1 Platinum ore x 1 Hephaestus' flame x 1 Armour shop in Bloomingdale
ENCHANTED ARMOUR Wagic armour x 1 Enchanted stone x 1 = Mirage Mahal - Lt
ETHEREAL ARMOUR Enchanted armour x 1 Ethereal stone x 1 — Swinedi Academy -L1 cl;
SHGouML Magic amour x 1 Dragon scale x2 Raging ruby x 1 | Mayor's house in Upover
SPIKED ARMOUR Magic armour x 1 Magic beast horn x 2 Iron nails x5 Gortress -L1 solitay
HOLY MAIL Chain mail x 1 Holy tali 0
oly talisman x 1 Mythril ore x 1 | Swinedimples Acad: "
SACROSANCY ARMOUR Sacred armaur x 1 R i i ? 5
uby of protection x 1 Life bracer x 1 North, h :
MIRROR ARMOUR Magic . west house in Upover
P e Armngur x4 Mirrorstone x 3 Sober ring x 1 Ouhliah
CATOPTRIC ARMOUR Mirror amo i ubliette - B3
urx 1 Mirrorstone x 5 Catholicon ring x 1 Oubli
LQUID METAL ARMOUR Metal slime anmour x 1 ” 9 ubliette - B3
METAL NG A e NNour X Orichalcum x 1 Slimedrop x 6 Complats s ~
e OUR Liquid metal armour x 1 Orichalcum x 1 Slime crown x 1 — M
CK'S ARMOUR Rusty armour x 1 Glass frit x 9 Orichalcum x 1 TR SR
\ngmous ARMOUR Nilizs St s - Accept Challenge Quest 178
Ri T = =
’WM‘[&M{L Glorious armour x 1 Agate of evolution x 3 Redorbx 3
% Training topx 1 Finessence x 1 = r—
e e e
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INGREDIENT

| Lambswool x 7

INGREDIENT 3

Mayor Laria’s house in l:nﬁimol Il

WHERE Founp

|
i "o

a8

Brighten rock x3
= Tenrock x 3 i =
. la 7 7 -
Magic heast hig naor Lari's house in Coffnwe
8x2 Coffinwell - west oy
Finessence x 2 w b
: , Mayors house in
Technicolour dreamcioth x 1 Sv;::;:i,:mr. o
Technicolour dreamet T plos - The O1d School, B2
w&i’ Swinedimples - The
5 : e 01d School, B2
ida shard x 3. B Colﬁnwell-ees!housecomnwwL — ]
ok Technicolour dreameloth x1 | — Swinedimples - The Old Schoo!, 52
; = — ST
= m ! op’ | X3 e ples - The 0ld School, B2
Hot bikini top —__ ATonCeIxZ Complete Challenge Oupst 124
e x1 | Astral plume x 2
|'Dragonscalexz P Complete Challenge Ouest 124
— ; X2 s B
Evencloth x 3 S Mayor' house in Upover
Wingothatxd | Tamiie ' e i e e o
T : e fatiop x 3 3rd floor library in Quester's Restinn
——— Brighten rock x 3 Swinedimples - The 01d School, B2
Pinkpearlx1 | Brightenmckas.. . ISors -
Resotcione vl : : SRS ples - The Old School, B2
;nglcwebxz Silk robex 3 Complete Challenge Guest 124
"pwefd x7 Saimed\soma x3 Complete Challenge Quest 124
eset stone x 1 g = e
2 Blue orbix 1 Complete challenge quest 137
*‘ jate of evolutionx 3 | Blueorbx3 : -
,Sfleeping hibi x3 Lamb I1x3 Mayor Laria’s house in Coffinwell
| Enchanted stone x 1 — ; Mirage Mahal - L1
Ethereal stone x 1 - Si dimples Academy -L1 ck |
cetic rohe. : | Rosanyx1 Grubby bandage x 3 S limples Academy -L1 ch |
Fizzle-retardant suit x 1 Sorcerer’s ring x 1 Grubby bandage x 3 Swinedimples Academy -L1 j
Saintly robe x L ' 5 Fizzle-proofsuitx 1 Thinkincense x 3 Swinedimples Academy -L1 ]
Enchanted robes x 1 Celestial skein x 3 - Swinedimples Academy - Lt c
o  Thinkincense x 6 Sage’s elixirx 3 Western Wormwood well, accessible by Starflight Express
Monarchic markx 1 — Gittingham Palace - L3 1l
| Monarch's mittens x 1 | Lambswool x2 ham Palace - L3
Speliward circletx 1 Lambswool x 3 Gittingham Palace - L =
3 ittingham Palace - 13
Monarchic mark x 1 - L -
King axe x 1 Lambswool x 2 Gittingham Paface -
i Ix3 ham Palace - 13
| Slime crownx 1
Saint's ashes x 3 =, — 79
Oubliette - B3
= e Astral plume x 7
gownx | | Agate of eve x1 . ﬁd:ess i Mayor's house in Upover —
Dragon robe x 1 Dragon top x 1 bl e
e Resetstone x 1 e hallenge quest 137 =
i oy Yellow orb x 1 W
Agate of evolution X ——____:—/————’j
Thoaisotoriionss | Yelows>

L
s -w“’}
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: | Rovatsoitt
| Aggressencex1 ’
; 3 Sage’s elixir x 2
nusssnsmnmas : = R
mmm- g mmmm'
loves x 1
METAL xms SUME GLOVES | Liquid il """" g
ERDRICK'S GAUNTLETS | Rusty gaunt e
VESTA GAUNTLETS o — 2
GAUNT Vosta gauntlets x 1
DIANA GAUNTLETS Diaria thots x 1 Agate of evolution X 3
L L i [ = Magic lmmmlex A
| LEATHER GLOVES Cotton gloves x 1
WMARQUESSSMITTENS | Mayoress's mittens x1 | Monarchic markx 1
MONARCH'S MITTENS Marquess’s mittens x 1 Highness heels x 1 ,s e ';- -
inkincense x 3 age’s elixir
GURU'S GLOVES Heavy handwear x 1 Ih' '. o e
LOVES Heav I 1 i -
oM o Malicite x 1 Evencloth x 3
NS Gloomy gloves x 1 alic I —
MURKY MITTE - a
MATADOR'S GLOVES Mental mitters x 1 Slipweed x4 il L e
APPRENTICE'S GLOVES Grandmaster's gloves x 1 Reset stone x 1 7 ‘ ;‘W S 7
MASTER'S GLOVES Apprentice’s gloves x 1 Agmefmluf?nn x1 i l Bl 10 J0 S e T o = o d
GRANDMASTER'S GLOVES | Master's gloves x 1 Agate of evolution x 3 Sl — -
RED SED D RE FOUND
i 1
LEATHER KILT Boxer shorts x 1 Magic beast hide x 1 — Coffinwell - southeast house
TRACKY BOTTOMS Training trousers x 1 Finessence x1_ = Colfinwell -westhouse
BOOMER BRIEFS Boxer shorts x 1 Boomerang x 1 — Middle deck nfshlp E
WONDER PANTS Boomer briefs x 1 Agyressencex 1 — | Middle deckofship :
STEEL KNEECAPS Iron kneecaps x 1 fron ore x 1 Royal soil x 1 Inn anlltradas Abbey - B1 i
GIGASTEEL KNEECAPS Steel kneecaps x 1 Iron ore x 2 Hephaestus’ flame x 1 Mnaga Mﬂl\al g - ]
HOT BIKINI BOTTOMS Di midriff wrap x 1 Seashell x 3 Crimson coral x 3 Complete Challenge Duest 124
SIZZLING BIKINI BOTTOMS Hot bikini bottoms x 1 Technicolour dreamcioth x 1 Astral plume x 2 Compl m lete Glpalrlnnge' ul.l!ﬂ. m S
BLESSED BOTTOMS Wizard's trousers x 1 Sorcerer's stone x 1 Lambswool x 2 Mayor Laria’s house in (:nﬁinwall k-
TUSSLER'S TROUSERS Tracky botioms x 1 Finessence x 1 Magic beast hide x 2 Coffinwell - west house
;ANC\' PANTS Loud trousers x 1 Belle cap x 3 Narspicious x 1 Swinedimples - The Old School, B2
H:“'“W\il e Spsiy) Sheinomniix2 Iron nails x 2 3rdfloor library in Questers Restina
DTIGHTS Pop socks x 1 Crimson coral x 4 e df g e R i
GREENTIGHTS 'oor library in Quester's Rest inn
Popsocksx1 Emerald moss x 4 = R =
WHITE TIGHTS Pop socks x 1 Seashelix 4 3 B Bty ot
TRANSPARENT TIGHTS Red i - wi 3rd floar library in Questers Rest inn
od tights x 1 Green tights x 1 White tights x 1 T T S e 7
DRAGON TROUSERS Tussler's trousers x 1 Dragon scale x 2 Fi oot llhnmn‘_mmg{sg@ﬂm S 1
TANTRIC TROU SERS = — inessence x 2 Mayor's house in Upover 3
ragon frousers x 1 Thinkincense x 3 Sage's elixir x 2
IMPREGNABLE LEGGINGS | Stargysiocys < - i, i | Westem Wormwood well, acoessible by Ste
INVINCIBLE TROUSERS Etomity trousers x 1 AR Ao | weliin Wastaiii ﬂnlhr Cliffs
w_‘ Invincible trousers x 1 Agate of evolution x 1 Purple orb x 1 =
ETERNITY TROUSERS arb x Compl .
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Armour - F

INGREDIENT 1

< \,f,.

INGREDIENT 5

Magic beast hide 1

Iron ore xz
Magic beast horn
Think‘ cense x 3

|NGREDIENT3

Afids. ;
Alchenomie, B

WHERE Founp
Armour shup in Bloomingdale

: ible by Starf;
J nmnnlm challenge quest 12 e

Complate Challenga Quest 145 ;.
Armourshop in Bl

Anmmrshnp in Bloomi ,‘

: Armour shop in Bl

_Amour shop in Bloomingdzle

3rd floor library in Quester's Rest inn

! 'Rllbv‘u(pfnteciinn:i('t‘

Ruby of p R ??“:"! i ’; 11' L.Gon'iass_umﬁm v
Lucky pendant x1 = Gortress -L1 solitary
Elfin charm x 2 Gitlingham Pajace - 13
| Agate of evoltion x 1 = .Wallace's house Wormwood Creek
Reset stone x 1 : e | Wallaces house Wormwood Creek
::::: ::::::::: :; :::: ':: : ; g linmplete challenge quest 137
RED RED DUND el
Annrossoucexi = Complete Challenge Quest 004 |
008 oo 1 Aggressence x 1 — Northern building in Dourbridge
mm“ : | Comundumx 1 = Nartherm building in Dourbidi
Gold bracer x 1 Strength ring x 1 Tough guy tattoo x 1 Northern building in
| Stimedropx1 | Gold ringx 1 — Complete Challenge Quest 804
Dragon scale x 1 Corundum x 1 = Northern building in Dourbridge
| Butertiy wingx2 " Grubby bandage x 1 = Complete Challenge Quest 004
| Leather kilt x 1 Ultramarine mittens x 1 Grubby bandage x 1 building in Dourbid
e i Flurry hm'x'z et Complete Challenge Quest 004
Agility ring x 2 Lucida shard x 3 dimples Academy - L2cl i)
Saint’s ashes x 1 i 6 a l-—{
Fresh water x 3 Thickincense x 3
Sorcerer’s stone x 2 =5
Life ring x 2 =
Prayer ring x 1 Elfin charm x 1
Raging ruby x 1 Ruby of protection x 1
Sage's elixir x2 = Swinedimples Academy -L1 classroom
hnﬂﬂ‘ﬂ_—-————-’ ngsurruck : - small house in Glgeba
Sandstorn spear X 1 Pongeen? T Small house in Gleebs
Poison needie x 1 SF”"" antidote X e G
e T L
Sleepy stick x 1 Wakerobin x 3

%




Saint's ashes x 1

NAME INGREDIENT 1 INGREDIENT 2 INGREDIENT 3

STRONG MEDICINE | Medicinal herbx 2

SPECIALMEDICINE | Strongme : ‘ :

SUPERIOR MEDICINE Medicinal herb x 1 | Strieg et

STRONGANTIDOTE | Antidotal herbx1 _ i

SPECIALANTIDOTE Strong antidate x 2

SOFTWORT | strong medicinex1

LUNARIA Moonwort bulb x 3
BIRDSONG NECTAR Nectarx3

PANACEA Special medicine x 1
'PERFECT PANACEA Panaceax 1 | Angel bell
YGGDRASIL DEW Yggdrasil leafx 1 Etfin elixir x 1

MAGIC WATER | Hotywaterxt | Ropalsoilxt

SAGE'S ELIXIR Magic water x 1 Royal soil x 1

ELFIN ELIXIR | Yodrasitieatx1 | Royalsoilx3

MYSTIFYING MIXTURE Belle cap x 1 Manky mud x 1

SAGE'S STONE | Orichaloum x 1 | Birsongnectarx3

DENSINIUM Flintstone x 3 Iron ore x 3

GOLD BAR Sainisdsomax3 | Edhorealstonex2. ong

HEPHAESTUS' FLAME Lava lump x 1 Royal soil x 1 Toad oil x 1

ENCHANTED STONE Thunderbalix2 leo crystal x2 | Mystitying mi

ETHEREAL STONE Enchanted stone x 1 Perfect panacea x 1 Narsin icious x 2

ASTRAL PLUME Flurry feather x 3 Frosh water x 2 | Angel belix 1

CELESTIAL SKEIN Fresh water x 3 Tangleweb x 5 =

TECHNICOLOUR : | A =

DREAMCLOTH Grubby bandage x 3 Brighten rock x 1 Celestial skeinx1

SAINTED SOMA Lucida shard x 2 Sage’s elixirx 2 Astral plume x 2

LCIDA SHARD Brighten rock x 3 Evencloth x 3 =

:z::z;:vmmuu Sainted soma x 2 Ethereal stone x 2 Chmnonryslélﬂ Oubliette - B3

Lucida shard x 2 Mirrorstane x 3 He { P S —
MALICITE Pink peati x 1 Tombla ks S mmm ::m" ! ' :"'me ‘Ll classieom
MCE\‘ Fisticup x 2 Slipweed x 1 Supa:iu' medicine x 1 umm'“‘a'- m R
L‘\MSEME\M Wakerohin x 1 Softwort x 1 - Mwwm S
————— | D Phlegming’s studyin Cofinwell
gy N o
4

_‘J’:ﬁi.,;‘ #‘*’ e > i W P TER T ———



§

B itin an alch
N\ Lo g pecipe can resultin an alc emiracle—giving yo ;
\ oes abave, have a small chance of doing this. R er s

em than inteng
ed. i o1}
The following recipes, which share the same ingredient
e ‘ ‘ s as
liﬁ'a* recipe, the percentage chance of an alchemiracle, and what is createq if h
ed if there is no alchemir,
acle.

R A - ) RED
10% o o AA ‘. A 0 0
7 mm .m"h\'ﬂlﬁﬂnyz Silverorh x3
& 1 o ;
Purple orh x 3
Giga Gringham whip
f ' | e ot ,
g Agate nf evolution x 3 Peisaniond chw; = -~
2 _| Agate of evolutionx3 | Purple orbx3 Climaxe
: Agate of evolution x3 | Silverorhx3 Stellarang
¥ Agate of evolutionx3 | Greenorbx 3 Devilry drinker
= " | Mufmhnienxa Purple orbx3 : Wonder helm
o Agate of evolution x3 | Red orh x3 Mythical amour
; J : ‘Ag'albrqf'mlnﬁpnxa Blueorbx3 ‘ Mesatoga
S Agate of evolutionx 3 | Yellow orbx3 Aeon's robe
| Agate of evolution x3 | Redorbx3 Temestes gauntlets
Agate of evolutionx3 | Silver orb x3 Grandmaster's gloves
Agate of evolution x3 | Purple orb x3 Etemity trousers
Agate of evolution x 3 Yellow orbx 3 Emperor’s boots
Agate of evalution x3 | Blue orbx3 Sapient sandals




‘

| FRIZZ

Dess 61 points of damage 1o the bad

Jarmoux
Singes a single enemy with a
small fireball.

LEARNED BY.
Mage 6
Minstrel 8

Melanie oasts Crack

Pierces a single enemy with
razor-shay

} LEARNED BY:
! Minstrel 12
Luminary 11

Slices a group of enemies with a
small wl'nrlwmd

' Mage

Luminary

Poar axound 3y Points of dumage tv sach
namy.

U\mmqes all enemies with a small

explosian

FRIZZLE

Melanis casts Frizzle

Burns a single enemy with a
large fireball. ;
iR RENEE

| LEARNED BY:
. Mage 16
Minstrel 16

LEARNED BY:
Minstrel 16
Luminary 36

o Tt

Slices a group of enemies with a
powertul whirlwind. _

KABOOM

LEARNED By:
Mage 28
Sage 27

Engulfs all enemiesin a large
explosion,

KAFRIZZLE

(e cos I

KAFRIZZ

Does 139 points of damage to the bad
harmour.

Incinerates a single

an enormous fireball.

! LEARNED BV
Mage 40

Does 99 points of damage to the bloed Kitty casfs

mummy.

Lacerates all enemies with a

w volley of rasping ice.

Tears into a
_shards of ice.

Y LEARNED BY: forcost R
| Minstrel 36 MPCST:

Luminary 45

Slices a group of enemies with 3
feracious wi

Flays a graup of enemies A
ferocious whirhwind.
- KABOOMLE
:m } LEARNED BY: { ol

Sage 48




LEARNED BY:
Sage 2 ;EARNED BY:

age 8

;EA"NED BY: LEAR
Sage 43 y | NED BY:
. {3k " e Sage 51

Kitty casts Kazammle.

Smites a single enemy with the
power of darkness.

Smashes a single enemy with the
. _POWET 0f darkne

Strikgs a single enemy with
—— _SYgian lightning,

THWACK

LEARNED BY: Y LEARNED B

Priest 20 Y LEARNED BY:

Priest 34 __”,,“ Priest 55

cantation that sends A curse that sends a group of
the hereafter. enemies to the hereafter.

LEARNED BY:
Sage 78

Claws B2
Melanie casts Blunt .

Reduces the defence of a gr¢
enenies.

Decreases the attack of a single
enemy.

SIS

F — " :
LEARNED BY: :m & entalist 24
A Ngmentalist 10 ) Armamentall

B

e
asis 3 itle

Hezo casts Paving Intaprantion

g s decy y
545 a hittle Bad karmour A's agilty nigs

al fenen
Ngakens & group of
gvﬂdmn;ajtggk spells




Prrnt

Armamontalist 8

.

Fhe hocus chimuers iz pat 1o skeep

Vk,whnmr

UD

Y LeARNED BY:
£ Armamantalist 28

Fabian casts Kasnooza

Ammmi'ﬂ* ‘

Armamentalist

(WP COST ]

= -
Fabian oasts Dizzle.

Enve!ops a group of enemies in
_iltusi

| LEARNED BY:
/ Paladin 26
Sage 30

the defence of all
rrmmh&—rs party

Y LEARNED BY:
2

- LEARNED BV
MP COST Avmamemal 14

Fabian casts Fizzl

Prevents a group of enemies

__from using magic.

ACCELERATE

EARNED BY:
Thief

Protects the whole
party fr
_Attack spells. LAY

} LEARNED BY:
Mage
_ Armamentafist 33

(e cost I

Melanie casts Comph.

Increases the attack of a single

~__partymember.

ACCELERATLE BOUNCE

Chn e LEARNED BY:
Mage 4
Armamentalist 12

Forms a protective barriel
__reflects all enemy spells

INSULATLE |

| LEARNED BY:
Priest
Habgse Ranger

Protects a
: party member fr
breath- based atta 4




LEARNED BY:
Priest —
Minstrel 12? ::g;e' 16 :;E_‘;H:VED BY: 3

A ries! i A
SORERES B B oo
g anger 3

Restores at least 75 HP 10 3
_single ally.

Besmres atleast 165HP to 5
fngle atly.

le ally.

1 LEARNED BY:

LEARNED BY: R T 4
- Priest 65 Sage 33
i Ranger 34

Restores at least 75 HP to a
single ally.

Restores all HP to all party
members.

s "y LEARNED BY

@

&~/ Priest 18
Minstrel 24
Sage 20
Ranger 24

LR

rect all dead party memue

Awakens
Members.

Resurrects a failen ally, but some-

A ! time.
times fails, i

any sieeping party

&

My, e LEARNED BY. ¢ g,
éﬁimrfjrr G W i H);'i .Il?:ag'e 1 Ranger
i Wareat World Tree » 3 Mage 3 hie

i V@‘ﬂﬁrasil, Rety e aiter pying Ranger 3 Minstrel 10

M 10 the Observatary,

R

Trave! wi g
‘harmful teprain. g, L L

P

775 PR
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MERCURIALTHRUST CATTLE PROD :

S ronrs IR e ¥
L nNEeDED: 3 A

G st )

with metal
bodies.

MIRACLE SLASH FALCON SLASH

S =) S - | e e
IP COST: 2 ) =

= —

; P
Creost ) (e ost]




An attack that
deals heavy
damage to

Targets a
vital spot to
take down
an enemy
instantly.

¥ the zombie
| family.

3K§qtzwmm e i —
o1 EDED: ’ ‘ sx:‘aé.&ogrs /A P
=¥ e { : charact

\ Deals heavy
damage 10
confused

or steeping
monsters.

y
#

S T N E '*@ﬁii



SKﬂ.L POINTS
NEEDED:

canfases an
enemy.

sometimes
paralyse an
enemy.

HAND OF GOD

| SKILL POINTS N/A P The Cors ofthe @
NEEDED: character’s mventons

MP COST 14
M

SERPENT’S BITE
, N/A




I SKILL POINTS
'l NEEDED: i

58
rcost BED

i + 8 An attack
opponent’s -4 i that deals
defence as crit
itinflicts
damage.

HUSTLE DANCE
— 5
SKILL POINTS “Fusther Fonmarship”n |
(v |
(€S o |

fl Generates a
vortex that
chews into

Restores at
least 70 HP
to all party
members.

e ——

Wand Skiﬂ | ,‘

M_ BEELZEFREEZE
s :
5 | (@ -

Restares 2
fair bitofan
ally's HE.




e e ) 0D R O

U-L‘J

(SKiLL POINTS
S v

-]
Cvecost JED

An attack
that deals
o heavy

& damage to
material
monsters.

RAIN OF PAIN

NEEDLE SHOT

CRACKERWHACK BIG BANGA

HALLOWED ARRO SHINING SH oT

N/A Pt Hardcore Hdmmu‘nq in|
charactersinventory.

SKILLPOINTS
&S ) (]

|

J

Put“Archeryfor the
characters inventorg:

-] (-

(=D

An enormous
explosion

that engulfs
all enemies.

mmnw

Deals damage
and steals

some MP
atthe same
time.




RUISER

23 o4

Pist“The Baomerang Bible” in
/A character’s invertory. |

BLOCKENSPIEL

SKILL POINTS
EEDE!

A defensive
g stance that

B greatly
boosts.
shield effec-
B tiveness.

PP i

DEFENDING

CHAMPION

Bl Reflects

e

o~




[SKILL POINTS
| Neepen:

focused and
damaging

s 8
i NEEDED:
(XE® o }

{ MORALE MA

SKILL POINTS i
NEEDED: LY

e = |

Hurls a
huge, great

boulder at
the enemy.

BOULDER TOSS MIRACLEMOON

TTACKATTACKER

SKILL POINTS /A Pt ‘Fearsame Fsicufingin |
NEEDED: charactersinventory. ;

5
SKILL POINTS }
| [E0 100

((ve cost JETRY

Pummels all
enemies
while
replenishing

[~ o S TP



barrier that

{ f protects the
e ER(E e ; caster from
: i BE oo o } magic.

f siaLL oS R ]
,i\\ / character’s inventory. i

oo T

§ all enemies
B much weaker
than they
were.

e




Focus Sl

£ 7 ) 25 5 0 50

| NeepeD: i
mP CUSI &




= o Y

i H o1 eSSSklll

Ditchss
defence tg
increass
attack an
impressive

enemy with a
breath-taking
(barrage of
balls.

A Put“Minstrets Manualin
characters inventory.

-
Y "“-f‘}‘ |



‘member in
peril.

FORBEARANCE SOLAR FLAIR
‘) |
e ———

| SKN%%ISTS N/A Pt Paladics Prmerin

character’s invertory.

(D » )
e

- .
whiphgy B
- o



Enhghtemieht Skill

Calls forth
a fog that
flummoxes
engmy
attacks.

B all magical
i effects from
jall enemies,

SKILL POINT:
Bl weeoep: R

Corcor 10

Makes it
possible to
cast two

i ot~ ST



e
5
o F
el

&
NEEDED:

CED

I

AUTOGRAPH

10

0

and the user
‘for 506.

“5;15 Qum Siill

gl v

CRITICAL CLAIM

ITEMISED KILL ROUGH ‘N TUMBLE i
((vocaton: ] THEF ) MINSTHEL
\

Makes
after-battle
items an
absolute.

certainty.

distinctive
damage!

N/A The hero/heroi

vine of the game

increases his
or her Tension,

starts with this ability ‘




[ SOULASYLUM 1 CAST AWAY

VOCATON: l VOCATON

Reduces
everyone’s
MP cost

& t0 a very
reasonable
zero!

During a fight, after

performing an action or
being attacked, the Coup de
race command may become
available. Select this action
to perform special ability.
This ability is unique for each
vocation, The Coup de Grace
tommand becomes availale ’ !
to each party member once they reach leyel 10,

LEVEL NUMBER oF TURNS BEFgR
LOSING THE coyp DE BHACEE

The Coup de Grace stays available f
character's level. When the comma
orange, you have only one more turi
it. The following table shows how
you have to use the command de
the character's level.

Or a short time,
nd turns
nto use
many turns
pending on

, depending on the

If all four members of your party select

the Coup de Grace command, you get the
opportunity to execute an even stronger
ability called Co-Op de Grace. This brings up
all of the possible Co-Op de Grace commands
that can be performed, depending on the
vocations of your party members. See the list
in this section for the possible combinations




GROTTO ACCOLADES'

These accolades are awarded for completing the grottoes and defeating the bosses within.

DESCRIPTION
Awarded to the hero on the occasion of his/her vil if

SPUNKY SI'EI.UNKER : Presented to the hero for clearance of a grntm of level 50 or above.
SPELUNKING SPECIALIST e ahove.
sﬁPﬁEME SPELUNKER P:sented to the hero for clearance of a grotto of level 99 or above.
CAVE CRAVER Awarded to the hero on the occasion of hisllmr 50th grotto cleara nce,

FROMCRADLETOCAVE i y casion i :
STALAG MIGHTY
CAVING LUNATIC.

QUEST COMPLETION

Complete each of the 184 quests to earn all of these accolades.

NAME DESCRIPTION
SERVICE PROVIDER Awarded to the hero for his/her community-spirited complennn 0f 20 quests.
HELPING HAND | Awm!ad 1o the hera for his/her dedicated completion of
SELFLESS SOUL Awarded to the hero for his/her display of commitment to hel
FAIRY GODFATHER/FAIRY GODMOTHER | Awarded to the hero in recognitio of the 150
FATHER QUESTMAS/MOTHER (IUESTMAS Awarded to the hero on the ion of his/her ’ " e

nf nend from the world with the completion of th

PARTY TRICKS

Find all of the part tricks and use each one.

NAME




ALCHENOMICON

Find all of the recipes throughout the world and use the Krak Pot to Create various items—2000 items to 11 of
F LA AT < o earn all of t

hese accolades,

NAME DESCRIPTION
‘ Merded to the hero for the successful completion nf 10% of the recipes recorded in the Alchenomicon

recipes recorded in the Alchenamicon.
recipes recorded in the Alchenomicon.

e heroihr’ﬂm successful completion of 75% of the fecipes

Awarded to ihs hero lnr the successful com, pletmn ofaﬂ% of the

The Foundation for Alchemical Excallence hsmby commends the hero f hi
ofall reclpns in the Alchenomicon. s e o

cognition of his/her completion of 50 alchemical experimers.
| Presented to the hero to commemorate his/her completion of 100 alchemical experiments.
ro on the occasion of his/her 250th alchemical experiment,
Awatﬂed to the hero for the completion of his/her 500th alchemical experiment.
- fﬂnwllﬁmwdmmmmnt to ulnhcmy demonstrated by his/her 1000 alchemical expariments

The hero is hereby commended for outstanding devotion to the practice of alchemy with the complation of his/her 2000th
alchemical experiment.

HOURS OF GAMEPLAY

You need to put in plenty of hours to earn the following accolades—both by yourself and with fﬂend>
DESCRIPTION

|
|
!

250 hours spent travelling ulel.

- - to devote 500 hou
This award is presented to the hero for being dedicated enough to his/her dreams of adventure (¢ €&
fulfilling them,

v of his/her life to

zsn exciting hours of united adventuri

i
L 9 unbroakable bond of friendship

le conguest muninnmmmrgumlu

ent to cornpanionab
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WINNING STREAKER _ | Presontedtothe hro fortho achievement of 08 VeT0ne

WINVINCIBLE

T"The hero i hereby nducted into the Heros all o

ACCOLADES EARNED

Earn accolades to get even more accolades—300 of the 442 to get all 5 of these.

i

umz nnomn

Pmamzdmﬁm hero for: enmmg 101 mmdihle n@mlﬂm

M‘“N OF va "AMES/WDMAN OF Presented to the hero in recognition of a list of Imincdmpqﬁbl‘g mﬁm d : s . :'
MANY NAMES e LG ;
T;TAN OF TITLES This honorific accolade is awarded to the hero for the accrual of an incredible 300

HOLIDAY PACKAGES

Set up auctions with Sellma in the Stornway Inn and sell 1000 items total to get the following.

: DESCRIPTIC
COLD CALLER Awarded to the hero for the successful sale of 50 holiday packages
DEAL CLOSER | Awardedmma hero for nlnsmg ‘lﬂlllwlim
SALESPERSON OF THE WEEK Awarded to the hero on the completion of his/her 300th hollday package sala and admission to the V
TOP SELLER it | Awardedtothe hero for the total commitmentto the touristindustr ated by |
CELESTIAL SALESPERSON Awarded to the hero for topping the Closer’s League Table wnh a whoppmg 1000 holiday pankagesalg;. =

BESTIARY COMPLETION

Defeat all of the monsters in the game to complete your bestiary.

[ RIPTIO

HUNTSMAN/HUNTSWOMAN Presented to the hero for triumphing over 10% of the creatures on the ﬁelemed monster Ilst
HUNTER GATHERER | Presented to the hero for trouncing 257% of the traublesome targets on the A
TOP TRACKER Presented to the hero for finishing off 50% of the foul fiends on th;defeated mmmer Im. %

| HEAD HUNTER | Presented to the hero for slaughtering a stunning 75% of the fearsome defeated monster
| BIG GAME HUNTER :

Presented to the hero for having stalked and slaughtered at least one of every sfngle species

o S

ITEM COLLECTION

Find examples of every item in the

ITEMISER

KING OF COLLECTORS/QUEEN OF COLLECTORS

Dragon Quest IX world to get these two accolades.
[ RIPTIO

Awarded 1o the hero for famallanslng InslherseH with a full 50% of all kllwm m
Awarded to the lam(nz Aacquiring an ex ple. ‘*W .51

' o e




RESURRECTI ON

ou rmust Resurrect any dead party members at a church to get these accolad
olades.

0 as amken of grainude fol
r hi:
s/her continued support of the church roof fund, which b b
48 feen helped

Awarded to the hero b
y the Church Asso
garnered from his/her countless defeats | ::rl'a;::tnl l:nr Soliciting Help, in gratitude for the unprecedented i
it contributions

BANK DEPOSIT

De sit
-POsit 10,000,000 gold coins at the bank to earn five more accolades

The Rainbow's End G : S -
roup ¢ " SH =
the Karki p congratulates the hero for becoming a white sticker saver by depositing 100000 gold coins in

smlwhem fo
s T putting 500000 gold coins into his/her bank account and becoming & blue sms saver! Keep

Ami
ion cnms saved! That's just great! The hero is now a red sticker saver and a millionaire! Don' tspend it all at onc ;

[
[
i |
|

:uvetsnre those boys and girls who are good enough with their pocket money to put five miltion gold

iins in a very safe place. Congratulations, the hero!

The hero has been born such a
€ good guy/gal that he/she has managed to
Rainbow’s End gold sticker saver! Hooray!

save ten million gold coins, making his/her a ‘

J

s, and Infused Extracts for furthering h

Presented to the hero by the Herbalists’ Insmule for Potions, Poultice
harbai med:cma Pun:hase 100 medicinal herbs to earn this title.

mcnlon of his/her being touched by th
ne (like 222, 333, 44, etc | )and check

the cause ol ‘\
1
atiles that ends up |
|

e lucky stick. Win an amount of b
your pattle records:

| Happy hmhduv to you,
Happy birthday to you,
Happy birthday dear the hero,
Happy birthday tooo yeoooou!
Simply play on your birthday to get this achievem

irthday on your system L0 mateh,

ent—or change the date/bl




Change your vocation to each vocation so many times to get these accolade
be changed as many times as you want, but these accolades require getting to
starting the vocation level over with stats intact. This can be done 10 times,.

NAME DESCRIPTION
CEASELESS SWORDSMAN/ Awarded to the hero for becoming the ultimate figh
CEASELESS SWORDSWOMAN | as a soldier the maximum number of times.

| PERPETUALPRIEST
Awarded to the hero for workil
STEADFAST CASTER as a mage the maximum number of

BORN-AGAIN BRAWLER

CAREER CRIMINAL

Awarded to the hera for becoming a legendary larcener |
fevocation as a thief the maximum number of

BOUNDLESS BARD
UNDEFEATED CHAMPION
ENDLESS ARMAMENTALIST

AKNIGHT TO REMEMBER Awardthu the hero for beco g a paragon of 'n valry
re\(ocaunp as a paladin the maximunl: n igbelonfﬁl:l:'s.h
CONSTANT GARDENER :

KARMA KARMELEQN Awarded to the hero for hEEﬂl‘l:Ii!Ig one wi
; as :.irs'age the maximum number of times,
LIMITLESS LUMINARY Awarded o the hero for br
| 85 a luminary the maxi

Ee
4
L




FASHION

I f

h
{
AID-BACK LAD/LAID-BACK LAD
P OF POSERS/P 0
»
\
b
A
5
AD R/MAN MA
8
8
b
i
i
00 OMER/HA BEA
p 0 : :
: D
AD

THE SKILLS

= _ NAME

ﬁe.mmg‘mlades Tequire you to equip your here with specific.,
r 7 €

POnSs and armgyy,

U ID
rresented to the he o fa ! AND EQ N
E S % 8 1ashion pay 3 s/her o
Weapon mega-magical mace/gusterang and decking his/hgrsey
Shield: flame shield/hoss shiefq Arms: warior o th notable noen
Head: Mercury’s bane L Qves/matador gloyes
2ac Yercury's bandana/top hag egs: hl""i"’"“/ﬂ"rdvslacks
Jorso: shipmate’s shiry/grg on robe :“t Cowhoy hoots/starler sandals
D ed to the CCessol :Slimeenmn S/oi
i . e NOtheing afraid g ink pear|
——200n: halberd/cobra claws o 9000, and sporting iy the ygingst .
Shield: dragon shield/ogre shielg Arms: dragon warrir Sloves/mental mte, :
i ‘Wﬁiﬁorshej ’"/Veferan’s:[]e]m Legs;dragonwarriortrousers/rfragnnrmu::rs
o = —— - tteiridey FR et d X -
_Torso: dragon warrior armour/dragon mail Acces::!!nn vfre:lmor boots/saintly sollerrs
Presented to the hero for taking « 2 mighty armleybrain bracer

press the

Weapon: falcon knife earrings/fr: 4 P—— g
i .eamngs/fnendlyfan Arms: mayoress's mitens <
ield: kitty shield/slime shield Legs:s o —— A
| Head: cat ears/magical hat ‘ ey i ]
L gical hat Feet: siren sandals/starjet sandal ]

Torso: maid outfit/shimmering dress :

Accessory: bunny tail/pink pear
cd 10 the efo 10 eep gd U ! ]

| Weapon: blowy howficicle dirk

Shleldlce shj_eld(dark shield Legs: swordsman's slacks/battle britches.

Heaimusketeat hat/steely sweathand Feet: hip boots/cowhoy huah:m—-m-wk BB
Torso: mirror armour/sacred armour

ed to the hero for maintaining o
Weapon: sadistick/giant's hammer

Shield: dragon shield/boss shield

Head: hermetic hat/minotaur helm Feet: classy clogs/agiliboots

Torso: dark robe/jaguarment Accessory: utility belt/elfin charm

7

Arms: heavy handwear/gloomy gloves |

Legs: blue jeans/steppe steppers B |

| Weapon: rapier/Sceptre of Gitt
Shield: platinum shield/white knight's shield

Arms: gorgeous gloves/mayoress’s

Legs: swordsman's sfacks/snazzy skirt _

| Head: musketeer hatspellward circlet Feet: hip boots/saintly sollerets SERG R

Accessory: bow tie/monarchic mark

Torso: twinkling tuxedo/shimmering dress

L et ik WO
esea‘-'mdadesm%med for putting skill points into the specified skills. Each time you gain  ber it, §

r‘,'(l",!‘i nex

i

Awarded to the hero for earning his/her g
“Awarded to the hero for earning hisfher grade 2 sword p

ade 1 sword proficiency cenificate. ______
roficiency cerificate.

L‘L‘!U’IL‘dlE‘ ; FRIEY.

1o the hero for earning his/her grade 3 sword proficiency

- -
| Awarded to the hero for earning his/her grade 4 sword p y cé

. el
ded to the hero for earning his/her grade 5 sword pmllc.xency :::l:h =
o the hero for earning his/her grade 6 sword proficiency

- ¥ certificate.
Awarded to the hero for eart =

cy C-blllliuaﬁ._t__’_’v e

ning his/er grade 7 sword proficienc
Awarded 1o the hero for earning his/her grade

9 sword proficiency 6@

8 sword proficiency Gprtifi
Awarded to the hero for earning his/her grade

proficiénty (1
ey cerificate. ____—
ulluul:;V/A e

1o the hero for eaming his/he! 200t
‘Awarded to the hero for earning his/her grade 3 spear pr

W -

.

X




FLASH LANCER

FIERCE PIERCER e - . -

f I RN “ - y

’ - warded to the |

SMOKIN POKER ——  Awarded o 2

- - - . . —

‘ s “Awarded to the hero for earning |

T;r: 32 1

SHIV SHOVER . Awarded to the hero for ear

STRUTTIN CUTTER | Awardedto the Im:nimahrninﬁiiiﬂlﬁif' 1

ESTABLISHED STABBER B ol b bbb bk - -

SWAGGERING DAGGERER Awarded to the hero for earning his/her grade 7
ST —— “Awarded to the for e

DOVEN OF DAGGERS/DOYENNE OF DAGGERS Awarded 1 the hero for earning his/her grade 9 knite proficiency

SHIELD WIELDER Awarded o the hero for earning his/her grade 1 shield proficiency ¢

BEATER BLOCKER | Awarded to the hero for earning hi

BODY GUARD Awarded to the hero for earning his/her grade 3 shield proficiency

PUBLIC DEFENDER Awarded to the hero for earning his/her gr

HARDY GUARDIAN Awarded to the hera for earning his/her grade 5 shield proficiency cer
MANAGING PROTECTOR | Awarded to the hero for earming ergradeb s

EXECUTIVE PROTECTOR Awarded to the hera for eamning his/her grade 7 shield proficiency certif caf
MAGNETIC SHIELD Awarded to the hero for earning his/her grade 8 shield

STONEWALLER Awarded to the hero for earning his/her grade 9 shield proficiency certificate.
GUARDIAN FORCE T e ep ke I e
:‘il:[;ﬂx:g:i KID P to z: hero for grade 1 achievements in Courage.

P  to the hero f ade 2 achievements in Louraq
BOLD SOUL LA LN W OWY
Presented to the hero for grade 3 achievements in Courage.
BRAVE HEART Presented to the hero for grade 4 achievements in Courage.
INTREPID ADVENTURER Py Sece “"; s iy oot R
T resented to the hero for grade 5 achievements in Courage.
UTHEARTED SORT Presented to the hero for grade 6 achievements in Courage.

GALLANT GUY/GALLANT GIRL T 208 ZACvements In Courae.
VALIANT COMBATANT ——— il me hero for grade 7 aclf!ewemenls in Ent!mgg.
VALOROUS VANQUISHER . o AR ik in Couras.

PEERLESSLY FEARLESS Presenled to the hero for grade 9 achievements in Courage.
BOY WANDER/GIH WANDER resented to the hero for accomplishing all possible feats of Courage.
WANDSMANWANGSWOMAN Awarded to the hero for eaming his/her grade 1 wand proficiency certificate
WAND WAVER Awarded to the hero for earning hisfher grade 2 wand proficiency certificate.
WARD AVETTON Awarded to the hero for eaming his/her grade 3 wand proficiency cem'ﬁcgn‘e;
FOND OF THE WAND Awarded to the hero for eaming hisfher grade  wand proficiency certificate,
WEGHTY WANDSMANAVEIGHTY AN SO Ao orofoteating ishe grade S wand p certificate.
WA BLE AR arded to the hero for earning hisfher grade 6 wand proficiency certificate
Wi Awarded to the her ing hi -

/AND FROM BEYOND ero for earning hisfher grade 7 wand proficiency centifi
WANDERING STAR Awarded to the hero for earning his/her grade 8 wand profici : cem cmm-a'
WONDER WANDER Awarded to the hera for earning hisfher grade e = .

—— A - grade 9 wand proficiency certificate,
MEMBER OF STAFF \warded to the herao for eamning hisfher full wand profici rificate.
oL Awarded o the hero for earning hisfher grade 1 t:ﬂm m‘“‘ﬁv - -
POLEARMOURER Awarded to the hera for earning hi e et SRS
STAFF SERGEANT Awarded to the hero f; L isher grade 2 staff proficiency certificae.
for earning hi = - -
BATON TWIRLER Awarded to the hero for eam"::: :;:’,h"er grade 3 stéfl proficiency certificate.
BATON BATTERER Awarded to the hero for earning hislh:: ﬂ“:a Sl Pmﬁniemy cortificat.
STAFF-AND-A-HALF Awardat o the o Torsaraing raPherorei 5 staff proficiency certificate.
STICK-IN-THE-HEAD Awarded to the hero for earning hislhe: grade 6 staff proficiency .
POLE STAR Awarded to the hero for earning his/h grade 7 staff proficiency centificate,
\ h g =
CHIEF OF STAFF Awarded to the hero for ea, mi““ his;:' grade § staff proficiency certificate.
BELIEVER Awarded to the 119 s/her grade 9 staff proficiency certifical
i hero for eaming his/her full Staff . i
LYTE/POSTULANT Presented to the hero for grade 1 ach; - y certificate. -
MENDICANT/VOTARY Presented to the hero for. N in Faith. S
PARISH PRIEST/NUN OF THE PARISH Presented to the hero for grade 3 achi; fn it
PRESBYTER/MISSIONARY Presented to the hero for grade 4 achi S ekl o
Presented to the h . s in Faith, "
e hero for grade 5 achievements in Faith,

it



nts in Spell

Pr d to the hero for grade 2 aoh;

in Spellcraft.

Eresemed to the hero for grade 3 achievements in Spell

F i to the hero for grade 4 achievements in Spell

Presented to the hero for grade 5 achievements in Spellcraft,

Presented to the hero for grade 6 achi in Spellcraf

Presented to the hero for grade 7 achievements in Spellcraft,

Presented to the hero for grade 8 achi in Spell

HARDCORE Sﬂl!cﬂiEH/HARDCORE SORCERESS

Presented to the hero for grade 9 achievements in Spellcraft,

| Presented to the hero for attaining full

of all aspects of Spelicraft,

Awarded to the hero for earning his/her grade 1 claw proficiency centificate,

Awarded to the hero for earning his/her grade 2 claw proficiency certificate.

Awarded to the hero for earning his/her grade 3 claw proficiency certificate.

e
| NAIL A

Awarded to the hero for earning his/her grade 4 claw proficiency certificate.

SOARING CLAWS

Awarded to the hero for earning his/her grade 5 claw proficiency certificate.

Awarded to the hero for earning his/her grade 6 claw proficiency certificate.

Awarded to the hero for earning his/her grade 7 claw proficiency ceriificate.

Awarded to the hero for eaming his/her grade 8 claw proficiency certificate.

T

SKiLL POINTS
5

\:_
-\_

%N

Awarded to the hero for earning his/her grade 9 claw proficiency certificate

Awarded to the hero for earning his/her full claw proficiency certificate.

Awarded to the hero for earning his/her grade 1 fan proficiency certificate.

Awarded to the hero for earning his/her grade 2 fan proficiency certificate.

Awarded to the hero for earning his/her grade 3 fan proficiency certificate.

Awarded to the hero for earning his/her grade 4 fan proficiency certificate.

Awarded to the hero for earning his/her grade 5 fan proficiency certificate.

1 Awarded to the hero for earning his/her grade 6 fan proficiency certificate.

Awarded to the hero for earning his/her grade 7 fan proficiency certificate.

Awarded to the hero for earning his/her grade 8 fan proficiency cerificate.

Awarded to the hero for earning his/her grade 9 fan proficiency certificate.

Awarded to the hero for earning his/her full fan proficiency certificate.

‘Awarded to the hero for earing his/her grade 1 fisticufts proficiency

‘Awarded to the hero for earning his/her grade 2fisticuffs proficiency

Awarded to the hero for eaming his/her grade 3fisticuis proficiency ©

Awarded to the hero for eaming his/her grade 4 fisticuffs p

ney ce

e S roficial
Awarded to the hero for eaming his/her grade 5 fisticuffs proficie

. e iel C ‘”’l—f_l:\ 8.
e e hor for saming his/her grade b fisticutfs proficiéncy 2 —

& S ancy cernifica
Awarded to the hero for earning his/her grade 7 fisticuifs proficiency =2 = Ty
W ; 0

4 i certific A D
Awarded to the hero for earning his/lier grade B fisticuffs proficiency cortificale.

Awarded to the hero for earnin his/hei de 9 fistic i ficale.
ing hi ade 9 fisti fis profic! ificale.

i g fisticul il

: e srfullﬁsliculfspmﬁciancym i

Presented to the hero for grade 5 ach

040 5 BEMOVOT e
y Focus. i
Presented to the hero for ade b achievements in Foh: J
. BRia & ovements in Fogus. ___——

Presented to the hero for grade 7 achi

Awarded to the hero for earning his/l o R
" ts in ] e &
Presented to the hero for grade 1 e = ;" = TR s
P d to the hero for grade 2 e e
3 achi 191 FOEHS. e o
Presented to the hero for grade oy e R
: 4 achievements in FOCUS. R
Prasented t the hero far grade iy RS



Presented to the
R Presented to the hero for grade 5
TREASURE HUNTER — T Pres b
i FRIC Presented to the hera for grade 7 achi
CACHE MACHINE Toiais hievepmoots
[ BONANZER Prosented to the hero for grade 9 achieve
HOARD LORD T ?
"BULLION BILLIONAIRE _
SMOOTH MOVER —
DUCK N DIVER
TUMBLER
ACROBAT
ERL . chievements in Litheness.
NIVIBLE GNOME/NIMBLE NYMPH 7 mz:;:;;:‘"mgf e
PN Presenied 1o the hero for grade 3 nchlwemenls in Litheness.
FEARESS P " Presenta ot herofor developing iser Lithe
i g‘mmnn Awarded to the hero for uamlng hlsﬂlar
:vﬂnﬂigllﬂm Awarded rded to the hero fo
WOODCUTTER Awarded to the hero for eaming his/her grz!de 3 axe proficiency certificate.
TUMBERJACK/LUMBERJILL 3 | Awarded to the hero for earning his/her grad
TREE SURGEON Awarded to the hero for eaming his/her grade 5 gxu prnﬁclem:y certificate.
TOP OF THE CHOPS Awarded to the hero for earning | his/her grade 6 ‘_
COPSE KILLER Awarded to the hero for earning his/her grade 7 axe pfoﬁemncv eemﬁcm
GROVERAZER Awarded to the hero for earning his/her grade 8 axe pro
WOODWRECKER Awarded to the hero for earning his/her grade 9 axe pmﬁcmney umﬁuaﬁe i
DEFORESTER Awarded to the hero for earning his/her full axe moﬁeianew ] 2
NAIL KNOCKER Awarded to the hero for earning his/her grade 1 hammer proficiency certdicats
HAMMERHEAD Awarded to the hero for earning his/her grade 2 hammer proficiency A
SLEDGE SWINGER Awarded to the hero for earning his/her grade 3 hammer proficiency certlﬁcm 23
SOUND POUNDER Awarded to the hero for earning his/her grade 4 hammier profici
HEAVY HITTER Awarded to the hero for earning his/her grade 5 hammer proficiency certlﬁcbts
HAMMER SLAMMER Awarded to the hero for earning his/her grade 6 hammer proficiency certi ieh
IMPACT CRUSHER Awarded to the hero for earning his/her grade 7 hammer proficiency cerhﬁnm &
BLUNT-FORCE TRAUMATISER Awarded to the hero for earing his/her grade 8 hammer proficiency certificate.
ATOM SMASHER Awarded to the hero for earing his/her grade 9 hammer proficiency eemﬁcate
HAMMER OF THE GODS Awarded to the hero for eaming his/her full hammer proficiency certificate. ; ¥
BRUISER Presented to the hero for grade 1 achievements in guts. .|
BRAWLER Presented to the hero for grade 2 achievements in guts.
BATTLER Presented to the hero for grade 3 achievements in guts. B
CHALLENGER Presented to the hero for grade 4 achi s in g
WINNER Presented to the hero for grade 5 achievements in quts.
3:::'::::0:‘!!1 Presented to the hero for grade 6 achi in guts.
CONQUEROR Presented to the hero for grade 7 achievements in guts, 5
DECIMATOR Prasertod v the tori v gt O wch i guts, : B
ANNIHILATOR Presented to the hero for grade 9 achievements in guts.
STRING TWANGER Presented to the hero for gilding his/er guts to the gr pUsSihie sxient s
TARGET SHOOTER Awarded o the hero for earning his/her grade 1 archery proficiency certificate, jj i
— Awarded to the hero for eaming his/her grade 2 archery proficiency certificate. I q
SHARPSHOOTER Awarded to the hero for earning his/her grade 3 archery proficiency certificate. e i
DEADEYE Avardad tothe hero for eaming histher grade 4 archery proficiency certificate, ol
SNIPER Awarded to the hera for earning his/her grade 5 archery nmﬁmencv certificate. o i
e Awarded to the hiero for caming his/her grade 6 archery profici y certificate, e 3
@W ARTIST Awarded to the hero for eaming his/her grade 7 archery prnﬁclsncym ; S J
M‘ “ARCHER Awarded to the hero for earnj ing his/her grade Barchery proficiency centificats, e =
Awarded to the hero for earning his/her grade 9 archery proficiency cenificate, ——




| Presented to the hero for grade 6 2o

ements in valour.

nted : ievements in valour,
esented to the hero for 9rade 4 achievements in valour,
Presented to the hero for grade 5 achievements in valour.

Presented to the hero for grade 7 achi

= ts in valour,

2nted to the hero for grade & 3k,

ts in valour.

Presented to the hero for grade 9 achievements in valour.

~ . ieRed o the bt fr Evolving histher valour to the point where it cannot be improved

Awarded to the hero for earning his/her gra

| Awarded to the hero for eaming his/her gra

de 1 hoomerang proficiency certificate,

. gt de 2 by g proficiency certificate,
anrded to the hero for earning his/her grade 3b g proficiency certificate.
| Awarded to the hero for eaming hisfher grade 4 b g proficiency certificate

Awarded to the hero for earning his/her grade 5 boomerang proficiency certificate,

1Ta PR

ta the hero for earning his/her grade 6 b g proficiency cerificate,

Awarded to the hero for earning his/her grade 7 b fici ifi

gp Y C

| Awarded to the hero for earning his/her grade 8 b g proficiency certificate

Awarded to the hero for earning his/her grade 9 b I y certificate,

Awarded to the hero for eaming his/her full hoomerang proficiency certificate.

Py d to the hero for grade 1 achievements in Enlightenment.

| Presented to the hero for grade 2 achi in Enligh

Presented to the hero for grade 3 achievements in Enlightenment.

i ey

| Presented to the hero for grade 4 in s gt il

Presented to the hero for grade 5 achievements in Enlightenment. LSS

Presented to the hero for grade 7 achievements in Enlightenment. Sagal

\Presented to the hero for grade 8 achievements in Enlightenment.

ol b

Presented to the hero for grade 9 achi in iz

'{ Presented to the hero for achieving the ultimate stage of Enlightenment

Presented to the hero for developing a grade 1 Je Ne Sais Quoi.

Presented fo the hero for developing a grade 2 Je Ne Sais Quoi.

Pi d to the hero for developing a grade 3 Je Ne Sais Quoi.

Presented to the hero for developing a grade 4 Je Ne Sais ﬂuo?' — BrTAESS
Presented to the hero for d a grade 5 Je Ne Salls I]lmf. SR I s

P d to the hero for developing a grade 6 Je Ne Sais (lunf. BT Ua
Presented to the hero for developing a grade 7 Je Ne Safs [lLII).l. e L o
Pr d to the hero for developing a grade 8 Je Ne Sais Quoi. AU ERNeS .

i 2 tsh

g NeSaisQuoi.
Presented to the hero for developing a grade 9 Je g o

| Presented o the hero for developing a Je Ne Sai

s (uoi s0 mysterious

gedness. e

" = S5, it
Presented to the hero for grade 3 achievements in Ruggedness.

TP o ihe hero for grade d achievements in Ruggedness.

grade 5 achievements in Ruggedness.

Pre:;emed to the hero for

| Presented 1o the hero for

grade b achievements in HRuggedness. 3 .

n Ruggedness i ——— RSN I -

!

i tents i el

Presented to the hero for grade 7 achfeveﬂ e SIETICERS ﬁ
d 10 the hero for grade 8 achievements n 715 S K

vements in Ruggedness __—— =

Presented to the hero for grade 9 achie ampant heights of Ruggedness.

| Presented to the hero for reaching the r

Presented to the hero for grade 1 achievements .in Ruggedness. > - A
| Presented to the hero for grade 2 achievements in Rug

| Presented to the hero for grade 6 achievements in Enlightenment. S BN



DRESS UP

Throw on the following outfits, \

NAME
HEIR OF HEROES/HEIRESS
OF HEROES

MAJESTY OF MIDENHALL

FUTURE KING OF
CANNOCK
MOONBROOKE MAIDEN

BONNIE BURLAND BOY

TOMBOY TSAREVNA

mmun&nu@ml

Awnrded to

DESCRIPTION

me Jiero for composing a costume bearing an uncann

Awauled lomehew Iur compnsmg a co%mme bearing an uncanny resemblance 1o the

Awarded to the hero for composing a costume bearing an uncanny resemblance |

»iwm»u

Awarded mthe llemﬁrr compaosing a costume hearmg an uncam‘ly resemhlance to that of a might

hiance to that of plucky palace guz

nny resemblance to that of Zamok

Awarded to the hero for composing a costume bearing an unca

Tsarevna Alena from afar.

g an uncanny r biance to that of Borya, Tsarevna Al




\
|

DEVIL-MAY-CARE MAGE

RECKLESS ROYAL

MAYOR'S HEIR

CURSED KING

THE GUV'NOR

| HIGHLY STRUNG HEIRESS

TASTY TEMPLAR

PERSONIFICATION OF
PASSION

FEMME FATALE

BANE OF BARAMOS

| CHOSEN ONE

HEAVENLY GROOM

DREAM WaARRjoR

| ESTARD'S Fingsy

TRODAIN AOVAL GyyaRp

kmgdnm of Avalonia.

Awarded to ﬂw hero for composing a costume bearing an uncann “"“M ncoto
and even befriended a subreut .

Awarded tothe lllrn inr compnsmﬂ a costume hlarlﬂa an uncanny 1 mmblamuﬂm [ ‘ mr Dm"ia -
‘ | Torso: Somnia clothes | Arms: Somnia gloves = L

ey

Awarded to the
reahn of revene | |
a carefree yet crafty conjurer from a

Awarded to the her,

o for composin, < i
irum a tragmented realm. POSINg a costume hearlng an uncanny msemhlanee to Ihat of Manhel a hlgll-nlld-rmghly mavor'a daughtay

Awarded to the hero for col
of a cursed kingdom

Awarded to the hero for compnsmg a costume
a faraway land.

Awardedl o ‘tihe hem for compnsmg a uosmme huanng an umunny rmmhtanc that of Angelo, a suave y dissalﬁnl’migmmp

Torso: Templar's togs | Arms: Angelo's gloves Leg‘;‘ss:;mplar's Feet: Templar boots

Awamed to the hero for compos:

Awarded to the hero for composing a msm

Feet: chic chaussures

Awarded to the hem fot composmg a cnstume baanng
Bara 0S.

: Amw:.Aliali\inélovgs' | Legs: Aliahan trousers | Feet Aliahan boots

Awarded to the hero for composing a costume b
Zenithia. :
2 Legs: Zenithian
Arms: Zenithian gauntlets | trousers/Zenithian
Iagglngs

Awarded to the hero for composing a costume bearing an uncanny "W'"'““'"mm'

undying aileg;anca to Princess lhdn : )

— o SN



DRESS UP (CONTINUED)

neanny re
ing a costume bearing an unc
wero for compos:
Awarded to the

STELLA ARTISTE

d to the hero {or putting to ether the outfit of a sage who looks strangely familias
Presented to v g tog ou !

STEREOTYPICAL SAGE v
e

‘ Presented to the hero for putting lngemer the outfit nf a luminary who looks strangely farmiliar
e

EXEMPLARY LUMINARY

———

Presemad to the hem for pumng together the outfit of rior whq J?“'f? strangely familiar. ..

TEXTBOOK TROOPER

PROTOTYPICAL PRIEST

Weapon: (anything)
| Shield: (anything)

; for ngioeeﬂmthe outfitof a mamnl artist who Io-ks strangely famnllar
PARADIGMATIC PUGILIST  [E tussler's top/ Arms: bruiser’s Legs: tussler's trousers or g
strongsam hracers/(anymlng) shck slacksisllek slacks | "

ARMAMENTALIST

Torso: Fizzle-retardant tane i o
Head: hocus hat/ suit or Fizzle-proof LE W ints sers
tricky turban suit/ Fizzle-retardant | % hlessgd S

Blaies sorcerer's slacks

Presented to the hero for putting tnamﬁlrﬂlwmm of a ranger who. Iuoks strangnly famahar

Head: hunter's hat/ Torso: fur vest/ Arms: archer's o
ear cosy nomadic deel (anythin, :) : ,s - km o




A S SR
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SAVING THE

Finish the game in a particular

WORLD

ar time or reach certain achievements to earn the following accolades
DESCRIPTION
LIGHT-SPEED CHAMPION i
T e I‘\warrd‘ed:m the hero for saving the world in ultra-quick time,
TT0 e __ | Awardedtoth hero for saving the world in double-quick time,
ONTHE JOB Awarded to the hero for ey, tual i 7 nititd: ;
7 oe Sirmerain bl entually saving the world, even if it does seem like he/she might have fallen asleep at least j
= # Awarded to the herc ing to fee| )
he hera for refusing to fee| any unnecessary urgency, and saving the world in hisfher o et i
R Awarded to the hero for saving the world, and taking a g A
i . e S g as many monsters as mortally possible down while doing it.
F e s " R a Es e -
: : :n,m‘ .m“ sl i S bt absolutely had to save the world, he/she was 90Ing to put some serious
s Presented to the herg in reco

nition of hi i =
necessary. 5 s/her efforts to save the world with the minimum amount of bloodshed

| Awarded to the hero for saving the world in the constant com

pany of close friends and allies,

PHILANTHROPIST

Presented to the hero for not

only savini .
while doing 5o, ¥ saving the world, but also helping countless troubled souls he/she met along the way

Awarded to the hero to commemor.
world.

ate his/her having completed a considerable number of grottoes while saving the

MIGHTY INVITER

R =

Presented to the hero for encouraging a vast number of vi

s isitors to enjoy the world he/she went to so much trouble to

This title is hestowed upol

n the hero for accumulating an iﬁcredible number of accolades while still finding the time to
save the world.

Awarded to the hero in recognition of the incredible of alchemy he/she

ged to fit in while saving the world.

| Presented to the hero in recognition of his/her efforts to encounter an extraordinary number of uncommon animals on his/

her quest to save the world.

Presented to the hero for persevering in his/her efforts to save the world, despite numerous humiliating defeats along the
way.

| Awarded to the hero for using the opportunity of saving the world to it in a good deal of shopping, and try on a whole host
| ofincredible outfits.

Presented to the hero for scouring the bookshelves of the land, and cooking up a considerable number of the recipes he/
she found before finally saving the world.

| Presented to the hero for realising that the saviour of the world would need to put aside a sizeable nest eqg for his/her
| retirement.

i i i in the
Awarded to the hero for persisting in saving the world, despite being beaten senseless more than a few times in th
process.

| Presented to the hero for never being too husy to give a few mi

onsters a hiding while on his/her way to save the warld.

Awarded to the hero for saving the world quite quickly.

| Awarded to the hero for saving the world quite slowly.

i i hile doing so.
Presented to the hero for saving the world, and making sure he/she made a fair few friends whi

| This accolade is awarded to the hero for proving his/her

invincibility by saving the world without once being defeated.
ave the

e r e ill his/her destiny to S
hero for forsaking his/her wings and halo to take on mortal form and fulfill his/
Awarded fo th

world. e the

| Awarded to the hero for forsaking his/her wings and halo to take ol
| world.

1 mortal form and fulfill his/her destiny to sav

al form and fulfill his/her destiny to save the

i g mort
Awarded fo the hero for forsaking his/her wings and halo to take on

T i ve the
s halo to take on mortal form and fulfill his/her destiny to &
= ing his/her wings and halote —
Awarded to the hero for forsaking his/he ———
| world, “and fulfill his/her destiny 052 ‘

s and halo to take on mortal form 5

g

Awarded to the hero for forsaking his/her wing
world.

“w
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