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Welcome to the beginning, not only of this guide, but to the FINAL

FANTASY series. The graphics have been enhanced from their previous
8-bit incarnation and an impressive CG intro has been added. If you
played FINAL FANTASY when it originally appeared on the NES,
then you're already familiar with the game's mechanics. If you're a fan of
the series and never played the original, then take a moment to browse

the game manual for the basics of getting a game up and running.

The latest incarnation FINAL FANTASY includes a modified version
of the original adventure (one big change is the ability to save almost
anywhere and at almost any time), the bonus dungeons from Daiwn of
Souls, and a completely new dungeon called the Labyrinth of Time.

Picking the:Right Party

At the beginning of the game, you must choose a class for each of your
four characters. With six classes and four characrers, this is a difficult
decision. A good rule of thumb for a balanced party is to use two
offensive characters (Warriors, Thieves, or Monks) and two spellcasters
(Black Mages, White Mages, or Red Mages). To learn more about each

character class, flip ahead to the “Character Classes” section.
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Warrior each character's name

: Confirm

T : Done
: Auto-Name

Main Men
iviall Menu

Pressing the

Triangle butron
while not engaged
in battle brings
up the main
menu. This screen
provides a quick

overview of every
character’s current

status, your current location, and progress through the game.

In addition, there are seven options thar allow you to use Items or
Magic, change a character’s equipment, get an in-depth view of a
character’s status, change the party’s formation, alter the conhguration

of the game settings, or save the game.

__Soﬂ Rese

[tems

Use this menu to manage the items in your inventory. The name of each
item is listed, followed by the quantity of that particular item in your

inventory. Your inventory can hold up to 99 of a single item.

The Key Items
selection lists
special items
collecred
throughout your
adventure. The
items displayed

here have specific

uses that are
triggered by events
in the game.




Magic
Select a character
to view a list of
that character’s
current spells. This
screen enables you
to use certain spells
(those highlighted

in whire text), or

discard a spell chat

you want to replace with another.

A character’s Equipment menu enables you to equip weapons, shields,
helmets, armor and gloves. The four values on the borrom-right side of
the screen change based on the item being equipped (some of the items
obtained from the bonus dungeons impact other numbers not seen

on this screen). Yellow numbers indicate an improvement, while gray
numbers indicate a decline in those four stats.

Lv. 93 Weavon
Shield

Attack
Accuracy

Defense

Select Optimal to automatically equip the items with the best stats.
Select Remove, then choose a piece of equipment to return that piece of
equipment to the party’s inventory. Don't leave this screen too quickly!
Keep in mind that the Optimize option does not take into account any
enemies that you may encounter. A Mythril Sword has a lower Arrack
rating than a Flame Sword, but you don't want to equip a Flame Sword
if you're about to face a Red Dragon.

The Status screen
shows each Red Wizard
ability rating

for a particular
character, as well

as that character’s

Attack
ACAEAT
current EXP and n\ arecy
efense
the amount of Evssion
EXP needed to

level up. Before
venturing into a new area, check each character’s Status screen to see if

anyone is about to level up.
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This option allows you to select two characters and switch their places

in the party’s marching order.

g auwen

The Configuration

saIse,

menu allows you

Defanlt
Slow ® ® ® ®

to change the
gameplay settings.
Highlight a
selection to display
information about

that option on

the bottom of

the screen.

Always dash while moving.

off Dash only when dash button is pressed.

This is only effective in towns and dungeons. It has no real impact on gameplay
other than speeding through these areas.

Keep default cursor position in menus.

Default
Memory Remember cursor position in menus.

If you repeat the same commands and use the same items continuously, the
Memory option reduces the tedium of selecting the same options on every turn.

TR e : e o e

The closer to ‘Fast’ this option is set, the quicker messages
the game.

L ol b B 2 CIaT
This menu enables you to change the Confirm/Back button, Menu button,
Bestiary button and how you control your party's movement.

i

Red, Green and Blue settings of the menu

Use this option to change the
windows.

Each enemy you
fight and the
number defeated is
listed here. There
is a completion
percentage (which
comes into play as | B i
one of the game’s T i
secrets) included

on the main screen.

Select an enemy to view additional information about it.

Number beates

&lunar Cariain




Basics of Battle

Terrain and*Travel

H

L

Plains Desert

R Skka o Modesof Transportation

WALKING: The party can walk over Plains, Forest,
Desert, and Stone areas.

SHIP: The Ship is used to travel over deep water, but is
B T S limited to docking at a harbor until the party gains the
Mountains Shallow Water use of the Canoe. With the Canoe, the Ship can dock at

rivers.

CANOE: The Canoe is used to cross the shallow water of
rivers and lakes.

AIRSHIP: The Airship flies over every type of terrain, but
can only land on open plains.

Deep Water

While exploring dungeons and castles or traveling from town to town, your
party will randomly encounter groups of enemies. In addition, there are pre-
arranged battles against bosses that are triggered by speaking with certain
NPCs, or by stepping on a certain point.

Between Baltles

When you're not actively engaged in a battle, you can prepare each character—or your entire party—to improve their chances for survival and success. Each
town or monster-infested area may contain better equipment than whar your party currently uses. When you acquire something new (by purchasing it, looting
it from a chest, or if it's dropped by an enemy), compare it against your characrers’ current equipment. Items that can' be equipped (Anridotes, Potions, etc.)
generally serve as back-ups for White Magic spells that your party may not have. These items, which are used to restore HP or remove status ailments, are

consumed after a single use. You cannot consume Key Irems; these items are necessary to trigger certain events and advance the game’s storyline.

You must purchase Black and White Magic from the appropriate magic shops, which are always located inside a town. Generally, Black Magic is used to
inflict damage and status ailments, while White Magic is used to restore HP and remove status ailments. Nor all characrers can use magic, but it’s extremely
important to keep spell lists full for the ones who can.

Use the Formation command in the main menu to change the order of your characters (the character in the top position appears on the screen while you're
navigating). Characters closer to the top position are more likely to get hit, so place the characters with the highest hit points accordingly.




During Battle

Unlike the later games in the FINAL FANTASY series, FINAL FANTASY
has a fairly simple battle system. Your characters have six choices from which

to select one action per round of battle. Those options are:

% Attack a single enemy with that character's equipped weapon.

2 Use Magic to heal allies’ HP, remove status effects, or inflict damage
on enemies.

3. Defend in an attempt to reduce damage taken from enemy attacks.

4. Use Items from your party’s inventory, or one that the character has
equipped.

5. Equip an item from your party's inventory to use in battle (the character
can perform another action this turn).

6. Attempt to Flee the battle.

After Bale

After a successful batle, the surviving members of your party (those who
arent KO or afflicted with Stone) divvy up the EXP and collect all the gil
and items (if there are any) left behind.

EXP is used to raise each character’s level. The higher a character’s level, the
more powerful he or she is in combat and—if they can cast spells—the more
MP he or she will have to use on magic.

There are several methods to use to restore the entire groups HP and MP.
Sleeping Bags and Tents restore some HP to each party member and can be
used anywhere on the World Map. Cottages are the same, but they restore
more HP and all MP to each character. Staying at an Inn restores each

character’s full HP and MP.
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STATUS CONDITIONS AND THEIR CURES

Many magical status effects raise and lower stats, like Haste
and Slow. There are seven status conditions with special
effects that are important to know. These conditions can
affect both allies and enemies. .

The character takes damage each turn of battle and for each step taken between
baitles.

Use the spell Poisona or the item Antidote to remove this ailment. Note that this
condition persists after a battle ends if it isn't removed.

PARALYSIS

The character cannot move or act.

DARKNESS

The character’s accuracy and evade scores drop.

Use Blindna to remove this ailment. If nothing is done during battle, the condition
always goes away when the battle ends.

SILENCE

The character cannot cast 'spei_ls. =

Use the spell Vox to cure this ailment. If nothing is done during battle, the condition
always goes away when the batle ends.

The character cannot act.
- Use the spell Stona or the item Gold Needle to remove this ailment. Note that this

 condition persists after a battle ends if it isn't removed.

When a character's HP reach 0, me cha:acier cannot move
or act.

Tu revive a KO'd character use ﬂxe Lﬁe or Full-Life spells, a Phoenix Down, or visit
a Saactuam and make tha requasted donaﬁon

5 ONE MORE CONDITION...

There is one more status condition: Confusion. Caused
by the spell of the same name, this condition only affects
enemies. When affected, the enemies turn the other
direction. A confused enemy will attack its comrades or

itself at randum
A
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White Magic

Magic is divided into two caregories (Black and White) and ranked from level 1 to 8. Although there are four Black Magic spells and four White
Miagic spells in each level, each character can only learn three spells per level. If you would like to learn a spell but have already filled the three
slots allowed, you may use the Discard option in the Magic menu to
drop a spell and free up a spot. You can fill Red Mages'slors with any
combination of White and Black Magic spells, provided they can learn Who will learn the spell?
those spells. Knights have a limited selection of White Magic, while
Ninjas face the same situation with Black Magic.

®Cure
It takes MP to cast spells and all spell levels use the same pool of MP. _ :?:imm
Each class that can cast spells gains MP with each level increase, but " @Blink

the amount gained is random. For this reason, if you have a Warrior or
Thief in your group, it’s a good idea to complete the class change as early
as possible to maximize the amount of MP the Knights and Ninja can

Raises one ally's defense.

accrue.

White Magies. White Magit

Level 1

Level 2

Blindna __
 MP Cost _ Class____ Cost Location
|5 g P | 250 | pravora |

Comments: Cures darkness.

Blink
 MP Cost

Comments: Raises caster’s evasion. |

|Invis_ |
- MP Cost Class  Cost Locali
l%%%« | 250 | PRAVOKA ok
|Comments: Raises one ally’s ¥
levasmn.

Cure
MP Cost __Class __ Cost Locatio

3 | PG | 50 | corNELn
Comments: Restores a litle HPto |
one ally.

NulShock

 MP Cost _ Class

50 | CORNELIA

Comments: Deals damage tlo all
undead foes.

Comments: Reduces lightning
damage by half.

1mtect : ]
MPCost  Class  Cost Location
P% % £ | 50 | CoRNELIA |
Comments: Raises one ally’s
defense.

ESilence

Comments: Prevents all foes from
casting spells.




MPCost  Class  Cost Location |

10| B IS [ 1000 eLrvem |

Comments: Restores a little HP to
entire party.

8 |PHF L 1) ervem I
IComments: Reduces fire damage by §
half. :

Comments: Deals damage to all
undead foes.

White Magic

?' Level 4

| | Poisona o
MPCost  Class  Cost Locatio

| B9 3 | 5
3 %%% |2500 | ELFHEIM |

Comments: Cures poison.

Fear
[MPCost  Class  Cost Locatio

10 %m%’zm ELFHEIM &

Comments: Drives all fogs away in
terror.

NuiFrost
MP Cost _ Class _  Cost Location
8 | PP fh |20 ELrHEm |
Comments: Reduces ice damage by
half. ’

Comments: Cures silence.

White Maoic

Healara =
MP Cost _ Class  Cost Locat

2 %% 5‘% | 5000 | MELMOND |

Comments: Resfores HPto‘entire
party.

20 %%% | 5000 | MELMOND

Comments: Restores a lot of HP to
one ally.

Life
WpCost _Giass  Gusl localon
%Vﬁ% 5000 MELMUND

Comments: Revives one KO'd ally.

Diaga

Comments: Deals damage to all
undead foes.

waysAs ailbiey ayg
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White Magic

White Magic

Level 6

MPCost  Class __ Cost Location
CRESCENT |

Comments: Transports party out of Comments: Raises party’s defense.

dungeons.

Stona

Invisira 1 e e
"MPCost  Class  Cost  Location |

MPCost  Class ?'"t:'ﬁEi":"'[océﬁEﬁ"’i
CRESCENT
| LAKE
Comments: Raises party’s evasion.

Comments: Cures stone.

White Magic

Level Z

Healaga
'MPCost  Class__ Cost Location

entire party.

NulDeath -
'MPCost  Class__ Cost Location §

Comments: Deals damage to all ' : Comments: Enhances party’s
undead foes. ; defense against death.

White Magic

'MPCost  Class  Cost Location | MPCost  Class  Cost Location
35
Comments: Negates one foe’'s

magical defenses.

Comments: Damages all foes with
holy light.

NulAll

Full-Life |
MPCost  Class __ Cost Location

'MPCost  Class  Cost Location
%ﬂ% 40,000 LUFENIA |

Comments: Revives one ally and fully |
restores HP |

Comments: Reduces damage from
spells by half.




__ Cost _Locatio

Comments: Deals fire damage to one
foe. i

MPCost  Class  Cost Locati

AR CORNELIA [

Comments: Puts all foes to sleep.

Focus
MP Cost

Class  Cost Locatio

Comments: Lowers one foe's
evasion.

Thunder

MPCost  Class  Cost Locati
5

50 | CORNELIA

Comments: Deals lightning damage
to one foe.

Black Magic \t/

Blizzard | Ry
MPCost  Class _ Cost Location

Level 2

Comments: Deals ice damage o one |
foe. -

Dark
MP Cost .

{:Iass ~Co

Comments: Blinds all foes with
darkness.

Black Magic \t/

Fira :
MP Cost __ Class __ Cost Location .

15 ﬁ‘%fﬁ 1000 | ELFHEIM |
Comments: Deals fire damage to all
foes.

Focara
MPCost  Class  Cost Location

10| P B P | 1000 ELFHEM |
Comments: Lowers evasion of all
foes.

_Cost Location

Comments: Deals Iigﬁtning damage
to all foes.

wajsAs abeyy ayy
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Black Magic

10

|Comments Deals ice damage to all
ﬁoes

Confuse
 MP Cost

15

Comments: Gauses foes to turn on_
each other.

CIass -G

Black Magic \’/

JFHaga

MPCost _ Class__ Cost Location g
5000 | MELMOND

0 _| Bl PP | 50|

Comments: Deals fire damage o all |
foes.
a

i
| Scourge |
Class  Cost Location = €

A AR 5

Comments: Instantly kills all foes.

N/

MPCost  Class  Cost Location |
| CRESCENT |
30 A%%‘mnni e

Comments: Instantly kills one foe.

Black Magic

) Death

Quake
MPCost  Class  Cost ' Location

5 | CRESCENT [ 6=
32 ﬁﬁ‘%nauau! e R

Comments: Calls an earthquake to
swallow foes.

| Haste

Comments: Double one ally’s number
of attacks.

:!__Sleepra i
 MP Cost  Class___ Cost Location |
15 | P P 2500 | ELFHEIM |

Comments: Puts one foe to sleep.

éSIowra
| MP Cost  Class
| |
18 ;%%i‘;ﬁ
Comments: Reduces one foe's
number of attacks.

[rTeIeport
MPCost _ Class

Comments: Transports party to
previous floor.

Class  Cost Location |
CRESUENT
LAKE |

Comments Para!yzes one foe.

R oSt ' Cost  Location
‘ 35 |%W%13Uﬂﬂl Ak

Comments Deals lightning damage
,to all foes.

[




Comments: Blinds one foe with
darkness.

Blizzaga
‘MP Cost

Class

Comments: Deals ice damage to all
foes.

Black Magic \?/

Flare
'MPCost  Class  Cost Locatio

50 | PABARK o] ks

Comments: Blasts all foes with light
and heat.

-~

Kill
MP Cost Class  Cost Location
LA |

Comments: Instantly kills one foe.

Comments: Raises caster’s afttack
and accuracy.

Comments: Stops time and paralyzes |
all foes.

Warp

MPCost  Class  Cost Location §

Comments: Banishes foes to another |
dimension. '

wajsAs aibeyy ayj
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A grear deal of the following Items, Armor, and Weapons may also appear in randomized treasure chests in the bonus dungeons.

Potion Ether

What It Does: Restores 50 HP What It Does: Restores 50 MP

Turbo Ether
b What It Does: Restores 150 MP.
Hi-Potion -

What It Does: Restores 150 HP

Dry Ether

1 Slime, White Croc, Knocker _ What It Does: Fully res

tores MP

X-Potion

What It Does: Fully restores HP

Elixir
What It Does: Fully restores HP and MP.

12




Megalixir Remedy

Srytenie

What It Does: Fully restores party’s HP and MP. What It Does: Cures ailments except stone and KO.

Antidote
What It Does: Cures poison. Phoenix Down

What It Does: Revives one KO'd ally.

Marsh Cave B3, Mount Gulg B2
15 Puzzle, no placing

Eye Drops
What It Does: Cures darkness. Sleeping Bag

What It Does: Partially restores party’s HP. Can
only be used outdoors.

Gold Needle

What It Does: Cures stone.

Tent

What It Does: Partially restores party’s HP and MP.
Can only be used outdoors.

Echo Grass
What It Does: Cures silence.

13
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Cottage Spider’s Silk

WHAT IT DOES: Fully restores party’s HP and MP. What It Does: Slows down all foes.

Can only be used outdoors o o
prases o & - 15 Puzzle, 3¢place

Red Curtain

What It Does: Casts NulBlaze.

Emergency Exit
What It Does: Transports party out of dungeons
and towns.

Light Curtain

What It Does: Casts NulAll

COMBAT ON

Hermes’ Shoes
Whai It Does: Casts Haste

Lunar Curtain
What It Does: Casts NulDeath.

Cockatrice Claw

What It Does: Petrifies one foe. Blue Curtain

What !t Does: Casts NulShock

14




White Curtain Faerie Tonic

What It Does: Casts NulFrost. What It Does: Temporarily raises max MP.

Strength Tonic
Blue Fang _ What It Does: Temporariy raises attack.

What It Does: Casts Thundara. :
U R Caravan

100050091
Allosaurus, Mad Ogre

White Fang Protect Drink

What It Does: Casts Blizzara. What It Does: Temporarily raises defense.

Red Fang

What It Does: Casts Fira. . '

3¢ place

STAT BOOSTING ITEMS-——

Vampire Fang
What It Does: Paralyzes one foe. Soma Drop

What It Does: Raises max MP by 5.

.

Giant's Tonic
What It Does: Temporarily raises max HP. Silver Apple

i

What It Does: Raises max HP by 5.

15




Golden Apple Mind Plus

What It Does: Raises max HP by 10. What It Does: Raises intelligence.

Power Plus Stamina Plus
What It Does: Raises strength. What It Does: Raises stamina.

Speed Plus Luck Plus

What It Does: Raises agility. What It Does: Raises luck.

slLevistoner™s




| Ghest: Citadel of Trals, 3F

M-n.kén.o.f.valurand e i
strength. _

| NPC: Waterfal Cavern

Token given in recognition of
friendship.

A r.ube made of a mum-hued
substance.

| Shop: Caravan Bonus Dungeons
A bottle containing a faerie Components of a robotic

Bonus Dungeons

; Gompnnents of a robotic
shoulder.

forth alr

Bonus Dungauns

Sma]l bua1 far cmssing lakes, J
and mrers e

Components of a robotic
torso.

- Bonus Dungeons

Component enabling sound
synthesis.

Bonus Dungeons

A sonorous mmmem of Components of a robotic leg. '

: great beauty.

-~ Bonus Dungeons

17
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BODY ARMOR

S (lthes Slite Robe

Def [ EVA|Wot|Class |D
+t 2% % a i

Cavern of Ice B2, Flying Fortress 3F

Starting Gear (all classes)

A robe that & Shop Cornelia, Pravoka
Blizzara when used.
- —— Cost/Sell 4ogi20gi

Flying Fortress 2F

Whisperwind Cove : @fhﬁlfl' Mﬂll

25,000 gil/100 gil

§h0D Cornelia, Pravoka
_Cost/Sell 65 gir32 il

18
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SmArmor S iamond Armor

DEF | EVA | Wt | Class

Castle Cornelia 1F Sunken Shrine 4F

Pravoka, Elfheim

30,000 gil

~ Mirage Tower 2F

Melmond 30,000 gil

36,000 gil/18,000 gil

Description
e

Mount Duergar U Warmech

Crescent Lake i - 100 gil

6000 gil/3000 gil

@Fléﬁfe Mﬁ]l : : ‘ Description

Marsh Cave B3

Mount Gulg BS Elfheim

15,000 gil

800 gil/400 gil

Description

Cavern of lce B3 Marsh Cave B3

15,000 gil ~ Melmond

| 40002000 gi

19
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O RibpArmlet ¢SS rvival Vest

Description

~ Whisperwind Cove B11-B19

/Sell - 70,000 gil100 gil

Description

. Chronodia

100 gil

Description

Description

~ Bonus Dungeons Only

10001

Description

. Whisperwind Cove B21-829

61,200 giV100 gi




D Piirer Sash

Def | EVA | Wgt | Class

he Bonus Dungeons Only
ell 100 gil

D Rei Jackel

Def | EVA | Wat | Class | Description

Bonus Dungeons Only

~ 100 gi

Description

- Bonus Dungeons Only

100 gil

5

4

eS[atlier Shield

| Description

Cavern of Earth B2

. Pravoka

12 gil/6 gil

Description

Elfheim

Sell 0 giv40 gl

Description

- Crescent Lake

2000 gil/1000 gil

escription

- Cavern of Earth B4, Mount Gulg B2

Crescent Lake

waysAg aibeyy ayy
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e Shield

Def | EVA | wgt | Class | Description

S Protect (loak

Def |EUA_| wmlmss e |Descriplinn

B FlyingForfreos 3F ChaosShnneB2 . &~

_ﬂPC §ale Whisperwind Cove
_Cost/Sell 20000gi/10.000g1

' ChBSt Cavern of Ice B1 k. = Chest
Dropped  winter woit :
Sl somg il

< iamond Shield

Sunken Shrine 5F, Flying Fortress 2F

- 7500 gil

Mirage Tower 1F

20,000 qil

Dro Dped Chronodia

Sell -

L 10091

22

SflienCloak

+9 Itl

ﬂogﬁ Whisperwind Cove B31-B39
CosySell_sssooguioog

St (ape

Def | EVA | wgt | Class _

Whisperwind Cove B21-B29

@ fﬁ

Shop
Cost/Sell 51000100
Dropped  Death Elemental

O iejiShield

Chest
Sell

S (Tt

Bonus Dungeons Only

100 gil

al Shield




S feiling Helm

Def | EVA | wat | Class

Mirage Tower 1F, Flying Fortress 1F

&/ eather (ap

Def | EVA | Wat | Class

10,000 gil

: Chaos Shrine

Elfheim
65 gil/32 gil

L]

Elfheim

80 gil/40 gil

Description

Mount Duergar

Melmond

Description

Giant's Cave, Mount Gulg B2 x2, Flying Fortress 2F

- Crescent Lake

A hat made of enchanted

2000 gil/1000 gil A
cloth -+ lntefigence)

45,200 gil/100 gil

23
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e isbHeadband O Sadow Mask

Def | EVA | Wgt | Class Descrip?iuﬁ

Chronodia

o5 Bonus Dungeons Only

~ 100gil
100 gil

W ENA

Bonus Dungeons Only
100g1

De_scription

~ Bonus Dungeons Only

1009'| SR,

24




S Profect Ring

D[ aather Gloves

Def | EVA | wgt | Class | Description

Flying Fortress 1F, Flying Fortress 3F. Chaos Shrine B2

Gaia

Whisperwind Cove

16,000 gil/8000 il

Description

Description

Elven Castle Sunken Shrine 5F, Flying Fortress 2F

~ Meimond : 5 10,000 gil

160 qil/80 il

Description

Citadel of Trials 2F or Citadel of Trials 3F

Whisperwind Cove

Melmond

15,000 gil/7500 gi &

600 il/300 gi

eyl Gloves r—

Description

Mount Gulg B2, Cavern of Ice B3

 Crescent Lake

2000 gil/1000 gil

Description

25
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e (rystal Gloves

Description
: I

~_Bonus Dungeons Only

. 100gi

Description

“Bonus Dungeons Only

~ 1004il

e Bonus Dungeons Only

- 100gil

~ Bonus Dungeons Only

100 gil

26




AXES
S Rillle Axe ORmedxe

_ATK |cc I's . |Desrilion
| | PP BARARAE

. Dropp3d PI’EI{E!B{Ee
Sell 100 gil

. Pravoka

|
- 450qil/225gi

O ianlaxe

ATK | ACC | Class

_;'.ChBSt ~ Bonus Dungeons Only
Sell 100

e ikiig Axe

| ACC | Class D ERH ]
+10 | Py
__Sunken Shrine 4F, Sunken Shrine 2F -__ShOD.: ___ Wnisperwind Cove B11-B19
. WhiSle’Wil‘ld Cove | COSUSB" - 43,300 gil/100 gil

10,000 gil/5000 gil

~~~~~~ - A—— e rekiller
il Axe ATK | Ac Descrigtion

~ Whisperwind Cove B31-839

Mount Gulg B2

37,100 gil/100 gi
Crescent Lake ;

3600 gil/1800 gil

27



NUNCHA@S _— T Hammer

S Nimchaku

ATK | ACC l[:lass Description
gl Whisperwind Cove B31-B39

S0000Ng0gl . &

Cornelia ~ Sekhret

8 gil/4 gil

| Mirage Tower 2F
Elfheim N PCSHIB Whisperwind Cove =
160 gil/80 gil 2083591 40,000 gil/20,000 gil

HAMME

Syl Rammer

ATK | ACC | Class | Description
: =

Elven Castle Caveiot Earth B4, Mount GHlgB4

Crescent Lake Starting Equipment (White Mage, Monk)

Cornelia
4 gil/2 qil

_ @Hzﬁfmel‘ Qr%rgped Zombie A

2000 gil/1000 gil

| Description

Cornelia, Pravoka

8 qil/4 gil

Atomos

100 gil
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D izard's Staff

ATK | Acc | Class

S Healing Staff

Atk | acc |

Description

Citadel of Trials 3F Waterfall Cavern

Whisperwind Cave Whisperwind Cove

25,000 gil/12,500 gil 50,000 gil/25,000 gil

Description

Chronodia

Sunken Shrine 4F I 100 gil

s

Whisperwind Cove

25,000 gil/12,500 gil KNIVES ”’“ .. R
Ofrife> d

Description

Elfheim, Melmond . Starting Equipment (Warrior, Thief, Red Mage, Black Mage)

160 gil/80 gil Cornelia

4 gil/2 gil

Minotaur

Description

1 Tiamat, Orthros

100l

~ Marsh Cave B2

Elfheim

140 gil/70 gil . 29




S ithalcum

il Knife

Castle Cornelia 1F

Crescent Lake

640 gil/320 gil

Description _

.: Whisperwind Cove B1-B9

- 73,900/100 gil

) eRapier

ATK I ACC |class : o5 IDecriptiun

Whisperwind Cove B11-B19

69,700 gi/100 gil “Sho Whisperwind Cove B1-B9
- .
Cos 75,900 gil/100 gil

I Description
Description

Chronodia

100 gil ~ Castle Cornelia 1F

Elfheim, Melmond

360 gil/180 gil

Buccaneer

Bonus Dungeons Only

100 gil

Western Keep

Melmg:lq

360 gil/180 gil
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D Bmasword S (rakSword

Ak | Acc |class

ATK | ACC |Class | Description

Marsh Cave B2 Chest Cavern of Earth B2

Pravoka 2 Sell 4000 gil
450 gil/225 gil :

S [mgsword

nTK | ADBlBIass : es i
'+zo +1i:__ ?gﬁ % 5 LV | h

Shop Melmond
Cost/Sell 1200 givoo gil

White Shark ; Dropped  Gariang
4000 gil '

Mount Duergar

D GrEabSword

ATK [ ACC ||:|ass

Chest Mount Gulg B2

Sell 4000 gil

S Raqnarok

‘Dropped  shinryu

55,900 gil/100 gil :S_el_l. . e

e )Tasame

Whisperwind Cove B21-82_9___ B b

Cerberus

“Dropped  Omega

Sell 100 gil
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eSRmeBlade Sffitbringer

ATK | ACC | Class

l Descripti Description

e

Chaos Shrine

- 2500 gil

Description Sl @'Dﬁlhhnﬂﬂer

Chaos Shrine

3000 gil

Description

Description

Mirage Tower 2F

10,000

Description

Flying Fortress 1F

30,000 gil

Waterfall Cavern
20,000 gil

Description

Description
Cavern of Ice B2 2

5000 gl

; Mount Duergar (made with Adamantite)

30,000 gil

32




Dsike’s Blade eOfikuichimonji

ATK | ACC ]C!ass Description ATK | ACC |Class

Flying Fortress 3F, Chaos Shrine B2 - I Kraken, Rubicante

30,000 gil ! 100l

Description

Chaos Shrine B4 Dror Mythril Golem

- 30,000 gil 4 100 gil

Description Description

Description

Mirage Tower 1F

15,000 gil

Description

Cornelia

Whisperwind Cove B40

B gil/4 gil

100 gil

e iilar

I Description

~ Pravoka
160 gil/80 il

33
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Each character has seven ability scores and four combat parameters. The
ability scores are part of each character and increase as a character levels
up. The combat parameters add the effects of ability scores with the
effects of equipment.

g > CGaining Levels

S Because there is some randomness tothe_ g
statistical, HP and MP increases duete.
gaining levels, it's worthwhile to save 1u5
before a character gains a fevel. That way
if a character ends up with small increases

it's easy to use a quick reboot, reload the

Jast save and regam the ievel =

7 Red Maze
90
53

7 th \-LU.&_

7 Red \|‘tk*‘

B avmd a sm}ﬂﬁon where one ¢
Z!evels up wﬂh goc_}d numbers wi'l;i

Abilily MCOTES

Garrik Red Wizard
-:,\ Lv. 44
?’E“OHP 277 / 474 Ostrensth
Zl@QMP 447 / 467 S
: 0 gility
OInlellieence
289227 oSlamina

8687 oI_.uck

EPMagic Level
Current EXP

Next Level

Weapon ™ Sun Blade Attack
Shield @Buckler
Helmet

Accuracy

Defense

Evasion

1 HP (Hit Points)

The amount of damage the character can sustain before being KO'd. The
number on the left is current HP while the number on the right is the
character's maximum HP

2. MP (Magic Points)
The amount of magic a character can use. The number on the left is current
MP while the number on the right is the character's maximum MP

3 Magic Level
The highest level of magic available to the character.

4 Strength

Strength, added to an equipped weapon's strength, determines the amount
of damage the character causes with an attack.
5 Agility

Aqility raises the Evasion parameter. Higher Agility scores mean it is more
likely that the character will act earlier in battle, making it easier to flee from
combat.

6 Intelligence

Intelligence determines the odds of success on hit-or-miss spells like Sleep
and Bind, and the amount of damage from attack spells or recovery from
healing spells.

7 Stamina

Stamina is used to determine a character's HP growth between levels. A
higher Stamina number leads to a higher Max HP

8 Luck

This stat determines the odds of scoring a Critical Hit (when an attack inflicts
double the damage). Also, like Agility, it makes it easier to escape from
battle and for the party to get a pre-emptive strike.




fombal Parameters

The last five scores (HP and MP don't affect the parameters) combined with
che effects of equipment determine the character’s four combart parameters:

Attack

This score is equal fo the equipped weapon’s power plus half the character’s
sirength.

Accuracy

This number determines the accuracy and number of attacks that are attempted.
=or each multiple of 32 in this score, the character gets an additional attack. Keep
#is in mind when deciding whether to equip an accurate weapon or a powerful
ane. If the accurate one pushes this score over a multiple of 32, it's the right
ghoice.

Defense

When an enemy attack connects, a character's defense determines how much of
T2 enemy’s attack gets through and how much is blocked by equipped armor.
Zguipped armor includes shields, helms, armor and gloves.

Evasion

Evasion is based on Agility but it is lowered based on the equipped armor.
Whereas a higher defense lowers damage caused from being hit, a higher Evasion
lowers the chance of the attack connecting.

?'/"‘\_: ¢ :

~ Equipment Carryover
When determining which equipment a
class can use, remember that even after a
character changes classes, they can still
use the equipment from the previous class.
For example, if you equip White Ma
Ruby Armlets, they can still
w;zards

B -
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/ .I'H..'r.'fu Wi

Black Mage

] White Mage /| While Wizard

ge / Red Wizard

I

Monk | Master

Warrior / Knight

Red Ma

 Galning Levels

£

LVL

CUMULATIVE EXP

; nmb m.tedrolev_el?np
| character. The center mhxmnshows duetotalEXPgmed while theiast
' column illustrates the EXP necessary to increase to the next level.

- For all levels beyond level 47, the number of EXP required to reach the next
level is 21,750 except for the rare instances in which it’s 21,748 or 21,749.

EXP TO REACH LVL

' ' Minimum Level to Learn Magic

mi ;@ﬁ% character must achieve g@:e _,{ or
she can employ speIIs ﬁ'om zglven level of magic. For example, Black Mages
gain the ability to use level 4 magic at level 13, while Red Mages must wait
until level 15.

%
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Starting Stats

: Starting Stats

Stamia__ | 5 |

Equipment Usable by Warrior Equrpment Usable by Tef

Buckler
Leather Cap
. Leather Gloves, Protect Ring

Weapons Usable by Thief
& Knife, Dagger, Mythril Knife
| Rapier, Scimitar, Saber, Falchion, Rune Blade, Coral Sword,
= Wyrmkiller, Masamune

Weapons Usable by Warrior
Battle Axe, Great Axe, Light Axe, Mythril Axe
- Hammer, Mythril Hammer
Staff, Power Staff, Crosier
Knife, Dagger, Mythril Knife
Rapier, Scimitar, Saber, Falchion, Broadsword, Rune
Blade, Werebane, Coral Sword, Wyrmkiller, Long Sword,
Claymore, Mythril Sword, Flame Sword, Ice Brand, Sunblade,
Masamune

8998 'iﬂ!‘@-’mx?{ia W uewdinbs

| Chain Mail, Iron Armor, Mythril Mail, Flame Mail, Ice Armor
{Leather Shield, Iron Shield, Mythril Shield, Flame Shield, Ice
| Shield, Protect Cloak

Helm, Great Helm, Mythril Helm, Healing Helm

| Bronze Gloves, Steel Gloves, Mythril Gloves, Gauntlets,

| Giant's Gloves

Equnpment Usable by ngh‘[
Diamond Armor, Dragon Mail
iamond Shield

ealing Helm, Diamond Helm

' Diamond Gloves, Gauntlets, Giant's Gloves

Weapons Usable by Ninja

: - Battle Axe, Great Axe, Light Axe, Mythril Axe
2 | Hammer, Mythril Hammer, Thor's Hammer
| Staff, Healing Staff, Power Staff, Mage’s Staff, Crosier

| Nunchaku, Iron Nunchaku

Cat Claws

' Broadsword, Werebane, Long Sword, Claymore, Venom

Weapons Usable by Knight
ER  Thor's Hammer

- Cat Claws -

~ | Venom Blade, Vorpal Sword, Defender, Excalibur L

White Maglc Usabte by nght = Blade, Mythril Sword, Vorpal Sword, Flame Sword, Ice
' - Brand, Defender, Sunblade, Sasuke
Cure NuiShock NulBlaze ~ -
Protect Invis Cura = a4 CHIME =
Blink Blindna 2 | e
Silence Fire Blizzard Fira Sleepra
Sleep Dark Hold Haste
Focus Temper Thundara Confuse
Thunder Slow Focara Blizzara

37
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Black Mage | Black Wizard

White Mage / White Wi;

Red Mage / Red Wizard

Monk | Master

38

by n3Xt

"Eqﬁui'b'me Usable-b;( Monk
Clothes, Bopper Armlei, verAml
Armlet

f | Leather Cap, Ribbon _

Leather Gloves, Protect Hing

Usable by Monk
Nunchaku, Iron Nunchaku

Staff, Power Staff, Crosier

Masamune

amsrsn,_,_,- S ()55 CHANGE

What does the Monk get from a class change? A shiny new sprite. Same
Monk, but new packaging!

Starting Stats

: : : . BL. MAG. | WH. MAG.
Fire Cure Blizzard | NulShock Fira NulBlaze
Sleep Protect Dark Invis Hold Cura
Focus Temper Blindna | Thundara
Thunder Slow Silence Focara
BL. MAG. AG
Sleepra NulFrost Firaga Curaga
Haste Poisona Slowra
Confuse
Blizzara

ﬂﬁeo WIZARD

The Red Wizard enjoys a s]ightly_—e.' _

7Y Theycanalsouseafew ponsand

Red Mage. | I 7 :

Equipment Usable by Hed Wizard
Mythril Gloves, Gauntlets, Giant's Gloves

Weapons Usable by Red Wizard
- Cat Claws
Venom Blade, Vorpal Sword, Defender

Maglc Usable by Red W|zard
: : LEVE -

. MAG. BLMAG .| BL.MAG. | WH. MAG. | BL. MAG. | WH. MAG.
Blink Vox Poison | _Life Thundaga | Protera | Blizzaga | NulDeath
Teleport Invisira

Exit
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§2 WHITE MAGE

The White Mage learns spells that deal with
healing and causing damage to the Undead.

In combat, the White Mage is weak but has a

decent Stamina score that keeps her alive to

tend to other party members.

Equipment Usable by White Mage

ARMOR | Clothes, Copper Armlet, Silver Armlet, Ruby Armlet,
Diamond Armlet

Starting Stats

Strength 5
Agility 5
Intelligence 15
Stamina 8
Luck 5
HP 30
MP 0

SHIELD | Protect Cloak

HELMET | Leather Cap, Ribbon

GLOVES | Leather Gloves, Protect Ring

Weapons Usable by White Mage
STAFF Hammer, Mythril Hammer

KNIFE Staff, Healing Staff, Power Staff

SWORD | Masamune

White Magic Usable by White Mage

LEV1 LEV2

LEV3

LEV 4

LEV5

LEV 6

LEV7

skills and the lowe

st HP of all classes.

Equipment Usable by Black Mage

Clothes, Copper Armlet, Silver Armlet, Ruby Armlet,
Diamond Armlet

Protect Cloak
Leather Cap, Ribbon

Weapons Usable by Black Mage

LEV 1
Fire

gather Gloves, Protect Ring

LEV 2
Blizzard

LEV 3

Black Magic Usable by Black Mage

LEV 4
Sleepra

LEV5
Firaga

LEV 6

Thundaga

LEV 7
Blizzaga

sassey] Jajoesel)

%’ WHITE WIZARD

Cure | NulShock | NulBlaze | NulFrost | Curaga | Stona | NulDeath
Dia Invis Cura Vox | Healara | Protera | Healaga
Protect | Blindna | Heal Fear Diaga | Invisira
Blink | Silence | Diara | Poisona | Life Exit

Although the White Wizard can learn the entire White Magic spell list,
she is otherwise the same as the White Mage.

Armor Usable by White Wizard

White Robe

Weapons Usable by White Wizard

Thor’s Hammer

White Magic Usable by White Wizard

Sleep Dark Hold Haste | Poison | Death Blind
Focus | Temper | Thundara| Confuse | Slowra | Quake
Thunder | Slow | Focara | Blizzara Stun

Although the Black Wizard can learn the entire Black 1

he is otherwise the same as the Black Mage.

Equipment Usable by Black Wizard

Black Magic Usable by Black Wizard

Curaja Holy ; ' :
Diaja NulAll Teleport Warp
Dispel Saber Kill
Full-Life Flare
Stop
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*M

~ Weapon Shop
ltem - COST __ATI(
Nunchaku 8 qil +12
Knife 4 gil +5
Staff 4 gil +6
Rapier 8 gil +9
Hammer 8 gil +9

Armor Shop '

item Cost DEF
Clothes 8 gil +1
Leather Armor 40 gil +4
Chain Mail 65 gil +15
Iltem Shop
ITEM
Poﬂon
_ Antldote
Phoenlx Duwn
SIgepmg Bag
White Magic, Level 1
S__!_’ELL BOST CLASS _
Cwe  50gl % % %
Dia 50 g|l
Protect 50 gil
Bink | 50 gi F@V ?’aﬁ

AGC

- CLASS

+°%ﬁ%ﬁdﬁ
+10 ?ﬁ ?ﬁ%g £

+”%%%@@%
s P Ve R NAR
« PP VAV

EVA Class
2 TRl Rk

s | B0 % HR

15| PoPald

COST
40 gil
50 gil
500 gil
50 gil

AP

Black Magic, Level 1 &

: _$PE_LL
Fire
Sleep
Focus

Thunder

cost
50 gil

50 gil

50 gil

50 gil

CLASS

Pavars

P ¥
P2 Pk
P2 P

i
]
{
1

Battle Garland in the

Chaos Shrine.

Receive the Lute from

Princess Sarah.

Travel north fo visit Matoya's

Cave

Journey east o Pravoka and

battle pirates.

Talk to the Elf Prince’s Healer
in Elfheim.

Visit the king of Cornelia.

Return the Crown to the king
of Western Keep.

Return the Crystal Eye to

Matoya.

Revive the Prince and get the

Mystic Key.

Retrieve the Nitro Powder and

other treasures.

Travel to Mt. Duergar and give
the Nitro Powder to Nerrick.

Battle the Piscodemons inside
the Marsh Cave for the Crown.

|




Walkthrough

which should keep

first one to purchase is Cure
you safe while fighting nearby foes for EXP and gil. Black and Red Mages
enemies are vulnerable to Fire than Thunder) and the Sleep spell to deal with
large groups of foes. If you have exira gil before facing the Chaos Shrine, then

pick up Dia to help deal with the Undead creatures. When you have enough
gil for a third spell for Black and White Mages, opt for Thunder and Protect,

should get Fire so they have a source of damage (early in the game, more
respectively.

L EVHEN )L YIRS (1Y

)
-
|
— m
= £
[
—_—
—
p——
e

s not much to say about weapons and armor: get everyone

1

SHOPPING RECO

! You start with enough gil to outfit everyone with equipment and pick up three or  Spells are a bit frickier. The

| four spells. There
the best stuff possible. If you want to save some gil, then skip the Monk's

| items since he fares much better with no weapons or armor at all.




~ NAME HP ATK DEF MDEF WEAK  GIL  EXP
Black Widow 28 10 0 28 = 8 30
CrazyHorse | 64 @ 10 2 40 e 15 63
Gigas Worm 56 17 8 40 Fire 15 63
Goblin 8 4 4 16 = 6 6
GoblinGuard 16 8 | 6 | 23 2 18 18
Skeleton 10 10 0 17 Fire, Dia & 9
Wolf 0| 0 28 i 6 24

he enemies near Cornelia are somewhat weak. Even a White or Black

Mage can dispose of a Goblin in one bit, but Goblin Guards may
require the attention of Warriors. It will require multiple bits to deplete a
Wolf’s 24 HP, but this foe isw’t much of a threat. The most dangerous foe in
this area is the rare Crazy Horse. With 64 HP and an attack score of 10,
these foes can take out a level 1 character in one bit. Since you never know
where they will appear, keep your HP near max at all times. You can always
run away, but stay and fight whenever possible, as a fallen Crazy Horse gives
up 63 EXP.

An Audience With the King

The party materializes outside of

Cornelia bare-handed, unarmored,
and with no spells or items.
Fortunately, Cornelia has everything
an adventurer needs, as well as a lead
on the first quest. Walk into any of

the red buildings to the south of the

castle to enter the city.

Talk to one of the guards at the exits
to go to the castle. The king needs
help rescuing Princess Sarah, who
has been kidnapped by the knight
Garland and taken to the Chaos

Shrine in the norchwest.

Locked Doors

A few locations, such as Castle Cornaha,
have doors that require a special key to
unlock. The items behind these locked
doors appear on the maps, but you can’t
collect these good[es unt:! !ater in The

Leveling Hp Before he Chaos Shnne

As it stands, the Chaos Shrine is
probably a bit beyond the party's
capabilities at level 1. To make
things easier on your troops, battle
monsters around town to build
up EXP and save gil, then return

to Cornelia to buy the items and
equipment you couldn't afford earlier
and get the party back to full HP and MP at the Inn. Once everyone in the
party is at level 3, they should be powerful enough to handle Garland.

S

Earlhglﬂ Shrm i

enfrance to the Earthglft Shnne one of the
bonus dungeons added to Final Fantasy.
Therei is more lnfonnaimn 'about the bonus




NAME HP ATK DEF MDEF WEAK  GIL  EXP
BlackWidow 28 10 0 28 i 8 30
Ghoul 48 8 6 36  FreDa 50 93
Gigas Worm 56 17 8 40 Fire 15 63
Goblin 8 4 4 | 16 X 6 5
GoblinGuard 16 = 8 e ) < 18 18
Skeleton 10 10 0 17 Fire, Dia 3 9
[ Warg Wof 72 14 0 46 = 22 93
| Werewol 881 14 | 6 ] 45 u 67 | 135
| Wolf 0 8 0 | 28 & 6 24
Zombie 50} 10 | 0| 25 |FeDal 12 24

W,‘Hc in the area outside of the Chaos Shrine, you will encounter
enemies from around Cornelia in larger quantities and even run
into some Shrine foes. Black Widows can inflict as much damage as Crazy
Horses, but it’s possible to defeat them with a concentrated attack. Skeletons
often go down in one bit, but Dia belps against large groups of them. Gigas
Worms are dangerous; try to knock them out with Sleep, then cast Fire spells
to exploit their elemental weakness.

Enemies like Gigas Worms and Black Widows are more common inside the
Chaos Shrine. In

Ghouls and Zombies! Mages begin to pay off in this area, as Gigas Worms

tion, some new Undead enemies join the Skeletons:

, 3 . R BRSNS :
are vulnerable to Fire and all Undead creatures are vulnerable to both Fire

and Dia.

Other new foes include Werewolves and Warg Wolves. Both foes are

dangerous, so if you catch one amongst a large group of Wolves or Goblins,
try to put it to sleep and have the party target it with their standard attacks.

If you don’t have Sleep, it may be wise to run away.

et

11
18i%

Raiding the Chaos Sh

It's quite possible to get in and out of this dungeon with ease if you know
where to go. There are treasure rooms in all four corners, but the northeast
and southeast treasure rooms are both locked. That leaves only the northwest
room (which contains a Potion and a Tent) and the southwest room (which
contains a Leather Cap). Give the Leather Cap to your weakest mage for a
small defensive boost.

Items Found
Leather Cap
Potion

Tent

Leather Cap

If you don't care abour loot and are
ready to face Garland, then the end of
this dungeon is only a few steps away.
Walk straighe into the room to the

north of the entrance.

Gold Needle

Rune Blade

ybnoapyem
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GARLAND

Garland has 212 HP
and has high magic 210 =515 18

defense, so rely on
physical attacks to =

cause damage. Have [EF(N

_HP_| ATK | DEF | MDEF
64

your designated 250
healer (a White or
Red Mage) use Cure 130 §

to heal whomever

Garland attacks while everyone else attacks
on each turn. Have your Black Mages use Fire
and Thunder for a little extra damage.

Rewards Await at Cornelia Castle
After Garland falls, talk to Princess Sarah to return to the castle. As a reward,
the king orders the bridge to the north to be rebuilt, opening up the next

area of the quest. Talk to Princess Sarah again before leaving, as she too has a
reward. Her Lute is the game’s first Key Item, but it won't come into play for

quite some time.

= NAME HP ATK DEF MDEF WEAK  GIL
Crazy Horse 64 10 2 40 - 5
Gigas Worm 56 17 8 40 Fire 15
Goblin Guard 16 8 6 23 - 18
Lizard 2| 18 [12] 55 = 50
Ogre 100 18 | 10 65 = 195
Scopon | 84| 22 [ 10| 85 | - 70
Taamida | 64 | 5 | 12| 46 | - 50
Wagwot | 72| 14 o | 4 | - | 2
Weowofl | 68| 14 | 6| 4 | - | e

EXP
63
63
18
153

195

225

141
93

135

foes can inflict poison on your party

T;e more difficult Chaos Shrine enemies (like Gigas Worms, Werewolves,
and Warg Wolves) guard the path to Matoya’s Cave and Pravoka.

They are joined by new foes like the Ogre, a giant beast with 100 HP and

no weakness to magic. Battling a single Ogre is almost like fighting Garland
again, but it’s worth the trouble: you will earn 195 EXP and 195 gil for

defeating an Ogre. Lizards are nearly as tough but much less lucrative.

The empty area to the south of
Pravoka is home to a new foe called
the Scorpion. These hard-bitting

members, At this point in the game,

the only way to cure poison is to use an

expensive Antidote.

ltems Found
Potion (x2}_
_Antidf_JtE__

jins

The Adventure Be




After crossing the bridge, there is a decision to make: head north to Maroya's
Cave, or head east to Pravoka. Matoya's Cave is purely optional for now, but the
detour is a good source of EXP and you can raid her home for two Potions and
an Antidote. If you decide to pay Matoya a visit, revisit Cornelia afterwards for I l M .
healing (unless you picked up a Sleeping Bag), as the Ogres that guard her cave WO I [ 1 p

are fierce!

{Circle by
to iry it out.

The Road to Pravoka

The road to Pravoka is much longer
and the encounters will likely be quite

grueling. To get there, head due east
and then go south when you spot
the sea.

ltems Found "
Ship B

White Magic, .'.eve! 2

Blindna 250 gil

Snlence | 25(] gil

Hammer 8 qil +9 +0

Broadsword 450 gil +15 +10

Battle Axe 450 gil +16 +5
Scimitar 160 gil +10 +10 Invis 250 g1|
Armor Shop @ Black Magic, Level 1 &

Leather Armor ‘ 40 gil

Chain Mail 65 gil
Iron Armor 640 gil Tempe: 250 gll
Leather Shield 12 gil Slow . 250 qil mgg

Leather Gloves 50 gil

Item Shop
s 4d§ii ,,,,, 7
Ether p 150g1 i
Antidote B 50 gil B 2
Eye Drops s0gl /
Phoenix Down 5()!2721?~ e




| If you're low on gil, pick up a Scimitar for your Thief since it’s the most cost-

SHOPPING RECOMMENDATIONS

effective weapon. Also, get Broadswords for your Warriors and Red Mages (if
you can afford it). The Broadsword’s accuracy makes it a better choice than
the Battle Axe. Although the Leather Shield is fairly cheap, most everything else
is overpriced. If possible, try to purchase Leather Gloves for anyone who needs
a defensive boost. ‘ ~

None of the White Magic spells are essential yet. Blindna and Silence aren’t
terribly important, and while you should pick up NulShock soon, it doesn’t
really become a factor in the game until much later. That said, Invis is quite
possibly the best choice for now.

In fact, it's wise to spend your gil on Black Magic spells. Blizzard is a strong
elemental attack. In a game where few bosses are vulnerable to magic, attack-
boosting Temper is the best utility spell early in the game. If you want to fill the
third slot, Slow is a decent choice but not nearly as good as Sleep.

* Take Down the Pirates

- Go to the Inn and do your shopping as soon as you arrive. You should be at

full strength when you talk to Caprtain Bikke in the northwest corner of the
town, as a battle soon follows.

Those blasted pirates! They're running
around looting and pillaging like they
own the place!

PIRATES
Although the Pirates ETIITINEINNES
0 ]:.35

all look intimidating, 24 |10

they each only
have 24 HP. A 40
successful Sleep
spell is essential in 40

this battle, or you

can slash and stab -

the foes. After the _
battle, the defeated Captain Bikke hands over
the deed to his Ship, located at the dock
just south of town.

Setting Sail for Elfheim

Steer to the west and set sail for Elfheim. The ship battles are tough, so visit
the Inn before the next leg of the journey. If you don't have the Black Magic
spell Thunder, buy it now because it’s effective against enemies in the sea.
From the port south of Cornelia, head due south. When you hit land, locate
the port just to the west. It’s a short walk from there to Elfheim.




NAME HP ATK DEF MDEE WEAK gL EXP ere are only a bandful of enemies who are capable of attacking the
”Bi.ge BS 10 4' 1 0 14 Lightning 3 '10 : 4'2 3 ship, but these battles may be difficeslt for low-level parties. Even though
y ightni

Buccaneer 50 14
Sahagin 28 10

Buccaneers are much more robust than their Pirate cousins, they won't stand
37 i 120 60 a chance against a sturdy party. Sabagins, the most common foes, occasionally
28 Lightning 30 80 team up with the rarer Sahagin Chiefs. All Sabagins are vulnerable to

]

4

Sahagin Chief 64 15 8 46 Lightning 105 105  Lightning, so use Thunder to take out the red Chicfs.
0 70 Lightning 66 267

Shark 120 22

Perbaps the most dangerous enemies are Sharks, which combine a bigh

attack score with a meaty 120 HP. These foes are also valnerable to Thunder

spells, so use a Black Mage to your
advantage. If you encounter a Shark
and a Bigeyes, eliminate the Bigeyes
first. These enemies can paralyze
characters one by one, thus setting the

stage for a Shark to shred its victims.

usnoupyiem

Mythril Hammer é 700 gil

Items Found R T T 5 E ~ Bronze Gloves
Mythril Hammer : i
Bronze Gloves




The Adventure Begins

Iron Nunchaku 160 gil +16

+0

Dagger 140 gil +7

+10

Crosier +14

+0

+13

Saber

+5

Iron Armor

640 qil

+24

CopperArmlet 800 giI - +4
Iron Shield 8091 | +4 1 40
LeatherGap 65 gll 41
Helm 80gil  +3
Item Shop
Potion
Antidote
Gold Needle
Echo Grass
= Tent

White Magic, Level 3 </
SPELL  cOST

Black Magic, Level 3 &

Cura 1000 gn >

Diara 1000 gll

NulBlaze

000gi ¥

Heal | 10001 |

Focara 1000 ail

Poisona 2500gil B

Sleepra 2500 gil &

Fear

2500 i B

Haste 2500l |

Nuost 2500 g

2500 gil

Confuse

Vox 2500 gil

Blizzara

2500 gil

SHOPPING RECOMMENDATIONS

So much to buy, so Iitﬂe'gil'... If you don’t have an overabundance of gil, you may
want to wait until after-thgparty explores the next dungeon. While in this dungeon,
you can acquire lots of gil and acquire Iron Armor, a Copper Armlet, and a Dagger. It

may be wise to save your gil and attempt to

acquire these items from the dungeon.

' | Consider purchasing a Saber for your Thief, but don’t buy anything if you have a
| Monk. He’s capable of inflicting more damage with his bare hands and probably

already has better defensive stats without armor.

For characters other tharp a Monk, buy headgea'r and consider purchasing a Copper
Armlet for your mage in most need. These pricey items count as body armor and
serve as the only alternative to the Clothes that your mages currently wear.

Spells provide the most benefit in the upcoming challenges, so devote most of your
budget to beefing up your mages. Get Thundara or Fira for your Black or Red Mage
for a good group attack spell. For the third slot, consider Hold over Focara although
this spell is hardly a must-have. Purchase Cura, Diara, and NulBlaze for White Mages,
but not all at once (NulBlaze can certainly wait). :

When a character is capable of using level 4 spells, get Haste. Blizzara and Confuse
are effective Black Magic spells, too. The White Magic at this level is a bit weak.
Poisona will save gil in the long run, while Fear isa secondary option when things go
horribly wrong. NulFrost is the least useful of the elemental defense spells, while Vox

isn't called on often.
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EXP ome new foes appear alongside the usual assortment of overworld foes
s in the Elfbeim/Marsh Cave area. You may see Ogres fighting alongside
Ogre Chiefs, although the green Chiefs are only marginally more difficult.

63  Status conditions are often more of a threat than physical damage, so

18 beware of Undead-class Ghasts who can paralyze their victims. Cobras and
'195 Tarantulas are also dangerous, as each of their hits can poison its target. |
These two have basically the same stats with weak attack and defense and I

282
56 and 64 HP respectively.
.141 Nevertheless, it's important to
93 eliminate them right away and always

E 135 carry several Antidotes until you learn
24  the White Magic spell Poisona.

The Town of Elfheim

There is a king in the Western Keep who offers to help, if someone

can help find his crown. It is believed that the crown is somewhere

in the Marsh Cave, directly south of the Western Keep.

IOt Femd .

Falchion

' 'Pu'ﬁ-ve_r _St;_lﬁ
Stee_l G_]nves

Like Cornelia, Elfheim consists of a town and a castle. There's no way to reach the castle
from town, so you must enter it from the world map. At the castle, it's revealed that the
king of the Dark Elves, Astos, has cursed the prince. Maroya may have the cure, but she

won't provide any help until someone returns her Crystal Eye.

Back in town, someone mentions a spooky castle that was discovered in the northwest. A
visit to the Western Keep isn't necessary, but it will shed some light on the situation. If you | ©
had planned to fight some enemies to build levels, you may as well head in that direction. ;

Before doing so, pick up a few Tents at the item shop. The tents cost only 60 gil more than

a stay at the Inn, plus there’s no need to take the long trip back to Elfheim to use them.




WARSH CAVE

ENTER/EXIT ;

ltems Found
Broadsword
Copper Armlet
Cottage
Crown
Dagger

Iron Armor
Phoenix Down

¥
=
E;:_.

(680 gil)

(Broadsword)




‘Black Widow | 28 | 1 o] 2

Bloodbones izl 76

Cawer | 84| 1 |8 [ st

o e B 53

Ghoul ' 3¢

Gray Ooze :

GreenSime | 24

Scopon | 84

Skeleton | -

Shadow 50 | :

Taantla | 64| 5 |12 46

WagWot | 72 14 0 4

Werewol | 68 | 14 | 45
- _25 .
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Fire, Dia

| Fire,Dia |
' Lightning
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w1
8 | a0
378 378
20 | 186
80 132
s o
0 25
20 | 84
ihrpes
e
e
i
T2 T
IR
1w s

wide variety of monsters lurk in the Marsh Cave, but many of them
Aako appeared in the Chaos Shrine. The nore mundane newcomers
include the Shadow, a feeble Undead-class enemy that can cast Dark on
your characters. Gargoyles have 80 HP, but possess little strength outside of
fighting in large numbers. Anacondas are incapable of inflicting poison, but

their bites cause solid damage.

More interesting foes include the Green Slime, a poisonous blob with incredibly

- bigh physical defense. The only practical way to damage it is to use Fire or
. Blizzard spells. If your party lacks an appropriately equipped Black or Red

Mage, then it’s best to flee from these foes. The Gray Ooze resembles the Green
Slime, but it behaves quite differently. Although the Green Slime can only deal
damage with Poison, the Gray Qoze has a bigh attack rating. Note, however,
that the Gray Ooze has low defense and is vulnerable to Thunder spells.

Crawlers bave a low attack rating (1), so they use their turns to paralyze
party members. Skeletons and Bloodbones occasionally accompany Crawlers
into battle, so remember to cast Dia or Fira before the Crawler can paralyze

your spellcaster.

Welcome to the Marsh Cave

The three-level Marsh Cave is much
more difficult than the Chaos Shrine,
so low-level parties may want to
make several short forays. Grab some
treasure, escape from the area, and
use Tents (or return to Elfheim) to
heal. It’s quite possible for a high-level
party to get through the Marsh Cave

in a single trip. A powerful party may want to consider skipping the north

side of B2 to save time.

Marsh Cave, Bl and B2 North

After dropping into the pit, you can
go either north or south. The north
path leads to a small chunk of B2
that contains three rooms and four
treasure chests (680 gil, a Dagger,

a Broadsword, and 620 gil). The
chests that contain the 680 gil and
the Broadsword are concealed within

duplicate chests that can be found elsewhere.

DuplicateiChests

This dungeon introduces the concept of “duplicate”
chests. For example, the chest with the Broadsword
exists in three different locations on B2. If you acquire
the Broadsword from one chest, the other two chests
will be empty.

Marsh Cave, B2 South

To advance in this area, go south from the entrance. The staircase leads to a
room in a different section of B2, where there are three treasure rooms to the

south (they contain the duplicate chests with 680 gil and the Broadsword).

To reach the third floor, go south from the room with the staircase, then east | e |

along the botrom wall. Walk through the first door, then exit the nexrt one.
The staircase to B3 is to the southeast.




Marsh (ave, Bj

This spacious cavern consists of 16 rooms, many of which are empry. You
need the Mystic Key to open the bottom four rooms, so stick to the top three
rows for now. There is a Phoenix Down on the west side of the top row and
295 gil on the east side. The next row down holds the Copper Armlet, plus
a Cottage, and there’s a duplicate Phoenix Down chest in the same room.
On the third row, the third and fourth chests contain 385 gil and another
duplicate Phoenix Down chest. It's best to save the party’s strength for the

second room—where the Crown awaits—along with an encounter point.

Copper Armlet obtained from the
chest!

PISCODENMON
The encounter point  ITIRINANRIIE

is the square directly 84 130} 16 | 98
in front of the chest.

Each time the party 300

steps on it, they will SN

encounter up to four 276

Piscodemons. Despite
their appearance,

Piscodemons can'’t

cast spells but they can inflict serious damage.
They have no weaknesses to exploit, so hit them
with everything to cut through their 84 HP

Returning the Crown

After acquiring the Crown, leave the cave and return to Elfheim to heal
and buy equipment (don't forger to purchase the Haste spell if you haven't
already). The party must be at its best when you deliver the Crown to the
“King" of the Western Keep, because a boss fight is close at hand.

ASTOS
Astoshasastong  CEERIEIIE

resistance to magic 420 |30 | 18 § 170

and physical attacks.
He knows spells like 2000

Death (an instant kill, ST

if it works), Slow, 2250
Fira, and Thundara. ETETE
Have your Black and/ -

or Red Mages use

Haste and Temper on your best Warrior before
they use their best spells. Make sure the rest
of the party is ready to cast Cure spells and
use Potions. Save before you speak to the
King just in case a key character gets nailed
by Death. Defeat Astos to pick up Matoya’s
Crystal Eye, 2250 EXP and 2000 gil.




tems Found

Jolt Tonic Falchion Silver Armlet Iron Armor

Bronze Gloves Power Staff 'Antidme Gold Needle
Mystic Key Steel Gloves Mythril Knife Rune Blade
Mythril Han_'lmer Mythril Knif_g Nitro Powder Werebuster

Return to Matoya's Cave

From Elfheim, sail north toward Cornelia and slide the ship underneath the
bridge that the king ordered reconstructed. Find a port in the small inlet;
from there, it's just a short walk north to Matoya's Cave. Matoya trades the
Jolt Tonic that the Elf Prince needs for the Crystal Eye.

You obtain the crystal eve.

Revive the Elf Prince

Return to Elfheim and give the Prince his medicine. In return, he provides the
Mystic Key, the master key that unlocks all of the locked doors in Cornelia
Castle, the Chaos Shrine, Elfheim Castle, Western Keep, and the Marsh
Cave! The only item you need to progress further is inside Cornelia Castle,
bur the rest of the loot is pretty good. Time to do some backeracking!

key to its rightful owners has come 4
last.

o -

(X

Treasures in Elfheim Castle

To access this castles stash, take a step through the small door in the
southeast and loop around to the treasure room in the northeast. Don't go
more than one space away from the

to the world map. The treasures
include the Mythril Hammer (great
for White Mages), Bronze Gloves,
and a total of 1500 gil.

m Keep

HP ATK DEF MDEF WEAK  GIL  EXP
Mummy 80 30 | 20 60 | FireDa 300 | 300
Wraith 86 | 22 | 4| 52 [FeDia| 231 | 231

‘ 1 Traiths are specters that can
cause paralysis with each
bit, while Mummies can put their

prey to sleep with their attacks. As
is the case with all Undead foes, use

Diara and Fira spells against them.

Treasures in Western Keep

The treasure room is southwest of the throne room. There are three chests
inside, each of which is protected by an encounter spot. Several Wraiths
guard the center chest, while numerous Mummies protect the other chests.
The loot includes 2 Power Staff, a Falchion (a great sword for Thieves and
Red Mages), and Steel Gloves. If you want to avoid fights, open the chests
from either side without crossing the space directly in front of each chest.

Mummy

wall, or else the party will be returned | = :

 ybnoypyey




Are the chests behind the four locked doors on B3 worth the trouble?
Perhaps the best treasure is a Silver Armlet, which is available in the next
town for 4000 gil. The other chests contain an Antidote and 1020 gil. If you

want these items, return to the third floor and explore the rooms along the

south wall.

The room in the southwest corner contains the Silver Armlet, which is
guarded by a pack of Piscodemons. The chest with the Antidote is guarded
by Anacondas. The gil in the southeast room is protected by Piscodemons,

as well.

Carter
Gardnr

Treasures in Cornelia Castle

The six chests in Cornelia are completely unguarded! Loop around to the
back of the castle to find two treasure rooms with three chests each. One
room contains a suit of Iron Armor, a Tent, and the Key Irem Nitro Powder.
The other room contains a Cottage, a Saber, and a Mythril Knife.

1in nitro powder.

Treasures in the Ter

The Temple contains some nice treasures, and they're easy to get now that

your party is much stronger. There are some Gargoyles in the northeast
corner near the door guarding a Werebuster and a Gold Needle. The
sourheast chest, which contains the Rune Blade, is guarded by an identical

encounter point.

erebuster obtained from the
chest!




Items Found
Cottage

Great Helm
Ether

Potion

Mythril Mail
Tent
Wyrmikiller

Wyrmkiller

Raiding Dwarven Treasure

Travel along Cornelia’s coast to the northwest to find a small port just past
the mountain range south of the Chaos Shrine. Hike southwest along the
coast to a ring of mountains with a cave entrance, Inside is Mt. Duergar, the

Dwarven homeland mentioned by the Elves.

There are two chests inside the room to the far north of the entrance. These
chests conrain 575 gil and 450 gil. In the huge room at the south end of the
cave, locked with the Mystic Key, are eight chests with great loot: a Tent,
Great Helm, Wyrmkiller, Ether, Potion, Mythril Mail, 575 gil, and a
Cottage. The Wyrmkiller is slightly better than the Werebuster and Rune
Blade. This weapon causes extra damage to dangerous Dragon-type enemies,

so give it to a Thief or Red Mage.

Mythril Mail

Cottage

ybnosy e

Blasting a Dwarven Canal

The Dwarves have a great deal of information. Smyth the blacksmith offers
to forge a weapon ourt of Adamantite, if you should find some. Repay the
Dwarves’ hospitality by giving the Nitro Powder to Nerrick, the Dwarf, at the
entrance of the far south tunnel. He uses it to blow up the land bridge south
of the Mt. Duergar, creating a canal big enough for the ship to pass through.
Now you can visit the towns and caves on the outer edge of the continent.

That pouder's set tae blaw! Unless ye
plan on goin wi it, ye'd better gie oot
whilst ye can!
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MELMOND

Shop Data %"—“‘m - Objectives
) Head to the Cavern of Earth.
Weapon Shop ™
ltem coST ATK = ACC ' CLASS
Crosier 160 gil +14 +0 9@% % %%E
Saber 360gl | +13 | +5 5@ §§% %ﬂ Battle the Vampire for the
Star Ruby.
Long Sword 1200 gil +20 +10 ?@%% %g%
Falchion 6001 | +15 | +10 | Py §§% %ﬂ Z
Armor Shop ' Give the Star Ruby to the

Item Cost  DEF  EVA | Class

Knight's Armor | 36,000 gil @ +34 -33 9@%%%%
Silver Armlet 4000g1 | +15| -1 B

Great Helm 360 gil +5 -5

Bronze Gloves 160 gil +2 -3

Steel Gloves 600 gil +4 -5 ?@%ﬁﬁﬁ
White Magic, Level 5 < Black Magic, Level 5

SPELL | COST | CLASS SPELL | COST | CLASS

Curaga | 4000 gil Firaga 4000 gil

Life 4000 gil Scourge | 4000 gil

Diaga 4000 gil | Teleport | 4000 gil

Healara | 4000 gil Slowra | 4000 gil

Equipment and liems

If you opened all of the chests with the Mystic Key, then the party should have
better equipment than most of the items sold here. Aside from the expensive
Knight's Armor, there is the Silver Armlet. This item represents a significant
armor upgrade for spellcasters.

guardian of the Giant's Cave

Get the Earth Rod from the Sage.

Return to the Cavern of Earth and
use the Earth Rod

Defeat Lich, the Fiend of Earth.

Spells

Purchase Life for White Mages as soon as possible. Curaga and Diaga nicely
round out the level 5 slot, but those spells can wait for now. Pick up Firaga for
Black Mages. Scourge is a bit of a gamble, but it will occasionally wipe out a
field full of powerful enemies.

This is where the Red Mage's lack of specialization begins to hurt: Curaga
is the only White Magic available (until the Class Changes) and Black Magic
choices are similarly limited.
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Melmond Area Encounters

NAME
Cobra

Gigas Worm g

Ghast
Ghoul _

Hyenadﬁﬁ :

HP |
56
5%

56

| 48
120

Lesser Tiger =

Ogre Chief

Shadow
Térantu!a
Warg. W_o I.f :
wot

o
£EE
ek
|20

ATK | DEF | MDEF

6
17
=
8

: 22.

22

18 |

23

T

5
14

-.3

6
8
10
5-

46

! 4.0
40

36
76
8
65
71
37
46
46

WEAK
Fire
Fire, Dia
Fire, Dia

Fire, Dia |

GIL

T}e only new foes in the Melmond area are Hyenadons and Lesser
Tigers. Both foes attack in large packs and are quite a bit tougher than
the Wolf-type foes encountered up to this point in the game. Take them out
one by one using physical attacks, followed up by low-level spells like Sleep.
Try to save your goud s}:cnsfor the Cavern of Earth.

Ogre 3 Carter
Hyenadon Gardnr
Garrik

ybnosypyiem
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Towards the Cavern of Earth

Melmond’s port is west of the canal

the Dwarves made and the town is

only a few steps east of the port. A

ravaged community, filled with tales

of Vampires and giants in the nearby

caves, greets the party inside. The

grueling Cavern of Earth is the next

stop, so buy a few key supplies before

proceeding.

NAME
Anaconda
Black Widow
Cobra
Cockatrice
Earth Elemental
Gargoyle
Ghast
Goblin Guard
Hill Gigas
Lizard
Minotaur
Mummy
Ochre Jelly
Ogre
Ogre Chief
Ogre Mage
Piscodemon
Sphi'nx
Taranfula
Troll
Warg Wolf
' Werewolf
Wight
Wraith

HP
80

240
92
164
80
76

100

132
144
84
228

64

184

| 72

68
52
86

ATK
22
10

6
1
66
12
8
8
38
18
22
30
32
18
23
23
30
23
5
24
14
14
20
22

Walk west and slightly south from

Melmond to reach a thin strip of land

that connects to a triangular island

with two large mountain ranges. The

mouth of the Cavern of Earth rests

between l.'he mountain ranges.

CAVERN OF EARTH

Cavern of Earth Encounters

DEF MDEF = WEAK

10
0
6
4
20

10

12
12

20

10
14
10
16
12
12
12

12

56
28
46
47
130
53
40
23
120
95
95
60
55
65
71
80
98
115
46
100
46
45
45
52

Fire

Fire, Dia
Fire, Dia
Ice, Fire

Fire, Dia
. Fire, Dia

GIL
50

50
200
768

80
17

18
879

50
489
300

70
195
300
723
300

1160

50
621

22

67
150
231

EXP
165
30
123
186

1536
132
17
18
879
153
489
300
252
195
282
723
276

1160
141
621
93
135
150
231

The Amazing Dr. Unne

There is a scholar in the northeast corner
of town named Dr. Unne. He doesn'’t offer
anything (save proof of his large ego) at
this point, but he plays a key role later in
the adventure...

onsters in the Cavern of Earth are strong and bardy. Only a few

foes bave special attacks or magical weaknesses, so this dungeon tests
endurance more than wits. The Hill Gigas, for example, has 240 HP and

an attack power of 38, while Minotaurs are only slightly weaker with
164 HP and an attack power of 22. The Earth Elemental has 288 HP and

a stunning attack power of 66; fortunately, it does have a weakness to Fire,

as do Trolls.

It’s often the weaker foes who are the most dangerous,. Cockatrices only have

50 HP and an attack power of 1, but they can turn characters to stone with

their glance. If you don’t have a Gold Needle to reverse this status effect,

you can run back to Elfleim to buy one, or bope they drop after fighting

Cockatrices (which is risky). A new undead foe, the Wight, can paralyze

your party. On occasion, the sleep-inducing Mummies will join the Wights.

Former encounter point favorites like the Piscodemon and Gargoyle are
abundant bere, as are old friends like the Lizard, Tarantula, and Ogre Chief.

There are a few new enemies in the lower levels of the Cavern of Earth.
Although the Sphinx have 228 HP, their low attack power ensures that the

battles are more time-consuming than dangerous. Take the extra time to

defeat them, since you'll earn up to 1160 EXP a pop!
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Ogre Mages have access to a few spells, like Sleep
and Blizzara, but they normally use their turns
to cast weaker spells like Blink. The Ochre Jelly
foes bave fairly high attack power scores, but they
are vulnerable to physical attacks and some spells

(Fire- and Ice-type magic). They rarely appear, so

if your goal is to fill up the Bestiary, be prepared

to search for a while.

Ochre Jelly Carter
Tarantula Gardnr

d Garrik
| Items Scott

P 1975 gil

ltems Found
Antidote
Coral Sword
Leather Shield
Potion

Gold Needle
Sleeping Bag
Tent (x2)
Mythril Shield
Staff

Star Ruby

Potion

5000 gil

Leather Shield O "

ybnosypirem
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3400 gil

g - : - old Neal

Bl Star Ruby Secadcastim . B Slesping Bag ot
' % ~ - - . L :-‘- % ‘ : - e (™ -

'

5450 gil 4 1520 gil

3400 gil

60

]
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Cavern of Earth, Bl

There are six different directions to choose from the start of B1, but only the
east route leads to the B2 staircase. The south route leads nowhere, while the
west and southwest routes lead to a dangerous loop. It's important to note

that the west wall is comprised entirely of encounter points! If you decide to

travel around the loop, you will frequently encounter Hill Gigas and Lizard

foes. This is a great way to obtain EXP, but it's even a better way to get killed.

Goblin Guard Attack

Werewolf 4 Magic

Hill Gigas | Defend
Items

Carter
Gardnr
Garrik

Scott 144

The north route leads to a room with a chest that contains 1975 gil.

It’s guarded on the right side by an encounter point with a deadly Earth
Elemental. The southeast route forks and each path leads to a treasure room
with two chests and an encounter point. The treasures are 880 gil, a Potion,

an Antidote, and 795 gil.

Cavern of Earth, B2

There are two treasure rooms on this Aoor. To reach the first one, head
southeast around the pile of boulders and then head east. This treasure room
contains a Coral Sword, a Tent, and 330 gil. The Coral Sword causes extra
damage to aquatic enemies and may come in handy later. To access the other
treasure room, go south from the boulders, move east at the east-west fork,
and south again. The three chests here contain a total of 5575 gil and

a Leather Shield. There is an Earth Elemental encounter spot near the door.
To reach the staircase from the second treasure room, loop around the wall
to the northeast.

Carter
Gardnr
Garrik
Scott

E.;a.rr..h E.lel;'l_e_ll-l'* . c
®. Magic
Defend

Items

115

Cavern of Earth, B3

Your destination is just a few steps to the north of where the party enters this
floor. Unfortunately, there's a wall in the way so travel east, north, west, south
and east again. This essentially makes the party travel in a giant loop around
the entire floor.

There are a few treasure rooms along the way. The room at the end of the east
passage contains a Sleeping Bag. In the east end of the north passage, after
fighting past an Earth Elemental encounter point, there is 2 Gold Needle. A
door to the north in the middle of the west passage contains another Earth
Elemental encounter point and a worthy reward of 3400 gil. The last treasure
room is toward the end of the south passage, as you turn back to the east. This

one contains 1020 gil and one last Earth Elemental encounter point.

: 34UU_gil_ohtained fro-n'; the
chest!

VANMPIRE
P LATK DEF LDEF

280 76

The room at the
end of the passage
(just north of the B2
staircase) contains a 2000
Star Ruby. However, HESGH
you must defeat a 1200
Vampire to reach it.
The Vampire’s attack
power is a brutal 76,
but this boss only has 156 HP Because the
Vampire is weak to Fire and Dia spells, use them
to quickly turn the fight in your favor.

Fire, Dia

Path Blocked

Collect the Star Ruby from the chest. Further progress is blocked by a stone

slab. Walk back our and rerurn to Melmond to heal your party.

ybnosypirem
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GIANT'S CAVE

ltems Found

Mythril Helm
Great Axe

The next destinartion is Gianc's Cave, which is west of the cape that leads o the Cavern of Earth. Giant’s Cave is guarded by...well...a giant! Talk to the giant

to give him the Star Ruby and he will allow the party to pass. Before continuing to the staircase on the other side, turn to the south and raid this cave’s treasure
room for a Mythril Helm, 1070 gil, and a Great Axe.

Great Axe obtained from the
chest!

62
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THE SAGE’S CAVE Cavern of Earth, B

This floor is sparsely populared, so it should be a quick trip to the boss. Go

ltems Found north, west, south, then west again to reach the boss's door. Heal your party,
Earth Rod save your game, and go meet the Fiend of Earth, Lich.

arth Rod

LICHI
Lich has 1200 HP TR CEINDES

and a fairly high 1200 40 40 120
physical defense GBI
rating. He is 3000
vulnerable to Fire,
S0 use your Black 2200
and Red Mages | WEAK |
The staircase on the other side = — — contribute to the Fire, Dia
Ry T | Lich’s demise. Have
& : your White Mages cast Dia spells, although
their first priority is tending to the party’s
dead and wounded. Lich isn’t the strongest
physical attacker (although his attacks can

of the Giant’s Cave leads past the
mountain range at the western ctip of
the Melmond area, just north of the

age's Cave. Travel down to meert the

B
Sage and he will reward the party

with the Earth Rod. This Key Item stun your party members), but he does
will allow the party to move the stone have p|Eﬂty of naSTy SDBIIS like BllZZﬂl’a, F|ra,
slab and gain entrance to the lower two floors of the Cavern of Earth. Thundara, Sleepra__ Haste, and so on. Blizzara

seems to be Lich’s favorite, so remember to
use NulFrost if the boss casts Blizzara.

Use the Earth Rod at the stone slab
just past the encounter with the Defeating Lich causes a portal to appear in the back of this room. After
Vampire on B3. Doing so reveals the

reactivating your party’s Earth Crystal, enter the portal for a free ride back o
staircase to B4. From the entrance,

the overworld.

head nurl:hwes.r [0 a freasure room

that contains 11,825 gil and a
Staff. There are several encounter
points in this room, complete with
Ogres, Hyenadons, and a few Sphinx foes. A second treasure room is in the
southwest corner of this floor. It contains 1250 gil, a Tent, and a Mythril

Shield, all guarded by more Ogre/Hyenadon encounter points.

ybnosypiiem




Weapon Shop

Mythril Knife 64001 +10
Mythril Sword 3200 gil +23
Ll 200061 +12
Hammer

Mythril Axe 3600l  +25

Armor Shop '

White Magic, Level 6

Mythril Mail 6000 gil +18
Mythril Shield 20000l  +8
Buckler : -IZDDUin 42
My‘lhrtl Helm 2000 gll +6
MytviGloves 200G +6 :
ltem Shop

Potion

Antidote

Sleeping Bag

o oo BT
o or BN
Protora 13000911 %V%
wen e [

Sanctuary 400 gil
Inn 200 ail

R D W T 5%

“V%%%%E%
+1s PP A vl
5 PP A
w0 PP PAPARAA

PR B

fP%%%%%E
w0 ¥ e A
o PP AP
s PP A

- 40gil
50 qil
500 gi
50 qil

Black Magic, Level 6 &

E e

Thundaga 1aunug1| ﬁ?fﬁ
Death 13,000 gil ﬁﬁ%
Quake t3o0g %Efﬁ
an oo SAIAK

Sail southwest to Crescent Lake.

Get the Canoe from the Twelve
Sages.

Travel upriver to Mt. Gulg.

Battle the Fire Fiend, Marilith,
for the Fire Crystal.

SHOPPING RECOMMENDATIONS

Equipment and ltems

If your Warriors aren't clad from head to toe in-Mythril, then
purchase somehere. New items include the Mythril Gloves and
the Buckler, which is the first shield usable by Thieves and Red
Mages. Its defensive poweris only-2, but that's more than gither of
those classes had available before. The Mythril Axe is the only new
weapon; and it's worth picking up if you have multiple Warriors.
(Note, however, that there is a free one in the next dungeon.)

I

NI

The level 6 spells break the bank at 13,000 gil per spell, but they
offer a few exciting choices. White Mages can choose between
Protera, Invisira, and Stona. All of these are good options, but don't
provide the help needed in the near future. Protera is a good choice
for now, but resist the temptation to get Invisira. Stona is a must later
on and you want to save a slot for Exit after the class change.

A sure-fire option for Black Mages is Thundaga. Death sounds more
powerful than Stun, but Stun is perhaps the better choice since it

64

has a higher success rate. Quake has a lower chance of an instant
kill than Death, but it reliably wipes out about half of a large group of
enemies, so it's a little more useful.

At this point, it's best to avoid any purchases for Red Mages since
they can't learn any level 6 spells until the class change. When this
occurs, they're limited to Exit, Protera, Invisira, and Thundaga.
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MDEF m q nkbegs are the new foes in this area, but old favorites like Ogres, Trolls,

Hill Gigas, and Scorpions appear in greater numbers. Since Crescent

Lake is close by, you can obliterate large groups of foes with your best spells.
g 5 ; 2 _ Note that magic won't be enough to take down the bardy Ankbegs. These foes
ill Gigas 4 = ! have 222 HP and no magical weaknesses, so try to employ Haste-enhanced

Minotaur _ 439.. fighters against them.

:. . Ankheg Attack Gardar
2 * Magzic Carter

Defend Garrik
| It Scott




The Townof Crescent Lake

Sail southwest from Melmond, past the tip of the peninsula with the Cavern

of Earth and due west across the sea. This leads to the east shore of the
continent between two ports. Disembark at the southern port and start
hiking southwest. There are some grueling battles here, so hit the foes with
everything you have since there isn't far to go. Cross a large patch of forest,
loop around below the lake, and locate the small town of Crescent Lake.

Don't be confused by Crescent Lake’s odd layout. Theres actually more to this
town than a handful of shops. Cross the small stone bridge to the northeast
and follow the path to the field where the sages await. If you have defeated
the Lich in the Cavern of Earth, the sages discuss the remaining fiends and
provide a Canoe.

Canoemng to Mt Gulg

mmmmm ou will encounter some extremely tough foes while using the Canoe.

103 !.lghtnmg -+ Q»DEI 816 These foes put the denizens of Mt. Gulg to shame, so be careful while

traveling the world’s network of rivers.

116 - 150 915
“Neochu _ 170 et 500 8189 Most enemies on the river share a weakness to Lightning, including the deadly
Ochu 208 116 Lightning 102 1224  Crocodile and White Croc. These foes don’t lack HP, but they have sufficient
Piranha ) op i B T Lightning 20 "~ g4g  attack power to cause triple-digit damage to the non-Warriors in your party.
Red Piranha 179 37 20 ; 83 s ¥ '45 546 Crocodiles of both types usually appear with groups of enemies, so have Black

o s Lo — 5 Mages cast Thundara while melee types target the Crocs. Ignore the Piranbas
White Croc 288 56 20 143  Lightning 2000 1890 5 g

that accompany Crocodiles; they’re weak across the board, so Thundara is a

great option.

The Ochu foe is also vulnerable to Thunder, but the stronger Neochus are not.
Both are bardy and capable of inflicting poison, making them a significant

threat. Focus on them after the Crocs but before the Piranbas, Red Piranhas,
and Hydras (the weakest of the river monsters).
The river is the best place to visit when you need to quickly level up. While it
is risky to do so, river enemies are worth lots of EXP—up to 3189 from the

Neochus!

"
g

&

]

anoe allows for cravel on rivers and lakes, such as the ones around Crescent Lake. Take the river route west, then

north at the second fork. Pass the first northwest fork (it leads nowhere) and go north down the second route.
When thar path forks, head due west to Mt. Gulg where the Fire Fiend has made her home.
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M. GULG

Great Sword

Antidote (x2)
Cottage

Flame Mail
Flame Shield
Gold Needle :
Great Sword - UGN
Ice Brand . :
g Mythril Axe
2l Mythril Gloves ; : : :

{ Mythril Helm (x2) e . . -
Mythril Shield % -
Hi-Potion
Phoenix Down
Staff

Tent

Mythril Helm

Mythril Gloves ° 1520 gil

Mythril Shield

Hi-Potion Antidote
. Tent 1975 gil
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7340 gil
Antidote

5%

Flame Shield
2750 gil

(Ice Brand) : [ (Gold Needle)

1760 gil Cottage 2060 gl
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| Ankheg 222 8 P0 qi6 - a0
FreElemental 276 50 20 130 Ice 800 1620
Fire Gigas 0 78 20 135 Ice 1506 1506
Fire Hydra 182 20 14 103 Ice 200 1215
Frelizard 296 31 18 143 lee 1200 2472
Hellhound 192 30 8 103 Ice 600 1182
GayOoze 76 30 7 55 Lgmng 70 255
Hil Gigas 240 38 12 120 R e
HomedDevil 94 10 32 127 = 387 387
Hyenadon 120 22 4 76 - 7.2. 288
LvaWorm 280 50 31 143 le 400 1671
Lizard A R e e BT
Minotaur 164 22 4 95 = e aale
OgreChief 132 23 14 71 = 300 282
OgeMage 144 23 10 80 - 723 .78
Pyrolisk M o0 s lce 500 423
RedDragon 248 75 30 200 = 4000 2904
Scorpion B4 2 10 55 x 70 25
Sphix . 228 23 12 115 T o600
Wraith 8 22 | 4 5  FreDa: 231 . 231

" The trick is to determine which encounters are worthy of Blizzara spells.

/ [ The legion of new foes in Mt. Gulg is a dangerous bunch. Most of them
q

are vulnerable to Ice, so consider a party focused around Black Magic.

(MP won'’t last long if used in every encounter!) Alas, this level 4 spell is the
strongest option. Firaga isn’t the most effective option, and you're better off

saving Thundaga for river enemies.

Topping the danger list are Fire
Lizards, and Hellhounds. Fire G
wrecking havoc against y
lack offen
spells tha

Elementals, Lava Worms, Fire Gigas, Fire

have incredibly bigh attack ratings,

tandard attacks. Fire Lizards

our pa

firepower, | to cast Fire-type magic

or Red Mages have NulBlaze,

then use it ¢
these enemies. Fire El
Lava Worms are strong

solid attack and defense ratings.

Fortunately, Lava Worms always

travel alone and Fire Elementals never

attack in groups of more than two.

Another potential threat, the rare Red Dragon, has no weakness and it sports
the bighest attack rating in Mt. Gulg. When fighting these beasts, use Haste-
enhanced fighters. Pyrolisks lack the statistical power of the Red Dragons, but
their Gaze attack can drop a foe in one hit. Don’t waste Blizzara; with only
44 HP, even Thundara can clear the field of these fragile foes.

The most common enemy in the volcano is the Horned Devil. These

; : =

bothersome creatures are resistant to Ice, so use pb)'sn.‘dJ attacks to cf:sposc %
: =N
of them. g
=

=

=

Mt Gulg, Bl

Don't waste much time trying to find a way around the lava in Mt. Gulg,
because there isn't one. Your party will lose 1 HP with each step it takes on
the lava, however, no enemies will arcack while this is going on. As bizarre as
it sounds, if you're low on health and running for the exir, the best strategy is

to stay knee-deep in boiling magma whenever possible.

Mt. Gulg, B2

The stairs down to B3 are across the lava ro the west of the entrance. If you
don't need gil or EXP, you can proceed in that direction but you should still
make a quick foray to the Greac Sword. There aren't any “special” treasures
to find in this area, bur it's worth the time to raid the 18 chests on this foor.
Not only will your party gain plenty of gil and other goodies, but they will
also earn plenty of EXP from defeating the powerful guardians protecting

the chests.

The shortest route is to head west from the stairs and go through the second
door to the west. Carefully navigate the winding passages, hitring the chests
in order of their appearance. The chests are protected by encounter points.
When triggered, it forces a bartle against one or two Fire Elementals. To

defear them, try using Blizzard or Blizzara.

A keen item of interest on this floor

is the Great Sword, which is unavailable

anywhere else in the game. Its atrack power i htly weaker than the

Mythril Sword (by 2 points), bur it is more accurate (5 points). It inflicts

additional damage against Giant-class enemies, like Gigas and Ogres.
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The Fire

Head to the rop of the cave, then proceed to the west. There are two chests
with a roral of 1445 gil between them, although they are protected by
another Fire Elemental encounter point. Continue south to find the large
room with the other chests. There's an encounter point near the entrance,
but only one encounter point inside the actual room. That encounter point is
located at the spot where the party is surrounded by chests on six sides. This
time, though, the enemy is the feisty Lava Worm. This powerful foe deals
more damage than the Fire Elementals, so use Blizzard to defeart it within a
turn or two. The chests contain gil, Mythril armaments, and basic supplies.
Check out the maps for the contents of the other chests.

O—Back

Lava Worm  jfee Attack
Magic

192 125
389 0
228 0
146 227

Head east through the lava filled corridor of B3-A, then travel southeast in
the small segment of B4 that follows. Locate the staircase in that corner and
follow it up to a new portion of the third floor (B3-B). This area is equally
barren (there are no chests on B3), but it’s larger and much easier to get lost
while traveling to the staircase in the southwest corner. There's still plenty of
lava here, so keep an eye on your party’s HP.

Defend
: l ems

"The sraircase leads to a rather interesting area of B4-B—a place with 15
chests. One of the better items you'll find is the powerful Ice Brand, which

is extremely useful in these lava filled areas. Don't forget to find the Flame
Shield, roo.

Equipmen

Ice Brand
iBuckler
" Leather Cap
TMythril Mail

Red Mage
HP 197 /
MP 94 /

Helmet
220 Armor
234 Gloves

36 )
123 p
22p
67p

Attack
Accuracy
Defense

Evasion

Pick up both major items, as well as a nice chunk of gil, in the room ar the
west end of the hall. A lone Lava Worm encounter spot guards these chests.

Con
1760 gil) and another room with two chests (a paltry 155 gil, and a Lava

nue southeast from there to pass a room with a single chest (containing

Worm to boot!) at a fork in the road. The east path leads to a room with

ee more chests. One of them is a duplicate of the Ice Brand chest (it may
be empry if you have one already), while the others contain 2000 gil and
a Cortage.

Follow the south fork to reach the stairs that lead to the next level. Look
for a room with two chests (1250 gil and a Staff), guarded by a Fire Lizard

encounter point.

220 84
422 0
240 o
171 114

184/
290/
204/
135/

Garrik.
Carter
Gardnr

Fir.e -EIZ;(' Attack

Magic

Scott




This large area is surprisingly devoid of goodies. The three chests in the east,
northeast, and southeast corners all contain the same Gold Needle (ic won'
be there if you grabbed it on B4-B). In effect, this means that only the chest
to the west is considered “new.” The chest contains the Flame Mail; save

this armor for a dungeon that you'll visic in the near future. Unfortunately,
encounter points with a Fire Lizard and a Red Dragon block the way. Both
foes use Fire-type magic spells to decimate the party, so use NulBlaze if it's
available. If not, hit them hard to quickly cut through their health.

The room in the southwest corner holds the Fire Crystal. Any attempt to
touch this crystal awakens Marilith. After defearing the fiend, use the portal

that appears behind the crystal to return to the world map.

Flame Mallubtamed from the .
chest!

‘nﬁ\
1 6) X

NIARILITH

Marilith’s damage
spells are all fire-
based and her - MD
physical attacks 183 3000 2475
can connect
multiple times. Use
a ucrnbmatm“ of
BI anc' S ow t

sis, Drkness. Sleep,
nce, Confusion, Mind

|
-

B O 6 C

s to cast Slow on Marilith and
yone capable of dealing physical
since it is the key to winning this fight.
ur healers keep the fighters healthy,

ce others concentrate on depleting

h's health. If you're feeling especially
lucky, try casting Hold or Stun on Marilith for
an advantage. While it may not connect, it
does work on occasion. If you picked up the
Confuse spell back in Elfheim, use it; Marilith is
weak against it and it can quickly turn the tide
of battle in your favor if it connects.

ybnoaypirem

Hellfire Chasm Available

Defeating Marilith opens the portal to
Helifire Chasm. The party can't visit the
island where the chasm exists yet, but that
may change soon enough...

7
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Retrieve the Levistone from the

Cavern of lce, north of Mt. Gulg.

Deliver the Rat’s Tail to
Bahamut.

&
Sail south to the Ryukahn
Desert.

Ee————

Fly to Gaia in the northeast.

Travel to the Citadel and hand Battle the Dragon Zomb|es for

over the Crown. the Rat’s Tail.

Purchase the Faerie’s Botile Release the Faerie at the
at the Caravan. pond in Gaia.

Travel across the river to
Onrac.

Plunder the Warp Cube from
the Waterfall Cave.

Retrieve the Rosetta Stone Defeat the Water Fiend, Kraken,
from the Sunken Shrine. in the Shrine’s lowest floor.

Airship
- Flame Sword
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Walkthrough

~ Mythril Gloves

Ice Armor

73




AR

mmmmmm / ! There are three enemy types in the Cavern of Ice: Undead, Ice beasts,

: md Magicians. Standard tactics for slaying Undead foes work fine
Bloodbories s e P against the Mummies, Wraiths, Specters and others, so use Diaga if you
Cockatrice 50 1 4 47 T 200 186 | pave o White \Ism, and Fn.i and frmgra rf you don’t. lou may want to use
Dark Wizard 105 26 40 170 =7 711085 1095
Ghast 56 8 10 40 Fire, Dia 117 17
Ice Gigas 336 60 16 150 Fire 1752 1752
Mindfiayer 112 1 12 187 T 999 822 fr'c r:.'m:.-'esl include White Dragons, ?:cc Gigas, m:dvﬂ"ilntcr ‘L".,OII:'K‘S. ;:UI

s three, predictably, are vulnerable to Fire. Have a Warrior equip the Flame
Mummy Bl ol 20 60 Fire, Dia 300 300 Sword as soon as it is available and bave Black and Red Mages use lower-
Piscodemon 84 30 16 98 = 300 276 | | e spells (save the best stuff for the Magicians). Ice Gigas and White
Remorazz 320 73 24 185 = 1000 2244 15 both have fairly strong
Specter 114 40 12 67 . Fire, Dia 432 432 resistance stats, so it takes a
White Dragon 200 53 8 196 Lighining, 2000 1701 °° = ation of strong physical attacks
o 1 Fire-type spells to take them out
- Wight 52 20 12 45 Fire, Dia 150 150 Sap Jr‘_‘,_:;:,l‘,::m e
 Winter Wolf 92 25 0 55 Fire 200 402
Wraith 86 22 4 52 Fire, Dia 231 231
The Mindflayers are ﬂm'fm,p\' the most dangerous foes. Piscodemons aren’t so bad, but Dark Wizards and Mindflayers bave interesting spells like Trance (which
can paralyze the entire party), Reaper, Firaga and Thundaga. As a bonus, any p ttack @ Mindflayer lands may result in an instant kill. Magicians only
bave 112 HP (Dark Wizards bave 105), so killing them quickly is the way to go. ! of your offensive spell casters use their best spells (neither foe has any
particular weaknesses or resistances, but both are generally resistant to Magic) while the offensive line targets them individually to cause more damage.

Mindflayer ' ‘ . - s 128 | izard o= Attack Carrik 228/ 228 82 ||
Carter 156/ | Mamc Carter 453/ 464 0|5

Gardnr 280/ 2 1] Defend Gardnr 261/ 282 o
Scott 200/ 200 2 . | Items ; Scott 183/ 202 265 |

m

Mha s ] ;

Ihe Searchfor:the Les

The goal is to go to the : ; ; ; v

Cavern of Ice and retrieve 3 v e e g

the Levistone, which is
a Key Item that leads to
the Airship. Heal up and
restock on any necessary
items at Crescent Lake,
then return to the ship.
Sail to the north uncil

u find morher port.
eave the ship at

the do _'\ or take it straight to the mouth ofthe river and hop into rhe C:moe

Lhere are many dead ends in this segment of the river, so follow the mountains to the right and head north to get through the firse part. At this point, there are

s an upper and a lower path, both of which lead to the west. Follow the lower path heading west to find a small, grassy area with the entrance to the




You can't access all of the good stuff in B1 without taking the long way
around, so head straight to the staircase. Go east or south in B2, but note that
both paths are the same length and lead to the same place—the sraircase that
leads down to B3.

Take the other staircase in B3 to find a much more interesting area of B2.
Circle around to the large room, then take a good look around before looting
the chests. The Levistone is berween the two chests, but watch our for

the tiny cracks. If you step on one, the party will drop through the floor to
B4. This is a place you must eventually visit, but if you want to pick up the
treasure on the left first (the Flame Sword), go around the cracks and ger it
from above. Plunder the chest on the right using a similar method to acquire
Clothes. Alas, there is no way to get to the Levistone at this point, so step on
a crack to proceed.

- AT 0
.'"Er"" i
M/ R

N ER

Clothes obtained from the
chest!

There's an encounter point in the middle of the room, so prepare for a fight
against a legion of Undead Specters. Beyond the door, there are chunks of
blue ice on the ground. These chunks function like the lava in Mc. Gulg: they

cause 1 HP of damage to each party member with each step. Once on the ice

=g

chunks, however, the party is free of enemy encounters.

Cross the blue ice to the west to reach a room with two chests (Mythril
Gloves and Ice Armor
200 HP and

complered M

i by a White Dragon encounter point. The

dragon | le to Fire and Thunder. If you haven't
7ill come in handy. Besides its

| ro the Flame Armor.

room with six chests directly south of the ice patchs exit. Plunder these

chests to acquire 30,000 gil! Surely thar's worth a fight with a pack of Winter
Wolves. From the treasure room, follow the south wall to the east to end up

at the stairs.

Garrik
Carter :
Gardnr 278/ 10

Scott 202 220

The stairs bypass two entire floors and lead directly ro the section of B1 that
was previously unreachable. The chest right outside the stairwell contains an
Ether, bur the unguarded chest in the small room on the way out contains a
respectable 10,000 gil.

Ether obtained from the
chest!

ybnosypiem




Before entering the room to the east, rake a moment to assess the state of

, your party. The stairs in the northeast corner lead back outside, so make sure
your party is in top fighting condition. If you go outside to use a Cottage, the

party re-enters the area back at the original entrance. This means you must

travel through the dungeon again.

If your party is in good shape (and you don't need to use a Corttage), then

head into the room to the west to find 9500 gil, a Sleeping Bag, and an Ice
Shield. Next, step on the crack to go back down to B2. This action causes the
party to land near the Levistone. As the party approaches it, a battle against
Evil Eye ensues.

EVIiIL. EYE
The bad news: Bvil  EETERFTAREINTES
30 92

Eye knows every 162 30
nasty spell in the >
game (including
Doom). The good
news: This boss 3225 I

only has 162 HP Hit TS

it with the party’s -1

strongest standard

attacks and most powerful spells. An efficient
use of attacks and spells will eliminate the
Evil Eye within a round or two before it can
take down too many party members.

(retting theAirship

Grab the Levistone, then jump down a crack to either side (going south leads
to another Evil Eye encounter). Work through B4 to reach the staircase in
Level B1, then ride the river back to the ship.

Go south of Crescent Lake to a point where the sea meets up with a river
near a patch of desert. Hop into the Canoe briefly, then quickly step to the
west to reach dry land. Walk around the mountains to reach the desert.

Walk into the desert to make the Airship rise out of the sand. The world

is now at your fingertips! You can make your first priority the long awaited
Class Change, or you can make a pit stop at the town of Gaia first. There is a
new spell to purchase (Blizzaga for Black Mages is the only one that doesn’t
require a Class Change) and some pricey new armor.




THE CITADEL OF TRIALY

m MDEF mm _f:'u_-uu ‘r.;;'\-c the _-la:rsl,‘ip, expect a number UJ.(I bﬁtth.:s g the long u_urIk to tb’c

Citadel. Most of these encounters are against Weretigers (a poisonous foe)

g : L and Sabertooths. Rarer but more dangerous new foes include the Sand Worm
Hydra 212 30 14 116 = 150 915 (kill it quickly before it can use Quake), the Basilisk (bring plenty of Gold
Lesser Tiger 132 22 8 85 = 108 438 Needles), and the Wyrm.

Ochu 208 20 24 116  Lightning 102 1224
Sabertooth 200 24 8 106 - 500 843
| Sand Worm 200 46 14 103 = 900 2683 |
NG T se i 5 - tie0s 4180 3
\Weretiger 160 30 16 93 - 780 780
FL T s B R R - 502 1218 |

.' | Weretiger
{| Sabertooth
Lesser Tiger

1

S
=
=
g
m ew Undead creatures in the Citadel include King Muminies, Zombie =
Dragons, and Minotaur Zombies. All of these foes are vulnerable to
Ry 1257 Fire and Dia-type spells, so they shouldn’t cause too much trouble.
Dragon Zcmbie 268 56 30 135 Fire, Dia 999 2331
.Hﬁmed.DEVil a4 = R s Gy e 387 387 Clay Golems and Raksbasas are resistant to almost everything, so rely on
Klﬂg Mummy 188 43 24 95 Fire, Dia 1000 984 jcal attacks to dispose of them. Nightmares are weak against Ice, but
Medusa s 68 AL 20 St m 55 52 ; 699 699 may not even be worth your casters’ time, since the worst !bL} can do is
| : cast Darkness on your party. Go ahead and break out some offensive magic
i Mmdflayer 112 1 12 187 - 999 822 y 2 ‘ ! =
; : against the Medusas, as they can turn your party to stone. With only 68 HP,
: MI.IITII‘TIY -8 30 20 60  fire,Dia 300 I igh-level spell of any type to wipe them out.
Minotaur 224 40 14 116  Fire,Dia 1050 1050
Zombie |3
. Nightmam 200 30 24 100 lce 700 1272
Rakshasa 110 20 30 62 - 800 603

Minotaur Zombie 3 Carter
Garrik
Gardnr
Scott

77
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Healing Staff

Ruby Armlet

Ice Brand

"~ Steel Gloves

DRAGON ZOMBIES

(Gauntlets)
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The Citadel of Trials is in the north-central part of the map, on the western
edge of the bird-shaped northeast continent. There are two ways to get
there: fly the Airship to the tip of the peninsula to the north of the Castle
and walk from the small patch of grass, or sail the ship to the mouth of the
river northeast of the castle and switch to the Canoe. The ship/Canoe route

involves less walking, bur sailing back and forth when you have a new Airshi
Ives less walking, but sailing back and forth when you | Airship

isnt much fun!

pl'f.‘SErlt thE Cl'i)\\“l'l o L'ht' elderh’ man on [hf.‘ [:ll'SE HOOI’ Zi.l'ld hE re\fe:tls l'hl: goal

of the challenge. There’s not much to see here, so head to the northwest, open
the door, and touch the throne. Doing so warps the party to the confusing
second floor.

There are 15 warps here. To reach the staircase, you must follow a specific
order. Fortunately, the warps seem to reset the counter of steps between
enemies, so as long as you continue to warp, there’s little need to worry about
combat. The correct order is 1-2-3-5-6-8-9-10-14. After you hit warp 10,
stop inside the room in the northeast to find this floor’s lone treasure chest.
Defeat the Clay Golems at the
encounter point directly in front of
it, then open the chest to find the
Gauntlets. If you miss the Gauntlets
here, [}]CY \Vill appear ﬂgail—l on the

next level.

After using the final warp, the party ends up on the third floor. The route to
the ultimate prize is a simple loop, but many powerful enemies wait along
the way. This room has lots of chests, but only one encounter point. There
are several Nightmares positioned inside the door to the north of the warp
point. Expect to fight them again if you want to get that first chest, but it's
well worth it. The Healing Staff is a must-have item. After thar, get the
Ruby Armlet, another Ice Brand, and Steel Gloves from the next set of

he Cottage and 8795 gil from the chests in the

chests. Finally, don' forget

50 urhwe SL.

ling Staff obtained from the

ybnoJyprem
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Heal the entire party before approaching the treasure chest near the throne.

Collect the Rat’s Tail, then prepare for an encounter point directly in front D R A G o N

i of the throne. After defeating the Dragon Zombies, touch the throne to warp

back to the entrance. Z O

Hit the Dragon
Zombies with Dia-
type and Fire-type
spells. Let your
Warriors hack away
with the Flame
Sword and these
foes will become
toast in no time at
all. Still have plenty of health and spells left?
Back up and hit the encounter point again!
Dragon Zombies are worth 2331 EXP a pop.

<

Fire, Dia

ENTER/EXIT

BAHAMUT

Gold Needle




[ntroducing Bahamut

All that's left to do is take the Rat’s Tail to Bahamut (yes, that Bahamut!) and
receive your reward. Find him in the Dragon Caves, located on the chain of
islands just southwest of the Citadel of Trials. The name sounds menacing,
but all the dragons in the Dragon Caves are friendly and there are no random

encounters.

There are six entrances to the Dragon Caves (the seventh hole leads to
Hellfire Chasm) and each entrance leads ro a different area. If you want to
plunder all of the chests and talk to all of the Dragons, you must use each
entrance. If you're not interested in that, go into the furthest east cave to get
the loot (nearly 20,000 gil) and enter the southeast cave on the island with
two caves to see Bahamur.

Dry Ether obtained from the
chest!

1520 gil ) 2750 gi

(lass Change Time

After the class promotions, celebrate by flying around the world to pick up

new spells and items.

« Knights can use White Magic up to level 3. Ninjas can use
Black Magic up to level 4. Return to the game’s first few
towns to buy the spells.

» Ninjas and Red Wizards can equip better weapans and
defensive items.

» Return to Melmond to buy Teleport for your Black Wizards.
» Return to Crescent Lake to buy Exit for your White Wizards.

= Purchase the following
for Red Wizards: Vox in
Elfheim; Life, Teleport,
and Scourge in Melmond;
and Invisira, Protera,
Exit, and Thundaga in
Crescent Lake.
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THE TOWN OF GAIA

The Water Crystal

Weapon Shop ™" White Magic, Level 7 <&

mm T T T
CaClaws 5200091 +22  +35 o ?’ ?’:@% Curgla 30000 gi ?}é%

Armor Shop ' Diaja 30,000 gil %;N'* %%
Mmmm_

White Magic, Level 8
RubyAmiet 4000001 +24 1 PP % fafa P .

i
PotctRing | 1600001 +8 -1 FoPa B B LB som s Py g?y

ltem Shop Exit 4000091I %?A?}
sora omow PAFAL

 Hi-Potion : 150 gil
Ether 150 gil
Phoenix Down """" Pa 0 500 gii
Tent 160 gtl
Cottage e 2000 gil

| SPELL | COST | CiAss |

Sanctuar 750 gil

Inn 500 gil
Black Magic, Level 7 &

Blizzaga 30,000 gi %?&%
Break 30,000 gil %%%

Black Magic, Level 8 'v

Thundaga 40,000 gil wﬁ%?
Death 4000001 [ A%g

Stona 40,000 gil %%?&




el it

Equipment and ltems

is 50 much.more useful.

fighters.

SHOPPING RECOMMENDATIONS

There’s only one weapon for sale here—the Cat Claws. For Black Wizards, this
is the best weapon in the game. However, it's overpriced for any other class
types. Still, it's difficult to justify such a price, especially when the armer here

The Protect Ring has the additional property. of protecting its wearer from
instant-death attacks, so grab at least one for your party’'s designated healer.
Consider buying Ruby Armlets, a great piece of light armor, for your non-

Spells
There

are sold at Onrac. Both level 7 spelis are good for White Wizards, so don't
worry about leaving slots open. Pick up Blizzaga for Black Wizards and Break if
you have the exira gil.

The missing level 8 spells are sold at Lufenia. so save a spot for each. For now,
consider Holy and NulAll for your White Wizards. For Black Mages, it's a toss-
up. Stop paralyzes all enemies. Warp is 2 more powerful Quake (but no longer
ground-based), while Kill has the potenial for an instant-kill versus most non-
bosses. Whatever you choose, leave an open slot for Flare. Lastly, purchase
Blizzaga for Red Wizards since it's the last Black Magic spell they can learn.

are only two level 7 spells of each type sold in Gaia, while the other two

| Baretta 256
Desert Baretta = 352
Hellhound 192
Ice Gigas 336
Lesser Tiger 132
Ochu 208
Ogre Mage 144
Remorazz 320
Saberfooth 200
Troll 184
Sphinx 228
Wyrm 260
Wyvern L2142

98
30
60
22
20
23
73
24
24
23
40
30

| ATK_| DEF |
60 38

48
8
16
8
24
10
24
8
12
12
22

2

130
156
103
150
85
116
80
185
106
100
115
131
115

Ice
Fire

Lightning

300

1
600
1752
108
102
723
1000
500
621
1160
502
50

1428
2610

1182 |

1752

438
1224 1

=
2244 |
843
621

1160 |

1218 |

1173

ndful of new enemies in this area, most of which won’t be a

T‘”I. .
R

mid-level party. Barettas and Desert Barettas have plenty of

HBP, high defense, and devastating attack scores.

Ice Gigas Attack
Magic

Defend
[ Items v

Gaia, the eye of the bird-shaped northeast continent, is the most accessible

town in the north. Although this venture serves mainly as a shopping trip,

listen closely to what the villagers have to say about the missing Faerie. Its

safe recovery is the next objective. Recovering the Faerie costs 40,000 gil, so

shop accordingly.

he Caravan

The missing Faerie is hidden in the Caravan in the deserr at the center of the

northwest continent. It's not visible on the map, but the Onrac villagers point
to the small patch of desert ro the west of a small grove of trees. Park the
Airship at the patch of grass just southeast of the desert and march over to

the designated location.

ybnoaypyjem
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Buy Back the Faerie Returnto Gaia

The only item initially for sale ar the Caravan is the Faerie's Bottle for 40,000  Take the Bortled Faerie back to Gaia and visit the Faerie pond in the

gil. If you're short on cash, don't waste any time since the enemies don’t drop northeast section of town. The Faerie retrieves a bottle filled with Oxyale,
much gil. Instead, infiltrate the Waterfall Cavern where the enemies drop which allows the party to breathe underwater.

more gil and there's 25,000 gil to plunder from the treasure chests. — -

I'll get you some oxyale from the bottom

_ of the spring to make up for it, okay?
that temporarily raise a characrer’s stats. These items are usable only k. 1

On return visits to the Caravan, the ShOp‘S in\-'cntor}' chang_es to items

during combat.

Tonic Shop 2
’ EFFECT
[ 00gil rarily raises ax HP
Faerie Tonic 1500 gil Temporarily raises max MP
) ic 1000  Temporarily raises attack.
: Profect Dnnk. 1000 qil Temporarily raises defense.
~ SpeedDrink ~ 1000gl  Temporariy raises agilty.

THE TOWN OF ONRAC

ettt




Sanctuary

Inn 300 gil

P e

Hi-Potion 150 gil

Ether 150 gil
Tl e 1500 gl

Cottage 2000 gil

~ Gold Needle 500 gil

White Magic, Level 7 Black Magfc Level 7 &

svas | cosr | _ouss |
NuDeath 5000001 %%.ﬁ saber 300009 ﬁﬁ?

Healaga sn00gi %% fig | Bind 000008 %ﬁ%

SHOPPING RECOMMENDATIONS

Spells

There are no armaments for sale, just a couple of spells. White Wizards may
find some use for Healaga, but NulDeath (whlch pratects against instant-death
effects) doesn't really comes in that handy, espaclally with all of the Ribbons

and Protect Rings floating around. NulDeath mll SErve as a decent option for Red
Wizards, though.

Black Wizards can chose between the mediocre Saber, whmh'mrses :combat stats
to near fighter levels, bmncantbeusedmawmmmcter Theresalso
Blind, which can only aifect one enemy.

176

mmmmm

Clay Golem. - 1257

m ‘ ‘ Tith one exception, you've seen all of these enemies in previous

that is no
little damage. This foe lacks physical defense, but it bas 352 HP and can dish
out damage. Think about using a Haste spell to finish things quickly.

Cockarice 50 1 4 47 2 200 186
Green Dragon 352 72 16 200 Ice 5000 4068
KngMummy 188 43 24 95  Fie,Da 1000 = 984 |4
Mmmy 80 30 20 60 FreDa 300 300 |
Nightmae 200 30 24 100 e 700 1272 |}
Pyoisk 44 20 40 4 e 500 423 |

Onrac

dungeons. That one exception is the Green Dragon, a rare monster

pushover. It has bigh magic resistance, but Ice spells can still cause a

Cockatrice
Pyrolisk
King Mummy
Mummy

Fly back to the same parking spot southeast of the desert, the one used previously to reach the Caravan. From there, travel across the river and walk a short

distance to Onrac. Purchase a few spells and listen for gossip abour the Sunken Shrine and the nearby Waterfall Cavern.

ybnosyiem
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Defender
Ribbon
Wizard's Staff
Warp Cube

Ribbon

Wizard's Staff 13,450 gil

b —

Defender

5000 gil
6400 gil

Steer the Canoe upriver, directly into the waterfall northwest of town. This
is a simple cave; all of the branches lead absolutely nowhere and everything
of any value is in the same spor. To get there, just hug the left wall from the
entrance to reach a room with six chests, a random encounter spot, and a

robot.

The treasures include the Wizard’s Staff, Ribbon, and Defender. The
Wizard’s Staff and Defender are combat items thar cast Confuse and Blink,
respectively. The Ribbon, a Final Fantasy classic, protects its wearer from all
status effects. Lastly, don't forger to talk to the Robot to acquire the Warp

Cube, a Key Item you will need larer.




Antidote
Diamond Armlet
Diamond Armor

Diamond quves

Diamond Helm

Diamond Shield

Giant's Gloves 7

Light Axe (x2)

Mage's Staff

Rbbon
~ Rosetta Storrier

ybnosypirey

@ {5000 gil S
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.Cockamée

P | AT ] DEF | MDEF [ WERK |
50 1 4 47 =

Carter
Garrik
Gardnr

Scott

The Makeshift Submarine

Bring the Oxyale to the girl in the southeast corner of Onrac. Upon doing so,

200
Deepeyes 304 30 16~ 156  Lightning 3591
Ghost 180 93 30 85 Fire, Dia 990
King Mummy 188 43 24 95 Fire, Dia = 1000
Mummy 80 30 20 60  Fire,Dia 300
Pyrolisk 44 20 40 45 Ice 500
Sahagin Chief 64 15 8 46  Lightning 105
Sahagin Prince 204 24 20 101 Lightning 882
‘SeaScorpion 148 35 18 85  Lightning 300
Sea Snake 224 35 12 116 Lightning 600
Sea Troll 216 40 20 110  Lightning 852
Shark 120 22 0 70 Lightning 66
Water 300 69 20 130  Ice 800
Elemental
Water Naga 356 9 8 116 Lightning 2355
White Shark 344 gall =28 170  Lightning = 600

| GIL | EXP

186
3591
990
984
300
423
105
822
639
957
852
267
1962

2355
2361

she hands over her submarine. It leads directly to the Sunken Shrine, 2 large

underwater dungeon.

There are two different objectives here: recover the Roserta Stone from the

top level of the shrine, or defear the Water Fiend, Kraken, at the bottom of

the shrine. You can do the quests in any order, but it makes sense to get the

Rosetta Stone first so the party can benefit from the items and EXP acquired

along the way prior to the battle with the Water Fiend.

=

Please save the mermai

e

one of the commonly encountered Sunken Shrine enemies are

particularly deadly, but they attack relentlessly in large groups, making
this dungeon a painful ordeal. New foes include Sea Trolls, Sea Scorpions,
Deepeyes, Sea Snakes, various Sabagin, White Sharks, Water Nagas, and
Water Elementals.

Virtually everything bere is vulnerable to Lightning, so utilize a lone Red or

Black Wizard and bave another party member use the Gauntlets. On the

other band, the Water Elemen

. and the Ghosts and Mummies are valnerable to typical Undead weaknesses.

site Sharks, which bave 344 HP and an

in Princes come in a close second, so have your

The most d

attack rati
offensive | + and leave the weaker Sabagin Chiefs to the spell

casters’ electrical as

White Shark

Rosetta Stone I—Sunken Shrine 3F

‘The submarine drops off the party on the third floor. There are stairs leading
both up and down. The Rosetta Stone is on the shrine’s top floor, so take the
staircase in the northeast that leads up.

The third foor of the Sunken Shrine is full of empty rooms. There are only
two treasure chests, both of which contain gil. The chest in the room south
of the down staircase (in the northwest) is the only one that conrains a

substantial amount of money, 9900 gil.

9900 gil obtained from the
chest!

ibnouypem
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Rosetta Stone 2—Sul

| —
]

The down staircase leads to 4F, where the treasure starts getting good. The

first room is empty, but every other room contains a chest. Note that all of

the chests are well worth the trouble. The Diamond Armor, a nice upgrade
for a Knight, is inside the north room.

The large room directly south of thar, in the center of this floor, contains only
20 gil. A much better treasure waits in the room in the southwest corner: a
Light Axe. As a weapon it's somewhat unimpressive, but any character can
use it in combat to cast Diara. Continue east and stop in the next room to
collect a Mage's Staff, a combar ability weapon that can cast Fira. The final
room (further west) has a chest with 12,350 gil. The staircase leading down

is located just outside this room.

from the

Rosetta Stone 3—N

The stairs lead to 5F, a floor that is free of enemies but full of treasure. Each

room contains a mermaid that will reveal information, plus most of the

rooms have treasure ChEStS.

The treasure tally includes: the Diamond Armlet, Diamond Shield, and
over 30,000 gil. The Rosetta Stone is in the northwest corner of the map.
Take the path that looks like it may lead off-screen; in fact, it leads to the path
in the northeast corner, where you can access the last room. Open the chests
to get the Diamond Helm, Diamond Gauntlet, and Rosetta Stone.

Take the stairs back up to the
submarine, or use the Exit spell to
teleport out. Heal your party and buy
supplies in Onrac before revisiting
the Sunken Shrine to battle the
Water Fiend.

Diamond Armlet obtained from the
chest!

Take the submarine back to 3F then head to the down staircase in the
northwest. This leads to the east side of 2F, a large floor that has eroded into
two separate areas. There’s no treasure on one side, so head directly north to
another staircase (this one leads up). This staircase leads to the tiny area of
3F (and to the stairs that lead to 4F). Area 3F has no fearures except for a
staircase down to 3E. There are two chests in 3F and they each conrain

560 gil. Go through the door in the south and head down the stairs to

the west side of 2E.

This side of 2F is rich in treasure. The two chests in the room directly south
of the entry area contain over 15,000 gil. They're guarded by the Sea Shrine's
first encounter spot, a fight against several Water Elementals.

Travel to the room in the west, where you'll find more gil and the invaluable
Giant's Gloves. The loot is guarded by two encounter spots: more Water

Elementals and some Sea Scorpions. From that room, head north to a room
with a single chest. Battle more Sea Trolls/Snakes/Scorpions in the spot in

front of the chest, then open the chest to reveal another Light Axe.

Head directly west from that room to reach the final treasure room. You
must defeat an encounter of mixed Sahagin and White Sharks, a small
price to pay to get another Ribbon and 20,000 gil. The sraircase is just

northwest of that room.

Ribbon obtained from the
chest!




The Sunken Shrine's final floor is completely devoid of treasure, so don't stray
from the direct path. First, proceed in a westerly direction from the stairs,
Go north when the path dead-ends, go west across a short bridge, then south
through a narrow corridor. This path leads around a corner ro a door. Go
through the door, pass three pools of water, turn to the west, and exit the
room via the south door in a small alcove. Follow the corridor around and

up to another door; this one leads to the Warer Fiend’s lair. Heal your party
before tackling the Fiend of Water. If any character is using a Flame Sword,

swap it out as Kraken is resistant to Fire.

2 Lifespring Grotto Available
Defeating the Kraken opens the portal

to Lifespring Grotto, a bonus dungeon
covered later in this guide.

KIRAKE

Kraken's defense |- HP [ARE

IS 30 high that your 1800 50 60
best fighters will GIL p
barely cause double- 160 5000 4245
digit damage, so e -
power them up as
soon as possible.
Have your Black
Wizards cast Haste,
and let the Warriors
use Giant's
Gloves. Do this

for each member of
the offensive line, turn
by turn, and they will soon cause a decent
amount of damage.

Kraken's attacks are all physical (his Ink
attack can blind the party, an effect that you
can ignore), so Protera and/or Invisira are
fantastic during this fight. Have White or Red
Wizards cast them a few times in the first few
turns to erase the threat of an instant kill by
damage. Kraken is vulnerable to Lightning, so
let your Black Wizards hit him with Thundaga.
Have any idle party members chip away at
him by using the Gauntlets.

S e ———— e
e s e P —.

&

|

ybnoypyrem

91




-

HEATINDICRYSTi

| LOFENIA

sShopjData

= White Magic, Level 8 </

Fulfe 4000001 BUBAFL

Black Magic, Level 8 &

Flar = , gil %%%

Fight the Blue Dragon on the
third floor.

Take the Rosetta Stone to Dr.
Unne in Melmond.

SHOPPING RECOMMENDATIONS

Lufenia has no armament shops, Inns, or Sanctuaries but there is a small, somewhat
hidden magic shop. To find it, exit the town through the break in the outer wall in the

northeast and go east. The shop sells what are arguably the game's two best magic Acquire the Chime from a Use the Warp Cube to reach
spells: the attack spell Flare and Full-Life, which revives a character at their max HP Lufenian elder. the Flying Fortress.
What are you waiting for? Buy them! £
g
Travel to the Mirage Tower. Battle Tiamat on the fop floor

of the foriress.

% [ :.\'pcct a half dozen or so encounters along the way, including I

- RIS : R I T R —e Hill Gigas (in packs of three or four), Barettas, Wyverns, and
Allosaurus 480 65 10 200 - 502 3387 ‘ i 7 53 i
2 two dangerous new enemies— Allosaurus and Tyrannosaur. The
Barefta 256 60 38 130 = 300 1428 fairly common Allosaurus bas an attack power of 65, 480 HP, and
De_sert Barefta 352 98 48 156 i 1 2610 | extremely durable magic resistance. Fortunately, they bave weak
Hill Gi_gas 240 38 12 120 - 879 879 | physical defense.
Minotaur 224 40 14 116 Fire, Dia 1050 1050
Zombie Tyrannosaurs appear (‘m rare occasions. When one appears, :
Troll 184 o4 12 100 Fire 621 621 prepare for a d{ff:culr_hgbt_. Their _tremendous attack is capable of
: : Lom—— leveling a weak character in one hit. If you encounter one, protect
Tyrannosaur 600 115 10 200 = 600 7200 X ey i
i Yyour bealer at all costs.
Winter Wolf 92 25 0 55 Fire 200 402
Wyvern £01248 oL D 115 - 50 1173
Tarantula 64 5 12 46 - 50 141

\| Allosaurus
Wyvern




Meet Dr. Unne in Melmond

After conquering the Sunken Shrine,

Acquire the Lufenia Chime

make a quick detour to Melmond. Go
to the northeast corner of rown and
show the Rosetta Stone to Dr. Unne

Aside from buying the last two level 8 spells, the only objective here is to get
the Chime that opens the Mirage Tower. To get it, talk to the man in the
southwest corner of the dock-like area to the east of the entrance.

_~16) o

o

(look for him near the gravestones).
Moments later, he cracks the code of
the Lufenian language and reaches ;
your party how to speak it fluently. 1355 50N i

ol P XAl T

' 1 f}!;h;c F???ﬁ = J Sri
: Alowiia
The Long Walk to Lufenia B _
78 -

Sadly, this linguistic breakthrough probably won't be a boon to Lufenia’s ] 2-- &' e e

tourism industry, since the city is still mired in the middle of nowhere, To get
there, fly northwest from Melmond

(loop around the globe) and land at

the top of the long peninsula on the
west side of the northeast continent.
From there, it's a long walk south to

the city of Lufenia.

Items Found
Chime

e e e e st i

ybnoupyem
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The Wind Crystal
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MIRAGE TOWER

| resistant, so stick to physical attacks to cut through their HP.

' BlackKnigtt 260 44 38 135 2 1800 1263
|BlueDragon | 454 92 | 20 200 = 2000 3274
Chimera 30 30 20 130 e 2500 2064
|Cockatice = | 50 | 1 | 4| 47 s 200 186 |
Guardian | 200 25 40 110 Lightning 400 1224
' Hellhound 192 30 | 8 103 | lce 600 1182
'KingMummy | 188 43 24 95  FireDa 1000 984
| Medusa 8 20 10 55 g 609 | 699 |
Mummy 80 30 20 60 FreDa 300 300
Nightmae | 200 | 30 | 24 100 | lee 700 | 1272
Pyrolisk M 2 4 Ice 500 @ 423 |
| Sabretooth 200 24 8 106 - 500 843
ampire 156 76 24 75 Fire, Dia 2000 1200
| Weretiger 10| 30 | 16| 93 < 780 | 780 |
| Wyrm 260 40 22 131 Z 502 1218
| Wyvern o2 30 | 12| 115 i 50 | 1173

Mirage Tower Encounters

T.w Mirage Tower introduces a few new enemies. Guardians, which
appear in large quantities, are somewbat difficult to defeat. They're
vulnerable to Thunder spells and they lack an offensive punch, but their
bigh defense score and their paralysis attacks can drag out battles. Another
new enemy is the Black Knight, an all-around solid foe with no particular

stl'rugtb.\' or weaknesses.

Hardy, flame-spewing Chimeras are vulnerable to Ice, but they're not much
of a threat. The more dangerous foes are the Blue Dragons, which have the
bighest attack scores in the tower, They also possess a nasty Lightning attack

that bits the entire party. They have no weaknesses and are highly magic

Vampires make their triumphant return here (last seen as a boss in the

Cavern of Earth). Exploit their Undead weaknesses (Dia and Fire) to destroy

them as quickly as possible.

Bring along a few extra Cottages and learn Exit since the Mirage Tower is the
first of several tough dungeons. When you're ready, park the Airship on the
strip of grass southeast of the desert and head to the tower.

It's a short walk, so don't expect more than a few encounters. The enemies are
the same ones encountered outside of Lufenia, with the addition of the desert
dwelling Sand Worm. Defeat this rare foe quickly, since it can cast an instant-

death Earthquake spell.

e
'_| i

Mirage Tower, 1E

The staircase to the next floor is only a few steps away from the entrance.
Go through the door, take a few steps to the east, and pass through the other
door. On this first foray into the Mirage Tower, make sure you focus on
looting the chests. The treasures in the middle include the Healing Helm
(cast Heal in combat), the Vorpal Sword (a sword with no apparent ability),

and the Aegis Shield (protects Knights from being turned to Stone).
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18,010 gil

Mirage Tower. 2F

Reaching the exit of the second floor is a much longer process and the loot

is even deeper inside. Take the long route around the sides and turn left at
the break in the wall. Turn at the break in the next wall and continue east to
reach the center of the tower. From there, take the stairs to the next floor, or
go south to find the central room’s door. The loot includes a Cottage, the Sun
Blade (a sword that causes extra damage to Undead), Thor’s Hammer (casts
Thundara), and the Knight-exclusive Dragon Armor (raises the Knight's
magic resistance against all elemental attacks), as well as a bunch of gil.

Thor's Hammer obtained from the
chest!

You may want to Exit out after the looting is done and use a Cottage.
Afterward, re-enter the area and quickly return to the third floor with a

fresh party.

ltems Found
Aegis Shield Dragon Mail Sun Blade Thor’s Hammer
Cottage Healing Helm Tent Vorpal Swordw

BY 12350 gi
ammer &
7900 gil 10,000 gil

81 gl Dagon Mail )

Go south to find to
the entrance to the
central room and
prepare for a Blue
Dragon encounter
spot on the other
side of the doorway.
Have your Black and
Red Wizards support
the offensive line by casting Haste on the
fighters, since their elemental spells will not
be effective.

454

L GIL_§

2000

|_HP | ATK | DEF | MDEF
% 20

With the Warp Cube in your
inventory, step on the central warp

spot to go to the Flying Fortress,

where five more grueling floors await.

ybnoypiem



6720 gil
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Healing Helm >

Items Found
Adamantite
Black Robe
Cottage
Diamond Gloves

ol ib B SR SR R R iR |

Adamantit

Cottage

Diamond Shield
Gold Needle (x2)
Healing Helm
Mythril Helm

1
-
-
=
-
=
2
=
-

Y Y 0 07 Y A Y,

Potion (x2) Sasuke’s Blade
Protect Cloak Clothes

Protect Ring (x2) Razer

Ribbon White Robe

o

3
b

Diamond Gloves

T T AT AT T Y

Robe . Black Robe
Am!ntl‘ 3
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9500 gil
8135 qil
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The Wind Crystal

|

The Flying Fortress

There is no opportunity to save or heal between dungeons. If you're a

e

P

conservative player, use the smash-and-grab technique: grab the treasure on
the first three floors, warp our, drop a Cottage, and go through it all again
(including the Mirage Tower). Alternately, stock up on Ethers to restore MP

as it runs low.

9

L. -

8

j / ! Yhere are deadly new foes in the Flying Fortress. These battles test your

| AirElemental | 358 | 53 | 4 | 180 | - 807 1614
BlackFlan | 156 | 49 | 255 85 | Fre | 900 | 1101 |
|BlackKnight 260 44 | 38 135 = 1800 1263 |
Chimera 300 30 | 20 130 | e | 2500 | 2064
ClayGolem | 176| 64 | 7 | @3 = o | tes
| DarkFighter 200 40 | 38 | 186 - 3420 3420
| Death Knight 190 55 82| TS 3000 2700
|EathMedusa | 96 | 11 | 12 | 70 | Fre | 1218 | 1218
EilEye . | 162| 30 130 i 9 s e
FroHydra | 182 | 20 | 14 | 103 | lce 200 | 1215
Guadian 200 25 40 110  Lighming 400 1224
TR R SO BN e N R e e 1
[Medusa | 68| 20 |10 55 | - | 6w | 699
Mindflayer | 112 1 | 12 | 187 = | 909 } 622
Neochu | 34| 35 | 32 170 : 500 3189
Nigtmare | 200 | 30 | 24 | 100 | lce 700 1272 |
[Rakshasa 110 20 |30 6@ | - | 80 603
‘Soldier 400 102 48 160 Lightnng 2000 4000
SpitNaga | 4200 7 |16 | 148 | - 4000 3489
StoneGolem | 200 70 | 16 . 110 - 1000 @ 2385 |
Vampielod 300 90 | 28 84  FieDia 3000 2385 |

| The Soldier (400 HP) resembles a powerful Guardian, but be bas a much

endurance more than your wit, as few of these foes have any glaring

weaknesses.

You'll encounter the Rakshasa and Dark Warrior foes, which don’t have a
lot of HP but are very resistant to magic. Rakshasas are poisonous and Dark
Warriors can cast nasty spells like Doom and Flare.

There are plenty of other nasty spellcasters lurking about, including the
Mindflayer and the Evil Eye. Both of these foes are capable of instant-kill
attacks. The classic Medusa is also in the Flying Fortress as the slightly more
powerful Earth Medusa. Fortunately, all three are weak on defense and go
down quickly. Other new Magician-type foes include the Spirit Naga (weak on
offense and defense), which can inflict virtually any status effect in the game.

higher attack score. He's weak against Thunder, though, making bim one of
only two new foes in the Flying Fortress who are vulnerable to anything. The
other foe weak to Thunder is the deadly Vampire Lord. The Air Elemental is

vaulnerable only to physical attacks.
Manticores and the river dwelling Neochus are both capable of inflicting
poison. Stone Golems are just powered-up Clay Golems with only 200 HB,

but they're almost completely immune to magic.

No overview of the Flying Fortress is complete without a mention of the

Warmech, a very rare random encounter that rivals the game’s final boss

in difficulty.

Flying Fortress, IF

This is a simple floor consisting of four rooms. The party starts in the middle
with treasure rooms to the west, east, and south. You can skip the room to
the west, since it contains only a Potion and some gil. The room to the east
contains a Protect Ring, another Healing Helm, and more gil. That leaves
the room to the south, which contains a single treasure—the Razer—that
can cast Scourge. It's possible to
achieve a few surprise kills with this
weapon if you have an idle party
member use its ability frequently. |
After looting the treasure chests, head
north to the teleportation mirror and

advance to the next floor.



Flying Fortress, 2F

The exit is a straight

shot south from F b P o White Robe obtained from the
; chest!

where you enter
this floor, bur

don't ignore the six
treasure rooms. Lhe

northwest room

contains a Mythril
Helm and a Cottage,
while the west room

contains only gil.

The southwest room

contains a real treasure: the Adamantite sought by

On the east side, there are Diamond Gloves in the northeast and another Ribbon and a Diamond Shield in the east room. The Black Robe and White Robe

are in the southeast room. These pieces are really no better than the Ruby Armlet your Wizards are probably already wearing. When used in combar, though,
you can use them to cast Blizzara and Invisira, respectively.

Flying Fortress. 3F

The warp leads to an area near a circular window set into the floor. Approach

it and rake a peek for a clue as to the next destination. The warp to the next

floor is to the west and a bit south of the one that lead in, just below the east

treasure room.

There are treasure rooms to the east, north, and west. A long passage to the
south contains a few rooms with a confusing clue that youd be wise to skip.
The treasure room to the north contains a Potion, Protect Ring, and some gil.

ybnosypem

There are nice finds in the east and west rooms. The highlight of the west room
is Sasuke’s Blade, 2 Ninja-exclusive weapon with great stats but no special
abilities. An item of note in the east room is the Protect Cloak, which is cthe

only shield item in the game chat you can equip on a Black or White Wizard.

‘That's it for treasures in the Flying Fortress, so if you're going to bail out

and use a Cortage, do it now. If you do so, hop back into the Airship and rake
the Adamantite to the Dwarves so a powerful weapon is available for use
against Tiamat.

Flying Fortress, 4F

This floor is an infinite loop, meaning you could walk in any direction forever.
To get to the next floor from the warp mirror, head past two pits to the north
then turn west to find the warp after passing two more pits. You can also get

»

there by going south past two pits, then turning east past two pits.




The Wind Crystal

Flying Fortress 5F

Save your game now! Sure, there’s a bit of a walk to reach Tiamar, but there is
a chance that you may encounter a rare enemy known as the Warmech along

the way.

VWARNMECH
This boss has 2000 ETERRIERITES

HP is resistant to all 2000 128 80 200
magic (except Holy),

has an attack power 32,000 %

of 128, and a has
little attack called 32,000

“Nuke” thatdoesa  EVE0&

few hundred points -

of damage to the

entire party. If you see this foe, you may want
to run before it unleashes its first attack.

If you'd rather fight this foe, use Haste and
Saber on your fighters and set up a solid
defense of NulAll and Protera. The Warmech
regenerates 100 HP per turn, so if your
enhanced fighters aren’t inflicting more than
that number, you have little hope of victory.

FIANAT
The Fiend of Wind, EEEETEET

Tiamat, may not 2400 53
measure up to the lmiili'fl
Warmech but she’s 200 6000 5496

no pushover. Her
standard attacks
cause less damage
than Kraken’s, but
she has a number

of nasty spells

that damage the
entire party (Poison
Gas, Thunderbolt,
Icestorm, and Flame).
Thunderbolt is the most common one, so
NulShock is a good choice for White Wizards
on your first turn. On subsequent turns,
their job is keep everyone above 200 HP
Have your Black Wizards cast Haste on the
Knights, let your Knights use Giant’s Gloves,
then start slashing! Tiamat is vulnerable to
Poison and Stone (so a cheap Break victory
is a possibility), while Holy and Flare are
strong enough to punch through any magic
resistance.

Stone, Poison

Whlsperwmd Cove Available Y.

Defeating Tiamat unlocks the doorway 0
Whisperwind Cove. You can now explore
the fourth bonus dungeon!




Have the Adamantite forged Use the Crystals at the Chaos Play the Lute on the Shrine’s
Shrine. top floor.

into Excalibur.

ybnosypirem
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Sasuke's Blade




Masamune
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" The Final Battle:

NAME

Black Knight
Black Flan
Chimera
Dark Fighter
Dark Wizard
Death Eye

Dragon
Zombie

Green Dragon
Ice Gigas
Purple Worm
Rhyos
Vampire Lord
White Dragon

Winter Wolf

e

260
156
300
200
105
360
268

352

336

448
350
300
200

92

ATK
44
49
30
40
26
120
56

72
60
65
40
90
53

25

=

38
255
20
38
40
60
30

,16v

16
10
18
28

MDEF
135
85
130
186
170
160
135

200
150
200
143
84

196

55

WEAK

Fire
Ice
Fire, Dia
Fire, Dia

Ice
Fire
Ice
Ice
Fire, Dia
Lightning,
Fire
Fire

GIL
1800
900
2500
3420
1095
1
999

5000
1752
1000
5000
3000
2000

200

EXP

1263
1101
2064
3420
1095
1
2331

4068
1752
4344
4584
2385
1701

402

he Chaos Shrine’s first floor is home to four enemies: Purple Worms,

Chimeras, White Dragons, and Black Flans. Purple Worms provide
more EXP than any other enemy in the Shrine. It’s difficult to run from
fights, but your fighters should be able to take them out while everyone else
uses healing items and spells.

If a large group of White Dragons use Icestorm at the same time, fatalities
may occur. If this happens, hit them bard and exploit their vulnerability to
Fire and Lightning.

Black Flans are valnerable to magic (in particular, Fire) and strong against
physical attacks. Use combat items, especially the Mage's Staff, to defeat them.
Chimeras and Rhyoses are both vulnerable to Ice (use the Black Robe to avoid
wasting MP). The Rhyoses can petrify the entire party with a Poison Gas

attack, so equip vital characters with Ribbons.

The second floor adds a number of old favorites, like the Ice Gigas, Dragon
Zombie, and Vampire Lord. Hit the Dragon Zombies and Vampire Lords
with the Mage’s Staff and double Light Axes to inflict maximum damage.

The third floor adds Flying Fortress favorites like the Dark Wizard, Dark
Fighter, and Black Knight. It also features the return of the Green Dragon,
which was last seen in the Waterfall Cavern. The Green Dragon is vulnerable

to Ice and unleashes dangerous, damage-dealing Poison Gas attacks.




l :acb underground floor features enemies from one of the four Fiends’

dungeons, with an enbanced version of that Fiend as the boss.

NAME HP ~ ATK DEF MDEF WEAK GIL  EXP

Basilisk 196 30 20 91 - 658 1977  B1 has the Clay Golem, Stone Golem, and the Earth Elemental. Earth

Clay Golem 176 64 7 93 % 800 1957  Elementals are vulnerable to Fire, but the Golems are only vulnerable to

Earth Medusa | 96 11 19 70 s 1218 1918 physical attacks. The rock theme is continued by the Earth Medusa and

Earth 288 66 20 130 Fire 768 1536 Basilisk, b(?tb.of whom can ‘petrxj)' party members with their Gaze. If you
have lots of Ribbons, these foes should no longer pose a real threat.

Elemental

Stone Golem 200 70 16 110 - 1000 2385

B2 is bome to the Fire Gigas, Fire Lizard, Lava Worm, Fire Elementals, and

: Red Dragon. All but the rare Red Dragons are vulnerable to Ice (go Black

B2 Robe!), making this one of the easier floors to get through. Consider equipping
NAME HP ATK DEF MDEF WEAK GIL EXp ¢ second-tier fighter with the Ice Brand, but switch back before fighting the boss.
Fire Gigas 300 73 20 135 Ice 1506 1506
Fire Lizard 296 31 18 143 Ice 1200 2472

Each enemy in B3 comes straight from the Sunken Shrine, but they’re not so

tough now that you have a few levels under your belt. Everything except the
Lo : 240 50 & 31 143 Ice 400 1671 Water Elementals are vulnerable to Lightning (it’s weak against Ice), so have
Fire Elemental ~ 276 50 20 130 Ice 800 1620  your Wizards use Gauntlets and Thor’s Hammer on every turn. Remember
Red Dragon 248 75 30 200 = 4000 @ 2904 to take out White Sharks and Sabagin Princes quickly, as they're still the

strongest foes in the sea.
g

The Flying Fortress foes that bave made the journey to B4 are as strong as

NAME i ~HP ATK DEF MDEF WEAK G“‘, 2 —— appear in much larger groups. Outside of the Vampires and Dragon
Water 300 69 20 130 Ice 800 1962  Zombies, nothing bere has a significant magical weakness, so new foes like
Elemental Doom Knights and Iron Golems must be dealt with using physical attacks.
VDérepéyers 304 30 16 156  Thunder 3591 3501 The Air Elementals are probably the most dangerous foes, so have Wizards

SahaginPrince | 204 | 24 | 20 | 101 | Thunder| 882 | 822  vsebealitems every turn to keep HP up.

SeaScorpion 148 35 18 85  Thunder 300 630 | —
Sea Snake 224 35 12 116 Thunder 600 957
Sea Troll 216 40 20 110  Thunder 852 852
Water Naga 356 9 8 116 Thunder = 2355 2355
White Shark 344 50 8 170  Thunder 600 2361

ybnoaypyiem

NAME HP ATK DEF MDEF WEAK GIL EXP =2 .
Air Elemental 358 53 4 130 - 807 1614 gzizenrr
DoomKnight 190 55 32 173 = 3000 2700 Garrik
Dragon 268 56 30 135 Fire, Dia 999 2331 :
Zombie

fonGolem 304 93 100 143 = 3000 6717

Mindflayer 2 12:} ez % 999 = 822

Nightmare 200 <30 124 i 100 lce 700 1272

PupleWorm 448 65 10 200 Ice 1000 = 4344

StoneGolem 200 70 16 110 = 1000 2385

Vampire 156 76 24 75  FreDia 2000 1200

Vampire Lord 300 90 28 84 Fire, Dia 3000 2385

j » Attack
i Sea Troll ¢ Magic

Defend
l Items ==
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The game’s last dungeon was also its first: the Chaos Shrine, northwest of
Cornelia. Now that all four crystals have been activated, the large crystal in

the center of Garland’s room leads to a different area and a different time.

First, go visit the Dwarves and have them forge the Adamantite into the

powerful Excalibur for your Knight, if you didn't do so before facing Tiamat.

Next, purchase any items and spells you couldn’t afford earlier and pick up
99 Ethers for the trials ahead. If your spell casters are about to level up, pay a
quick visit to the Lufenia area and get those new spells before you enter.

7

Forward Into the Past

Preparation is important here

?

g ﬂ,.

You focus the light of the four
shining crystals—fire, e
and wind—on the Black Cry

because a long and grueling dungeon
lies ahead—2,000 years in the

past! Enter the final dungeon by
approaching and talking to the Black
Crystal in the Chaos Shrine. Use the
four crystals to open the portal to the
past and step forward. You can return
to the present by entering the black portal that marks the ground where you
arrive in the ancient Chaos Shrine, or with the spells Teleport (if you're still
on the first floor) or Exit (if you've ventured farther).

Clear the Bonus Dungeons €

Defeating Chaos effectively ends the game. =
If you want 100% completion, take the time

now to finish the bonus dungeons before
= heading into the Chaos Shrine.

There are staircases in the four corners of this room, but you can only get to
the ones in the southwest and southeast. The southwest staircase leads to a

dead end, so that makes the choice pretty easy. The southeast staircase leads
to a small area of 2F. Walk a few steps to the east and take another staircase

up to 3EF.

Head south past the second room, then turn to the east and follow the pillars
when they turn north to the central room’s door. Just beyond the door is the
Temple's first encounter point, a Death Eye. This foe is vulnerable to Dia

and Fire spells and only has 360 HP. Its Gaze attacks can be fatal, so equip
everyone with a Ribbon or Protect Ring before entering the room.

Carter

Gardnr
Garrik
Scott

Death Eve




The Lute Opens the Path

The two chests here contain Dry Ether and an Elixir. Loot the chests and play
the Lute provided earlier by the Princess. Playing the Lute reveals a ladder.

That ladder leads to the small room in the middle of 2F. Follow the path to
the south, then west, then north to reach a new staircase. This staircase goes
back to 1F and another short hike from the northeast corner to the northwest

corner. This is where you'll find the stairs to the basement.

Wialk all the way around this map (from the southwest corner, to the
northwest corner, to the northeast corner, to the southeast corner) until a
powerful Lich pops up looking for revenge. Save your game and heal to max
HP before sending the party to the staircase guarded by Lich.

LEICiH
Lich has 2800 HP so BTN

your spell-enhanced 2800 50 80 140
offensive line can :

take him down after
only a few turns.
Unfortunately, he
tends to cast Flare
on the first turn,

S0 be ready to

heal immediately. Don’t burn through your
stockpile of MP or Ethers just yet, as there’s
still a long way to go!

Chaos Shrine, B

There are only seven item chests in this dungeon and this floor has four of
them. They contain a Protect Ring, Protect Cloak, Sasuke’s Blade, and a
Megalixir.

From the entrance, head west to get out into the open, then proceed north to
find a door. Next, head east and then south to reach another door. This part
of B2 is completely symmetrical; the stairs are right where they were on the

left side.

If you want the items, stay away from the staircase where Marilith awaits.
Instead, go south through the break in the wall. The Protect Ring and
Sasuke’s Blade are just through the door to the west, the Protect Cloak
is through the door to the east, while the Megalixir is down a hallway to

the east.

Protect Ring obtained from the
chest!

ybnoiypiem




The Final Battle

NIARILITH

Marilith’s new | HP | ATK | DEF | MDEF

tricks are Firaga 3200 60 80 183
and Death, so equip ;
Protect Rings and 1

have a White or Red
Wizard cast NulBlaze 2000
during the first turn.
Confuse doesn’t
work on Marilith this
time, so have the offensive line pull the typical
Haste/Saber combo and start swinging.

Chaos Shrine, B3

If you want to skip most of this featureless level, head into the floor’s west
wing and go south as far as possible. Exit into the south-central courtyard
and pass through a nearby door to the north. From there, go one room to the
east (look for the gravestones) and then go south to the bottom edge of the
map. Finally, head east to the staircase where Kraken awaits.

KIRAKEN
Kraken has managed ETEIANEINS

to shake his 3600 60 80 200
weakness against

Lightning, so magic s

is no longer effective.

He can cast a few 2000

weak spells (such | WEAK |, -

as Thundara), but
the real threat is his
physical attacks. Use the White Robe and
follow it up with Protera. As always, it is up to
the offensive line to cut through Kraken’s HP

Chaos Shrine, B4

This level poses an interesting dilemma: head directly to Tiamart and the
stairway down to the final level, or take the long detour that leads to the
Masamune, a very powerful weapon.

The quickest way to reach the Masamune is the simplest. Follow the west
wall south, then east, and it eventually leads right to it. Any class can use the
Masamune, so it’s ideal for second-tier fighters like the Ninja (after all, the
Knighe should have Excalibur), or give it to a White Mage for some added
physical damage and healing support!

Masamune ¢

Return to the starting area, but heal your party before crossing the thin
bridge that links the northwest and northeast corners of this map. Its there
that Tiamar has laid her ambush, not by the staircase!

TIANMAT

Prepare well and | HP | ATK | DEF | MDEE |
don'’t be afraid to 5500 75 90 200
use a few high-level

spells. Tiamat’s 1 &

attacks are primarily

magical, so a NulAll 2000

spell cast on the | WEAK |1

healer should ensure - .

the party’s survival if

things go wrong. Tiamat doesn’t use any one
elemental type exclusively, but Thunder is still
the most common, so a NulShock won'’t hurt.
Tiamat is no longer vulnerable to Stone, so
beef up your party’s fighters with Haste/Saber.




Chaos Shrine, B
There are no encounters on this floor, so check to see if any characters are
close to leveling up. If so, fight a few foes in B4 (don't bother with Tiamat

again because the EXP she gives isnt worth the risk) so everyone is at their
best for the boss. Save the game and prepare for the original game’s final battle.

CHAOS
Chaos has 20,000  EEIVTTAREANTES

HPand hasthe 20,000 170 100 200
ability to heal using
Curaja (this happens 0
randomly, S0 just EXP |
take him down as 0
quickly as possible  ETETH
and hope you get —
lucky). He has no

weakness, S0 any magic cast on himis a
wasted effort. Sure, you can get a few points
through with Flare or Holy, but there are better
things you can do with your MP

Cast Protera, NulBlaze, NulShock, and NulFrost
as quickly as possible. Cast NulAll first on the
designated healer and, if you have the luxury
of time, cast it on everyone else. Have your
Black Wizards cast Haste on the offensive line.
Have each attacker use the Giant’s Gloves,
then begin their relentless assault. Don’t

worry about sparing the use of any items
(specifically Megalixirs) for this fight.

Save your game after the credits roll. Having a game cleared save game gives
you the opportunity to start a New Game with the bestiary already started. It
also provides a new selection at the game’s main menu.

Select file to load.

649 HP 503 HP 473 HP .
166 MP 0 MP 433 MP 732

Gil 999999
Time 28 : 29

Game Clear

ybnoypirem



Earthgift Shrine
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World Map
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The Earthgift Shrine has five

randomly encountered levels and =

four new bosses. Once the party ‘é
AhyssWomm, - (2300 58 L e = S sl takes its first step into the shrine’s g
Black Goblin 50 10 4 16 ¥ 300 200 entrance, you must defeat a boss or S
Catoblepas 200 30 20 100 -- 800 1500 perish in battle to exit. The bosses §
Desertpede 120 35 15 85 = 100 250 are approximately equal in strength
Gloom Widow 71 8 20 40 = 520 140 compared to the second wave of

fiends f; le of Chaos.
Skuldier | T | | FendsfromtheTempleotThax
i e & & S 30 o 60 240 Each trip through the dungeon yields a single boss battle—the doors lock

behind the party after defeating a boss—so keep track of which ones you

have already defeated. The good news is almost all of the chests respawn
(with different items!) for each trip through the bonus dungeons, so each trip

should provide new rewards.

Most of the encounters in the Earthgift Shrine are random encounters,
except on the purple forest level. On that level, interacting with the enemies
on the map triggers a fight. Some of
these enemies move, but you must
defeat the stationary enemies to reach
the exit. The fifth—and final—floor

. contains all four bosses.




Hellfire Chasm
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TWO-HEADED CERBERUS

DRAGON

The 2-Headed

physically, so Invisira
and Protera are good 0
opening round spells. I
Also, try to use .
Haste and the Giant’s
Gloves on a character
who can inflict big
melee damage. The 2-Headed Dragon drops a
unique item, the Bard’s Tunic.

AHRIMAN

Ahriman doesn’t | HP. | ATK|DEF| 1
bring any new tricks 500 o 60 50

to the table (stick

with Saber— via the
Giant’s Gloves—and
Haste), but it does
have a slightly higher
Magic Defense than
the other bosses.
Ahriman likes to use Cura to extend the battle.
After defeating Ahriman, loot the chest in the
room before heading to the exit.

__HP | ATK | DEF | MDEF

Dragon likes to strike 4500 60 50 50

Cerberus has the .‘[[-m
lowest Attack value 4000 60
of the four bosses | GIL | :
inside Earthgift 0

Shrine, but makes | EXP |

up for it by using 0

spells that damage m
the entire party. To - |

counteract this, use
the spells and items that heal the entire party
at the same time each turn.

ECHIDN A

Echidna likes to | HP | ATK | DEF | MDEF |
unleash instant kill 4800 50 50 70
spells at the party, & P4
S0 expect to see 0

Earthquake and
Death mixed with
Flare during this
battle. Don't let the
boss’s spelicasting
alter your battle plan; continue using Saber
and Haste to achieve victory.




Bonus Dungeons

ENTRANCE
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L I
Ihe World in Triplicate
- I H -mmm At some point during a trip into Hellfire Chasm, the party appears on one
F Black Goblin 50 L of three different maps that resemble the game’s World Map. The key to
BlugTroll 132 20 2_0 85 Fire 300 340 advancing past these maps is to discover the location of the Airship and use
Catablepas 200 30 20 100 - 800 1500 it to reach the exit. Don't hurry to the next level until you've scoured the area
Dark Elemental 200 66 20 120 - 780 1500 for treasure chests.
Death o Dy - 800 753 T
Elemental Sy et :
Devil Hound 150 22 8 76 - 150 300
EmGigas 250 40 15 120 = 850 850
Gloom Widow 71 8 20 40 -- 520 140
Hundlegs 235 40 20 120 - 200 1000
Poison Naga 232 6 8 120 -- 960 960
Pihon 85 2 15 80— 150 2w
Sahagm Queen 100 30 15 80 Lightning 500 500
SiverDragon 200 53 10 180 - 2000 1800
Wild Nakk 80 15 20 30 - 60 240
Yellow Ogre 1500 26 15 60 - 250 300

] Thule: Not all places can be reached by
Plan on taking two trips through the 10 random levels of Hellfire Chasm. ; boat.
‘ Two maps contain two boss encounters (always Level 5 and Level 10).

Each time you can choose to face one boss on each map. There are multiple
instances of molten floors thar damage the party while they are submerged.

On the rocky maps with no lava, each step on the glinting parts of the floor
produces an enemy encounter. Unless you're hunting for levels or gil, avoid

these areas!

Hellfire Chasm

CAGNAZZO
Cagnazzo is a glass -ﬂ_mm

cannon with low 7968 44

defense but powerful mm
spells that can take 180 0 0
out party members
in a hurry. Exploit
his low defense

and pound him

with Saber- and
Haste-enhanced
melee attacks. Don’t
give him too many
opportunities to
unleash Tsunami!

|| 116



BARBARICCIA
Barbariccia’s bread  ETEENRIEELNES

and butter abilities, 10 190
Ray and Cyclone, i
strike the entire
party each turn, so
dedicate the White
Wizard to using a
Heal spell while
gveryone else chips
away at Barbariccia’s health. She drops
Braveheart, a sword that casts Confuse.

RUBICANTE
Rubicante’s spell | HP | ATK | DEF | MDEEF |
selection is a 15,000 88 40

220
dazzling array of Fire ¢l
spells: Fira, Firaga, 0

and Scorch. Cast | EXP |
NulFire early in the .
battle to help reduce
the damage the party
takes from these
spells. Oddly, Rubicante is not vulnerable
to Ice, so rely on powerful melee attacks to
slay this adversary and claim his treasure,
Kikuichimoniji.

SCARMIGLIONE

Thisis atwo-stage R ITEEETE
battle. The intial 4000 19 10

Scarmiglione uses | MDEF | GIL | EXP |
Thunder, but has 140 0 0
few HP and should
drop with ease.

The resurrected
Scarmiglione retains
the typical undead
weaknesses to Fire
and Dia. With pitiful
defensive scores in
both forms, hack
away with melee
attacks and watch
out for Thunder
(first form) and
Poison Gas (second
form) and this battle
should be brief.

suoabung snuog
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Black D'ragbﬁ
Black Goblin 50
Blue Dragen 454

Blue Troll 132
Dark Elemental 200
Dark Eye 450
Death 160
Elemental

Death 243
Manticore
Desertpede 120
Dragon 268
Zombie

EmGigas 250
Gloom Widow 71

Green Dragon 352
Holy Dragon 1374
Killer Shark 1200
Python 85

Red Dragon 248

Lifespring Grotto

| Revenant 68
| Sahagin Queen 100
| Silver Dragon 200
Skuldier 120
White Dragon 200

Wild Nakk 80
Yellow Dragon 500

22

35
56

40

72
100
60
22

! =

20
30
53
25
53

15
50

12

15
30

15
20
16
50
20
15
30

15
15
10

120
156
120

90

85
135

120
40
200
200
120
50
200

45
80
180
42
196

30
200

Fire
Lightning

Fire,Dia

lce,
Stone,
Poison
Fire, Dia
Lightning
Fire, Dia
Fire,
Lightning

2000
800

1200

100
999

850
520
5000
5055
700
150
4000

250
500
2000
80
2000

3000

800

250
2331

850
140
4068
5505
2500
200
2904

250
500
1800
133
1701

240
2400

The entrance to Lifespring Grotto is a whirlpool near the canal created by the
dwarves. The only way to enter this area is to use the ship. One of the random
levels requires the use of the Canoe; in fact, the party spends the entire level

padd[ing around in the Canoe! Another map's floor is covered with ice shards,

\Vhl‘Ch deal d:l,mage to I.'he pﬂl‘f_\’ “-'i[l'l every SIEP.

Two of this game's most powerful bosses—Omega and Shinryu—are at the
end of Lifespring Grotto. You can only fight one of them per trip (they're
on the same level), s0 plzm on at least two visits to Lifespring Grotto. Before
r:mba.rking on a trip, pick up Tonics from the Desert Caravan to use during
the battles and load up on Ethers so the party is at full HP and MP before

either encounter.

122

When you encounter Dark Bahamur, he issues a challenge: defeat a specific
number of dragons to pass his trial. You will have fought most of the dragons
at this point in the game. The Holy Dragon is the most powerful foe, so don't
take it lightly.

While there are five total maps filled with dancers in Lifespring Grotto, you
will only see three of them during a visit. The first map Is static, but there are

two choices for the next two locations.

The challenge is moving through the throngs of dancers. Just move in the
same direction as the dancers and try to pick up any random chests that

appear before moving to the next map.




World Map

GILGAMESH
POSSIBLE

suoabung snuog

The ffth basement of Lifespring Grotto is always the village of Seahold.

Speak with the mermaids to determine the location of Gilgamesh. He

appears in one of three locations (see map callouts).
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G IL.G AN E s Lifespring Grotto Boss Encounters

G"gamesh has a mmmm Before fighting the enemies on B20, Omega and Shinryu, make sure your
few tricks up his 8888 70 50 220 party is at least level 50 (assuming the party includes a White Wizard). Even
sleeve, including
Protect, Wind Slash, N
and EXCH”DUI’. m Ca EE If your party isn't level 50 (if you have a party without a White Wizard,
However. his fast 0 - 7 3 | then wait at least 10 more levels and pick up the Sage Staff from Orthos in
melee attacks can iy
bring down a single
character in a flash.

Use Invisira and Protera to mitigate the O M E G A

damage, then take him down with powerful

melee attacks. Gilgamesh drops Genji Sefleinforalong  EETEEETEETE
Gloves after the fight, fight because 35000 115 190

Omega's defenseis EEAETE N
220 0 0

incredible. Protera
and Invisira help

The Path Vanishes! e e

at level 50, you should save your progress before fighting either foe.

Whisperwind Cove), then return to the surface through the warp points on
B5 or B10 after defeating Gilgamesh or Atomos.

but there’s no real

% e eess il This map consists of a giant castle defense against

S gﬁﬁg%ﬂ,: =8 with rooms that are connected Wave Cannon.

g 55 L by a fading walkway. Many paths Use Healaga every

2 L lead nowhere, so study the map to turn if it's available

3 | determine which side paths you (use the Rune Staff
' should avoid. if Healaga isn’t an

option), and feel free to burn a Megalixir if
things get tense. Lightning-based spells inflict

decent damage, and let your Knights use
A | O M O S some enhanced melee attacks. Until your

characters reach level 80 or so, this battle

B10 means an | _HP__{ ATK | DEF | MDEF_ will be a grind. Be patient and you wil claim

encounter with 13,000 50 70
Atomos, who holds
one of the best items
in the game—the

BLES Mursame at the end of the fight.

Judgment Staff.
Py SHINRYU
formidable opponent 7 Use Protera | HP | ATK | DEF | MDEF |
who uses Firaga immediately and 35000 220 60 220
and Comet to damage the entire party, or consider multiple ' 5
Wormhole to knock out one character instantly! applications
Use Saber and Haste early in the fight, then of Invisira to
dedicate one character to healing the entire counteract Shinryu’s
party each turn with either spells or items. unbelievable 220

attack power.

Fortunately,

Shinryu’s physical defense is relatively low,
so pass around Haste and Giant’s Gloves to
the melee-based characters in the party. You
may want to use two characters to attack
while the other two heal every turn. Just as
with Omega, defeating Shinryu won't happen
quickly so don't give up if the fight continues
to drag on. Keep in mind that the prize at the
end is the mighty sword Ragnarok!

124




suoaliung snuog




®
=
S
(=1
=
B
o
@
=
]
=
=

Black Dragon
Black Goblin
Blood Tiger
Bloody Eye
Bonesnatch
Catoblepas
Dark Elemental
Dark Wolf

Death
Elemental

Death
Manticore

Desertpede
Devil Wizard
Duel Knight
Earth Plant
Earth Troll

Elm Gigas
Flare Gigas
Flood Gigas
Gloom Widow
Hundlegs
Knocker

Mad Ogre
Mage Chimera
Mythril Golem
Pharaoh
Poison Eagle
Prototype
Python
Reaper

Red Flan
Revenant
Rock Gargoyle
Sekhret
Skuldier
Squidraken
Undergrounder
Unicorn
Vampire

Wild Nakk

Yamatano
Orochi

Yellow Dragon
Yellow Ogre

243

120
700
520
675
566
250
1050
400
7
235
450
1000
600
848
1220
200
1500
85
350
390
68
337
1400
120
480
690
150
280
80
1068

500
150

22

35
50
60

50
40
80
45

40
40
75
55
84
75
30
85
22
90
50
20
30

110

25
40
75
20
76
15
50

50
25

15
50
50
60
45
15
30
10
20
20
40
40
30
160
44

45

15

20
255
15

72

25

32
50

26
20
42

100
120
50
120

90

85
180
140
170
100
120
150
50
40
120
23
50
150
170
92
52
150
50
200
80
45
130
116
42
160
190
80
75
30
180

200
60

Fire, Dia

Lightning
Fire, Dia
Fire, Ice
Fire, Dia

Fire, Dia

Ice
Fire, Dia

100
3800
4300
300
542
850
2000
1500
520
200
500
1000
4500
6000
1542
555
1000
150
1000
500
250
50
1300
80
888
1300
300
2000
60
800

3000
250

800

250
3800
1200
4440
1200

850
2000

300

140
1000

500
1000
5000
6000
1542
500
2000

200
1000
1110

250

120
1300

133

888
2500

500
1200
240
4050

2400
300

| Devil Wizard * RATaCk

Magic /646 441
Defend / 639 56
Items s / 701 556 |3

The good news about Whisperwind Cove is that, unlike the other bonus
dungeons, you can face all four bosses during a single trip. The bad news is that
Whisperwind Cove contains 40 levels! The levels are encountered randomly,

save the final level that always contains the encounter with Death Gaze.

To continue past this level, you must obtain a star ruby and give it to the giant
1e path. To accomplish this task, speak with the dwarves around
the level and make note of which item each one desires. One dwarf has the
item that starts the chain of events (it's randomly determined), so when you
have thar it’s a matter of speaking with the next dwarf in the chain to advance.

The final dwarf hands over the star ruby.

Give me star ruby and I let you pass!

Each o these dwarfs has is own set o
problems.




suoabung snuog




anog puimsadsiym

128




Beaver Herder

Speak with the lone man amongst
the throng of giant beavers. He asks

for a certain number of beavers to
be moved to each side of the room.
Upon doing this, he opens the portal

to the next map.
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Hotfoot Shopping Destimations

These two maps are almost entirely covered with lava. To restore the party’s There are two maps that offer both shops and Inns to restore the party’s HP
HP, walk around the stony areas to start a battle and use the Healing Staff and MP. The Inns are pricey at 1000 gil, but gil is likely not a concern at this
and Healing Helm to conserve MP. Of course, with enough Ethers in your point. There are items for sale in these towns that are otherwise typically

inventory, MP conservation isn't as much of a priority. difficult to obtain or are available one time only in a chest or from defeating

a boss. The mages have a static inventory, offering all levels of both types of

magic as well as item, weapon, and armor shops.

M ew mev cecwy o
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Weapon Shop

Armor Shop '

mm o cost[oeF |eun |wor [ciss |

Wizard's Staff 50,000 gi +15 %%%ﬁ%% Uhtehote oxlliul 28 = %%%%E{\%
L';z:;er 40000gl  +18  +15 %%%%g% BlackRobe 25,000g1 +24 2 = -2 %%%%g% |
Healing Staff ~ 25,000g1  +6 0 gﬁ%% fg% Protect Cloak 20000g1 +8 2 2 ¥y @@%%9%%
Mage's Staff 25,0001 +12  +10 ?é%%%%% ProtectRing 1600061 +8 1 -1 P @’% %g ‘%%% |
lgitae  10000g  +28  +15 T Sa PAPAPHEHA cantes 1500001 +6 3 %%%%%% |
ltem Shop
Light Curtain 1000 gil
Red Curtain 300 gil
White Curtain 300 gil
Blue Curtain 300 gil
Lunar Curtain 500 gil
@I\Ihmperwmd (CoyefTowniShop]D
~" Iltem Shop
Etma Eloors]BjiizBi1g
e e S mmmm
Hi-Potion 150 Turbo Ether 500
Protect Drink 1000 Foetls 500
DOWF’] T
BadsTuic 67300  +20 TP R ::?:ﬁie' 000 4% 2 2 %%% g
m-m S 7 e
Gladius 73900  +23 ?gﬁ 5 %% %gﬁ? Viking Axe 43300 425  +10 ’5&@%%% A%
Duel Rapier 75,900 : +27 +30 ?E; i%% %%% Mage Masher 769,77(73(717 ,’+20, ?@ @a% %%%
Eloors]B212B29 [Flems B0
mmmmm mmm-
Remedy 1500 7 g::::s 6500
Kenpogi 61200 428 -1 - %% 2 %g% EvenClosk 55800 +9 0 1 o @%%% %;Q%
ZephyrCape 51000 +4 +9 1 P ?%%%%% Seshive 45200 45 A\g?%%
Wizard's Hat 46,600 +4 1 %%% % gﬁﬁ ? m-m
CENTEMEE T - 0 %%%%%%
Kotetsu sson0  +22 +20 P PP PUBA  wakammer 8000 <30 PR AL 4




Faerie Town Spare Parts

~--

The town is full of faeries. Some of them are helpful (restoring the party’s Speak with the lone functioning robot

HP and MP), while others drain the party’s MP entirely and leave everyone’s Sep (the silver one), then search through

HP at 1! If the entire party is close the pieces scattered around the area

enough to full health (there are still
random encounters on this map),
then don't speak to any of the faeries

until two parts (the parts and their
locations are random) are discovered.
Return to the original robot, who

reveals the exit from this map.

except the one nearest the exit, who

opens the path to the stairs.

suoabung snuog




New Place; Old Enemies

Speak with the creatures wandering around to start a fight. These fights are
manageable at this point in the game, but you must clear out the inhabitants

to open the stairway.

Sasunn
Lola
Tuss
Kuku

Whisperwind Cove

When you encounter a child who is playing hide-and-seek, you must help TY p
find the final kid who is proving elusive. This red-headed master of hiding is H O N

in the center of town in one of three locations. Use the information on where , s
the various doors lead to find the rascal, then return to the first child who g?{? é] gse\;:;l f:]eprablllty %}%%EE?
reveals the way to the exit. . ﬁpp{}ftuniti es for
= - — Black and Red 0
Wizards, butdon't  ETaE
deviate from the 0
enhanced melee
attacking that works lce

so well against every
boss. The reward for defeating Typhon is the

WARP BY NUMBER Genji Helm.
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ORTHROS
L Hp AT [ DEF

Don’t bother with
any magical attacks
against Orthros.
With a 40 Defense,
he’s not the easiest
target for melee
attacks. He uses Ink
during battle, but
most parties should
already be safe
from status effects.
The Rune Staff
dropped by Orthros
is a big step up from

17,000 60 40

| MDEF | GIL_| EXP
0 0

180

Fire, Lightning

the Healing Staff, especially if you're playing
without a White Wizard in your party.

o i e e e L

[Ea—t




hard, so open up 9999
Protera to minimize 180

to the party. Keep
everyone’s health
up and watch out for
the boss’s Acid Rain
ability.

e e i

i e

e e =

PHANTOIMV
TIRAIN

Phantom Train hits mﬂﬁ]

with Invisira and Iﬂﬁﬂlm
0 0
the damage dealt [N S

World Map : E.."

yow vl

DEATH
GAZE
Death Gaze uses mm

a variety of painful 30,000 90

spells, including mm
Death and Kill. 220 0

Protect Rings and _'EE_
other similar pieces Fire, Dia

of equipment go R -

a long way in

this fight. If your
inventory includes
any Tonics, then
use them. Any
extra HP, attack, or
agility is a welcome
addition. Defeat Death Gaze to pick up the
Lightbringer (Death Gaze drops it) and
Ultima Weapon from the chest near the
warp point that leads back to the surface
world.

suoafiung snuog
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IBHRINTHIOR

e Labyrinth of Time is comprised of 30 floors filled with challenging puzzles,

eapped off withanifiténse boss battle. In any given run through the Labyrinth E{g@ m M
of Time, you must clear sevén to 10 floors (the party always starts in a Modern ) A
Maze). In addition,¢i€ boss at the end changes depending on your performance

in solving the puzzles. The Save feature is disabled in the Labyrinth of Time, as

are any spells and items that transport the party out of the dungeon.

To gain access to the Labyrinth of Time, you must have completed the main
story up to the point where you're ready to go back in time to fight Chaos. Talk
to the cloaked figure in Cornelia, and it will leave town through the south exit.
Next, follow the cloaked figure to the back of the Chaos Shrine and examine
the miasma emanating from the back wall to open a doorway. Walk into the
column of light after listening to what the cloaked figure has to say.

Each level within the 3
labyrinth begins with the

Overe the device within
and journey onward.

Light of Time providing
a list of abilities to
sacrifice and the amount

Enemy Encounters

The enemies that patrol the Labyrinth of
Time are the same ones you've encolntered
throughout the bonus dungeons. The only

new enemy is Chronodia, who awaits in the

Space in Time.

Complete the level’s challenge with time remaining to break the blue seal. It's
still possible to complete the floor's challenge after time expires, but the party
loses HP and MP for every second after and enemy encounters occur more

often. Completing a challenge after rime has expired breaks the red seal.

No ltem command
No recovery items
No attack items

No Flee command
No Dash abilty

Attack halved
Defense halved
Accuracy halved
Evasion halved
Intelligence halved

of time gained through The following is the complete list of abilities that may be

the sacrifice. If you are so | sacrificed.

inclined, you may choose

to sacrifice fewer abilities PR N\o Fight command  On the Battle screen, Fight is unavailable as a

than the number given course of action.

and have less time to complete a floor. Bach floor is then activated by examining  Ng Magic Only one of the No Magic/White Magic/Black

the stone tablet located somewhere on that floor. It's usually near the entrance, command Magic options can be sacrificed at a time.

but not always, so look carefully. Time will continue to count down even while No White Magic Magic becomes unavailable as a choice on

you're looking for the tablet, so find it as quickly as possible. command the Ll B T e e

Magic is sacrificed. Sacrificing White or Black

No Black Magic Magic leaves Magic as an option, but the
command

spells of the selected color are grayed out.

Only one of the No ltem/recovery items/attack
items options can be sacrificed at a time.
Sacrificing the ltems command means no
items are available for use. Recovery items
are the items that restore health or remove
status effects. Attack items are the items
usable only in combat (such as Fangs).
Equippable items that are used to produce
an effect aren't part of either list, so you lose
their use only if the ltem command option is
sacrificed.

The party cannot run from a battle once it
begins.

The party moves at a walking speed at all
times.

Each character’s Attack score is reduced.
Each character’s Defense score is reduced.
Each character’s Accuracy is reduced.
Each character's Evasion is reduced.

Each character’s Intelligence is reduced.

138
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4

reaking Blue Seals

If your goal is to complete the challenges within the time limit, then keep the

following in mind:

+

DON’T GIVE UP DASH: You're racing the clock; walking speed is not

an option.

DON’T GIVE UP FLEE AND DON’T STOP TO FIGHT: Battles
waste time, so skip them when possible. Time continues to count down
during battles.

IF YOU DON’T NEED TO FIGHT, GIVE UP OFFENSE: If you
need time, drop offensive (Attack, Accuracy, and Intelligence) stats. You
can run away from fights, but characters might get KO'd in one shot if
their Defense and Evasion are too low.

SET THE CURSOR TO MEMORY: If you're forced to fight, save time

by having your selections carry over between rounds.

MAGIC IS EXPENDABLE WITH THE RIGHT ITEMS: With
the Healing Staff and Healing Helms, Judgment Staff, Lightbringer and

the like available, you don't need a Magic command.

REVISIT THE LIGHT OF TIME AFTER TIME EXPIRES: Buy a
bit more time by giving up additional abilities.

In exchange for your powers,
shall prolong your life.

Inner Sanctum

An Inner Sanctum is a rest area that appears
randomly during a frip through the Labyrinth
of Time. The pots on the floor restore the
party’s HP and MP. The blue column of light
leads to the next level, while the red column
of light serves as an exit 1o the start of the
Labyrinth. This is the only way fo exit the
Labyrinth (short of defeating the final boss)
and save any progress you've made.

suoabung snuog
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ODERN MAZE |

7 Iralic SACRIFICE LIST—
5 PICK 1 '

No Magic command

9 n] * 3

No ltem command i

S = No Flee command

Watch the first faerie's movem
closely. You must find this specific
faerie from a group of five based
S R
solely on how it moves. Picking
the wrong faerie results in the
quintent retreating, changing
positions, and returning. You
lose nothing for an incorrect
selection except the time it takes
for the faeries to shuffle around
off-screen.

No Magic command
No Flee command

No Dash ability

one has
2l eciies L chest contains the key to break
: . the seal. The seven faeries in this
area provide hints; all but one of
them are telling the truth.

Medieval Dungeon

The easiest way to discern the one

not telling the truth is to speak
with all che faeries. There should
be at least one who contradicts
what two others have said. Piece

Modern Maze

together the remaining clues, open
the correct chest, and the party is

ready to continue. If you select the
wrong chest, the remaining time is
cut in half.

140




5 e e w0 i e 2 e i sl e ke 285 i

MEDIEVAL DUNGEON
4 The.Guardian

Tablet

Mind Plus

Treasure Chest

Treasure Chest

Treaure Chest

 into the open spots in the nos

’The goal is to push th to

wall. Any stone that is moved ’
and touches a robot is destroyed.
Speaking with a robot at any time
resets the stones that have been
destroyed. Stones that have been
correctly placed will remain where
they are.

You can complete this maze fairly
quickly, so don't go overboard
and drop abilities for the sake of
time. Minimize the east and west
movement of the stones while
pushing them northward. Doing
so means another stone will make
a longer trip before being placed.
Longer trips increase the chance
of touching the wandering robots
and a greater chance that you
must reset the puzzle.

in different directions and

The dragons move in somewhat

predictable patterns, but there is

some variance in their timing.

You don't have to touch a dragon
for them to detect the party. As
long as the dragon is facing the
proper direction and is within
three paces, the dragon will

find the party. If your party gets
discovered, they are returned

to the starting point and the
dragons’ positions are reset. Try to
memorize the dragons’ paths and
scurry past them when their backs
are turned.

' No Mégx?command

No White Magic command
No Black Magic command
No ftem command

No recovery items

No attack items

No Flee command

No Dash ability

Attack halved

Defense halved

Accuracy halved

Evasion halved

Intelligence halved

occasionally at different spgéds; =

No Fight command
No Magic command

No White Magic command
No Black Magic command
No ltem command

No recovery items

No attack items

No Dash ability

suoabung snuog
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Medieval Dungeon

Tablet

| No Fight command

No Magic command

No Item command

| No Flee command

No Dash ability

arc thy lo

path. If you take the wrong path
at any point, the light re-appears
and shows the correct path again.
The path changes if you reset the
puzzle, so pay attention each time
the light makes its circuit.

llow the

No Magic command .

No Flee command

No Dash ability

greater sphere of light. The chest
never moves, so if you know

where to find it, there’s no real
need to light the candles.




tio you must

starts over with a new set of characters
marching between the balls of fire.

Unless you have a terrific memory, take some
notes (a pen and paper works well here) and
devise a shorthand system to note the order of
the characters. With the information in front
of you, answering the questions should be a

bl’EEZE.

answer correc yIfyonm:ss any, the cyélé' -

Tablet
| No ltem command

No recovery items
No Dash ability

Attack halved

Defense halved

]; Accuracy halved
i

| Intelligence halved
ldas o

 After the tablet provides the di d key, use individual
'faps on the controller to move since this allows you to count the number

of steps taken. Turning off Dash may make counting your steps in this
manner easier. If you dig in the wrong spor, there may be an enemy
encounter and the game provides an updated distance to the key. Keep in
mind that diagonal movement isn't allowed in Final Fantasy, so one square

away diagonally is actually two steps.

No White Magic command

No recovery items
No Flee command
No Dash ability
Attack halved
Defense halved

| Accuracy halved

Intelligence halved

No ltem command '
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No Fight command

No White Magic command
No ltem command

No recovery items

No attack items

No Dash ability

| Attack halved

| Defense halved

Th
number of stationary bats and the number of bats in motion. Answer the

single question at the end to break the seal. Evasion halved

Accuracy halved

is is a counting exercise. Take note of the total number of bats, the

Intelligence halved

No Fight command

No Magic command

No Flee command
Tablet

Ancient Catacomb

|
No Dash ability |

SO el
the bats must follow to enter the

Medieval Dungeon

center area.

If you don't want to break the
blue seal, start at the top-center -
of the room and wait for the bats
to veer away from the party. Take
one step back and wait for their
return and repeat this process.
This trial-and-error method is
excruciatingly slow, but you will
find the solution eventually.
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§ No Fight command
| No Magic command
| No ltem command

No Dash ability

Tablet

belo;’? left:
to on, or on to off.
have all the candles lit at

time.

There is a random number

of candles burning when the
challenge begins. The key o
solving this puzzle is lighting

the most candles with the fewest
touches. The solution should not
include switching an already lic
candle off, then re-lighting it. If
you're stuck with a single candle
still unlic, leave the puzzle area

and restart the puzzle.

No Magic command

No White Magic command

suoabungq snuog

Siart’offby readirigthe tablets No Black Maglc command

to determine how many candles

you must light. If any tablet No Flee command

says to light all of the candles, o
i L No Dash ability

do so immediately. If any tablet
indicates to light three consecutive

Attack halved

candles, light the center pair
immediately. Fire Drill becomes

tricky when every tablet asks for Defense halved

you to light either alternating

Accuracy halved

or a single candle. If this occurs,
trial-and-error may be required to

Evasion halved

solve this puzzle.

Intelligence halved




R No Fight command
No Magic command !
| No ltem command

{ No Dash ability

Attack halved

Defense halved

the direction faced, nor their A G
appearance. The fourth group ccuracy naive

has five characters; however, the Eiicinn hal
challenge is the same as the one vasion halved
for the previous group. The final

challenge has 10 specters and the

| Intelligence halved

change could be either a slightly
changed character model, or a
specter has changed the way it
faces. A wrong guess leads to a
battle; after the battle, the specters
re-appear and the process begins

again.

Primeval Pit

| No Mgic coand

No White Magic command |

Ancient Catacomb

cross | 1e end of ¢
to the other while touchin
every sphere of light. The catch
is that the stones crumble after
crossing them. If the party falls

No ltem command
No recovery items

| No Dash ability

into the lava, they are sent back
to the starting point and all of the
spheres reappear.

| Attack halved

Defense halved
Accuracy halved

. | Evasion halved
Intelligence halved




Tablet

| No Magic command

he seal. the screen flashes,
Pl e No White Magic command

to avoid being swept back to the
start. Just keep within one space

No Black Magic command

(diagonal spaces are safe as well)

of the lightning rod until the L
o a No ltem command
lightning strike passes. Seray too

far from the lightning rod when a Lok JErv R
lighming bolt hits and you must NO recover y rnems

start over at the tablet.

No attack items
{ No Dash ability
Attack halved
| Defense halved

Treasure Chest Accuracy halved

Evasion halved

| Intelligence halved

| No Fight command

| No Magic command

No White Magic command

suoaliung snuog

| No Black Magic command
| No recovery items

No attack items

| No Dash ability

| Attack halved
Tablet |

| Defense halved
| Accuracy halved

-: Evasion halved

The key to completing this challenge is to look ahead before moving any | Intelligence halved

robots. Push robots out of the way of the party’s path and make sure they T
don't block movement of other robots. I a single push is all thar’s required to create a path, don't push the robot
twice just because the path is clear to the wall! You can always return to move the robot again if it’s necessary, but

you can't undo any single movements. Thinking ahead is the quickest path to solving this puzzle.
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No Fight command

Trip the switches (the orange

numbered callouts) in the order :
s | No Magic command

i
i

| No Black Magic command

shown on the map.

| No Item command
| No attack items

| Attack halved

Defense halved
E Accuracy halved

Evasion halved

i
i
i
i
i
i
i

Intelligence halved

© xrotion @ MindPlus
© rowerplus @ Speed Plus
© piyEhe: @ Elixir
O cocrage © rotion

Primeval Pit

0 Magic comman

| No Black Magic command

| No ltem command

§

{ No recovery items
{

handy to l{i:e'repria’rﬁnn'iihéiotal' of
the amount of gil spent. Speak
with a few merchants before
buying anything to get an idea No Flee command
of what some are charging. After -
= No Dash ability

making a purchase from a vendor,
that vendor vanishes. If you have

spent too much or too little when Attack halved
you speak with the cloaked figure
5 Defense halved

again, the challenge resets and you

start with a different amount of gil.

Accuracy halved

: Intelligence halved
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N
!

| No Magic command

or on will m ones disappear
or reappear, respectively. Some | ;
Afrhe No Black Magic command
immediare area of the switch that |
No Item command

controls them, so explore a bit if

you don't see a stone vanish after

stepping on a switch. Additionally, No attack items

some stones are linked to more 5 .
| No Dash ability

than one switch. The goal is to
reach the bottom-center square

|

| Attack halved

!

| Defense halved

and head through the exit.

Accuracy halved

| Evasion halved

. Intelligence halved

I NoMg cond

No White Magic command

i
% mitror (ot match) the robors. | | 1O Black Magic command
motion. There are four stages : |
to this challenge and each stage

requires one patrern OF movement

| No Item command

| No recovery items

i No attack items

repeated four times. Don't move
too far ahead or fall oo far behind
the robot! Fortunarely, failing to

move as indicated only resets the

No Flee command

‘ No Dash ability
I

challenge back to the start of the

current pa ttern.

[ Attack halved

_ ' Defense halved
] ‘ Accuracy halved
; Evasion halved

| Intelligence halved

suoafiung snuog
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ORIGINAL CHAON

No Nlagu: command

Move into r.he empty '

No White Magic command

for the wh:sde ro Imow “hen:
the formation is about to start

{ No ltem command

moving. Note that the formation N F it
stops randomly and with no 0 recovery items
warning. The whistle sounds b
again when the formation is about No Dash abl!lty
o move.

Accuracy halved
Move too quickly, or straggle too

far behind, and the formation

Intelligence halved

comes to a halt. The sergeant

in charge of the formation will

Original Chaos

then shout in frustration and the

challenge repeats from the start.
Turning off Dash will definitely

help here.

1 No F|ght command

| No Magic command

each other. Pushngthestam 5

makes them move in the same | No Flee command

direction as the character faces.
Statues always turn in a clockwise
direction; reset brings back all the

| No Dash ability

statues, so don't get stuck!

The key here is to avoid pushing
a statue into a position where you
can't move it. It's not a completely
lost cause if chis happens as long
as you can push the other statue
to reach it, but it does make

things a bit more difficult.




Tablet

: path:zI:l’oly g0 es

=

NEFight_Egrﬁmandw

No Magic command

No Item command
No Dash ability
Attack halved

{ Defense halved

i floor plates (
morize 4th’e tones) an ep
the pattern. There are three

memory tests and each successive

test adds more notes to remember.
Tablet Making a mistake means the
pattern is repeated and you must
try again, but otherwise no time

is lost.

{ No ltem command

| No Flee command

suoabung snuog

| Attack halved
The étonéé,xﬁﬁét'bé movedand

the dragons eliminated (it isn't ‘ Accuracy halved
necessary to fight the dragons;
you could engage them and Flee
from the battle). If the robort’s

path becomes blocked, it will shut

| Intelligence halved

down and return to its starting
point. While the robot’s path
changes each time this challenge is
started, it always follows the same
path during the same challenge.
Therefore, expect to restart this
challenge at least once before
completing it. There's no way to
anticipate the robot’s path, so you

must learn through trial and error.



Scanned by n3Xt

any other typesof dragons. There
are three déﬁhing'éfléréctetisﬁcs ;
for the dragons: horns (0, 2 or
4 horns), wing size (large and

small), and tail size (large and
small). Carefully observe the

dragons as they wander around.

It’s easiest to tell how many horns

Netherworld Crypt

a dragon has when it faces south,

while the tail and wing length are

There are three stages to this

challenge. In each stage, the

cloaked figure asks for an

additional type of dragon

Ancient Catacomb

(meaning one type in the first
stage and three in the third). It's
best to keep a tally of the dragons
killed to avoid repeating the

challenge. Failing at any point
means starting over with the first
set of dragons to kill.

you must move the robots to

create a path. There are some
switches and stones beyond the
robots. The switches remove the
stones, but the stones return after
a brief time. Activate the switches
in the order indicated on the map
(1-7). Take the most direct route

to reach the next switch.

The e ﬁgure asks you iTO_. ==
kill a certain number of a specific
type of dragon without harming

more apparent when it faces north.

i Defense halved

No Magic command

No Magic command

No White Magic commanc

| No Black Magic commanad
| No ltem command
| No recovery items

No attack items

| No Dash ability

Attack halved

No White Magic command
No Black Magic command
No ltem command

No recovery items

No Flee command

No Dash ability

Attack halved

Defense halved

L | Accuracy halved

| Evasion halved

Intelligence halved




O G

_To break this map’s seal, the party

- must reach the end of the maze.

=
[ o)

Use the candles scartered around
the level to increase the visible
area on-screen. When the screen
flashes, move the party close toa
lightning rod and walk around it
until the lightning strike passes.
If the party is caught away from
a lightning rod when lightning

strikes, they will return to the

starting point.

_The_e)dE is directly ea: of
entrace, but the room is filled
with robots. For each step that
the party takes, the robots rake

a step in a random direction. If a
robot ends up in a square adjacent
to the party, then a ﬁght against a
Warmech ensues. Reach the exit
to break the seal.

| Intelligence halved

{ No White Magic command

No White Magic command

| No attack items

No Flee command
No Dash ability
Attack halved
Defense halved

Accuracy halved

{ Evasion halved

SACRIFICE LIST— |
PICK 7

No Fight command

No recovery items

suoabung snuog

No Flee command

Attack halved

| Defense halved
Accuracy halved

k| Evasion halved

Intelligence halved
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Space in Time

Netherworld Crypt

Tablet

thens
figure. You receive

Statues and Step by Step. You
must match up the identical
statues while monsters move
randomly in time with the party’s
steps. When a pair of statues is
matched, both the statues and the
enemies that resemble the statues
vanish from the map. Match up all

the statues to break che seal.

amount to spend (the amou B
changes) on purchasing flowers
from the characters who just
appeared. There are extra
characters in the area as well
(color swaps of the characters

in the parade) who turn into
Revenants if you speak with them.
Check with all the characters
before making any purchases.
There are eight flowers to buy,
however, the only way to reach the

correct total is to buy from the

COrrect seven.

' No Fight command

No White Magic command
| No recovery items
| No attack items
No Dash ability
| Aftack halved
| Defense halved =
Accuracy halved
| Evasion halved

| Intelligence halved

&

‘No Nlagi cgm

; No White Magic command
No Black Magic command
| No Item command
| No recovery items

No attack items

No Flee command

No Dash ability
| Attack halved
| Defense halved
| Accuracy halved
Evasion halved

| Intelligence halved
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SPACE IN TIME

Space in Time is the final level of each succesful trip through the Labyrinth of

Time. Chronodia, the architect of the Labyrinth, waits to challenge all those

clever enough to navigate his challenges.

There are several versions of Chronodia. Breaking red or blue seals in a

certain order will send you on different paths through the labyrinth, with a
defferent version of Chronodia at the end of each. The more successful you
are, the more powerful Chronodia will be. The following boss fight includes
that version’s information, but the strategy to defeat all versions is essentially
the same. Each version drops a different (and incredibly powerful!) item, so

there is a reward for facing each version of Chronodia.

CHRONODIA

(F=03)

Your party will likely
gain many levels
while travelling
through the Labyrinth
of Time. These levels
come in handy when
battling an enemy

as powerful as
Chronodia. Start off
with defensive spells such as Protera, Invisira
(consider multiple applications of Invisira)

and NulAll on the mage tasked with keeping
party members alive. You can use other Nul
spells here, as Chronodia has an extensive
spellbook. Chronodia’s most painful ability is
called Seal, which locks out one menu option
for a few rounds. The potential losses are
Fight, ltem and Magic. Fortunately, the current
round’s selections are not affected by Seal;
the lockout begins with the next round of
combat options.

Don’t use any damage spells on Chronodia.
Black Mages are better off using healing
items than trying to crack Chronodia’s
impregnable magic defense. Use Giant
Gloves, Haste, Temper, Saber, tonics, and
anything else that improves a character’s
melee attack potential. If Chronodia knocks
out anyone during the battle, remember to
reapply all of the protective and offensive
spells that he or she had active.

suoabung snuog

These fights will be challenging until your
party reaches level 80. This isn’t a stretch if
you wish to unlock all the levels in the Time
Chamber and face each version of Chronodia.
Don’t be shy with Megalixirs and Ethers
during these bouts either.

15
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(7) #: The enemy’s reference number in the
game’s bestiary.

(2) Name: The enemy’s name.
(3) HP: The enemy's total number of hit points.

(2) Attack: This score determines the base
strength of an enemy’s physical attack.

@ Accuracy: This score determines the chance

Qe Lighng, T, _
- of an enemy’s physical attack landing.

| Paralysis, Darkness, Silence,
- | Mind, Fire, ce, Stone, Poison,
1 Sleep, Gonfusion, Death

Black Knight

(6) Defense: The enemy’s resistance to damage
dealt by physical attacks.

@ Agility: This score determihes the order of
action in battle.

Intelligence: This score determines the
chance of an enemy’s magic attack landing
(e.g. Sleep or Bind) and the amount of
damage or healing done by spells an

E
S
[

E. enemy casts
=<

ggsm‘ : Quake L|gmmng. Time,
Paralysis, Darkness, Silence,
| Mind Fi, e Slone Poison,

1 e, Gnnfusinn, Death

156

-.agsm'r Quale, Faralysas Darkness,
- _ Sice, i, Sore,Pisn
{ Skeep, Ccnfusmn Death

@ Evasmn This score determines the enemy’s
~ ability to dodge a physical attack. The higher
the score, the more likely a character will
miss with a physical attack against the
enemy.

- (10) Magic Defense: The enemy’s resistance to
- damage dealt by spells. '

@ Gil: The amount of gil dropped by the enemy
after it is defeated

(2) Exp: The amount of experience awarded for
defeating the enemy

(13) Treasure: When defeated, the enemy may
drop the item listed here.

Weakness: The types of magic to which the
enemy is vulnerable.

(5) Resistance: The types of magic that have
little to no effect on the enemy.

o [ o
502“3337




[ [
"
'ﬂu

ResIST RESIST

Quale, T, i, Littning,
Stong, Death

- Miensag

T L Cutdn

e (uele, Ligtning, Paly
: Sleep, Confusion, Death, Fire,
Ioe, Darkness, Silence, Mind

Corfuso, Paryss, Sienc,
Mind, Stong, Poison, Sleep,
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_______

; "o, Death, Cofuson, Paalysi,
{ Darkness, Sience, Mind, Stone,
i Sleep, Poison

Cockatrice

IEé.'"Pa'raI}s'ié,' Darkoess, Sz,
Silence, Confusion, Mind, Death

RESIST

Black Widow

| Lighnng e
R * (ake, Time, Poison, Ice, Stone, 30 ol (ke Lightning, Paralysi,
B D { Sleep, Corfusion, Death, Fie

= | [oe, Darkness, Silence, Mind

aarae Quake, Lightning, Time,
Paralysis, Darkness, Silence,
Mind, Fire, lce, Stone, Poison,
 Sleep,Confuion, Death

CIE e (uake, Lightning, Time,
Paralysis, Darkness, Sience,
Mind, Fire, lce, Stone, Poison,
Slegp, Confusion, Death
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| Quake, Lightning, Time,
| Paralysis, Darkness, Sience,
4 Mind, Firg, lcg, Stone, Poison,
| Skeen, Confusion, Death

(Quake, Lightning, Time,
Paralysis, Darkness, Sience,
Mind, Fire, lce, Stone, Poison,
| Sleep, Confusion, Death

RESIST i 2| Quake, Lighning, Time,
: | Panalysis, Darkness, Silence,
Mind, Fir, Ice, Stone, Paison,

Sleep, Confusion, Death

TREASURE Maste_{__S_hTéld “

(uake, Lightning, Time,
| Panlysis, Darkoess, Silence,
& Mind, Fire, lce, Stong, Poison,
8 Sleep, Confusion, Death

(uak, Lightning, Time,
Paralysis, Darkness, Silence,
Mind, Fir, lce, Stone, Poison,
~ Sleep, Confusion, Death

Pt Quae, Lightning, T,
Paralysis, Darkness, Sience,
Mind, Fire, ce, Stone, Poison,
Sleep, Confusion, Death

RESIST Uuake Ughlﬂlﬂﬂ, Time,
S Paralysi, Darkness, Sience,
&1 Mind, Fire, e, Stone, Poison,
: _ﬁl&ﬂﬂ, Gonfusion, Death

Aiensag

RESIST Quake, L|ghming. Tme
Paralysis, Darkness, Slwnce,
Mind, Fire, lce, Stone, Poison,
Slegp, Confusion, Death

HESIST i, o, Parelyis,Dress,
! Slence, Mind, Lighining, Stone,
Poison, Sleep, Confusion, Death

159




=

=
=
=
3
w

o e e

‘ @m Pam?,ws Darkness

* Sience, Mind, Fir, Sleep,
| Confision,Death

! __.Ii_ES!ST

RESIST

[luake Stone Pusun Sieep, z
: {:onfusmn !]ealh Ice, Paralyss,

Darkness, Since, Vird

TR

RESIST Quake, PJIHI}SIS SIEED,
R Gunfwm Death, Fire,
| Darkness, Sience, Mind

pesist B

IO Deah Confso, Pl
| Stone, Poison, Slegp, Darkness,
| Silence, Mind




RESIST

RESIST

Taﬁhws Slee;i; Confusion,
Death, Darkness, Sience, Mind

= ‘Quake e, Deat, Cunfu;.iin'n,
Paralysis, Stone, Poison, Sleep,

RESIST
S Darkness, Silence, Mind

Ateysag

Theioune

RESIST Uﬂﬂkﬂ hghtﬁmg log, Death,
Confusion, Paralysis. Darkness,
Sience, Mind, Stone, Skep, _ |
Poism : .. :

161

RESIST Quake, kg




Hellhound

nesist LS Lmhhmg, Time,

Paralsis, Darkness, Since,
= | Mind,Fir, Ice, Stone, Poison,
| Sleen, Confusion, Death

e Quale, F re Deam Confusion,
| Paralysis, Stone, Poison, Slegp,
Darkness, Sience, Mind

RESIST

RESIST Ice Bealh bunfusmn Pamly5|s
Darkness, Sience, Mind, Stong,
Slegp, Poison




B
1{} 2
- 0

mméunf' Nor . sure | | , Genloves
Fie,) D|a_ :

resist B e, Sove Py, Poison, — PSP oison, T, Dalh Sone,
Darkness, Sleep, Sience, Quake
Contson, i et

" Quake, e, Death, Confusion,
Paralysis, Stone, Paison, Slegp,
Darkness, Sience, Mind

RESIST Quake Ice Fif& Death
Confusion, Pamlyrsm Daress,
Silence, Mind, Stong, Poison,
Seep.

RESIST

Aseysag

Stone, Poison, Slezp, Da;hwss
Silence, Mind

RESIST Qual-:e nghlmng, [lealh
-1 Confusion, Paralysis, Smne
Poison, Sleep, Dariness,
 Sience, Mind
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Quake, ParaJysi’s‘,HSI’eép,'
- Confusion, Death, lcg, Darkngss,
-~ Sience, Mind

RESIST

g, Death, Confusion, Paralysi,

| Darkness, Silence, Mind, Stone,
| Poison, Slegp




St lce, Death, Gamusmn Pamlyms
: Darkness, Silence, Mind, Stone,
Paison, Sleep |

RESIST iG&DBEm,CanIJSI:}n,PaIaIySLS, RESIST FiEe
Darkness, Silence, Mind, Stone, -
Poison, Slegp

RESIST Ugmmng Fire, Stone, Poison,
o e
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wsst R N s, Deat, orusin, P, T I Deah, oo, P,
; - o Darkness, Slence, Mind, Stone, | Darkness, Silence, Mind, Stong,
| Poison, Slegp . | Poison, Seep

| Siep, Confusion, Death, Fire,
| lce, Darkness, Silence, Mind

(uake, Death, Gonfusion,
Paralysis, Stone, Poison, Sleep,
Darkness, Sience, Mind,
Ligtring

T ek, e, Death, Cfusin,
| Panalysis, Stone, Poison, Slep,
Darkngss, Sience, Mind

Mindlayer




Quake, Tm& Paraiysrs _ , Time, Poison, lce, ﬂuake Stone Death, Time, RESIST Deam, Confusion, Paralysis,
Darkness, Silence, Mind, Fire, Paison, Confusion Sleep, Darkness, Silence,
Ice, Stone, Poison, Slegp, Mind, lce

Gonfusion, Death

TREASURE TREASURE Cuckah'lce Glaw

IR s e, onuson, Py, o
Stone, Poison, Sleep, Darkness,

Silence, Mind

S Quake, Fire Sl

Aiejisag

RESIST e Quale, lce WESS,SHEHEE,
Mind, Fire, Paralysis, Slegp,
Gonfusion, Death
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i s S
| Confusion, Death, Ice, Darkness,
| Sience, Mind

- RESIST ﬂuake nghtmng, Ice Fire,
Death, Confusion, Paralysis,
Stone, Paison, Sleep, Darkness,
S, M

| Quake, Paralysis, Sleep,
Gum'usrun Death, Lightning,
_ DMess,SiIence, Mind

e Quake, 51& SH&D
Confusion, Death, lce, Darkness,
Siience, Mind

RESIST

T T Quke e, Stove, Beam,.ﬁre,.
Time, Poison




pesist O SInneDealh Time,
= Poison

o EO &

TREASURE [T

Gt

1

" Quake, Stone, Deat, Tmé, '
| Poison, lce

-_. ‘wf!'"ﬂ-_ .
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mmsuaE Nune P

TS e, e, e Cvsin, o fie ' IR (e, it s
Paralysis, Stong, Poison, Slegp, Sleep, Confusion, Death, Fir,
Darkness, Silence, Mind Iee, Darkness, Silence, Mind

Warg Wolf

Oua_l.{e;iéé,'i}'éﬁm', Confusion,
Paralysis, Darkness, Sience,
Mind, Stone, Poison, Sleep

Payss, Seep,Corfusion,
Dezth, Ice, Darkness, Silence,
Mind

2 el oo Stone, Pa?éi;}sis, Paison,
Darkness, Sleep, Silence,
Confusion, Mind, Death

Confuéionf?arﬁlwis, [iarknass,
Silence, Mind, Stone, Paison,
Skep

3IJHII[( |

T2ty | Quake, Lightning, lce, Fire,
Death, Confusion, Paralysis,
Stong, Poison, Slegp, Darkness,
Silence, Mind

RESIST
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/ m
L
m ¢

LY - I
§

wreasure [ R
Seres S S, Pisn
resist [ PSS (e, Lighting e Fire

RESIST _QUakeM."lﬁﬁhﬁi'ing, l, Fire rser P

TREASUHE ﬁa|a Gear

TREASURE Bard s qu!_c___ '

RESIST QU&I(E—FMYSIS Slegp,
Confusion, Death, Ligftning,
Darkness, Silence, Mind

PP (e, Time Poison, Fie,
Stone, Death

ki Quake, Lightning, Time,

Paralysis, Darkness, Silence,
Mind, Fire,Ice, Stone, Poison,
Siegp, Gonfusion, Death

Aseysag

Resist L Cﬁnﬁ&im,
Paralysis, Stone, Poison, Sleep,
Darkness, Sience, Mind

RESIST Quake, Faraiysm Sleep
' Gnniusmn Death, Fire,
Darkness, Silence Mind

Dariess, Sence, Mind
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Death, Confusion, Paralysis,
Stone, Poison, Slegp, Darkness,

1 Silnce, Mind

e Death, Cofuson, Parasis,
Darkness, Silence, Mind, Stone,
Poison, Slegp

Cwe [
200 | Quake, Stone, Poison, Seep,
: Confusion, Death, Fire,

Paralysis, Darkness, Sience,
Mnd

 RESIST

T gty Fre
P e S, P

TREASURE
- WEAK
BESIST

RESIST

R AT S -~




- P —

WEAK

RESIST ﬂuakelce ﬁ&ah‘l. Cﬂﬂfllsiﬂﬁ,
Paralysis, Stone, Poison, Sleep,
= Darkness, Since, Mind

s, Sone, P o
| Darkness, Sleep, Silence,
Corfusion, Mind, Deat, Quske

Qe Ly Parlsis,
| Sleep, Confusion, Decth, Fire,
| Ice, Darkness, Sience, Mind
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tracks your best timapt rewards you accordingly. You will receive two
of the fojlowmg _l_tems for top three finishes each time you complete it.

Times Won

\ins m m |nz _
Jpz par s’

Times Played

Win Rate

ART GALLERY

There are 76 images to unlock in the art gallery. The higher your
completion percentage, the more images you will unlock. To increase the
game's completion percentage, empty every treasure chest, find all the

enemies in the bestiary, and complete the bonus dungeons.

MUSIC PLAYER

Defeat Chaos and save your game to create a “‘Clear Data” file. This will
unlock the Music Player in the Extras menu. The Music Player allows
you to listen to the music you heard throughout the game. You only have
to unlock the Music Player to access all of the available tracks.

1StPlace Finish: X-Potion

2nd Place Finish: Dry Ether, Elixir, Emergency Exit,
Hermes’ Shoes, Remedy, Turbo Ether

3rd Place Finish: Blue Curtain, Blue Fang, Cockatrice
Claw, Red Curtain, Red Fang, Spider’s Silk, Vampire Fang,
White Curtain, White Fang

The following are the items you can win for completing the puzzle in a
time that is greater than the time for the top three places. These items
are given out one per win: Golden Needle, Antidote, Potion, 100 gil,
Eye Drops, Phoenix Down, Echo Grass

TIME CHAMBER

Defeat Chronodia at least once and save your game to unlock this
option in the Extras menu. This menu option enables you to return
to any floors within the Labyrinth of Time that have had their blue
seal broken. Press the Triangle button to read the rules for using the

Time Chamber.

¢ Time Chamber

The Path to Peace
= 19

Breakout
Mirror-image
21 Marching Orders
2 Twin Statues
23 Note for Note
= 24 The Path to Peace

P —

: Confirm 2 : Back
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\e S00TEXERY BONUS DUNGEON

Find all five brand-new dungeons, exclusive to this game! Dungeon maps
reveal tons of hard-to-find goodies.
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Ultima Weapon obtained from the

T\ SHIDDENBOSSES RVEALED

re e Fight and defeat the game’s most notorious foes. Follow our game-tested tactics
: L e

to mow down every high-powered boss.
Acquire powerful weapons. @A-LL?lNﬁLUSIVE BESTIARY

Enemy strengths and weaknesses, treasure drops, resistances, and much more.

\e SCHARAGTER CLASY
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. : each character class,
(lear the Labyrinth of Time. it equiptid

and spell listings, class
changes, and starting
stats.

\e SOOMPREHENSIVE WALKTHROUGH

Navigate through each area with proven tactics
and strategies. Annihilate each boss and reap the
rewards of every treasure chest.
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