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Final Fantasy: The 4 Heroes of Light represents a new chapter in the Final Fantasy series of games. Many
elements of the game experience should feel familiar to anyone who has played another Final Fantasy game,

but there are some new elements as well.

Some of the biggest changes include the lack of an Options Menu, only one game
save allowed per cartridge, and no Main Menu. The Main Menu functions still
exist, but they are spread out between the characters you control and some of the
NPCs that populate the game world.

CAUTION! This same has a sinsle slot for savins
prosress. If vou save a new same, YOUWILL LOSE
ALL PROGRESS AND DATAFROM YOUR OLD GARE.

Start anew same from the besinnins?
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: The only way fo save your progress is fo speak with the Adventurer who always appears with his companion, Friendly Fox.
- Fortunately, he enjoys travelling and you always seem to run into him hoth in towns and in dungeons.

Saving Your Progress

Press the X button while you have control of a character (or tap the word Menu with the stylus) fo bring
up the portraits of all the current party members at the fop of the screen. Selecting a character brings up

, CHARACTER SCREEN

three options: ltems, Abilities, and Crowns.

Items

The ltems screen serves several purposes. First, the top half of the screen displays a summary of your
character’s current status. It shows level, HP, AP, how much experience is needed to reach the next level,
stats, and currently equipped items. The bottom half of the screen shows that character’s current inventory.

Stresst) 97

Intellect 65

®

aracter has 15 total inventory spaces available. Equipped items still take up an inventory space, as do Magic Tomes. Available space is limit
s only one or fwo characters, so you must remember fo visit Storage Shops when you have the opportunity.

Limited Inventory Space

Use the Items screen to Equip, Remove, Give, or Discard items in your inventory. When you Equip or Remove items, the character sum-
mary screen shows how that action impacts the character. Green numbers indicate an improvement in stats, while red numbers indicate a
decrease in stats. Use Give fo fransfer an item between characters, and Discard to get rid of the selected item.

Abilities
The top half of the Abilities screen displays the same character summary information as the Items

screen. The bottom half shows the character’s currently available abilities. The six slots for each
character can be filled with Crown-based abilities or spells.

Crown-based abilities are tied to a character’s current Crown choice, and how much the character has
improved that Crown (more on that soon). To use a spell, the character must have the corresponding
Magic Tome in his or her inventory.

To set an ability or spell as available for battle, select a slot, which takes you to a screen with every
spell and ability available to the character. Select the spell or ability to assign it to the chosen spot. You

can't repeat abilities or spells (even if you have a pair of identical Magic Tomes) in your ability list. If
you select a previously assigned ability, it will appear only in the last slot for which it was selected. lts
previous location will become empty.




( Be Informed

The Abilities screen provides a great deal of information in a compact
fashion. Since the information won't appear in battle, it's important fo
remember what appears in the Summary Box just above the six ability slofs.
The color of the circle next o the name of the ability or spell tells you what
element the spell uses.

The number of orange circles in the top left corner tells you how many AP
are required fo use the ability. The color of the fext in the bottom right
corner tells you whether it affects allies (blue) or enemies (red). If the red
text says FRNT or REAR, that means it affecis a single enemy farget in the
front line or back line, respectively. The significance of the colors and shapes
that appear in some of the ability boxes is discussed later in this chapter.

arc oo

Crowns

There are two actions available to you on the Crown screen: Wear
Crown and Enhance Crown. Wear Crown simply switches the
character’s current Crown for a different one. When you select a
Crown, the top half of the screen shows the statistical changes that
occur if you make the switch and what abilities become available
to the current character upon making the switch.

Enhance Crown takes you fo a new screen where you place gems
collected from fallen enemies into matching slots on the Crown. The
top screen displays the new
ability which will be available
after upgrading the Crown. To

oo Fraclancer

Kee all vour sems when vour party dies!

learn more about Crowns,
check out the Crowns chapter
of this guide.

Tue Basics of BATTLE

Whenever the party is on

the World Map, exploring a
dungeon, or (in same rare cases)
even in town, there’s a chance

of entering battle with random
enemies. Some enemy encounters,
mainly boss encounters, occur at

predetermined locations.

During Batfles

Before each round of combat, you select the actions for each
character in your party. Each character has the following choices

for actions:

Attack requires 1 AP fo execute. The character attacks with his or

her equipped weapon. Attack fargets a single enemy, and the type
ATTACK of weapon determines whether the preferred target s in the front

O rear. row.

Boost puts a character in a guarded position and restores an
BOOST additional AP. Characters who choose to Boost on a furn take

reduced damage from physical attacks.

Item allows a character to use an item from his or her inventory af
ITEM the cost of 1 AP. Not all items are usable in battle.

With sufficient AP, the character can execute any ability or spell
ABILITIES/ | jhoy appears in his or her listing. Abilities and spells have different
SPELLS AP costs and targets.




HOW ENEMIES
DETERMINE
THEIR TARGET

Each action a character takes

One important thing to keep in mind during battle is that you

have almost no control over which enemy or ally becomes
the target of each character’s chosen action. Your choice of
ability, spell, or weapon allows you to focus on enemies in the

front or rear row, but that's as builds up his or her aggregate

Target Value. With a few
exceptions, the character with the

much control as you have over
targeting enemies. For restorative

Vulnerable!

spells and items, the game sess. sess. ssee. sess highest aggregate Target Value is

selects the character in greatest 118 149 the target of enemy attacks.

Kaiser Penguin attacks!

need of healing or removal of a

negative status effect. Each character action taken

during a combat round has
a Fixed Target Value and a
Reduced Target Value. The Fixed
Target Value is the initial number

DETERMINING THE ORDER OF ACTION
A number of factors determine the order in which party
members and enemies act. The higher the Action Value for
the following formulae, the quicker the characters and
enemies execute their selected action.

listed when a Target Value is given for an action
or ability. The Reduced Target Value is the number
shown in parentheses next to the Fixed Target Value.

( . el ) 1 The highest score for either Target Value is 1000,

meaning no character can exceed 2000 aggregate
Other Factors

The Scholar ability Restrain and the Musician ability March impact the Each time a character takes an action, his or her aggregate
results of the following formulae. In addition, equipping the accessories Target Value is increased by the sum of the Fixed Target Value
0ld Shoes and Hermes Sandals supersedes the Action Value formula. : and the Reduced Target Value. If that character is attacked, the

Anyone equipped with 01d Shoes always acts last each round, while " Reduced Target Value decreases by 50%. At the end of each round
' of combat, every character’s Reduced Target Value decreases by

20%. If a character is killed during combat and brought back to
life, his or her aggregate Target Value resets to 0. At the end of

Target Value.

Hermes Sandals cause their user to act first.

The values for Ability Speed for characters are included with the every battle, all characters’ aggregate Target Values reset to 0.
Magic Tome and Crown sections of the guide. The Ability Speed
values for enemies are included in the bestiary. (
: Adtion Value = 'thuruder’s level + ([current HP value ! When Enemies 1911 ore
OR CHARACTERS | = HP max value] x 100) + (remaining AP x 10) +
F RGBS | o the Numbers
The game’s Al ignores the numbers when it’s appropriate. Attempts to
OR ENEMIES
&ITH ONE ACTION ﬁ‘{'gg)vflem“;es"pe:e; (Hctentis Nt use Silence, for example, tend to avoid characters who don’t depend
PER TURN

on spells in favor of characters like White Mages and Black Muges
Enemies won't often ry to inflict the same negative status i
character who already has it.

Some enemies act more than one time per turn. The timing of each
of their actions uses the following formulae:

Action Value = Level + (HP current value -+ HP max value x
1ST AC

LAGIION 100) -+ Ability Speed » For example, Brandt performs an action that has 50 Fixed Target
IND ACTION Is.gzzld + ‘("flll’g::rrem value = HP max value x 100) + Ability Valuve and ?O Reduced T'orget Value for 100 aggregate 'Tcrget

Value. If he's attacked, his new aggregate Target Value is 75 (50
Action Value = Level + (HP current value -+ HP max value x Fi 0 i
3RD ACTION 1001 » Aty Spoed - weight 2.2 IX.ed +[50 x .5] or 25 Reduce‘d). If the turn ends with no n'lore
R Al S s actions taken against Brandt, his aggregate Target Value will be
ction Value = Level + (HP current value = HP max value .

4TH ACTION | 1g0) + Abilty Speed — (weight X 3 55 (50 Fixed + [25 x .2] or 5 Reduced).




GETTING PSYCHED UP

At certain points during battle, characters in the party may enter a
state known as Psyched Up. When characters become Psyched Up,
their Strength, Intellect, and Spirit are increased by 50%, and they
gain an extra AP at the start of that round. When multiple characters
become Psyched Up at the same time, there’s an opportunity to have
those characters team up fo attack or cast identical spells. For a list
of spells Psyched Up characters may cast simultaneously, take a look
at the Magic Tomes chapter of this guide.

Psyched Up characters don't
always attack or use spells
simultaneously. If it's to your
benefit, the game sometimes
decides to keep characters
attacking individually.

The following table shows how certain actions or status changes af-
fect a character’s Psyched Up level. When a character accumulates
100 points (it's possible to accumulate more than 100, but only 100
are necessary to enter the state), he or she is considered Psyched Up
for that round of combat. The lowest a character’s Psyched Up value
can become is -100. When that happens, that character’s Strength,
Intellect, and Spirit are reduced by 50%.

CHARACTER HAS LESS THAN 4 AP +15
CHARACTER TAKES DAMAGE -10
AN ALLY ISKO'D +50
ALLY KO'D, 1 CHARACTER LEFT IN PARTY +20
AN ENEMY UNDERGOES A STATUS CHANGE +10
BATTLE ENDS X0.8
A CHARACTER BOOSTS +30
A CHARACTER USES AN ABILITY +20
!I:Eszgléhndm)ﬁ AN ACTION OTHER THAN BOOST WHEN RESETS T0 0
ATTACK ENEMY'S WEAKNESS +25
KILL ENEMY +40
ENEMY EVADES YOUR ATTACK -15
AVOID ENEMY'S ATTACK +10

Elemental factors

Proper application of the six elements (Air, Dark, Earth, Fire, Light,
Water) is a vital part of combat in Final Fantasy: The 4 Heroes of
Light. Hit an enemy with the correct element and the damage you
inflict is magnified by an impressive amount. Protect your characters
from an enemy’s favored element and watch its attacks restore the
health of your party.

WEAKNESSES

If an enemy has a weakness to a certain element, you can
exploit it for extra damage if you hit it with that element. Stack
Physical Attacks with a weapon that is boosted with an element
or a gauntlet with the same element, or apply Aura. For spells,
most are considered Level 1, but a handful are Level 2 and inflict
greater damage.

LEVEL | HOW ACHIEVED RESULT

DO ANY ONE OF THE FOLLOWING: EQUIP WEAPON OR
W.T | GAUNTLET, OR APPLY AURA 1.25 DAMAGE
Iv.2 | EQUIP EITHER WEAPON OR GAUNTLET, AND APPLYAURA | 1.5 DAMAGE
IV.3 | EQUIP BOTH WEAPON AND GAUNTLET, AND APPLY AURA | INSTANT KILL

—

Vulnerable!
100

Works for
Enemies, Joo

For details on enemies’ elemental

| weaknesses or resistances, flip to the
Enemy Data chapter of this guide. |

Strons Fre!

Greaps takes 100 points of damasel




RESISTANCES

If an enemy uses a spell or attack with an elemental attribute, you can reduce damage.

HOW ACHIEVED RESULT

V.1 ANY ONE OF: WEAR ELEMENTALIST CROWN, EQUIP PROPER SHIELD, EQUIP PROPER CAPE, APPLY MYSTERIO RESIST MOST DAMAGE (HALF DAMAGE FOR ELEMENTALIST)
V.2 | ANYTWO OF: WEAR ELEMENTALIST CROWN, EQUIP PROPER SHIELD, EQUIP PROPER CAPE, APPLY MYSTERIO TAKE NO DAMAGE

V.3 | ANY THREE OF: WEAR ELEMENTALIST CROWN, EQUIP PROPER SHIELD, EQUIP PROPER CAPE, APPLY MYSTERIO | ABSORB DAMAGE (HEALS CHARACTER)

V.4 WEAR ELEMENTALIST CROWN, EQUIP PROPER SHIELD, EQUIP PROPER CAPE, APPLY MYSTERIO REFLECTS SPELL
4 7\
Negative Status Effects '

The following negative status effects can be applied by enemies to party members, or by Dark Magic
spells to enemies. All negative status effects, except for Death, can be removed with a Remedy, the
White Magic spell Esuna, and the items listed in the last column in the table. To restore a character from
the Death status, use the White Magic spells Raise or Arise, or a Phoenix Down.

At the end of a battle, the following negative status effects immediately fade: Blindness, Confusion,
Curse, Paralyzed, Silenced, and Sleep.

FIRST ROUND 0%

SECOND ROUND 25%
THIRD ROUND - 50%
| FOURTH ROUND 75%
1 IF’I‘H ROUND 100%

- Ignore If and It May Go Away

There's a chance during each round of combat that some negative
status effects will dissipate on their own. The following table applies to
Poison, Paralyzed, Silenced, Sleep, Blindness, Cursed, or Confused. J

STATUS DESCRIPTION DARK MAGIC SPELL  REMOVED WITH
BLINDNESS  [RECIRl REDUCES HIT RATE BY 50%. FLASH EYE DROPS, ELIYIR
CURSED P CROVIN ABILTES UNAVAILABLE. CURSE CROSS
CONFUSED "' B UNABLE TO CONTROL CHARACTER, CHARACTER WILL ACT RANDOMLY. CONFUSE TAKING DAMAGE, TRANQULIZER, ELIYIR
DEAD § @ CHARACTER'S HP REACHES 0. DEATH PHOENIX DOWN
PARALYZED 45 T — PER TURN. = ANIMATE TONIC, ELIXIR
e [l L’é‘?ﬂf‘gﬁﬁ"qﬁ EATIRE PARY BECOMES PETRFED, 1S CONSIDERED THE S B 60LD NEEDLE, ELXIR
POISONED  RCE LOSE 3% OF MAX HP EACH ROUND OF COMBAT, OR 3 HP PER STEP ON THE WORLD MAP POISON ANTIDOTE, ELIXIR
SILENCED "' MAGIC SPELLS UNAVAILABLE. SILENCE ECHO HERB, ELIXIR
SLEEP - | INCAPACITATED, WL RECEIVE DOUBLE DAMAGE. SLEEP ALARM CLOCK, ELIXIR




Other Status Effects

information on each status effect.

Early in the adventure, the party gains an item
called the Transform Staff that changes characters
info an animal form. Being changed to animal form
has some positive effects, but the downside is that
Strength, Intellect, and Spirit are all reduced to 70%
of their original values, unless theres a Beastmoster |
included in the party. : )

The following table shows other status effects, and what
spells or abilities inflict the status. Most of these effects
are beneficial, but read the description column for more

STATUS  DESCRIPTION SPELL/ABILITY
ATTACK UP INCREASES ATTACK BY 50% FOR 4 TURNS BERSERK
DEFENSE UP INCREASES DEFENSE BY.50% FOR 4 TURNS PROTECT
MAGICATTACK UP | INCREASES MAGIC ATTACK BY 50% FOR 4 TURNS MAGICK
MAGIC DEFENSE UP. | INCREASES MAGIC DEFENSE BY 50% FOR 4 TURNS SHELL
EVASION UP DOUBLES EVASION FOR 4 TURNS INVISIBLE
REGEN RECOVERS 10% OF MAXIMUM HP AT THE END OF EACH TURN REGEN
REFLECT REFLECTS ALL MAGIC SPELLS FOR 4 TURNS MIRROR
= INCREASES ATTACK, MAGIC ATTACK, AND MAGIC DEFENSE BY 50%; RESTORES 10% OFTOTALHP ATTHEEND | |\

OF EACH TURN; AND BOOSTS HP BY. 50% FOR THE DURATION OF BATTLE OR UNTIL THE CHARACTER DIES

AP UP FOR 3 OR 4 TURNS, AP RECOVERY INCREASES BY 1 DANCE, PERFORM
STATUS UP INCREASES STATUS LEVELS BY.10% FOR 4 TURNS AURA
HASTE ACT FASTER FOR 3 TURNS MARCH
SLow ACT SLOWER FOR 3 TURNS RESTRAIN (TARGETS ENEMIES)
ST0P INCAPACITATED FOR 1 TURN FUGUE (TARGETS ENEMIES)
STATUS DOWN DECREASES STATUS LEVELS BY.10% FOR 4 TURNS SUPPRESS (TARGETS ENEMIES)
INSTANTDEATH | KILLS ENEMY INSTANTLY DEATH, SMASHING BLOW (BOTHTARGET

ENEMIES)

Calculating Dama ge Done

The damage done by physmcl atta

magic attacks (including healing), and items are calculated with different formulae. Additionally,

the game performs other calculations that relate to damage: Items have a hit rate, physical attacks have a hit rate (attacks that miss
inflict no damage, after all) and a critical rate (which increases damage), and magic attacks have a resist rate (which potentially

reduces damage).




An Invisible Sta}: Crown Proficiency :
There is a hidden stat fied to characters using the sume Crown for extended periods of time. For every 50 battles won while wearing a Crown, the charac s

skill level with that Crown increases by 1, up to @ maximum of level 99. Each increase in level boosts that character’s damage and healing output while weuriﬁﬁiiui
Crown. Crown Proficiency is a subtle aspect of the adventure, so if you choose to ignore it, it should not negatively impact your game experience.

PHYSICAL ATTACKS

When a character Attacks, or chooses an ability that inflicts physical damage, use the following formulae fo determine hit rate, critical
rate, and damage done. To increase physical damage, use equipment that boosts the character’s Strength and Attack Power. If an enemy
has an elemental weakness, use a weapon that deals that fype of damage if it's possible.

HIT RATE = (character’s Strength + weapon Accuracy) — (target’s level + target's evasion) x Attack Proficiency’ x
(100 = Ability Accuracy) %

DAMAGE DONE = (character’s Sirength x attack + Crown Proficiency) + target defense x Elemental Factor x Critical
Factor x Attack Proficiency! x Diminished Effect

CRITICAL RATE = (character’s level — target level + 10)%

Normally, Critical Rate is capped at 20%, but the Fighter ability Combat pushes the limit to 50%.
If @ character scores a critical hit, the attack automatically hits the target. The Critical Factor in the
Damage Done formula (which is normally 1) is set to 2.

MAGIC SPELLS

To get the most out of Magic Spells, equip items with high Magic Attack power, then focus
on Intellect (for damage) or Spirit (for healing).

DAMAGE DONE = character’s Infelligence + (equipment’s Magic Attack + Magic/Ability’s
Magic Attack value) + Crown Proficiency + target Magic Defense x Elemental Factor x Magic
Proficiency! x Diminished Effect

HEALING DONE = (equipment’s Magic Attack + Magic/Ability’s Magic Attack value + character’s Spirit + Crown Proficiency x
Magic Proficiency’ x Diminished Effect ' o8

Magic atfacks do not miss, but instead are tested against a resist rate, which potentially reduces the damage taken by half. Note that
this does not apply to White Magic spells.

RESIST RATE - (farget's level + Magic Evade) — (character’s Level + Equipment’s Magic Accuracy) + 100 x Attack Proficiency’ +
(100 -Ability Accuracy)%

! For more information about Attack/Magic Proficiency, turn fo the Crowns section of this guide

DIMINISHED EFFECT FOR MULTIPLE TARGETS TARGETS UCHPLIER
Some spells hit multiple targets and their overall effect is spread amongst all affected parties. This —
applies equally to Black Magic and White Magic. ! !

2 0.7
Check the Spell Tomes section of this guide to see which spells are affected by Diminished Effect. The

Sa £ : 3 A : 3 0.6

multipliers for hitting a certain number of targets is shown in the following table.

4 0.5
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Determining
Experience Points Earned

As you progress deeper into the adventure, enemies stop having
fixed level values, and scale to present a challenge to your party
regardless of what level they achieve. There's a great deal more
information on that in the Enemy Data section of the guide, but
it's worth mentioning here since it applies to acquiring Experience
Points during battle.

Enemies with fixed levels provide a fixed amount of experience.
For the enemies that have variable levels, the amount of experience
is calculated with the following formula:

Experience Points Earned = [(average level of characters in party -
defeated monster’s level) x 3] + base experience points

It's important to note that you never earn less than the base
experience point value for defeating enemies! If the first half of
the equation results in a negative number, the game changes that
value fo zero.

;( - Auto-Mode Combat,
Wﬁah’ﬁéléﬂing your characters” actions, you have the option fo press the
X button and enter Auto-Mode for combat. Any commands entered for

characters are wiped out, and you're returned to the ability menu for the
first character in line.

After you select an action for each character, the game takes over and
continues to execute that action each round of combat. If a character has
insufficient AP to perform the selected action, he or she defaults to Boost.
Auto-Mode continues to work in this fashion for every encounter until

you cancel it by pressing the X button again. Auto-Mode is great for areas
where you're easily defeating enemies, but you should keep control of

your characters when enemies are closer to the level of your group. J

After Battles

At the conclusion of each battle, the scene shifts to a loot screen.
The loot screen shows the items and gems obtained upon defeating
the monsters in battle. ltems must be distributed to characters who
have free inventory spots (displayed on the top half of the lower
screen), and selecting Distribute accomplishes this automatically.
Any items remaining in the ltems row when you select OK are

discarded.

The lower row shows the gems obtained after the battle. You don't
need to worry about distributing these gems. It doesn’t matter
who's in the party; all gems go into the same communal storage
system accessible by all characters. Your party can hold up to 99
copies of each type of gem in that communal storage system.

Characters are awarded
experience points at this time as
well. When characters level up,
they hold a quick celebration

in the top screen and may gain
additional Strength, Intellect,
Spirit, or HP.

Between Battles

Some recovery items and Magic Tomes can be used outside of batile
fo restore health or remove negative status effects from characters.

To use an item or a Magic Tome, go into the inventory screen, select
the item or Magic Tome, then apply it to the character in need.
Applying a restorative item doesn’t consume any AP, but using a
Magic Tome does.

The downtime between battles is also a good
time to reassign items that characters have in
their inventories, especially with a Bandit in
the party. Bandits have a tendency to fill
up their inventories in a hurry, and most
of their special abilities require some
inventory space to work. As a rule
of thumb, try to keep at least
one Phoenix Down in each
character’s inventory, although
it's less important for characters
who have a Raise Tome.



The many towns around the world are safe havens that offer Inns, Item shops, and other helpful locations such as Storage Shops. In

addition, the people and animals around town offer you glimpses into current events, or hints about your next destination. Each town
has something different to offer, so each time you discover one, explore everywhere, speak with everyone, and see what is for sale at

the shops.

T ypes of Shops

BUILDING BUILDING

DESCRIPTION
SIGN TYPE
@ | mem ITEM SHOPS MAINLY SELL RECOVERY ITEMS, BUT IN SOME LOCATIONS THE ITEM SHOP BECOMES A ONE-STOP SHOP FOR ALL YOUR ADVENTURING NEEDS
h:) ARMOR ARMOR SHOPS SELL ARMOR AND SHIELDS
J WEAPON WEAPON SHOPS CARRY ONLY WEAPONS

w ACCESSORY ACCESSORY SHOPS DEAL ONLY IN'ACCESSORIES, BUT CARRY MULTIPLE TYPES (CAPES, RINGS, ETC.)

MAGIC BLACK, DARK, OR WHITE MAGIC, THIS SHOP CARRIES THEM ALL

STORAGESHOP | STORAGE SHOPS ACT AS A STORAGE SYSTEM. EACH STORAGE SHOP IS LINKED TO ALL OTHERS. REGARDLESS OF THE TOWN IN WHICH YOU MADE A
DEPOSIT, YOU CAN WITHDRAW THAT ITEM FROM ANY OTHER STORAGE SHOP IN THE WORLD.

@ ; UPGRADE SHOP | UNIQUE TO THE TOWN OF URBETH, THIS SHOP USES GEMS TO IMPROVE YOUR EQUIPMENT

n MULTIPLAYER | THE VENDOR IN THIS TYPE OF BUILDING INITIATES MULTIPLAYER SESSIONS AND EXCHANGES MULTIPLAYER POINTS FOR VARIOUS ITEMS

@ | SPEND A NIGHT AT THE INNS AROUND THE WORLD TO RESTORE EVERYONE'S HP AND AP

Multiplayer Points
Even if you play through Final Fantasy: The 4 Heroes of Light alone, you still earn Multiplayer Points that are spent in the Multiplayer
Shop. Spending time playing Multiplayer with friends earns points faster.

On your own, winning a random baittle is worth 5 points. Defeating a boss rewards you with 30 points. While playing with others, you
get bonus points based on the following formula:

Points = Communication Time (in seconds) = 10 x # of people playing together

For example, playing for one hour with four people results in a total of 1440 points ([3600 = 10] x 4).
You also get a bonus of 305 points when you defeat a boss in a Multiplayer group.

Multiplayer Points allow you access to powerful weapons earlier in the game than what you may be used
to and they're required to unlock one Crown. Additionally, some items are unique fo the Multiplayer Shop,
which comes into play if you're looking fo unlock all the load screen images.

( T Unlocking the Load Screen Images

The first screen you see after starting a new game or loading your game save slowly fills with pictures of people and places. There are 23 total images to unlotk.

Sixteen of them are unlocked as you complete more of the adventure. The final seven, however, require a great deal of effort. If you're interested in acquiring all
these images, check out the Extras section now! J
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Aire, Brandt, Jusqua, and Yunita are the constants in the adventure.

At least one of these characters is in your par{y at all {imes.

STATS BY LEVEL STATS BY LEVEL

) 0 T Brandt is your party’s IV HP  STRENGTH INTELLECT _SPIRIT [ENESIVICRNCICEEIEICTS

1| 30 3 2 2 robust strongman. He 5 | 35 > 5 > remain equal to

10 51 9 7 8 : 10| 47 8 8 8 ;

20 [ 8l 16 12 14| sports the highest 0 [ 77 14 14 14| each other during

30 | 117 23 18 Al Strength and HP values 38 }152 g; g; g; the entire adventure,

40 | 160 30 23 21 . g A

50 [ 210 [ 36 28 3| of the group, making 50 [ 206 | 34 3 3¢ | making him

60 | 266 43 34 40 him an excellent choice 60 | 262 40 40 40 decent at everything.

70 | 329 50 39 46 f 70 | 325 46 46 46 .

50 1399 5 45 = for Crowns. hat de.ol S0 305 % 7 5 Unfortunately, it ’o|so

90 [ 475 | o4 50 59 | damage with physical 90 [ 471 | 59 59 59 | means he doesn't

99 [ 549 70 55 65 | attacks, such as Ninja 99 | 545 65 65 65 1 stand outin any
and Fighter. He's the worst choice for dealing damage with magic role, so proper gear selection is important in getting the most
(don’t make him a Black Mage!), but functions reasonably well out of Jusqua in his designated role.

when assigned to healing.



p R T Yunita’s Spirit is top-notch, [N IEREEIERNETESUE  With high Intellect, Aire's
4

8 | 39 g g g making her the primary ]50 3‘2] 2 ; ; role quickly becomes

]23 ;; 14 14 16 choice for healing duty. 20| 70 1 14 13 clear. Load her up with

30 | 107 2 21 23 Her Strength and Intellect ig }gg ;; g; %2 damage-dealing spells

gg };,Z, gz g gg remain equal through all 50 | 187 28 % 33 and let her run roughshod

60| 245 40 40 43 levels, so she’s capable of ;'g gg; g; gg ‘:2 in enemy encounters. In

70 | 303 46 46 30 filling any role provided 80 | 355 45 57 %3 areas with magic-resistant

80 | 367 53 53 57 : : it

90 | 437 59 59 64 | sheis decked out in the 90 45% gg % zg enemies, fill her ability

99 | 504 65 65 70 roper gear. H slots with healing spells,
proper g g Sp.

because her Strength score is the lowest of the group and her Spirit
is fairly good.

PORARY ALLIES

During the adventure, the following characters temporarily join your par{y You aren' able to change their Crowns, and
they each possess only a single abili{y In addition, any items in their inventories when they leave the party are lost to you.

Krinjh

STATS UPON JOINING THE PARTY

LEVEL 12 | Krinjh is an enigmatic young man who joins the party in the desert. Krinjh has the Spell Fencer ability Magic
HP 63 | Sword at his disposal, and a few Black Magic spells.
STRENGTH | 12
INTELLECT | 11
3 SPIRIT 11
EQUIPMENT  © KRINJH'S SWORD (ATTACK -+4, MAGIC ATTACK +2), WOOD SHIELD, KRINJH'S ROBE (DEFENSE +3, MAGIC DEFENSE +4)

Torte

STATS UPON JOINING THE PARTY

LEVEL 15 | Torte’s animalistic appearance disguises his frue nature. Regardless of his form, Torte is a powerful Sage with
Q EI?RENGTH 37 the Spell Again ability that he can use with either the healing (Cure and Cura) spells or damage (Blizzard and

INTELLEG 77| Blizzara) spells at his disposal.

SPIRIT 13

EQUIPMENT TORTE'S CLOTHES (DEFENSE -+4, MAGIC DEFENSE -+3), SACRED TREE STAFF (ATTACK +2, MAGIC ATTACK +2),
CURETOME, CURA TOME, BLIZZARD TOME, BLIZZARA TOME.

Rekoteh
STATS UPON JOINING THE PARTY

LEVEL 18 | Rekoteh hails from the frigid land of Invidia and assists Jusqua in a time of need. Rekoteh has the Dancer ability,

| HP 30| Dance, along with a handful of White Magic spells.
STRENGTH | 16
INTELLECT | 13

SPIRIT 19

EQUIPMENT | REKOTEH'S CLOTHES (DEFENSE +6, MAGIC DEFENSE -+4), SHARK LANCE (ATTACK +6 (WATER))
Rolan
STATS UPON JOINING THE PARTY
LEVEL 20 | Rolan is a conflicted man, struggling with his role as a hero to his people, who joins with the party briefly. He
islTPRENGTH ]93 uses the Hero ability Reckless, along with a Cure Tome and a Thundara Tome, fo help the party through a rough
INTELLECT |16 | Patch of the adventure.
SPIRIT 19
EQUIPMENT | WOOD SHIELD, ROLAN'S CLOTHES (DEFENSE +8, MAGIC DEFENSE +7), SHINING BLADE (ATTACK +7 (LIGHT))
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The Crown system of
The 4 Heroes of Light allows
each character access {o a set,
‘of abilities that you can expand
through the use of gems. Each
Crown, with one exception,
imparts one passive ability and
one default ability The default
ability——and subsequent,
abilities—must be assigned a
spot in the character's Abilities
menu in order to be used in

combat.



Increasing Crown Levels
Every character has access to the base version of each Crown (and the ability that goes with it) as soon as you meet the conditions fo
unlock it. Most Crowns are made available through the course of the adventure, but some are unlocked in other ways.

To boost a Crown to Level 1, you must place two sefs of five gems into the proper slots. The gems used for each Crown are
predetermined, and could be any type of gem, save Amethyst and Diamond.

To boost a Crown to Level 2, you must place exactly one Amethyst and 14 other gems (each Crown has specific gem requirements), save
Diamonds. To unlock Level 3 requires exactly two Amethyst, one Diamond and 17 other gems determined by the individual Crowns.

For each additional Crown level unlocked, the character whose Crown was upgraded gets access to a new ability. It's important to
remember that increasing a Crown'’s level applies to one character only! The one exception to this rule is the Storyteller Crown, which is a
special case that's discussed in greater depth in its own section.

Individual Crowns
The following pages break down each of the 28 Crowns available for the adventure. The information includes everything you need to
know about the Crowns.

Weapon Proficiencies and Magic Use are Each star represents the number of times a Crown must be upgraded to gain the

used in calculating Hit Rate and Damage E use of the listed ability.

WEAPON PROFICIENCIES  DOne (in the
i = formulae shown in

%%% MIRACLE: GIVE YOUR ALLIES A BIG HP BOOST AND CURE ALL THEIR AILMENTS.

the Game Basics, ON POINTS |5 | @] 3 ||V] 7
they are lumped aswmyseeed |5 | (E] 7 | [d] =
together as ‘Attack e - ||&] 2
Proficiency.’) ; . —ED. | Q] - |19] ]
TARGET VALUE 120 (100)
A means most
gl proficient, € means
@ | Harp B} |=c¥ profigient: For more information about This table shows the number
Action Points, Ability Speed, and types of gems needed
and Target Value, check out to upgrade the Crown to
the Game Basics. improve it to a given level.
At the start of the game, you're forced fo play everyone as a Free- PASSIVE ABILITY
lancer (it's the only crown available until you defeat the boss in the If your entire party is rendered either dead or petrified, you
Witch’s Mansion). The Freelancer crown cannot be upgraded, sothe  must sacrifice half of your stockpile of a certain type of gem
only benefit to bringing one along only comes into play if your party in order fo confinue the game without resorting to shutting
is wiped out. down the game and starting from your last save point. With a

Freelancer in the party, there’s no real penalty for dying, other
than lost time.

A

SPECIAL ABILITY KEEP ALL YOUR GEMS WHEN YOUR PARTY DIES!
STATISTICAL MODIFIERS ~ WEAPON PROFICIENCIES ~ DEFENSIVE ABILITY

|MAGI( EVADE I C

; MAGIC USE

RT SWOR

—1
|
|

RECOVERY MAGIC | €
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CROWN OBTAINED | DEFEAT GREAPS IN WITCH'S MANSION

SPECIAL ABILITY RECOVERY ITEMS WORK BETTER!

Wayfarers represent a nice upgrade over Freelancers in almost
every way. Their stats (save HP) are all better, and they have
greater skill with every type of weapon, although they remain poor

spellcasters. CROWN ARMOR: Traveler’s Garb (Strength/Intellect/Spirit +5%)

STATISTICAL MODIFIERS _ WEAPON PROFICENCIES  MAGIC USE

HpREIERIION |0 SHoRTSWoRDE ) - (EHADIAS PASSIVE ABILITY

IS"TTRESLEGT; T :; o [ SWORD x B HAGIC VADE EVADE When a Wayfarer uses a Potion, Hi-Potion, X-Potion, or

SPIRIT 1.2 7 [BOW_ /B | DEFENSIVE ABILITY Remedy, it restores twice as much health as any other
4 STAFF _B NSIVEMAGIC | € character who administers a similar recovery item. This
X |SPEAR B ReCOVERIMAGIC ability also applies to Ether use, restoring twice as much
% | AXe — B AP as normal.
4 |Book B
& | HARP B

RUNAWAY: RUN AND LIVE TO FIGHT ANOTHER DAY,
ACoNPONTS T 1 If the fight doesn't look winnable, don't be afraid to leave it through the use of Runaway.
ABILITY SPEED 150 | Unfortunately, Runaway isn’t @ guaranteed escape, and works about 50% of the time
TARGEL. " [PN/A|  (the formula is [50 + character level - average enemy level]). Once you learn Escape,
TARGETVALUE | 5.(10) you can safely skip Runaway in your active ability slots.

35% ESCAPE: ESCAPE THE BATTLE SO YOU CAN CONTINUE THE ADVENTURE—GUARANTEED!

AcTionPos ez [@] 5 | [¥] — | Justas the name implies, you can escape most battles (the

ABILITY SPEED 200 Bl 5| gl = exceptions are boss fights). Escape comes in handy if you get in

TARGEL. WA (O] — | [&] — | over your head, or if your party barely survived a battle and you

TARGET VALUE 500 [@] = | [¥] =1 wander into another encounter before you can restore everyone's
health and Action Points. There's nothing to lose in running from a
fight, so don't hesitate to get out of there!

?AQ?%)Q? RECOVERY: RECOVER SOME HP EACH TURN.

ACHONPOINTS | 3 @l ¢ |[¥] — | Recovery restores 30% of the character’s maximum HP at the end

ABILITY SPEED 15 Bl — | (g & of each turn. The effect lasts the entire battle, or until the character

TARGET  [SEE| 0] 2 [[&] 1 dies. This effect stacks with Regen or Lux.

TARGET VALUE 5(10) =

ACTIONPOINTS | 4 @l 7 1[¥] 3 Frlend in Need's attack power is equal to the character’s attack
ABILITY SPEED 5 B= gl = power plus twice the character’s level. There’s an additional
SR @) — ||&]| 2 | multiplier factored info the final damage amount, making Friend in
];.ARGE-"»'. ~ Q@7 ]I®11 Need an incredibly powerful physical attack.

TARGET VALUE 5 (]00)

AVOIDING BATTLE

IFyou're ever in a situation where yoﬁ don't iant fo deal with random hattes (for example, you just tompleted a fough battle and everyone's HP‘ nd'AI? are essentially exhausted) put two Wayfarers with
level 1 Crowns in the pory. If you are caughtin a random encounter; simply set everyone fo Boost, except for one of the Wayfarers, who should‘ Es g

If you stumble imo unoiher unvanted antoumer do the same thing, but have the sotond Wayfarer use escape. Solong as you alternate who uses Esca e, eryone should be able to rebuild their AP over fime.
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SPECIAL ABILITY AP (OST FOR WHITE MAGIC REDUCED BY ONE!

White Mage is the best healing job in the game. Their ability to use
recovery magic is unmatched, and their Spirit (the stat that contributes to
healing) bonus is the best. While White Mages deal passable damage

with offensive magic, their greatest contribution to killing enemies is
boosting allies with abilities like Magic and Berserk.

MAGIC USE

STATISTI(M MODIFIERS

HP oresis
STRENGTH

WEAPON PROFICIENCIES
# [SHORTSWORD | €
c

CROWN ARMOR: White Robe (Spirit +20%)

Best attack/weapon type Staff

PASSIVE ABILITY
The lowered AP cost for White Magic allows White Mages to

INTELLECT
SPIRIT

Xl | MAGIC EVADE

use better restorative spells more often. This means more heals
and more buffs for your party in fewer rounds.

% IE
4 [pook
& [HArp

nlo|nlo|=(o

HEALTHGIVER: MAKE YOUR NEXT HEALING SPELL WORK ON ALL YOUR ALLIES.

ACTIONPOINTS |1

ABILITY SPEED 10

TARGEL . ISEIF| of being lost!
'—ARGH VALUE 5(10)

Healthgiver works in conjunction with spells that restore HP, including Raise and Arise,
but not Regen. It's great fo have an ability that can furn the tide in a battle on the verge

TL(% LIFEGIVER: MAKE YOUR NEXT HEALING SPEll MORE POWERFUL AND WORK ON ALL YOUR ALLIES.

AcTioNPOINTS  [2 | (@] — | || 5
ABILITY SPEED 10 & - | [d] 5
f ‘ 1*‘§m - | |&] -
TARGHVALUE 500 D = | €] =
*‘k HIDE: HIDE FROM THE FOES SO THEY WILL NOT ATTACK YOU.

ACTION POINTS |2 Q@ — [[V] s
ABILITY SPEED 100 E= | =

@ 6 ||¥] =

ACTIONPOINTS {5 Q@ 3 [[V] 7
ABILITY SPEED |5 H’ 7 ||d] =
e B - ||€] 2
e o) X Q| = |[] 1
TARGET VALUE |20 (100)

Lifegiver is an improved version of Healthgiver that's a nice boost
to any spell that restores HP. Anytime this isn't active on your
White Mage, and no one is in immediate need of healing, you
should spend that round’s action to activate either Lifegiver or
Healthgiver.

Since the White Mage's job is fo keep everyone else in fighting
shape, it's sound strategy to avoid being the target of monsters.
Hide sets the character’s Target Values to O, but doesn’t grant
invulnerability to attacks that hit the entire group.

Don t use Miracle too early. It's nice that everyone else is fully healed
and has their negative status effects removed, but after performing
Miracle, your White Mage will almost cerfainly need a few rounds
of combat fo build up additional Acfion Points. That's a big problem
if the enemy follows up with lethal atiacks that drop some characters;
you may have no way fo restore them immediately!

1 for these spells is typically the character

17




18

L BIACK MAGE

‘ﬂ STIE

_CROWN'OBTAINED [ 'VTTW\‘IT! DEVILIN QUIC T AND C/
lﬂﬁﬂ'ﬂﬂﬁ- R BLACK MA

Black Mages are deadly at deohng damage, cnd no character
.exploits elemental weaknesses in enemies like a Black Mage. Their
ability to inflict damage with offensive magic is matched only by

Sages, but Sages lack the Black Mages’ abilities that boost elemental CROWN ARMOR: Black Robe (Intellect/Magic Attack Power +10%)
damage capabilities. Mirror is an effective defensive tool in fights K st atack/ 7 T
against powerful enemies who rely on inflicting damage with spells. SLRAAWRIRRIL )P SO ARG

STAISTICAL MODIFIERS _ WEAPON PROFICENCIES _ MAGIC USE PASSIVE ABILITY
3 Ti0] \ C T A The Action Point saved each time a Black Mage uses a Black

Magic spell makes it possible to cast higher-damage spells

more often.

MAGIC MOJO: MAKE YOUR NEXT ATTACK SPELL INFLICT MORE DAMAGE THAN USUAL.

- = The good news is that Magic Mojo doubles the damage inflicted with elementbased
spells. The bad news is that you can apply it only once. Any attempts to double up on
Magic Mojo result in a miss.

%% SPELL FOCUS: MAKE YOUR NEXT ATTACK SPELL INFUCT A LOT MORE DAMAGE THAN USUAL.

ol - | [V - Spell Focus is twice as effective as Magic Mojo, quadrupling
b - [g]l= damage done with element-based spells. Unfortunately, it also
5 | 1&] - shares Magic Mojo’s inability to double up on itself.

Q5 ||®¥ =

ﬁ% MIRROR: ENABLE YOUR ENTIRE PARTY TO DEFlECT SPELLS BACK AT THE ENEMY.

@] 2 |[W] = | Mirror reflects all spells (Black, Dark, and White) for three turns.
Bl 6 |[[d]| — | Itdoesnt matter if the spells are designed to harm or heal. Any
B 6 |[€]1 spells designed to hit entire party are reflected to only one target.
@| = | [®] = | The damage done (or healing received) from a reflected spell is

half as effective as it would be normally.

ﬁ’*‘ﬁ? MAGIC MIGHT: cAST A MIGHTY ATTACK SPELL AGAINST ALL YOUR FOES.
o [AGTHON POINTS V| 3 | Magic Might is an impressive spell that does non-elemental

Q
BILITY SPEED _ ? = damage (meaning no boosting its effect with Magic Mojo or Spell
@

Focus). Its Magic Attack strength is 170, and the damage it'deals
receives a 1.5 multiplier boost.

f|e|Q

; ,Ifor Spell Focus. Your next element-based spell
Mugk Mojo wear off before you waste a few



E ANIMAL BURRO
MONSTERS DROP BETTER ITEMS!

SPECIAL ABILITY

Bandits provide solid physical damage output in batile, and possess
special abilities that keep your inventory stocked up with items. Not

only does having a Bandit in the party encourage enemies to drop

better items, but Bandits also have multiple abilities designed to take

extra items during batile.

CROWN ARMOR: Bandit Gear (Accuracy +20%)

Best attack/weapon type  Short Sword / Sword

PASSIVE ABILITY

STA'"STICM. MODIFIERS WEAPON PROFICIENCIES MAGIC USE
W 3| [Zshorsworo | A | [OrFENSNEMAGIC.] Defeated enemies have a chance to drop up to four items at
SIRENGTH 1.3 | [ Z[sworp A | [RECOVERY MAGIC the conclusion of a battle. In the enemy listing in the back of the
INTELLECT  [1.2 ¢ [sow B DEFENSIVEABIUTY guide, these items are listed with the percent chance the enemy
SEIRIT Ll 2 | STArF c| Emm drops them. The following table shows the additional chance an
Al | ¢ MAGI( EVADE e enemy will drop an item in each slot with a Bandit in the party
% | AXE C (there’s no benefit in having multiple Bandits in the party):
Yook | c S S0
& | HARP c 0% +15% +10% +5%

STEAL: TRY TO STEAL AN ITEM FROM ONE OF THE FOES.

ACTION POINTS |1
ABILITY SPEED |10

-

Vou ¥tobe an ites Ethart

TARGET VALUE _

ACTIONPOINTS (2 | |@] — | || —
ABILITY SPEED 10 = dl =
[z 5 ‘, -_—
EENEMIES Q5| (@ =
TARGET VALUE |5 (10)

IACTIONPOINTS |3

ABILITY SPEED _[5

€9«

©|=|E|e
| | o~ o8| N

ACTION POINTS

ABILITY SPEED |

—_— N N W

©|=|Ee
€8

Wlﬂla.you re‘ Imvmg fun slouﬁng a;ud;
items fo make roomfor fmura sfi

The enemy listing in the back of the guide lists up to three items that a given enemy type
may have available for Steal attempts. While there are three potential items, a specific
enemy carries only one item. If you successfully steal an item from an enemy, any further
attempts to steal result in a miss.

Plunder is a great way to stock up on items quickly if your
reserves are low. Hand over unnecessary items fo the characters
who consume them (such as Seamstresses, Alchemists, and
Salve-makers) or sell exira items to make gil.

The chance Deadly Blow has to inflict an immediately lethal attack
is equal to [40 + your characters level - target's level]. Even if the
Deadly Blow fails to kil the target immediately, it still inflicts 1.5
times normal attack damage.

Pillage is only a necessity for fights against bosses who are the
only source of a rare item. (For example, the final bosses in the
Extra Dungeons generally carry an item unavailable elsewhere
in the game.) Outside of these encounters, you're better off using
Steal or Pillage.
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BARD

| OBTAIN LILIBELLE'S WINGS IN THE ANIMAL BURROW
GET THE MOST OUT OF EQUIPPED INSTRUMENTS!

SPE(IAL ABILITY

The Bard’s life is a selfless one. Bards will never be your group's top
damage dealers or healers, but they provide invaluable support to

the entire party in the form of boosted Attack power, Defense, and
status atiributes.

CROWN ARMOR: Poet Tunic (Intellect/Spirit +10%)

Best attack/weapon type  Harp

PASSIVE ABILITY

With a Harp equipped, a Bard's Strength, Intellect, and Spirit
are increased by 10%. HP'is not affected.

STATISTICAL MODIFIERS WEAPON PROFICIENCIES  MAGIC USE
WP L1} |7 [SHORTSWORD | €
STRENGTH 1.0 / SWORD Cc
'S'P",RM" aq }33 Clpow | ¢ DEFENSIVE ABILITY
I Va1 C | i
X | SPEAR e | [mAGICEvADE
% AXE 1c
& (BooK it
& | HARP B

DITTY: SING A SONG TO RAISE YOUR PARTY’S ATTACK POWER. LASTS 3 TURNS.

ACHONPOINTS |2
ABILITYSPEED | 100
ar
TARGET L
ALLIES .
TGETVALLE [10Q10)| o Much as possible.

ACTION POINTS |2 Q - ||V 5
ABILITYSPEED 100 Bl — | |d] 5

(AL 0] - | |&]| -
weE s | o [ =
TARGET VALUE 10(10)

For three turns, the party’s Attack and Magic Attack power are doubled. For many
random encounters, an ability like Ditty doesn’t often come into play. When you're set to
encounter a boss, Ditty becomes an invaluable tool. Keep it active to shorten big fights

For three turns, the entire party’s Defense and Magic Defense are
doubled. Motet, like Ditty, has greater value in batiles against
stronger enemies. Keep it active on your characters to boost their
survivability.

i}fﬁ ARIA: SING A SONG TO RAISE YOUR PARTY’S STATUS ATTRIBUTES. LASTS 3 TURNS.

ACTION POINTS |2 Q| — [|V] 6
ABILITY SPEED | 100 TR =

S D] 2 |]|€] 1
WeE  |jlies ol e | [8 =
TARGET VALUE_ 10(10)

For three turns, the entire party’s Strength, Intellect, and Spirit are
increased by 50%. Keep in mind that Aria stacks with Lux, making
it even more important to maintain Aria’s effect on the party
during boss fights.

ﬁw FUGUE SING A SAD SONG THAT STOPS YOUR FOES IN THEIR TRACKS. LASTS ONLY ONE TURN.

ACTION POINTS |4 Q@ 3 ||V] 7
ABIUTYSPEED 5 %I 7 W@l =
AT - ||&] 2
TARGEI VALUE 10 (100)
BARD ABII.I'I'Y I'RIORI'I‘Y

Don't be overly concerned with Fugue's lack of speed. It doesn't
take effect until the turn after it's executed. Here's the fimeline for
Fugue: On the turn when Fugue is executed, there is no immediate
effect. During the following turn, all enemies are incapacitated and
take no actions; this is an ideal turn for restoring HP and AP.

On the second turn after Fugue was executed, enemy actions return
fo normal.

The most imporlum dedision Bards fute in every maior entounler is 1he order in wlmh fo execute abnlmes Genemlly spenkmg, it's hesi o start olfvmh Motet since it's the ability designed fo boost
suryivability. Ditty and Aria are designed fo boost damage and healing output, | but they're |usﬁnng on the cake. Motet hslps keep everyone dlive and in the fight; after all, boosting the party’s abilities

doesn't amount o much if lhay’re taken out in the first few furns of a Inmle



SPECIALABILTY :qu MbRE GEMS!

Until you reach the point in the game where money no longer

matters, Merchants exist to do one thing: get more gems for you to

upgrade Crowns and equipment. After you stockpile a great deal of g = 3
gil and you no longer have any use for it, Merchants become harder CROWN ARMOR: Merchant Tunic (Intellect /Spirit +10%)

to kill and able to inflict a healthy amount of damage.
STATISTICAL MODIFIERS WEAPON PROFICIENCIES MAGIC USE PASSIVE ABILITY
e 13| |/ [SHORTSWORD | € SIVE With a Merchant in the party, enemies are more likely to drop
ISIITRIEPLE-’TC:! SN : ; " SWORD et :A:C RECOVERY MAGI( < gems after battles. Since gems are used to upgrade Crowns,
[SPIRIT 1.2 WLE S s D"ENSWEAB’"" armor, weapons, and shields, Merchants are always in
Z STAL C RRNINEN demand. Including additional Merchants to the party doesn't
2 [SPEAR e MAGK EVADE increase the likelihood of obtaining extra gems.
% | Axe C
(4 HARP C

FINDER: FIND GEMS IN THE MIDST OF BATTLE.
ACTIONPOINTS |1 Finder allows a Merchant to dig up a gem from the field of battle. There's only ever one

gem to dig up per battle, regardless of the number of monsters facing the party. The

success rate with Finder is (70 + character’s level) + 10.

ACTIONPOINTS |2 Q@ 5 | [v] - Keeper works the same as Finder, and has the same restrictions

ABILITY SPEED |10 E 5| |d]| = (only one gem per battle, gems must be in the enemy’s drop table).
oRce. |y 0 — | [&] - The success rate with Keeper is (90 + character’s level) + 10. There
:;;;RGEI VALUE  [5010) Q=] [BIFS are some battles, particularly with bosses, where there are no gems

to obtain through the use of Finder or Keeper.

%% RANSOM: EACH TIME YOU ARE STRUCK BY AN ATTACK, PAY A RANSOM INSTEAD OF TAKING DAMAGE.

AGIONPOINTSJ3" = | [@] 6 || V[ — | With Ransom active, any damage dealt to the Merchant depletes
ABILITY SPEED 1100 Bl — |[d] 6 | gilinstead of HP. The exchange is 1 to 1, meaning that if the

TARGET  |SELF 2 11&] 1 Merchant is hit for 100 damage, 100 gil is lost instead of 100 HP.
TRGETVALUE_|715) | (@] — | [@] =

AGTION POINTS |4, Q@[ 7 |[¥] 3| When Money Talks is used, the Merchant spends 1000 gil o deal
ABILITY SPEED | — |[d] — | damage equal fo 1 percent of your accumulated gil. For example,
$ 2 — [[&] 2 | with 150,000 gil, Money Talks would deal 1500 damage.

@7 |1
TARGET VALUE

A the fools fo raise ond heal allies, and

' huféso yiuch soved up, become much more vuluuble jnjha group ri“uqbtﬂﬂss Give o Me' ;
i remely expensive, so don't try it until your

When gﬂ if*nq longpt 0 concem b ! 0
od(s dumago, bm oes nmﬁlng fo stave off baing lmopudmedl Using o Méfdwumjn

uipment fo avoid negative stafus eff
ﬁ p?c?um is mma!;;{ &
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(ROWN OBTAINED
SPECIAL ABILITY

'DEFEAT DEMON IN THE TOWN OF URBETH :
USE ITEMS WITHOUT CONSUMING AP!

Think of Salve-makers as White Mages who happen to use items instead

of spells for healing, and who can also use healing items to damage
enemies. Don't expect much from Salve-makers damage-wise; their

physical attacks suffer from a combination of low Strength and lackluster

CROWN ARMOR: Salve-maker Robe (Intellect +10%, Evasion/Magic Evasion +5%)

weapon skills, while their Offensive Magic ability is poor. Things perk up [N YACL T2y L LT

for Salve-makers as soon as you pick up your first Elixir, but that won't
happen until late in the adventure.

PASSIVE ABILITY

Using an item in combat costs Salve-makers O AP. This trait
allows them to build up AR ‘while using recovery items to heal
others in party.

smnsnw Momnms WEAPON PROFICIENCIES  MAGIC USE
HP _|12| |/ |SHORTSWORD | €
S,"‘ENG.TH ___10.9 1 [,Z]swoRrp c
T | = e
SPIRIT 14| (EIECTRSENEG

/> | STAFF C

XIsER | €

% | AXE C

& [Book C

@ | HARP C

DISPENSARY: DO NOT CONSUME RECOVERY ITEMS WHEN YOU USE THEM. LASTS 4 TURNS.

ACTIONPOINTS |1
ABILITY SPEED |10

TARGET | SELF
TARGETVALUE |10 (5)

ACTION POINTS |2 Q - ||V
ABILITY SPEED |10 B —||d]5
TARGET  [SELF 0] - | |&] -
TARGETVALUE _ [10010)| (@] = | |€2] =

Unless there's a dire emergency, always activate Dispensary before doing anything

else as a Salve-maker. Dispensary allows you to keep re-using the same items, which is
extremely beneficial with each character’s limited inventory space. After picking up your
first Remedy, it helps alleviate any inventory problems.

Healthcare allows a Salve-maker to apply the benefit of a recovery
item fo the entire party at the same time. The effect works with the
following items: Potion, Hi-Potion, X-Potion, Elixir, Phoenix Down,
Remedy.

}Ik* POISON PILL: CHANGE RECOVERY ITEMS INTO POISON AND USE THEM TO INFLICT DAMAGE.

ACTION POINTS |3 Q — [[V] 6
ABILITY SPEED |10 = gh=
Eaes oNE | (0] 2 ||€] 1
B e (o | [e] =
TARGET VALUE [ 10(20)

An active Bandit is a Salve-maker’s best friend. DAMA
Poison Pill is a good way to dispose of the extra |POTION _{ 50
healing items that are stolen by a Bandit. The HI-POTION | 80
following chart shows the items that can be used ;E::)E\R(Ym =i :28 »
with Poison Pill, and the damage they inflict. ELIXIR 999

*%% LEVEL SERUM: RAISE THE PARTY’S LEVEL BY ONE FOR THE DURATION OF THE BATTLE.

FAGTIONPOINTS [4 | (@] 3 |[V]| 7
ABIllTY SPEED 5 E; | (G
AL - ||&] 2
TARGEI ALLIES o= B
TARGET VALUE _ |10.(50)
EIIDI.ESS ITEMS

I's |mponunﬂo keep Dispensary a'ctwa because it works with both Henhhmre and Poison Pill. With Dlspeusary adfive, you can use the some item

Level Serum is a great ability at low levels because you can keep
adding levels to the party, so long as the Salve-maker has enough
AP. The downside to Level Serum is that it can’t raise the party
beyond Level 99.

d over (unless your goal is to clear inventory space

50 the Bandit can keep sieclmg items). After picking up your first Elixir, the imporfance of muinlummg Dispensary's. effed is magnified. Eliir: n|lows Salve-maker fo heal everyone o ful health every turn,

or deal 999 dumuge to one. enemy You don't’ want 1o gwa that up by mmukel
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SPECIAL ABILITY__ ELEMENTAL DAMAGE IS REDUCED BY HALF!
It's hard to overstate the value of including an Elementalist in your

party. With so many enemies, especially bosses, that use spells
and attacks enhanced with elemental damage, Mysterio becomes : .-
a borderline necessity for your party from the moment you earn the CROWN ARMOR: Elementalist Robe (Magic Accuracy /Intellect +10%)

Elementalist Crown until you face the final boss. It's possible to get Best attack/weopon type  Harp

through tricky encounters without one, but including an Elementalist

PASSIVE ABILITY

makes everything so much easier.
The damage Elementalists receive from any attack with an
TISTICAI. M ERS WEAPON PROFICIENCIES MAGIC USE elemental component is halved. This applies to spells and

M physical attacks enhanced with an element.
RECOVERY MAGIC B

DEFENSIVE ABILITY

MAGIC EVADE B

Augment boosts any attack’s elemental component for four turns, which is a nice bonus.
There's more good news waiting for you in the Elementalist’s next ability.

Qp(% AMPLIFY: GREATLY ENHANCE THE EFFECTS OF ALLIES’ ELEMENT ATTACKS. LASTS 4 TURNS.

» Q| 5 | [V] - Amplify has double the effect of Augment for double the AP cost.
\ 5| [@]| = | What's the good news, then2 Amplify and Augment combine to
= 2; = boost your party’s elemental damage through the roof, particularly

if there’s a Black Mage present.

@[ 6 |[¥] — ] !tbears repeating here: Mysterio is among the best abilities you
B — [[d] 6 | canaddtoyour parly's defensive repertoire. Its effect fades after
2 [1©] 1 | fourturns, so always have 3 AP saved up when it fades so you
Ql = |I¥l = | can immediately reapply it.

ﬁﬁ* ELEMENTAL: UNLEASH A STORM OF ELEMENT ATTACKS AGAINST THE FOE.

@[ 7 |[¥] 3| The Elementalist unleashes Fire, Water, Aero, Quake, Dark, and
— ||@[ = | Banish in rapid succession. If there are multiple enemies, the spells
— |1©| 2 | target them at random.

Q7 |1




- #RANGER
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CROWN OBTAINED!

\DEFEAT ARBAROCINTHE GREATTREE

SPECIAL ABILITY

DELIVER EXTRA DAMAGE WITH BOWS AND ARROWS!

Having a hard time with flying enemies? Add a Ranger with a bow
into the party. Bows inflict 1.4 times damage to flying enemies, and
no one is handier with bows than a Ranger. Facing enemies with

high evasion rates? Rangers also have two abilities that guarantee

hits on selected targets.

CROWN ARMOR: Ranger Outfit (Strength/Accuracy +10%)

Best attack/weapon type  Bow
PASSIVE ABILITY

Rangers with bows hit hard, but keep in mind that bows
initially target the back row if you're trying to focus damage
on single enemies at a time.

Attack costs 1 AP. Target costs 1 AP and doesn’t miss. If you're simply attacking with a

STATISTICAL MODIFIERS WEAPON PROFICIENCIES

HP & 113 | [« |SHORTSWORD | B

STRENGTH 14 / SWORD B

INTELLECT. . |1.0. e .

SPIRIT - 19| LE|BOW A\ DEFENSIVE ABILITY
/> | STAFF C | A
¢ |SPEAR C | |MAGICEVADE
% | AXE C
4 [BooK C
& | HARP C

TARGET: ENSURE THAT EVERY ATTACK STRIKES ITS TARGET.

ACTION POINTS |1

ABILITY SPEED 10 Ranger, o|wcys use Target.
T ONE

RGET s [ EnEMY.

TARGETVALUE _ [5(10)

ﬁ SNIPE: ENSURE THAT EVERY ATTACK STRIKES ITS TARGET ~ WITH EXTRA DAMAGE.

é}&:\?ﬁ COVERING FIRE: INFLICT HEAVY DAMAGE ON AL

ACTION POINTS [2 Q 5 ||V -
ABILITY SPEED |10 B 5 | |dl =
A ONE 0] - | |&] -
TARGET ENEMY ol = 6=
TARGET VALUE [7.(15)

ACTION POINTS 3 Q| 6 ||V] -
ABILITY SPEED |10 %I = WG
TARGET | ENEMIES ol = |[8®] =
TARGET VALUE |10 (20)

Snipe deals 50% more damage than Target for one additional
AP. It's a good trade-off, especially if any abilities that boost AP
recovery are active.

L THE FOES AT THE BEGINNING OF THE NEXT TURN.

For three AP, a Ranger can inflict double normal damage to
every enemy in one deadly rain of arrows. The only downside
to this ability is that the attack occurs one turn after the ability is

executed.

%%&* SMASHING BLOW: DELIVER A SINGLE, MIGHTY BLOW AGAINST THE ENEMY.

ACTION POINTS |4 Q@ 7 |[V] 3
ABILITY SPEED |5 B =
iy ONE 0| — ||&] 2
TARGET | pney ol Gl
TARGET VALUE | 12.(200)

WITH A LITTLE HELP

It's pricey at 4 AP, but there’s a 25% chance of an instant kill
should this attack hit. If the attack isn't instantly fatal, it still inflicts
three times normal damage.

Some Crowns are désigned‘vio support the party; this Iﬁ,not the case with Ranger. Rangers have exactly zero abilfies that enhance othefs in the group, but that's okay. What Rangers provide is damage in

frightening quantities. Think of the Ranger as your superweapon

, and the other characters in the party as the maintenance team. Buff a Ranger with Berserk, Ditty, or any ability with similar effects, then si

bock and watch the health fly off enemies in big chunks. Keep the Ranger healthy enough to confinue firing arrows each round and most bnﬂle_s will end quickly.



i OBTAINED | DEFEAT ICE DRAGON IN THE INVIDIA UNDERGROUND
SPE(lAl ABlllTY DELIVER EXTRA BARE-HANDED DAMAGE! .
Another physical damage dynamo, Fighters believe less is more

when it comes to weapons. They fight best with bare fists and
as much Strength as possible. If you want to add element-based . |
damage to a Fighter's attacks, your only real option is to equip a CROWN ARMOR: Fighter Gi (HP/Strength +10%)

gauntlet accessory. Best attack/weapon type  Fists

STATSTICL HODIFERS wwon PROFIGENCES _ AGICUSE PASSIVE ABILITY
z i B . MAcicolmc| A Fighter’s Attack power is equal to his or her strength, so

long as a weapon is not equipped. Even though it technically
uses a hand, equipping a shield has no effect on damage, so
always equip a shield for its defensive properties.

COMBAT: IN(REASE THE ODDS OF LANDING A CRITICAL HIT. LASTS 4 TURNS.
For four turns after activating Combat, the Fighter’s critical rate is 30% higher. Where

other characters cap out at 20% critical rate, Fighters under the effect of Combat max
out at 50%.

Q5 | [v] - The Fighter's Attack power is boosted by 50% and lands a

Bl 5| gl = guaranteed critical sirike. lts 2 AP cost is a frivial concern relative
— | |&] — | iothe amount of damage it deals.

@l - | ¥ =

Chakra starts out as a huge advantage, but as you gain levels and
additional abilities that boost everyone’s HP, it loses some steam.

Q<

U el C

I |l o

©[=|Ee

e

@] 7 |[¥] 3] The number of attacks execuied is equal fo (3 + character’s

H| — [|d| = | Strength = 10), with a maximum value of 8. The initial punches

— [1©] 2 | allstrike for 40% of regular damage, but the final punch deals 10
Q7 |91 times normal damage.
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CROWN OBTAINED. [ DEFEAT ICE DRAGON IN THE INVIDIA UNDERGROUND
SPECIAL ABILITY MAKE THE MOST OF EQUIPPED BOOKS!

Scholar is a support Crown designed to reduce incoming damage

and soften up enemies. Outside of Tame, Scholar abilities are among =
the first actions performed in a round of combat and are relatively
cheap in terms of AP requirements. CROWN ARMOR: Scholar Gown (Intellect +20%)

A Best attack /weapon type  Book

STATISTKM. MODIFIERS WEAPON PROFICIENCIES MAGIC USE
/ | B ¢ IVE PASSIVE ABILITY

A Scholar with a book equipped gets a 10% increase in

Strength, Intellect, and Spirit. HP is unaffected by this ability.

QUELL: REDUCE THE ATTACK POWER OF ALL FOES BY HALF. LASTS 3 TURNS.
NPOIN Quell is a big help when your parfy’s armor isn't keeping everyone safe. Use Quell to

ol — | [¥] 5 Subdue reduces enemy Defense and Magic Defense. With
- | |d] 5 Subdue active on enemies, your party’s attacks hit much harder
@] — [ |&] — | and shorten fights considerably.
@ - | ¥ -
%ﬁ RESTRAIN: SLOW THE MOVEMENTS OF ALL FOES. LASTS 3 TURNS.
@] — |[¥[ 6 | Restrain doesn't reduce the number of actions each enemy takes
E] — | [g] = | perround, only the speed at which they take the actions. Unless
B2 ||€]1 you're frustrated that an enemy is consistently performing its
Q| 6 |[®] = | actions before your party does, it's best to save a Scholar’s AP for

other abilities.

*%ﬁ TAME: REDUCE THE ATTACK AND DEFENSE OF ALL FOES TO 1. APPLIES ONLY FOR THAT TURN.

I Bl (@] 3 |[¥[ 7 | Tameis a potentially powerful tool, so each enemy’s vulnerability
_ B| 7 |[d] =] toTameis given in its bestiary listing (in the Enemy Data section of
5 P 3] — |[©] 2 | this guide). The bad news is that most enemies vulnerable to Tame
Q- |I®] 1 aren't enough of a threat fo warrant using it. To get the most out of

S = oL =l
TARGET VALUE |10 (200)

Tame, equip the Hermes Sandals accessory on your Scholar.

acters should use a Crown that's designed o
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SPECALABILITY___[DFAL MORE DAMAGE WITH JOINT ATIACKS!__
Party Hosts are used to get the party to join forces for their attacks.
The Crown’s passive ability boosts damage done with joint attacks,

while three of the four active abilities deal with psyching up the . : '
party. If you like cooperative attacks, include a Party Host. (ROWN ARMOR Party Host Wear (Inrelled/SpinI/Evasion/Magit Evasion +5%)

STATISTICAL MODIFIERS  WEAPON PROFICIENCIES  MAGIC USE

m PASSIVE ABILITY

RECOVERY MAGIC | € With a Party Host in the group, the damage dealt by joint

DEFENSIVE ABILITY attacks is increased by a multiplier, even if the Party Host isn’t
involved in the joint attack. If two characters act together, the

m damage is multiplied by 1.2. If three characters act together,
the multiplier is 1.4. If all four characters attack simultaneously,
the damage is doubled.

Charm is a tough ability to use efficiently. It does psyche up one member of the party,
but in order for that to be useful for an attack, another party member needs to be
psyched up, and using the same attack. As soon as you learn Rouse, you can safely

leave this ability behind.

ol - | [V Rouse boosts every character’s pysche up level by 50. Because of
= (g its speed, it should be activated early in the round, allowing your
- | |&] - other characters the opportunity to strike simultaneously.

@[ 5 | @] -

@] 2 |[¥][ = | Thereare eight possible outcomes when Pot Luck is used.
6 ||d| =
6 [|&] 1
Q| - |[¥] -

Qross Ricovmﬁ_ () ALL ENEMIES DEAD
@[ — |[¥] 3] For3 AP you can psyche up everyone in the party instantly. Hermes
B — [[d] 7 | Sanddlsare a big help if you're trying to get everyone fo act together
7 €] 2 | inthat same turn. Add a Dancer (and Applaud) to the mix, and you
@ = [I¥I 1] canhave two powerful allies acting together every turn!
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M HERO

CROWN OBTAINED_|DEFEAT ROLAN'INROLAN'SSOUL
SPECIAL ABILITY GET PSYCHED UP MORE OFTEN!
Outside of Books and Swords, the Hero is equally adept with every

weapon and magic type. To get the most out of Heroes, equip
swords and let them swing away. Heroes are a good choice for v ‘
back-up healing, so'stick a Cure-style spell in any empty ability slot. CROWN ARMOR: Hero Armor (Strength/Intellect /Spirit +10%)

STATISTICAL MODIFIERS  WEAPON PROFICIENCIES  MAGIC USE R e et
R [13] [Z[sHoxisworo | B ‘ PASSIVE ABILITY
STRENGTH __ 3 |,Z]|sworp A Heroes gain psyche up level at a faster rate than other
INTELLECT 2 ¢ |BOW. B characters.
SPIRIT 1.2
/7 | STAFF B
XISPEAR | B
2 | AXE B
& |Book (<]
& | HARP B
RECKLESS: THROW EVERYTHING YOU HAVE INTO AN ATTACK, BUT WEAKEN YOUR DEFENSE.
\ ACTION POINTS 12 T Reckless deals twice normal damage to a single enemy. The trade-off is a reduction in
ABILITY SPEED |10 Defense to 70% of its value for one turn.
R ONE ENEMY,
JRGETR | Frowy
TARGET VALUE |7 (15)

ACTION POINTS |2 ol - | [¥] 5 Bladeblitz deals 2.5 times normal physical damage, but that
ABILITY SPEED [ 10 el — | [g] 5 damage is divided equally among the enemy targets. The more
R Al 0] - | & - enemies there are, the less damage this ability does to each one.
RGNS (o] — | [®] = E Y
TARGET VALUE [7 (15)
*% WRATH: DELIVER MASSIVE MAGIC DAMAGE TO A SINGLE FOE,

AGoNFONSIEEE (@] — | [#] 6 | Wrath hits with Magic Attack power of 150 and deals non-
ABILITY SPEED |5 H| — ||d| = | elemental damage to a single target.

RG ON 2 |G 1
S YRR i § O 6 @ =
TARGET VALUE |10 (20)

%W FINALE: COMBINE WITH YOUR ALLIES TO DELIVER A COMBINATION ATTACK.

AcionronsEA | [@] 3 |[¥] 7] Think of Finale as a controlled version of allies joining forces in
ABILITY SPEED |5 H| 7 |[d] = | attacks after being psyched up. Each ally attacks the same farget,
mRGEr l200100) ] |B | — ||&] 2 | with the Hero acting last. The damage done is entirely based on
TARGET VALUE ?:OENETNHH' Ql = |[&L 1 | Atiack Power, so Finale is more effective with Crowns like Fighter
and Ninja in the party.
GEAR CHOICE IS VITAL

Statistically, Heroes are well,-rounc"lp?d,‘_!i;ﬁ‘the_ir ubllﬂj;as:lenn Iowurti physical domage. To get the most out of the Hero's abilifies (W}ﬁtﬁ is the exception, iml it hits with a static Magic Attack power, so gearing
foritisn't helpful anyway), pair Strength- and Attack Power-boosting gear with Swords to create a physical damage dynamo ready fo pound enemies at the end of a Finale.



QSPELL FENCER

CROWN OBTAINE
SPECIAL ABILITY

DEFEAT ASMODEUS IN QUICKSAND CASTLE

FOLLOW UP A SPELL WITH AN ATTACK FOR EXTRA DAMAGE'

Spell Fencers shine in areas where enemies you encounter have a

variety of elemental weaknesses. Spell Fencers imbue their weapons

with Black Magic to boost their damage output. On defense, they

sport an ability that allows them to avoid all spell damage!

CROWN ARMOR: Spell Fencer Armor (Strength/Intellect +10%)

PEd Best attack/weapon type  Sword, Spear

STATISTICAL MODIFIERS WEAPON PROFICIENCIES ~ MAGIC USE
HP 113 |/ |SHORTSWORD | B | |OFFENSIVEMAGIC | B |
SRENGTH 114 | [ #[syorn A | [RECOVERYMAGIC | €
lsmrl“ L :g leow B perensive sy
/> | STAFF B | [BAE B
XseEAR. [ A | [ MAGICEVADE B
% | AXE B
&k | cC
& | Harp C

PASSIVE ABILITY

If @ Spell Fencer attacks an enemy that was just hit by a spell,
the damage dealt is doubled. The one condition that must be

met is that the Spell Fencer’s weapon must be imbued with the

same elemental type as the spell that was used.

MAGIC SWORD: CHANGE WEAPON ELEMENT AND STRIKE WITH ATTACK SPELLS,

ACTIONPOINTS |1
ABILITY SPEED |10
TARGET  |SELF
TARGETVALUE _ [5(5)

The Spell Fencer spends one turn applying a Black Magic spell to his or her weapon.
The effect (regardless of the spell used) is considered Level 1, and it inflicts 1.3 fimes

damage.

ACTIONPOINTS (2 | (@] 5 | |V] -
ABILITY SPEED 10 ks | [d] =
TARGET  fseE | |0 - | [&] -
TARGET VALUE 5(10) @ = | [¥] =

ACﬂON POINTS {3 | (@] 6 |[V] -
ABILITY SPEED |10 =) - ||d]| 6
| TARG CseE | (0] 2 |(|€]
TARGETVALUE _ [7.(15) Ol - ||| =

ACTIONPOINTS {3 Q@ 7 ||V] 3

ABILITY SPEED |5 B - | |g=

: 0| - [[©] 2
7 |[€] 1

R | FRONT 9

TARGET VALUE |10 (100)

MAGIC SWORD AHD MYSTIC SWORD SPEI.lS

Tb( nmomff of dambge decll doesn't depend
,?omwjfaﬂn wlutﬁ abilty (Magft Swdi'_ﬂ or My

Tvelve spells:

"wlnd] version of the elementul spell you

woicl) is used,You cun upply nny ofthe

PO

The Spell Fencer spends one turn applying a Black Magic spell
to his or her weapon. The effect (regardless of the spell used) is
considered Level 2 and inflicts 1.6 times damage.

For four turns, lhe Spell Fencer becomes immune to any direct ¥
damage spells. White Magic continues to work normally, as
do spells that inflict negative status effects, including Drain
and Poison.

The first stage of this double attack srikes with Magic Attack
power of 130, with the weapon swing following up immediately
afterward. For 3 AP, you can't beat the amount of damage this

ability inflicts.

29



30

SPECIAL AEILIW GROW STRONGER WlTH EVERY RESURRE(TION'
Monk is an odd Crown fo include in a party. Wearers of this Crown

don’t use any weapon particularly well, nor are they adept at using
magic (despite Intellect and Spirit being the Monk's strongest stats). :
In addition, their abilities rely on the Monk dying, or the other CROWN ARMOR: Monk Robe (Intellect/Spirit +10%)

characters in the party dying.
STATITIGAL MODIFERS _ WEAPON PROFIGENCIES  MAGICUSE PASSIVE ABILITY
70| [ZTshorisworn | € e Each time a Monk falls in battle, his or her Intellect and Spirit
9| [/ SWORD C increase by 2, improving both healing and attack spell power.
) ) 7 lsow c The added stats are lost when the battle ends.
SPIRIT 1.3 . -
/> | STAFF C
o 37 e =
% | AXE C
gk | C
& | HARP C

TOOL: GIVE A DEAD ALLY THE ABILITY TO ATTACK THE FOE.

AGIONPOINS_ |1 Should an ally fall in battle when you lack the resources to bring him or her back fo life,
ABILITY SPEED (10 using Tool at least gives that character the chance to strike back at enemies.
: ONE
TARGET - ALLY
TARGET VAI.UE 5(10)

ACTIONPOINTS . |2 | (@] — | |V]| - Should an ally fall in battle, and can’t be revived, use Implement to
ABILITY SPEED 5 Bio [gh= give that ally the ability to use magic spells. For more information

I ONEN (0] 5 | | & - about which spells are eligible for use while under the influence of
D (o] s | [ef = Implement, check out the Magic Tomes section of this guide.

TARGET VALUE 5(10)

ik* KAMIKAZE: ATTACK FOES AS YOU DIE. THE MORE TIMES YOU HAVE DIED, THE GREATER THE DAMAGE.

ACTION POINTS |1 @1 2 |[¥[ = | The Monk sacrifices his or her life to damage all enemies. The

ABILITY SPEED ]0 &| 6 |[d] =] amountof damage inflicted is determined by the following

:TARGEI' D] 6 |[&]1 formula: character’s level x (four + the number of times the
E“EMIES @| = [I¥] = | character has died during the current fight).

TARGH VALUE 5(15)

‘p[?ﬂf?[? GHOST ARMY: SUMMON AN ARMY OF GHOSTS THAT ATTACKS ALL FOES AND DEALS DEVASTATING DAMAGE.

ACTIONPOINTS |3 3 | Ghost Army deals Magic Damage with a Magic Attack power of
ABILITY SPEED |5 160, with the damage multiplier rate determined by the following
e formula: (1 + [# of times the Monk has died during the battle + 10])

Q€18

TARGET VALUE |10 (50)

O =00
|

lIFE AIID DEA'I'II

Ifyou n plan ahead properly j
Adion Polnl 50 it can I:o used the roumf ihuﬂm ed

k 4-‘-) £



SPE(IAL AB||.|TY — [DEAL EXTRA DAMAGE WHEN USlNG ASH SHTSWORD'
The Dancer works best in a support role, restoring AP each round to
a character who uses a powerful, high AP-cost ability so it can be
used repeatedly.

CROWN ARMOR: Dancer Clothes (Evasion/Spirit +10%)
Best attack/weapon type  Short Sword

STATISTICAL MODIFIERS ~ WEAPON PROFICIENCIES  MAGIC USE PASSIVE ABILITY
MR ; Although dealing damage is not the best use of their AP, the
RECOVERY MAGIC | € best way to inflict damage as a Dancer is fo equip a Short

DEFENSIVE ABILITY Sword and use Attack.

MAGIC EVADE C

DANCE: RECOVER AP MORE OUI(KIY THAN USUAL. LASTS 3 TURNS.

| Dance boosts the Dancer’s AP recovery for three turns. The effect of Dance does not
stack with either Lux or Perform. Once a character learns Perform (or you obtain Lux),
Dance should be set aside.

5 S A Perform causes characters to recover AP twice as fast as normal
cHl| (i) e for three turns. Since Lux provides the same effect (in addition to
— | |&] = | many others), there’s no need to use Perform once Lux has been
=¥l = | obtained.
Q 6 |[¥] =] Sacrificing one of a Dancer's AP to give an ally three AP is a
E| — |[d] 6 | wonderful rade. The target of Applaud is always the character
2 ||©]| 1 | with the lowest AP level when the ability is executed.
Q= || =
TION o Q@[ 7 |[¥] 3| [firading one AP for three seems like a good idea, trading two AP
_ = [[@] = | forfiveis an even better one! Just like Applaud, Ovation’s target
;W‘m | ONEALLY | - |1©] 2 is the character with the least amount of AP when the abilify is
Q|7 |I®] 1 executed.




'DEFEND YOURSELF EVEN BETTER WHEN EQUIPPED WITH A SHIELD!

SPECALABILIY

No Crown comes close to matching a Paladin’s 1.7 HP multiplier.

The extra health is a necessity for Paladins, since their job is to take
blows aimed at other characters. Paladins can do decent physical
damage, combining Sword and Spear proficiency with above-
average Strength.

CROWN ARMOR: Paladin Armor (HP +20%)

PASSIVE ABILITY

When a Paladin equips a shield, his or her Defense is
improved by 50%. Whenyou throw yourself in front of enemy
attacks, you want as much protection as possible!

sunsncu Momnms WEAPON PROFICIENCIES MAGIC uss
HP ~ [17] [ |sHoRTsWoRD | € | |OFFENSIVEMAGIC
STR_EP,‘GTﬂ 141 [Z|swoRD A
INTELLECT |09 I
SPIRIT 1o [GEKEON Lo
/> | STAFF B B
| SPEAR A | [ MAGICEVADE
% | AXE C
4 | BooK c
& | HARP C

COVER: SHELTER A FRIEND FROM ATTACK AND TAKE THE DAMAGE YOURSELF.

ACTION POINTS |1
ABILITY SPEED | 200
TARGET. ONE ALLY
TARGET VALUE_[01(0)

IACTION'POINTS |2 Q| - ||V]5
ABILITY SPEED | 200 Bl = | |dl5
P i (0 — (| ) -
R HEMEs | (o] — | [
TARGET VALUE _ | 20 (500)

When you use Cover, the Paladin selects an ally to protect from one single-target attack.
I's a nice gesture, but when Bait becomes available you can mostly forget about Cover.

Bcif taunts all enemies to focus their attacks on the Paladin. It
won't hold their attention for long, however. Each attack drops
50% off the 500-point Reduced Target Value of this ability.
Depending on the number of enemies attacking, you may need to
refresh Bait every other turn.

%% AVENGE: INCREASE THE DAMAGE YOU INFLICT THE MORE YOU ARE TARGETED FOR ATTACK.

ACTION POINTS {3 Q@ - ||V] 6
ABILITY SPEED |5 CIETREEE
| TARGET | SELF B 2 |[€]
TARGET VALUE [ 0(0) Q| 6 | [®] =
?%‘f?‘&’ LAST STAND: HANG ON TO LIFE FOR SEVERAL TURNS AT HP 1
ACTION POINTS [4 Q| 3 ||V 7
ABILITY SPEED |20 E7 =
TARGET |SELF 0] - ||&] 2
TARGETVALUE [10(100) | |@] = | €] 1
AlIVlIIG SIIIEI.D

Avenge builds up every time the Paladin takes damage. When
activated, Avenge deals damage equal fo (damage taken) x (the
number of times the Paladin was targeted + 100). When Avenge
is used, all these values reset to zero, so wait a few turns before
using it.

Last Stand allows the Paladin to remain alive with 1 HP after being
struck with an attack that would otherwise be fatal. There’s a 20%
chance each turn that the effect will wear off. Last Stand only
works against direct damage attacks; Last Stand does not save the
Paladin from attacks that petrify and cause instant death.

e

Tryfo nmvale lnst Stand first, then Baifeneﬁus mfutusing on the Puludm. Aftera (ew rounds of absorbing enemy attacks, unleash Avenge for 'mmsure of payback. Sneak in a few Attacks when
possi!lo, bul smte thc Pnludins |oB isto ubsod: dumnge, axpect fo speml more. thnn a few rounds uslng Boost fo b|un1 the effett ofi mcommg uﬂud(s; 7



& ALCHEMIST

| CROWN OBTAINED | DEFEAT BEELZEBUB IN THE SKY TOWER ;
SPECIAL ABILITY BOOST THE DAMAGE INFLICTED BY ATTACK ITEMS!

Attack Items, such as Bomb Fragments and Raven’s Yawns, are

the Alchemist’s playground. Every Alchemist ability includes their
use, creation, or modification. If you don’t mind constant inventory

juggling, then Alchemist is a fun Crown fo try. CROWN ARMOR: Alchemist Gown (Defense/Magic Defense /Accuracy/
Magic Accuracy +5%)

n Best attack/weapon type | Items

STATISTICAL MODIFIERS WEAPON PROFICIENCIES MAGIC USE

HP. 1.2 7
L e PASSIVE ABILITY

STRENGTH 1.0 / SWORD C
INTELLECT 1.5 7 sow c Attack Items inflict 50% more damage when used by an
SPIRIT 1.3 i

2 [SIAFF c S Alchemist.

| SPEAR. e MAGI(EVADE

2 | AXE C

4 | ook C

@ | HARP C

EXPERIMENT: TRANSFORM AN ITEM IN YOUR POSSESSION INTO ANOTHER KIND OF ITEM.

o 1 Not carrying the Attack ltem you need to hit an enemy’s weak spot2 Just spend an AP
ACTION POINTS 1 ying Y Y P P

ABILITY SPEED 5 changing it into something else! Your success rate for conversion is (80 + [character's
TARGET SELF level = 6])%.

TARGET VALUE 5(5)

ACTION POINTS. 11 ol liiv= Did you use up your Attack Items in the last battle and didn't get a
ABILITY SPEED 5 | — o= chance to restock? No worries! You can create one item per furn
TARGET SELF 5 1€ - with Forge. Your success rate for creation is (80 + [character’s
TARGET VALUE 5(5) | 5 Q| — level = 10])%.
vb{%% SMELT: COMBINE ITEMS FOR A VARIETY OF DIFFERENT EFFECTS. SMELT RESULTS TABLE
S AGHONPOINTS T3 ol 7 | [V - | IR RESULTING ATTACK _ELEMENT DAMAGE MULTIPLIER
= BOMB FRAGMENT + BOMB FRAGMENT | CLUSTER OF BOMBS FIRE 3
ABILITY SPEED | 15 D619 ANTARCTIC WIND + ANTARCTIC WIND | POLAR WIND WATER 3
TARGET ONE @] 6 ||&]| T | [GAIADRUM+GAIADRUM GROUND CONVULSION | _EARTH 3
: ENEMY O e @ - RAVEN'S YAWN -+ RAVEN'S YAWN OGRE'S SNEEZE AR 3
TARGET VALUE 5(15) GREAT TREE LOG + GREAT TREE LOG___| GREAT TREE FRUIT NONE 4
ZEUS'S WRATH + ZEUS'S WRATH RAGE OF ZEUS LIGHT 4
DARK SIGH + DARK SIGH SIGH OF DARKNESS DARK 3
HOLY BREATH + HOLY BREATH HOLY SHOWER LIGHT 3
HOLY BREATH + DARK SIGH WHIRLPOOL OF CHAOS DARK 5
ANY OTHER COMBINATION STRANGE LIQUID NONE 2
ﬂ"&’?{}{ CAST: THROW ALL THE ATTACK ITEMS YOU CARRY AT THE FOE.
ACTION POINTS |4 Q] - |[¥] 3 This is the super-ultimate Alchemist ability! Every Attack Iltem in the
ABILITY SPEED |5 B = diy7 Alchemist's inventory is launched at a single target. The only thing
TARGET gl:‘EEMY 7 ||©] 2 Cast lacks is the Alchemist shouting the name of each item as it is
A Ql =[] 1
TARGETVALUE |20 (50) thrown at the enemy.
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~BSHAMAN

CROWN OBTAINED

_ | DEFEAT MAMMON IN'THE SUN TEMPLE

SPECIAL ABILITY

AP COST FOR DARK MAGIC REDUCED BY ONE!

The master of Dark Magic is a powerful addition fo parties, especially
in boss fights. Many bosses are vulnerable to Dark Magic’s effects,

and Poison’s consistent 3% damage per round really adds up in a
battle against enemies with health in the thousands.

MAGIC USE

‘MAGl(‘EVADE '

STATISTICAL MODIFIERS WEAPON PROFICIENCIES
HP 12| |# |SHORTSWORD | C
STRENGTH 0.9 / SWORD C
INTELLECT 5 =
SPIRIT 1.2
/> | STAFF B
¢ | SPEAR c
5 | AXE C
& {BooK C
& | HARP C

RITUAL: MAKE YOUR NEXT DARK MAGIC SPELL AFFECT ALL YOUR FOES.

ACTION POINTS 1
ABILITY SPEED 10
TARGET SELF
TARGET VALUE 5(5)

CROWN ARMOR: Shaman Robe (Accuracy/Intellect +10%)

u Best attack/weapon type  Dark Magic

PASSIVE ABILITY

The Action Point saved each time a Shaman uses a Dark

Magic spell allows you to apply more negative status effects to
bosses than with any other Crown.

Whenever there are multiple enemies in the field, use Ritual before delivering any Dark

Magic spell. The loss of the one turn necessary to active Ritual to hit four enemies at

once is a good trade-off.

HEX: MAKE YOUR NEXT DARK MAGIC SPELL MORE POWERFUL AND AFFECT ALL YOUR FOES.

ACTION POINTS |2 Q - | |V] -
ABILITY SPEED 10 B = | [d] =
TARGET | SELF B 5 | [€]| -
TARGET VALUE 5010 |@] 5 | €] =

Hex doesn't necessarily make Dark Magic spells hit harder (not
many deal direct damage); it generally makes it more likely for the
effect of the spell to take hold.

i\f* SPELLBOUND: PREVENT BOTH FRIEND AND FOE ALIKE FROM TAKING ANY ACTIONS. LASTS SEVERAL TURNS.

HEX AND RITUAL

ACTION POINTS.

T

ABILITY SPEED

10

TARGET

ALL ALLIES
AND
ENEMIES

TARGET VALUE

5(15)

—

© (=00

Sle Q|

AGTION POINTS

4

ABILITY SPEED

w

TARGET

ALL ALLIES
AND
ENEMIES

~

©[=(E|0

€18«

—_—N N

TARGET VALUE

30 (200)

With Hex or Ritual active (you never need to have both active ot the same fime), the following
Dark Magic spells can be applied fo all enemies: ;

Save Spellbound for use immediately after applying spells like Lux,
Regen, or anything that restores HP (there’s no AP recovery for
characters while under the effect of Spellbound). Each combatant
(friend and foe) affected by Spellbound has a 20% chance, each
turn, to shake off its effect.

Not all enemies are vulnerable fo this ability, so check the enemy
listing before you try out Forbidden Art. Ideally, you would inflict
Poison on all the enemies, then hit them with Forbidden Art as the
last action in a furn. It's also in your interest to have Regen or Lux
active so your party gefs in a fick of healing before another round

of combat begins (in the event an enemy resists Forbidden Art).

[ Break [ FHash
(onfuse Poison
[Curse [ Silence__
Death Sleep
Drain_ Suppress



CROWN OBTAINED | DEFEAT SATAN IN THE MAGIC LABORATORY
SPECIAL ABILITY. DEAL EXTRA DAMAGE WHEN USING A SWORD!
How good are Dark Fencers at dealing damage? That depends on

how good you are at keeping them healed. There are three Dark
Fencer abilities allowing them to sacrifice their own HP to deal exira 4 ¥
damage to enemies. If they aren’t healed after their HP-depleting CROWN ARMOR: Dark Fencer Armor (Attack Power /Strength +10%)

attacks, they become far less effective.
STATISTICAL MODIFIERS _ WEAPON PROFICIENGES_ MAGIC USE PASSIVE ABILITY
= T A | [OFEE IGRINEN Dark Fencers love swords, and are very effective with them.
% That being said, don't shy away from the use of Axes when
 |BoV one with Attack Power far superior to any Swords becomes
Z& (EVADE available.
Vit MAGIC EVADE
%
ook | c
@ | HARP C

DARKSIDE: SACRIFICE SOME OF YOUR OWN HP TO DEAL HEAVY DAMAGE TO A FOE.
CACHION POINTS |1 The Dark Fencer sacrifices 20% of his or her maximum HP to increase damage output

ABILITY SPEED

against a single enemy. If the Dark Fencer is under 20% of maximum HP, the attack

results in the character’s death.

RS £
TARGET VALUE 110 (10)

AGTION POINTS 12 @ — | [¥] =] The Dcrk Fencer sacrifices 30% of his or her maximum HP to
ABILITY.SPEED |10 B2 [gi= increase damage output and attack all enemies. If the Dark

. 5 | 1€ - Fencer is under 30% of maximum HP, the attack results in the
— ~t 2 9] 5 | @] = character’s death.

TARGET VALUE {10 (15)

_ | The lower the Dark Fencer’s HP is (in relation to maximum HP),
the more damage he or she deals. The damage scales up as HP
drops, but it caps out at double damage.

Iﬁu POINTS

ABlUTY SPEED

=)
| |e~ o~ N
ge|1.d

V] 3 Amok works better the closer the Dark Fencer's HP is to maximum.,
d| 7 | Atmost the Dark Fencer performs five attacks. Regardless of how
©| 2 | many attacks are performed, the Dark Fencer always ends with 1
@I 1| HP left after using Amok.

0% ¢ mheulth. With health below 40%, use

ted healer being unable fo restore the
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SPE(IAL ABIlITY A'ITKK WITH GREATER POWER WHEN EQUIPPED WITH A NEEDLE!

Unless you've been fortunate with weapon and armor drops from

enemies, Seamstress is an expensive Crown to use. Until a needle

is obtained, Seamstress is more of a “for fun” Crown to use. Their CROWN ARMOR: Seamstress Clothes (Defense +7,-;4agit Dafonse +7,
abilities are just that odd, and their damage is dependent on using a Defense,/Magic Defense,/Evade/Magic Evade +5%)

needle as a weapon.
STATISTICAL MODIHERS WEAPON PROFICIENCIES MAGIC USE

[Pl Best attack/weapon type  Needle

WP |1.2| |/ [SHORTSWORD | C | |OFFENSIVEMAGIC PASSIVE ABILITY

IS!:'I;ETI.(;TC}I'{ : o | SWORD C RECOVERY MAGIC A Seamstress wielding a needle does triple damage. Needles

HEL [ Cclpow | c DEFENSIVE ABllITY are hard to obtain (they're available only in the Extra Dungeons)
/> | STAFF c| [m | but worth the effort if you want to include a Seamstress in your
€ |SPEAR c MAGI( EVADE party.
2 | AXE c
4 [Book c
@ | HARP C

PATCHED UP: PATCH ALL YOUR NON-UPGRADED ARMOR TOGETHER FOR BETTER PROTECTION.
AGIONPONTS 11 Seamstresses use Patched Up to layer armor and shields to their existing equipment
ABILITY SPEED 10 for a defensive boost. The attached item must be in the Seamstress’s inventory, and it's
ITARGET. . "|SEIF | consumed as soon as it is attached. Note that this upgrade applies to Defense only,
TARGET VAlUE 10(10) | Magic Defense is not affected.

%% STITCHED UP: PATCH ALL YOUR NON-UPGRADED WEAPONS TOGETHER FOR A STRONGER ATTACK.

TACTION POINTS |2 ol - | [¥] s Stitched Up works similarly to Patched Up, except with weapons.
ABILITY SPEED 10 Bl = | [d] 5 A weapon from the Seamstress's inventory is temporarily attached
TARGET  [SELF 0l - ||&] = to the character’s current weapon, and is consumed in the
TARGET VALUE |10 (15) ol - | ¥ = process. The increase applies only to Attack Power, not Magic
Attack Power.

ﬁ% REFURBISH: BRING ONE ALLY BACK TO LIFE.
ACTION POINTS |3 @ — |[¥] 6 | Refurbish works just like the White Magic spell Arise, but for one
ABILITY SPEED 10 B - |[d]| = less AP. The revived character comes back to life with full HP.
TARGET | 0f 2 ||&]1
TARGET VALUE Im (20) Q6 |1¥] -

*%ﬁ SEW TOGETHER: SEW YOURSELF AND AN ALLY TOGETHER TO COMBINE YOUR STATUS LEVELS.

naonPonsT s [@] 3 |[¥] 7 | Sew Together fuses the Seamstress and one other party member
ABILITY SPEED |5 B 7 ||d]| = into a character with much higher stats. The lower-level character
TARGET  [ONEALLY — [|©] 2 | involved in Sew Together fades from the screen until the end' of the
TARGETVALUE  [30(200) | |@| — | 2] 1 bale!

/e exira Weapons, Shields, or Armor fo sacrifice fo
, and it's a different story.

’ d\emlsts go through Atlutk Items in’ bunches Ienving equipmem for Seumsttesses lf you do

Sulve-makars use up exira restorahv‘
siqniﬂtumly Fquipa needle nnd sluH a few extraneous weapons mio the. Saumstress s invent

Seum;gss,nbllmes, it redyces their ef




& BEASTMASTER

CROWN OBTAINED | SCORE 250 POINTS AT THE MATH GAME IN INVIDIA
SPECIAL ABILITY MAKE YOUR ALLIES STRONGER WHEN IN ANIMAL FORM!
If you enjoy running around with all your characters in animal form,

you should always have one character set as a Beastmaster. To get
the most out of a party comprising three animals and a Beastmaster,

choose mainly physical attack Crowns, such as Fighter or Paladin. CROWN ARMOR: Beastmasters Coast (Defense/Magic Defense +5%, Strength +10%)
The damage from Command is physical, not magical. [« e s
STATISTICAL MODIFIERS . WEAPON PROFICIENCIES MAGIC USE = PASSIVE ABILITY
L 131 | # |sHORTSWORD | B In animal form each character’s Strength, Intellect, and Spirit
STRENGTH 1.3 # | SWORD B 2 )
TG R T are reduced fo 70% of the regular values. With a Beastmaster
SPIRIT 1.1 ) BOWE iL( in the party, characters in animal form have their stats
ZUSIRE ‘ G doubled, meaning they're 40% higher than the stats they'd
X | SPEAR 1€ | [MAGICEVADE :
have in human form.
2 | AXE A
4 | 800k e
@ | HARP C

CAPTURE: CAPTURE A MONSTER. WEAKENED MONSTERS ARE EASIER TO CATCH.
SIC: MAKE A CAPTURED MONSTER ATTACK THE ENEMY.

T When an enemy has less than 10% of its maximum HP, use Capture to tuck that creature
ACTIONPOINTS [1 i P

away for later use. When that happens, the Capture command is switched with Sic. Use
ABILITY SPEED |10 Y PP P
TARGEI' ~ |oNE Sic to send your Captured enemy fo attack other creatures. Each Captured enemy can
Sl EN(IEMT)Y/d be used for Sic three times.
TARGET VALUE 10(20)

* GEN TLE: ATTACK THE FOE WITHOUT KILLING IT,

ACTIONPOINTS |2~
ABILITY SPEED |10 _

2 Use Gentle when there’s a particular enemy you want to Capture,
o but it's too close to death o risk hitting it with a regular atfack.

Cl=lglo
v |

gleal<
|

m When Command is used, all party members in animal form attack
— | anenemy, with the Beastmaster (who can remain in human form)
delivering a final blow. Just think of it as the furry version of the
Hero ability Finale. All other characters will still perform their own
actions in addition to joining in on Command.

ACTIONPOINTS |3~
ABIIJTY SPEED 10

()
| |o~ e |

f|e 8[|«

ACTION POINTS |2 Q| — |[¥] 3] Turncoatis a more powerful version of Sic. It deals four times as
ABILITY SPEED |5 B — [|d] 7 | muchdamage, but the captured enemy is used up in the process.
TARGET ?I%IEEMY B (0] 7 ||C] 2 The good news is that the creature does the same amount of
‘fARGETVALUE \10 (100) Q| = |[¥] 1] damage regardless of having been used for Sic previously.

AIIIMAI.S, AIIIMAI.S,.AIIIMAI.S EVERYWIIERE

With a Beustmoslet in the party, every ol
of pupples, bunnies, and hﬂens distmdyou‘fmml r mission!

quer'ious damage. Just don't let the cuteness
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SPECIAL ABILITY _

ENJOY ENHANCED STATS WHEN IN THE PRESENCE OF ABARDL

While Musicians are slightly better in groups that focus on magic
damage, the buffs they provide are incredible. Best of all, the
benefits of their three initial abilities stack with what is provided

through Oratorio!

CROWN ARMOR: Musician Robes (Spirit +10%, Evade/Magic Evade +5%)

Best attack/weapon type  Harp

PASSIVE ABILITY

Anytime a Bard is in the same group as a Musician, the

Musician’s Strength, Intellect, and Spirit are increased
by 10%.

STATISTICAL MODIFIERS WEAPON PROFICIENCIES MAGIC USE
HPES R {11 |# |SHORTSWORD | € MaGiC | €
STRENGTH ) 019 / SWORD Cc
INTELLECT s p e | ra e P | S
SPIRIT__ 14| (ERBONESEIRG
/> | STAFF C | [EiE
Alseear - [ €| [MaGICEVADE
2 | AXE C
&lpook | cC
@ | HARP A

SERENADE: GRANT REGEN TO YOUR WHOLE PARTY FOR 3 TURNS.
ACIONPONTS [2

ABILITY SPEED

15

TARGET

[ ALCALLIES

TARGET VALUE

3(5)

For three turns, each member of the party regenerates 20% of their total HP at the start
of each turn. Even better, it stacks with other HP-regenerating abilities.

5 For three turns, Nocturne doubles the party’s Magic Attack power.

ACTION POINTS |2 Q- ||Vv
ABILITYSPEED 100 o —||d

| ALL - | & -
TARGET - |Atties i B
TARGETVAI.UE 3(10)

N Nocture works well with Ditty, and you always have a Bard in the

group with your Musician, righte

For three turns, March increases everyone's Action Value by 60.

ACTIONPOINTS {3 @ - [|V] 6

ABILITY SPEED |30 & — |[@] =] That's a big boost, and allows your characters to act before most
TARGET  ALLALLIES | 2 ||&] 1 enemies as long as it's active.

TARGET VALUE |5 (15) @l 6 |9 -

7&7%% ORATORIO: GRANT YOUR PARTY REGEN. BOOST ATTACK, MAGIC ATTACK, AND SPEED FOR 5 TURNS.

ﬂnoffodsﬁunOmhriommh&nwﬂhSuﬂwdo,Nddm and : a
Mns(myoulnmmnthe'_, _;wnhnn*mmmm)udmlummmmmmmmmmm

ACTION POINTS

ABILITY SPEED

5

TARGET VALUE

TARGET

10(100)

ALLALLES

@l 3 |[¥]7 For five turns, Oratorio restores 10% of everyone’s maximum

7 || HP, Attack and Magic Attack power are increased by 50%, and
— ||&] 2 | Action Value is increased by 30.

@ =&l
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| DEFEAT KRINIH IN MOONSAND RUINS

SPECIAL ABILITY _

ENCOUNTER FEWER MONSTERS!

Placing a Ninja in your party adds powerful sword attacks and a

reduction in the number of random enemy encounters. Ninja thrive
when their Evasion is boosted fo the point where they’re almost
untouchable. Evasion helps out two of their powerful abilities, so it's
worth it fo boost it through equipment as much as possible.

CROWN ARMOR: Ninja Uniform (Evasion +20%)
PASSIVE ABILITY

It's great that you can go through dungeons and have fewer
random encounters when all you want is fo get to the next

staircase or find the next boss fight. The downside is that you
_can't turn off this ability. If you’re wandering the World Map

because you want to get some experience or gather some

MOVING TARGET: BOOST YOUR OWN ABILITY TO EVADE ATTACKS.

ACTONFONTS |1~
ABILITY SPEED |15

TARGET _[SELF
TARGETVALUE |5 (10)

smnsnal MODIFIERS WEAPON PROFICIENCIES ~ MAGIC USE
Hee: |13 |/ |SHORTSWORD | B | [OFFENSIVEN
,,ST_“ENG”'., 114 1 .7 |sworp A
e ol DEFNSIVE ABILTY
/2 SWF____ | B R
JISPEAR | € | [MAGICEVADE
% AXE c
&k | c
& |Hare c

extra gems, keep the Ninja at home.

Moving Target increases the Ninja’s Evasion score by an increasing amount. The first
application boosts Evasion by 10%, the second by 20%, and the third (and final)
increase is by 40%. All three effects stack, resulting in a total 70% increase. Even better,
the effect lasts the duration of the batile.

ACTIONPOINTS |2 Q| - | |Vv] -
ABILITY SPEED 100 = T=
| TARGE _[SELF 5 | (@] -
TARGET VALUE 705 &[5 | [ =

Target Dummy creates two shadowy copies that draw physical
attacks away from the Ninja. So long as this ability is active (each
miss removes a copy), the Ninja is immune to physical attacks.
The downside is that you must wait for the entire effect to fade
before it can be reapplied. This sometimes causes problems when
you're facing bosses that act multiple times per turn.

%* COUNTER: UNLEASH A COUNTER- ATTACK WHENEVER YOU EVADE A BLOW. LASTS 4 TURNS.

ACTION POINTS |3 Q| 2 ||V| -
ABILITY SPEED = 6 |[g] =
TARGET  [SELF B 6 ||&]
TARGET VALUE Q| = ||| =

©|=|Le

€19/«

Reason number one to boost a Ninja’s evasion: for four turns,
any physical attack directed at the Ninja that a misses triggers an
immediate counterattack.

nghtnmg Fists attacks 2 + (Evasion + 5) times, up to a maximum
of five times. While each strike hits a single enemy, the attack will

. change targets should the first enemy fall before the Ninja reaches

the number of attacks from Lightning Fists.
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SPECIAL ABILITY

BOOST THE EFFECTS OF MAGIC BOTH BLACK AND Wi

They're not the hardiest of characters, but Sages are versatile

magic-wielding dynamos. They’re equally adept with Black
Magic and White Magic, and their Intellect and Spirit multipliers

CROWN ARMOR: Sage Robe (Magic Accuracy +20%)

Bl Best attack/weapon type  Black Magic

PASSIVE ABILITY

Only Sages have top ratings with both Black Magic and
White Magic. You can set:them up to be more than adequate

with either type of magic, and they won't disappoint you.

are identicall
STATISTICAL MODIFIERS WEAPON PROFICIENCIES  MAGIC USE
B 0] [#[stortswor | c | [ERERSI
SIRENGTH __[0.7 | [ Z[sworD e
g s S TR
PIRIT 15
LlsuE | B
A SPEAR.—. el ool MAGI( EVADE
"_ AXE §ijkc
@ | HARP c

SPELL AGAIN: KEEP CASTING SPELLS UNTIL ALL YOUR AP IS CONSUMED. APPLIES NEXT TURN ONLY.
In the turn after Spell Again is used, you must cast a combination of spells that have
an aggregate AP cost of five. You could potentially cast five spells, provided they're all

ACTION POINTS |1
ABILITY SPEED |10
TARGET  |SELF
TARGETVALUE __ [5(5)

one-AP spells. Duplicating a spell is permitted.

ACTIONPOINTS |2 Q 5 | |V] -
ABILITY SPEED 10 & 5 | |d]| =
[ TARGETMISELEN (0] - | |©] -
TARGET VALUE 50100 | = | €] =

If your Sage is more offensively minded, Diligence is the way to
go. The lowered AP cost for Black Magic spells goes a long way
when combined with Spell Again.

ﬁ%}f BETTERMENT: DURING THE BATTLE, REDUCE WHITE MAGIC AP CONSUMPTION BY1.

Acrioneomts gz | [@] 6 |[V] -
ABILITY SPEED |10 bl — [|d] 6
TARGET  [SELF 0| 2 [[{€]
TARGET VALUE _ [5(15) Q - | |¥] =

The Sage takes a page out of the White Mage’s playbook with
Betterment. If you plan on using White Magic fairly often through
the battle, activate this ability as early as possible.

%E?W GOOD AND EVIL: SUMMON A HOLY LIGHT TO DAMAGE ALL FOES AND HEAL ALL ALLIES.

ACTION POINTS

7

ABILITY SPEED

w

e

* |ALLALLIES
AND
ENEMIES

TARGET VALUE

20 (150)

I.IMII'ED BY ABII.I“ SLOTS
Sages are incredibly versafile, bmmhoplyslxumyslols availoble, you really should focus on either Black Magic orWhhMugit. lfyou don't, yuu’rs stuck with a Sage who either misses out on some
 of spells.

great Crown abilifes, or hos an maedibly limited

()

O =

9|€|1Q|<
—|ra ]

The initial portion of the spell sirikes all enemies with 120 Magic
Attack power and Light-based damage. The damage done is
increased by an additional 50%. After the attack, the damage
done to the enemies is transferred to the party in the form of
restored HP.

44»"-324_:

Pick one type of mngic,ﬂdmp either Diligente or Betterment (whithever one you dnn’t need) and fill out the three open spots wﬂh either upproprim:raﬂomnon spells or deadly Black Magic spells. Let
~_upcoming emunlersgunde your choices, but 1 fry’ fo kaep at least one spell that costs only 2 AP. With Spell Again, you can ulwuys use if mullip!e fimes! :



GROW MORE POWERFUL THE MORE TIME YOU SPEND
PLAYING THE GAME!

Scribes thrive on the metaphysical aspects of the game. Instead of

SPECIAL ABILITY

drawing their power from the magic or weapons of the world, they , ‘,
become more powerful in relation to the amount of time you spend CROWN ARMOR: Scribe Gown (Strength,/Intllect/Spiit +5%)

playing the game! Best attack/weapon type ' INone

STATISTICAL MODIFERS _ WEAPON PROFICENCIES  MAGICUSE PASSIVE ABILITY

iy
m

A Scribe'’s Strength, Intellect, and Spirit increase as you play
the game and perform certain functions.

o STRENGTH BONUS: # of batiles divided by 499
o INTELLECT BONUS: # of searches divided by 499
o SPIRIT BONUS: # of steps divided by 4999

INTELLEC. |10 |
sPRT_ (1.0 ]

TIME: UNLEASH A POWERFUL ATTACK. WORKS BETTER THE LONGER YOU HAVE PLAYED THE GAME.
Time initiates a string of 10 physical strikes. The success of your attacks is equal to
(character’s level + playing time [rounded fo a full minute] + 2)%.

5 The N\oglc Attack power of Wireless is equal to your total battle
5 points + 15. Keep in mind that your total battle points is not your
current total, but the total you have earned playing multiplayer.

©|=|0|e
1]

Q|10
|

Q - 1[V] & Crown clears oll negative status effects (save death) and also

E| — |[d] = | restores HP to its target. The amount of HP restored is relafed fo how
0] 2 g 1 much that character has enhanced his or her crowns. If all Crowns
Q| 6 =

are at Level 3, then he or she will have 100% HP recovery.

A (@] 3 |[¥] 7 | The improvements from Completion are tied to your progress on
ABILITY SPEED _ 1 ||d]| = | theloading screen. Meefing each of the following requirements
S SHE - [|&] 2 improves your Completion score:
@ - |1 :
9,999,999 gil on hand © Open 100% of treasure chests
© (lear oll Exira Dungeons ® Get one of every item
© Have every Crown af Level 3 © While in animal form, speak fo every animal

o Strengthen any Armor, Shield, or Weapon fo +99
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‘ SPE(lAL'ABIUTY MAKE THE MOST OF YOUR ABII.ITIES'
The trick with Storytellers is fo figure out combinations of abilities

that work well together. Characters can only use abilities they have

unlocked for themselves. Use the tips from the other Crown sections

to build powerful Storytellers. After you make your ability choices, Crown Armor: Storyteller Robe (Defense +5, Magic Defense +4, All Stats +5%)
select equipment that complements them best.
STATISTICAL MODIFIERS _ WEAPON PROFICENCES  MAGIC USE PASSIVE ABILITY
ITH 0] [#Tshorisworo | B | [OFFENSNEMAGIC | B Storytellers have no abilities of their own, but they allow a
SI'RENGTH 1.0 Z | SWorRD B RECOVERY MAGIC B character to use the abilities unlocked by improving other
—-———'S'g::';m s ¥ | VAR DEFENSIVE ABILTY SR
/7 | STAFF B e [ - 3
AR | B AGIC EVADE
‘ [ % |AXE B
X 4 [ook B
& | HARP B

THE FOLLOWING ABILITIES ARE AVAILABLE TO EVERYONE, PROVIDED YOU HAVE UNLOCKED THE PROPER CROWN.

* %lf*ék *éh“d?;?

Q| 5 ||Vl - Q| 6 b Q V| 3
E 5 | [d] = Ei—ab D-Q_
0] - | €] = 0] 2 ||&] 1 0| - ||&] 2
Q- |l = Dl —|[&l = @7 |®1

gy

BUILDING A BETTER S'I'ORY'I'EI.IER

You can make an essentially immortal Storyteller with one ability, the right equipment, and a huge bank account. ﬂm Mefdmm bblhy Ransom und suffiuam gil means the Storyfeller will never die as a result
of domage done by attacks, abilfies, or spels. Equip a Ribbon or the Shield of Light and the Storyteller is immune to negative status effects. The Monk abilties Tool and Implement are worth investigfing in
this setup s well. In a nasty boss ﬁghl, it saves you the effort of bringing allies back to life just fo watch them die again in the same ound.



The following table is a quick summary of the abilities available to the Storyteller, listed by Crown and Crown Level.

DESCRIPTION

DESCRIPTION

KK

DESCRIPTION

* Kk % DESCRIPTION

Transform an item in your . P .
y : S : Create a random attack ifem Combine items for a variety Throw all the attack items you carry
Alchemist Experiment z}’?:::zo" into another kind Forge | ondadd itto your belongings. Smelt of different effects. e at the foe.
> : = = R
Bandit Steal I"Y'h: ?::ﬂ an item from one Plunder KYE ;:::ed on tem from ll Deadly Blow ::s;'l;‘z mw:ll::; ;';id;'; i?:'h Pillage | Steal an item from a foe - guaranteed.
Sing a song fo raise your : : Sing a song to raise your 3 .
X 7 Sing a song fo raise your : ; ; Sing a sad song that stops your foes in
Bard Ditty gulru?'nss.uﬂu(k power. Lasts Motet party’s defense. Lasts 3 furns. Aria guirg“ss status attributes. Lasts Fugue their fracks. Lasts only opn eytum.
? Make all party members :
Beastmaster | Capture/ Sic m?:‘?(t:;:zmsld;nomler Gentle c:'"?;: :'he foo without Command | in animal form attack the Turncont :A:Il:e  coptured moster attock s
: & enemy. ALY 3
Make your next attack spell Make your next attack spell Enable your enfire party fo g 2
Black Mage | Magic Mojo inflit't more damage than Spell Focus irl:flid a |o; more damage Mirror | deflect spells back at the Magic Might 5‘;;'[‘;;:;9"’)’ attack spellogainst o
usual. than usual. enemy. :
: : ~ | Make your allies recover their . ;
Dancer  [Dance :‘;;:V:;uﬁlp m:: 5"::.‘::1'! Perform ﬁl: z(gt: quickly than usual. Applaud :;Lclmse one ally’s AP by 3 Ovation | Restore all of one ally’s AP:
R : sts 3 turns. i & i :
Sacrifice some of your own Sacrifice some of your own : :
Dark Fencer [ Darkside [ HP to deal heavy damage Darker Side | HP to deal heavy domage to Eye foran | Make your attacks stronger os Amok Unleash purks:de repeatedly until ol
Yool all foes. Eye your HP falls. your HP is consumed.
y Enhance the effects of allies’ Greatly enhance the effects of ; ]
il . 3 i 2 . | Enhance your party’s Unleash a storm of element attacks
lementalist | Augment ;all’::"n:m atlacks. Lasts 4 Amplify :II'iue?n:lementuﬂad(s. Losts | Mysterio | o e to eremem attacks. Elemental e
Fahle 0 Gk [ 0 B o | oo IR BRI oo | st Yoo WE ot e il R e e e
; : } ; ; e chain.
Throw everthing you have > 3 : = i
Hero | Reckless  |info an attack, but weaken Bladeblitz Strike at the enfire enemy. Wrath Deliver ossVe moic Finale Combine ith your v.‘.'“'“ fo deliver a
party. damage to a single foe. = | combination atfack.
your defense. : )
2 : : Find gems in the midst of Each time you are struck ; f ;
Merchant Finder !F’Ln't'ilgems in the mids? of Keeper | battle more effectively than Ransom | by an attack, pay a ransom | Money Talks Infict damage i proportion o the
: with Finder.... Maybe. instead of taking domage. amoun of money you own.
3 {5 : Attack foes as you die. The 3
Monk Tool Give  dead ally the ability fo [~/ ement. | Give a dead ally the ability fo Kamik i beieisd Gh Summon an army of ghosts that atfacks
: attack the foe. P use magic QT dze s more times yotiny Cled, 05t AT |1 foes tnd deals devastating d
% the greater the domage. ey D g oge,
o G i ¢ i {
Moidon |soenade | NS YUV | Nocume |GV POV | M | v oy, || Ot | SO Yot gy Regr, ot
z o ‘ Create a copy of yourself Unleash a counter-attack 3
Ninjo' {%‘:;:;9 23:;:’:3:’; (f(:" abitylo ‘ Jﬁﬁ:‘; 50 you can evade physical Counter. | whenever you evade a blow. UQF';STS'"Q u:::“’:' rgpeu:ﬁd I“'?.'!F"S;i;“':h_"?"?'
atiacks. Makes 2 copies. Lasts 4 turns. Jounevslon, 1o ongenine clus
Shelter a friend from attack Draw the foe’s atfention so Increase the domage you ;
Paladin Cover and Iull(fe the damage Bait  |you l;(e(ome the target of their| ~ Avenge | inflict the more you are Last Stand | Hang on fo fife for several turns ot
yourself. attacks. targeted for attack.
; h inth ing wi ? i
Party Host | Charm Psych up asingle ally. Rouse ::yr:y SR Aeryone i lie Pot Luck ?:r";z?:_"g will happen, that' Go Team Go! | Psych up everyone in the party - a lof!
Ensure that every attack : Inflict heavy damage on all : : % s i
Ranger Target E'n§|1(1 1) .'thui' every attock Snipe | strikes its farget - with extra Covering the foes at the beginning of Smshing | Deliver a single, mighty blow against
strikes its target. damage. Fire A Blow the enemy.
Keep casting spells until all During the batile, reduce During the battle, reduce
Sage Spell Again you: :\P is rolnsumed. Applies | Diligence ll;lurik magic AP cénsumpllan | Betterment :hite magic AP consumption Go%(\!ﬁrnd zﬁrdnll:::{ :“h :Imith ' 9 dnmqgg all foes
next turn only. A P ; y 1. ! D
Do not consume recovery y Change recovery items info -
Saleaker | Dissensary: Iiemanin them. Health Make recovery ifems work on S ; ik, Raise the party’s level by one for the
pensary et :'lll, s)tou use them eallhcare o\ rvone in e party; Poison Pill 5:::::; :.nd use them fo inflict | Level Serum duration of the batile.
Sl quell Reduce the attack power of Reduce the defense of all foes . | Slow the movements of all Redute the attack and defense of all
0 all foes by half. Lasts 3 turns. Subdue by half. Lasts 3 turns. Restrain foes. Lasts 3 turns. Tome foes to 1. Applies only for that furn.
: Unleash a powerful attack. Unleash @ magic attack. Heal one ally’s HP. Amount
Scribe Time Works better the longer you Wireless | Works better the longer you Crown | recovered depends on Complefion Boost your stafus levels. Works better as
have played the game. play multiplayer. everyone's crown levels. you complete more of the game.
; Patch all your non-upgraded - | Patch all your non-upgraded ; :
Seamsiress | Patched up ::::::t::gelher for better Stitched up geopons ;;ge:her fora Refurhish | Bring one ally back fo/life. | Sew Together f:xb‘;::';ﬂ:r";:&' I‘;‘z I’s°9°'.h°' fo
b ronger attac g
i Make your next dark magic Make your next dark magic Prevent both friend and foe Forbidd 5 .
Shaman Ritual Il affect all Curse | spell more powerful and affect | Spellbound |alike from taking any actions. | "°rie¢en Reduce the HP of friend and foe alike
spell affedt ol your foes. all your foes Lasts several turns. At fol.
Change weapon element. A - [ Nullify the effects l.Jf attack
Spell Fencer | Magic Sword | Chinge Weapon element and & : Magic : i Cast.an attack spell and strike with your
pe g stike wih attack spells Mystic Sword m:;?c%?oerd. | version of Tt ;p:!lrsn :f:st against you. Lasts | Magic Infuse i e y
R B . . 0y . . -
Wayfarer Runaway d:;‘. and live fo fight another Escape :R: 23::1:;!;‘;;?:&:23?“ Recovery | Recover some HP each furn. F';?:gdm z:z‘g("mg;’:; travel companion fo
; Make your next healing spell 2 3 S
White Mage | Healthgiver Make your next healing spell Hteoiest mote gowe o5 hndivs sgn Hide. [Hide from the foes so they Mirade | Give your allies a big HP boost and cure
work on all your allies. Voo will not attack you. all their ailments.

2,4‘; ‘ggm". e
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Even though every character can equip every {ype of weapon,
it pays to know which weapons each job {ype uses best.

Use the information on the following pages, as well as the
Crowns section of the

guide, to match the best
weapons {o your party's
Crown choices.




Weapons boughtf with A
Multiplayer Points T i
t p ‘y P t BEST AXE CROWNS DARK FENCER, BEASTMASTER
For any weapon marked for sale from the Mutiplayer Shop, the FIRST TARGET FRONT

value in the ‘Buy’ column indicates how many multiplayer points are
required fo purchase the item. These items can’t be sold to vendors,

Axes are consistently at the top of the attack value chart
whenever you find one during the adventure, but they have low
but otherwise work the same as the other weapons. | accuracy scores. If you want to use an Axe effectively, consider
J items that boost Accuracy (such as Bandit Gear or a Sniper Ring)

to go along with it.

All weapon types have a preferred initial target line (Front or Rear).

If you're concerned about focusing your efforts on defeating one %ARES

enemy at a time, equip weapons that TATIAGK T
attack the same line. MAGIC ATTACK =
G ACCURACY 90
MAGIC ACCURACY 100
=3 ELEMENTAL MODIFIER — 2
RTIE g INFLICTS — A |
= . ' CHANGES WHEN ATTACK MAGIC ATTACK VALUE g
IMPROVED +] = +50
PURCHASE | — MULTIPLAYER SHOP — GUERA
SELL 855 OBTAINED =

@EAR [H AXE
q 3 ATTACK 6
MAGIC ATTACK -
x i ACCURACY. 85
g ; 1 MAGIC ACCURACY 85
2 ELEMENTAL MODIFIER | EARTH LV.1
f\ A £ : INFLICTS =
" 7 ////, 3 W (T ATTACK MAGIC ATTACK VALUE
AR ?’ ‘ AN IMPROVED [ = +50
; . - AN st A ovcr — vock ol 1)
< $ Z e = [A]
- o - q /
( 1"
‘ < % FIRE AXE
e P © [ATACK 12
g ~., { MAGIC ATTACK -
/4 2 e j ACCURACY 85
R/ A \ MAGIC ACCURACY 85
; - ' ELEMENTAL MODIFIER | FIRELV.1
A ( ot \  [INFUCTS -~
= N ATTACK MAGIC ATTACK VALUE
pe = A : PROVED +1 — +50
4 : a0 7PN PURCHASE [1220 e SOLD — LIBERTETOWN
% 0 - | SEL 244 SOLD — INVIDIA
("”’”"“\\ -, -
L/ rit. v S— 3

A SOy
A ye- AN A AN
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% HATCHET 3% SHINING AXE
ATTACK 3 ATTACK 11
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 85 ACCURACY 85
MAGIC ACCURACY 85 MAGIC ACCURACY 85
ELEMENTAL MODIFIER — = ELEMENTAL MODIFIER LIGHT LV.1
INFLICTS — INFLICTS —
A ATTACK MAGIC ATTACK VALUE ATTACK MAGIC ATTACK VALUE
PROVED +1 ln +50 PROVED +1 e +50
PURCHASE | 255 08 SOLD — URBETH PURCHASE | 1135 ORTAINED SOLD — SPELVIA
SELL 51 CHEST — NORTH CAVES SELL 227 . CHEST — SPELVIA DUNGEONS
% HERCULES & STORMAXE
ATTACK 50 ATTACK 12
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 10 ACCURACY 85 T
MAGIC ACCURACY 10 MAGIC ACCURACY 85
ELEMENTAL MODIFIER — s : ELEMENTAL MODIFIER WIND LV1
INFLICTS — INFLICTS —
CHANGES WHEN ATTACK MAGICATTACK VALUE A ATTACK MAGIC ATTACK VALUE
IMPROVED +1 =X +50 PROVED +1 = +50
| IMRROVED__ | WPROVED |
PURCHASE — OBTAINED MULTIPLAYER SHOP — GUERA PURCHASE | 1220 OBTAINED SOLD — TOWN OF HORNE
SELL 1500 — SELL 244 : =
% HYDRAXE 3% THUNDER AXE
ATTACK 8 ATTACK 6
MAGIC ATTACK — MAGIC ATTACK — ; L
ACCURACY 85 a ACCURACY 85
MAGIC ACCURACY 85 Ry 3 MAGIC ACCURACY 85 ar }‘”"‘"’
ELEMENTAL MODIFIER | WATER LV.1 i ELEMENTAL MODIFIER LIGHT LV.1
INFLICTS — INFLICTS PARALYSIS(20%)
A ATTACK MAGICATTACK VALUE A ATTACK MAGIC ATTACK VALUE
PROVED +1 — +50 PROVED +1 — +50
PURCHASE — OBTAINED STEAL — TROLLUD [A] PURCHASE — OBTAINED CHEST — HUNTING CAVES
SELL 176 FOUND — URBETH SELL 142 . —
%% MJOLLNIR @ WIZARD'S AXE
ATTACK 13 ATTACK 23
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 85 ACCURACY 80
MAGIC ACCURACY 100 MAGIC ACCURACY 80 o
ELEMENTAL MODIFIER — ELEMENTAL MODIFIER —
INFLICTS — INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 £ +50 IMPROVED +2 A +100
PURCHASE | — MULTIPLAYER SHOP — GUERA PURCHASE | — CHEST — EXTRA DUNGEONS
SELL 550 OBTAINED = SELL 268 OBTAINED i
& MYTHRIL HAMMER %% WOOD AXE
ATTACK 11 ATTACK 5
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 90 ACCURACY 85
MAGIC ACCURACY 90 MAGIC ACCURACY 85 5 nad
ELEMENTAL MODIFIER — | ELEMENTAL MODIFIER — L
INFLICTS — INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 — +50 IMPROVED +1 £ +50
PURCHASE | — EVENT — EXCHANGED FOR MYTHRILININVIDIA|  [PURCHASE | — CHEST — GUERA
OBTAINED
SELL 198 T e I SELL 85 =




BEST BOOK CROWN

SCHOLAR

FIRST TARGET

FRONT

Except for rare exceptions, Books are better at boosting magic

(both Magic Attack and Magic Accuracy values) than physical

attacks. That suits Scholars just fine, since they're better off using

spells and abilities instead of brute force.

: @ AKASHIC RECORDS
ATTACK 8
MAGIC ATTACK 14 s
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER — . ;
INFLICTS = ul
A ATTACK MAGIC ATTACK VALUE
PROVED +1 +1 +50
| IHPROVED _|
PURCHASE — OBTAINED MULTIPLAYER SHOP — LIBERTE PORT
SELL 1115 —
&) AVVALON SCROLLS
ATTACK 13
MAGIC ATTACK 5
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER —
INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 +1 +50
PURCHASE | — MULTIPLAYER SHOP — LIBERTE PORT
SELL 880 OBTAINED 5
& BLACK BOOK
ATTACK 7
MAGIC ATTACK 12
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER DARK LV.1
INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
PURCHASE 865 SOLD — INVIDIA
SELL 173 CHEST — MAGIC LABORATORY
@ BOOK OF DRYAD
ATTACK 5
MAGIC ATTACK 8
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER — ‘ X
INFLICTS —
A ATTACK MAGIC ATTACK VALUE
PROVED +1 +1 +50
PURCHASE 475 0B ) SOLD — ARBOR
SELL 95 3 =

& BOOKX OF IFRIT
ATTACK 6
MAGIC ATTACK 11
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER [ FIRE LV.1
INFLICTS - »
A ATTACK MAGIC ATTACK VALUE
PROVED +1 +1 +50
PURCHASE | 770 0RTA SOLD — URBETH
SELL 154 : SOLD — INVIDIA
~£&9 BOOK Of RAMUH
ATTACK 4
MAGIC ATTACK 6
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER | LIGHT LV.1
INFLICTS PARALYSIS(20%)
CHANGES WHEN ATTACK MAGICATTACK VALUE
IMPROVED +1 +1 +50
PURCHASE | 580 SOLD — TOWN OF HORNE
SELL 116 L) CHEST — SPELVIA DUNGEONS
-&) BOOK OF SECRETS
ATTACK 6
MAGIC ATTACK 10
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER | —
INFLICTS =
ATTACK MAGIC ATTACK VALUE
PROVED +1 +1 +50
PURCHASE | — OBTAINED MULTIPLAYER SHOP — LIBERTE PORT
SELL 810 =
-&) BOOK OF SHIVA
ATTACK 5
MAGIC ATTACK 9
ACCURACY 95 LYY
MAGIC ACCURACY 105 -~ 4
ELEMENTAL MODIFIER | WATER LV. AN
INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 +1 +50
PURCHASE | 675 OBTAINED SOLD — LIBERTETOWN
SELL 135 CHEST — INVIDIA UNDERGROUND
@ BOOK OF SYLPH
ATTACK 7
MAGIC ATTACK 13
ACCURACY 95
MAGIC ACCURACY 105
ELEMENTAL MODIFIER | WIND LV.1
INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 +1 +50
PURCHASE | 865 SOLD — TOWN OF HORNE
SELL 173 LR SOLD — GUERA
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QBOOK OF TITAN

ATTACK ) : PRESES 07
MAGIC ATTACK 7 .
ACCORAY. [95 BEST BOW CROWN RANGER
MAGIC ACCURACY. 105 RRATIERURT ek :
ELEMENTAL MODIFIER | EARTH LV.1 Unless a character is a Ranger, it's generally best to use another
INFLICTS = e type of weapon. Of course, Rangers shouldn’t use any other type
(nggé\régm MAGIE?“ACK vf';';E of weapon! Combine a Ranger, a Bow, and the Covering Fire
T ] TS = ability to make short work of many random encounters. Bows also
SELL 76 @ inflict 1.4 times damage against flying enemies.
@ ENCYCLOPEDI A 37 ARTEMIS BOW
ATTACK 3 ATTACK 19 =
MAGIC ATTACK 4 MAGIC ATTACK — =
ACCURACY : 95 i ACCURACY 95 S M
MAGIC ACCURACY 105 MAGIC ACCURACY 100 )
ELEMENTAL MODIFIER | — : ELEMENTAL MODIFIER - { = s
INFLICTS — INFLICTS — X4
VGGG ATIACK | MAGICATTACK VALUE (CIVOSALMN. ATIACK | MAGICATIACK [ VAIUE
IMPROVED 7] +50 IMPROVED ") 4100
PURCHASE SOLD — URBETH_ il PURCHASE | — 'cmsrv—’mm:ouncmlts B
SELL SHLL 38
-3 NECRONOMICON §BLOODY BOW
ATTACK 1 ATTACK 7
MAGIC ATTACK . Iﬂ 2 : MAGIC ATTACK —
ACCURACY S99 ACCURACY 95
MAGIC ACCURACY 105 MAGIC ACCURACY 100 '
ELEMENTALMODIFIER  |— ; e 00 ELEMENTAL MODIFIER  |DARKIVI
INFLICTS — INFLICTS —
QST ATAGK | MAGICATTACK VALUE ] CHANGES WHEN ISy /(¢ CR MAGIC.ATTACK | VALLE
IMPROVED 4] 2 +100 IMPROVED 5 +50
PURCHASE | — /CHEST — EXTRA DUNGEONS : PURCHASE | 865 SOLD — INVIDIA
SELL 147 l — BEEZLZEBUB [B] SELL 173 BEAR 8]
'WHITE BOOK . @‘BLUE SHOT
e , ATTACK s o
MAGIC ATTACK 9 =2 =_§ MAGIC ATTACK e N
ACCURAGY. |95 ACCURAGY 95' e \
MAGIC ACCURACY ’105 MAGIC ACCURACY 100 ‘ 7\
ELEMENTAL MODIFIER [ LIGHT LV.1 ELEMENTAL MODIFIER | WATER V.1 Z 9 !
INFLICTS = INFLICTS = )
A _ ATTACK MAGICATTACK VALUE A _ATTACK. _ MAGICATIACK | VALUE
PROVED +1 +1 +50 PROVED +1 — +50
PURCHASE | 675 OBTAINED SOLD' — INVIDIA : M(HASE 580 ORTAINED SOLD — URBETH ;
SELL 135 SOLD — SPELVIA SELL 116 SOLD — ARBOR
7' BOIT BOW
ATTACK
MAGIC ATTACK —
ACCURACY 95
MAGICACCURACY __ [100
ELEMENTAL MODIFIER | LIGHTIV.T
INFLICTS PARALYSIS(20%)
CHANGES WHEN ATIACK. | MAGICATIACK | VALE
IMPROVED — +50
PURCHASE | 960 SOLD — SPEIVIA




{8 EARTH BOW {’’RANGER BOW
ATTACK 4 ATTACK 6
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 95 ACCURACY. 95 )
MAGIC ACCURACY 100 MAGIC ACCURACY 100
ELEMENTAL MODIFIER | EARTH V.1 ELEMENTAL MODIFIER | —
INFLICTS = INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK . MAGICATTACK VALUE
IMPROVED +1 & +50 IMPROVED ] = +50
PURCHASE | — CHEST — 2272 PURCHASE | 570 SOLD — ARBOR
SELL [ 7 OBTAINED = SELL na OBTAINED =
{7’ EXPUNGER Y2 RED SHOT
ATTACK 30 ATTACK 1
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 50 ACCURACY. 95
MAGIC ACCURACY 50 MAGIC ACCURACY 100
ELEMENTAL MODIFIER | — ELEMENTAL MODIFIER | FIRELV.1
INFLICTS — INFLICTS —
A ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
PROVED +1 — +50 IMPROVED +1 — +50
PURCHASE | — ORTAINED MULTIPLAYER SHOP. — INVIDIA PURCHASE | 865 OBTAINED SOLD — ARBOR
SELL 750 : = SELL 173 CHEST — TOWER TO THE SKY
7 FALLNAUGHT «7'STARDUST BOW
ATTACK 15 ATTACK 8 \
MAGIC ATTACK 15 MAGIC ATTACK - ‘,
ACCURACY. 100 4 ACCURACY 95 \
MAGIC ACCURACY 100 4 MAGIC ACCURACY 100 gt
ELEMENTAL MODIFIER | — ELEMENTAL MODIFIER [ LIGHT LV.1 Ve
INFLICTS — INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED 4 22 +50 IMPROVED +1 = +50
PURCHASE | — MULTIPLAYER SHOP — INVIDIA PURCHASE | 960 SOLD — SPELVIA :
SELL 1500 OBTAINED o SELL 192 OBTAINED o
: (
{7’ HADES BOW 7, WIND BOW
ATTACK 10 é‘\ ATTACK 3
MAGIC ATTACK - MAGIC ATTACK —
ACCURACY 200 ACCURACY 95
MAGIC ACCURACY 100 MAGIC ACCURACY 100
ELEMENTAL MODIFIER | — \g ELEMENTAL MODIFIER [ WIND LV.1
INFLICTS — i INFLICTS =
A ATTACK MAGIC ATTACK VALUE A ATTACK MAGIC ATTACK VALUE
PROVED +1 - +50 PROVED +1 — +50
PURCHASE | — OBTAINED MULTIPLAYER SHOP — INVIDIA PURCHASE | 485 OBTAINED SOLD — GUERA
SELL 1000 = SELL 97 s SOLD — ARBOR
{7’HORNE'S BOW
ATTACK 2
MAGIC ATTACK —
ACCURACY 95
MAGIC ACCURACY 100
ELEMENTAL MODIFIER | —
INFLICTS —
A ATTACK MAGICATTACK VALUE
PROVED +1 — +50

PURCHASE | 190
SELL 38

SOLD — TOWN OF HORNE

SOLD — GUERA
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@PDARKENING HARP

o 4 ATTACK 6
S e MAGIC ATTACK 6
BARD, ELEMENTALIST, MUSICIAN ACCURACY 110
FIRST TARGET REAR y MAGIC ACCURACY 105
Harps start out with equal rafings for Attack and Magic Attack fmgsml MODIFER™ | DARK IV
(when improved in Urbeth, only rhe. harp’s Magic Attack gets ATREEER o T TR
better) but their Accuracy and Magic Accuracy numbers are dll IMPROVED = +1 +50
over the place! Before you equip a newly acquired Harp, check PURCHASE | 860 OBTAINED SOLD — INVIDIA
out its stats before putting it to use. A bit more Magic Attack may SELL 172 CHEST — ICE CAVERNS
not be enough to make up for a big drop in Magic Accuracy. _
Harps also inflict 1.4 times damage against flying enemies. ( @D}WID’S HARP
ATTACK 12
% MAGIC ATTACK 12
@ANGEL HARP ACCURACY 125
MAGIC ACCURACY 125
12
ﬁél(g ATTACK 12 ELEMENTAL MODIFIER | —
ACCURACY. 100 INFLICTS LOWERS STATUS(20%)
MAGIC ACCURACY 150 (Hmlg;avVé[})lEN ATTACK MAGIC ATTACK VALUE
ELEMENTAL MODIFIER — = +1 +50
INFLICTS DEATH (15%) PURCHASE — OBTAINED MULTIPLAYER SHOP. — SPELVIA
CHANGES WHEN ATTACK MAGIC ATTACK VALUE SELL 1000 =
IMPROVED o +1 +50
Spgicuass = T lﬂll]’IPLAYER SHOP — SPELVIA : @ FLOWING HARP
ATACK 1 ,
P MAGIC ATTACK 4 :
f@APOLLO'S HARP ACCURACY 110 'f
4 MAGIC ACCURACY 105 ’
Dl . A ELEMENTAL MODIFIER__| WATER LV
ACCURACY 110 % INFLICTS = /
MAGIC ACCURACY 105 m ANGI S ATTACK MAGIC ATTACK VALUE
ELEMENTAL MODIFIER — = = +1 +50
INFLICTS — PURCHASE | 640 OBTAINED SOLD — LIBERTE TOWN
CHANGES WHEN ATTACK MAGIC ATTACK VALUE SELL 128 =
IMPROVED i +92 +100
:gﬁ(mss = RN i — EXTRA DUNGEONS , @GRE AT TREE HARP
ATTACK 5
MAGIC ATTACK 5
{@F BURNING HARP AU 11
MAGIC ACCURACY 105
ATTACK 7
MAGIC ATTACK 7 ELEMENTAL MODIFIER —
ACCURACY 110 INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
MAGIC ACCURACY 105 L :
ELEMENTAL MODIFIER FIRE LV.1 o +1 +3)
INFLICTS — PURCHASE — OBTAINED CHEST — GREAT TREE ROOTS
\ ATTACK MAGIC ATTACK VALUE SELL 110 =
PROVED = A +50
FEcen e lvagmol
PURCHASE | 970 3 SOLD — URBETH @H
SELL 194 R SOLD — INVIDIA ARP
ATTACK 2
MAGIC ATTACK 2
ACCURACY 110
MAGIC ACCURACY 105
ELEMENTAL MODIFIER -
INFLICTS —
A ATTACK MAGICATTACK VALUE
PROVED L +1 +50
PURCHASE | 220 OBTAINED SOLD — LIBERTE TOWN
SELL 44 SOLD — URBETH




@PLAMIA HARP

ATTACK 12 X g P
Ll - [N (SEST NEEDIE CROWN [ SEAMSIRGSS
Ll L 'R FIRST TARGET REAR
MAGIC ACCURACY 100 ' o
ELEMENTAL MODIFIER | — ~ai \ There aren’t many Needles in the game, and you don't find any
INFLICTS PETRIFICATION (15%) : until you start investigating the bonus towers scattered around the
e ATTACK MAGI("]\“ACK VA?[’)E world. When you get your hands on one, put it to work immediately
= + + ) ? :
A T RUNER SHOP ST in the hands of any Secms!.ress in your party. If you don't have a
SELL 1150 OBTAINED = Seamstress, store Needles in the bank; there are better weapon
options for the other Crowns. Needles inflict 1.4 times damage
*QUAK]NG HARP versus flying enemies.
ATTACK
MAGIC ATTACK B
ACCURACY 10
MAGIC ACCURACY 105
ELEMENTAL MODIFIER | EARTH LV.1
INFLICTS —
CHANGES WHEN ATTACK MAGICATTACK VALUE
IMPROVED = 1 +50
PURCHASE | — DROP — ARP :
SELL 176 OBTAINED =
&rSHINING H ARP
ATTACK 6
MAGIC ATTACK 6
ACCURACY 110
MAGIC ACCURACY 105
ELEMENTAL MODIFIER | LIGHT LV.1
INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED = +1 +50
PURCHASE | 860 SOLD — SPELVIA
L 177 | L -
@asTUNNING HARP +/ GIANT NEEDLE
ATTACK ATTACK
MAGIC ATTACK 7 MAGIC ATTACK — .
ACCURACY. {110 ACCURACY 110 .
MAGIC ACCURACY 105 MAGI('A((URA(Y 90
ELEMENTAL MODIFIER [ LIGHT LV.1 ELEMENTAL MODIFIER o AR & )
INFLICTS PARALYSIS(20%) INFLICTS —
CHANGES WHEN IS 11§ MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGICATIACK | VALUE
IMPROVED s ) +50 IMPROVED +] 450
PURCHASE | — CHEST — LIBERTE TOWN (AFTER OBTAINING MAGICKEY) PURCHASE | 25,000 SOLD — TRIAI.TOWER" e
SELL 194 OBTAINED SEU. 5000 OBTAINED
@WHISPERING HARP S GIANTS TOOTHPICK
ATTACK ATTACK
MAGIC ATTACK s ‘. ,’ MAGIC ATTACK \
ACCURACY. 110 s '_ ’ ACCURACY ]00 S
MAGIC ACCURACY 105 v £ MAGIC ACCURACY 100
ELEMENTAL MODIFIER [ WIND LV.1 N\ V4 ELEMENTAL MODIFIER — >
INFLICTS — —— INFLICTS —
A : ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK | MAGICATTACK _ VAIUE
PROVED — +1 +50 IMPROVED +2 = +100
PURCHASE — OBTAINED DROP — LILITH 3 PURCHASE | — OBTAINED 'CHEST — EXTRA DUNGEONS
SELL 216 ’ STEAL — IMP [B] SELL 6500 FOR SALE — TRIAL TOWER
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SB

ODD

& FRESH MEAT

ATTACK 10
BEST SHORT SWORD CROWNS__ | BANDIT, DANCER, DARK FENCER ARG -
FIRST TARGET FRONT ACLURACY 110 S
MAGIC ACCURACY. 110 <
Short Swords offer a nice mix of accurate attacks, element-based ELEMENTAL MODIFIER | —
damage, and negative status effects. Not all Short Swords offer the  LINFLICTS DEATH (15%)
extra damage or inflict negative status effects, but put one into the Pl ATTACK MAGIC ATTACK VALUE
hands of Donlcer.(or, to a lesser extent, Bandits and Dark Fencers) DURGHNSE. 2 '.f] TR ;RATE AT i)
and you won't miss them. SELL 220 3 CHEST — STAR CHAMBER
f BANEKNIFE f GREAT TREE DAGGER
ATTACK ATTACK
MAGIC ATTACK 2 MAGIC ATTACK 4
ACCURACY 120 a\ ACCURACY. 110
MAGIC ACCURACY 120 — MAGIC ACCURACY 110
ELEMENTALMODIFIER | WATER LV.1 / ELEMENTALMODIFIR | —
INFLICTS POISON (30%) INFLICTS 2
CHANGES WHEN ATTACK MAGIC ATTACK VALUE \ ATIACK MAGIC ATTACK VALUE
IMPROVED +1 o +50 PROVED +1 X +50
PURCHASE | — T CHEST — QUICKSAND CASTLE PURCHASE_ | 440 T SOLD — ARBOR
SELL 88 = SELL 88 : =
“CURSED BILADE f HOLY KNIFE
ATTACK 5 ATTACK 8
MAGIC ATTACK 5 MAGIC ATTACK 8
ACCURACY. 110 ACCURACY 110 N
MAGIC ACCURACY 110 MAGICACCURACY __[110 »)
ELEMENTAL MODIFIER | DARK LV.1 Wi ELEMENTAL MODIFIER | LIGHT LV.1 Y 4
INFLICTS BLINDNESS (30%) INFLICTS LOWERS STATUS (20%)
ATTACK MAGIC ATTACK VALUE \ ATTACK MAGIC ATTACK VALUE
PROVED +1 — +50 PROVED +1 - +50
PURCHASE | — s DROP — DOPPLEGANGER [AIREA] PURCHASE_ | 1080 R SOLD — SPELVIA
SELL 150 ' DROP — DOPPLEGANGER [JUSQUA A] SELL 216 : DROP — DOPPLEGANGER [JUSQUA B]
#EDIRT DIRK & ICE PICK
ATTACK 3 ATTACK 4
MAGIC ATTACK 3 MAGIC ATTACK 4
ACCURACY 110 ACCURACY. 110 a
MAGICACCURACY [ 110 MAGIC ACCURACY 110 —
ELEMENTAL MODIFIER_| EARTH LV.1 ELEMENTAL MODIFIER | WATER LV.1 /
INFLICTS PETRIFICATION (15%) INFLICTS SLEEP (30%)
\ ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
PROVED +1 = +50 IMPROVED +1 = +50
PURCHASE | — R FOUND — GUERA PURCHASE | 640 JRSSRRN S0LD — URGETH
SELL 130 ' = SELL 128 SOLD — INVIDIA
% fLAME DAGGER f KING'S SHORTSWORD
ATTACK 3 ATTACK 2
MAGIC ATTACK 3 MAGIC ATTACK 2
ACCURACY 110 ACCURACY 130 -
MAGIC ACCURACY. 110 MAGIC ACCURACY 130 1
ELEMENTAL MODIFIER | FIRE LV.1 ELEMENTAL MODIFIR | —
INFLICTS CONFUSION (30%) INFLICTS = v
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK ~ VALUE
IMPROVED + g +50 IMPROVED +100
PURCHASE_ | 530 SOLD — LIBERTETOWN PURCHASE | — [SG] AIRE
SELL 106 LD 50D — INVIDIA SELL 200 L




> XNIFE # TONBERRY KNIFE

ATTACK 2 ATTACK 8
MAGIC ATTACK 2 MAGIC ATTACK 4
ACCURACY 110 ACCURACY 130
MAGIC ACCURACY 110 e MAGIC ACCURACY 130
ELEMENTAL MODIFIER | — ELEMENTAL MODIFIER | —
INFLICTS — INFLICTS DEATH (30%)
A ATTACK MAGIC ATTACK VALUE A ATTACK MAGIC ATTACK : VALUE
PROVED +1 — +50 PROVED +1 — +50
PURCHASE | 220 o 0 SOLD — LIBERTE TOWN PURCHASE | — 'MULTIPLAYER SHOP — SPELVIA
BT OBTAINED
SELL 1 S0LD — URBETH SELL 1280 -
MAIN GAUCHE '
L MAIN GAL & WIND DAGGER
ATTACK 8 —
MAGIC ATTACK 4 ATTACK b
ACCURACY 130 MAGIC ATTACK 6
MAGICACCURACY [ 130 ACCURACY 110
ELEMENTAL MODIFIER | — % MAGICACCURACY ___[110 -_ 4
PARALYSIS, LOWERS ELEMENTAL MODIFIER | WIND LV.1
LGS STATUS (25%). INFLICTS SILENCE (30%)
A ATTACK MAGICATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK i VALUE
PROVED +1 — +50 IMPROVED +1 — +50
PURCHASE | — ORTAINED MULTIPLAYER SHOP — SPELVIA PURCHASE | — OBTAINED DROP — RATTATOX [A]
SELL 1030 ; — SELL 172 DROP — CARBUNKLE
- SASUKE'S KODACHI
ATTACK 8
MAGIC ATTACK 4
ACCURACY 130
MAGIC ACCURACY 130 ﬁ_
ELEMENTAL MODIFIER | — FIRST TARGET REAR
INFLICTS f»grs%ﬁl(%’;%) The two Crowns who excel with Spears are also experts with
.
: ATTACK MAGIC ATTACK VALUE Swords, so it's worthwhile to compare the two types of weapon.
PROVED +1 = +100 Spears have a slight advantage in Accuracy (most of the time) but
:;ﬁmASE 7;) OBTAINED MU PEAYERSHOP == SPRIVIA don't pack the elemental punch of Swords. Spears also deal 1.4
= times damage against flying enemies. Select Spears if you're about
v f S |‘| I E’]'l‘o to visit an area filled with flying enemies and save Swords for the
A 5 times when inflicting elemental-based damage makes a difference.
MAGIC ATTACK 4
ACCURACY 130 R,
MAGICACCURAY (130 >/+ : >‘EVIL LANCE
ELEMENTAL MODIFIER | — » T 7
SILENCE, =5
INRLICES BLINDNESS (35%) . -
ANGES Wi Am:cx MAGIC ATTACK VAI.:E TR %
s : = alltd ELEMENTAL MODIFIER | DARK LV1
ls’glnLcHAss = NN 1AULTIPLAYER SHOP — SPELVA NFLICTS o N
= CHANGES WHEN ATTACK _ MAGICATIACK [ VALUE
t IMPROVED +1 = +50
' { ST[JN STILETTO PURCHASE | 2070 OBTAINED SOLD — INVIDIA
ATACK 3 SELL 414 CHEST — MAGIC LABORATORY
MAGIC ATTACK 3

ACCURACY _{11o ~ i

MAGIC ACCURACY 110

ELEMENTAL MODIFIER | LIGHT LV.1 :
INFLICTS PARALYSIS (20%)

ATTACK MAGIC ATTACK VALUE
PROVED +1 — +50
PURCHASE | 530 = SOLD — ARBOR
SELL 106 ; —




54

7 .
% FLAME SPEAR 55 INDRAS SPEAR
ATTACK 4 e¥F ATTACK 8
MAGIC ATTACK = - MAGIC ATTACK iE ‘,
ACCURACY 110 ACCURACY 110 o
MAGIC ACCURACY 90 MAGIC ACCURACY 90 N
ELEMENTALMODIFIER | FIRE LV.1 ELEMENTAL MODIFIER | LIGHT LV.1 \
INFLICTS = INFLICTS PARALYSIS(20%)
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
) 0 3 +50 IMPROVED o e 0
PURCHASE_| 640 SOLD — LIBERTETOWN PURCHASE | — FOUND — SPELVIA
SELL 125 | A CHEST — ICE CAVERNS SELL 216 | I —
5 GAE BOLG 57 MAMON'S SPEAR
ATTACK 13 ATTACK 1 -
MAGIC ATTACK 25 MAGIC ATTACK = |
ACCURACY 110 | ACCURACY 110
MAGIC ACCURACY 90 MAGIC ACCURACY 90
ELEMENTAL MODIFIER | — ELEMENTAL MODIFIER | — X
INFLICTS = INFLICTS = L
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED % =5 50 ) T 2 +50
PURCHASE_| — MULTIPLAYER SHOP — URBETH PURCHASE | — -STEAL — MAMMONTB]
SELL 715 OBTAINED  pumm SELL 605 AL 1ULTIPLAYER SHOP — URBETH
55 GUAN YU'S PIKE 8 ROCK LANCE
ATTACK 18 ATTACK 4
MAGIC ATTACK 2 _ MAGIC ATTACK =
ACCURACY 110 ’\ ACCURACY 110
MAGIC ACCURACY. 90 MAGIC ACCURACY 90
ELEMENTALMODIFIR | — ELEMENTAL MODIFIER | EARTH LV.1
INFLICTS = \ INFLICTS Ao
\ ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
PROVED +1 2 +60 IMPROVED +1 E +50
PURCHASE_| 55000 % SOLD — HOLY TREE TOWER PURCHASE | — PRI CHEST — PIRATE HIDEOUT
SELL 11000 : EE SELL 88 STEAL — HOBGOBLIN
: %GUNGNIR : ?ﬁ SHARK LANCE
ATTACK 2 " ATTACK 6 1
MAGIC ATTACK - \ MAGIC ATTACK — = X
ACCURACY 110 ‘ ACCURACY 110 "
MAGIC ACCURACY 110 \ MAGIC ACCURACY 90
ELEMENTALMODIFIER | — ; ELEMENTAL MODIFIER__ | WATER LV.]
INFLICTS = N INFLICTS = N
CHANGES WHEN ATTACK MAGIC ATTACK' VALUE CHANGES WHEN ATTACK MAGICATTACK VALUE
IMPROVED +1 = +50 ) o T 50
PURCHASE | 65000 SOLD — MOONSAND RUINS PURCHASE | — STEAL — ORC[B]
SELL 13000 DRTAINED SELL 172 LB DROP — BRAINSHARK [A]
-5’ HOLY LANCE 57 STEEL SPEAR
ATIACK 9 ATTACK 3 ~
MAGIC ATTACK - MAGIC ATTACK — 9.
ACCURACY 110 ACCURACY 110 ‘
MAGIC ACCURACY 90 ,,’ MAGIC ACCURACY 90
ELEMENTAL MODIFIER__ | LIGHT LV.1 &, ELEMENTALMODIFIER | —
INFLICTS = INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE \ ATTACK MAGIC ATTACK VALUE
IMPROVED +1 g +50 PROVED 41 = +50
PURCHASE | — R 0ROP — VWYVERN [8] PURCHASE_| 330 i SOLD — GUERA
SELL 238 = SELL 66 : SOLD — URBETH




5 JEVEESTIEE

ATTACK
MAGIC ATTACK = \*‘\
ACCURACY '110 : AL
MAGIC ACCURACY 90 \
ELEMENTAL MODIFIER | WIND LV.1 \
INFLICTS —
CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED +1 = +50
PURCHASE | 530 OBTAINED SOLD — TOWN OF HORNE (AFTER EVENT G-15)
SELL 106 CHEST — MOONLIGHT TOWER

, ,i TRIDENT

ATTACK

MAGIC ATTACK -

ACCURACY. 120

MAGIC ACCURACY 120

ELEMENTAL MODIFIER | —

INFLICTS —

ATTACK

MAGIC ATTACK. VALUE

PROVED +1
PURCHASE
SELL

1200

57 WOOD LANCE

— +50

MULTIPLAYER SHOP — URBETH

ATTACK il

MAGIC ATTACK

ACCURACY. qne

MAGIC ACCURACY 90

ELEMENTAL MODIFIER | —

INFLICTS =

CHANGES WHEN ATTACK

MAGIC ATTACK VALUE

IMPROVED T

— +50

PURCHASE
SELL

660
132

~#ZODIAC SPEAR
ATTACK 22
MAGIC ATTACK s
ACCURACY ]20 i
MAGIC ACCURACY 90

ELEMENTAL MODIFIER | —
INFLICTS =

SOD — ARBOR
QAN CHEST — GREAT TREE ROOTS

D,

A . ATTACK

MAGICATTACK VALUE

PROVED +2

+1 +100

PURCHASE | —
SELL 3800

CHEST — EXTRA DUNGEONS

qRisis S
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BEST STAVES CROWNS

| BLACK'MAGE, SAGE

FIRST TARGET

FRONT

They're perfect fits: Black Mages and Sages are the best at
inflicting damage with magic, and Staves are the best weapons
for enhancing your magical damage output. Unlike other weapon
choices, you can usually disregard the Elemental Modifiers found
on Staves if you're about to encounter enemies with resistances.
Any Crown that equips a staff should be focused on dealing magic
damage, not hitting enemies with a big stick!

/%LAUSTRUM
ATACK._ (\ A
MAGIC ATTACK 14 ‘ Fipping Construm
ACCURACY 195 L increcses Mogic Atock
MAGIC ACCURACY 110 N by 20%
ELEMENTAL MODIFIRR. | — N
INFLICTS = [vs
+1 +50
PuRhASE | — |[NNNPORNRNN TEN — MAMMONTA]
SELL 191 =
%CYCLONE STAFF
ATTACK
MAGIC ATTACK 4
ACCURAGY o5 -
MAGIC ACCURACY 110 A
ELEMENTALMODIFIER _ [WIND.LV.1 \
INFLICTS = \
CHANGES WHEN ATTACK _ MAGICATIACK |  VAWE
IMPROVED £ +1 +50_

PURCHASE
|SELL

59

3 SO UREE Aoy e
At 501D — TOWN OF HORNE (AFTER EVENT 6.15)

‘DARKNESS STAFF

ATTACK

MAGIC ATTACK

I3

ACCURACY.

95

MAGIC ACCURACY

110

INFLICTS

ELEMENTALMODIFIER

DARKILV.T

ATTACK

_ MAGICATTACK _VALUE

PROVED

PURCHASE
SELL

675
135

+1 +50
SOLD — INVIDIA ;

CHEST — MAGIC LABORATORY

: ﬁ' GREAT WIZARD STAVE

ATTACK

MAGIC ATTACK

ACCURACY

MAGIC ACCURACY

ELEMENTAL MODIFIER

INFLICTS

Eqipping Greot Wizord
Stave ineases Mogic
Atock by 20%.

CHANGES WHEN

T e

IMPROVED

PURCHASE | —
SELL

+100
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?INFERNO STAVE “/PSAGE'S ST AFF
LI ATIACK
e 5 MAGIC ATTACK 14
ACCURACY 95
ACCURACY 95
MAGIC ACCURACY 110 .
ELEMENTAL MODIFIER__| FIRELV. e iz
RGeS : ELEMENTAL MODIFIER | —
= INFLICTS =
CHANGES HEN ATTACK MAGIC ATTACK VALTE CHANGES WHEN ATTACK WAGIC ATIACK VALUE
INEROVED = +] +50 IMPROVED
PURCHASE_ | 390 CHEST — PIRATE HIDEOUT = ! 130
L 7 OFTANED TN SPIEJSCHASE = T riumpuwm SHOP — ARBOR
/B’MAGIC STAFF ﬁSHINING STAFF
ATIACK ATTACK
MAGIC ATTACK 3 MAGIC ATTACK 7 J
ACCURACY 95 ACCURACY 95 4
MAGIC ACCURACY 110 MAGIC ACCURACY 110
ELEMENTALMODIFIER | — N ELEMENTAL MODIFIER | LIGHT LV.1
INFLICTS i N WFLICTS — !
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED o ] +50 IMPROVED = 1 +50
PURCHASE_| 95 SOLD — GUERA_ PURCHASE_| 485 SOLD — SPELVIA
SELL 19 N 500 — URBETH SELL 97 S STEAL — NEKO NATTER
/”MYTHRIL ROD
ATTACK \ 6 g _ ;
MAGIC ATTACK 12 4, FGp T
ACCURACY 95 BEST SWORD CROWNS [ BANDIT, HERO, SPELL FENCER, PALADIN, DARK FENCER, NINJA
MAGIC ACCURACY 120 FIRST TARGET FRONT
ELEMENTALMODIFIER | —
INFLICTS = It's a good thing there are so many Swords available during the
CHANGES WHEN ATTACK MAGIC ATTACK VALUE adventure; many jobs excel at using them, so make sure there are
IMPROVED = +1 +50 enough to go around! Swords have Level 2 Elemental Modifiers.
PURCHASE | — OBTAINED MULTIPLAYER SHOP — ARBOR That's a big help when you're facing enemies with an elemental
. L = weakness.
ROCEAN STAVE 48 BLACKSWORD
ATIACK . ATTACK 18
MAGIC ATTACK 3 /o, MAGIC ATTACK =
ACCURACY 95 ACCURACY 100 &
MAGIC ACCURACY 110 MAGIC ACCURACY 100
ELEMENTAL MODIFIER__| WATER LV ELEMENTAL MODIFIER__ | DARK LV.2
INFLICTS = N INFLICTS DEATH (20%)
CHANGES WHEN ATTACK MAGICATTACK VALUE CHANGES WHEN ATTACK MAGICATTACK VALUE
IMPROVED £ o +50 IMPROVED 1 2 +50
PURCHASE_| 295 SOLD — INVIDIA PURCHASE | — -MLIIJIPU\YER SHOP — TOWN OF HORNE
SELL 59 Sl CHEST — PIRATE HIDEOUT SELL 1600 | I —
: /WSACRED TREE STAFF : 34/ BOIT SWORD
ATTACK ATTACK
MAGIC ATTACK 5 MAGIC ATTACK
ACCURACY 95 ACCURACY 00
MAGIC ACCURACY 110 MAGIC ACCURACY 100 F
ELEMENTALMODIFIER | — ELEMENTAL MODIFIER__| LIGHT LV
INFLICTS = INFLICTS PARALYSIS (20%)
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED o 1 +50 IMPROVED Tl s +50
PURCHASE [ 190 SOLD — ARBOR PURCHASE_ | 700 -som — URBETH
SELL 38 LGOI STEAL — NEKO NATTER SELL 140 OBTAINED vy




ﬁDARKBRINGER -3 FROST BULL
ATTACK ATIACK 12
MAGIC ATTACK MAGIC ATTACK S
ACCURACY 10 ACCURACY 110 2
MAGIC ACCURACY 100 w MAGIC ACCURACY 110 R e L=
ELEMENTALMODIFIER___ | DARK V.2 # ELEMENTAL MODIFIER | WATER V2
INFLICTS = INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED ] = +50 IMPROVED 4 = +50
PURCHASE | — STEAL — SATAN [A] PURCHASE [ — -@mmvm SHOP — TOWN OF HORNE _
SELL 420 EAL — SATAN [B] SELL 860 e
: "#D ARKNESS BLADE v %GR AN fISSURE
ATIACK 9 ATTACK
MAGIC ATTACK = MAGIC ATTACK =
ACCURACY, 100 ACCURACY 85
MAGIC ACCURACY 100 *‘— MAGIC ACCURACY 100 FER— T—
ELEMENTAL MODIFIER | DARK LV.1 ELEMENTAL MODIFIER__| EARTH V2 -
INFLICTS = INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED 4] = +50 IMPROVED £ = +50
PURCHASE_ | 1100 RN SOLD — NVIDIA ; RSN ULTIPLAYER SHOP — TOWN OF HORNE
SELL 220 e =
%EARTH SWORD - GREAT TREE SWORD
ATIACK ATIACK
MAGIC ATTACK MAGIC ATTACK
ACCURACY 0 ACCURACY. 00
MAGIC ACCURACY 100 MAGIC ACCURACY 100 .'.'_
ELEMENTAL MODIFIER__| EARTH LV ELEMENTALMODIFIER | —
INFLICTS = INFLICTS &
CHANGES WHEN ATTACK MAGICATTACK VALUE CHANGES WHEN ATTACK MAGICATTACK | VALUE
IMPROVED 41 = +50 IMPROVED +1 = £50
PURCHASE | — DROP — SAND DEVIL[A] PURCHASE_ | — DROP — FUNGUS__
SELL 100 | A — SELL 140 | I STEAL — CARBUNCLE
4 EXCALIBUR ){ICEBRAND
ATTACK 20 ATIACK
MAGIC ATTACK = MAGIC ATTACK
ACCURACY 100 e ACCURACY 10
MAGIC ACCURACY 100 S -\%’— MAGIC ACCURACY 100 :_; S
ELEMENTALMODIFIER_ | — \ ELEMENTALMODIFIER__ | WATER LV e/
INFLICTS = INFLICTS =
MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
e +100 IMPROVED ] = 450
PURCHASE | — -@— EXTRA DUNGEONS PURCHASE | — CHEST — PIRATE HIDEOUT
SELL 400 ORTAINED S o SELL 120 R 0R0P — LIZARDHAWK
JEFLAMEBLADE JEINFERNO
ATTACK 10 ATTACK 14
MAGIC ATTACK — MAGIC ATTACK 3
ACCURACY 100 " o ACCURACY. 100 . .
MAGIC ACCURACY 100 MAGICACCURACY | 100 ”__
ELEMENTAL MODIFIER | FIRE V.1 - ELEMENTAL MODIFIER [ FIRE V.2 T
INFLICTS - INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGICATTACK |- VALUE
IMPROVED o = +50 IMPROVED + y +50
PURCHASE | — CHEST — MOUNT 6ULG__ : PURCHASE | — MULTIPLAYER SHOP — TOWN OF HORNE
SELL 240 SELL 900 QETANED S

57

3w Y



& KIKU-ICHIMONJI

574 MU’[SUNOKAMI

ATTACK 15 ATTACK
MAGIC ATTACK o MAGIC ATTACK TS
ACCURACY 10 ACCURACY 110
MAGIC ACCURACY 110 T — MAGIC ACCURACY 110 T ———
ELEMENTALMODIFIER | — ELEMENTALMODIFIER | —
INFLICTS = INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED Al 2 +50 IMPROVED ] = +50
PURCHASE_ | — CHEST — STAR CHAMBER PURCHASE [ 10,000 SOLD — URBETH
SELL 2000 | RGN — S| 2000 ‘ QETANED,
MKRIN]H‘S SWORD }/SHINING BLADE
ATTACK ATTACK
MAGIC ATTACK 2 MAGIC ATTACK
ACCURACY 110 ACCURACY 00 A
MAGIC ACCURACY 110 ‘ MAGIC ACCURACY 100 Do =
ELEMENTAL MODIFIER__| — - ELEMENTAL MODIFIER__| LIGHT LV.1 N
INFLICTS i INFLICTS e
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED 4 = +50 IMPROVED Z] = +50
PURCHASE | — [SG1 KRINJH PURCHASE_| 900 SOLD — SPELVIA
SELL 88 OBTAINED 8 E 180 AN (5] ROLAN
¢ ' STE D
‘ ﬁi KRYST A STEEL SWOR
ATTACK
LI MAGIC ATTACK
MAGIC ATTACK
ACCURACY 10
ACCURACY, 10 ACCUR
MAGIC ACCURACY 100 -
LAt 190 ' ELEMENTAL MODIFIER
ELEMENTAL MODIFIER__ | WIND LV.2 =
pLEUE INFLICTS =
INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE QACE e ATTACK MAGIC ATTACK VALUE
IMPROVED ] = +50 il — Gl
= PURCHASE_| 200 EVENT — SPEAK WITH KING HORNE BEFORE TRIP 0 NORTHERN
PURCHASE | — FUSSN A ULTPLAYER SHOP — TOWH OF HORE . 0 s
SELL 950 g =
4@ SWORD OF LIGH
— }g/LIGHTBRINGER I 1
ATTACK 17
ATTACK MAGIC ATTACK 17
MAGIC ATTACK n ACCURACY 120
ACCURACY 100 A MAGIC ACCURACY 120 ﬁ%
MAGIC ACCURACY. 100 e, = FLEMENTAL MODIFIER__ | LIGHT LV.2
ELEMENTAL MODIFIER__| LIGHT LV.2 N INFLICTS s
TR = CHANGES WHEN ATACK WAGICATTACK VALUE
CHANGES WHEN ATTACK MAGIC ATTACK VALUE IMPROVED T < T
IMPROVED +1 = +50 PURCHASE | — EVENT — SPEAK WITH ROLAN AFTER DEFEATING
PURCHASE_ | — RSN fL — ROLAN [A] SELL — | IETAT200 LUCIFER
SELL 300 STEAL — LUCIFER [A] i
- MURAMASA #{WIND FOIL
ATTACK 14 ATTACK
MAGIC ATTACK = MAGIC ATTACK
ACCURACY 15 ACCURACY 0
MAGICACCURACY [ 115 T m—Tn MAGIC ACCURACY 100 _—
FLEMENTAL MODIFIER | — ELEMENTAL MODIFIER__| WIND LV,
INFLICTS LOWERS STATUS (30%). INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE
IMPROVED 5] = +50 IMPROVED A = +50

PURCHASE
SELL

9000
1800

PURCHASE | 500

OBTAINED SELD — MYSTERIOUS LIGHTHOUSE

SELL 100

SOLD — GUERA
S DROP — LIZARDMAN [A]
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BESTTHROWN CROWN' | (SAMEAS BOW?)
FIRST TARGET REAR

Beyond inflicting 1.4 times damage against flying enemies, the Thrown weapons offer a variety of bonuses including negative status
effects, and enhanced Evasion scores. In fact, if you have a Ninja in your party, equip a Shiranui and watch the damage done with
Lightning Fists pile up even faster!

“4 FUMA SHURIKEN ~4-OBORO
ATTACK 15 \ ATAGK “[20
MAGIC ATTACK — MAGIC ATTACK —
ACCURACY 120 ACCURACY 100 Fxipig O
MAGIC ACCURACY 120 MAGIC ACCURACY 150 y Moo Fresion
ELEMENTAL MODIFIER | — ELEMENTAL MODIFIER | — oo ""-‘"
INFLICTS POISON, PARALYSIS(30%) INFLICTS — e by 20%.
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN & ATTACK MAGIC ATTACK VALUE
IMPROVED +1 == +50 IMPROVED +1 s +50

’PURCHASE 28,000 SOLD — MYSTERIOUS LIGHTHOUSE. | [PURGHASE ] 50,000 S0LD — TRIALTOWER
SEL 5600 = SELL | 10,000

+ KOGA SHURIKEN ' RISING SUN
ATTACK 15 =— .
MAGIC ATTACK =
: MAGIC ATTACK 2
ACCURACY ~ |20 :
ACCURACY. 100
MAGIC ACCURACY 120 .
ELEMENTAL MODIFIER \ : MAGIC ACCURACY 110
(-(;NFUSION ELEMENTAL MODIFIER [ — ‘ .
TS BLINDNESS (30%) . INFLICTS =
CHANGES WHEN ATTACK MAGIC ATTACK VALUE (ngkfg\yégm ATTACK MAGICATIACK | VALUE
IMPROVED £ = o 4] —

PURCHASE | — (CHEST — MOONLIGHTTOWER
o g | [

-4 KUNAI - SHIRANUI

ATTACK e ATRR ATTACK e

MAGIC ATTACK = MAGIC ATTACK =

ACCURACY. |00 ACCURACY (1508 B
MAGIC ACCURACY 150 meo MAGIC ACCURACY 100 E’W_ e
ELEMENTAL MODIFIER | — ELEMENTALMODIFIR | — ress Fision o
INFLICTS = INFLICTS = by 20%
CHANGES WHEN ATTACK MAGIC ATTACK VALUE CHANGES WHEN ATTACK MAGIC ATTACK VALUE

IMPROVED +1 = +50 IMPROVED + +50

1 =
PURCHASE | 50,000 SOLD — TRIALTOWER PURCHASE [ 50,000 SOLD — MYSTERIOUS LIGHTHOUSE
SELL 10,000 JETAINED — SELL 10,000

4 MOONRING BLADE
ATTACK 10

MAGIC ATTACK 10

ACCURACY 120

MAGIC ACCURACY 120

ELEMENTAL MODIFIER | —

INFLICTS DEATH (30%) =

CHANGES WHEN ATTACK MAGICATACK [ VALUE

IMPROVED ] 5 +100

PURCHASE | 22,000 SOLD — HOLY TREE TOWER ‘
SELL 4400 S
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Armor provides protection agains{ physical and magjic attacks, through mitigation and avoidance. In addition,
Armor offers a large number of choices when it comes to boosting the abilities of your characters. Since there
is an Armor {ype associated with each Crown (for more

information, check out the Crowns section of this ; .‘
guide), use that Armor's Equip Bonus as a guideline o P IOOT . W%h
when you're trying to get the most out of your i WLG[ IGO0 ©))11]1]
characters. For example, the Black Robe (for Black

For any piece of Armor marked “SOLD” from the Mutiplayer Shop, the

Mage) boosts Intellect and Magic Attack Power. Look " value in the “Buy” column indicates how many multiplayer points are
for weapons and accessories that boost the same required to purchase the item. These items can’t be sold o vendors,
attributes to create a powerful but otherwise work the same as the other Armor pieces.

Black Mage.

@ ADVENTURER'S GARB _ @RAFREETROBE

BUY — BUY 1000
SELL 440 SELL —
DEFENSE 15 DEFENSE 2
MAGIC DEFENSE 15 MAGIC DEFENSE 2
EVASION 15 EVASION 1
MAGIC EVASION 15 MAGIC EVASION 1
EQUIP BONUS ALL STATS +5% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE +1 DROPPED BY ENEMY ADVENTURER CHANGES WHEN IMPROVED WHERE OBTAINED
MAGIC DEFENSE +1 STOLEN FROM ENEMY [ ADVENTURER DEFENSE ) [MULTIPLAYER SHOP [GUERA
EVASION = MAGIC DEFENSE +1
VALUE +100 EVASION ]
VALUE +50




@R AIRE'S FROCK @R BANDIT GEAR

BUY = e BUY 350
SELL 8 = SELL 70
DEFENSE 1 ’ \ DEFENSE 4
MAGIC DEFENSE 1 , MAGIC DEFENSE 2
EVASION = o EVASION 10
MAGIC EVASION = 4 MAGIC EVASION =
EQUIP BONUS = i EQUIP BONUS ACCURACY +20%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE o | STARTING GEAR JAIRE |  [DEFENSE +1 SOLD URBETH[AT, INVIDIA[A]
MAGIC DEFENSE +1 MAGIC DEFENSE 41 SOLD LIBERTE TOWN[B]
EVASION = EVASION B
VALUE +100 VALUE +50
@ ALCHEMIST GOWN £BBEASTMASTER COAT
BUY 850 BUY =
SELL 170 SELL 150
DEFENSE 9 DEFENSE 8
MAGIC DEFENSE 8 MAGIC DEFENSE 7
EVASION = EVASION =
MAGIC EVASION = MAGIC EVASION 28
EQUIP BONUS | DEFENSE/MAGIC DEFENSE/ACCURACY/MAGIC ACCURACY +5% EQUIP BONUS | DEFENSE/MAGIC DEFENSE, STRENGTH +10%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +] [sotp [nviDiArB] |  [DEFENSE +1 [ CHEST | EXTRA DUNGEONS |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION = EVASION =
VALUE +50 VALUE +50
@ ANGEL TOGA @BBLACK ROBE
BUY 1000 NPT, BUY 350
SELL o V\'g;.f‘ ‘ \ \ ‘(’ SELL 70 =
DEFENSE 2 R T 3
MAGIC DEFENSE 9 F AP MAGIC DEFENSE 4
EVASION 1 : EVASION =
MAGIC EVASION 1 , /L" MAGIC EVASION =
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% D e Y EQUIP BONUS INTELLECT/MAGIC ATTACK POWER +10%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED ~ WHERE OBTAINED
DEFENSE +1 [MULTIPLAYERSHOP__ [LIBERTEPORT | |DEFENSE +1 LIBERTE TOWNA],
MAGIC DEFENSE H MAGIC DEFENSE +] 0 URBETH[AL, INVIDIA[A]
EVASION i EVASION B2 SOLD GUERALB]
VALUE +50 VALUE +50
FRARMOR OF LIGHT £BBLUE JACKET
BUY = BUY 1000
SELL = SELL =
DEFENSE 12 DEFENSE 2
MAGIC DEFENSE 12 MAGIC DEFENSE 2
EVASION = EVASION ]

MAGIC EVASION = MAGIC EVASION 1
EQUIP BONUS ALL STATS +10% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 SPEAK WITH INVIDIA CHIEF DEFENSE +1 (MULTIPLAYER SHOP [ LIBERTEPORT |
MAGIC DEFENSE +1 FOUND éFfER OBTAINING SHAMAN MAGIC DEFENSE +1
EVASION ) ROWH EVASION A
VALUE +100 VALUE +50
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R BRANDT'S TOGS R DANCER CLOTHES
BUY = BUY 735
SELL 8 SELL 147
DEFENSE 1 DEFENSE 7
MAGIC DEFENSE 1 <4 MAGIC DEFENSE 6
EVASION = EVASION 12
MAGIC EVASION = “ MAGIC EVASION 5
EQUIP BONUS = EQUIP BONUS EVASION/SPIRIT +10%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [STARTING GEAR [ BRANDT | [DEFENSE + SOLD SPELVIA[B]
MAGIC DEFENSE 11 MAGIC DEFENSE +1 ANIMAL
S = ST - FOUND IN CHEST BURROWCS]
VALUE +100 VALUE +50
GBCAT'S CLOAK R DANCING WEAR
BUY 1000 BUY 1000
SELL = SELL o
DEFENSE 2 DEFENSE 2
MAGIC DEFENSE 2 MAGIC DEFENSE 2
EVASION 1 EVASION 1
MAGIC EVASION 1 MAGIC EVASION 1
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [MULTIPLAYERSHOP_ [INVIDIA_ |  [DEFENSE +1 [MULTIPLAYER SHOP_ [ LIBERTEPORT |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION +1 EVASION +1
VALUE +50 VALUE +50
fRCAT'S TUNIC BBDARK ARMOR
BUY 1000 BUY 1000
SELL = il SELL =
DEFENSE 2 ‘ DEFENSE 2
MAGIC DEFENSE 2 MAGIC DEFENSE 2
EVASION 1 EVASION 1
MAGIC EVASION 1 MAGIC EVASION 1
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +] [MULTIPLAYER SHOP__ [LIBERTEPORT | | DEFENSE +] [MULTIPLAYER SHOP__ | ARBOR i
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION +1 EVASION +1
VALUE +50 VALUE +50
B CEREMONIAL ROBE S DARK FENCER ARMOR
BUY 1000 BUY 850
SELL = SELL 170
DEFENSE 2 DEFENSE 10 ‘K*l
MAGIC DEFENSE 2 MAGIC DEFENSE 7 ‘
EVASION 1 EVASION =
MAGIC EVASION 1 MAGIC EVASION =
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS ATTACK POWER/STRENGTH +10%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE ] [MULTIPLAYER SHOP____ [ TOWN OFHORNE| | DEFENSE +1 solD TOWN OF HORNE[B] (AFTER
MAGIC DEFENSE +1 MAGIC DEFENSE +1 DEFEATING SATAN)
EVASION +1 EVASION =
VALUE +50 VALUE +50




@BEASTERNGARB M GARB OF KNOWLEDGE

BUY. 1000 BUY 1000
SELL = SELL =

DEFENSE 2 DEFENSE 2

MAGIC DEFENSE 2 MAGIC DEFENSE 2

EVASION 1 EVASION 1

MAGIC EVASION ] MAGIC EVASION 1

EQUIP.BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE +1 | MULTIPLAYER SHOP._ [ ARBOR |  [DEFENSE +1 | MULTIPLAYER SHOP_ [ARBOR |
MAGIC DEFENSE +1 MAGIC DEFENSE +1

EVASION +] EVASION - +]

VALUE +50 VALUE +50

R ELEMENTALIST ROBE MBGUNNERSCOAT

BUY 550 BUY 1000

SELL 110 SELL =

DEFENSE 5 DEFENSE 2

MAGIC DEFENSE 6 MAGIC DEFENSE 2

EVASION = EVASION 1

MAGIC EVASION = MAGIC EVASION 1

EQUIP BONUS MAGIC ACCURACY/INTELLEGT +10% FQUIP. BONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE +1 INVIDIATA], DEFENSE +1 [MULTIPLAYER SHOP_— [invibiA |

SOLD 1V

MAGIC DEFENSE +1 SPELVIATA] MAGIC DEFENSE +]

EVASION = EVASION +1

VALUE +50 VALUE +50

ARFENCERS GARB ABHERO ARMOR

BUY 1000 BUY 750

SELL = SELL 130

DEFENSE 2 DEFENSE 8

MAGIC DEFENSE 2 MAGIC DEFENSE 7

EVASION 1 EVASION =

MAGIC EVASION ] MAGIC EVASION =

EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% FQUIP BONUS STRENGTHJ/INTELLECT/SPIRIT +10%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE +1 [MULTIPLAYER SHOP_ [TOWN OFHORNE|  [DEFENSE +1 sowD URBETH[B],
MAGIC DEFENSE +1 MAGIC DEFENSE +1 SPELVIAIB]
EVASION +1 EVASION =

VALUE +50 VALUE +50

@ricuTERGI @uesTiasTunic

BUY 550 7 BUY 1000

SELL 110 X SELL =

DEFENSE 8 DEFENSE 2 \Q
MAGIC DEFENSE 3 MAGIC DEFENSE 2 ” <
EVASION = EVASION 1 “
MAGIC EVASION = MAGIC EVASION 1 AT
EQUIP BONUS HP/STRENGTH +10% EQUIP.BONUS STRENGTH/INTELLECT/SPIRIT +5% e
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE ] SOLD SPELVIATA] DEFENSE +1 [ MULTIPLAYER'SHOP_ [INVIDIA i
MAGIC DEFENSE +1 SOLD URBETH[B] MAGIC DEFENSE +1

EVASION = EVASION +1

VALUE +50 VALUE +50
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@MERCHANTTUNIC

BUY 1000 BUY 550
SELL = SELL 110
DEFENSE 2 DEFENSE 6
MAGIC DEFENSE 2 MAGIC DEFENSE 5
EVASION 1 EVASION =
MAGIC EVASION 1 MAGIC EVASION =
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIPBONUS INTELLECT/SPIRIT +10%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE + [MUITIPLAYER'SHOP [ARBOR |  [DEFENSE 4l S0LD ARBOREAT, INVIDIATA]
MAGIC DEFENSE +1 MAGIC DEFENSE +1 SOLD - URBETHIB]
EVASION +1 EVASION = :

VALUE +50 VALUE +50

ARJUSQUASCOAT APMODERNDRESS
BUY = BUY 1000 v
SELL 8 SELL = '

DEFENSE 1 DEFENSE 2
MAGIC DEFENSE 1 MAGIC DEFENSE 2
EVASION = EVASION 1
MAGIC EVASION = MAGIC EVASION 1
EQUIP BONUS = EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [STARTING GEAR [Jusaua |  [DEFENSE +1 [MULTIPLAYER SHOP_ [ SPELVIA |
MAGIC DEFENSE +1 MAGIC DEFENSE +
EVASION = EVASION +1
VALUE +100 VALUE +50
@KRINJHSROBE #BMONK ROBE
BUY = BLY 850
SELL 28 SELL 170
DEFENSE 3 DEFENSE 8
MAGIC DEFENSE 4 MAGIC DEFENSE 9
EVASION = EVASION =
MAGIC EVASION = MAGIC EVASION = Sy
EQUIP BONUS = EQUIP BONLS INTELLECT/SPIRIT +10% V=

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 STARTING GEAR KRINIH DEFENSE +1 S0LD LIBERTE TOWN[B]
MAGIC DEFENSE +1 STOLEN FROM ENEMY_ | KRINJH MAGIC DEFENSE +1 FOUND IN CHEST | ANIMAL BURROWIB]
EVASION = EVASION =
VALUE +100 VALUE +50
ABVAXIMILLIAN ARMONKISH GARB
BLY 1000 BUY 1000
SELL = SELL =
DEFENSE 2 2 DEFENSE 2
MAGIC DEFENSE 2 MAGIC DEFENSE 2
EVASION 1 EVASION 1
MAGIC EVASION 1 MAGIC EVASION 1
EQUIP BONUS STRENGTH/INTELLEGT/SPIRIT +5% EQUIPBONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [MUTIPLAYERSHOP_ [LIBERTEPORTE | | DEFENSE +1 [MULTIPLAYER SHOP._ [INVIDIA |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION + EVASION +1
VALUE +50 VALUE +50




LB MUSICIAN ROBES @O PARTY HOST WEAR
BUY = BUY 600
SELL 170 SELL 120 ' 5174
DEFENSE 9 DEFENSE 5 <V
MAGIC DEFENSE 8 MAGIC DEFENSE 7 » %
EVASION = EVASION =
MAGIC EVASION £ MAGIC EVASION 2
EQUIP BONUS SPIRIT +10%, EVADE/MAGIC EVADE +5% EQUIP BONUS | INTELLECT/SPIRIT/EVASION/MAGIC EVASION +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [cHEST | EXTRA DUNGEONS DEFENSE +1 [sotn | URBETH[B], SPELVIALB] |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EYASION = EVASION =
VALUE +50 VALUE +50
@R NINJA UNIFORM @ POET TUNIC
BUY ' = BUY. 350 g
SELL 170 SELL 70 JUE
DEFENSE 8 DEFENSE 4 p AR
MAGIC DEFENSE 7 MAGIC DEFENSE 3 -
EVASION 10 EVASION - —z
MAGIC EVASION 10 MAGIC EVASION = g'g
EQUIP BONUS EVASION +20% EQUIP BONUS INTELLECT/SPIRIT +10%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE 1 | CHEST | EXTRA DUNGEONS |  [DEFENSE +] SOLD URBETHIAJ, INVIDIATAT
MAGIC DEFENSE +1 MAGIC DEFENSE +1 SOLD LIBERTE TOWN[B]
EVASION = EVASION =
| vaLUE = VALUE +50
01D CLOTHES LBPRIEST'S GOWN
BUY = : BUY 1000
SELL 2 i , SELL =
DEFENSE 1 . \ DEFENSE 2
MAGIC DEFENSE 1 Fig MAGIC DEFENSE 2
EVASION = o EVASION 1
MAGIC EVASION = ] MAGIC EVASION 1
EQUIP BONUS = EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [Is61 [YUNTA (INURBETH) ]  [DEFENSE +1 | MULTIPLAYER SHOP_ [ GUERA |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION = EVASION +1
VALUE +50 VALUE +50
BB PALADIN ARMOR P RANGER OUTFIT
BUY 850 BUY 380
SELL 170 SELL 76
DEFENSE 1 DEFENSE 5
MAGIC DEFENSE 6 MAGIC DEFENSE 2 - —_—,
EVASION = EVASION 5 e,
MAGIC EVASION = MAGIC EVASION ]
EQUIP BONUS HP +20% EQUIP BONUS STRENGTH/ACCURACY -+10%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [soLD | URBETHIB] DEFENSE 1 [soLp [INVIDIATAY, SPEIVIATAT |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION = EVASION =
VALUE +50 VALUE +50
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@RED JACKET

BUY 1000

SELL =

DEFENSE 2

MAGIC DEFENSE 2

EVASION 1

MAGIC EVASION 1

EQUIP'BONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED

WHERE OBTAINED

@DROLANSCIOTHES

BUY

SELL

DEFENSE

MAGIC DEFENSE

EVASION

MAGIC EVASION

EQUIP BONUS

CHANGES WHEN IMPROVED

WHERE OBTAINED

DEFENSE +1 I MULTIPLAYER SHOP I URBETH | DEFENSE +] STARTING GEAR ROLAN
MAGIC DEFENSE +1 MAGIC DEFENSE +1 STOLEN FROM ENEMY ROLAN {B}
EVASION +1 EVASION —
VALUE +50 VALUE +100
BreDsasH {8sAGE ROBE
BUY 1000 BUY. = £
SELL — SELL 170
DEFENSE 2 DEFENSE 8
MAGIC DEFENSE 2 MAGIC DEFENSE 9
EVASION 1 EVASION —
MAGIC EVASION 1 MAGIC EVASION —
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP.BONUS MAGIC ACCURACY +20%
CHANGES WHEN IMPROVED WHERE OBTAINED CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE +1 [MULTIPLAYER SHOP [ GUERA | [DEFENSE +1 [ CHEST | EXTRA DUNGEONS |
MAGIC DEFENSE +1 MAGIC DEFENSE +1
EVASION +1 EVASION —
VALUE +50 VALUE +50
R REKOTEH'S CLOTHES 4BSAIVE-MAKER ROBE
BUY — BUY 500
SELL — SELL 100
DEFENSE 6 DEFENSE 6
MAGIC DEFENSE 4 MAGIC DEFENSE 4
EVASION — \__,:‘ EVASION —
MAGIC EVASION — | ¥ MAGIC EVASION —
EQUIP BONUS — L EQUIP.BONUS | INTELLECT +10%, EVASION/MAGIC EVASION +5%
CHANGES WHEN IMPROVED WHERE OBTAINED CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE +1 STARTING GEAR REKOTEH DEFENSE +1 SOLD ARBOR[A]
MAGIC DEFENSE +1 STOLEN FROM ENEMY REKOTEH MAGIC DEFENSE +1 SOLD URBETH[B]
EVASION — EVASION —
VALUE +100 VALUE +50
BRREPLICA PLATE fBSCHOLAR GOWN
BUY 1000 BUY 700
SELL — SELL 140
DEFENSE 2 DEFENSE 7
MAGIC DEFENSE 2 MAGIC DEFENSE 7
EVASION 1 EVASION —
MAGIC EVASION 1 MAGIC EVASION —
@IP BONUS STRENGTH/INTELLECT/SPIRIT -+5% EQUIP BONUS INTELLECT +20%
CHANGES WHEN IMPROVED WHERE OBTAINED CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE +1 | MULTIPLAYER SHOP ISPELVIA J DEFENSE +1 SOLD SPELVIA[AT
MAGIC DEFENSE +1 MAGIC DEFENSE +1 SOLD URBETH[B]
EVASION +1 EVASION —
VALUE +50 VALUE +50




@R SCRIBE GOWN LBSILVER SUIT

BUY = BUY 1000

SELL 130 SELL i

DEFENSE 7 ‘h\ DEFENSE 2

MAGIC DEFENSE 6 ' < MAGIC DEFENSE 2

EVASION = EVASION 1

MAGIC EVASION 2 MAGIC EVASION 1

EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP.BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 oeT EXTRA DEFENSE +1 [MULTIPLAYER SHOP____ | URBETH l
MAGIC DEFENSE +1 DUNGEONS MAGIC DEFENSE +1

EVASION = EVASION +
[VALUE +50 VALUE +50
AR SEAMSTRESS CLOTHES BB SPELL FENCER ARMOR

BUY o BUY 850

SELL 140 SELL 170

DEFENSE 7 DEFENSE 9

MAGIC DEFENSE 7 MAGIC DEFENSE 8

EVASION o EVASION =

MAGIC EVASION = ‘A MAGIC EVASION =

EQUIP BONUS | DEFENSE/MAGIC DEFENSE/EVADE/MAGIC EVADE +5% EQUIP BONUS STRENGTH/INTELLECT +10%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [cHEST |EXTRADUNGEONS |  [DEFENSE +1 sow URBETHIBI,
MAGIC DEFENSE +1 MAGIC DEFENSE +1 ARBORIE]
EVASION z EVASION :

VALUE +50 VALUE +50

fBSHAMAN ROBE ABSTEEL ARMOR

BUY 850 BUY =

SELL 170 SELL 30

DEFENSE 8 DEFENSE 2

MAGIC DEFENSE 9 MAGIC DEFENSE ]

EVASION = EVASION =

MAGIC EVASION = MAGIC EVASION =

EQUIP BONUS MAGIC ACCURACY/INTELLECT +10% EQUIP BONUS =
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [soip | TowN OF HORNE[B] |  [DEFENSE +1 [cHEsT [ witcH's MaNSIoN” |
MAGIC DEFENSE +1 MAGIC DEFENSE +1

EVASION = EVASION =

VALUE +50 VALUE +50

@ SHINOBI GARB @R STORYTELLER ROBE

BUY 1000 BUY =

SELL = SELL 90

DEFENSE 2 DEFENSE 5

MAGIC DEFENSE 2 MAGIC DEFENSE 4

EVASION 1 EVASION =

MAGIC EVASION 1 MAGIC EVASION =

EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS [ DEFENSE +5, MAGIC DEFENSE -+4, ALL STATS +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 [MULTIPLAYER SHOP [ GUERA |  [DEFENSE +1 [cHEsT [ EXTRADUNGEONS |
MAGIC DEFENSE +1 MAGIC DEFENSE +1

EVASION + EVASION =

VALUE +50 VALUE +50
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@ TORTES CLOTH

B WARMAGE ARMOR

BUY = BUY 1000
SELL 28 SELL =
DEFENSE 4 DEFENSE 2
MAGIC DEFENSE 3 MAGIC DEFENSE 2
EVASION = EVASION ]
MAGIC EVASION = MAGIC EVASION 1
EQUIPBONUS = EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE +1 STARTING GEAR TORTE DEFENSE +1 [MULTIPLAYER'SHOP__ [TOWN OF HORNE]
MAGIC DEFENSE +1 STOLEN FROM ENEMY | TORTE MAGIC DEFENSE +1
EVASION = EVASION +
VALUE +100 VALUE +50
§® TR AVELER'S GARB 8 WHITE ROBE
BUY 150 BUY 350
SELL 30 SELL 70
DEFENSE 2 DEFENSE 3
MAGIC DEFENSE 1 MAGIC DEFENSE 4
EVASION = EVASION =
MAGIC EVASION = MAGIC EVASION i
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP'BONUS SPIRIT +20%
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED
DEFENSE 4 SOLD GUERATA] DEFENSE + SOl LIBERTE TOWN[AJ,
MAGIC DEFENSE +] SOLD LIBERTE TOWN[A MAGIC DEFENSE +1 URBETHIAJ, INVIDIATA]
EVASION — EVASION = S0LD GUERACB]
VALUE +50 VALUE +50
R TRYLION'S COAT f® WORKER'S CLOTHES
BUY 1000 BUY 1000
SELL = SELL =
DEFENSE 2 DEFENSE 2
MAGIC DEFENSE 2 MAGIC DEFENSE 2
EVASION 1 EVASION ]
MAGIC EVASION 1 MAGIC EVASION 1
EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5% EQUIP BONUS STRENGTH/INTELLECT/SPIRIT +5%

CHANGES WHEN IMPROVED

WHERE OBTAINED

CHANGES WHEN IMPROVED

WHERE OBTAINED

DEFENSE +1 [MULTIPLAYER SHOP_ [URBETH DEFENSE + [MUTIPLAYER SHOP. [URBETH |
MAGIC DEFENSE +1 MAGIC DEFENSE +1

EVASION +1 EVASION +

VALUE +50 VALUE +50

i VERMILLION @ YUNITAS GARB

BUY 1000 BUY =

SELL = SELL 8

DEFENSE 2 DEFENSE 1

MAGIC DEFENSE 2 MAGIC DEFENSE 1

EVASION 1 EVASION =

MAGIC EVASION ] MAGIC EVASION =

EQUIP BONUS STRENGTH/INTELLEGT/SPIRIT +5% EQUIP BONUS =
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE +1 [MULTIPLAYERSHOP_ [ ARBOR ] [DEFENSE +1 [ STARTING GEAR [YUNITA 7
MAGIC DEFENSE +1 MAGIC DEFENSE +1

EVASION +1 EVASION =

VALUE +50 VALUE +100
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Shields offer a huge boost to your char-
acters' defense. With a few exceptions,
Shields provide additional defense and
avoidance against regular and magic attacks.
As a bonus, there are six shields that nullify a
specific elements. If you know an upcoming
area is loaded with enemies that deal a
certain type of damage, equip the proper
shield to reduce the amount of damage that

JYour characters may take.

&) ANTIMAGE

BUY

100,000

SELL

20,000

DEFENSE

MAGIC DEFENSE

5

EVADE

MAGIC EVADE

NOTE

CHANGES WHEN IMPROVED

WHERE OBTAINED

DEFENSE = (soLo | MOONSAND RUINS |
MAGIC DEFENSE +2

EVADE o

VALUE +100

&) DARKSTEEL SHIELD
BUY 450

SELL 90

DEFENSE 2

MAGIC DEFENSE 2

EVADE 5

MAGIC EVADE 5

NOTE BLOCKS DARK (V. 1)

CHANGES WHEN IMPROVED

WHERE OBTAINED

DEFENSE = URBETHLAJ, INVIDIA,

MAGIC DEFENSE 27 SOLD | SPELVIATAI, TOWN OF HORNE
EVADE = (AFTER DEFEAT OF SATAN)
VALUE +50

=

T2 750 1070 R
7 ////’%
7 10 Al g

%) FLAME SHIELD
BUY 350

SELL 70
DEFENSE 1

MAGIC DEFENSE 1

EVADE 5

MAGIC EVADE 5

NOTE BLOCKS FIRE (LV. 1)

CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE = [soLD | URBETH, SPELVIATA]
MAGIC DEFENSE —

EVADE +1

VALUE +50

&) GREAT TREE SHIELD
BUY 280

SELL 56

DEFENSE 2

MAGIC DEFENSE 2

EVADE 8

MAGIC EVADE 8

NOTE =

CHANGES WHEN IMPROVED WHERE OBTAINED
DEFENSE — S0LD ARBOR,
MAGIC DEFENSE — URBETH[B]
EVADE +1
VALUE +50
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‘@ HIDESHIELD PsHIELD OF LIGHT

BUY 100,000 BUY =

SELL 20,000 SELL =

DEFENSE = DEFENSE 3

MAGIC DEFENSE = MAGIC DEFENSE 3

EVADE 15 EVADE 10

MAGIC EVADE 15 MAGIC EVADE 10

NOTE = NOTE NULLIFIES AILMENTS

CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE _ [soLp | MOONSAND RUINS | |DEFENSE +1 FOUND | SPEAK WITH KRINJH AFTER
MAGIC DEFENSE = MAGIC DEFENSE +1 DEFEATING ASMODEUS
EVADE +2 EVADE ]

VALUE +100 VALUE +100
42) HOLY SHIELD &) UNYIELDING SHIELD _

BUY 450 , « BUY 100,000

SELL 90 , ;4‘ lll f‘ SELL 20,000

DEFENSE 2 \‘ . ’] DEFENSE 5

MAGIC DEFENSE 2 : MAGIC DEFENSE =

EVADE 5 \¢ EVADE =

MAGIC EVADE 5 L MAGIC EVADE =

NOTE BLOCKS LIGHT (LV. 1) Y NOTE =
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE - [soLp [LIBERTETOWN [B], SPELVIA[B] | | DEFENSE +2 [sowp | MOONSAND RUINS |
MAGIC DEFENSE = MAGIC DEFENSE =

EVADE +1 EVADE =

VALUE +50 VALUE +100

hy (2
( @ ICE SHIELD @ WIND SHIELD

BUY 350 BUY 350

SELL 70 Afa SELL 70

DEFENSE 1 SRN/TL DEFENSE 41

MAGIC DEFENSE 1 '_fg}f K~ MAGIC DEFENSE +1

EVADE 5 ey 2N EVADE +5

MAGIC EVADE 5 Al NUN MAGIC EVADE +5

NOTE BLOCKS WATER (LV. 1) ety NOTE BLOCKS WIND (V. 1)
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE LT SoiD LIBERTE TOWN, INVIDIA, DEFENSE = SolD TOWN OF HORNELB] (AFTER
MAGIC DEFENSE = SPELVIATAL MAGIC DEFENSE o DEFEAT OF SATAN)
EVADE +1 EVADE +1

VALUE +50 VALUE +50
A ROCK SHIELD &) WwOOD SHIELD

BUY 350 BUY 130

SELL 70 SELL 2 -
DEFENSE I DEFENSE 1 4.‘
MAGIC DEFENSE ] MAGIC DEFENSE 1 :
EVADE 5 EVADE 3 ‘

MAGIC EVADE 5 MAGIC EVADE 3 R ’
NOTE BLOCKS EARTH (LV.1) NOTE -
CHANGES WHEN IMPROVED  WHERE OBTAINED CHANGES WHEN IMPROVED  WHERE OBTAINED

DEFENSE — | [Sotb___ [GUERA, URBETH[A] "]  [DEFENSE = JUSQUA, YUNITA, AIRE,
MAGIC DEFENSE = MAGIC DEFENSE — | R EHNTGFARR
EVADE 1 TOWN OF HORNE,
mgg :510 VALUE :50 2 URBETH[A]
FOUND IN CHEST | HORNE CASTLE




Use Accessories o fill in the gaps left by the rest of a character's equipment. Need an item that boosts your
elemental defense or blocks negative status effects? Try a cape. A powerful new weapon becomes available,

but it lacks an elemental componenent to its damage? There's a gauntlet for that. Use the following listing of

Accessories to help you round out your party's equipment needs.

- APOLLO'S TALISMAN

pescpron | ATRAVEERS AN GRAFED Y APOLL.DEFESE | [,y ograne FVENT CEA PN UL L BERETONY | (B NI/A
“@BIACKRING

DESCRIPTION MAGIC DEFENSE +10% HOW OBTAINED S0 SPELA el
“@BIOODYRING

DESCRFTION_ | 10% GHAICEOFABSORBING HP INANORMALATACK | | oW o T V;‘{ﬁ'gﬁ'lﬁi? 0 2':1/0‘:)
JNCAPEOF LIGHT _

o [FRETRR| [ | e
A8 CONFUSECAPE

r DESCRIPTION BLOCKS CONFUSION. HOW OBTAINED :gtg l'f::g: :Eyu 25500
A8 CONFUSERING

s 10% CHANCEOF ONFUSITG THEFOE I ANORAAL | [, 0o ] gggﬂ:gg{g géﬁ %OA
#8 COURAGERING

’ DESCRIPTION YOU BECOME PSYCHED UP MORE EASILY. HOW OBTAINED gg;ﬂ’, ME‘;&:‘Q‘[‘M :é’l{ ';’6%%“
MBCURSECAPE

DESCRIPTION * BLOCKS CURSES. HOW OBTAINED RIS Bl L
SELL | 100
-© CURSE RING

: DESCRIPTION | 10% CHANCE OF INFLIACTTTI‘I‘I&A CURSEINANORMAL | | 0w omainen SDLE(I]\; DOPPELGG':\(?‘?LE?A[]AM isié!lYL %%_
@DARKCAPE

DESCRIPTION BLOCKS DARK-ELEMENT ATTACKS (LV1). HOW OBTAINED ik L L gé’l‘[ 4;'%
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S DEATH CAPE

DESCRIPTION BLOCKS SUDDEN DEATH. HOW OBTAINED il BCHHENEE BuY A
. SELL 200
@ DEATH RING
oescupron | 10 CHANCEORINFICTNG SUDDEN DERTHINA. | | o ggruneo e i e i
® DUSK GAUNTLET
pescuprion | ADDS VT DARKELENENE DRWAGETOWENPON | | oy ogmaey oy SKELEON A ST
B EARTH GAUNTLET
oescurion | ADDS LV EARTELCHENE DMAGETOWERRON | |y garanen T SIEWOHH o
Brircare
DESCRIPTION MAGIC EVASION IS DOUBLED. HOW OBTAINED sk ATER lsiéjlYL 1%%
% ENERGY SCREEN
DiscRprioN | R e DANAGE. | |HOW OBTAINED S . T
& rary cAPE
DESCRIPTION EVASION RATE IS DOUBLED. HOW OBTAINED E:gr THE 2::3‘ THEE EELYL fgg
¥ FLAME cAPE
DESCRIPTION BLOCKS FIRE-ELEMENT ATTACKS (LV.1). HOW OBTAINED g;%s: lggkﬂlk(]i ISTLYL %3
$? FLAME GAUNTLET
DESCRIPTION | ADDS LV.1 FIRE-ELEMENT DAMAGE TO WEAPON ATTACKS. | | HOW OBTAINED SORE': GARGOYIL’;V[';)]',AGERI 7 géﬁ fgﬂ
88 rrasH cAPE
DESCRIPTION BLOCKS BLINDNESS. HOW OBTAINED 0D URBETH géﬁ 255:
@ FLASH RING
oescRprion | 10% GANCEOFBLINDIG THEFOEVANORAL | | ggrie zgtg 2::&::1 : 'S’;Yl fgg
*® FORTUNE EGG
DESCRIPTION DOUBLES NUMBER OF ITEMS DROPPED. HOW OBTAINED MUIFT*:IESLIYER STARGmBER SBgI gggg




B FossIL CAPE

DESCRIPTION BLOCKS PETRIFICATION. HOW OBTAINED S - T
B FOSSILRING

DESCRIFTION | 10% cuANchrmmAwnuAN&mE roemuomm HOW OBTAINED E:Eg Suﬂ’%mu géﬁ %ﬁ
> GALE GAUNTLET

pescupron | ADDS LU VIND ELEHEIT DVAGETOVEAPON | [0y g L (;ﬂm[:]] g;ll\{ :lo/s
% GEMCOLLECTOR

DESCRIPTION KEEP ALL YOUR GEMS, EVEN AFTER DEATH. HOW OBTAINED RULTTROYER URBETH T
Z@GIANTSRING

DESCRIPTION ATTACK +10% HOW OBTAINED e so:g:grm 2;‘[ -
& GLIMMER GAUNTLE

| | T
~® GROWTHEGG

DESCRIPTION DOUBLES EXPERIENCE POINTS EARNED. HOW OBTAINED e mﬁ":‘m;fm e o
. HERMES SANDALS

DESCRIPTION ALWAYS ACT FIRST HOW OBTAINED e s e o
BHEROSWILL

O L e —— ey
~@ INHERITED RING

DESCRIPTION | ARING INHERITED FROM YOUR FATHER. HP +10 | |HOW OBTAINED HEA LR T ORI N OHORF lsﬂ m
~@ INTELLECT RING

“nfscmmou BOOSTS INTELLECT BY 10%. HOW OBTAINED (s:EL; KE"E:VEE';'NS ;’;{ fgg
DESCRIPTION DONT PARTICIPATE IN JOINT ATTACKS. HOW OBTAINED g:g'; :Eﬂgm{g SSLYL 2"0/0‘:)

4
&
%
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% MANA SCREEN

pescupmon | S8 FO R S HEDmAGE | | oW oBmamed |—— Wik I
g OLD SHOES
DESCRIPTION ALWAYS ACT LAST. HOW OBTAINED ﬂggg%g UBiTzTnFo?RT géﬁ gggg
8 po1soN CAPE
DESCRIPTION BLOCKS POISON. HOW OBTAINED ggtg lf:;;‘:, SB;{ 255;’
@ POISON RING
DESCRIPTION | 10% CHANCE OF POIS(KINTIAN& THEFOE INANORMAL | | 410w 0BTAINED gzg: ; B(%S('m';l[g gé’l‘[ %g
& POWER RING
DESCRIPTION BOOSTS STRENGTH BY 10%. HOW OBTAINED ggtg lf;',f;‘,‘{ SBELYL fgg
% RAINBOW BOOTS
oiscuprion | ESENDARY BOOTSTHRSENOL AIKONRASONSE | oy ogrunen T TRIDERYTARICTO YA a8 o
‘PP RIBBON
DESCRIPTION BLOCKS ALL AFFLICTIONS. HOW OBTAINED gﬁ ﬂgggmfk g:ﬁ 2':,/01‘0
88 SHINE CAPE
DESCRIPTION BLOCKS LIGHT-ELEMENT ATTACKS (V). HOW OBTAINED gg 5"““;‘;,}'};’;}3;‘3 i zﬂyl %ﬁ
& s ENCE CAPE
DESCRIPTION BLOCKS SILENCE. HOW OBTAINED 200 RO SBEL{ 25500
SILENCE RING
ooy | IRGMICOERBNETEROENA 1 | ow osunen T SUR[3] TR
@sieepcape
DESCRIPTION BLOCKS SLEEP. HOW OBTAINED 0 IR EEL{ 25500
@ SLEEP RING
pescuprion | 10 CAVGEOFRUTING THEOETOSLEEPNA | |0y g bacy UM i %g




Z@ SNIPERSRING

‘ DESCRIPTION ACCURACY +10% HOW OBTAINED = ARIOR g&{ ,533
MRsoncapE

DESCRIPTION BLOCKS EARTH-ELEMENT ATTACKS (LV.1). HOW OBTAINED == TOMER N THE SKY SSL{ %
2® SOUL OF THAMASA
] DESCRIPTION MAGIC ATTACK +10%, INTELLECT +5% HOW OBTAINED ?:EL;JT mwngtv:ﬁmus géﬁ ‘;’;,?,‘[’,"
B SPRITRING
| DESCRIPTION BOOSTS SPIRIT BY 10%. HOW OBTAINED (S:EL; FA‘::?E,EH ggﬁ ?gg
& SPRING GAUNTLETS
,. pEscripion | ADDSLV w‘m’ﬂﬁ#ﬁ'&gm“ TOWEAPON | | yow 0BTAINED mﬁ: Immml gﬂm[ %3
% STAR EARRING
| DESCRIPTION MAGIC ATTACK +10% HOW OBTAINED ggtg mg‘x 2&{ fgg
‘@R STREAM CAPE

DESCRIPTION BLOCKS WATER-ELEMENT ATTACKS. HOW OBTAINED ;I;E)S: FRE'!;(?I?[ Al :ELYL :'!Z'ML
42 STUNRING
| pesceiprion | 10% CHANCE OF PARALYZING THE FOEINANORMAL | | oy, ograey g:gg m:g:ﬁggx Eg géll\[ ;i/(%
BsToncapE

DESCRIPTION BLOCKS PARALYSIS. HOW OBTAINED :gll'g l:;mi':l zg}_ 25';0
2@ TRYLION'S RING

DESCRIPTION ARING GIVEN TO YOU BI;‘I}YLION. DEFENSE +l., HP. HOW OBTAINED EVENT SPEAK WITH TRYLION AFTER DEFEATING THE ICE DRAGON. géllYL :5:
L DESCRIPTION DEFENSE +10% HOW OBTAINED (S:EL;, I(EU g:\g:NS 231 ?gg
®wiNDcaAPE

DESCRIPTION BLOCKS WIND-ELEMENT ATTACKS (LV.1). HOW OBTAINED ;!;EJS: SPHV;::J‘:;:S:S UND EE:I ":0/3

‘
:

75



76

Magjc in Final Fantasy: The 4 Heroes of Light is divided
into three disciplines: Black, Dark, and White. Black
Magic deals direct damage to enemies. Dark Magic
inflicts a variet y of negative status effects. White Magic
boosts your party’s abilities, restores health, and even
returns fallen characters to life. In order to use a spell,
a character must have the corresponding Jome in

his or her inventory as well as having the magic spell
assigned {o one of six abiliy slots.

BEST BLACK MAGIC CROWNS | BLACK MAGE, SAGE
FIRST TARGET REAR

Black Magic channels the power of elements fo inflict direct damage to enemies, except for Ledf, Leafra, and Leafaga, which inflict nonelemental damage.
Both Light (Thunder, Banish) and Water (Water, Blizzard) are represented with two sets of Black Magic spells. The distinctions between spells are subile, but they do exist.

Compared to Banish spells, Thunder spells deal less damage but are executed more quickly. The same is true for Water spells and Blizzard spells. Blizzard spells deal
more damage, but take longer fo unleash on enemies.

@AEBO 5.

5 ANISH

WIND-ELEMENT ATTACK. WHERE OBTAINED LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 2 [soLp | TOWN OF HORNE | [APREQUIRED 2 [som [ SPELVIA
ELEMENT TYPE AR LV ELEMENT TYPE LIGHT LV.1
TARGETS ONE ENEMY BUY [ 500 TARGETS ONE ENEMY. BUY [ 500
MAGIC ATTACK 5 SELL | 100 MAGIC ATTACK 5 SELL | 100
TARGET.VALUE 5(5) TARGET VALUE 5(5)

ABILITY SPEED 15 ABILITY SPEED 15
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
[ DIMINISHED EFFECT NO | DIMINISHED EFFECT NO
@rerora  QBANISHRA

WIND-ELEMENT ATTACK. WHERE OBTAINED LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 3 SOLD GUERA AP REQUIRED 3 [soLn” [ SPELVIA
ELEMENT TYPE AR LV SOLD TOWN OF HORNE ELEMENT TYPE LIGHT 1V
TARGETS ONEENEMY | TARGETS | ONEENEMY | [BUY [ 1500
MAGIC ATTACK 12 BUY' | 1500 MAGIC ATTACK 12 SELL | 300
TARGET VALUE 5(10) SELL | 300 TARGET VALUE 5(10)

ABILITY SPEED 10 ABILITY SPEED 10

COMBINED YES COMBINED YES

IMPLEMENT YES IMPLEMENT YES

DIMINISHED EFFECT NO [ DIMINISHED EFFECT NO
@reroca  WWsansHGA

WIND-ELEMENT ATTACK. WHERE OBTAINED LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP.REQUIRED 4 |soLp | TOWN OF HORNELB] |  [APREQUIRED 4 [soLp |'SPELVIA
ELEMENT TYPE AIR V.2 ELEMENT TYPE LIGHT V.2
TARGETS ALL ENEMIES BUY [ 5000 [ TARGETS ALL ENEMIES BUY. [ 5000
MAGIC ATTACK 15 SELL | 1000 MAGIC ATTACK 15 SELL | 1000

| TARGET VALUE 5(15) TARGET VALUE 5(15)

ABILITY SPEED 5 ABILITY SPEED 5
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED. EFFECT YES DIMINISHED EFFECT YES




@ BLIZZARD

WATER-ELEMENT ATTACK.

» DF\ -‘,f’ﬂ\

WHERE OBTAINED DARK-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 2 [sotn [ INviDIA |  [APREQUIRED 4 [sotn [INvIDIA
ELEMENT TYPE WATER LV.1 ELEMENT TYPE DARK LV.2
TARGETS ONE ENEMY BUY [ 500 TARGETS ALL ENEMIES BUY | 5000
MAGIC ATTACK 8 SELL 100 MAGIC ATTACK 15 SELL | 1000
TARGET VALUE 5(5) TARGET VALUE 5(15)
ABILITY SPEED 10 ABILITY SPEED 5
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT YES
& BLIZZARA & esorror
MIGHTY BLACK MAGIC
‘:’AT:';';;MENT ATIACK, : I"S\:]'::RE OBTA'NEI';MDM I DESTROYS ALL... WHERE OBTAINED
LRED AP REQUIRED 5 SPEAK WITH KING HORNE
ELEMENT TYPE WATER LV.1 EVENT AFTER DEFEATING SATAN
TARGETS ONEENEMY__| [BUY_[ 1500 ELEMENT TYPE =
MAGIC ATTACK 15 SELL | 300 TARGETS ALL ENEMIES
MAGIC ATTACK 30 BUY | 5000
TARGET VALUE 5(10)
ABILITY SPEED 5 TARGET VALUE 5(20) SELL | 1000
COMBINED VES ABILITY SPEED 5
IMPLEMENT YES fmm ng
DIMINISHED EFFECT NO
DIMINISHED EFFECT NO
@ BLIZZAGA _ W FIRE
WATER-ELEMENT ATTACK. WHERE OBTAINED FIRE-ELEMENT ATTACK. WHERE OBTAINED
AP.REQUIRED 4 [soLp [INVIDIA AP REQUIRED 2 SOLD GUERA
ELEMENT TYPE WATER LV.2 ELEMENT TYPE FIRE LV.1 SOLD LIBERTE TOWN
TARGETS ALL ENEMIES BUY [ 5000 TARGETS ONE ENEMY.
MAGIC ATTACK 18 SELL | 1000 MAGIC ATTACK 5 BUY | 500
TARGET VALUE 5(15) TARGET VALUE 5(5) SELL | 50
ABILITY SPEED 0 ABILITY SPEED 15
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT YES DIMINISHED EFFECT NO
& ARk B rira |
DARK-ELEMENT ATTACK. WHERE OBTAINED FIRE-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 2 [soLD [INVIDIA AP REQUIRED. 3 SOLD GUERA
ELEMENT TYPE DARK LV.1 ELEMENT TYPE FIRE LV.] SOLD TOWN OF URBETH
TARGETS ONE ENEMY BUY | 500 TARGETS ONE ENEMY.
MAGIC ATTACK 5 SELL | 100 MAGIC ATTACK 12 BUY | 1500
TARGET VALUE 5(5) TARGET VALUE 5(10) SELL | 150
ABILITY SPEED 15 ABILITY SPEED 10
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT NO
6 DARKRA W FIRAGA ,
DARK-ELEMENT ATTACK. WHERE OBTAINED FIRE-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 3 [soLD [INVIDIA AP REQUIRED 4 [soLn [ TOWN OF URBETH
ELEMENT TYPE DARK LV.1 ELEMENT TYPE FIRE LV.2
TARGETS ONE ENEMY BUY | 1500 TARGETS ALL ENEMIES BUY_ | 5000
MAGIC ATTACK 12 SELL | 300 MAGIC ATTACK 15 SELL | 500
TARGET VALUE 5(10) TARGET VALUE 5(15)
ABILITY SPEED 10 ABILITY SPEED 5
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT YES

77

MAGIC TOMES



@ Lear M ovnca

NON-ELEMENT ATTACK. WHERE OBTAINED EARTH-ELEMENT ATTACK. DOES
AP REQUIRED 92 [somD [ARBOR ] NOTWORK ON FLYING ENEMIES. WHERE OBTAINED
ELEMENT TYPE = AP REQUIRED 4 [sotD [GUERA
TARGETS ONE ENEMY BUY_ [ 500 ELEMENT TYPE EARTH LV.2
MAGIC ATTACK 5 SELL | 100 TARGETS ALLENEMIES | [BuY | 5000
TARGET VALUE 5(5) MAGIC ATTACK 16 SELL | 500
ABILITY SPEED 15 TARGET VALUE 5(15)
COMBINED YES ABILITY SPEED 5
IMPLEMENT YES COMBINED YES
DIMINISHED EFFECT NO IMPLEMENT YES
o DIMINISHED EFFECT YES
s AFR &), -
e LEAPRAS Lo e W THUNDER . -
] WHERE
NOMN-H EMENT ATIAGK: QETAINED LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 3 [soLp [ARBOR |
ELEMENT TYPE = AP REQUIRED 2 [so1D | SPELVIA
TARGETS ONEENEMY__| [BUY_[ 1500 ELEMENT TYPE LIGHT LV
TARGETS ONE ENEMY BUY_ [ 500
MAGIC ATTACK 12 SELL [ 150
MAGIC ATTACK 3 SELL | 100
TARGET VALUE 5(10)
TARGET VALUE 5(5)
ABILITY SPEED 10
ABILITY SPEED 20
COMBINED YES
COMBINED YES
IMPLEMENT YES
DIMINISHED EFFECT NO ALY =
DIMINISHED EFFECT NO
-ELEME : WHERE OBTAINED
heciy NEATIACK J LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP.REQUIRED 4 [soLp: | ARBOR | .
= AP REQUIRED 3 [soLD [ SPELVIA
AT ELEMENT TYPE LIGHT L
TARGETS ALLENEMIES | [BUY_ 5000 BUENTIY L =
TARGETS ONE ENEMY. BUY. [ 1500
MAGIC ATTACK 15 SELL | 1000
MAGIC ATTACK 10 SELL | 300
TARGET VALUE 5(15)
[TARGET VALUE 5(10)
ABILITY SPEED 5
ABILITY SPEED 10
COMBINED YES
Y COMBINED YES
IMPLEMENT YES TETERET i
| DIWINISHED EFFECT 18 DIMINISHED EFFECT NO
”:Q-LQQAKE _____ i : B
EARTH-ELEMENT ATTACK. DOES N IHUNDAGA - .
NOT WORK ON FLYING ENEMIES. WHERE OBTAINED LIGHT-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 2 [soLD [ GUERA |  [APREQURED 4 [soLD [SPELVIA
ELEMENT TYPE EARTH LV.1 ELEMENT TYPE LIGHT LV.2
| TARGETS ONE ENEMY BUY_[ 500 | TARGETS ALLENEMIES | [BUY [ 5000°
MAGIC ATTACK 6 SELL [ 50 MAGIC ATTACK 12 SELL | 1000
TARGET VALUE 5(5) TARGET VALUE 5(15)
ABILITY SPEED 15 ABILITY SPEED 10
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
[ DIMINISHED EFFECT NO DIMINISHED EFFECT YES
EARTH-ELEMENT ATTACK. DOES e RS T
NOT WORK ON FLYING ENEMIES. WHERE OBTAINED WATER-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 3 [soo [ GUERA | [APREQUIRED 2 SOLD LIBERTE TOWN
ELEMENT TYPE EARTH LV.1 ELEMENT TYPE WATER LV.1 SOLD TOWN OF URBETH
| TARGETS ONE ENEMY BUY. [ 1500 TARGETS ONE ENEMY
MAGIC ATTACK 13 SELL | 150 MAGIC ATTACK 5 BUY_[ 500
TARGET VALUE 5(10) TARGET VALUE 5(5) SELL | 50
ABILITY SPEED 10 ABILITY SPEED 15
COMBINED YES  COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT NO




JATER A ¥ VLWATERCA

WATER-ELEMENT ATTACK. WHERE OBTAINED WATER-ELEMENT ATTACK. WHERE OBTAINED
AP REQUIRED 3 SOLD TOWN OF URBETH AP REQUIRED 4 SOLD TOWN OF URBETH
ELEMENT TYPE WATER LV.1 SOLD SPELVIA ELEMENT TYPE WATER LV.2 SOLD LIBERTE TOWN
TARGETS ONE ENEMY TARGETS ALL ENEMIES
MAGIC ATTACK 12 BUY | 1500 MAGIC ATTACK 15 BUY | 5000
| TARGET VALUE 5(10) SELL | 150 TARGET VALUE 5(15) SELL | 500
ABILITY SPEED 10 ABILITY SPEED 5
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT YES

BEST BLACK MAGIC CROWNS | DARK SHAMAN
FIRST TARGET REAR

Except for Break and Death, Dark Magic is used to chip away at difficult enemies by inflicing any of a number of negative status ailments on them. Not all enemies
are vulnerable fo each Dark Magic spell, so it's worthwhile studying the enemy data in this guide fo learn which spells to use against each enemy. Most Dark Magic
effects are the same as the ones enemies use against the party. Poison and Drain are the only Dark Magic spells that inflict measurable damage. Drain has a Magic
Attack value, making it the only Dark Magic spell that scales with a character's gear. Poison ficks off 3% of the afflicted enemy's total health each turn it's in effect.
Suppress reduces enemies’ statuses, making it easier fo damage them as well as making it harder for the enemies to damage your parly.

-sBREAK S 3 @ DEATH

30% CHANCE TO INFLICT

50% CHANCE TO TAKE A FOE'S LIFE.  WHERE OBTAINED
PETRIFICATION. WHERE OBTAINED AP REQUIRED 4 ] [soin TOWN OF URBETH
AP REQUIRED 3 SOLD GUERA TARGETS ONE ENEMY CHEST PIRATE HIDEOUT AFTER
TARGETS ONE ENEMY SOLD TOWN OF URBETH MAGIC ATTACK = OBTAINING MAGIC KEY
MAGIC ATTACK = TARGET VALUE 15 (15)
TARGET VALUE 10(10) BUY [ 2500 ABILITY SPEED 10 BUY | 5000
ABILITY SPEED 10 SELL | 500 COMBINED YES SELL | 1000
COMBINED YES ‘ IMPLEMENT YES
IMPLEMENT YES
‘ CONPENE X [~ . T - 6 DRAIN _ carodinl o
80% CHANCE TO INFLICT ABSORB HP. WHERE OBTAINED
CONFUSION. WHERE OBTAINED AP REQUIRED 2 [sowp [ TOWN OF URBETH ]
AP_REQUIRED 2 SOLD GUERA TARGETS ONE ENEMY
TARGETS ONE ENEMY SOLD TOWN OF URBETH MAGIC ATTACK 5 BUY | 1500
MAGIC ATTACK = TARGET VALUE 0(10) SELL | 300
TARGET VALUE 0(10) BUY [ 500 ABILITY SPEED 10
ABILITY SPEED 15 SELL 100 COMBINED YES
COMBINED YES IMPLEMENT YES
IMPLEMENT YES
; o § /s QHl
80% CHANCE TO INFLICT
80% CHANCE TO INFLICT A CURSE. WHERE OBTAINED BLINDNESS. WHERE OBTAINED
AP REQUIRED 2 [sotp | TOWN OF URBETH | [P REQUIRED 2 SOLD GUERA
TARGETS ONE ENEMY TARGETS ONE ENEMY SOLD TOWN OF URBETH
MAGIC ATTACK = BUY_ [ 2000 MAGIC ATTACK =
TARGET VALUE 5(10) SELL | 400 TARGETVALUE 5(10) BUY | 500
ABILITY SPEED 10 ABILITY SPEED 10 SELL | 100
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES




4 poison | W sieep

50% CHANCE TO INFLICT POISON. WHERE OBTAINED

50% TO INFLICT SLEEP. WHERE OBTAINED
AP REQUIRED 2 SOLD GUERA AP REQUIRED 2 SOLD GUERA
TARGETS ONE ENEMY SOLD TOWN OF URBETH TARGETS ONE ENEMY SOLD TOWN OF URBETH
MAGIC ATTACK — MAGIC ATTACK =
TARGET VALUE 0(10) BUY 500 TARGET VALUE 5(10) BUY 500
ABILITY SPEED 15 SELL 100 ABILITY SPEED 15 SELL 100
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES
A5 SITL.ENCE oA g
- S ———— 80% CHANCE TO LOWER
50% CHANCE TO INFLICT SILENCE.  WHERE OBTAINED FOE'’S STATUS. WHERE OBTAINED
AP REQUIRED 2 SOLD GUERA AP REQUIRED 2 SOLD GUERA
TARGETS ONE ENEMY SOLD TOWN OF URBETH TARGETS ONE ENEMY SOLD TOWN OF URBETH
MAGIC ATTACK —_ MAGIC ATTACK =
TARGET VALUE 10 (10) BUY 500 TARGET VALUE 5(10) BUY 2000
ABILITY SPEED 15 SELL 100 ABILITY SPEED 10 SELL 400
COMBINED YES COMBINED YES
IMPLEMENT YES IMPLEMENT YES

BEST WHITE MAGIC CROWNS | WHITE MAGE, SAGE
FIRST TARGET N/A

White Magic performs three fasks: restore health fo allies, boost allies’ offensive capabilities, and remove negative status effects from llies. When you obtain Lux, it

becomes a mustuse spell in every big fight. With Lux, all party members get the benefits of Magick, Berserk, Shell, Regen, and Aura in addition to a 50% boost fo
their HP. The effects of Lux don't stack with those spells’ effects, so don’t waste inventory space on those Tomes once you gef Lux.

&# ARISE

AURA

. A

CI?(;"N':'-ETELY ;‘:‘L"WE CAN USE Rl INCREASES STATUS LEVELS BY 10% WHERE OBTAINED
FROM THE MENU. AP REQUIRED 3 [soLp [ SPELVIA
AP REQUIRED 4 [soLb | TOWN OF URBETH | [TARGETS ONE ALLY
TARGETS ONE ALLY MAGIC ATTACK — BUY_[ 2500
MAGIC ATTACK = BUY | 5000 TARGET VALUE 5(5) SELL | 500
TARGET VALUE 10(10) SELL | 1000 ABILITY SPEED 30
ABILITY SPEED 10 COMBINED NO
(OMBINED NO IMPLEMENT YES
IMPLEMENT NO DIMINISHED EFFECT NO
DIMINISHED EFFECT NO
&Y BERSERK &2 CURE
INCREASES ATTACK BY 50%. WHERE OBTAINED SLIGHT HP RECOVERY. CAN USE
AP REQUIRED 2 ISOLD | GUERA | FROM THE MENU. WHERE OBTAINED
TARGETS ONE ALY AP REQUIRED 2 SOLD GUERA
MAGIC ATTACK = BUY | 1000 TARGETS ONE ALLY SOLD LIBERTE TOWN
TARGET VALUE 5(5) SELL | 200 MAGIC ATTACK =
ABILITY SPEED 30 TARGET VALUE 5/0 BUY [ 500
COMBINED NO ABILITY SPEED 20 SELL | 100
IMPLEMENT YES COMBINED NO
DIMINISHED EFFECT NO | IMPLEMENT YES
DIMINISHED EFFECT NO




&2 CU

P A
JAS A

HP RECOVERY. CAN USE

AGICK

MAGIC ATTACK INCREASED 50%. WHERE OBTAINED

MAGIC TOMES

FROM THE MENU. WHERE OBTAINED AP REQUIRED 2 50D GUERA
AP REQUIRED 3 SOLD GUERA TARGETS ONE ALLY S0LD SPELVIA
TARGETS ONE ALLY S0LD SPELVIA MAGICATTACK =
MAGIC ATTACK = TARGET VALUE 5(5) BUY [ 1000
TARGET VALUE 5(5) BUY [ 1500 ABILITY SPEED 30 SELL [ 200
ABILITY SPEED 15 SELL | 300 COMBINED NO
COMBINED NO IMPLEMENT YES
IMPLEMENT YES DIMINISHED EFFECT NO
DIMINISHED EFFECT NO

& CURAGA $ PROTECT
PARTY HP RECOVERY. CAN USE DEFENSE INCREASED 50%. WHERE OBTAINED
FROM THE MENU. WHERE OBTAINED AP REQUIRED 7 oI CUA
AP REQUIRED 4 SOLD GUERA TARGETS ONE ALY SOLD TOWN OF URBETH
TARGETS ALLALLIES | [SOLD TOWN OF URBETH MAGIC ATIACK =
MAGIC ATTACK - TARGET VALUE 0(5) BUY_[ 1000
TARGET VALUE 10 (20) BUY | 5000 ABILITY SPEED 30 SELL | 200
ABILITY SPEED 2 SELL | 1000 COMBINED NO
COMBINED NO IMPLEMENT YES
IMPLEMENT YES DIMINISHED EFFECT NO
DIMINISHED EFFECT YES
(\}} ESUNA f&,};{ AISE
CURE AFFLICTIONS. CAN USE REVIVE FROM DEAD. CAN USE
FROM THE MENU. WHERE OBTAINED FROM THE MENU. WHERE OBTAINED
AP REQUIRED 2 SOLD GUERA AP REQUIRED 3 SOLD GUERA
TARGETS ONE ALY S0LD TOWN OF URBETH TARGETS ONE ALLY S0LD TOWN OF URBETH
MAGIC ATTACK = MAGICATTACK =
TARGET VALUE 0(10) BUY [ 1500 TARGET VALUE 5(5) BUY | 1500
ABILITY SPEED 15 SELL | 300 ABILITY SPEED 15 SELL | 500
COMBINED NO COMBINED NO
IMPLEMENT YES IMPLEMENT NO
DIMINISHED EFFECT NO DIMINISHED EFFECT NO
INVISIBLE REGEN
EVASION DOUBLED. WHERE OBTAINED RECOVER HEALTH EACH TURN.  WHERE OBTAINED
AP REQUIRED 2 [sow [SPEVIA | [APREQURED 3 [soto [TOWN OF URBETH
TARGETS ONE ALLY TARGETS ONE ALLY
MAGIC ATTACK - BUY_[ 1000 MAGICATTACK - BUY_[ 1000
TARGET VALUE 0(5) SELL | 200 TARGET VALUE 0(10) SELL | 200
ABILITY SPEED 30 ABILITY SPEED 30
COMBINED NO COMBINED NO
IMPLEMENT YES IMPLEMENT YES
DIMINISHED EFFECT NO DIMINISHED EFFECT NO

MIGHTY WHITE MAGIC e - ;

STRENGTHENS ALL... WHERE OBTAINED MAGIC DEFENSE INCREASED 50%. WHERE OBTAINED

AP REQUIRED 5 SPEAK WITH THE QUEENIN |  [APREQUIRED 2 S0LD GUERA

TARGETS ALL ALLIES EVENT ARBOR AFTER OBTAINING THE | [ TaRGETS ONE ALLY SOLD TOWN OF URBETH

MAGIC ATTAGK 2 ONKILRON MAGIC ATTACK 2

TARGET VALUE 10(0) i TARGET VALUE 0(5) BUY | 1000

ABILITY SPEED 5 TR ABILITY SPEED 30 SELL | 200

COMBINED NO = COMBINED NO

IMPLEMENT YES IMPLEMENT YES

DIMINISHED EFFECT NO DIMINISHED EFFECT NO




Items perform a
variety of functions, both in
and out of battle. I{ems can be

broken down into four types:
Attack, Recovery, Utility, and
Other.

e e
MESl 1 S,

AQTACK RGN
Yoo P e SR 2T AT S A
Use Attack ltems fo exploit elemental weaknesses when Black Magic isn't available. To get the most out of Attack ltems, assign one character to be an

Alchemist. For more information about Alchemists and Attack Items, turn to the Alchemist page in the Crown section of this guide.
You must be engaged in battle to use any of the following items, and each item targets only a single enemy. Some Attack ltems are found for sale
around the world, and there’s at least one enemy that drops each type of Attack ltem. However, the best source for these items is the shop in Urbeth

that’s unlocked with the Magic Key.

M &

- i [Bay [ 300 ;m Buy | 300 ®\ Buy | 300

s c‘ sell | 100 | ANTARCTICWIND i [sen | 100 | GAIA DRUM = sell | 100 | RAVENS YAWN
Inflicts Lv.1 water-element damage, equivalent to 50 Inflicts Lv.1 earth-element damage, equivalent to 50 Inflicts Lv.1 wind-element damage, equivalent to 50
Magic Attack. Magic Attack. Does not work against tlying enemies. Magic Attack.

- YL K . 5 @ = GREATTREELOG B LT ZEUS'S

@5 [sell_[ 100 FRAGMENT =N [siimsioos| GREAT TR ~ @Y [sel_| 100 WRATH
Inflicts Lv.1 fire-element damage, equivalent to 50 Inflicts Lv.1 earth-element damage, equivalent to 50 Inflicts Lv.1 light-element damage, equivalent to 50
Magic Attack. Magic Attack. Magic Attack, and paralyzes the foe.

. [Boy [ 300 S By 300 :

/\’ sell_| 100 | PARKSIGH ~ @ ![sen | 100 | HOLY BREATH
Inflicts Lv.1 dark-element damage, equivalent to 50 Inflicts Lv.1 light-element damage, equivalent to 50
Magic Attack. Magic Attack.

Utility items are usable only from the menu and have no combat function. Torches light up dark dungeons, making navigation much easier. Dragon
Wings are a wonderful way to jump back to town if you're stuck somewhere. Use the Hunting Horn to instantly enter a battle anywhere battles are

possible (it doesn’t work in town, for example). The Hunting Horn can be used as often as you like so long as it is in someone’s inventory.

Dragon Wings and Torches are readily available from Item Shops around the world, but the only Hunting Horn you see is from the first trip to the

Pirate’s Cove.

R Buy 60 ‘ Buy = Buy 10
Y [SlEzom PRAGON WING Fm Conmom| FUNTINGHORN = sy [ TORCH
Teleports you back to town, instantly. Summons monsters to your side. Lights your way in the darkest of dungeons.
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like Esuna.

Recovery Items perform the same functions as White Magic, although most of the items have a specific effect they remove instead of being a panaceq,

Salve-makers have the most tricks when it comes to recovery items. Dispensary allows Salve-makers to use recovery items without consuming them,

and Healthcare applies the effect of the recovery item fo everyone in the party. Poison Pill reverses the effect of recovery items, so they cause harm to

enemies instead of restoring health. Wayfarers use recovery items most effectively. If a Wayfarer uses an item, it restores twice as much health or AP as

it would normally.

The following items may be used in battle or from the menu between battles. These items are readily available from shops around the world, and are

dropped by many enemies. Elixir is the one exception. It's only found in freasure chests in the Extra Dungeons.

P @)?

HI-POTION

v PR ]
i

e
>3y
2

&N

X-POTION

| HIETHER

— CROSS

- ECHO HERBS

EYE DROPS

-
- GOLD NEEDLE

Brings you back from the dead.

Cures paralysis.

N
e (T

Cures poison.

Cures confusion.

P

;& ORIHALCON

Orihalcon comes from the four dragon bosses

that appear on the 80th floor of the bonus tower
dungeons. Turn it in at the upgrade shop in the town
of Urbeth to add 10 levels to the potential upgrades
for Armor, Weapons, and Shields.

The uhqrude shop stops allowing upgrades at level 99.

Sell off any excess Orihalcon for 10,000 gil.

;;3_. MUSIC SCORE

The Music Score is available from the Multipluzer
Shop in Liberte Port for 2500 points. Buying this item
unlocks the Musician Crown. When you’re finished
with the Music Score, you can sell it for 1667 gil.

o

o
g

Mythril has two uses during the adventure, although
one use is optional. In Invidia, you can trade Mythril

for a Mythril Hammer. Later, in Urbeth, you can trade
Mythril for Rainbow Boots.

The best way to obtain Mythril is to steal it from
one of the following enemies: Aspidochelon [A], Rock
Golem, or Mythritoise. A few other enemies drop the
item, such as Iron Golems and Mimics, but stealing
gives a hetter chance at success.







NORTH CAVES SOUTH ENTRANCE

NORTH CAVES NORTH ENTRANCE

ICE CAVERNS ENTRANCE (TO 1F)

WITCH'S MANSION

ICE CAVERNS ENTRANCE (TO B2F)

MOONLIGHT TOWER

ICE CAVERNS ENTRANCE (TO 1F)

QUICKSAND CASTLE

ICE CAVERNS ENTRANCE (TO 1F)

PIRATE HIDEOUT

SUN TEMPLE

ANIMAL BURROW (LIBERTE ENTRANCE)

MT. GULG

ANIMAL BURROW (GUERA ENTRANCE)

STAR CHAMBER

FAIRY PATH (GUERA ENTRANCE)

MOONSAND RUINS

FAIRY PATH (ARBOR ENTRANCE)

HOLY TREE TOWER

HUNTING CAVES (LIBERTE ENTRANCE)

TRIALTOWER

HUNTING (AVES (URBETH ENTRAN(E)

NAMINGWAY'S CAVE
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) INN COSTS 10 GIL (

Y TOWN OF HORNE ITEM SHOP

CoSsT
' |POTION 206

DESCRIPTION
PROVIDES A SMALLHPBOOST.

TORCH 106

DRAGON WING 606

LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS.
TELEPORTS YOU BACK TO TOWN, INSTAN e

STEEL SWORD 200 6

ATTACK +2

HORNE'S BOW 190 G

ATTACK +2

WO0OD SHIELD 130 6

DEFENSE +1, MAGIC DEFENSE +]; EV .E/M

T TOWN OF HORNE MULTIPLAYER PRIZES

INFERNO 5400 [ATTACK +14(FIRE)
FROST BULL 5160 |ATTACK +12 (WATER)

GRAN FISSURE 4080 |ATTACK +16 (EARTH) g
KRYSTA 5700 |ATTACK +15 (WIND)

BLACKSWORD 9600

ATTACK +18 (DARK), INFLICTS SUDDEN DEATI

FENCER'S GARB 1000

DEFENSE +2, MAGIC DEFENSE +2, STRENGTH/INTELLECT/
SPIRIT +5%

WARMAGE ARMOR | 1000

DEFENSE +2, MAGIC DEFENSE +2,
SPIRIT +5% : 5

CEREMONIAL ROBE | 1000

DEFENSE +2, MAGIC DEFENSE +2, STRENGTH/INTELLECT/
SPIRIT +5%

HERO'S WILL 8000

IF YOU DIE DURING A BATTLE, YOU
WITH 1 HP—BUT ONLYONCE.

GROWTH EGG 3000

DOUBLES EXPERIENCE POINTS EARNED.

T’ ITEMS FROM CHESTS

1% \TEMS FROM PEOPLE

WOOD SHIELD PHOENIX DOWN (X2)
POTION (X2) 8 POTION (X2) e

STEEL SWORD
100 GIL
INHERITED RING




Rise and Shine

Start your adventure by speaking with Kuore before leaving Brandt’s home.
Kuore mentioned a trip to the castle, but that can wait until you take care of other
business. Chat with the other citizens of Horne

as you encounter them, but there are three in
particular to seek out. Speak with these individuals

before visiting the castle, or they won’t hand over

Come on. lazy bones. It's time vou were up and
their items to Brandk. oA

Look for a soldier at the south edge of town. Speak with him to obtain a Phoenix
Down. Speak with the woman in the blue dress outside the ltem Shop (it's north of
the soldier) for a Potion. The man pacing around the Multiplayer building on the

north edge of town hands over another Potion when you talk to him.

Enter the house B e e
of fown. The boy inside the house
challenges you fo find eight items
hidden around town. After completing
ltem Challenges in each town, stop
by the Storage Shop to clear up your
party s inventory space.

A Potion from the Flreplace
" in Brandt’s Home
A Potion from the wheat field

~ A Potion from the wheat field

~ A Potion under the wooden
structure near the Storage

A Dragon Wing from the

- A Torch from the Inn’s

A Potion from the ledge west

near Brandt’s home

near the river bend

Shop

blue box inside the home in
the northwest corner of town

topmost floor

A Dragon Wing from the
barrel inside the house across
from the Item Shop

of the windmill north of town

A

%‘

T
DRAGON WING
POTION
POTION
POTION
TORCH
PoTION
DRAGON WING
PoTION

POTION £

HI-ETHER, X- POTION £
(REQUIRES MAGIC KEY)

vl N|lo|la|[a]|lw|Nn]| =
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POTION

POTION

SOUL OF THAMASA
(REQUIRES MAGIC KEY)

PHOENIX DOWN

006l -
=

On {o Horne Castle

Travel to the castle by heading north from the town of Horne,

past the windmills, and across a wooden bridge. The door at
the top of the stairs in the middle of the entry room leads to the

king's audience chamber.

Speak with King Horne, .
agree fo help, and he hands . £r B
over a Steel Sword. Speak @ Q
with his minister to earn P 1= that vou. randt? Good.300d.

3lad vou're here. Tha Witch of the North has.
carried my Aire anay!

100 gil.

Before you leave the audience chamber, go through the
southeast door. Speak with the maid inside the room, who
provides a Phoenix Down. Return fo the entry room of the
castle, but don't leave just yet. The doors on the north wall lead
to a few chests. Beyond the northwest door is a Potion, while

the northeast door leads to a Wood Shield and a Potion.




The Outside World

Outside the safety of the town of Horne, you must prepare Brandt to face the enemies that pop
up in random encounters. Equip the Wood Shield, Steel Sword, and Inherited Ring, then check

your inventory for a Torch before you begin the trek to the Northern Cave. Before you enter the

cave mouth north of town, seek out random battles and gain a few levels.

M‘lwa‘w Items ox "\.ﬁ;"'

Iiems uvmlnhle with Multiplayer Points are markedly superior to what's available from the regular shops at this early point of the adventure. If
you're able to accumulate enough points to obtain these items, you're at a significant advantage. However, since not everyone has access to pluymg
partners, the walkthrough only lists the items and their costs but won't include any of the items as suggested purchases.

ITEMS FROM CHESTS
POTION

PHOENIX DOWN (X2)
HATCHET

Upon entering the North Caves, select a Torch from Brandt's inventory fo brighten up the area.
Collect the items from the nearby chests, then take the stairs down fo North Caves BIF. A purple
cloud blocks the hallway not far from the staircase. Fortunately, Jusqua appears to help Brandt

tackle the creature!

Careful. Brandt! Without masic. you'l
never defeat beasts ke that.
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1 POTION

2 PHOENIX DOWN
3 HATCHET

4 PHOENIX DOWN
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Nﬁnataur [ B]

. WEAKNESSES  FIRE

|
| ABILITIES FULL SWING

STEATIR | =
. RUBY, AMETHYST,
/ DROPS poweR RING

. The good news is
{ that the Minotaur is
'\ vulnerable to Fire
and Jusqua has a Fire
Tome. The bad news is
that he begins the fight with only 1 AP, and he
needs 2 AP to use Fire. For the first turn, Attack
with Brandt and Boost with Jusqua.

After the first turn, Jusqua should use Fire

as often us possible and Boost when it isn’t
available. Attack with Brandt except when
either character gets below 20 HP, in which case
you should have him administer a Potion.

Jusqua’s Fire spells do significant damage to the
boss, and break its horns. When hoth horns are
broken, the Minotaur turns red and sometimes
uses an ability called Full Swing, which hits hoth
characters. Continue to hit the boss with Fire
and the battle should end in short order.

After the battle, Jusqua joins
Brandt. Take the stairs up

to North Caves 1F North.
Grab the contents of the

chests on the northwest side st Tous i bactd

of the floor—and save your
progress—before leaving the

North Caves for the outside world.



A1ES IN WITCH'S MANSI
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ITEMS FROM CHESTS
CURETOME
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POTION
STEEL ARMOR
CURE TOME
PHOENIX DOWN
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The Witch’s Mansion is a short walk north from the North Cave
exit. Once inside, speak with the fallen soldiers and check the
central door on the northern
wall. It's impossible to open
it right now, so go up the
west staircase and continue
through the door. There's

a wide gap in the floor, so
your only option is fo travel
east. Speak with the fallen
soldier to learn a bit more

about what happened fo the

No one’s left_excert_Lady Are’s

soldiers of Horne. comearion Yuita.She aisht stll e 2.

The next room is a narrow corridor. Open the chest near the
fallen soldier to pick up a Cure Tome. Put it info the inventory
of whichever character doesn’t have a Cure Tome already, then

set it as an ability in the Ability screen.

When there’s a single enemy remaining to battle your party, go
into Boost mode for all characters. Continue to Boost until everyone
is af full AP, although you should use Cure as necessary. When the
battle is over, use Cure Tomes fo restore everyone fo full health.

The next room has a
Steslfrwor

SRR staircase in the northeast

corner, but go through the

door in the south wall first. It

Brandt obtained an itea: Steel Armor!

leads back fo the first room

of the mansion, and two
chests. Don't open the lower chest until both characters are
in decent health. The chest is actually a creature known as
a Mimic. It guards a nice armor upgrade, making the battle

worthwhile.

More Parly Additions

Return to 2F and take the stairs in the northeast corner. Follow
the corridor to another set of stairs, and collect the Phoenix
Down from the chest before descending. Lighting the candle
in the room unlocks the door
in the front room, so hurry

back in that direction.

When you encounter Yunita
You hear the sound of 2 door opening.

under attack in the long

corridor, stop to help her!
Eliminate the Orc and pair
of Goblins that have her
trapped. When the enemies

are out of the way, she joins

the party.

Now the path is clear back to the front room. Go through the
previously shut door and claim Horne’s Bow from the chest
on the other side. Go up the next two sets of stairs (don't forget
the Dragon Wing), then look for the Adventurer at the end of

a hallway. Save your progress before going into the next room.

Jusaua obtained an item: Horne's Bow!

Speak with the prone woman in the middle of the floor. It turns
out fo be Aire, the missing princess. After Aire joins the party,
take a moment to distribute some spells and equipment. Give
the Fire Tomes and any weapons that boost Magic Attack

to the two characters with the highest Intellect. The other

two characters should get the Cure Tomes. If you have any
weapons that deal Wind damage, remove them now and use
another weapon, such as Horne's Bow. Head back toward the

interior of the building, and get ready for a fight!



You now have a choice: If you have a Torch, consider fighting

Grea 8 [A] through the Northern Caves fo get more items, gems, and
p . experience, or use a Dragon Wing to return instantly to the

| -_— o P | e town of Horne.

WEAKNESSES  FIRE

RESISTS __JWIND_______| ;
ABILITIES  BLAST OF AIR Stone Cold Receptxon
SR e |

DROPS RUBY, AMETHYST Back in Horne, everyone

has been turned into statues!

Greaps is vulnerable Only the Adventurer seems
to Fire, so the two

o to be immune among the
characters with Fire ginad g

. 2 B Ther esponse.
Tomes should use it every turn, or Boost when people in the town. Follow T¥= e s 46 4840, statoe.

it’s necessary. The other two characters should
attack when possible, and cast Cure when
anyone’s health drops too low. out the castle.

Aire's suggestion and check

On the third turn, Greaps launches into the air. :

While it is in the air, the hoss uses Blast of Air 4\@ @?
to damage everyone in the party. Take down Aire and Jugqua soon leave the part y,
the hoss as quickly as possible! You’re only able
to heal two characters each turn, but the hoss
damages everyone! Keep hammering away with
Fire, and you should end the battle shortly after

Greaps takes to the air. a@ @“

When you try to check on

but don't worry about, losing their
equipped items. You'll get a chance to
reclaim them!

the king, you encounter an

inspection team. Speak with

When the fight ends, you're treated to the game’s opening o oy AT
inspector in the audience

credits, and your first Crown: Wayfarer! Before you do b ek e ot e

Linsdom of the eastern desert chamber. Regardless of your
anything else, take a moment to chat with the other members ———

response, your parfy’s roster

ft A :
ohiheipary Nsaipereeg shrinks by half. Return to the town and speak with the inspector

new option on the character
P near the Storage Shop for a clue about where fo go next. If's

menu: Crown. Use this - ;
time to leave Horne behind and venture out into the world!

screen fo change everyone

into Wayfarers.

A circle appears in the room.
Step on it fo be teleported
down to the base of the
castle. From there, enter the

North Cave and save your

progress.
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ITEMS FROM CHESTS

) [TEMPEST PIKE
! [PHOENIX DO

TEMPESTPIKE RISING SUN

1

S
2 | PHOENIX DOWN 1000GIL
3 | RISING SUN
4 | 10006IL

An Unexpected Encounter

From the fown of Horne, travel east until you run into the water.
Go south around the sea and look for the desert. When it's
dark, wander around the desert until you happen upon a man
at a campfire. His name is
Krinjh, and he joins the party
at this point. Krinjh is a Spell
Fencer, able to imbue his -

weapon with Black Magic.

With Krinjh in the party,
head to the northeastern
edge of the desert, along
the seashore where the

Moonlight Tower rises up frénams s KA wnd T omane of thelastof

from the sands.



Into the Jower
Take the stairs east of the enfrance up to 2F and claim the Tempest Pike from the nearby chest. Go back down to 1F, then take the
stairs in the northeast corner of the room back up to 2F. Grab the Phoenix Down from the chest before returning fo the first floor.

The stairs in the northwest corner eventually lead to the higher floors of Moonlight Tower. Go west initially on the third floor to pick

up the Rising Sun.

The Adventurer is on 4F, allowing you to save your progress if you wish. On 5F, go fo the center
structure and interact with it to get the Merkmal. You now have access to a limited World Map.
The chest in the northwest corner of the room has 1000 gil, which will come in handy soon. Exit
the tower, pull up the World Map, and head fo Guera, which now appears on the map. Travel

mainly south and a bit east to reach it.

FIRETOME

. el

-

V,’cum ITEM SHOP

v 0 DESCRIPTIO

( POTION 206G _|PROVIDESAS -

i DRAGON WING 60 G | TELEPORTS YOU BACK TO TOWN, INSTANTLY. e

. [ANTIDOTE 206_|CURES POISON. ey
ECHO HERBS 20G | CURES SILENCE. : P
ANIMATETONIC | 30| CURES PARALYSS. £ 2
EYE DROPS 206G |CURES BLINDNESS. ,"r_:-'
TORCH 106_|LIGHTS YOUR WAY %
ANTARCTIC WIND 300 G |INFLICTS WATER-ELEMENT DAMAGE. ¥

stum MAGIC SHOP

! DESCRIPTION

| v

]

| quaKe Tome

AERO TOME
: — erone | sop |VATEMAGICSUGHTHP ECOVERY AP 52 NIt
J INN COSTS 20 GIL '
‘ WGUERA MULTIPLAYER PRIZES
Wcum EQUIPMENT SHOP " ST DESCRIPTIO
( 0ST DESCRIPTIO ’ HERCULES 9000 JATTACK +50
STEELSWORD__| 2006 [ATIACK+2 = 2B Ry
STEELSPEAR | 3306 [ATIACK +3 L S0 S
R T AreETROBE | o0 |DEFEISE+2 HAGICOEESE 2 STRENGTY/WTELECY/
WINDBOW | 4856 |ATTACK +3 (WIND) SR
WAGICSTAFF__| 856 [ ATACK +1, RAGIC ATTAG PRIESTS GOWN | 1000 [DEFENSE+
ROCKSHIELD | -350 G| DEFENSE-+1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5,

BLOCKS EARTH RED SASH 1000

TRAVELER'S GARB | 1506 |
POWER RING 500G _|BOOSTS STRENGTH BY 10%
POISON CAPE 2506 | BLOCKS POISON. HERO'S WILL 8090 |wiTH 1 HP— BUT ONLY ONCE.
FORTUNE EGG 3000 {DOUBLES NUMBER 0

GROWTH EGG 3000 | DOUBLES EXPERIENCE POINTS EARNED.

SHINOBI GARB 1000 |cno
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POTION %,
POTION

EYE DROPS
ANTIDOTE
ANTIDOTE

POTION
ANIMATETONIC -
DIRT DIRK
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A Hidden Ci{y

The citizens of Guera are surprised to have visitors, but they don’t offer much

_ltem Challenge: Guera
A boy'wearing a red sash in the
Inn challenges you fo find eight assistance. The king seems to know something, and he's in the castle north of town.
hidden items. Two of the items aren't
available during your initial visit to
Guera.

Before you pay him a visit, check out the shops in

Guera. Purchase a pair of Rock Shields from the

4 APetion from the bedstand

Equipment Shop and equip them on Brandt and
~ near the boy

Yunita immediately. You could buy many more

A Potion from the stand of B e e ot

trees east of the white well et £ et

items here with sufficient gil, but the Rock Shields

are the best investment.

the Multiplayer Shop j
A An Antidote from the west Qka Castle VlSIt

“wardrobe inside the friple During the daytime, go north of town fo visit the
archway house

2
5} Eye Drops from the table in
4

castle. The guards there are on alert and they

58 An Antidote from the tree at

e S S berind take their jobs seriously. For this visit, follow

town orders and go directly to meet the king. Use the
: | This s the palaoe of Kins Guera. o running
6 A Potion from the west teleporter pads to reach him. anoirid be horseli} dp ol hakeR
bookshelf in the Magic Shop
7 " An Animate Tonic from Agree to help him with his problem, then return
behind the Mulfiplayer Shop to Guera. Rest at the Inn if any of your characters

(requires animal form)
A TR need it. Exit the town and wander in the sands
® ADirt Dirk from the edge of
" the water behind the locked just outside of it until nightfall. If anyone is close to

building (requires animal form N1 Ve TF voucan it us of that estient Sand
g lreq ) gaining a level, take on a few random encounters, Devi. e vl b vry much i vour debt

but you must return to Guera before sunrise!



WATER TOME

FAVE S AN SNTLRE L
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o Your first stop should be to grab the Wood Axe that's in a
@ I‘EGEN.?F\QS’;\ chest off the main path. It has a nice attack value, but axes
1| TORCH . are noforiously inaccurate. You can equip it, but don’t expect
: z:z: el to hit with it as often. Guera Caverns B2 contains the big
4 | WATERTOME prize for the area: a Water
5| PHOENIX DOWN ' Tome. Immediately set
B

it as an ability for either

Brandt or Yunita. Follow

e . * ! the maps to return to Guera
¥ ! 5 DOnoe you jume, You won't be able to set back.

. 7 = ey > i f ¥ Are vou sure?
I ; =1 : Caverns B1 and claim the v

Phoenix Down from the

9|

chest. There's a quick way to return to the entry area for Guera

b | Caverns near the chest. Just jump down when prompted, then

return to Guera Castle.

: Back in Guera

- ’Ir | Back in town, visit the Storage Shop, drop off unnecessary

""" : items (be sure to keep the Water Tome!), and pick up Potions,
Phoenix Downs, and a Dragon Wing fo replenish any that
were used up. Take a set of equipment (armor, shield, and
weapon) that you won't

e EE} = mind losing and stash it in

2 ) S | Krinjh's inventory. Exit town

2 1 4 x; _ and travel roughly north to

reach your next destination,

Quicksand Castle.

E—*t

Going Underground

Return to Guera Castle, but do some exploring this time. Speak
with the guards and scholars in both wings of the castle, but
your destination is one of the doorways (there's one in each
wing) that open to a flight
of stairs ultimately leading
to Guera Caverns. The chest
south of the entry point has a

Torch, just in case you didn't

bring one.



ITEMS FROM CHESTS
BANE KNIFE
! |BLUESHOT

EARTH AXE

PHOENIX DOWN

A—
1 oF
Bl 5
WOI!I.I|) MAP C

e e
1 PHOENIX DOWX.

2 ETHER

3 BLUE SHOT

4 BANE KNIFE

5 EARTH AXE

e : , “""9
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Playing in the Sand

Quicksand Castle 1F holds two chests, but no real surprises.
Clean out the chests, then take the stairs up to 2F where
things get interesting. If the
lead character touches the
quicksand, the entire party
is pulled down to the floor

below.

On 2F, go west initially,

then south. Ignore the first set of stairs you see. Go to the east
staircase and take the stairs there up to 3F. Go directly south
and take the stairs there back
to 2F. Inspect the item in the
corner and cast a Water

spell on it.

By casting water soells. vou can make the
auicksand turn

< Retrace your steps back to

2F, then go to the south end
of the room. Where there were three quicksand pits, there
are now two with a clear path to a chest that contains a Blue
Shot. Equip it on Yunita or Brandt—whichever character isn’t

your primary spell user.

Quicksand Castle Upper Levels

Use the quicksand pit in the middle of 4F to drop back down
into the center of 3F's field of quicksand pits. The chest here
has a Bane Knife. Return to 4F and take the east stairs up to
5F. Drop down through the southeastern quicksand pit to claim
the Earth Axe in the chest. Use the northernmost quicksand
pit to reach the stairs that lead back to 5F. Take the other set of

stairs back to 4F and save your game.

@

Before you take the staircase beyond the
Adventurer, empty Krinjh's inventory of
anything that you want to keep. Equip
him with a backup set of gear before you
take on the boss.

S

o

Sand Devil

WEAKNESSES = WATER

ABILITIES SANDSTORM

EMERALD, AMETHYST,

DROPS  EARTH SWORD

To deal any significant
! damage to the boss,
you must target it
with the Water spell,
or an Antarctic Wind.

The creature’s flowing sand form avoids damage
otherwise. Each application of Water or an Antarctic
Wind hardens the Sand Devil for 2 turns, so it can
take regular physical damage.

The hoss’s physical attacks have an Earth-
element component. Its big ability is Sandstorm,
which hits all three characters, deals Earth
damage, and often inflicts blindness.

The most important character in this fight is the
one who can cast Water during the battle. Always
keep that character’s AP above 2 so the Water
spell is available when it’s needed. When the
boss falls, do not assign any drops to Krinjh!

Two New Crowns

After the battle, and Krinjh's revelation, the crystal appears again
and grants two new crowns: Black Mage and White Mage. Step
on the purple portal to be transported to the base of Quicksand
Castle. Head back to Guera and visit the Storage Shop. You
should unload most of your items and spell books here. Yunita
and Brandt won't need them for a while, and anything held in the

storage shop is made available to everyone.

Any attempts to visit the palace are met with a polite, yet firm,
rebuke. Follow the guard's suggestion and stay at the Inn.

When Brandt wakes up during the night, step outside the Inn.



POTION 2006
DRAGON WING 606
TORCH 106
TRANQUILIZER 206
ECHO HERBS 206

FIRE TOME 5006

WATER TOME 5006

WHITE MAGI(. SLIGHT HP RECOVERY, AP COST 2. CAN USE
CURE TOME 500 6 FROM THE MENL

CONFUSE CAPE 250 G_|BLOCKS CONFUSION. ;
RAINBOW BOOTS | 5000 G |LEGENDARY BOOTS THAT LET YOU WAI.K ON RAINBOWS!

LIBERTE TOWN ITEM SHOP (LEFT)

: : 0ST DESCRIPTIO
/ STEEL SWORD 2006 |ATTACK +2
&_‘ ENEMIES OUTSIDE LIBERTE ] HORNE'S BOW | 1906 [ATTACK +2
MAGIC STAFF 856 [ATTACK +1, MAGIC ATTAC
SR e KNIFE 220G |ATTACK +2, MAGIC ATTACK +2
SLIME[A] FLAMEDAGGER | 530G |ATTACK +3, MAGICATTAC
HARP 206 [ATACK +2, MAGICATTA(K +2
'GOBLIN [A] TRAVELER'S GARB. | 1506 |qpyprr” o
B Y DEFENSE +3, MAGI(DEFENSE+4 INTELLECT/MAGIC ATTACK
FALCON [A] BLACK ROBE 3506 |poweR +10%
WHITE ROBE 350 |DEFENSE +3, MAGIC
- R A e ! DEFENSE +1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5,
[ LIZARDMAN AT - o ICE SHIELD G e LB £ g
: g
Wmms FROM CHESTS Wums FROM PEOPLE 72" LIBERTE PORT MULTIPLAYER PRIZES S
[G1aNT'S RING | [APOLLO’S TALISMAN | /| 0ST DESCRIPTIG >

BOOK OF SECRETS | 4860 |ATTACK +6, MAGIC

AVALON SCROLLS | 5260 |ATTACK +13, MAGIC ATTACK +5

AKASHIC RECORDS | 6690 |ATTACK +8, MAGIC ATTAC

DEFENSE +2, MAGIC DEFENSE +2. STRENGTH/INTELLECT/

CAT'S TUNIC 1000 SPIRIT +5%
DEFENSE +2, MAGI
ANGELTOGA 1000 SPIRIT+5%
DEFENSE +2, MAGIC DEFENSE +2. STRENGTH/INTELLECT/

| [DANCING WEAR 1000

, SPIRIT +5%
| BLUE JACKET 1000
PR 1000 | EFENSE +2, AGIC DEFENSE +2. STRENGTH/INTELLECT/
SPIRIT +5%
OLD SHOES 6000 | ALWAYS ACT LAST.

MUSIC SCORE 2500 [FIRST, YOU HAVE TO KNdW HOW TO READ MUSIC...
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TO LIBERTE TOWN (DAY)
TO 22? (NIGHT)

s
POTION %,

GAIA DRUM
PHOENIX DOWN
DRAGON WING
EYE DROPS
ECHO HERBS
HI-POTION

POTION

SOUL OF THAMASA, " &8
REMEDY, STUNNING HARP-22%
(REQUIRES MAGICKEY)

N

O IN|lo|lun| &l w|N]| -

-]

S A }
- Liber S
<~ S

The boy with'the blue vest in the
Liberte Port Inn challenges you to
find eight hidden items.

In Liberte Port

ﬁl A Potion on the east wall
inside the Storage Shop

9 A Gaia Drum behind the
Item Shop

g A Phoenix Down near a tree
" in the southwest corner of town

4 ADragon Wing under
the mast of the boat in the
northeast corner of town

In Liberte Town

5 Eye Drops from the flowers
in front of the house east of the
bridge to Liberte Port

6 Echo Herbs near the bed in
the round room on the upper
floor of the Inn

7 " A Hi-Potion under a tree
east of Apollo’s doorway

@ A Potion under a bush on the
east side of the king's chamber




Exploring a New Land

When you assume control of Aire, take some time to explore
both Liberte Town and Liberte Port. Speak with the citizens, the
king, and the pirates on the
dock. One of them offers an

important clue for later.

The dwelling in the northwest

corner of Liberte Town is the

home of Apollo, who has a

sad tale to tell. Grab the Giant’s Ring from the chest in the
basement, then return to Jusqua who decides to rejoin Aire.
With Jusqua in the party, visit the Storage Shop and exchange
the pair’s equipment for any upgrades left behind by Yunita
and Brandt.

In addition, consider selling enough Rubies so you can pick
up a White Robe and a Black Robe. These two items offer the
highest physical defense, which is necessary for an upcoming

boss fight.

¥s0b% (Jama and Para.have been
kidnaoped_b-by pirates!

The Multiplayer Shop in hberte Port Gells
an item called Music Score. When
you purchase i, you unlock
the Musician Crown. It isn't
a necessary purchase, but
having more Crowns available
is never a bad thing!

Random Acts of Violence

The next point of inferest is the Pirate Hideout, but don't go
there until both characters are at least level 10. Spend some
time outside of Liberte trying out your new Crowns. For the
upcoming encounter, one character needs to be a White
Mage, but you have an option for the other character. Choose
a Black Mage, loaded up with all the Black Magic spells, if
your best weapon is stacked with Magic Attack power. Go
with a Wayfarer if you would rather stick to melee attacks.
Aire makes the better Black
Mage, while Jusqua is the

better choice for Wayfarer.

It isn’t necessary to set

someone as a White Mage

yet, so while you're engaging
in random battles trying to reach level 10, use one Wayfarer
and one Black Mage. Once everyone hits level 10, return to
Liberte and save your game. Head to the east and look for a

cave opening that indicates the Pirate Hideout's location.

. qu;\. s

When you Ienve town, fime starts to flow again. Dunng‘ih?‘mh t,
a Whirlpool appears between Liberte Port and Liberte Town and

m  blocks the path. Stepping
on the whirlpool sends the
party to a location known
only as ?22. It is not a
good time to go there at

- this point because the way
inside is blocked.

:
5
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ROCK LANCE
TERRA STAVE

1 o R o | FRESHMEAT(AFER
DEFEATING SEADEVIL [A])
2 | ROCKLANCE 5 | DANCER CLOTHES (AFTER
3 | TERRASTAVE g DEFEATING SEADEVIL [A])
a : : 1000 GIL (AFTER DEFEATING
4 | so6i Lo ] o
5 | ICEBRAND ] 7| MONK'S ROBE (AFTER
o | 500 o1 AR S B DEFEATING SEADEVIL [A])
g | DEATH TOME (AFTER
7| OCEAN STAVE DEFEATING SEADEVIL[A]) -
8 HUNTING HORN 9 1000 GIL (AFTER DEFEAT“! 3ois ek
SEADEVIL[AD)
9| ANTARCTICWIND Yo | RUSTY COMPASS (AFTER
/ - DEFEATING SEADEVIL [A])
6 7 ie
s x
10
g BAF
A9
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freedom

The sentry who greets the
party just inside the Pirate
Cave demands a password
before he allows anyone to
pass. Select “Freedom” and

he steps aside.

The pirates have allowed creatures to wander through their

hideout. Even though there are people fo speak with in the area,

expectfo run into a
bunch of random
battles throughout the
Pirate Hideout.

The stairs beyond the lookout lead down to Pirate Hideout B1F.

Go west first and descend a few flights of stairs until you reach

a chest with 300 gil. Claim the money, return to B1F, and take

the east stairs.

When you encounter the Adventurer on B2F, save your game,

but don't use the stairs north of him just yet. There are two

chests, one each in the eastern and western branches of the

room. The pirate standing in front of each chest is actually a

Lizardman in disguise. These Lizardmen are tougher than the

No one’s allowed bevond this point. Not without
afisht. thatist

ones you fought previously
in random encounters. The
western chest has a Rock
Lance, and the eastern chest

holds a Terra Stave.

upcoming fight. When you're
ready, descend the stairs
and speak with the pirate
captain, who turns out to be

another disguised enemy!

After claiming the contents of the chests, return fo the
Adventurer and save your game. At this point (if you haven't

already), set either Jusqua or Aire as a White Mage for the

Ye did well to make it all this wav_but ve're
30in" to resret ve ever &d!

WEAKNESSES  —
{RESISTS |
. ABILITIES

DROPS TOPAZ

BERSERK, WHIRL
BLUDGEON

You may find
that the general
pattern that
this battle follows is
to set your White Mage to
heal almost every round,
while your other character focuses on attacking
the Trollud. In the first round, and in any
round where the Trollud doesn’t deul damage
(whether it misses or uses Berserk), the White
Mage should use Healthgiver so one Cure spell
hits both characters.

The Trollud uses Whirl Bludgeon often, but you
should be able to heal through it. However,
when the Trollud applies Berserk, which hoosts
the physical damage dealt, keeping hoth
characters alive becomes a challenge.

This isn’t a quick fight because you have only
two characters, and one must focus on healing.
This is also why one must be a White Mage;
any other job runs out of AP too quickly. With
patience, you should outlust the Trollud and
claim victory.

105
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Plunderin' the Spoils
Descend the stairs beyond the boss encounter point. The room is filled with chests and (now

freed) hostages. Speak with everyone in the vicinity and collect the spoils from the chest. Inspect

the crystal vase in the middle of the room as well. %m{mﬁxqﬁ:&wﬁ.

Further Adventures

Return to Liberte Town during daytime. The next stop is a visit with Apollo, who lives across the bridge that's blocked at night. Talk
to Apollo to get Apollo’s Talisman. Equip it on the character who is lacking an Accessory, and visit the Storage Shop. A Black
Mage with a Fire Spell is a big help in the upcoming areas, so switch Aire to a Black Mage if

she isn't one already.

When you're satisfied with your characters’ setup, go to the coral-covered building where Jusqua

Thanks 50 much for helpins us! Here. 1 made
this for vou. It's not so0 300d. but I hove you
like it anumay.

and Aire began in Liberte. After a night's rest, Jusua and Aire wake up with full HP and AP.

A Princess's Vanity

Aire is determined fo visit the bottom of the whirlpool, which means some fime must be spent outside Liberte until the sun sets. After

the sun goes down, return to the town and enter the whirlpool. The area under the whirlpool doesn’t have a name, and the green

areas on the floor inflict damage to the party when they walk on it.



Pass through the first set of

stone doors and go south.

Hit all the switches and clean

1 b ot
2| ECHO HERBS out the chests. Most of the
3 EARTH BOW Aire obtained an iten: Stream Casal : e s
T chests yield their items easily,
4 BOLT SWORD

but the chest back on 1F

»

Y

(accessed by the stairs in the

southeast corner) is actually
The switch in the northeast corner of the open area on 1F a Mimic guarding a Bolt

controls the stone doors at the north end of the level. The chest Sword.

beyond the stone doors contains a Stream Cape, but it's

guarded by a Mimic. The accessory is a huge help against the

upcoming enemies which deal Water-element damage, so it's sl @(?

worth the extra effort to obtain it.

Traversing 2F requires a few long trips to reach the chests

scattered around the floor. Trip both switches marked on the

maps to open the stone doors.

s-urv,ive(‘ it.
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Once the southern doors swing open, go through them. The

Adventurer is there to save your progress before you descend

the next flight of stairs.
Approaching the chest

triggers a disagreement

Greed.shall_be PUNISHED!

P 5505 ]
' WEAKNESSES  FIRE
5.1 CONFUSE, POISON,
ABILITIES  SILENCE, WATER,
WATERSPOUT

[STEAS | S R
AQUAMARINE, AMETHYST,
ROPS SHARK LANCE

H\"’lz

The Brainshark is vulnerable to

Fire. Its physical attacks add Water-
element damage, and it sometimes paralyzes or
poisons a character. The Brainshark hovers above
the ground, making it more vulnerable to damage
from bows. :

The Brainshark casts Silence, Confusion, and
Water (like the Black Magic spell). It also

uses Waterspout, which has a chance to inflict
Confusion and Sleep on targets. If a character is
poisoned, don’t bother removing the status effect.
Poison is an effective way to break confusion and
sleep effects without wasting a turn or an item.

Hammer the Brainshark with Fire from the Black
Mage, while the other character attacks whenever
possible and heals when necessary. If the Black
Mage is silenced, use Magic Mojo to boost the
power of Fire before removing the negative status
effect (since it may go away on its own after a turn
or two). This is another fight that can take some
time due to the high HP of the boss and the fact
that you only have two characters in the party.
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between Aire and Jusqua,

but it's quickly interrupted.

A Furry Adventure
Alter a further disagreement and Jusqua’s departure, inspect

the treasure chest. Aire is-furned into a cat and ends up back

in the center of Liberte.

While she’s in cat form, Aire is able to speak with the animals
around Liberte, including the Adventurer’s companion. In

fact, speaking with every animal, while in animal form, is an
achievement for the game. Don't worry about getting all the
animals now as Aire; it's
easier o accomplish this
feat after you obtaina
few special items.

The humans offer
different bits of gossip
to characters in animal

form, including the people
who challenge you to

find items hidden around
town. They offer a hint
about the location of one
of the hidden items!

S One treasure is inside the boat, Now don't tell
M any of Your animal friends, hehe!

J

Return to the coral-covered house and see what everyone is
doing. Lilibelle hands over a map that allows you to see more
of the World Map and
reveals the location of an
Animal Burrow. Travel west
from Liberte and enter the
small stand of trees near the

shoreline.
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ITEMS FROM PEOPLE
[LILIBELLE'S WINGS

GUERA

Aire, in cat form, can collect the final two items from the

collection challenge (the Animate Tonic and the Dirt Dirk)
by squeezing through the small doorways cut into the walls of

the town. During the night, there’s also a new Magic Shop just

south of the other Magic Shop (which has three doorways).
!
wome VGUEM TOWN MAGIC SHOP (OUTDOOR)

The tunnel doesn’t have any branches, so just follow it until you 51 DESCRIPTIC
FIRA TOME

P (OS]
BLACK MAGIC: EARTH-ELEMENT ATTACK, MAGIC ATTACK: 13 /
AP COST: 3

mv‘

encounter a purple cloud. Speak to the floating face (moving

past it has the same effect) to RATAIE [ 15006

begin a fight with an Ogre AERORATOME | 15006

CURATOME 15006 mmlf MAGIC: HP RECOVERY. AP COST 3. CAN USE FROM THE

BERSERKTOME | 10006 [WHITEM

| [PROTECTTOME | 1000 G |WHITE MAGIC: DEFENSE INCREASED 50%. AP COST 2.

' |SHELLTOME 10006 {WHITE

Voulobianad the rome of ha Bandt dnd MAGICK TOME 1000 G |WHITE MAGIC: MAGIC ATTACK INCREASED 50%. AP COST 2.

RAISETOME "‘“ 6

Bear. There's no actual fight,

just one round that doesn’t

go well.

In the aftermath of the

illfated encounter, Lilibelle hands over Lilibelle’s Wings, and
you get the Bandit and Bard Crowns. Continue through the

Animal Burrow; when you hit the desert, go east to Guera.
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Iknow! I should 90 to Arbor. Thev'll be able to
helo lif t the curse from Horne. I'm s0ina there
risht

WORLD MAP

110

Brandt appears in front of the Inn only at night. Speak with him to have him rejoin the party.
With all the new Crowns available, take some time fo set Brandt up with a new Crown and
equipment fo go with it. Stick a Torch in someone’s inventory, then travel north from Guera to a

cave entrance in the mountain range. This is the Fairy Path that leads to Arbor.

IR —————e

ITEMS FROM CHESTS

SPIRIT RING
| [SPRING GAUNTL

Almost to Arbor

Apparently, the guard posted just inside the path

is not a cat lover. He speaks only to Brandt, while
giving catform Aire the silent treatment. Hurry
through the Fairy Path as quickly as possible, but
don't miss the Spirit Ring and Spring Gauntlets

from the chests along the way.

After clearing the Fairy Path, head north toward the
looming free in the distance. As Aire and Brandt

draw closer to Arbor,

b Whoal Wh-what's happenina?
B an event takes place Vot ot
HC) l.E:GENﬁ:%f and the action shifts
1| SPIRITRING fo Jusqua.

2 SPRING GAUNTLETS




Feline Identification Issues
When you assume control of Jusqua, exit the home and speak with the people around town, and
the king (although if you want to skip the story details, you can speak with the cat in the room

immediately). Return to Jusqua’s temporary home and speak with the cat until it joins the party. ] Loovimamona serson s strona-vted st

With the cat in tow, visit the king and answer “Yep” to his question. Before you head out, visit
the Storage Shop. There’s no need to carry Phoenix Downs, but you should grab a Torch, a few
Potions, and at least one Antidote. Consider setting Jusqua as a Wayfarer, and enhancing that

Crown to level 2. Escape may come in handy with Jusqua traveling alone. When everything is

ready, go north from Liberte to a cave entrance cut into the mountains. Jusasa obtaned an tes H-Ether

ITEMS FROM CHESTS

THUNDER AXE
HI-ETHER

THUNDER AXE
HI-ETHER
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Under the Mountain

It's possible to run directly north and exit the caves without doing anything else. However, you'll
oHekihe-

miss out on two nice chest items (an Ether and a Thunder Axe) and a Hi-Ether hidden in the Restores vour 4P.

bushes on B4F.

Jusaua obtained anitem: Hi-Ether!

Return to the first floor and take the exit to the outside world. Go north to reach your destination:

the town of Urbeth.

ans FROM CHESTS

R
HYDRAXE .

HI-POTION
POTION

ALARM CLOCK
GREAT TREE LOG
CROSS
HI-POTION
ZEUS'S WRATH

R I N[ & W N -




INN COSTS 50 GIL {6

TOWN OF URBETH ITEM SHOP (BYLION'S SHOP)

WTOWN OF URBETH WEAPON SHOP (THAUZAND'S SHOP)

gTOWN OF URBETH ITEM SHOP (LOWER)

) ) U ) ) RIPTIC

POTION 206 |PROVIDES STEEL SWORD. 2006 [ATTACK +2

HI-POTION 406G |PROVIDES A GOOD HP BOOST. HATCHET 2556 AITACK +3

TORCH 106 |LIGHTS YOUR STEEL SPEAR 3306 ol

DRAGON WING 60 G |TELEPORTS YOU BACK TO TOWN, INSTANTLY. KNIFE 220 G |ATTACK +2, MAGIC ATTACK +2

ANTIDOTE 206 [CURES POISON BOLT SWORD 700 G_|ATTACK +5 (LIGHT

ANIMATE TONIC 30 G | CURES PARALYSIS. BLUE SHOT 580 G |ATTACK +4 (WATER)

EYEDROPS 206 | CURES BLINDNE ENCYCLOPEDIA 2856 | ATTACK +3, M!

ETHER 1000 G [PROVIDES A SMALL AP BOOST. CYCLONESTAFF | 295G |ATTACK +1, MAGIC ATTACK +4 (WIND)
BURNING HARP | 970G [ATIACK +7, TAC
ICE PICK 640 G |ATTACK +4, MAGIC ATTACK +4 (WATER), INFLICTS SLEEP

) ) RIPTI0
POTION 17206 |PROVIDES ASHAL ?frowu OF URBETH MAGIC SHOP
HI-POTION 406 | PROVIDES A GOOD HP BOOST. COST DESCRIPTION
ANTIDOTE 120G | CURES POISO e o [BLACK
GOLD NEEDLE 50 | CURES PETRIFICATION. LY ke S
ECHOHERBS [ 206G |CURESSILENCE FIRA TOME 1500 G | BLACK MAGIC: FIRE-ELEMENT ATTACK, MAGIC ATIACK: 12/
| [ANIMATETONIC | 300G | CURES PARALYSIS. AP COST:
EYE DROPS 1206 | CURES BLINDNES! FIRAGA TOME 50006
ALARM CLOCK 206 | WAKES YOU UP FROM ANY SLEEP ~ | AP COST: .
= 506 LIS CURSES, i 500 G |BLACK MAGIC: WATER-ELEMENT ATIACK, MAGIC ATTACK 5/
CURES ALL AILMENTS (EXCEPT DEATH) AND RESTORES A
HENENY 4906 |SmaL amounT o e WATERA TOME 15006 |,
R %flé (;Asﬂc WATER-ELEMENT ATTACK, MAGIC ATTACK: 15
TOWN OF URBETH ARMOR SHOP (MYLION’S SHOP) :
COST DESCRIPTION | |CURETOME 5006
TRAVELER'S GARE. | 1 T T WHITE BAGIC. REVIVE FROM DEAD. AP COST 3, CAN USE FRON
: THE MENU.
T s ?Evf?nsi ;Ioi%MAGl( DEFENSE +4, INTELLECT/MAGIC ATTACK ST 10006 |WHITE WAGIC FAGICDEE T
: OME | 1000 G |WHITE MA
B ., PROTECT T GIC: DEFENSE INCREASED so% AP COST 2.
BANDIT GEAR 3506
POETTUNIC 3506 E"
WOOD SHIELD 1306 / TOWN OF URBETH MULTIPLAYER PRIZES
_ 0ST DESCRIPTIC
FAMESHIELD | 3506 MAMMON'S SPEAR | 3630 |ATTACK +11
DEFENSE+I MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5, GAE BOLG 4290 |ATTACK +13
L 3506 |1 ocks EARTH TRIDENT 7200 |ATTACK +20
DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +5, WORKER'S DEFENSE +2, MAGIC DEFENSE +2. STRENGTH/INTELLECT/
DARKSTEELSHIELD | 4506 |p) e pagk CLOTHES 00 |spigm 5%
SILVER SUIT 1000
TOWN OF URBETH ACCESSORY SHOP (TRYLION’S SHOP) DEFENSE +2 " MAGIC DEFENSE +2. STRENGTH/INTELLECT/
RED JACKET 1000
0T DESCRIPTIO SPIRIT +5%
POWERRING | 5006 |BOOSTSSIR TRYLION'S COAT | 1000 s"lff,fl"rsfs %
A CTRINGRM 5500 GBI SOUSTSITEL L UG U GEM COLLECTOR | 4000 |KEEP ALL YOUR GEMS, EVEN AFTER DEATH,
SPIRIT RING 5006 _|BODSTSS e
j FORTUNE EGG 3000 | DOUBLES U
SIANTS RINGEES B500 GRIATTACKH10% HERMES SANDALS | 6000 | ALWAYS ACT FIRST.
| |STAREARRING | 5006 |MAGICATTACK +10% '
TURTLESHELL | 500G |DEFENSE +10%
BLACKRING - 500.G_|MAGIC DEF
CONFUSECAPE | 250G |BLOCKS CONFUSION.
POISON CAPE 250 G_|BLOCKS POISC
STUN CAPE 2506 _|BLOCKS PARALYSS.
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Conundrum: Cure Cat's Curse

Urbeth is a center for commerce, ruled by four merchant lords who each hold
quarter of the city. Spend some time exploring the city and chatting with everyone
(one of the town's inhabitants is a bit of a
surprisel). The man you need to see, the Sorcerer,
locks up his shop at night and is only available
during the day. Step outside Urbeth until the sun

Well, well If vou're THAT desperate. I think

10,00 i shouid cover it comes up, then return to the Sorcerer’s shop and

speak with him inside.

He claims to be able to help, but it will cost 10,000 gil. Fortunately, Urbeth is a town
where it's possible to make that much gil in relatively little time while undertaking
tasks for the Merchant Lords. The first stop: Trylion’s Accessory Shop on the north

side of town.

The Magic Shop vendor leaves his shop during the daytime, so any purchases there must be
made at night.

Trylions Jask

While you could complete the Merchant Lord’s tasks in any

order, the best place to start is Lady Trylion. She requests

The boy wearing the blue cape
inside the Inn has a hidden treasure
challenge.

i

& ©n

-1
Slbaiﬁanc%h Urbef?ue &

A Hydraxe next fo a tub
inside the Inn, in the second
floor’s west room

A Hi-Potion on the
east-side shelves in Trylion’s
Accessory Shop

A Potion in the set of
drawers in the back of
the house south of the
Accessory Shop

An Alarm Clock in the
box on the dock west of the
Accessory Shop

A Great Tree Log in Bylion’s
shop, upper level

A Cross from a barrel inside
the building with the bottle
and the glass sign

A Hi-Potion in the window.
across the alley from the bottle-
and-glass-sign building

A Zeus’s Wrath in the water
behind the Tower to the Sky

assistance in selling three rings.

Take the staircase south of the Accessory shop (the narrow
staircase between buildings), then enter the west door. Go up
the stairs, speak with the woman wearing the dark cloak, and
agree to sell her a ring. The second patron is at the end of the
dock just west of the house with the first patron. Speak with him

and agree to sell him a ring. The final stop is the cloaked man

It's plavins havoc with our supply chain. Do
you faney 30ina to the Huntins Caves and
settinarid of it?

After you tomplete uny
task for the Merchant
Lords, speak with Yunita
to have her join the
party. Her starting gear
is Old Clothes, but her

outside the Inn. He's available only during the daytime. After

selling all three rings, return to Trylion for 2500 gil.

Thatring is part of Trkon's new collection?

B  Well then there's no way I can
refuse—especially not a cute salesperson ke
vourself!

You obtained three of Trybion's Rinas!

old equipment isin
her inventory.




Mylion's Jask

At the Armor shop, speak with Mylion and say “No” when
asked about buying something, and “Yeah” when asked about
a job. To obtain a Bomb Fragment, set one of your characters

as a Bandit and wait for an encounter with a Hellhound. Don't

kill the Hellhound until you successfully Steal a Bomb Fragment.

Return to Mylion and sell it to

him for 2500 gil. Consider Dedsto

Attack 47 (Fire)

combining this task with
Bylion’s request that
Jusaua obtained an item: Red Shot!

sends the party to the

Hunting Caves.

FleyBow -3/

While ‘youn’ré' nning errands for the Merchant Lords, orco lecting
Zeus's Wrath for the item challenge, enter the Tower fo the Sky
' through the back door in
the canals. The chest in
the area contains a Red
Shot, which is a nice bow.
It isn‘t necessary to get
this item, but picking it up
now saves you a refurn
frip later.

Eel o St
AN SRR Ty -A{f;.‘”

] At the moment. we're very short of Bomb
b Frasments. the kind that certain local
fl monsters carry. <

Bylion's Task

Pay a visit to Bylion at his ltem Shop. When he asks about
shopping, reply with “No.” His request involves a trip to the
Hunting Caves to defeat a Chimera. This Chimera is just south
of the entry point fo the caves. Interact with the purple cloud
fo initiate the fight against the creature. It has two actions

per turn and is resistant fo <=

physical attacks. Stick with 61 13

Jusaua is psyched uol

Yunita is psuched uol

Magic attacks to defeat it.
Afterward, return to Bylion to

claim the 2500 gil.

Thauzand's Task

Speak with Thauzand in the Weapon Shop, and respond “No”

when he asks about shopping. After your conversation with

Thauzand ends, go down to
the counter and speak with
the fellow in front of it. Use
the counter space he offers
fo sell items from the Storage
Shop (items in characters’
inventories are not available to sell). Thauzand doesn’t charge
a deposit or take a percentage of your sales, so all the gil
earned from sales goes directly to the party’s pocket. There's
no bonus for selling everything you list, so don't drop prices to

try to sell everything!

Follow the game’s instructions on how to place and price items.

It is important fo note that you have a limited number of price
tags to distribute between the items for sale. You can price
three items (or pairs of items) each at 1000 and 5000 gil, five
y items (or pairs of items) at
% | 8 100 or 500 gil, and nine
1 . items (or pairs of items) at

50 gil. You can set one item

Closing Tinel

Next time. we should try to sell everythinal
v

as a Hot Deal to encourage

its purchase.

You can sell any number

of items, from ten to as few
as one. The counter space
you get takes one of three
configurations: 10 single
slots, two double slots (two items sold as a pair) with six single

slots, or four double slots with two single slofs.
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After your first day of sales, the game offers tips on what
customers want most. Use these tips to select the types of
items to sell. As you build up gil, you can buy additional items
from the shops in Urbeth to sell at a better mark-up when

they are the “Hot ltems” in town. The closer the item’s value

is to the price you place on it, the better the chance it has

to be purchased. Hot ltems give you more room to mark up
your prices, but don’t think a Potion will sell for 500 gold just

because it's a Hot ltem and you marked it as a Hot Deal!

There's one item that's a consistent seller, and it's one you
should stock up on constantly: Ether. Ether is available from
Bylion's shop for 1000 gil. Place two Ethers in a paired-up
sales slot and price it at 5000 gil, regardless of what's
currently hot, and they will sell most of the time. Use the money
earned from the previous tasks as seed money and stock up
on Ether. Sell a few paired-up Ethers and you should make

the 10,000 gil needed for the Sorcerer in no time. Of course,
you don't need to stop at
10,000. Continve selling
the Hot ltems, augmented by
the consistent sales of Ethers,
and you can outfit everyone
in style, fill your Storage
Shop with at least one of
every type of Spell Tome
available in Urbeth, and you

should still have plenty of gil

Hehehe... So, do vou hava it? Do vou have the
10.000 2il?

left over for future shopping!

Whenever you find an item
for sale that isn’t in someone’s inventory or the Storage Shop,
you should buy at least one. Collecting one of every item is

an achievement! /

Seamstress Crown. The only way fo earn 20,000 gil is fo sell every
item you list for sale on a day when there are
10 individual slots.

If you want fo get the Crown during your
inifial visit o Urbeth, wait for spell books

1o be the hot thing and list spell books af the
same price they’re selling for at the Magic Shap.
However, your best bet is fo refurn to Urbeth at
a later point when you have more expensive
items that the citizens of Urbeth will snap up,
even thouhh you're selling at a loss.

),

Back to the Sorcerer

After you collect 10,000 gil, return to the Sorcerer (remember,
he’s only there during the day) and hand over the money. If
you haven’t done so already,
go to the Armor shop and
buy two Darksteel Shields.
Weapons that deal Light

The puppets are turning into monsters? Oh.
m.I:NMSermﬂMQMOMd

damage have a double

benefit in upcoming battles.
There are enemies vulnerable to Light-element damage, and
the chance to paralyze enemies can make a tough fight much
easier. Equip the shields on both characters, and the Light-
element weapon on any melee characters in your party, before

you head to the Inn for the night.

During the night, Urbeth is waylaid by groups of monsters.
The doors to the Merchant Lords’ shops are all blocked by vile
creatures! The Armor Shop door is guarded by a Hellhound
and a Cowpel. The Accessory Shop door is blocked by a
Chimera and a Succubus. A Rock Golem appears in front of
Bylion’s Item Shop door. Fortunately, the merchants of Urbeth
fear a lost sale more than monsters, so every shop remains

open after you clear its doorway.



The final stop (it could be your first as well, but it's better to get When the fight ends, you are rewarded with the Merchant and

the experience points from all the encounters) is Thauzand's Salve-maker Crowns. Go inside the Weapon Shop and speak
Weapon Shop. The same Demon guards both doors, and you with Thauzand, but stop by the Storage Shop to drop off extra
must defeat it to clear the town of its monster infestation! items before you visit the Inn.

@ 9

Yunita is about to leave the parly but she
can keep her equipment if you already

builf up a good supply of gil. If you

Vou obtained the oromns of the Serchant and

Sarve-maken haven'}, consider spending a few more

days selling items at Thauzand's shop.

OW

After staying in the Inn,
speak with Thauzand. Head

PR S B s W - B < oftoviand Bpproach

WEAKNESSES  LIGHT

the boat on the beach.
m HRE’ DARK (ABSORES) Listen. If you want to follow the Sorcerer,

ABILITIES DARKRA, PROTECT, BLADEBLITZ Eanhiee. 0o o thekin Md sees; Interact with the boat to

HI-POTION; ETHER

DROPS SAPPHIRE, EMERALD board it. Remember, it is

‘ ) oy
The Demon resists Fire and possiblaiioigeliintoirandom

& absorbs Dark, but is vulnerable s fights while your party is on

\ to Light-hused attacks and ' s

; abilities. Its attacks have .

a Dark-element component ; . 2 continue the story, go north

' é’ and sometimes can inflict
Wi Curse.

the boat. When you want fo

along the shore until the

screen goes dark.
Darksteel Shields
are a big help against the
Demon’s attacks, and Darkra, especially when
it opens its eye. The Demon’s eye opens during
the third round of battle, which signifies an
increase in the monster’s Intellect and damage
output when it uses Darkra.

Light-element attacks give a nice hoost to your
damage output against the hoss, and so long as
you avoid using Fire and Dark, you should he
fine. Don’t let any of your party members’ HP

drop too low hefore you use Cure, but healing
every turn shouldn’t be necessary.
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'BLOOD BAT [A]

'MYCONID [A]

ARBOR ITEM SHOP

U ) RIPTI0
POTION 206 [PROVIDES A SMAL
TORCH 106 |LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS.
DRAGONWING | 60/G_[TELEPORTS YOU BAC
EYE DROPS 20 G | CURES BLINDNESS.
ANTIDOTE 206 |CURES POISO!
ECHO HERBS 20G | CURSE SILENCE.
ALARM CLOCK' 2006 |WAKES YU U
WHITE MAGIC: SLIGHT HP RECOVERY. AP COST 2. CAN USE
CURE TOME 50068 b e
R <~ | WHITE MAGIC: REVIVE FROM THE DEAD. AP COST 3. CAN USE

RAISETOME 1500/GH et

?ARBOR WEAPON SHOP
ITEM COST DESCRIPTION
WOODIANCE |
SACRED TREE STAFF
REDSHOT
RANGER BOW
SUN'STILETTO.

| [MERCHANT TUNIC
SAVEMAKER | |
ROBE |
GREATTREESHIELD 280 G
SIEEPCAPE | 2506 |
SILENCE CAPE 250 smcxssumcs

el

ARBOR MULTIPLAYER PRIZES

0 ) RIPIIU
MYTHRILROD. | 5745 |ATTACK +5
SAGES STAFF___| 6750 |ATTACK +6, MAGIC ATIACK +14
VERMILLION | T :
maEs DEFENSE +2, MAGIC DEFENSE +2. STRENGTH/INTELLECT/
EASTERN GARB. !
S DEFENSE +2, MAGIC DEFENSE +2. STRENGTH/INTELLECT/
SPRIT +5%
YCT A
KNOWLEDGE ] ; S
GRANTS IMMUNITY FROM MAGIC, BUT PHYSICAL ATTACKS
MANASCREEN | 8000 INFLICTFOUR TIESTHE DARAGE
CROWTHEGG | 30000 T
0LD SHOES 4000 |ALWAYS ACT LAST
[ irems eRom chests
TRANSFORM STAFF



b
HI-POTION

ECHO HERBS

ALARM CLOCK

EYE DROPS

POTION

POTION

BOMB FRAGMENT &

o(N|lo|lun|la|w|w

PHOENIX DOWN

THE GREAT TREE:
TO THE SUMMIT

N

A

you
to find eight items, but if Aire speaks
with him while in cat form, he offers
advice on where to find an item!

The elf outside Arbor challenge$

A Hi-Potion from the green,
~leafy plant behind Brandt

9 Echo Herbs from the blue
"~ pot across from the Item Shop
vendor

g " An Alarm Clock from the
~ blue pot above the ltem Shop

4 A Potion from the skinny
~ blue mushrooms in front of the
Multiplayer Shop

5 A Potion in the dark baskets
~ behind the Multiplayer Shop

® A Bomb Fragment near the
bed in the room southwest of
the Multiplayer Shop

g A Phoenix Down in the
~ southeast corner of the queen’s
chamber

@ Eye Drops from the blue
mushrooms near the entrance
to the Great Tree Roots

Intelligence
Gathering

Speak with the inhabitants of Arbor (elf
and animal alike) to learn more about
the free city. Your next destination is the
Great Tree Roots, but first siop by the
shops to pick up upgraded equipment for
Aire. Take a Torch, an extra shield, and

an accessory as well.

119




ITEMS FROM CHESTS
ANIMAL STAFF
| [GREATTREEH
~ [PHOENIX DOWN

¥ GREAT TREE HARP
2 | PHOENIX DOWN
3 ANIMAL STAFF
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Beneath the Great Tree

Shortly after entering the Great Tree Roots, Aire encounters a
mouse named Torte. Answer “Yes” to his question and he joins
the party. Torte is a Sage, but needs a shield and an accessory

fo round out his equipment.

4 hatme is Tor te. madam. Souse maestro of
WANC, At your service. You obtained the Anmal Staff!

Pick up the Great Tree Harp from B1F, and the Phoenix
Down from B2F before claiming the Animal Staff. There's

nothing guarding the staff, %0 you should be in and out of the Great Tree Roots relatively quickly.

Audience with the Queen

Return fo the surface and go to plant-Brandt's location. Use the Animal Staff on him fo turn him

into a dog. Go to the queen’s chambers and speak with her. After agreeing to help her, she
Perhaos if they do something for our country
first. we can do them 3 favor i return.

sends the party to the top of the Great Tree.

ITEMS FROM CHESTS

PHOENIX DOWN (X3)
WIND CAPE ETHER
HI-POTION | FAIRY. CAPE

Upward Mobility

Use the west exit from the queen’s chambers to reach the path to the top of the Great Tree. Go fo the top half of the 1F map first so

you can grab the Phoenix Down, then get the Wind Cape from 2F.
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PHOENIX DOWN

WIND CAPE

WOOD LANCE

PHOENIX DOWN

HI-POTION

ETHER 4

PHOENIX DOWN -

HI-POTION

ole|N|lo|lalalw o=

FAIRY CAPE

Most of the chests are off the direct path to Arbaroc’s nest, but you should go out of your

way to collect everything. The Wood Lance on 2F is guarded by a Mimic, but it's identi-

cal to the Mimics faced
previously and should

be no problem. On 4F,

use the southwest corner

staircase to reach the

Fairy Cape.

Many danserous monsters lurk amons the
branches of the Great Tree. You should
especially watoh out for those that will seal
YOUr BANNC.

Aire obtained an item: Wind Cace!

When you encounter the Adventurer on 4F, equip the Wind Cape on a character who will

be able to heal and resurrect allies during battle. Arbaroc deals Wind damage, which the

Thisis the nest of Arbaroc. Will vou enter?

Wind Cape resists. Since this is the first boss with items to
steal, consider setting one character as a Bandit. A Bard,
using Ditty, could come in handy as well. Arbaroc doesn’t
have any elemental weaknesses to exploit, so boosting

your party’s physical attacks should help shorten the fight.



oC:

WEAKNESSES NONE

MResisTs  [NONE |
LEAFRA, LEAFAGA,
ABILITIES. — 711NDAGA, AIRSTORM

4 DROPS TOPAZ, AMETHYST
Arbaroc acts twice per turn and
uses physical attacks, Leafra, and

Leafaga. At the start of turn 3,

Arbaroc takes to the air and starts using Airstorm

and Thundaga.

Since Arbaroc can act twice per round, all three
characters could get hit twice in one round of

combat. If everyone is low on HP after such a round,

forget attacking and focus on keeping the party
alive with whatever spells and items are available.

If you're having a hard time keeping characters
alive through the fight (Torte’s Spell Again ability
is nice, but he runs out of AP quickly!), include
either a White Mage or a Salve-maker with
Healthcare in the party. The fight will last longer,
but it's easier to keep everyone in the group alive.

@

Delivering Dark News
After Arbaroc falls, you get
the Crowns for Elementalist
and Ranger. Step on the

purple circle to be sent back

to the room with the Great

Tree seedling.

Remove all items from Torte and stick
them in the Storage Shop before you
speak with the queen! His help was
appreciated, but his time in the partyis
at an end.

S OF

Return and speak with the queen again. She changes the
Animal Staff into the Transform Staff, which allows you to
switch characters to their animal forms and back to human at
will. Torte parts ways with the group, and then the queen sends

the party to the Inn. The next

morning, return to the queen.

After speaking with her,

exit her chamber via the

eastern stairs.

123




'MIES IN THE GREAT TREE: |
o T};FE SUMMI'II T '

A Leap of Faith

There’s not much to navigating the area. There are no chests . T

to pick up from branching paths, nor are there any bosses to

defeat to clear the area. Simply follow the first level to the stairs o

that lead up to the Summit.

Go as far east and north

as possible and look over

the edge. Use the Transform

Wow, check it out! That must be the floating
city of Speivia,

Staff to assume animal form

and leap over to Spelvia.

The good news is that Aire makes the jump with ease. The bad E

news is that Brandt isn’t as good a jumper as Aire.
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Visit the queen in Arbor, who offers a second route to Spelvia,
through Invidia. Stop by the Storage Shop and put the Stun
Cape into Brandt's inventory. Brandt makes a good Bandit,

and you should sirongly consider making him one for the

So vou failed to reach Speivia? I suppose... ) - - v
e P s e easaef upcoming journey. If you meet up with a Mythritoise, steal

Mythril from it because it will be necessary in the near future.

Include at least one Black Magic spell among Brandt's abilities,

< o regardless of Brandt’s Crown choice. Some enemies have high
pECIIREEh g ,“L?-?E’ physical evasion rates. Exit Arbor and go west, then north for a
When Brandt walks over snow-covered terrain, the enemies change : ;
1o match those found in the Ice Caverns. While. If's a long trip fo the lce Caverns.

o

{,&?@'\ NS fﬁ'io?ﬂ =
A -

et % S

S
ST

ITEMS FROM CHESTS

Melting Ice

The trick to getting around the Ice Caverns is using the candles to melt the walls of ice. Take the

first candle south and place it on the holder in the wall. The chest beyond the now-melted wall
holds a Phoenix Down. Repeat this with the other candle and the north wall. On B1F, you
must use four candles to melt through four walls. Brandt can carry only one candle at a time, so

be ready for quite a bit of walking back and forth as you penetrate layers of walls.

In the next hallway, inspect the small hole in the ground. If you put the Stun Cape in Brandt's

inventory, equip it now. Use the Transform Staff to change Brandt into his animal form, then wiggle through this hole.
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Jusqua at Sea
The scene shifts to Jusqua at sea in the boat that is on loan from Thauzand. Go north, then continue west a bit and aim for the
beach on the shoreline. Now, head north to the entrance of the ice cave. Save your progress inside the cave and use the candles

to melt the walls to uncover the chest and the way down to the next floor.

In BIF East, you can ignore the empty candle holders that are
furthest west and furthest south; they're both dead ends. Get

the Flame Spear from this floor and the Darkening Harp
from the next. Ignore the easternmost doorway for now; the path

is blocked. Save with the Adventurer, then descend the stairs

behind him. In the next room, Jusqua confronts the Sorcerer.
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Sorcerer

WEAKNESSES ~ NONE
. W

<« POISON, BLIZZARD,
% ABILTIES oy

; POTION, HI-POTION,

\ DROPS AQUAMARINE
el

“ The Sorcerer uses Confuse,

Poison, and Blizzard. If Jusqua
is a Black Mage with Mirror, put

that ability to work here. Otherwise, just

hit the Sorcerer with strong attacks and he

shouldn’t be too much of a prohlem.

However, you immediately proceed into a
second hoss fight after defeating the Sorcerer.
Jusqua has no chance to recover HP or AP, so
don’t end the fight against the Sorcerer if he’s
low on health or AP.

On to Invidia
Follow the path behind the I e
Sorcerer, which leads out of -

the dungeon. Once Brandt

and Jusqua reach the surface,

go east to reach Invidia.

Behugemoth[A]

§

WEAKNESSES ~ NONE

S
77 £y ’,ﬁi ABILTIES  LIGHTNING BOIT
14 4/ A . HI-POTION, GLIMMER
1% ", ./-' GAUNTLETS, SHINE CAPE
4 AMETHYST, AQUAMARINE,
$-. o SO PR oo

oA

d4A e AN, first, the Behugemoth

uses regular attacks. When
25% of its life is gone, it changes
color and starts to use Lightning Bolt. Lightning
Bolt can inflict paralysis, which spells trouble if
it afflicts both characters at once.

For the first three turns, the most important
thing is to stay alive. Attack if you like, but you
should be focused on avoiding dumage. After
the third turn, there’s a break in the fight and
Brandt joins the party.

From that point forward, have one character
focus on dealing damage to the Behugemoth
while the other alternates between attacking
the Behugemoth and keeping the party in

good shape.
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w ﬂ -
”‘i INN COSTS 300 GIL i
) &
> INVIDIA ITEM SHOP (TOP)
) ) RIPTI0
| [PoTION 206 _|[PROVIDES A SMALL HPBOOS
' [Hi-poTION 40G |PROVIDES A GOOD HP BOOST.
TORCH 106 |LIGHTS YOUR WAY INTHE
DRAGON WING 60G |TELEPORTS YOU BACK TO TOWN, INSTANTLY.
GOLD NEEDLE 500G | CURES PETRIFICATION.
ANIMATETONIC | 306G | CURES PARALYSIS.
CROSS 506 |UFSCURSES.
BOMB FRAGMENT | 300G |INFLICTS FIRE-ELEMENT DAMAGE.
DR e ::’A(((I)( SrTa_Azslc DARK-ELEMENT ATTACK. MAGIC ATTACK: 5 /
V?-mvmm WEAPON SHOP
U ) ] d
’ FLAMEDAGGER | 530.G [ATTACK +3, MAGIC ATTACK +3 (F
ICE PICK 640 G | ATTACK -+4, MAGIC ATTACK +4 (WATER), INFLICTS SLEEP
| [DARKNESS BLADE | 11006 |ATTACK 9 (DARK)__
DARKNESSAXE | 11356 |ATTACK +11 (DARK)
RED SHOT 865G |ATTACK +7 (FIRE)
BLACK BOOK 865G |ATTACK +7, MAGIC ATTACK +12 (DARK)
WHITE BOOK 675G | ATTACK +5, MAGIC ATTACK
INFERNO STVE | 390G |ATTACK +2, MAGIC ATTACK +5 (FIRE)
DARKNESS STAFE. | 6756 |ATTACK +5, MAGICATTACK +13 (DARK)

>

) | ENEMIES IN THE ICE CAVERNS | |

W‘ITEMS FROM PEOPLE
[MYTHRIL HAMMER |
F’"mvmm ARMOR SHOP
DES(RIPTION
BLACK ROBE 3506 .
WHITE ROBE 3506
BANDITGEAR | 3500
POET TUNIC 3506
ELEENTALIST
ROBE o0b 5
R e EE;E;ISE +5, MAGIC DEFENSE +2, STRENGTH/ACCURACY
WERCHANTTUNIC | 5506 | DEFENSE 46, MAGIC DE '
SAVEMAKER | oo c | DEFENSE-+6, MAGIC DEFENSE +4, INTELLECT +10%, EVADE/
ROBE MAGIC EVADE +5%
DEFENSE +2,
DARKSTEELSHIELD | 4506  [piot e MO :
DEFENSE +1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5,
ICE SHIELD SHUGH| e

V’mvmm MULTIPLAYER PRIZES
U ) q
HADES' BOW. 6000 |ATTACK+10
EXPUNGER 4500 |ATTACK +30
FAILNAUGHT 9000 |ATTACK +15, MAGIC.
DEFENSE +2, MAGIC DEFENSE +2. STRENGTHINTELLECT/
MONKISH GARB | 1000 [Gh et
: DEFENSE 42,
GUNNER'S CONT | 1000 [pe _
; DEFENSE +2, MAGIC DEFENSE +2.
CAT'S CLOAK 1000 |Gt
' |HesTiAsTUNIC | 1000
GRANTS IMMUNITY FROM MAGIC, BUT PHYSICAL ATTACKS
MANASCREEN | 8000 ey 7 FQUR TIMES THE DAMAGE.
ENERGY SCREEN | 8000
FORTUNE EGG 3000 | DOUBLES NUMBER OF ITEMS DROPPED.
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8-Item Ghallenge

- Invidiag

The boy in the blue coat and black
hat near the Armor Shop wants you
to find eight items.

i

B ® b

&

A Potion in the tree north of
the Dragon Egg

A Potion on the table south
of the Weapon Shop vendor

A Hi-Potion in the cooking
pot near the Storage Shop

A Tranquilizer in the
pot-belly stove near the Inn

An Animate Tonic in
the bookshelf built into the
staircase leading up to
Rekoteh

An Antidote in the bed near
the polar bear

A Bomb Fragment on the
green table south of the ltem
Shop

A Dark Sigh on the window
above Rekoteh

The Mathematics Game

The girl in the red coat near the polar bear has a mathematical game to play. You're
given four numbers and must end up with a final value of 10. You can use any of
the four basic mathematical operators and two of
the provided numbers at a time. You earn points
for the total at the end of each mathematical

operation, provided that the final result is 10.

If you don't like the numbers you have, you can

pass on them. If you pass when there is a possible

way to end up with 10, you're penalized 3 points. If you pass on a set of numbers
and there was no way to get them to total 10 (such as getting four number 1s),
you're awarded 20 bonus points. Your total score is based on three rounds of four

numbers and any adjustments you earned.

REWARDS 50 - 99 POINTS REWARDS 100 - 199 POINTS
GOLD NEEDLE POTION DARK SIGH ANTARCTIC WIND
ANIMATE TONIC : HI-POTION
EYE DROPS REMEDY
ALARM CLOCK L( PHOENIX DOWN
ANTIDOTE ECHO HERBS GAIA DRUM HOLY BREATH
DRAGON WING RAVEN'S YAWN BOMB FRAGMENT
REWARDS 200 POINTS & UP™
; i T M The first fime you score 250 points or more, you
IX sl J [HLETHERTS g unlock the Beastmaster Crown.

To get good scores, you should pass on sets of numbers that have too many low starting values. Even though it costs you a few

points, it’s worth it fo get better starfing numbers. To get a good score, here are a few patterns to look for in your starting numbers:

Numbers where two digits are identical, and the other two total 10. For these numbers, the first thing to do is get a result of

10, multiply it by one of the identical numbers, and then divide it by the other.

Numbers where the product of two digits matches the other two digits. For example: 5, 6,
7, 8. 8 times 7 is 56. 56 minus 6 is 50, divided by 5 is 10.

Three matching digits and a 9. Multiply one of the matching numbers by 9, add a second
digit, then divide by the last digit fo end up with 10. /

.Cancs! MW
) i R

B

oy T

.
-~ ;
(>
Pass

There are additional sets of numbers that yield good scores, but these are some easy patterns to spot while you're playing. Good luck!



Hi-Ether for Seams{ress Crown

While you're in Invidia, play enough of the Mathematics Game fo get a good stock of Hi-Ether. You need at least 10 in your Storage Shop, so they can

be sold at Thauzand's shop. It's the easiest way to earn the Seamstress Crown.

A New Ally

Take a tour of Invidia’s shops, which are all inside. Drop off
any excess items at the Storage Shop, and purchase some Ice
Shields, as well as any other
upgrades you find. Inspect
the Dragon Egg in the center
of the village, then enter the
door directly north of it. Go
up to the highest level inside
and speak with the girl with
the orange bow in her hair. Her name is Rekoteh and she joins

the party. Head outside and inspect the Dragon Egg again.

Cracking the Egg with Mythril

If you have Mythril, put it in someone’s inventory, then speak

with the Weapon Shop vendor. When he suggests staying
overnight at the Inn, take his advice. Return to the Weapon Shop
vendor fo pick up the Mythril
Hammer. With the Mythril
Hammer in anyone'’s inven-

tory (it doesn't need fo be

| Whoa, that's Avthril. isn'tit? With that Tcan
' & you a Mythril Hammer. But it take some
time. 50 come back

equipped), go to the Dragon

Egg and interact with it.

Cracking the =
Eggwith firaga a®

If you picked up Firaga in
Urbeth, put the Firaga

Wow. that's hot!

Magic Tome in someone’s

inventory, then check on the

Dragon Egg.

Not Cracking Yet

Regardless of the means you used fo try fo open the Dragon
Egg. go through the door directly north of the Dragon Egg.
Speak with Rekoteh’s father (who happens to be the chief) in
his room. After warning the
party about the dangers

to come, he hands over a
Magic Key. Use the Magic

@l The Drazon Harp hes somenhere does in the
caverns below the town.

Key to unlock the nearby

door, which grants access

to Invidia Underground. Grab the Ice Shields from the Storage

Shop, if you left them there, before venturing into Invidia

Underground.

Even |f Brundl and Jusqua don't need Mylhnl plck oneup (ﬁPun
exira if you used one for the Hammer) and drop it in the Storage
Shop. Yunita will need it soon.

|
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ITEMS FROM CHESTS
BOOK OF SHIVA

INFERNO STAVE

1 INFERNO STAVE
2 BOOK OF SHIVA

LL ‘ ',;y' ‘? b

Sound Laid Down by
the Underground

The first two basement levels of Invidia Underground are fairly
uneveniful. Get the Inferno Stave from B1, and the Book of

Shiva from B2.

On B3, things get
trickier. There is a puzzle that
involves rotating four dragon

statues by touching four

pedestals. The four dragon
statues initially face forward

and the goal is to get each dragon statue facing its switch.



Pedestal 1 turns statues 1, 2, and 3—90 degrees clockwise
Pedestal 2 turns statues 1, 2, and 4—90 degrees clockwise
Pedestal 3 turns statues 1, 3, and 4—90 degrees clockwise
Pedestal 4 turns statues 2, 3, and 4—90 degrees clockwise
To get past the statues, follow these steps in order:

1 Turn pedestal 4 once

2 Turn pedestal 3 twice

3 Turn pedestal 1 twice

4 Turn pedestal 3 once

5 Turn pedestal 1 once

6 Turn pedestal 2 once

When the dragon statues all face their pedestals, the ice block

at the end of the room vanishes and the party is allowed to

pass through. Save your game with the Adventurer, and if you

haven't equipped everyone with Ice Shields yet, do it now!

The upcoming boss uses Water-based attacks. Also, remove
any weapons with Water-element effects that you may have
equipped.

Ice Dragon

WEAKNESSES  FIRE

WATER (ABSORB), WIND,
EARTH, LIGHT, DARK
™ ABILITIES ICE BREATH

[STEAL [POTION, STREAM CAPE

“UDROPS  AMETHYST, AQUAMARINE

The Ice Dragon acts twice each
round, and its physical attacks have a Water-
element component. It's considered Level 2
damage, so even with Ice Shields equipped, the
party will still feel some pain. The Ice Dragon also
uses Ice Breath to hit everyone in the party.

The Ice Dragon resists every Element type, except
Fire (to which it’s vulnerable) and Water. Don’t
attack with Water-element spells or weapons, or
you'll heal the hoss instead of harming it.

As with Arbarog, if you're having a hard time
keeping everyone alive, add a White Mage or a
Salve-maker with Healthgiver to the party. You
<an keep two characters focused on damaging the
Ice Dragon (with Fire-element attacks, ideally),
but using spells and items to keep everyone alive
takes precedence over attacking the hoss.

When the Ice Dragon is defeated, it leaves behind the
Dragon Harp. In addition, you obtain the Crowns for the
Fighter and Scholar jobs.
Return fo the surface and visit
any necessary shops to bank
y.\our items or replenish your

inventory.

WALKTHROUGH
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Go back to the Dragon Egg

@

and interact with it. After the

Before you go to the Dragon Egg,
remove all of Rekoteh's equipment and
put it into the Storage Shop.

NE W LA

Dragon hatches, interact with

it again fo travel to Spelvia.

> URBETH ITEM SHOP

COST DESCRIPTION
BOMB FRAGMENT | 300G _|INFLICTS FIRE-EL T—T % go west fo the locked ltem Shop door. The Magic Key allows
| |ANTARCTICWIND | 300G
GAIA DRUM 3006
RAVEN'S YAWN 3006 -
ZEUSSWRATH | 3006 |INFLICTS LIGHTNING-ELEMENT DA PARALYZES THE FC
DARK SIGH 3006 |INFLICTS DARK-ELEMENT DAMAGE. Take a trip to Thauzand's shop (Bylion and Mylion direct you to

HOLY BREATH 300G _|INFLICTS LIGHT-ELEMENT DAMAGE.

When you gain control of Yunita, step outside of the Inn and

you access to its inventory.

him if you iry speaking with either of them first) and speak with

ITEMS FROM PEOPLE him. Answer “No” to his question and he hands over a Steel Sword (+5). The Accessory Shop is
POTION
RAINBOW BOOTS

STEEL SWORD (+5) “Yes” for a Potion.
TRYLION'S RING

next. Talk to Trylion and she hands over Trylion’s Ring. Visit Bylion in his ltem Shop and answer

Mylion at the Armor Shop offers substantial help with the goal of reaching Spelvia. He offers the Rainbow Boots Yunita needs to
reach Spelvia in exchange for Mythril. If there’s some in the bank already, you're set. If not, wander outside Guera as a Bandit
until you can steal some from a Mythritoise. When you have Mythril in your inventory, speak with him again. He trades Rainbow

Boots for the Mythril. You don’t need to equip the Rainbow Boots on Yunita; just leave them in her inventory.

Before going fo the Tower of the Sky, it is important to obtain bef-
ter gear for Yunita. Take a Flame Shield and find the best armor

available from either the Storage Shop or the Armor Shop.

If you want fo pick up all the items from the Tower of the Sky lf;
one frip, Yunita’s inventory needs to be nearly empty. Only carry
what's necessary (her equipment, one Magic Tome if you have her
set as a spellcaster, and the Rainbow Boots) and a few Pofions to
restore HP between fights.

Oh, 3004y, lhaumlh:LuMMHuonn
You obtained a Steel Sword (+5)! adeal’s 3 deal.
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Reach for the Sky

Follow the maps for the Tower of the Sky carefully. There are dead ends everywhere, and Yunita
is on her own. Every extra step means another chance for a random encounter. If you're having
trouble keeping Yunita alive while she’s on her own, consider a Crown that offers a selfhealing

ability, such as a Wayfarer with Recovery. An Elementalist is another good choice because it

Yunita obtained an item: Dark Cape!

halves Element-based damage. Not all incoming damage will be Elemental, but any reduction

should be a big help.

There is at least one chest per level, including some Accessories such as the Dark Cape on 3F,

the Star Earring on 4F, and the Soil Cape on 7F. If you're being choosy about which chests fo

loot on this trip through the Tower, they are the best ones fo target.

Save with the Adventurer, then go up the flight of stairs beyond him to reach the Rainbow Bridge.

Walk across the Bridge until you reach Spelvia. ,

Qk‘ = 7 N . | & h e

A Happy Reunion

The pot near the staircase on

B4F restores HP at no cost.
Go up fo 3F and move close
to the white cat, which turns

out fo be Aire, who joins

the party.
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of the Sky, follow the

A
BAF! | e g e il """? Just as with the Tower

iy ; 1

;~ f sl Bt o 1 PHOENIX DOW;F‘V b ] mops FOI‘ the Spelvia
: _' § Y ‘ 3
TOWER TO THE SKY e 4 EEF £ | 2 | SHINING AXE Dungeons carefully.
| S00K 0F RAMCH They are in disrepair
4 SHINE CAPE

and many paths are

blocked. Pick up the

Phoenix Down from

the chest on B3F before ascending to B2F, then return to B3F

via the eastern stairs to pick up the Shining Axe.

When you reach BI1F, the staircases to the east and west lead

to chests back on B2F. The eastern chest holds a Book of '

Ramuh, while the western chest has a Shine Cape. Both

chests are guarded by Mimics, which should be fairly easy to

dispatch. They're significantly

Attack +4 Masic Attack +6
CLish®) Inflicts paralysis

weaker than the randomly

encountered enemies in the

Spelvia Dungeons.

Wums FROM CHESTS |
‘ ROLAN’S SOUL
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@ NO CHARGE TO STAY AT.INN *9 Fsmvm MULTIPLAYER PRIZES

LAMIA'S HARP 6900 |ATTACK +12, MAGI

%PEMA ITEM SHOP ANGEL HARP 6600 |ATTACK +12, MAGIC ATTACK +12. INFLICTS SUDDEN DEATH.
| DSTE DESCRUETION DAVID'S HARP | 6000 :
POTION 206 |PROVIDESAS 005
T 106_[PROVDES AGUOD HPBOOST STILETTO 4680 _|KTTACK +8, MAGIC ATTACK +4. INFLITS SILENCE, BLINDNESS.
: SASUKE'S KODACHI| 4680 [ATTACK +8, MAGICA
REMEDY 400
OFHP. Gl o ‘S\%Ew MAGIC ATTACK +4. INFLICTS PARALYSIS, LOWERS
ETHER 1000 G |PROVIDES A SMALL AP BOOST. ‘ LS
BLACKRING | 5000 G | WAGIC DEFENSE £10% TONBERRY KA FE 7680 ARG AGICOMAG
= TR ) TH/INTELLECT/
DEFENSE +1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5, MODERN DRESS | 1000 |DEFENSE +2, MAGIC DEFENSE +2. STRENG
FLAMESHIELD | 3506 BLOCKS: FIRE. SPIRI +5% il

ICE SHIELD 350 6 REPLICA PLATE 1000

DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +5, HERMES SANDALS | 6000 _[AIWAYS ACT FIRST

DARKSTEELSHIELD | 450G [ e e

FOSSIL CAPE 5006 |BLOCKS PETRIFICATION.
CURSE CAPE 500G |BLOCKS CURSES.

< SPELVIA WEAPON SHOP

8-Item Challen gé

< .—w—
SHINING BLADE [ 900G_ [ATTACK- B #-  ~Spelviag7
SHINING AXE___| 11356
WHIEBOOK | 6756
| [SHINNG STAFF | 4656

The Golem near the Multiplayer
vendor challenges you to find

| [STARDUSTBOW| 9606 eight ifems.
: mggmg it il A Dragon Wing in the short
ROBE 5506 hall off the west side of Rolan’s
throne room
RANGER OUTFIT 3806
FIGHTER Gl 5506 9 Echo Herbs in the plant

located in Rolan’s bedroom

DEFENSE +7, MAGIC DEFENSE +7 INTELLECT +20%

WSPEWIA MAGIC SHOP 8 A Dark Sigh in the blue
object just outside the

doorway to the throne room

SCHOLAR GOWN 700G

FIRE TOME

BLACK MAGI( rms ELEMENT ATTACK. MAGIC ATTACK: 12 / ; @ AnmateiTonicig the
FIRA TOME 15006 |\ococr s candles south of the Inn

WATER TOME 5006 [0 B Indra’s Spear behind the

Item Shop

WATERA TOME 1500 G

® A Holy Breath at the base
of the column north of the
Witch of the Sky

BANISH TOME 5006 |,

BANISHRATOME | 1500 6

AP COST: 3
BANISHGATOME | 50006 oo+ g A Shining Harp from
behind Mother Dragon’s
CURE TOME 5006 tombstone
CURATOME 15006 |: ® A Remedy from the bushes
near the entrance t
S e WHITE MAGIC: REVIVE FROM DEAD. AP COST: 3. CAN USE ce fo the

FROM THE MENU. Spelvia Dungeons
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Humans Not Welcome

When Aire and Yunita reach Spelvia, use the Transform Staff to change at least the lead character
into animal form. The Golem vendors inside Spelvia will attack if either character speaks with them

in human form.

In animal form, explore Spelvia and head for Rolan’s throne room. Watch along the east wall for

The soless that maintain this have b
poisoned by the hate in Rolan's heart. Thes wll
see.

attack any human they

v

a hallway that leads to a staircase. The chest at the base of the stairway contains the Courage

Ring, which makes it easier

to get Psyched Up.

Talk to Rolan in his throne room, then return to the outdoor .

P T T TR mm,,mwm area of Spelvia. Look for the Witch of the Sky in the southwest
vounust enter this. the Fountain of Hope.

corner of the town. Step into the fountain to enter Rolan’s Soul.
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A Shadow of a Hero

Speak with Rolan in the
water and he joins the party.
Rolan needs a shield and

an accessory, so head back

d Iamall thatisleft of Rolan's soodness. a
)| mere shadow of what once was a kind youns
)| man. Alone. I am powerless.

to Spelvia to get him some

equipment. Rolan can speak

with vendors in human form.

-~ If you haven't added an Elementalist to your
party yet, now is the fime to start using one.
The second-level ability, Mysterio, is the

best way to keep everyone alive without
carrying every type of shield or cloak
that blocks a specific element. Most
enemies here, including bosses, have an
elemental component to their regular atfacks in
addition fo the big spells that they cast.

¢

_/

The central doorway is blocked by a black cloud. Go through
any of the three doors above the main doorway. Each room
has a challenge. You must chase the shadow that moves
around each time you catch up to it. If you aren’t quick
enough, you must start over. The pattern never changes in the
same room, so you can learn fo anticipate where the shadow

jumps if you're having trouble completing the challenge.

&

Rolan leaves the party immediately after

defeating the upcoming bosses, Geri and

Freki. The only unique item he carries is

his armor, so put that in the Storage Shop

and pick up a replacement at the Weapon
Shop in Spelvia.

&\

After clearing the three rooms, the way to the main room is
open. Beyond the doorway is a battle against a pair of bosses
who have opposing weaknesses and resistances to Fire and
Water. Before you take
them on, set up everyone's
equipment fo block at least
one of those elements, or
both if it's possible (combine

the effects of shields

and capes).

Equip each character with
a Flame Shield, and add a

Stream Cape (as many as

you could colleci) to the
Accessory slot of any

character using a Flame Shield. When everyone is ready to

" go, return to the door that was previously blocked by the dark

cloud. Enter the room and speak with Rolan. As the conversa-

tion ends, the fight begins!




Geﬁ & Freki

WEAKNESSES  FIRE (FREKI), WATER (GERI)

[RESISTS |FIRE (GERI), WATER (FREKI)
apiumes VFREKD) MAGICK, BLIZZARD, ICE BREATH. (GERI) BERSERK, FIRE
BREATH [B]

HI-POTION, X-POTION, BOMB FRAGMENT (FREKI), ANTARCTIC
WIND (GERI)

DROPS (GERI) RUBY, AMETHYST, FLAME GAUNTLETS, FLAME CAPE, (FREKI)
LAPIS, AMETHYST, SPRING GAUNTLETS, STREAM CAPE

Freki, the blue one, uses Magick to enhance
magic damage output. Geri, the red one, goes
Berserk and hits harder with physical attacks.
The breath attacks from both enemies hit the
entire party and cause serious dumage to anyone
underprotected from Fire and Water damage.

Even though they appear to he side-by-side, Geri
is considered to be in the front row, and Freki in
the back row. Keep this in mind when selecting
weapons (or avoid selecting either Fire or Water
weapons), and especially when using spells.
Bluck Magic always targets the back row first, so
stick with Fire spells until Freki is eliminated.

It's vital to maintain Mysterio on the party,
especially if you didn’t have enough Stream
Capes for everyone. The comhination of shield,
plus cape, plus Mysterio means you should only
need to heal the rare physical strikes that the
bosses perform. To make it easier on everyone,
hit the bhoss with a Black Magic spell appropriate
to its vulnerability, and its status levels will
drop for three turns. This does not stack, so you
must wait for the first effect to wear off hefore
applying it again.

The Old Gang Back Jogether

When Aire and Yunita exit Rolan’s Soul, the sky goes
dark. Go north and speak with Brandt and Jusqua.
After exchanging happy

greetings and apologies,

the party becomes whole

agai, M' )

Rolan in his Throne room. First, you need to change

The next task is to face

everyone's gear so they will be resistant to Dark and Light
attacks. Dark resistance is more important, so everyone in
the party should get a Darksteel Shield or a Dark Cloak.
Light resistance is more of a luxury, so don’t worry if no
one has it. Forget about using spells to damage Rolan,
and iry to avoid weapons with Element-based damage.
Set your party up for physical damage (include a Bandit
so you have a chance to steal the Lightbringer sword)

or use Crowns that

boost physical damage

output (such as the Bard

1w ;, ‘ %)' Crown).

DIE. HUAANS. DIE!
< When everyone is

prepared, speak with

Rolan in his Throne room. If you don't expect a pleasant

reception, you won't be disappointed.




WEAKNESSES = NONE

[RESISTS  |ALL (ABSORBS DARK)
DARKAGA, THUNDARA,
ABILITIES THUNDAGA

X-POTION, LIGHTBRINGER,
HOLY BREATH

DROPS DIAMOND, AMETHYST

Rolan acts twice per round and is highly
resistant to all Element-based attacks. In
addition to his physical attacks (which include
a Lv.1 Dark component), he uses Darkaga,
Thundara, and Thundaga.

Paralysis is a concern during the fight, so he
ready to remove it from your Elementalist

(unless a Stun Cape is available) if Mysterio is
about to expire. Having Mysterio active at all
times greatly reduces the need for healing. A
White Mage or Salve-maker with Healthgiver
should be able to handle all the healing solo,
but watch out for auny time that character gets
hit with paralysis.

The party’s damage should come from
characters like Bandits, Rangers, or Fighters.
You don’t necessarily need the party to
comprise three physical attack Crowns and an
Elementalist; you can always use something like
a Bard, which makes the physical attack Crowns
more effective.

After Rolan falls, a few significant things occur. First, he drops Diamonds, the final piece necessary to

unlock each Crown'’s ultimate ability. In addition, you get the Crowns for Party Host and Hero. O
R

: 5 The biggest change is waiting outside.
’i - 8 Speak with the Witch of the Sky. She offers a surprising bit of
od Ml news. Swiich fo human form and speak with the Dragon. The

real adventure is just about to begin!

Please! iy brother can't do it all on his own.

You obtained the crowns of the Party Host Helo him to drive back the world of darkness!
and Hero! ;
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The Witch of the Sky's comment about the era being unknown
is ominous and something you need to take seriously.

The world has changed
considerably since everyone
left to confront Rolan. When

you revisit locations, you

The darkness that poured out of Rolan's soul
has warped the entire nature of time and
space. Who knows what world, what era this
misht be?

should speak with everyone

again to get a sense of when

you are.

What Has Changed

The citizens of each town seem to be the same, but they act as

though they have no knowledge of the members of the party.

The shops in each town have new items for sale, although

some items have carried over from their earlier offerings.

The world map and dungeons are populated with entirely
new enemies, or more powerful versions of enemies

encountered previously.

Most importantly, many enemies now scale with the level of
the party, so you are no longer able to overpower enemies by
reaching the highest levels. For more information, check out
the Enemy Data section of the guide. The best way to keep
characters ahead of the enemy curve is by spending

gems to improve gear at the Upgrade Shop.

What Remains the Same

The items in chests you did not loof previously are still in place,

and you can collect them w;hen you revisit an area.

The 8-tem Challenges are sfill active. Anything you found
before is gone, but you can still claim the hidden items you

missed the first time through an area.

The Multiplayer Shops have the same inventories as before.

If you want to customize
the names of your spells,

visit this out-of-the-way
structure north of Horne.
Namingway allows you to
change the name of any
Magic Tome currently in
your Storage Shop.



Quick Item Collection

Two key items in your inventory allow you to
collect some nice items that were previously
locked away. The Dragon allows you to go
anywhere in the world in a
hurry. You don't even need
to worry about random
encounters! The Magic

Key opens doors that were

Greetinss. The name’s Cid. and I'm
your stats and info man. How about it?

locked when you visited
Hant to Lnow t

some areas the first time.

In Horne, the citizens remain
petrified, but the Magic Key
unlocks the Windmill. Inside,

Cid provides some game

information including the
percentages of chests found and searches performed. The chest
on the floor contains an X-Potion. The Chest at the top of the
stairs contains a Hi-Ether. Stop by Horne Castle’s dungeon
and use the key on the locked cell door. The chest inside holds

a Soul of Thamasa.

Fly to Liberte Town where another locked door awaits. There
are three chests inside the locked building. The items you can
now collect are a Soul of Thamasa, a Remedy, and a

Stunning Harp.

Continuing the Adventure

You have a few options for where you go next. The following
table lists all the destinations you must visit eventually in the
order they’re presented in this guide. You can tackle them in
any order you wish, but you
should strongly consider
making the Lux Tome your
primary acquisition. If you

want to follow the storyline, Erave pecole—brave HEROES —must travl t
storm of darkness_

WALKTHROUGH

stay in Spelvia and acquire

the Paladin Crown first. After you acquire all the items from the

table, you can proceed to Horne Castle.

)

LOCATION

ARBOR

URBETH

LIBERTE | RUSTY COMP/
INVIDIA
SPELVIA : OF LIGH!
GUERA SHIELD OF LIGHT
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HI-POTION
| |X-POTION 400 G

REMEDY 400 G

DRAGONWING | 606
TORCH 106

LEAF TOME 500 G

LEAFRA TOME 15006 3

LEAFAGA TOME 5000 G

CURAGA TOME 50006
ESUNA TOME

1500 6 IWHITE MAGIC: CURE AFFLICTIONS. AP COST: 2. CAN USE FROM MENU.

*> ARBOR WEAPON SHOP

frov st osa
RED SHOT 865G [ATTACK +7 (FIRE)

WIND BOW 4856 |ATTACK +3 (WIND)
BLUESHOT 580G [ATTACK+4(WATER_
RANGER BOW 570G |ATIACK +6
BOOK OFDRYAD | 4756 |ATTACK +5, MAGIC ATTACK +8.
gﬁ?g&m 440G [ATTACK +4, MAGIC ATIACK +4
GREATTREE SHIELD | 280 G| DEFENSE +2, MAGIC DEFENSE +2, EVAD!

SPELLFENCER | g5 6 | DEFENSE +9, MAGIC DEFENSE +8, STRENGTH/INTELLECT +10%

ARMOR
SNIPER'SRING | 5006 |ACCURACY +10%
FAIRY CAPE 500G _|EVASION RATE IS DOUBLED.

An Unknown Ally

Speak with the man in front
of the Great Tree; his name is
given only as “222.” To find out

where he went, speak with the

Do vou. t00. seek the secret of the Great
Tree?

queen. Follow the unknown man

to the Great Tree Roots to see

what he is planning.

AMPIREBATIAI
ALRAUNE. = o - s

FUNGUS

HOBGOBLIN

R RRINGI e e

In the Great Tree Roots, the party meets up with the unknown
man again. Agree to team up when he asks, and then he
goes off on his own again.
Go to B2 where you found
the Animal Staff previously.
Examine the chest, but let the

unknown man open it.

Return to the queen and

speak with her. Change into
animal form and speak with
Torte. When he rushes off to

confront Belphegor, prepare

Arbaroc flew after the beast to try and
thwartits plans. but I fear the demon is too
powerful

for a trip to fiery Mt. Gulg.

Equip Fire Shields, weapons
that inflict Water damage, and some Water spells. When

everyone is ready, fly north to Mt. Gulg.



ITEMS FROM CHESTS

FLAMEBLADE

BN

LEGE

FIRE AXE R

1

2 FLAMEBLADE

3 BURNING HARP
4 FLAME CAPE

5 ELF CAPE

D

]' fj‘-‘ [

e

W i s
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Walking a Fiery Path

Enjoy the easy collection of the contents of two chests on 1F;
the real fun begins on the second floor. The fiery spots on the
floor cause a great deal of damage with just one quick touch,
so the goal is fo avoid them completely. On 2F, collect the
Burning Harp from the chest in the center of the floor. Go to
the south switch and activate it. Hitting the switch changes the
patches of fire, and the safest path is indicated on the maps.
Walk around the south side of the switch to reach the next
switch safely. Activate that switch, then go west and north to

reach the chest containing the Flame Cape. Activate the final

switch, and go up the stairs in the northwest corner of the level.

On 3F, hit the switch in the
middle of the room, and then

the one north of it. Squeeze

o

through the path to reach Vsl

Suddenty. a monster acoears!
v

the final switch (in the nook
in the .west wall) to clear the

path to the southern stairs.

Carefully navigate 4F's “S"-shaped corridor. The chest near the

southern stairs is guarded by a Death Trap, but the EIf Cape
inside is worth the battle.
Walk up to the Adventurer
and save your progress. Go
up to the stairs and approach

Torte o begin the boss battle.

Belphegor [A]
8y Cubes

Mg, 2

y \ WEAKNESSES ~ WATER
. p= SR RESISTS AL (ABSORBS FIRE) __|

= (BELPHEGOR) FIRAGA,
FIRA, CURA, BALLS OF
FIRE. (CUBES) FIRAGA,
FIRA
(BOTH) BOMB FRAGMENT,
f: } PHOENIX DOWN,

\ (BELPHEGOR ONLY)

FLAME CAPE
AMETHYST, DIAMOND

wiioh
-

ABILITIES

Belphegor is accompanied by three
Cubes when the fight begins. The Cubes use
Fire-element attacks and sometimes inflict
Sleep. Belphegor uses Fire spells, including Balls
of Fire, which hits the entire party. They’re all
resistant to physical damage.

All of these enemies begin with a vulnerability
to Water. However, if you hit any of them with a
Water-based spell or attack item that does not
kill them in one shot, their elemental weakness
changes. This also causes the enemies to change
which spells they use (from Fira to Watera, for
example). The key to this battle is to prepare
for Fire-bused damage and not to give them the
chance to change their elemental affinity.

To hoost the party’s defense, keep Mysterio
active at all times. To keep the fight simple,
stick with physical damage hoosted by the
Water element (either in a character’s weapon
or by using the Spring Gauntlets). This type of
elemental damage doesn’t change the enemies’
vulnerability, and you won’t need to worry
about other elemental resistances if you came
prepared for Fire-element damage. If you have
a Black Mage along, use both Magic Mojo and
Spell Focus, then wait for the Elementalist to
use both Augment and Amplify hefore you cast
a Water-based spell. Don’t use Waterga or
Blizzaga because their damage is diminished
with each living enemy they hit. Stick with
single-target spells to knock off the Cubes one
by one.



Alfter defeating the boss, you obtain the Monk Crown. Use the teleporter to leave Mt. Gulg.
Return to Arbor and visit the queen, who hands over the White Magic Lux. Immediately set Lux as

someone’s ability, and never put it in the Storage Shop. It will be a firstround action for every big

INN COSTS 50 GIL

TOWN OF URBETH ITEM SHOP (LOWER) (UNCHANGED)

:w

< TOWN OF URBETH ITEM SHOP (BYLION'S SHOP)

r TOWN OF URBETH ARMOR SHOP (MYLION'S SHOP)

DES(RIPTION

fight from this point forward.

VTOWN OF URBETH ACCESSORY SHOP (TRYLION'S SHOP)
{

’d

/

0

t 0ST DESCRIPTIO 0ST DESCRIPTIO
| |POTION 206 [PROVIDES ASMALLHPBOOST. f POWER RING 500G [BOOSTS STRENGTHBY 10%
| |HI-POTION 40 G [PROVIDES A GOOD HP BOOST. | [INTELLECT RING 500 G | BOOSTS INTELLECT BY 10%.
! ANTIDOTE 206G |CURES POISON. I SPIRIT RING 500G_[BOOSTS SPIRIT BY.10%.
| |GOLD NEEDLE 50 G |CURES PETRIFICATION. | [GIANT'S RING 500 G |ATTACK +10%
| [ECHO HERBS 206 | CURES SILENCE. ' |STAR EARRING. 500G |MAGICATTACK +10%
ANIMATE TONIC 30 G| CURES PARALYSIS. TURTLE SHELL 500G |DEFENSE +10%
EYE DROPS 206G |CURES BLINDNESS. BLACK RING 5006 [MAGICDEFENSE+10%
ALARM CLOCK 20 G| WAKES YOU UP FROM ANY SlEEP POISON CAPE 250 G [BLOCKS POISON.
(ROSS 506 |[LIFTSCURSES. FLASH CAPE 250 G_|BLOCKS BLINDNESS.
REMEDY 4006 CURES ALL AILMENTS (EXCEPT DEATH) AND RESTORES A CONFUSE CAPE 250 G_|BLOCKS CONFUSION.
SMALL AMOUNT OF HP.

I "TOWN OF URBETH WEAPON SHOP (THUZAND'S SHOP)

) |

1 | |STEEL SWORD. 2006_[ATTACK +2

| [POTION 206 |PROVIDES A SMALL HP BOOST. | [MUTSUNOKAMI | 10000 G |ATTACK +13

' |HI-POTION 40 G |PROVIDES A GOOD HP BOOST. i HATCHET 255G |ATTACK +3 g
X-POTION 4006 _|PROVIDES A GREAT BIG HP BOOST. ! [BOOKOF IFRIT | 770G [ATTACK -+6, MAGIC ATTACK +11 (FIRE)
DRAGON WING 60 G |TELEPORTS YOU BACK TO TOWN INSTANTI.Y BURNING HARP 9706 |ATTACK +7, MAGlCATIK ""i“ I
e 4006 | CURES ALLAILMENTS (EXC ENCYCLOPEDIA | 285G |ATTACK +3, MAGIC ATTACK +4

SMALL AMOUNT OF HP. MAGIC STAFF 956 | ATTACK +1, MAGIC ATTACK 3
ETHER 1000 G |PROVIDES A SMALL AP BOOST. STEEL SPEAR 3306 [ATIACK +3
TORCH 106 |LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS. HORNES BOW 1906 |ATACK 32 »
HARP 2206 |ATTACK +2, MAGI(ATIA(K +2

E;’i"rowu OF URBETH MAGIC SHOP

149

I o2
’ :
| [SALVE-MAKER 500 |DEFENSE +6, MAGIC DEFENSE +, NTELLECT + +m% EVADE/ ; S
| [roBE MAGIC EVADE +5% FIRE TOME E
i . AT
| |FIGHTER'GE 5506 | DEFENSE +8, MAGIC DEFENSE + BLACK MAGIC: FIRE-ELEMENT ATTACK, MAGIC ATTACK: 12/
| [SCHOLAR GOWN | 700G | DEFENSE +4, MAGIC DEFENSE +7, IN LLECT +20% FIRA TOME 15006 {40 cosT: 3
z DEFENSE +5, MAGIC DEFEN: o
| [PARIY HOSTWEAR | 6006 |1y poiot” co o S :;A(cgsﬁslc FIREELEM
DEFENSE +8, MAGIC DEFENSE +7, SIRENGTH/INTELI.E(T/ : T
HERO ARMOR TG | o Rt ol T mgmﬂcﬂq suucm HP RECOVERY. AP COST 2. CAN USE
PALADIN ARMOR 850 G DEFENSE+|] MAG'CDEFE ? WH"EMAG]CH y ECO &‘f
HAMESHELD | 350G |DEFENSE +1, MAGIC DEFENSE +1, EVADE/MAGI( EVADE +5, CURATOME 15006 fy e et ,
BLOCKS FIRE 1 A PR T T PARTY HP RECOVERY. AP COST 4. CAN USE
GREAT TREE SHIELD| 280G |DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +8 ; FROM THE MENU.
REGEN TOME 1000 G | WHITE MAGIC: RECOVER HEALTH EACH TURN- AP.COST 2
T 1500 6 | WHITE MAGIC: CURE AFFLICTIONS, AP COST 2. CAN USE FROM
THE MENU.
WHITE MAGIC: REVIVE FRO
RAISE TOME 15006 | e vt e
WHITE MAGIC: COMPLETELY REVIVE. AP COST 4, CAN USE
ARISE TOME 000161 5 st it



150

/WURBETH ITEM SHOP (PREVIOUSLY UNLOCKED WITH MAGIC KEY)

0 ) RIPTIC

DRAINTOME 1500 G _|DARK MAGIC: ABSOR

CONFUSE TOME 500 G |DARK MAGIC: INFLICT CONFUSION. AP COST 2.

POISON TOME 500G |DARK MAGIC: INFLICT PO

BREAK TOME 2500 G |DARK MAGIC: INFLICT PETRIFICATION. AP COST 3.
| [SILENCE TOME 5006 |DARK MAGIC: INFLICT SILE

SUPPRESS TOME 2000 G |DARK MAGIC: LOWER FOES’ STATUS. AP COST 2.

FLASHTOME 5006 |DARK MAGIG: INFLICT BLIND

CURSE TOME 2000 G |DARK MAGIC: INFLICT A CURSE. AP COST 2.

SLEEP TOME 500G_|DARK MAGIC: INFLICT SLEE

DEATH TOME 5000 G {DARK MAGIC: TAKE A FOE'S LIFE. AP COST 4.

Thauzand’s Plight

Fly to Urbeth, then talk to
Thauzand at the Weapon
Shop. Visit the Apothecary,

who has taken up residence

There's amerchant in town selling medicine

in the Sorcerer’s former shop. T nackdhabs, but e wants 8 Fortune for t.

Follow the Apothecary to

v

the Hunting Caves when

he departs.

R

VAMPIRE BAT[A]

[FUNGUS

BORGBEAR

Hunting Caves. Talk to the
Apothecary again, resulting
in a fight against an Ore
Lord. After defeating-it, pick
up the Hi-Elixir it leaves

behind.

Go to the lowest level of the/

Return to Urbeth and hand over the Hi-Elixir to Thauzand.
Stay at the Inn, then return to the Weo;;on Shop and talk
to Thauzand twice. After he departs, set your party up for

upcoming battles, then follow him to the Tower of the Sky.

If you didn't pick up the Leaf spells from Arbor, do so now,
especially if you plan on taking a Black Mage. For physical
attack Crowns, choose
weapons that don’t have
an elemental component.

To boost your defense,

take Flame Shields, or m?:ﬁqﬁ"mﬁ&'ﬁﬁ&'ﬁm
priests.

v

equip a Flame Cape.

An accessory that blocks Confuse or Sleep would be a good

choice for the character that you've designated for healing.

BUFFOHELM[A] . #

T e i e Y (s

[ARCH DEMON. | Loomus
'IRON GOLEM
g
R —
e —

LILTH
There are no new fricks, or chests to collect, in the Tower of
the Sky. Navigate the maps shown previously to reach the top.

When your group arrives, it seems the party may have already

started. Approach the group and prepare to face Beelzebub!



elzebub [A]

e Jsooodzso |

WEAKNESSES = NONE

RESIS TS | A T
FIRAGA, FIRA, BEZETEOR,
ABILIIES o) o ANGHLS

*‘f,

DROPS AMETHYST, DIAMOND

Beelzebub is
resistant to all
element-hased spell attacks. It acts twice each
round, and typically uses Fira or Firaga in most
rounds. Its physical attacks inflict a variety of
negative status ailments as well.

Every few turns, Beelzehub rises into the air
and hovers. At the end of a few turns, it uses
Fall of Angels, which deals heavy damage

fo everyone and may inflict any number of
characters with Confusion or Sleep.

The good news is that the newly available

Leaf category of Black Magic spells works well
here. When Beelzebub rises into the air, you
have an opportunity to deal extra damage and
interrupt Fall of Angels. Deal sufficient damage
to Beelzebhub while it is in the air and it crashes
to the ground, hurting itself with an ability
called Bezeteor. The best way to knock it out of
the sky is to use a Black Mage with Magic Mojo
and Spell Focus (an Elementalist pitching in with
Augment and Amplify helps), but then hold off
on casting Leafra until Beelzebub takes to the
air. It should come crashing down immediately!

After the battle, you obtain the Alchemist Crown. Step on the
teleporter to return to the base of the fower. Meet up with
Thauzand at the Weapon
Shop. He hands over

the Cape of Light out of

gratitude.

You obtained the Cape of Lisht!

V?lmms PORT & LIBERTE TOWN (TOP) ITEM SHOP

HI-POTION 406G |PROVIDES A GOOD HP BOOST.
X-POTION 400G PROVIDES A GREAT BIG HP BOOST.
ETHER 1000G | PROVIDES A SMALL AP BOOST

DRAGON WING ~ [60G  |TELEPORTS YOU BACK TO TOWN, INSTANTLY.
BOMB FRAGMENT 300G | INFLICTS FIRE-ELEMENT DAMAGE.

TORCH 106G [LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS.

WATER TOME 5006 :II;A(C(;(SP:AzGI(: WATER-ELEMENT ATTACK, MAGIC ATTACK: 5 /
BLACK MAGIC: WATER-ELEMENT ATTACK, MAGIC ATTACK: 12

WATERA TOME 3 1500 G |/ 4P cost: 3

WATERGA TOME 5000 G ;l:\;lé ‘:ASA.}G‘:C. WATER-ELEMENT ATTACK, MAGIC ATTACK: 15

[7; LIBERTE TOWN ITEM SHOP (LEFT)

U ) RIPTIU
FIRE AXE 12206 |ATACK +12/(FIRE)
BOOK OF SHIVA | 675G_| ATTACK +5, MAGIC ATIACK +9 (WATER)
FLAME SPEAR 640G |ATTACK +4 (WATER)
FLOWING HARP | 640G_|ATIACK +4, MAGIC ATTACK +4 (WATER)
BANDIT GEAR 350G |DEFENSE +4, MAGIC DEFENSE +2, ACC
POET TUNIC 350 G_|DEFENSE -+4, MAGIC DEFENSE +2, INTELLECT/SPIRIT +10%
MONK ROBE 85006 | DEFENSE +8, MAGIC DEFENSE +9, INTELLEC

DEFENSE +1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5,
ICE SHIELD 3506 BLOCKS WATER

DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +5,
BLOCKS: LIGHT

HOLY SHIELD 4506

Liberie's Secref Nl

Speak with the inhabitants

of Liberte, and end up at the

house next to the coral-

| I'm lookins for something uniaue and beautiful
to setit soart. If vou see anvthina, dolet me
know!

covered home where the

party stays. Speak with Pione

inside, then head to the Animal Burrow.

H“ %é"
Yr’
If you haven't done so already, use the Magic Key to unlock Ihe

{ door in Liberte Town. The chests in the house contain a Soul of

Thamasa, a Remedy, and a Stunning Harp.

The Multiplayer Shop sells an item called a Musical Score that,
when purchased, unlocks the Musician Crown. Even if you haven't
played any actual multiplayer, you should have accumulated
enough points by now fo purchase it.

) INN COSTS 20 GIL X
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& ENEMIES IN ANIMAL BURROW Q [{ ENEMIES IN PIRATE HIDEOUT 9

LR ATINE, R
ARP

'HOBGOBLIN

'PUMPKING

Every character must be in animal form before the party can

RED JELLY

enter the Animal Burrow. Once inside, look for the fairy caught
in a spider web (it's a quicker trip from the Guera side of the

tunnel). Agree to help the fairy, then return to Liberte.

Go to Pione’s home and speak with him. At the end of the
conversation, go to the Inn and rest for the night. The next morn-
ing, you find out Pione has been taken to the Pirate Hideout.
For the upcoming boss fight,
take some equipment
resistant to Fire, as well as

weapons that deal Water

Hello!? Yes. vou there! Can vou helo me

Sasa? T Caush i hi Soider we damage. However, you

should also take weapons
and spells that deal other
types of damage (or take Leaf
spells), since some enemies

in the Pirate Hideout are

i‘ Tonisht I must put the finishina touches on my
work Come back tomorrow to see the result!

resistant to Water-based

damage.

ARCHELON
DEMON RAY
LIZARDHAWK

OCEANUS

SCYLLA

VAMPIRE BAT

ITEMS FROM CHESTS

1000 GIL (X2)
FRESH MEAT
DANCER CLOTHES

DEATH TOME
MONK ROBE
[RUSTY COMPASS

Use the same password as before to enter the Pirate Hideout.
There are no new items to collect on the upper levels, so head

directly to B3F.

e 1700475

WEAKNESSES - WATER
CONFUSE, FIRAGA,

; ABILITIES
a 4! WATER BLAST
AQUAMARINE,

AMETHYST, SHARK
LANCE

POISON, SILENCE,

DROPS

The Seadevil acts twice each turn
and uses a few Dark Magic spells
in addition to its Water Blast Ability. Its physical
attacks have a Fire component to them, and have a
chance to cause Silence.

The Seadevil won’t stay up for long. Use Lux and
Mysterio if you want, but one or two good hits
with Water-based attacks and spells should end
the fight quickly.




Now for the Plunder

Speak with Darke, who gives the party access fo the pirates’
hoard. Go down the stairs and gather the items from the chest.

The important item is the Rusty Compass from the chest in

the center of the room.

Return to Liberte and prepare for the upcoming boss fight.

The party must be ready to face Water-based attacks, with

a few Light-based attacks mixed in from time to time.
Water-resistance is vital,
so Ice Shields or Stream
Capes should be standard
equipment. Take plenty of

; T one of the boxes we'l find a Rust
Phoenix Downs or SPrGOd out Comass. Ty ks the pedentaiin Lierte's Act

Huseun.

Raise Tomes as well. When
everyone is reody, visit the
museum, which is the first
floor of the building with the
king. Interact with the item

in the center of the room to

place the Rusty Compass.

e’s the Driver's

U e

the museum and place the Rusty Compass again.

Liberte Tov‘all‘vilus built on the back of Cetus. You can onI;i” AW
disembark Cetus near a beach. When you board Cetus, you end up
at the entrance fo Liberte Town. To take control of Cetus, return fo

Guide Cetus around the coast, then up the straits near the
Pirate Hideout. Look for a dark spot in the middle of the bay.

When you reach it, you initiate a fight against Leviathan.

Leviathan [A] ‘

entacles

WEAKNESSES  FIRE

[RESISTS | FARTH, WATER (ABSORBS)

ABiLmies WATER, WATERA, THUNDARA,

THUNDAGA, CHARGE, TIDAL WAVE

[STEAL [PHOENIX DOWN, DEATH RING

DROPS AMETHYST, DIAMOND

The fight begins with a single

tentacle peeking out of the
water. When the Tentacle
reaches 1% HP, a new tentucle appears. This
continues to happen until there are four tentacles
visible. When the fourth tentacle is at 1% health,
Leviathan’s entire body uppears and floats above
the waves. Leviathan gets one uaction per turn for
each tentacle that appears, and four actions for
each turn when its main body is in view.

e
5

Leviathan starts using Waterga and Watera
often, and mixes in both Thundara and
Thundaga (both of which can paralyze). The
physical attacks for the tentacles and Leviathan
have a Water-element component to their
damage. Even worse, Leviathan has a chance

to inflict Death with a single blow at any time!
When Leviathan pauses in its attacks and starts
to Charge, it’s about to unleash Tidal Wave,
which leaves the party in bad shape should it
hit. The good news is that if you can manage

to inflict enough damage, Leviathan stops
Charging and cancels the Tidal Wave attack.

Anyone assigned to dealing damuge should use
Fire-based abilities and weapons. Save attacks that
deal big chunks of damage (such as a Black Mage
using Magic Mojo and Spell Focus, or a Ranger with

Smashing Blow) for the rounds when Leviathan
starts to Charge. You really don’t want to see what
Tidal Wave does to an unprotected party!

Defeating Leviathan unlocks the Dancer Crown. There's
nothing else fo collect here, so you're ready to move to your

next challenge.

_ (LEAVIATHAN) 3500-4375,
(TENTACLE) 1000-1250.
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JINVIDIA

23 )

J INN COSTS 300 GIL {
i . J
vamm ITEM SHOP (TOP)

() ) RIPTIU
POTION 206 [PROVIDES ASMALL
HI-POTION 40G |PROVIDES A GOOD HP BOOST.
DRAGON WING 60 G |TELEPORTS YOU BAC
DARK TOME BLACK MAGIC: DARK-ELEMENT ATTACK. MAGIC ATTACK : 5 / AP

DARKRATOME | 15006

BLACK MAGIC: DARK-ELEMENT ATTACK. MAGIC ATTACK : 15 /

DARKAGA TOME 500G AP COST: 4.

ENT ATTACK. MAGIC ATTACK

' |BLIZZARD TOME

8 (0 s ol
BLACK MAGIC: WATER-ELEMENT ATTACK. MAGIC ATTACK: 12/

BLIZZARA TOME 500 G AP COST: 3

BLIZZAGA TOME 15006 ::'Ag)( S‘PIA-A:!G'& WATER-ELEMENT ATTACK. MAGIC ATTACK: 15 /
%nvmu\ WEAPON SHOP

U ) RIPTIU

DARKNESS BLADE | 1100 G |ATTACK +9.(D.

FIRE AXE 1220 G [ATTACK +12 (FIRE)

BOOK OFIFRIT | 770G |ATTACK +6,

INFERNO STAVE 390 G |ATTACK +2, MAGIC ATTACK +5 (FIRE)

EVILLANCE [ 2070 G | ATTACK +17 (DARK]

BLOODY BOW 865G [ATTACK +7 (DARK)

BURNING HARP | 970G [ATTACK +7, MAGICATTAC

DARKENING HARP | 860 G |ATTACK +6, MAGIC ATTACK +6 (DARK)

OCEANSTAVE | 295G |ATTACK+1, MAG [
DARKNESS STAFF 675G |ATTACK +5, MAGIC ATTACK +13 (DARK)
vamm ARMOR SHOP
) ) RIP1I0
FIGHTER GI 550G |DEFENSE +8, MA

SCHOLAR GOWN 700 G |DEFENSE +7, MAGIC DEFENSE +7, INTELLECT +20%
ALCHEMIST GOWN: | 8506 |y ccumacy/n
STAR EARRING 500G |MAGICATTACK +10%

(i

ICESHIELD | 350 ESEQ e

DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +5.
DARKSTEEL SHIELD | 4506 (e
FLAME GAUNTLET | 500G _[ADDS FIRE-ELEME

DUSK GAUNTLET | 500G |ADDS DARK-ELEMENT DAMAGE TO WEAPON ATTACKS.

The Land of Ice and Snow

Speak with Invidia’s chief in the main hall. Afterward, step

outside and speak with Rekoteh. If you aren't sure where to

go next, speak with the advisor on the walkway above the
chief. Before you head to the Invidia Underground, prepare for
the upcoming battles by equipping Water-resistant gear and
Fire-enhanced weapons. Load up offensive magic-users with

Fire-based spells and you should be ready to go.

g g ENEMIES IN INVIDIA

B, UNDERGROUND

On B3, fo get past the ice barrier, each dragon statue must
be set to face a certain direction. To solve the puzzle, turn the
bottom-right pedestal three times, the bottom-left pedestal two
times, and the upper-left
pedestal one time. Save
your game, then continue
to the next room. Check

the treasure chest to start

a battle.



Jce Dragon

The Ice Dragon acts twice per turn, and offen uses Ice Breath
WEAKNESSES FIRE to hit everyone in the party. The Dragon is vulnerable to Fire,

WATER (ABSORBS), WIND, absorbs Water, and resists everything else.
EARTH, LIGHT, DARK

ABILITIES  ICE BREATH [B] < S e
POTION, STREAM CAPE Hit the Ice Dragon with Fira, or weapons with Fire-boosted
STEAL 4 d ki 2 s 5 2
X-POTION damage, until it drops. With Mysterio active, and Ice Shields

‘ ( DROPS AMETHYST, AQUAMARINE or Stream Capes equipped, no one should take much damage

during this brief battle.

After the battle, you obtain the Dragon’s Mark. Return to Invida and speak with Rekoteh. Follow
Rekoteh when she hurries away, then talk to her father, the chief. When Rekoteh runs off again,
follow her up to her room and speak with her for a bit more information. Head outside, summon

the dragon, and fly to the Sun Temple, which is just south of Invida.

NIDHOGG
SCYLLA

LILITH

ITEMS FROM CHESTS DEATH TRAP

GROWTH EGG
FOSSIL RING
DEATH CAPE
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‘ e BALE
ﬂ%w-m“b "’”}LJ e Mammon [A]
|

v | Wi [ TN
o | N WEAKNESSES  FIRE
RESISTS [ WATER (ABSORBS) ___|
PROTECT, SHELL, POISON,
~, ABILTIES  CONFUSE, DIAMOND DUS,
= BLIZZARD DANCE

S ANTARCTIC WIND,
T
" ATIDROPS  AMETHYST, DIANOND
ool

= o

b 8!, / -

—

o
1

]
:
:

e

* < Mammon initially
Par e acts four times per
B2F ‘-2' J : turn, and uses Protect
; : l i and Shell to make it harder
; to damage her. Offensively, she relies on

)
N——— i-F_Q‘L”-‘Zﬁ ‘;L' 2 Diamond Dust (u Water-element ability that
P i hits everyone) and Poison at first. Her physical
attacks incdude a Water-based damage hoost.

Mammon loses an arm when she hits 80% HP, a
EEE ! § second when she hits 65% HP, and her final arm
i g when she hits 50% HP. Each arm lost reduces
) her number of actions per turn by one. When
§ all three arms are gone, Mammon drops to the
“I“‘ floor and acts twice per turn. On the ground,
Mammon often uses Confuse and Blizzard
Dance, which is a more powerful version of
Diamond Dust.

o
® LEGEND:%]’ Keep Mysterio active at all times. Diamond Dust
' and Blizzard Dance <an wipe out an unprotected
1| GROWTH EGG party in short order. Don’t worry about
2 | FOSSILRING 3 removing Poison, but Confuse can complicate
3 | DEATH CAPE things if it hits your Elementalist. Use Fire
weapons and spells to deal damage most
effectively. This won’t be a quick battle due to
Mammon’s use of Shell and Protect, but your
characters should not suffer much damage as

Brinqi 9 the Heat long as Mysterio remains active.
Approach the wall, then select “Yes” when prompted to hold

the Dragon’s Mark over the carving. The first two floors are

long hallways with no points of interest. B2F has three chests in

addition to the Adventurer. '

The southeastern chest is

a Death Trap, and holds a The Shaman Crown is the reward for defeating Mammon. Use
Growth Egg. Grab the the teleporter that appears to return to the outside world. Talk
A Ry e other items, save your game, to the chief twice to receive the Armor of Light.

and move on to B3F to

face Mammon.
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SPELVIA

f/:?'smvm ITEM SHOP

f 0 DESCRIPTIC
POTION 206 _|PROVIDES A SMALL HP BOOS]
HI-POTION 406 |PROVIDES A GOOD HP BOOST
REMEDY 4006 R
ETHER 1000 G {PROVIDES A SMALI. AP BOOST
SOUL OF THAMASA | 10000 G [MAGICATTACK +10,.
GLIMMER
GAUNTLET 500G (ADDS LIGHT-ELEMENT DAMAGE TO WEAPON ATTACKS
COURAGERING. | 100006 |YOU BECOME PSYCHE
FOSSIL CAPE 500 G |BLOCKS PETRIFICATION.
CURSE CAPE 5006 [BLOCKS CURSES,

7 SPEWVIA WEAPON SHOP

/

0 ) RIPTIO

ok | 1oan [ATACK B, MAG
BOLT BOW 960 G ATI'A(K +8 (I.IGHT)
SHINING BLADE | 9006 | ATTACK +7.(LIGH
SHINING AXE 1135 G |ATTACK +11 (LIGHT)

WHITEBOOK | 6756 | ATTACK 5, MAGIC ATIAC
SHINING STAFF | 465 G_|ATTACK +3, MAGIC ATTACK +7 (LIGHT)

PARTY HOSTWEAR | 6006 MAGICE%%?

HERO ARMOR 7506 DEFENSE +6, MAGIC DEFENSE+7, STRENGTH/INTELLECT/
SPIRIT +10%
DANCER CLOTHES | 7356 |DEFENSE+7
DEFENSE +2, MAGIC DEFENSE +2, EVADE/MAGIC EVADE +5.
HOLY SHIELD I e R

?SPEWIA MAGIC SHOP
(OST DES(RIPTION

THUNDERTOME | 5006

BLACK MAGIC: LIGHT-ELEMENT ATTACK. MAGIC ATTACK: 10 /

THUNDARA TOME | 1500 G

THUNDAGATOME | 5000 ‘s'

BLACK MAGIC: LIGHT-ELEMENT ATTACK. MAGIC ATTACK: 5/
AP (OST: 2

BANISH TOME 5006

BANISHRA TOME ‘150:0.6‘}

BANISHGA TOME | 5000 G

INVISIBLETOME | 10006 | ;
AURA TOME 2500 6 |WHITE MAGI( IN(REASE STATUS LEVELS BY IO% AP COST: 3
MAGICK TOME 1000 G | WHITE MAGIC: MAGIC ATTACK INCREASED BY 50%. AP COST: 2

Light and Dark Dance

Fly to Spelvia and do some exploring. Don't forget to change

info animal form if you want to speak with any of the Golem
vendors or the innkeeper. To find Rolan, you must venture to the

lowest floor of Spelvia Dungeon.

SpEwIA DuNeEON

{:} NO CHARGE TO STAY AT INN j @ENEMIES IN SPEIVIA DUNGEON:{B_

(GHOUL[A]

KAISER PENGUIN

It's a relatively quick trip unless you need to pick up any chests
that you may have skipped earlier. Head down to B4F. Rolan is
not far from the pot that restores HP. He doesn’t have much to

say, so return to the surface of Spelvia.

The next destination is Rolan’s Soul, but first you need to get
ready for the up‘coming battles. Equip everyone with a Darksteel
Shield or a Dark Cape. Equip items with Lightenhanced dam-
age, or fill your ability slots
with Banish- or Thundertype
spells. When everyone is set,

head to Rolan’s Soul.

Twon't ooen my heart to anyone. Not any more!

&




Switch out Darksteel Shields for Holy Shields, and equip a
Wind Cape on your designated healer. Add Dark-element

~{g spells and weapons to your inventory, but don’t equip them

yet. There’s a possibility of

a random encounter before

you reach the boss, and

'DOPPELGANGER [AIRE B] - @

158

DOPPELGANGER R Q the party will not be set up 2

<1 properly to face any other o e U e e i AN
'DOPPELGANGER [JUSQUA 5] ‘q enemies in Rolan’s Soul.
e - e e Switch weapons and spells right after you pass through the
DOPPELGANGER [YUNITA B] _

main doorways and see the boss, Lucifer.

‘GHOUL [A]
'ARCH DEMON

Speak with Rolan on the main staircase, then enter each of the
doors on the nearby platforms. There’s an Arch Demon behind
each door, but you may need to do some hunting in the area

to turn up each one.

The Arch Demons each have 1000 HP and act twice per round
of combat. They have two Dark-based abilities that hit every-
one in the party: World of Darkness (which also inflicts multiple
negative status ailments) and Bladeblitz. They're vulnerable to
Light, and Dark attacks

heal them.

As you eliminate the Arch
Demons, Rolan reveals more

and more of the root of his

inner anguish. When the
last Arch Demon falls, check on Rolan and he bolts through
the main doors. Don't follow him immediately. In terms of
resistances and weaknesses, the next boss is the opposite of /
the Arch Demons you faced, so run out fo Spelvia and change

up your gear (don't forget to change to animal form first).

e Jao002500 |

WEAKNESSES = DARK

THUNDARA, THUNDAGA,
ABILITIES AEROGA, JUDGEMENT
BOLT, CURA

: HOLY BREATH,
i

DROPS AMETHYST, DIAMOND

Lucifer acts twice per

round, is vulnerable to
Dark, und is healed by Light-based damage.
When attacking the party, Lucifer uses Thundara,
Thunduga, and Aeroga in addition to his Light-
enhanced melee attacks.

After three turns, Lucifer takes to air and uses
Judgement Bolt to remove everyone's AP. It doesn’t
inflict any damage, but it prevents everyone in your
party from performing any action.

If possible, try to take Lucifer out hefore he
takes to the air. Judgement Bolt is a pain

to work around because it cancels whatever
actions you try to take. Hit him hard with Dark-
elemental attacks and spells right from the
start and you should he able to make this a
quick fight. If you have Lux, it goes a long way
toward keeping purty members healthy through
the phases of the fight when Lucifer is flying. At
least with Lux active, you’re able to get in some
healing between rounds!




After defeating Lucifer, you E’oiuu TOWN MAGIC SHOP (OUTDOORS)

obtain the Paladin Crown. ‘ COST DESCR|P"°N
QUAKE TOME 500 6

: QUAKRA TOME 1500 G | BLACK MAGIC: EARTH-ELEMENT ATTACK, MAGIC ATTACK: 13 /
Spelvia are no longer angry AP COST: 3

g . |
1 Yousélaned e Smerd of Lsht ® ot humans, so there’s no RGATONE S o0l
\ PROTECT TOME 1000 6

need to change to animal SHELLTOME 10006

Even better, the Golems of

WHITE MAGI( SUGHT HP RECOVERY. AP (OST 2 (AN USE

form to shop. Talk to Rolan, who is back in his throne room, to CURE TOME 500G FROM THE MENL.

receive the Sword of Light. CURATOME 15006

CURAGA TOME 5000 6

ESUNA TOME 15006

WHITE MAGIC: REVIVE FROM DEAD. AP COST 3. CAN USE FROM
THE MENU.

5 e COSTS 20/GHE ‘J A Cruel Deception

Fly to Guera and head up to the palace. The king is still in

RAISE TOME 1500 6

/) GUERA ITEM SHOP

0ST DESCRIPTIO his throne room, but he doesn’t remember the party. The

HI-POTION 40G_|PROVIDES A GOOI s@nversalion Benrshon
| [x-poTioN 400 G_|PROVIDES A GREAT BIG HP BOOST. CIWSLSCRCI 1o CUP SUCEI!
’ ETHER 1000 G | PROVIDES A SMAL Krinjh’s appearance. When
[ 400G | CURES ALL AILMENTS (EXCEPT DEATH) AND RESTORES A

SMALL AMOUNT OF HP. Krinjh departs, follow him to

DRAGON WING 606 |TELEPORTS YOU BAC

TORCH 106 | LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS. Moonlight Tower.

POISON CAPE 250.G_[BLOCKS POISON.

FOSSIL CAPE 5006 |BLOCKS PETRIFICATION.

STUN CAPE 250 G| BLOCKS PARALYSIS.
chm EQUIPMENT SHOP

0
WIND FOIL 5006 |
BOOK OF SYLPH | 8656
BOOK OF TITAN 3806

ROCK SHIELD 3506

DEFE&SE +1, MAGIC DEFENSE +1, EVADE/MAGIC EVADE +5, ) é j ENEMIES IN MOONLIGHT TOWERL§

BLOCKS mm i
' |BLACK ROBE 350.6 : et G B
GHOUL —

WHITE ROBE 3506 :CHOUR AT §

SPELL FENCER ' 3

ARMOR 8506 ooy

DEFENSE +8 GIDEFSE 7, STRENGTH/INTELLECT/ COCKARICE
+0, +/,
HERO ARMOR 750 62l enrsecd | B .
IS I IR E e

Vﬁ’cum MAGIC SHOP
[ . ) i ,. i' — - 'WYORM TN R
| [BERSERKTOME | 1000 6 | WHITE MAGIC: ATTACK INC

PROTECTTOME | 1000 G |WHITE MAGIC: DEFENSE INCREASED 50%. AP COST 2. m ¥ al S ¢

MAGICKTOME | 1000 G | WHITE MAGIC: MAGIC ATTACK INCREASE BUFFOHELM  _ . .os

SHELL TOME 1000 G |WHITE MAGIC: MAGIC DEFENSE INCREASED 50%. AP COST: 2.
| |CONFUSETOME | 500G |DARK MAGIC: INFLICT CONF

POISON TOME 500G_| DARK MAGIC: INFLICT POISON. AP COST 2. You must ascend fo Moonlight Tower 5F, where Krinjh is under

BREAK TOME 25006 | DARK MAGIC: INFLICT PETRIFIC

SILENCE TOME 500 G_| DARK MAGIC: INFLICT SILENCE. AP COST 2. attack. Dispatch the pair of Trollud Zombies and the Ghoul.

FLASH TOME 500.6_|DARK MAGIC: INFLICT BLIND) Righ ! !

SLEEP TOME 500 G |DARK MAGIC: INFLICT SLEEP. AP COST 2. Your next deshnohon IS Qu:cksond Cosﬂe, bU’ FITS' you need fo

prepare for the final confrontation inside it.
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Incoming Earth damage is your main concern, but the party
will likely get hit with Fire and Wind as well. There is also a
host of negative status effects to worry about. An Elementalist is

a key asset in the battle, as ] j
e [o4003000 |
3 WEAKNESSES ~ WATER
IEE_
FIRA, AERORA, AEROGA,
QUAKRA, QUAKAGA,
ABlllTl[S SIDEWINDER, MOONLIGHT
CURSE, FLASH, SILENCE,
BREAK, SLEEP

ANTARCTIC WIND, PHOENIX
DOWN, POISON RING

DROPS AMETHYST, DIAMOND

is a good supply of Remedy
items. Go with Water-element
weapons and Magic Tomes

for dealing damage.

Asmodeus initially uses Fire-

based spells and Sidewinder—

a special ability that inflicts

various negative status effects
in addition to its Earth-boosted damage.

“’ENEMIES IN QUICKSAND CASTLE ,

Citp A ‘ Asmodeus acts twice per round, and its physical
GHOUL [A] - attacks deal Earth damage. Asmodeus’s other
dirty trick is Moonlight Curse, which instantly
removes everyone’s Psyched Up status; don’t

BULLKING plan on many team-up attacks against this boss!

'NEKO NATTER With every 10% HP lost, a snake head is
destroyed, causing Asmodeus to gain a hit more

éCQCK KI‘B.ICE Attack Power and new abilities, incdluding a host
of Dark Magic spells.

'MINOTAUR = Since Asmodeus has so many elemental

- 7 weapons, Mysterio is more important than
‘WYORM ever. You can use a shield to block one element,

and a cape to block another, but that leaves
characters open to negative status effects. Hit
Asmodeus with Water-hased spells and weapons
Approach the king to interrupt his conversation with Ariadne. (don’t forget to use Spring Gauntlets if you
have a powerful weapon that doesn’t do Water
damage) and he should fall in short order.

With nothing new to collect, take the shoriest route down to 6F. .

He turns his attention to the party and a quick fight begins. This
isn't a true batile, since it lasts three turns at the most. During
the battle, King Guera uses Quakra and Firaga, and acts twice

each turn. He has between 400 and 500 HP, and it's possible

to steal a Potion, Hi-Potion, or X-Potion from him. Don't burn up

foo much AP against the king, as the next battle begins before

When Asmodeus fall
the party gets a chance to rest. After three turns (or after you R S T

defeat the king in battle), the scene shifts. Agree to use the ypuis grvetiitie Spellifoncef

T (@ . Wi i

Merkmal’s Shine and the real battle starts. A 19N o tegdin
control of the party, speak
with Krinjh to obtain the Vou obtained the Shield of Lishtt

Shield of Light. Step on

the purple portal to return to the surface.
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} ) INN COSTS 10 GIL 2

L

Z?-TOWN OF HORNE ITEM SHOP

STORMAXE 12206 |/
BOOK OF SYLPH 865G
BOOK OFRAMUH | 5806
WOOD SHIELD 130 6

TRAVELER'S GARB. | 150 6

DEFENSE +8,
INTELLECT +10%

CURES ALLATLHEN

SHAMAN ROBE 850 6

REMEDY 400 6

HI-POTION 406 [PROVIDES A GO HP BOOS ;

DRAGON WING 606 |TELEPORTS YOU BAI

TORCH 106 |LIGHTS YOUR WAY IN THE DARKEST OF DUNGEONS

Before you defeat all the demons and collect the Cape of Light,
Shield of Light, Sword of Light, Armor of Light, Rusty Compass,
and Lux Tome, all you can do
in Horne is pick up the items
locked up in the windmill
and the castle’s dungeon.

t. item: f T !
Jusaua obtained an item: Soul of Thamasa! However, once you've

obtained all the items on
that list, the citizens of Horne
are freed from the curse that

turned them all to stone.

Go to the castle and talk to
its inhabitants to get a sense
of current events. Head down to the dungeon to find that the
door near the locked cell is finally unguarded. Go through the

door to reach the Magic Laboratory.

The only required activity at this point is to head down to B1F
and spy on the king and the minister as they converse in the
octagonal room just beyond the Adventurer’s location. If you
want to take the time now to explore the dungeon and collect
the items inside, flip ahead a few pages to see the list of items
and their locations on the maps. None of the items is necessary
to face the upcoming bosses and you must fully explore the

Magic Laboratory soon enough.

Before you head out, ouffit everyone with shields or accessories
that block Dark damage. Everyone should have Light-element
weapons and spells. There's actually a warm-up fight before the
main encounter. The first boss uses Light and Wind attacks and
is vulnerable to Fire. However, it shouldn’t be much of a fight, so

taking a second set of gear to deal with this threat is optional.

SYATUS

»
"

lfnomhc&"nndoﬁf-sbhcknn 1
vill be able to rule

(v | ENEMIES IN WITCH'S MANSION 4}

'GHOUL[A] w

'BUFFOHELM [A] 7 w‘
HOBGOBLIN

'ORC LORD

'LIZARDHAWK : *

Vnms FROM CHESTS Vnms FROM PEOPLE

To reach the Witch, you must retrace the steps you took the first
fime you visited the Witch’s Mansion: Go up to 2F and light the
candle to unlock the door in
the mansion'’s first room. Go
through that door to confront

the Witch, who turns into

What are vou adventurers uo to? Are vou
trving to eavesdroo on me? Get out of here

Greaps!

:
:
;



Greaps [ B]

Greaps acts twice each turn, and favors using spells over its
Wind-element-enhanced physical attacks. Aeroga is the greater

ke ‘m- threat because it strikes everyone in the party, but so long
P MEAKNESSES _ FIRE as the party’s equipment has been kept up-to-date, neither

THUNDARA, AEROGA, Aeroga nor Thundara should cause much damage.
| ABILITIES CURA

STEAL EE Hitting Greaps with Fire damage is ideal, but hardly necessary.

DROPS RUBY, AMETHYST Nearly 1000 HP seems like a big number to get through, but

. Greaps has much lower stats than other bosses you have
fought recently. Keep everyone alive and attacking, and the
fight should end quickly.

When the battle ends, you obtain the Master Key. Go to the
locked door on 1F and open it with the Master Key. Speak to

the paintings inside for clues on how to solve the puzzle.

The solution to the puzzle is to go to the southeastern room and Helk. heklo. Ve don't set man wsttors down

here.

light the candle. Move north and light the candle in the north-
eastern room. Go west info the next room and light that candle. Go south to the southwestern room and light the candle within.

At this point you receive a message about a door opening if you did this correctly. Go through the door north of the four lit candles
in the center room. Ouffit your characters with the proper gear (Dark-resistant), then check the chest in the newly opened room to

start the battle.

Scattered throughout the world are four towers that have been inaccessible due to the locks on their doors. The Master Key unlocks the doors an

grants you access fo their secrefs. For more information on these towers, turn to the “Extra Dungeons” section of the quide.




[HP [390488

’,}}' WEAKNESSES ~ LIGHT

aiLmEs VAIRE) CURA, CURAGA, SLEEP, SILENCE, FLASH. (BRANDT) CURA,
BERSERK. (JUSQUA) DARKRA, DARKAGA. (YUNITA) CURA

§
(
13
f A\ HI-POTION, PHOENIX DOWN, CURSE RING
i
§

Doppe gan ex«: -
[Brandt C

A -A

DROPS AMETHYST, CROSS, CURSED BLADE

DG{ | elganaer Jusqua C %‘\iw ’f

[P [440-550 . z{ s
- Leinh
¥4 Y y &
4 1 A

4 § m F_.'

T
; ﬁ These powerful opponents are the biggest
X

test of your abilities to dute. They use a
variety of spells from all the schools of magic.
. Their physical attacks are enhanced by Dark-
w-*=g"  element dumage and have a chance to inflict
. A | Curse with each successful attack. They each
' ~ perform two actions in every round of combat.
(Just wait until you feel Doppelganger Brandt use
Berserk and follow it up immediately with an attack. Ouch!) In short, this fight can end before the first round of combat is
over, leaving you looking at the Game Over screen.

Dark resistance is vital for this battle. Darksteel Shields (plus a Dark Cape for your designated healer) reduce i incoming
damage considerably. Lux and Mysterio are necessities. Use hoth abilities during the first round, keep Mysterio active,
and consider reapplying Lux when any character is killed and subsequently resurrected.

Inflict as much Light-based damage as you can, but you may be hard-pressed to keep everyone healed. The Doppelganger
HP pool may not seem like much compared to other bosses you have faced leading up to them, but Aire and Brandt are
quick to use Cura when it's necessary. Try to use abilities that boost attacks (Ditty, Magic Mojo, Amplify, etc.) so your
designated attack characters can take down a target with one hit without a chance for healing.

At the end of the batile, you obtain the Lamp of Truth. Take your prize and return

to the Magic Laboratory under Horne Castle.

You obtained the Lame of Truth!
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ITEMS FROM CHESTS

' |DARKAGATO

BLACK BOOK
\T0 STAR EARRING

DARKNESS STAFF

DARKNESS STAFF
EVIL LANCE
DARKAGA TOME
BLACK BOOK

STAR EARRING

ans FROM PEOPLE
'



Born Under a Baaa-ad Sign

Retrace your steps to the place where you watched the king
and his minster previously. Unfortunately, a magical door was
erected while the party was at the Witch’s Mansion. The sheep
statue on BSF provides a reminder of the importance of what
you learned of Horne's sheep
previously at the windmill.
Head down to B5F (collect

the items if you haven't

If vou have love for Horne in vour heart, and
treat the roval sheep as they should be
treated. doors shall open to vou.

already) and interact

v

with the statue.

The first thing to do on B5F is to take the northern stairs to reach

a pair of chests a few levels higher. The northwestern stairs lead

to a Darkness Staff, while a trip up the northeastern stairs

yields an Evil Lance.

To unlock the door decorated with sheep, you must ascend
the southern stairs (it doesn’t matter which side) on B5F to
reach the smaller sheep statues on B1F. Touch the sheep in the

following order: southeast, northwest, northeast, southwest.

After the door opens, return to B5F using the opposite stairs
you used before (if you need to collect the chest on the way

back down). The gear used
Ewilance

in the battle against the
Attack +17 Darkd

Doppelgangers should work

well against the upcoming

Jusaua obtained an item: Evil Lance!

boss, so if you never made

changes, the party should
still be set up properly. Return
to the large room where you
observed the minister and
king plotting, and speak

Tha door is open. You can proceed within

with the king to start the

next fight.

P Jaoo3zso |

WEAKNESSES ~ LIGHT

[RESISTS | DARK (ABSORBS)
ARCANE FOCUS, DARKRA,
ABILITIES DARKAGA, CURA

X-POTION, PHOENIX
\ DOWN, DARKBRINGER

r - DROPS AMETHYST, DIAMOND

Four arms for Satan means four actions per
round of comhat. His physical attacks (expect
to see at least two of these euch round) are
boosted by Level 2 Dark-element damage,
making Dark-element resistance vital to
surviving this battle. Arcane Focus hits the
entire party and is Satan’s only attack that
doesn’t deal Dark-element damage.

There are two system messages to watch for
during this battle. When Satan assumes Demon
Lord stance, he’s immune to physical attacks
for a few rounds. When Demon God stance is
active, Magic attacks inflict no damage. Pay
close attention to these stance changes! Don’t
waste any charged-up attacks because you were
impatient or inattentive.

Beyond the stances, there isn’t much to this
fight beyond using Lux during the first turn
(and reapplying it if anyone is killed and
resurrected during the battle), keeping Mysterio
active, and keeping everyone alive so they can
whittle away the boss’s HP with Light-element
attacks and spells. With at least 3000 HP and
random immunity to different types of attacks
at different times, don’t expect a short fight.
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On to the Star Chamber

After defeating the boss, you obtain the Dark Fencer Crown. Use the teleporter to return to the dungeon of Castle Horne. Visit the

queen’s chambers off the throne room and speak with the king. He hands over the Desolator Tome, a powerful Black Magic spell.

FTOWN OF HORNE ITEM SHOP

items for sale. The items for sale previously are now available CYCLONE STAFF A
TEMPEST PIKE 530 G
DARKSTEEL SHIELD | 450 G

DARK FENCER
ARMOR

AERO TOME 5006

Stop by the Town of Horne ltem Shop, which has some new

from the woman behind the counter, and she has added a

Wind Shield to her inven-

DEFENSE +10, MAGIC DEFENSE +7, ATTACK POWER/

8506 | rRencH +10%
JIND

tory. When you're finished

checking out Horne, travel to

AERORA TOME 1500 6
Spelvia and speak with Rolan.

AEROGA TOME 50006

You obtained the crown of the Dark Fencer!

SHELL TOME 1000 6
PROTECT TOME 10006
ETHER 1000 6

Choices, Choices

|f you Ilke you can pick up the final four Crowns (Ninj, Sage, Scribe, and Storyteller) from the Extra Dungeans before you head down fo the bosses
in the Star Chamber. The downside to this plan is that you gain levels, which means the final boss becomes more difficult when you face him at higher
levels. The only way fo survive the hattle is to use gems to boost armor, weapons, and shields. If you want to visit the Extra Dungeons first, consider
spending time in Urbeth to build up your gil account. There are items for sale in each dungeon that are incredibly expensive!

You could always complete the Star Chamber first, then visit the Extra Dungeons because the game allows you fo continue fo play even after you
defeat the final boss. The downside is that you won't have access fo the final four Crowns for the Star Chamber.

ITEMS FROM CHESTS

PHOENIX DOWN HERO'S WILL
" [RIBBON HI-ETHER
FRESH MEAT KIKU-ICHIMONJI
ETHRR X-POTION

FORTUNE EGG |
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PHOENIX DOWN

FRESH MEAT

RIBBON

R el

5| KIKU-ICHIMONJI

6 | HERO'SWILL

7 | HLETHER
8| FORTUNEEGG -




SATAN MAMMON BEELZEBUB
: : 1

* ? |
| | |
J K L

) ENEMIES IN STAR CHAMBER |

METAL FLAN [B] & WRAITH

—
DOPPELGANGER [AIRE A] : w?g ARCH DEMON i
DOPPELGANGER [BRANDT A] % IRON GOLEM ‘

i "'-\
DOPPELGANGER [JUSQUA A] = w VAMPIRE BAT ; \¢,,/
DOPPELGANGER [YUNITA Al Q . TROLLUD ZOMBIE ﬁ& .

) | ,
GHOUL [A] - \‘tﬂ o NIDHOGG
, u/ <

SEA DEVIL [A] : BEHEMOTH : ‘
BUFFOHELM [A] BULLKING \@/
MINOTAUR [A] EVIL KNIGHT @ ’
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What's in Store in the Star Chamber
Before you depart for the Star Chamber, here are a few things

you should know:
1. There are eight bosses waiting for you inside.

2. There is no set order for facing the bosses. You can skip
everything and face the final boss immediately.

3. You lose access to every Crown while inside the Star
Chamber until you unlock them by defeating the first seven
bosses.

4. Defeating each boss unlocks four Crowns (except for the
first boss, which only unlocks three). The Crowns are unlocked
in a set order (starting with Wayfarer and ending with

ToRRAKY
SHADE TROLLUD
o U

'NEKO NATTER

Croeet e eae
cooxATRICE
zARDHAE

OCEANUS

TO DRAGON

BOE

=

FROM CHAOS’S ROOM

Storyteller, assuming you have obtained that crown) and aren’t
assigned to specific bosses.

5. You can collect every chest inside the Star Chamber without
triggering a single boss fight. However, you may not want to
fry to collect every chest before gaining access to at least the
first set of Crowns, because the enemies inside are brutal.

6. The first seven bosses you face in the Star Chamber are
powered-up versions of bosses you faced before. The strategies
are similar to what was presented the first time you faced them.
Crown-specific mentions will be reduced in the strategy, since
you may not have access to certain Crowns—depending on
when you decide to face a given boss.

7. Take a Torch or two. The Star Chamber is dark!

; £ b’v

'DEMON RAY

\GORGON

ORCLORD .

iRED,JELL-,. ‘YV Sl
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Freelance Assignment_

For your first frip to the Star Chamber, Lux takes on an even bigger significance to the party. Your characters are limited to the

weapons and Magic Tomes they carry (no access to Crowns means that there is no access to extra abilities), so they need every bit

of help they can get. Regardless of the boss you choose to face

first, apply Lux immediately in that fight and keep it active!

To reach the Star Chamber, fly to Cetus's location and guide
him south of Urbeth to a dark blue bubble that appears in the
water. Upon entering the dungeon, everyone is turned into a
Freelancer, and the party is locked out of every other Crown.
While you could skip to any boss, you should strongly consider
tackling Belphegor first. Belphegor doesn’t have many tricks,

as long as you are patient with the fight, and you don't need to

travel far from the entrance to initiate the battle.

®

Asmodeus is also near the entrance to the Star Chamber, but since Asmodeus uses so many different elements, you may want fo

consider skipping this boss until you have an Elementalist in the

fight due to its mere two actions per turn.

party. Lucifer, one level lower, is a good candidate for an early

Belphe gor [B] & Cubes

S (CUBES) 1200-1500

. WEAKNESSES  WATER
[RESISTS [ALL(ABSORBSFIRE) |
(BELPHEGOR) FIRAGA, FIRA,

ABILITIES CURA, BALLS OF FIRE. (CUBES)
FIRAGA, FIRA

(BOTH) BOMB FRAGMENT,
(BELPHEGOR ONLY) PHOENIX
DOWN, FLAME CAPE

DROPS AMETHYST, DIAMOND

Belphegor is accompunied by three cubes when the fight
begins. The Cubes use Fire-element attacks and sometimes
inflict Sleep. Belphegor uses Fire spells, including Balls of
Fire, which hits the entire party. They are all resistant to
physical damage.

All four enemies begin with a vulnerability to Water. However,
if you hit any of them with a Water-based spell or attack item
that does not kill them in one shot, it changes their elemental
weakness. This also causes the enemies to change which spells
they use (from Fira to Watera, for example). The key to this

battle is to prepare your characters to resist Fire-bused damage and don’t give Belphegor
and the Cubes the chance to change their elemental affinity.

To keep the fight simple, stick with Desoloator and physical damage boosted with Water-element
attacks (either in a character’s weapon or using the Spring Gauntlets). This type of elemental damage doesn’t change
the enemies’ vulnerability, and you won’t need to worry about other elemental resistances if you came prepared for
Fire-element damage.




Asmodeus [ B]

ﬁ bl ] L E—TT—
. WEAKNESSES = WATER

£ [RESISTS [EARTH (ABSORBS)

> FIRA, AERORA, AEROGA,

x_ e% QUAKRA, QUAKAGA,
ABILITIES  SIDEWINDER, MOONLIGHT

R - CURSE, FLASH, SILENCE,
BREAK, SLEEP
‘ A HI-POTION
v 5 W DROPS AMETHYST, DIAMOND
4 Q o
&y ;-/\ N 24

Asmodeus initially uses Fire-hased spells and
Sidewinder—au special ability that inflicts various negative
status effects in addition to its Earth-boosted dumage.
Asmodeus ucts four times per round, and its physical
attacks also deal Earth damage. Asmodeus’s other

dirty trick is Moonlight Curse, which instantly removes
everyone's Psyched Up status; don’t plan on many team-
up attacks against this hoss!

With every 10% HP lost, a snake head is destroyed,
causing Asmodeus to gain a bit more Attack Power and

new abilities, including a host of Dark Magic spells. When all the snake heads are destroyed,
', Asmodeus is limited to two actions per turn.

Be sure to hit Asmodeus with Water-based spells and weapons (don’t forget to use Spring Gauntlets
if you have a powerful weapon that doesn’t do Water damage) and he should fall in short order.

There are two bosses on
Bivbon...
Blooks all af flictions.

B2F: Lucifer to the south, and
Leviathan to the north. B2F vis
also loaded with chests. Go

west from the stairs that lead

down from BIF for a Ribbon

. and farther west to get Fresh Meat. Heading east from the
stairs leads to an Ether, and then a Death Trap guarding a

Kiku-ichimoniji.

characters down with one or two hifs, consider spending some gems to
upgrade your party’s gear in Urbeth. It is important to note that these

=1 enemies scale with the
level of your party, but the
party’s equipment does
not. Upgrade Armor first,
because you get the most
benefit from it.

""';, Ejaor_flx m“
Z‘ ?3 3&11;‘ ——.\n A

WALKTHROUGH




Leviathan [ B]

i [(LEAVIATHAN) 4400-5500

WEAKNESSES ~ FIRE

[RESISTS. | EARTH, WATER (REFLECTS)

ABILITIES WATERA, THUNDARA, THUNDAGA, CHARGE, TIDAL WAVE

DROPS AMETHYST, DIAMOND
e >
\) P o
7 :
o 1 Fie )
/ .‘,/' ,s w\
& /
C
,_.'l b .‘i‘\?“w'
;/»'ﬂ 3 '_"f‘

This time around, Leviathan is in full view from the start
of the fight. It acts four times each turn, and its physical
attacks retain the chance to instantly kill a character with
one hit. When Leviathan pauses in its attacks and starts
to Charge, it’s about to unleash Tidal Wave, which leaves
the party in bad shape if it hits. Performing Charge also
significantly reduces the amount of damage Leviathan
takes.

The good news is that if you can manage to inflict enough
damage to Leviathan before it charges four times, you

<an stop Tidal Wave from happening. Tidal Wave actually
happens after the fifth charge, but they’re consecutive
actions, so you must stop Leviathan during the sume round
as the fourth charge.

The other hit of good news is that if you have enough
resistance to Water damage, Tidal Wave’s effectiveness is
reduced significantly. The combination of an Ice Shield and
a Stream Cape is enough to blunt Tidal Wave'’s damage.
You just need to be ready to revive the inadequately
equipped characters right after Tidal Wave hits!

Hasais i
The three bosses on B3F are S

1f ou die durina a battle, vou will hans
on to life with 1 HP—but onls once.
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Lucifer [B]

[Hp [3600-4500

WEAKNESSES  DARK

[RESISTS [LIGHT (ABSORBS)

ABILITIES.  THUNDARA, THUNDAGA, AEROGA, JUDGEMENT BOLT, CURA
HI-POTION, LIGHTBRINGER
DROPS AMETHYST, DIAMOND

Lucifer acts twice per round, is vulnerable to Dark, and is
healed by Light-based attacks. When attacking the party,
Lucifer uses Thundara, Thundaga, and Aeroga in addition
to his Light-enhanced melee attacks that inflict a few
negative status effects.

After three turns, Lucifer takes to the air and uses
Judgement Bolt to remove everyone’s AP. It doesn’t inflict
any damage, but it stops everyone in your party from
performing any action.

Hit Lucifer hard with Dark-elemental attacks and spells
right from the start. If you have Lux, it goes a long way
toward keeping the party healthy through the phases of
the fight when Lucifer is flying.

atan to the west, Mammon in the south, and Beelzebub to the east.

The items collected from chests on this floor are two odd Accessories (Fortune Egg and Hero’s




Satan [ B]

(HP [3700:4625

WEAKNESSES  LIGHT
DARK (ABSORBS)
ABILITIES | ARCANE FOCUS, DARKRA, DARKAGA, CURA

HI-POTION, DARKBRINGER
DROPS AMETHYST, DIAMOND

Four arms for Sutan means four actions per round of
combat. His physical attacks (expect to see at least two

of these each round) are boosted by Level 2 Dark-element
damage, making Dark-element resistance vital to surviving
this hattle. Arcane Focus hits the entire party and now
deals Dark-element damage.

There are two system messages to watch for during this
battle. When Satan assumes Demon Lord stance, he’s
immune to physical attacks for a few rounds. When Demon
God stance is active, Magic attacks inflict no damage.

Pay close attention to these stance changes! Don’t waste
any charged-up attacks because you were impatient or
inattentive.

Besides the stances, there isn’t much to this fight beyond
using Lux during the first turn (and reapplying it if anyone is
killed and resurrected during the hattle), keeping Mysterio
active and keeping everyone alive so they can whittle away
the boss’s HP with Light-element attacks and spells.

Mammon [ B]

HP [3200-4250

WEAKNESSES  FIRE

RESISTS WATER (ABSORBS)

ABILITIES PROTECT, SHELL, POISON, CONFUSE, DIAMOND DUST, BLIZZARD DANCE

[STEAL  [HI-POTION, MAMMON'S SPEAR

DROPS AMETHYST, DIAMOND

Mammon initially acts four times per turn, and uses
Protect and Shell to make it harder to damage her.
Offensively, she relies on Diamond Dust (a Water-element
ability that hits everyone) and Poison at first. Her physical
attacks include a Water-based damage hoost.

Mammon loses an arm when she hits 90% HP, a second
when she hits 80% HP, and her final arm when she hits
70% HP. Each arm lost reduces her number of actions per
turn by one. When all three arms are gone, Mummon
drops to the floor and acts twice each turn. On the ground,
Mammon often uses Confuse and Blizzard Dance, which is a
more powerful version of Diamond Dust.

It is important to keep Mysterio active at all times. Diamond
Dust and Blizzard Dance ¢an wipe out an unprotected party in
short order. Don’t worry about removing Poison, but Confuse
<an complicate things if it hits your Elementalist. Use Fire
weapons and spells to deal damage most effectively. This
won'’t be a quick battle due to Mammon’s use of Shell and
Protect, but your characters shouldn’t suffer much damage
as long as Mysterio remains active.



Beelzebub is resistant to all element-hased spells and
attacks. It acts four times euch round, and typically uses
Fira or Firaga in most rounds. Its physical attacks inflict
a variety of negative status ailments as well.

P [az005250 |
ESSES Every few furns, Beelzebub rises into the air and
FIRAGA. FIRA BEZETEOR hovers. At the end of a few more turns, it uses Fall of
i ABILIIES 411 OF ANGELS ' Angels, which deals heavy damage to everyone and may
P inflict any number of characters with Confuse or Sleep.
4 NECRONDRCON Deal sufficient dumage to Beelzebub while it’s in the

DROPS AMETHYST, DIAMOND Z
air and it crashes to the ground, hurting itself with an

ability called Bezeteor.

The key to this battle is hoosting the party’s physical defense or reducing Beelzehuh's attack power. That means
including either a Scholar (Quell) or Bard (Mofet) in the party. If you want to include a spellcaster in the group that
tackles Beelzebub, use the Leaf category of spells, Desolator, or a Black Mage with Magic Might.

After clearing these seven bosses, you again have access to every Crown unlocked up to this point. There's only one obstacle
remaining between the world and peace: The three forms of Chaos. To reach Chaos'’s chamber, carefully follow the maps with the

starry background. There are no chests to collect during this last stretch, so stick to the path that leads to Chaos.

When it comes fo the “best way” to attack Chaos, there are no right or wrong answers. Chaos has equal resistance fo all types of damage. Use the
Crowns you like, equip weapons, distribute Magic Tomes, and assign abilities based on your experiences thus far in the game. Just remember that at
least one character needs fo he responsible for keeping the others alive, and an Elementalist in the party makes the healer’s life much easier!

C}l} os (1st f G381 T T

spells. Watch out for Haste, Slow, and especially

> n,‘ Stop—which keeps one character from taking any
/j t:. \ WEAKNESSB NONE action for a few turns.
ol \ s ok
.‘/ ’ Y 'E‘S:(;'Iﬁ"("::ﬁ“'?%';:éf" Mysterio is a big help with all the incoming
?—; ’ b ABILITIES o ishia, BANISHGA, s, elemental damage, and you could even use Mirror
&9 - ‘f \\ SLOW, STOP with a Black Mage in the party (just be careful
?- k d MR N STEAL g;mTION, LGIDALIN  with healing spells if it’s active), since Chaos isn’t
f L e L > immune to any type of damage.
/_//‘ S

The most important thing to remember about

: this fight is that the character responsible for Lux
.l needs to end this fight with at least four AP. When you defeat this initial form of Chaos, you are awarded experience
points and you are able to view the post-hattle screen, but the party begins the next battle without an opportunity
to restore HP or AP.




Hp 800010000 |

WEAKNESSES NONE

. '8 FLY SWAT, BLAZE,

}W ABILITIES EARTHQUAKE, TSUNAMI,
LIGHTNING

HI-POTION, REMEDY,
PHOENIX DOWN

DROPS -

—

RESISTS |

‘ 3 .
} A ‘ o ABILITIES

\m\ﬂ P\/»" //

((HAOS) BIG BANG, BANISHRA,
DARKRA, DARKGA, TSUNAMI,
EARTHQUAKE, BLACK HOLE, CURA,
BLAZE (RIGHT ARM) HURL, (LEFT
ARM) CURAGA, CURSE, HASTE,
SLOW, STOP, FLASH, CONFUSE,

POISON, DEATH

g

DROPS -

HI-POTION, REMEDY, PHOENIX

Chags (2nd form)

The second form of Chaos also gets two actions per turn, but
initially sticks to physical attacks and the Fly Swat ability. Fly
Swat is the hane of any party that enters this fight with low
health.

At the start of this battle, Boost until Lux is applied and
everyone in the group is back up to full HP. Even Mysterio can
wait in this fight—until Chaos hits 75% health, no incoming
damage has an elemental aspect to it. Once Chuos starts using
its other abilities, however, Mysterio is a necessity.

After you defeat this form of Chaos, everyone in the party is restored to full HP
¥ and AP, even if they were dead when hattle ended. One more form to go until
you save the world!

Chaos (final fcrm) Left Arm, Right Arm
I

This stage of the fight begins with Chaos watching
from the sidelines as the party takes on its Left
Arm and Right Arm. Each Arm acts once per round
of battle. The Left Arm has a host of abhilities, but
nothing you haven’t encountered already. The Right
Arm only has one ability (which it mixes in with
physical attacks), but it’s brutal. Hurl turns one
character into a missile that’s aimed at another
character. Both characters involved in the attack lose
a good chunk of their HP, but at least the attack’s
animation is fun to watch.

When bhoth Arms have heen defeated, Chaos enters

the fray. Most of its abilities are carry-overs from the previous form of Chaos, but Big Bang and Black Hole are hoth
new. Big Bang is exactly what it sounds like: a gigantic explosion that hits the entire party with non-elemental magic
damage. Two of these in the sume turn could end the battle, so it’s vital to keep everyone at maximum HP as much
as possible. Think of Black Hole as an eraser. The character hit by Black Hole is removed from the fight for four turns.
There’s nothing you cuan do to bring back that character, so you’ll need a back-up plan for healing if your designated

healer is the one targeted.

Congratulations! There's Still More to Do

After defeating the final form of Chaos, run to the exit and fly out. Enjoy the ending! Save after watching everything and you can

continue your game to complete some of the tasks necessary to unlock all the images on the loading screen. For a full list of these

tasks, check out the end of the Game Basics section.
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Exdtendlin Your
9

There’s much more to this game than just the storyline adventure. The following section

details the other goals you can accomplish while playing Final Fantasy: The 4
Heroes of Light. Whether you tackle the following tasks before or after you defeat

the final boss of the adventure is completely up to you.



To unlock the final seven images on the loading screen, you
must accomplish the following tasks (each of these tasks

unlocks one image):

* Have 9,999,999 gil on hand

® (lear all Extra Dungeons
' e Have every Crown af Level 3

 Strengthen any armor, shield, or _We,g.ﬁon 10+99
@ Open 100% of treasure chests |

© Obtain one of every item

o While in animal form, speak fo every animal

Most of these are accomplished with a significant investment

of time to gather sufficient resources. The best way to earn

gil is to spend time at Thauzand'’s storefront mini-game.

After you unlock the on-hand gil image, start spending the gil

in the Extra Dungeons to help with the “Obtain one of every
item” challenge. Extra Dungeons are also the only way to pick
up enough Diamonds to complete the Level 3 Crown challenge.
Strengthening any armor, shield or weapon fo level +99 while
spending gems on Crowns at the same fime calls for a signifi-
cant number of gems. Stick a Merchant (or a Storyteller with the

Finder or Keeper ability) in your party to collect gems faster.

Difficult to Acquire Ifems

Many items are fairly easy fo collect. Anything for sale affer
the encounter with Rolan in Rolan’s Soul remains available

for purchase indefinitely. Except for the items in the Pirate’s
Hideout, items from chests never change and don't go away;
you can collect them at any point. Multiplayer Shop inventory
remains static for the entire adventure. For the following items,
you have a relatively small window of opportunity to obtain
them. For the items that are obtained from a boss, if you don't
get the item in question (whether it’s a Steal or Drop item), you

must start from your last save and try the boss fight again.

ITEMS OBTAINED FROM PEOPLE
DURING THE ADVENTURE

® [nherited Ring from Kuore in Horne
® Apollo’s Talisman from Apollo in Liberte

© Mythril Hammer from the Weapon Shop vendor in Invidia

ITEMS AVAILABLE FOR SALE ONLY BEFORE
DEFEATING ROLAN IN ROLAN’S SOUL

o Elementalist Robe in Invidia or Spelvia
© Ranger Outfit in Invidia or Spelvia

® Traveler's Garb in Horne or Guera

® Black Ring in Spelvia

o Silence Cape in Arbor

© Flame Dagger in Liberte or Invidia

ITEMS UNIQUE TO BOSSES

M oSS
EARTH SWORD DROP FROM FIRST VERSION OF SAND DEVIL
LIGHTBRINGER STEAL FROM EITHER VERSION OF ROLAN OR LUCIFER
CLAUSTRUM STEAL FROM THE FIRST VERSION OF MAMMON
DARKBRINGER STEAL FROM EITHER VERSION OF SATAN
ADVENTURER'S GARB DROP/STEAL FROM ADVENTURER

CHESTS IN EXTRA DUNGEONS

. The items from the chests on floors 70 and 90 in the Extra

Dungeons are unique to those chests. These chests reappear
every time you restart an Exira Dungeon, and the item found
inside changes. The full list of potential items is included in the

Extra Dungeons section of the guide.
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Where to Find all the Animals
Many animals change locations depending on the time of day, but
they remain in those two spots throughout the adventure. However,
there’s one animal you must get before you first visit Spelvia.
Rekoteh’s cat in Invidia vanishes after you leave for Spelvia,

so talk to the kitty before you depart in search of Rolan.

It isn't necessary to speak with Faithful Fox every time you encounter him.

Speaking with him once is enough.

LOCATION (DAY) LOCATION (NIGHT)
NEAR THE WINDMILL CAN'T SPEAK WITH IT
NEAR THE WINDMILL CAN'T SPEAK WITH IT
WEST OF THE ITEM SHOP INSIDE A HOME
LOCATION (DAY) LOCATION (NIGHT)
NORTHWEST OF THE ITEM SHOP NORTHWEST OF THE ITEM SHOP
BEHIND THE LOCKED DOOR (NEED MAGIC KEY) NOT FOUND
NEAR THE MAGIC SHOP WITH THREE DOORS NEAR THE MAGIC SHOP WITH THREE DOORS
BEHIND THE LOCKED DOOR (NEED MAGIC KEY) NOT FOUND
BEHIND THE LOCKED DOOR (NEED MAGIC KEY) NOT FOUND
NEAR THE WELL EAST OF THE ENTRANCE NEAR THE LAKE IN THE NORTHWEST PART OF TOWN
ON THE WALL ABOVE THE MULTIPLAYER SHOP NOT FOUND
BEHIND THE LOCKED DOOR (NEED MAGIC KEY) NOT FOUND
LIBERTE LOCATION (DAY) LOCATION (NIGHT)
GULLA NEAR THE ENTRANCE TO LIBERTE TOWN NEAR THE INN IN LIBERTE TOWN
GULLB NEAR THE MYSTERIOUS TOWER IN LIBERTE TOWN NEAR THE MYSTERIOUS TOWER IN LIBERTE TOWN
GULLC NEAR THE BOAT ON THE NORTH SIDE OF LIBERTE PORT NEAR THE BOAT ON THE NORTH SIDE OF LIBERTE PORT
| GuLLD SOUTH OF THE ITEM SHOP IN LIBERTE PORT NEAR THE INN IN LIBERTE PORT
" NEAR THE CORAL-COVERED HOUSE IN LIBERTE TOWN NOT FOUND
HOUSE EAST OF THE INN IN LIBERTE TOWN NOT FOUND
ToWH o LOCATION (DAY) LOCATION (NIGHT)
§ DG A BETWEEN THE HOMES SOUTH OF THE ACCESSORY SHOP NEAR THE BAR
8 noc e IN THE ALLEY NEAR THE SORCERER'S SHOP NEAR THE ARMOR SHOP
DOG € IN FRONT OF THE MULTIPLAYER SHOP IN FRONT OF THE MULTIPLAYER SHOP
L D0G D INSIDE THE EASTERN HOUSE, SOUTH OF THE ACCESSORY SHOP | INSIDE THE EASTERN HOUSE, SOUTH OF THE ACCESSORY SHOP
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.| ARBOR LOCATION
FERRET A NEAR THE ENTRANCE TO THE WORLD MAP
8] FERRET B NEAR THE ITEM SHOP
§ FERRET C NEAR THE MULTIPLAYER SHOP
- FERRET D NEAR THE GREAT TREE SAPLING EAST OF THE QUEEN'S ROOM

INVIDIA LOCATION
POLAR BEAR A CENTER COURTYARD OF THE EXTERIOR PART OF TOWN
POLAR BEAR B NEAR THE GIRL WITH THE MATH GAME

IN REKOTEH'S ROOM BEFORE THE TRIP TO SPELVIA. AFTER THE

el WORLD CHANGES, THE CAT IS GONE.

S : 'SPELVIA LOCATION
‘_ £ i GOAT A SOUTHWEST CORNER OF THE EXTERIOR AREA
& v \fecsl)) GOAT B OUTSIDE THE DOUBLE DOORS LEADING TO THE THRONE ROOM
» y GOAT C WEST OF THE DOUBLE DOORS LEADING TO THE THRONE ROOM
GOATD IN THE HALLWAY LEADING TO THE THRONE ROOM

=

Battling the Ogre Bear

The Ogre Bear that guards the Animal Path remains in place after Aire and Lilibelle’s first encounter, so you are

free to return to face it at any point. Facing the creature is the only way to get an additional Ribbon, and you

must use Steal to get it.

If you want to defeat the Ogre Bear, get an Energy Screen and prepare for an all-out-physical battle. The
Ogre Bear has no evasion, so stick with powerful melee attacks to take it down. There’s no other reward

for defeating the Ogre Bear, so enjoy your victory over the beast!

\

B The Extra Dungeons in Final Fantasy: the 4 Heroes of Light are available once you obtain the

v

Master Key after defeating Greaps in the Magic Laboratory under Horne Castle. The Exira
Dungeons are the four towers scattered around the world map. Each is assigned a level of

difficulty, from 1 to 4.
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Speuk with the hooded man that appears in front of each tower
for an explanation of how the towers work. After you start the
dungeon, speak with the same man to get a progress report and an
option to restart the fower.

All four towers work in a similar fashion. When you begin
exploring, your goal is to find the staircase on each floor that
leads up to the next level. There are no downward stairs in
the Extra Dungeons, leaving you with two voluntary options
to return to the world map. One is a portal that becomes
available on every tenth floor. Your progress in the tower

is saved automatically (you still need to save your game's
progress). The other option for returning to the World Map is
through the use of a Dragon Wing. The Dragon Wing allows
you to exit at any point, but
you aren’t credited for any
floors you cleared beyond
the last multiple-of-ten floor

(10, 20, 30, efc.).

Butif vour whola party dies or vouuse a
Drason Wing. your prosress won't be saved.
Bestbe carefull

Wiheis Weiljing

The first eight floors have relatively simple layouts. The stairs
that lead upward are placed randomly on each floor. The ninth
floor has a much larger, more intricate layout that requires a bit
more exploration before you discover the staircase to the fenth
floor. The tenth floor has a special event, and an exit portal
back to the World Map. This pattern repeats for subsequent
sets of 10 floors, meaning floors 11 through 18 are relatively
simple o navigate, floor 19 is tougher, and floor 20 has
something different waiting for you. All four Extra Dungeons

follow the same pattern.

FLOOR EVENT
FLOOR 10 BOSS FIGHT
FLOOR 20 PORTAL TO SURFACE
FLOOR 30 BOSS FIGHT
FLOOR 40 VENDOR
FLOOR 50 BOSS FIGHT
FLOOR 60 PORTALTO SURFACE
FLOOR 70 CHEST CONTAINING ARMOR
FLOOR 80 FIGHT A DRAGON AND OBTAIN ORIHALCON
FLOOR 90 CHEST CONTAINING A WEAPON
FLOOR 100 FINAL BOSS FIGHT

The items found in the chests on Levels 70 and 90 are

randomly determined from the following lists.

Level 70 (Armor) | Level 90 (Weapon)
Musician’s Robe Apollo’s Harp
Storyteller Robe Artemis Bow
Scribe Gown Excalibur
Beastmaster Coat Giant's Toothpick
Sage Robe Zodiac Spear
Niﬁiu Robe Great Wizard Stave
Seamstress Clothes Necronomicon
& Wizard's Axe 4

Whlle you're exploring the rest of the dungeon; look for treusure
chests beyond the ones that appear on Level 70 and Level 90. Most

of the items from these chests are common restorafive ifems, such
as Potions. However, you could get lucky and obtain an Elixir. These |
chests are the only sources of Elixirs, which make the Salve-maker

Crown really shine.




Ololitning Orloalcon %
The boss on Level 80 in each tower is a dragon. When you defeat the dragon, your spoil is a ‘

lump of Orihalcon. These dragons are the only source of Orihalcon, the element needed by the

Upgrade shop in the Town of Urbeth to improve the party’s weapons, armor, and shields.

Whoa! That's Orihaloon, isn't it!? With that I
could make vour eauipment even stronser vet!

Why would you need fo reset the dungeons after claiming the Crowns held by the final boss in each2 The first reason is o get

enough Orihalcon to unlock the potential to raise your equipment at the Upgrade shop to +99. You won't get enough Orihalcon

with just one trip through each dungeon. -

Secondly, there are eight pieces of armor and eight weapons available from the chests on Levels 70 and 90. Even if you were

fortunate and picked up a different item from each tower, you'd need to visit each tower twice before you had everything available.

Additionally, the bosses in the Extra Dungeons are the only farmable source of Diamonds, which are necessary to upgrade

weapons, armor, and shields beyond +77.

Save After Each Boss

There’s no penalty for exiting the fower after defeating a boss. Get in the habit of taking down one boss and exiting the tower to save your progfess.
While you're out, take the opportunity fo scout out the next boss and set your party up with the proper offensive and defensive equipment. When
you refurn to the tower, you'll pick up one floor above the last boss you took down successfully.
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0 The reward for defeating the boss on
M@@ms"amd Rm Level 100 is the Ninja Crown. ‘

From Horne, fly north over the Witch’s Mansion until a fower appears on the map. This is the Moonsand Ruins, which has a

difficulty level of 1

LEVEL 40 ITEMS FOR SALE
ITEM COST DESCRIPTION
X-POTION 4006 PROVIDES A GREAT BIG HP BOOST.
PHOENIX DOWN 1006 BRINGS YOU BACK FROM THE DEAD.
HI-ETHER 10,000 6 RESTORES YOUR AP,
GUGNIR 65,0006 ATTACK +21
UNYIELDING SHIELD__| 100,000 G DEFENSE +5
T T eos e svary T s sa et et L e T ot Vo Sasaleor ANTIMAGE 100,000 6 MAGIC DEFENSE +5
Jesve th tomrfhees HIDE SHIELD 100,000 6 EVADE/MAGIC EVADE +15

g) ENEMIES IN MOONSAND RUINS (‘

Ve we sy )
JACK LANTERN [C] @ MEDUSA [B]
DOPPELGANGER [AIRE C] ‘ W\ VAMPIRE BAT [B]
DOPPELGANGER [JUSQUA C] w i DEMON [A]
DOPPELGANGER [BRANDT C] % NUE [A]
'DOPPELGANGER [YUNITA C] Q ARP

IMP [C] 4‘ BULLKING

AIR RAY [B] % GIANT MOTH.
ASPIDOCHELON [B] £  KAISER PENGUIN
HELLHOUND [B] * LILITH

ICHTHON[B] S5 (* NEKO NATTER

»#Behugemoth [B]

The Behugemoth acts three times per round of combat. While its two abilities deal Light damage,
the Behugemoth isn’t resistant to any element. When the Behugemonth’s health drops below 50%,

WP [2000-2500 watch out for more Lightning Bolt attacks. The
WEAKNESSES — Behugemoth has multiple ways to paralyze your

RESISTSY=, 2| o e Sl s 0 S O characters, so be ready to remove each negative
ABILITIES  LIGHTNING BOLT, THUNDARA status effect.
HI-POTION, X-POTION

DROPS AMETHYST




Demon ILord B

}h_}, x What sets the Demon Lord apart from other enemies that share a similar character model is its weakness.
i - (/ Normally, when you encounter demons, they’re vulnerahle to Light-based attacks, but the Demon Lord stunds up
| \§ (R I e e e e to lig!ﬂ dumage just fine; it’s Water damage that it has trouble
j e \;h WEAKNESSES  WATER handling. Set up the party to face Durk-element dumage because
s ==l q; [RESISTS | LIGHT, DARK (ABSORBS) the Demon Lord’s abilities inflict it, and its melee aftacks include
b .-",}*’ ABILITIES BLADEBLITZ, WORLD OF DARKNESS Dark damage as well as a chance to curse its target.
‘T_ /N HI-POTION, X-POTION

DROPS AMETHYST, DIAMOND

Sand Deyil

(HP [3000-3759 The Sand Devil acts twice in each round, dishing out Earth-element

WEAKNESSES ~ WATER damage with its abilities and its regular attacks. Even worse, a
RESISTS FIRE, EARTH successful hit carries a 5% chance to petrify its target! At 50% HP, the
ABILITIES SANDSTORM, QUAKRA Sand Devil relies on Sandstorm for most of its actions.

DROPS  DIAMOND

[N S  Buhumut acts twice in each round of combat, and enjoys

WEAKNESSES  — bathing the party in Fire Breath. Leave the Light-hased
\ h RESISTS weapons and spells behind for this fight, but beyond
\.‘ ! ABILITIES FIRE BREATH, CURA, BANISHGA, FLASH ~ that, anything goes. If you’re doing the extra dungeons
A A » ‘féw ,l;-r-’ﬂ—""— in order, this is your first taste of Orihalcon. Take it to
i < AT DROPS ORIHALCON Urbeth as soon as you finish this fight!

\ " ¢ > _-,* 3¢ . ey iy
£ & f

LieveL

M S This formidable former ally is all that stands between you and the Ninja
WEAKNESSES | WIND Crown. Krinjh takes three actions per turn and is difficult to hit with

[EHNETT  melee attacks. He isn’t shy about using Silence, so if you brought any

ABILITIES  QUAGA, WATERA, CURA, SILENCE spell casters, they’ll need some immunity to it or you’ll spend as many
b BT [T AL  rounds restoring their ability to cast spells asactually casting them. His
% DROPS DIAMOND, KRINIH'S ROBE attacks deal Earth damage and sometimes Blind on a successful hit.

Krinjh is a big step up even from the other bosses in the Moonsand Ruins, so don’t get discouraged if you fall
to him u few times. If the fight becomes frustrating, spend some time upgrading armor and weapons in Urheth.
Krinjh hits hard, and the party will need all the protection they can get.
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' S The reward for defeating the boss on
H y Ir’@e Level 100 is the Sage Crown.

To reach the Holy Tree Tower, you must use Cefus. Guide Cetus south of Invidia and west of Arbor to a small island shaped like the letter

“C." The cave mouth that sficks up in the center of the island is the entrance to the Holy Tree Tower, which has a difficulty level of 2.

LEVEL 40 ITEMS FOR SALE
ITEM COST DESCRIPTION
X-POTION 4006 PROVIDES A GREAT BIG HP BOOST.
PHOENIX DOWN 1006 BRINGS YOU BACK FROM THE DEAD.
HI-ETHER 10,0006 RESTORES YOUR AP.
ATTACK +10, MAGIC ATTACK +10,
MOONRING BLADE 22,000 G INFLICTS SUDDEN DEATH.
KOGA SHURIKEN 28,0006 ATTACK +15, INFLICTS CONFUSION, BLINDNESS.
GUAN YU'S PIKE 55,000 6 ATTACK +18

e

e

) ENEMIES IN HOLY TREE TOWER «%

e

IKKAKU [C]

SILKY [B]
'COWPEL [C] SLIME [B]
WIGHT[C] BRAINSHARK [A]
\CAIT SITH [B] WRAITH [A]
CHIMERA [B] ARCH DEMON
'CLOUD PENGUIN [B] COCKATRICE

CU SITH [B] GORGON

GREAPS [B] DEMON RAY
GHOUL [A] VULTURE

LAMIA [B] MUNIN

Seadeyvil [ B]

i [3000-3750 The Seadevil takes three actions per turn; its melee

WEAKNESSES  FIRE swings deal Water damage and have a chance to

inflict Silence or Curse (or hoth) on a successful attack.

ABILITIES ~ WATERSPRAY, SILENCE, CONFUSE, POISON = Waterspray hits everyone and inflicts a few negative
HI-POTION, X-POTION status effects as well. Be prepared to take Water

DROPS AMETHYST damage, and remove the myriad afflictions the Seadevil

uses, and you should do fine.




i NE B Wraith B ‘ | LEveL [V
. ~—Nue|B]and Wraith |
B W\ L] e 4 -~ 4 )
% P ;_{ [HP |(NUE) 35004375, (WRATH) 2000-2500 This is the first (but not the last) time you face two improved

D¢ Ao WERNESSES — versions of previously encountered enemies in one encounter in
- [EE N the extra dungeons. The Nue enjoys three actions per turn, while
ABILITIES (NUE) FLAME BLAST, CURSE, SUPPRESS, BREAK. the Wraith gets two.

: b (WRAITH) ICE BLAST, SILENCE, DEATH, CURSE
G

- POTION, HI-POTION, X-POTION
= " DROPS AMETHYST, DIAMOND

The Nue'’s attacks sometimes inflict Poison, but they do not
indude elemental damage. When it hits 50% HP, expect to see
)»"more Flame Blasts, and watch out for Break to be mixed in with its attacks.

> The Wraith is tough to catch with physical attacks, so take it down with spells. Its attacks sometimes Curse its
target. When the Wraith hits 50% HP, it leans more on Ice Blast and Silence, drops the use of Curse and Suppress,
and adds Death to its rotation.

Goblin Lord

[N Y  'f you took every Goblin and Hobgoblin you faced during the adventure and
WEAKNESSES — combined them into one creature to fight, that hattle still wouldn’t be as

[EES N tough as the one here against the Goblin Lord. With no weaknesses to exploit,
ABILITIES  GOBLIN STRIKE, LEAFRA you must take down the Goblin Lord with your best abilities and spells.

POTION, HI-POTION, X-POTION

DROPS DIAMOND Handling Leafra isn’t a big deal, but this guy’s version of Gohlin Strike is

nasty. At 50% HP, expect to see Goblin Strike taking up most of the Goblin
Lord’s two actions per turn. If you have prohlems handling the Goblin Lord, put a Bard or Scholar in the party.
They're designed to deal with enemies that focus on dealing melee damage.

i Red Dragon e

f_r '.1 “ &

f! : L\ ;‘T'\‘ { \w_ 5000-6250 When an enemy has a single ability, you can be sure
'; "\.wi V . | WEAKNESSES  — that it will be used often. Sure, the Red Dragon has
A | | [RESISTS | FIRE (ABSORBS) Cura, but you won't see it used until it reaches 25%
\\ S {w, ~ ABILITIES_ FIRE BREATH, CURA HP or so. The Red Dragon splits its two actions per
\ /.\__.,{ ( """" o turn between melee attacks (which deal Level 2 Fire
T SN DROPS ORIHALCON damage) and Fire Breath, but the more damage it
: #’w i, takes, the more often you'll see Fire Breath. Prepare
i sl . _msmmmesemmewen” your party to face Fire damage. It’s all the Red Dragon uses throughout the entire fight.

Jorte

[Hp [8000-10,000 Torte rarely uses any of his three actions per turn for melee attacks. Instead,
WEAKNESSES _ WIND he relies on Leaf spells (boosted by Magick) for dumage. It's really too bad,
[RESISTS | because his melee attacks sometimes Silence and are hoosted with additional

ABILITIES  SHELL, LEAFRA, LEAFGA, MAGICK, CURA  Wind damage.
POTION, TORTE'S CLOTHES, HOLY BREATH
DROPS DIAMOND, TORTE'S CLOTHES

_ Surprisingly, Torte is one of the easiest boss fights in the game. He’s vulnerable
Am W to Wind, the same element that fuels Leafra and Leafga, und these are the spells he uses most often. All you really need to
do is take a Black Mage and use Mirror. Heal the party after Torte’s rare melee attacks and you should be fine.



0 B The reward for defeating the boss on
@rﬁl@us ’I‘QW@r Level 100 is the Storyteller Crown. 6

The entrance for the Mysterious Tower is in Liberte Town. By the time you get access to the dungeon, Liberte Town is located on

Cetus's back, wherever you left him parked on the World Map.

LEVEL 40 ITEMS FOR SALE
ITEM COST DESCRIPTION

X-POTION 400 PROVIDES A GREAT BIG HP BOOST.

PHOENIX DOWN 100 BRINGS YOU BACK FROM THE DEAD.

HI-ETHER 10000 RESTORES YOUR AP.

MURAMASA 9000 ATTACK +14, REDUCES FOE'S STATUS LEVELS.
L e e FUMA SHURIKEN 28000 ATTACK +15, INFLICTS POISON, PARALYSIS.
yoummass ocew e fors Voucmata - [ SHIRANUI 50000 ATTACK +20, EVADE +20%

§ -

) ENEMIES IN MYSTERIOUS TOWER (

186

ARCHEON

ORC [C] " e BEHUGEMORE
BIGWORM[B] BOGGLE BEAR
'BORGBEAR [B] e EVIL KNIGHT
R ——— GARM

GOBLIN [B] HOBGOBLIN
'ROCK GOLEM [B] IRON GOLEM
SKELETON [B] LIZARDHAWK
TROLLUD [B] ORC LORD
WYVERN [B] SELCHIE
YOTONIBIL - TROLLUD ZOMBIE

MINOTAUR [A] s

‘WYORM

o —

Minotaur [C]

fHp [3500-4375

WEAKNESSES = WIND

ABILITIES FULL SWING
STEAL HI-POTION, X-POTION
DROPS AMETHYST

The Minotaur spends many of its three uctions per turn
using Full Swing to clobber the entire party in one attack.

All its attacks (including Full Swing) deal Earth damage,
so proper equipment helps to blunt incoming damage.
When the Minotaur hits 50% HP, expect to see more of its
actions spent using Full Swing.




Mythril Golem B

[T [ 7 I  The Mythril Golem starts out using Whirl Bludgeon often and relies on it more and
WEAKNESSES | — more as its HP drops closer to 0. With three actions each turn, just expect at least
RESISTS one of them to be Whirl Bludgeon. Its attacks deal Earth damage, so you should
| ABILITIES  WHIRL BLUDGEON stick with the equipment you used to take down the Minotaur. However, you're
hetter off using spells to take down the Mythril Golem. Its defense aguinst physical

' * » | DROPS AMETHYST, DIAMOND " attacks is incredibly high and there are no elemental weaknesses to exploit.

Geri [B] 8 Freki B]

WP [(FACH) 35004375 This encounter with Geri and Freki is nearly identical 3
WEAKNESSES | (GERI) WATER, (FREKI) FIRE to the fight against them in Rolan’s Soul. They’re more '
[RESISTS  [(GERI) FIRE, (FREKI) WATER powerful and each acts twice per round, but everything

ABimes  (GERI) FIRE BREATH, BERSERK (FREKI) ICE BREATH, else remains the same. Combine shields and cloaks with
MAGICK Mysterio to stand up to their powerful elemental attacks.

(BOTH) HI-POTION, X-POTION, (GERI) BOMB . s >
STEAL FRAGMENT, (FREKIANTARCTICWIND Hit Ihel.n with the propf.-r e!emenl or use non-elemental

DROPS DIAMOND spells like Leafga, Magic Might, and Desolator.

g i, “
15 Dragcn [ |

Ui } !
\ R \""'--. ‘ _ The Dragon has more actions per turn (two) than special
\ 3 A8 ‘} wgu(ugssgs ] abilities (one). Be prepured to deal with Fire-based damage,
\ A kav P because it uses Fire Brenth often throughout the fight. Stick
. | ‘ /‘" 3 ABIlITIES FIRE BREATH with Light, Dark, or non-elemental weapons and spells to
S - i, [STEALS s 200 | S e damage this hoss. You don’t need to worry about any negative

3% : X ~ DROPS ORIHALCON status effects, so doubling up on Fire protection with shields
PO TV i and dloaks is a solid strategy.

: ,JRGlan S Rekoteh

P |(ROLAN)8500-10,625, (REKOTEH) 6500-8125 These siblings euch
WEAKNESSES  (ROLAN) —, (REKOTEH) FIRE get two actions
[RESISTS [ (ROLAN) LIGHT, (REKOTEH) WATER per turn and
(ROLAN) THUNDARA, THUNDAGA, CURA, DARKRA, DARKGA (REKOTEH) THUNDAGA, CURA, BLIZZARA, BUZZAGA,  have a variety of
SILENCE, SHELL, PROTECT Black Magic at
(BOTH) POTION, HOLY BREATH; (ROLAN) ROLAN'S CLOTHES, (REKOTEH) REKOTEH!S CLOTHES their disposal. An
DROPS (BOTH) DIAMOND, (ROLAN) ROLAN'S CLOTHES, REKOTEH'S CLOTHES
Elementalist is vital

for this fight because it's lmposslble to be prepared for all the elemental dumage types that these two can bring to the battle. If you want
maximum protection, go with Water (Rekoteh’s attacks) and Light (Rolan’s attacks), and just heal through Rolan’s occasional Durk spells.

If you have problems with this battle, go after Rekoteh first. Her use of Shell and Protect, combined with her proclivity to heal, extend the
fight considerably. She’s considered to be in the back row for this fight, so use weapons that target the back row first combined with Fire
spells to take her down.



’Il'i"al I@W@r The reward for defeating the boss on Level 100 is the Scribe Crown. @

From the town of Urbeth, fly north and slightly east. There’s a peninsula that sticks into the water in the area, and the fower is there.

) ENEMIES IN TRIAL TOWER  (

IKKAKU [C] WYVERN [B]
LIZARDMAN [C] BRAINSHARK [A]
'MYCONID [C] BUFFOHELM [A]
ORCC] DEMON [A]
AIR RAY [B] VAMPIRE BAT [A]
BASILISK [B] — : CARBUNCLE
T IE — w SHADE TROLLUD
RGO — Q SCYLLA
BLOOD BAT[B] \V OCEANUS l&
HELLHOUND [B] & TOKKAKU - ¥
OGN B S Nl NIDHOGG L Wi
'LAMIA [B] ALRAUNE - - &
MANDRAGORA [B] PUMPKING ' @/
T ¢ / —
MEDUSA [B] FUNGUS = :
RATTATOX [B] IBED JELLYR e o ‘
ROCK GOLEM [B] LEVEL 40 ITEMS FOR SALE
ITEM cosT DESCRIPTION
SKELETON [B] X-POTION 400 PROVIDES A GREAT BIG HP BOOS.
4 PHOENIX DOWN 100 BRINGS YOU BACK FROM THE DEAD.
SUCCUBUS [B] HI-ETHER 10,000 RESTORES YOUR AP.
: - KUNAI 20,000 ATIACK +10
e 0BORO 50,000 ATTACK +20, EVADE +20%
TROLLUD [B] GIANT NEEDLE 25,000 ATTACK +17

,
Demon Prince

M The Demon Prince uses its three actions per turn to hit the party
WEAKNESSES ~ WATER with either Fire damage (two spells) or Dark damage (from

Bladeblitz, World of Dark, or its melee attacks). Watch out for a
ABILITIES  BLADEBLITZ, WORLD OF DARKNESS, FIRA, FIRAGA variety of negative status ailments. Melee swings ¢can Curse or

HI-POTION, X-POTION Blind, while World of Dark has a chance to inflict anything.
DROPS AMETHYST




Buffohelm 8 Ghoul

(WP [(BUFFOHELM) 4000-5000, (GHOUL) 3500-4375 Both enemies act twice per round of

WEAKNESSES  (BUFFOHELM) FIRE, (GHOUL) — combat and use a variety of Black Magic

spells. The Buffohelm’s melee attacks

ABiLmEs  (BUFFOHELM) CURSE, SILENCE, BREAK, POISON, FLASH, have a chance to inflict Curse or Silence,
FIRAGA (GHOUL) DARKRA, DARKGA, SILENCE, DEATH, CURSE  while the Ghoul’s attacks can Poison or

POTION, H1-POTION, X-POTION reduce the target’s stats.

DROPS AMETHYST, DIAMOND

 Greaps

\] r [N YT/ Greaps acts three times each turn and favors Aeroga as its primary
\} . » L WEAKNESSES — attack. Greaps mixes in Thundara, but you're likely to see Aeroga far
o < % \  [EEIETDETTEN  more often. Its melee attacks deal Wind-nided dumage and can either
e - £ \

g i re 1 . ML\ ABILIIES  AEROGA, THUNDRA, CURA  silence its target or put the target to sleep. Greaps is completely
iy,._fr"x b & \ HI-POTION, X-POTION immune to hoth Wind and Earth attacks, so remove any spells or
3 - DROPS DIAMOND weapons with those elements before you take it on

| '
.
.
P s

L o Black Dragon

I W
b J“‘ﬁ“ 3 m_ All of the Black Dragon’s attacks that deal damage have a
\ } WEAKNESSES — Dark-element component to them, while the Black Dragon
\ Qe %(," [EE TN is immune to Dark dumage entirely. You don’t have any
A ‘__\ { {’r*"”‘ ABILITIES DARK BREATH, DARKGA, SUPPRESS, CURA weaknesses to exploit in this fight, but if you’re looking

» GET N for an edge, the Black Dragon’s magic defense is slightly
: ~|DROPS ORIHALCON lower than its physical defense, so go after it with spells
epy 5_“ Pt e I that don’t inflict Dark dumage.

R

~ = Adventurers; faithful fox T

[HP [(ADVENTURER) 9000-11,250 (FAITHFUL FOX) 5000-6250
WEAKNESSES —
RESISTS | (ADVENTURER) — (FAITHFUL FOX) FIRE

| apimes  (ADVENTURER) BERSERK, PROTECT, SUPPRESS, CURA, CURAGA (FAITHFUL FOX) MAGICK, PROTECT, SHELL, BERSERK, CURSE, DEATH, BREAK, CONFUSE,
y FLASH, POISON, SILENCE, FIRA, CURA, CURAGA

[STEAL [(BOTH) POTION, (ADVENTURER) ADVENTURER'S GARB, HOLY BREATH (FAITHFUL FOX) HI-POTION, RAVEN'S YAWN

DROPS (BOTH) DIAMOND, (ADVENTURER) ADVENTURER'S GARB (FAITHFUL FOX) PHOENIX DOWN, X-POTION

EXTRAS

Both the Adventurer and the Faithful Fox act twice per turn, hut they perform completely different functions. The Faithful Fox focuses on support
abilities and hitting the party with negative status effects. The Adventurer spends his actions trying to annihilate individual party members
with Berserk-enhanced melee attacks that can Silence or Poison when they land. The Faithful Fox’s attacks actually deal Fire damage and include
a possibility of Paralysis or Confusion on a successful attack, but lucky for you, the vulpine enemy rarely chooses to do this.

There’s not much in the way of elemental damage to avoid, but the Adventurer is a nightmare if you don’t do something to hlunt his attacks.
Bring a Bard (for Motet and Fugue) and Scholar (for Quell) or, better yet, bring hoth. Take down the Faithful Fox first, as it spends as much time
hoosting and healing the Adventurer as it does trying to drive you crazy by throwing almost every Dark Magic spell possible at your party.



Ty 1y oes(par 1y
TOWER OF THE SKY(PART 1)
l 14 |7 52.65
) VARIAB — Ju 6 s 25 IX 7
8 POISON_ SILENCE BLINDNESS (10%)
B i ER WIND  EAR
2 HALF

WEAK —

20 STRENGTH 9 NTEL 11 PIR 10
FIRE LV.] TTACK [ ACCU (05) (728 DEFENSE 4
MAGIC DEFE! 4 ASIO 6 ASIO 10

TAME (SCHOLAR)
ATTACK PROFICIENCY

SAPPHIRE (37.6%)

por ek (1) Hosn

R Acic PRoiciency %) |IICI EVASION CORREGTION
@ABILmES WATERGA/FIRE/FLAME BLAST [A

FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

[EI MAGIC EVASION CORRECTION

PHOENIX DOWN (40%)/DRAGON WING (25%)/BOMB FRAGMENT (5%)
EMERALD (3.9%) | DRAGON WING (5.1%) | GALE GAUNTLET (2%)




The primary locations where you encounter each enemy. Part | means the encounter fakes place

() ENCOUNTERED before defeating Rolan in Rolan’s Soul. Part Il means everything that follows.
If an enemy has multiple actions per round of combat, or is a flying enemy, the information

(@) # ACTIONS, FLYING appears here. Flying enemies are immune fo the Quake line of spells, but fake more damage from
certfain types of weapons.
They have the same effect for enemies as they do-for the characters you control during the

(3) ENEMY STATS i

() VARIABLE LEVEL

A YES indicates the creature has a Variable Level. See next page for more information.

@ WEIGHT Used in battle calculations. See Game Basics for more information.
@ ABILITY SPEED The speed of the enemy’s melee attack.

If an enemy has elementbased domage added to its regular damage, the information is
(7) ATTACK ELEMENT

given here.

INFLICTS

The negative status ailments the enemy’s melee atiack may inflict, and the percentage chance of
application on a successful attack.

The enemy’s resistance to the six elements. The possible values are: Half {takes half damage);

(9) ELEMENTAL DEFENSE Weak (takes extra damage}; No Effect (takes no damage); Absorbs (Damage amount heals
instead of hurts); or Reflects (spell effect hits caster instead of enemy).
IMMUNE TO The creature is immune fo any negative status effect that appears here.

(1) TAME, POT LUCK,

If the value is YES, the creature is vulnerable to these Crown-specific abilities.

EVASION CORRECTION

FORBIDDEN ART, CAPTURE

@ ATTACK PROFICIENCY, These values have two functions. First, they are used in combat situations as described in the
MAGIC PROFICIENCY EVAS | Gonie Bosics: Second, they are used in the calcultions for Variable Level enemies on the oppsoite
SION CORRECTION, MAGIC

page.

(13 ABILITIES

A list of the abilifies available to the enemy. Details about each ability are provided on the
following pages.

EXPERIENCE POINTS

The possible rewards.

(15 STEAL

The items obtained through the use of various Bandit abilities. Each enemy encountered carries
only one of the items.

DROP

Each enemy drops up to four potential items or gems when defeated. The percentages indicate the
likelihood of each item dropping at the end of batle.




Enemies that Scale with the Parfy's Level

In the first part of the adventure, batiles are generally easier when your party’s levels are higher than those of the enemies
they face. However, after defeating Rolan in Spelvia, there are many monsters whose levels and stats increase in relation

to the party’s average level.

MONSTER ABILITY LEVEL REVISER

Any enemy with a “yes” next to “Variable Level” scales with the party’s level. (If the party’s average level is lower than
that of the monster, there is no change.) Its HP, Strength, Intellect, Spirit, Attack, Magic Defense, Hit Rate, and Evade stats
change based on the following formulae. There’s no way fo see enemy data in the game; you must refer to this section of

the guide.




MINIMUM HP Enemy HP base value + [(Party average level — Enemy base level) x 2]

MAXIMUM HP Minimum HP x 1.25

SRt Efwe'my Strength base value + (Party average level — Enemy base level) x (12 + Enemy Physical Attack reviser)
divided by10})
Enemy Intellect base value + (Party average level — Enemy base level) x (1-(2 + Enemy Attack Magic reviser)

INTELLECT g
divided by10))

PR Enemy Spirit base value + (Party averge level ~ Enemy level) x (142 + Enemy Magic Evade reviser) divided
by10))

TACK Enemy Attack base value + (3 + (Party average level — Enemy level) x (Enemy Strength base value divided

by 24))

MAGIC DEFENSE

Enemy Magic Defense base value + 2 + (Parly average level — Enemy level] x (Enemy Spirit base divided by 100)

HIT RATE

Enemy Hit Rate base value + 95 + (Party average level — Enemy level divided by10)

EVADE

Enemy Evade base + (Party average level — Enemy level divided by10) x (5 - Enemy Evade reviser)

A Liftle Random

For every creature (even those with stafic levels), HP could be any
number in the range between the Minimum HP and the Maximum HP.

When adjusted with the following formulae, Strength, Intelligence, Spirit,
and Evade are also random fo a degree.




ELEMENTAL

ABILITY NAME COMPONENT

ENTIRE

Tae Enemies MET IN BATTLE

The following pages provide greater detail for all the enemies and bosses encountered in Final Fantasy:
d P

The 4 Heroes of Ligh{. Many enemy abilifies are {the same spells available to your pary buf the abilities

unique to the creatures in final fantasy: The 4 Heroes of Light are summarized in the following {able.

POWER

ACCURACY

BNy ABIITES

ABILITY
SPEED

DIMINISHED
EFFECT

DESCRIPTION

! AIR STORM WIND PARTY 7 98 20 —_ WIND-ELEMENT ATTACK
ARCANE FORCE Lo e s 10 — | NON-ELEMENTAL DAMAGE ATTACK, 30% CHANCE TO INFLICT STATUS DOWN ON TARGET
1 ENTIRE
BLADEBLITZ DARK LV.2 PARTY 6 95 5 YES DARK-ELEMENT ATTACK
| BALL OF FiRE b 17 95 10 YES FIRE ELEMENT ATTACK
BEZETEOR - SELF 0 200 1 — FALLS TO THE GROUND AND TAKES ADDITIONAL DAMAGE
BIGBANG = eS| vin 150 0 - HON-ELEMENTAL DAMAGE ATTACK
| BLACK HOLE - ONE TARGET 0 95 1 - REMOVES TARGET FROM BATTLE FOR 4 TURNS
|Bustorar Sl e 9 2 YES | WIND-ELEMENT ATTACK
BLAZE : A 18 150 10 — FIRE.ELEMENT MAGIC ATTACK, 10% T0 CONFUSE TARGET
BLIZZARD DANCE ke sz 95 2 | WATER-ELEMENT MAGIC ATTACK
{ BLOODFEAST — ONE TARGET 2 95 5 — NON-ELEMENTAL DAMAGE ATTACK, RESTORES SOME HP
CHARGE CsaF |0 00 | 100 — | PREPARING TO USETIDALWAVE
‘ DARK BLAST DAR ONE TARGET 8 98 10 - DARK-ELEMENT MAGIC ATTACK, 50% TO INFLICT CURSE ON TARGET
oark sReAT [T et sl o — | DARK-ELEMENT MAGIC ATTACK s
ENTIRE
DIAMOND DUST PARTY 9 95 20 —_ WATER-ELEMENT MAGIC ATTACK
[owe_ SR ONETARGET| 2 95 10 - NON-ELEMENTAL DAMAGE ATTACK
EARTH BLAST ONE TARGET 2 98 10 — EARTH-ELEMENT MAGIC ATTACK
EARTHQUAKE AL AR T 0 — | EARTH.ELEMENT ATTACK, 10% CHANCETO BLIND TARGET A
ENTICE [A) — ONE TARGET 5 95 10 — CONFUSE TARGET
ENTICE (6] — [owemreEr| 3 | 95 10 — [conrusemarcr
} FALL OF ANGELS —_ EP’:L‘?YE 112 200 1 - PHYSICAL DAMAGE ATTACK, 5% OF INFLICTING NEGATIVE STATUS EFFECT
ERREEE ENTIRE. : o g ' ' Vi
FIRE BREATH [A] Ll b 9% 10 YES | FIREELEMENT MAGICATIACK
‘ ENTIRE
FIRE BREATH [B] PARTY 1 95 10 YES FIRE-ELEMENT MAGIC ATTACK
FIRE BREATH [C] e ) 00 | 10 — | FReEEMENT MAGIC ATIACK
“ FLAME BLAST [A] ONE TARGET 5 98 10 —_ FIRE-ELEMENT MAGIC ATTACK
FLAME BLAST [B] eSS e e 10 — | FIREELEMENT MAGIC ATTACK G
. FLUTTER EFFECT ONE TARGET 5 98 10 e WATER-ELEMENT MAGIC ATTACK, CHANCE TO CONFUSE TARGET
FLY SWAT S el 50 5 \ES NON-ELEMENTAL DAMAGE ATTACK
FULL SWING — EP’?K‘;‘YE 5 70 5 YES NON-ELEMENTAL AND PHYSICAL DAMAGE ATTACK
| GoBLIN STRIKE — [owemrerr| 2 9 5 = NON-ELEMENTAL DAMAGEATIACK
| HASTE — SELF 0 100 30 — INCREASES ACTION SPEED
[ Hure —  Jonemeear| 8 % 5 | NON:ELEMENTAL AND PHYSICAL DAMAGE ATTACK
> ENTIRE
|CE BLAST DA PARTY 8 98 10 — DARK-ELEMENT ATTACK
ICEBREATH el ] e s 10 YEs WATER-ELEMENT ATTACK
IMPALE ONE TARGET 3 98 5 —

EARTH-ELEMENT ATTACK



0 13 DESCRIPTIO

ENTIRE :
IRON BLAST i Bl 0 95 10 = RAISES DEFENSE
JUDGMENT BOLT = ENTIRE 5 200 10 s REDUCES TARGET'S AP T0 0

PARTY

ENTIRE
LIGHTNING il 18 150 20 e LIGHT-ELEMENT ATTACK, 10% CHANCE TO PARALYZE TARGET
LIGHTNING
BOLT [A] ONE TARGET 7 95 10 — LIGHT-ELEMENT MAGIC ATTACK, 60% TO PARALYZE TARGET
LIGHTNING ENTIRE
S AR 7 98 10 YES LIGHT-ELEMENT MAGIC ATTACK
LIGHTNING ENTIRE
BOLT [C] PARTY 8 98 10 YES LIGHT- AND WATER-ELEMENT MAGIC ATTACK
LGHTMING ENTIRE
sl IR 8 98 10 YES LIGHT-ELEMENT MAGIC ATTACK, 50% CHANCE 0 PARALYZE TARGET
MARKING —_ ONE TARGET 2 95 10 — INFLICTS STATUS DOWN ON TARGET
MASH ONETARGET| 4 95 5 = WATER-ELEMENT AND PHYSICAL DAMAGE ATTACK
MERGE — ONE TARGET 0 95 5 — UNITE WITH ANOTHER SLIME; HP, STRENGTH, AND INTELLECT ARE COMBINED
MIGHTY SLAP ONETARGET| 8 95 5 = WATER-ELEMENT AND PHYSICAL DAMAGE ATTACK
MOONLIGHT ENTIRE .
CURSE - PARTY 0 100 20 - REDUCES TARGET'S PSYCHE UP LEVEL BY 100
ORCSTRIKE —  |onemreer| 4 30 5 o PHYSICAL DAMAGE ATTACK
PERFORMANCE EP’;‘:K‘I"‘YE 0 50 10 —_ WIND-ELEMENT ATTACK, 55% CHANCE TO PUT TARGET TO SLEEP
PETRIFY —  |onemrcer| 3 95 10 = CHANCE TO TURN TARGET INTO STONE
SANDSTORM EP';LI:YE 8 95 20 YES EARTH-ELEMENT ATTACK, 50% CHANCE TO BLIND TARGET

ENTIRE
SCREAM = Ly 4 95 10 = MAGIC DAMAGE ATTACK, 15% OF INSTANT DEATH
SIDEWINDER E;:{RI{KYE 26 95 10 YES EARTH-ELEMENT ATTACK, 15% CHANCE OF INFLICTING NEGATIVE STATUS EFFECT
SLASH/N DASH —  |onemreer| 80 5 = PHYSICAL DAMAGE ATTACK
sLow % ONETARGET| 0 100 20 = SLOWS TARGET
SPORE 2 el 0 95 10 s NON-ELEMENTAL DAMAGE MAGIC ATTACK, 55% CHANCE TO POISON TARGET
sTop - ONE TARGET 0 100 30 — RENDERS TARGET UNABLE TO ACT
TIDAL WAVE Sl 500 200 10 8 WATER-ELEMENT ATTACK
TSUNAMI E;;::.IYE 18 150 15 — WATER-ELEMENT MAGIC ATTACK, 10% TO POISON TARGET
UNBREAKABLE = SELF 3 9 200 B BECOMES IMMUNETO PHYSICAL ATTACKS
VITRIOL - ONE TARGET 3 95 10 —_ INFLICTS STATUS DOWN ON TARGET
WALLOP —  [owemreer| 3 95 5 g PHYSICAL DAMAGE ATTACK
WATER BLAST E,,m’;‘ 2 95 10 22 WATER-ELEMENT MAGIC ATTACK, 25% TO INFLICT POISON ON TARGET
WATERSPRAY Gl 6 95 20 YES WATER-ELEMENT MAGIC ATTACK, 33% CHANCE TO INFLICT SILENCE, SLEEP, PARALYSIS, POISON, AND CONFUSION ON TARGET
WHIRL
BLUDGEON [A] _ ONE TARGET 4 95 5 —_ NON-ELEMENTAL AND PHYSICAL DAMAGE ATTACK
WHIRL ENTIRE
ok o] i SIS 3 95 5 h NON-ELEMENTAL AND PHYSICAL DAMAGE ATTACK
WHIRL ENTIRE
BLUDGEON [C] —_ PARTY 4 95 5 — NON-ELEMENTAL AND PHYSICAL DAMAGE ATTACK
WHIRL ENTIRE
b Y TR 3 80 10 YES NON-ELEMENTAL AND PHYSICAL DAMAGE ATTACK
WO0O0D BLAST - ONE TARGET 3 98 10 —_— NON-ELEMENTAL DAMAGE ATTACK

ENTIRE 8 98 YES DARK-ELEMENT MAGIC ATTACK, 50% TO SILENCE OR CURSE TARGET 3

e



ENCOUNTERED

LEVEL ] 45.56 WEIGHT STRENGTH B ieweer  EE seiRm

VARIABLE LEVEL TTACK ELEMENT  [UTaT= XK MM IArrAci e I lsccoracy = 7N DeFaise s
INFLICTS e e cicoerense [ evasion I macic evasion BT
ELEMENTAL R WATER | WIND_ || EARTH | CULIGHT|  DARK

DEFENSE A :

IMMUNETO £ _

TAME (SCHOLAR) BETE pot LUCK (PARTY HOST) YES

ATTACK PROFICIENCY “ WAGIC PROFICIENCY

ABILITIES E/LIG 5 X
EXPERIENCE POINTS _slm moaux  DOWN (40%)/SLEEP RING (mwmncncwmn 5%)

DROP TOPAZ (37.6% SAPPHIRE (3.9% PHOENIX DOWN (10.2%) | ECHO HERBS (5.1%)

MOC m
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ST por wuck (party ost) TSI FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
BV EVAsioN CORRECTION [ MAGIC EVASION CORRECTION

EXPERIENCE POINTS : ECHO HERBS (40%)/HI-POTION (25%)/ANTARCTIC WIND,(5%)
DROP i i | H1-POTION (10.2%) | ETHER (5.1%)

ENCOUNTERED

WEIGHT ] B 12 GO 10 [T
VARIABLE LEVEL [ ABILITY SPEED EAT!A(KE[EMENT M_Am | 8 [rieses] os |

INFLICTS B CURSE, STATUS DOWN (15%) MAGIC DEFENSE T EvASION R WAGIC EVASION..

ELEMENTAL | WIND | EARTH | LIGHT |
DEFENSE T

IMMUNETO [
TAME (SCHOLAR) IS poT LuCK (PARTY HoST) m FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY BEW wcicprofcEN Y. | n EVASION CORRECTION n MAGIC EVASION CORRECTION _| R
ABILITIES A LEN ASH_ SAEAT B R
EXPERIENCE POINTS [P s1ea CURSED BLADE uoxvnou BREATH (25x)/cunsz RING (sx)

DROP AQUAMARINEG7.6%)  [EMERAID(39%)  [CROSS(102%)  [CURSEDBLADE(5.0%) |
SRl )M a%) IG0% (1026 [WRSHD BUDE 5.1%)




EH(OUNIERED

T 2 [ IEZ2Z7TI weiHT — SRENGTH [P inTELLECE 4
vARIABLE LeveL TN amiwiry spee T ATrack eLement  ETTTAUA I ArrAckom e IO Cciacy n DEFENSE
INFLICTS (15 macicoerense  JETH evasion MAGIC EVASION

ELEMENTAL EARTH LIGHT
DEFENSE

IMMUNETO  £el]:¥ —
TAME (SCHOLAR) 201230 POT LUCK (PARTY HOST) m FORBIDDEN ART (SHAMAN) E“ E CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY IR Acic PROFICIENCY IS evasion correciion VI MAGIC Evasion (oaksmou
s U A
ABILITIES ' ¥

EXPERIENCE POINTS 4 B PHOENIX DOWN usx)/uow BREATH.(5%)

DROP AQUAMARINE (37.6%) CROSS (7.8%) CURSED BLADE (7.8%) I(URSE RING (2%) l

ENCOUNTERED

LEVEL ‘ | inTewee TN SiRiT
VARIABLE LEVEL DARKLVI | ; n ACCURACY | IETH DEFENSE
INFLICTS _ [T MAGICDEFENSE | I Evasion  MAGIC EVASION

ELEMENTAL =
DEFENSE —

IMMUNETO [
TAME (SCHOLAR) 3 POT LUCK (PARTY HOST) CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY n MAGIC PROFI(IEH(Y [T 1AGIC EVASION CORRECTION
ABiLTIES @ % § T
EXPERIENCE POINTS

DROP { RUBY (3.9%) CROSS (10.2%) CURSED BLADE (5.1%

ENCOUNTERED

LEVEL EIEE- WEIGHT _ STRENGTH [T nteLec

VARIABLE LEVEL T3] Asiury speep BT ATTACK eLement [T ] ATTACK I ‘Accuracy

CURSE, STATUS DOWN (15%) MAGICDEFENSE (I Evasion. | MAGIC EVASION

ELEMENTAL
DEFENSE

FORBIDDEN ART (SHAMAN) 3| CAPTURE (BEASTMASTER)

ABILITIES
EXPERIENCE POINTS

DROP ; : i ] [CURSERING (25%) |

ENCOUNTERED

TAR CHAMBER(PART | 3
LEVEL 23 [T EM- WEIGHT _ SRENGTH [V intetecr TN SeiRiT
VARIABLE LEVEL [ ABiLITY speED IR ATTACK ELEMENT ~ | ccuraey | [T berense
INFLICTS ‘ I EVASION MAGIC EVASION
ELEMENTAL
DEFENSE
T — i) X ‘
TAME (SCHOLAR) [T por Luck party Hos)  [BETE30 FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY || MAGIC PROFI(IEN(Y n EVASION CORRECTION “ MAGIC EVASION CORRECTION
ABILITIES I 3 :

1 X > ﬂi“e=! gg :
EXPERIENCE POINTS _ STEAL HOLY KNIFE (40%)/HOLY. BREATH (25%)/CURSE RING (sx)
DROP AQUAMARINE (37.6%) SAPPHIRE (3.9%) CROSS (10.2%) CURSED BLADE (5.1%

ENCOUNTERED

LEVEL 725 [T Em-wnsm — RENGTH 5 DA 10 [

VARIABLE LEVEL  [TZ3) ABiLITY speeD TR ATTACK ELEMENT ; nmuucv /M oerevse
INFLICTS CURS! suwsnnvm(lsx) MAGICDEFENSE | RN EVASION RN MAGIC EVASION
ELEMENTAL B0 warer | WiND™!| EARtH | CULIGHT]  DARK i

DEFENSE

IMMUNETO [T R S PG O :

TAME (SCHOLAR) YES E BETE3 CAPTURE (BEASTMASTER)

ATTACK PROFICIENC n MAGIC EVASION counzcnou

ABILITIES e ——
EXPERIENCE PUINIS PHOENIX DOWN (25%)/HOLY BREATH 5%)

DROP AQUAMARINE(37.6%)  [CROSS(7.8%) o {HOLY KNIFE (7.8%) | RING (2%)




ENCOUNTERED ST
o BA HP 6075 WEIGHT

VARIABLE LEVEL [ aBiLimy seeD [T ATTACK ELEMENT mzm-g | Accuracy. | IEEN DEFENSE

INFLICTS AT T A MAGIC DEFENSE I Evasion EH iacic evasion: | IE
ELEMENTAL &8 WATER WD || EARTH. | FREIGHT  DARK

DEFENSE B — | weaK |nOEFR

IMMUNETO 2

TAME (SCHOLAR) BT por uck earrynosn) ST FORBIDDEN ART (SHAMAN) BT ceruRe (BEASTIMASTER) [
ATTACK PROFICIENCY EE MAGIC PROFICIENCY [BEI £VASI0N CORRECTION IEI MAGIC EVASION CORRECTION B

ABILITIES_ EQI) 3 . = : s
EXPERIENCE POINTS 2~ B FLAME DAGGER (40%)/HOLY BREATH (25%)/CURSE RING (5%)
DROP AQUAMARINE (37.6%) LAPIS (3.9%) CROSS (10.2%) CURSED BLADE (5.1%)

ROLAN'S SOUL{PART If

ENCOUNTERED

LEVEL [ 25 3 185231 LIGA0
VARIABLE LEVEL aBiLTY speeD [T ATTACK ELEMENT
INFLICTS CURSE, STATUS DOWN (15%)

ELEMENTAL : [ winp_ | eaRTH. | FUHGHT!  DARK
DEFENSE i S | NO EFFECT]
IMMUNETO KT

TAME (SCHOLAR) I otk earry Hosr) BSEEM ForaioDEN ART (shAMaN) TR CAPTURE (BEASTMASTER) ==
ATTACK PROFICIENCY I MAGIC PROFICIENCY “ EVASION CORRECTION n MAGIC EVASION CORRECTION A
ABILITES  NITYS :
EXPERIENCE POINTS 12 STEAL FLAME DAGGER (40%)/HOLY BREATH (25%)/cun5£ RING (5%)
DROP AQUAMARINE (37.6%) LAPIS (3.9%) CROSS (10.2%) CURSED BLADE(5.1%) |

BT ieceer | IEIMN SPIRiT [ 22 |
ATTACK™ 1P AccUracy | [ IDEFERSE [ 10 |
JAGicDErensE. | IO Evasion. | BRI imacic evasion IETI

JOWER OF THE SKY(PART
STAR

S = FHYING
LEVEL | 25 [ 138173 LGE STRENGTH BN INTELLECT m SPIRIT 18 |
il o § i | 5 |

VARIABLE LEVEL B2 AgiLiTy speeD. JET ATTACK ELEMENT AT i

INFLICTS N oc oercvse T Evision ﬂ wacicevasion | IE2N
ELEMENTAL IR WATER | WIND  EARTH || LIGHT

DEFENSE WEAK | — | amsomss| —

IMMUNETO B8 3

TAME (SCHOLAR) BT porwuck (eariy tos) RGO ForaIneN ART (sHamaN) (BTSN CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY - MAGIC PROFICIENCY [ Evasion CORRECTION I 1AGIC EVASION CORRECTION

LUI[1) |39 SHELL/IRON BL Db P AT SR
EXPERIENCE POINTS 14 HI-POTION (40%)/PHOENIX DOWN (25%)/BOMB FRAGMENT (5%)

LAPIS (37.6%) AQUAMARINE (3.9%) HI-POTION (10.2%) PHOENIX DOWN (5.1%)

ENCOUNTERED RNE AR Y — ___FLYING __J

!IHP Gt B ivetieer I spikir [ 3]
VARIABLE LEVEL B ABILITY SPEED mmA(K ELEMENT _ A e Acciracy. | KT oerense. B

W iciceasion | BEM

INFLICTS R e moicoerese  [EEEH evasion

ELEMENTAL  LCFIRES EARTH. | LIGHT ]
DEFENSE ‘

M por ek eakiy o) [BETEI FoRBIDDEN ART (sHAMAN) [T CAPTURE (BEASTMASTER)
-. EVASION CORRECTION n MAGIC EVASION CORRECTION

EXPERIENCE POINTS POTION (40%)/PHOENIX DOWN (25%)/RAVEN’S YAWN (S%)
DROP i PHOENIX DOWN (5.1%) | GALE GAUNTLET (2%)

MYSTERIOUS TOWER (P

ENCOUNTERED

VARIABLE LEVEL  [ET3] ABILITY SPEED mmA(KELEMENT _me(l(_* |ACCURACY. JEFEN
T macic Derense  [ETM evasion BT macic evasion I

ELEMENTAL

DEFENSE

IBT por LUCk (PARTY HOST) 'FORBIDDEN ART (SHAMAN)  [BETZIM CAPTURE (BEASTMASTER)

_ I/ ewssioncorecrion | JIRI MAGIC EVASION €

EXPERIENCE PUINTS
DROP

TRAT:



ENCOUNTERED

13738
VARIABLE LEVEL
INFLICTS

JAccuRAGY
n EVASION

MAdic DEFENSE

ATTACK PROFICIENCY I MAGIC PROFICIENCY
ABILITIES  EFTT: :

EXPERIENCE POINTS 14 STEAL ANTIDOTE (40%)/X-POTION (25%)/GREAT TREE LOG (5%)
DROP SAPPHIRE (37.6%) EMERALD (3.9%) | ANTIDOTE (10.2%) | GREAT TREE SWORD (5.1%)

I MaGIC EvaSioN CORRECTION
S| MAGIC EVASION CORRECTION  [B:

ARGARGOYLE[A]

ZTTO]IT) 2.1 J T OWER OF THE SKY(PART | ]

m__ FLYING

LEVEL 17 [ SIRENGTH [ wteuter | [EVAN spiim
VARIABLE LEVEL [ npiun speep B ATACK ELEMENT [ETTTCI ATTACKT I AccUrAcy. | T brese

5 | 3 |
evasion 2 macicevasion  IRT

INFLICTS MAGIC DEFENSE
H WATER | WiND ]

EXPERIENCE POINTS 10 STEAL

DROP SAPPHIRE (37.6%)

HI-POTION (40%)/GAIA DRUM (25%)/BOMB FRAGMENT (5%)

AQUAMARINE (3.9%) HI:POTION (10.2%) FLAME GAUNTLETS (5.1%)

MGARGOYIEB]

IO 02 M (AL TOWER (PART - jI
LEVEL (50 I3 WEIGHT STRENGTH
VARIABLE LEVEL 733 ABILITY SPEED mmAcx ELEMENT m-muq_
INFLICTS MAGIC DEFENSE

ELEMENTAL 2 2ol WATER WIND | EARTH | UGHT] DARK
T~ | | we [womsa] — | o |

) POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN)  JIETZ3M CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY IS MaGiC PROFICIENCY VI evasion correcTion IS MAGiC EVASION CORRECTION
MU MAGICPROFICIENCY SV EVASION CORRECTION [\ ‘
ABILITIES ELL/IRON BLAS]

EXPERIENCE POINTS [T sveal POTION (40%)/HI-POTION (25%)/BOMB FRAGMENT (5%)
LAPIS (37.6%) HI-POTION (7.8%) — FLAME GAUNTLET (2%)

ENCOUNTERED

WEIGHT STRENGTH | IREM interteer | IR SpiRiT
VARIABLE LEVEL 72 Agiuiry speep  [IETI ATTACK ELEMENT EH!E_Amqg O M Accuracy G DEFeNsE

INFLICTS mAGICoErense | IO evasion G macic evasion. [
ELEMENTAL Lﬁ’:ﬂ WATER | WIND
DEFENSE ;

N —
TAME (SCHOLAR) BT por ek parivios) [BETEI FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY I MAGIC PROFICIENCY n EVASION CORRECTION n HAGIC EVASION CORRECTION

BREATH [A
EXPERIENCE FUIN'S L) STEAL BOMB FRAGMENT (40%)/HI-POTION (25%)/!"15! 5“)
LAPIS (37.6%) RUBY (3.9%) BOMB FRAGMENT (5.1%

LONE WOLF (2%)

ENCOUNTERED

: l[llmmm B 16 BT
ccaracy” | ETH

n EVASION

VARIABLE LEVEL T3 AiLiTy speep [T ATTACK ELEMENT Emm_mcx NIEREE

INFLICTS _ MAGIC DEFENSE

ELEMENTAL
DEFENSE

T — : ;
TAME (SCHOLAR) IETE porwuck pakiy ost) (B3N FORBIDDEN ART (SHAMAN) APTURE (BEASTMASTER)
ATTACK PROFICI mciceropicieney VS EVASION CORRECTION

ABILITIES




25 Wty 118-148 — i STR 12 18 Bk 18
YES I peep [EEH A AR ATTA ACCURA 3

WD || eARTH | OGGHT.]  pARK

LEVEL N e ] 2 el 2 [
VARIABLE LEVEL EAsnmstm mnm\txumm _Am | A = IETH e

INFLICTS N v:cic ocrense  ET evasion I wacic EvASION

IMMUNETO B

TAME (SCHOLAR) IETZ3 POT LUCK (PARTY HOST) B FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY I MAGIC PROFICIENCY n EVASION CORRECTION “ MAGIC EVASION CORRECTION
JUTTIIO0N GOBLINSTRIKE s E A :
EXPERIENCE POINTS 2 STEAL STEELSTEAR (40%)/111 POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY (37.6%) T0PAZ (3.9%) HI-POTION (5.1%) —

ENCOUNTERED

LEVEL mnp mms WEIGHT 36 [inzemmn] 28 |
vaRIABLELEVEL 23 asiuimy speep [N ATTACK ELEMENT _A, i 8 37 [ 150 [ S|
INFLICTS R 1 oerense BT evasion EH wacicevasion | P
ELEMENTAL  LOFIRELS] WATER | WIND || EARTH  © LIGHT
DEFENSE [EEEES 2%
IMMUNETO" [T
TAME (SCHOLAR) RT3 POT LUCK (PARTY HOST) YES Y
ATTACK PROFICIENCY I MAGIC PROFICIENCY A
JLTTH1 (133808 GOBLIN STRIKE e B : B A
EXPERIENCE POINTS 100 STEAL POTION (4oxvm POTION (zsx)/RAvm's VAN (5%)

RUBY (37.6%) POTION (7.8%) = TEMPEST PIKE (2%)

ENCOUNTERED

LEVEL
VARIABLE LEVEL [ agiuiTy speeD [T ATTACK ELEMENT [B A [ACCURACY.
INFLICTS e waoic oerense (R evasion

A wacicevasion I

TAME (SCHOLAR) IET20 POt LUCK (PARTY HOST)  [BRUCII FORBIDDEN ART (SHAMAN)
ATTACK PROFICIENCY [P MAGIC PROFICIENCY

ABILITIES R ] T

EXPERIENCE POINTS

DROP

ENCOUNTERED

N A ROK
LEVEL 13 JTTIGT o 22 R
VARIABLE LEVEL BT ABILITY sPeeD. TN ATTACK ELeMenT RN P Accuracy O DeFENSE

INFLICTS mmnm_ WAGICDEFENSE TN Evasion I MAGICEVASION

ELEMENTAL  LOEIRESY WATER | WIND. || EARTH | ULIGHT! _DARK
DEFENSE '

IMMUNETO [Tar03
TAME (SCHOLAR) T230 FORBIDDEN ART (SHAMAN)  [BETZ3 CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY N I EVASION CORRECTION I MAGIC EVASION CORRECTION
ABILITIES : SR 5 R e e

EXPERIENCE POINTS I GOLD NEEDLE (40%)/FOSSIL CAPE (25%)/HOLY BREATH (5%)

DROP [AQUAMARINE(37.6%)  [SAPPHIRE(3.9%)  [HL-POTION(5.1%)  [COURAGERING (2%) |
: s e S SAPPHHIEB.?X) POTION ( — | COURAGE RING (2%) A




MHELLHOUND [B]

ENCOUNTERED

RBETH AREA (PAR
HUNTIN

LEVEL (13 [T 51.64 WEIGHT = (STRENGTH [T (inreccecr | IET lspikiy
VARIABLE LEVEL [P apiiiry speep T ATTACK ELEMENT I ccuracy. | IEM ierenise. )

INFLICTS MAGICDEFENSEL T EvAsion A macicevasion T
ELEMENTAL IRE_| WIND™| [ EARTH
DEFENSE

IMMUNETO =5

TAME (SCHOLAR) TS Por LUCK (PARTY HosT) FORBIDDEN ART (sHAMAN) TSR caPiuRe (seastasTeR) RS
AL PoTLuck (PARTY HOsT) T

ATTACK PROFICIENCY I Gic PROFICIENCY I vasion correciion VN MAGIC EVASION CORRECTION C
FEIIVIIZI FIRE BREATH [A 3

EXPERIENCE POINTS 8 STEAL BOMB FRAGMENT (40%)/HI-POTION (25%)/BOMB FRAGMENT (5%)
SAPPHIRE (37.6%) RUBY (3.9%) BOMB FRAGMENT (5.1%) | LONE WOLF (2%)

30
VARIABLE LEVEL  NEF ABitiry speep I ATTack Ecement. FETTION) 1 IATTAG B B 150 [T

] | 19 |
INFLICTS I acic vasion: BT

TAME (SCHOLAR) I poruck Rty Hos) IRTZR FORBIDDEN ART (SHAMAN) IET APTURE (BEASTMASTER)

ATTACK PROFICIENCY VS asic PROFICIENCY IS vasion coRrrecion IS MAGIC EVASION CORRECTION
LTI (T30 FIRE BREATH [A -

EXPERIENCE POINTS 100 STEAL POTION (40%)/HI-POTION (25%)/BOMB FRAGMENT (5%)
LAPIS (37.6%) BOMB FRAGMENT (7.8%) | ECHO HERBS (3.9%) LONE WOLF (2%)

TG 215 I AREOR SOUTH AREA (PAR ~ —

STRENGTH. INTELLECT Iﬂsmi Lo
VARIABLE LEVEL 73] ABiLiTy speen [T ATTACK ELEMENT _¢ e, ; | o s I
INFLICTS — e T
ELEMENTAL f
DEFENSE

EVASION CORRECTION I MAGIC EVASION CORRECTION

EXPERIENCE POINTS 14 STEAL ROCK LANCE (40%)/WOOD LANCE (25%)/GREAT TREE LOG (5%)
DROP SAPPHIRE (37.6%) LAPIS (3.9%) HI-POTION (10.2%) TEMPEST PIKE (5.1%)

JSSEWENITN

ENCOUNTERED  priotatal ! FLY!
LEVEL m e m_wucm [ R BN inreucecr | EE SeiRiT
VARIABLE LEVEL [ apiuiry speen BTN avmack eLement N FTAC =3 | o7 |

T Reciraey. A [
INFLICTS SLEEP (10%) MAGICDEFENSE" | IIEI [EviAsioN I i Evasion! T
ELEMENTAL '

IET23 FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
I EvasioN CORRECTION IEEI MAGIC EVASION CORRECTION

EXPERIENCEPOINTS e POTION (40%)/HI-POTION (25%)/GREAT TREE LOG (5%)
DROP ; [AQUAMARINE (3.9%) _ [EYEDROPS (10.2%) ___[PHOENIX DOWN (5.1%)

MsveNs]

R
G

ENCOUNTERED

weiGhT [ sTrencrH BT TELL
VARIABLE LEEL [T ABILITY SPEED m ATTACK ELEMENT _ 7 (O m
T MO 11 DEFENSE EVASION

ELEMENTAL
DEFENSE

IMMUNETO :

TAME (SCHOLAR) I por Luck (pariy tosr)  [ETEI FORBIDDENART (SHAMAN)  RTZI CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY W woiceroricency IS EvASION CORRECTION “mslc evasioN corgection [
JTTLT=30 WOOD BLA CE/FLA HAEARSAEE

EXPERIENCE POINTS [T sea ] POTION (40%)/H1-POTION (25%)/GREAT TREE LOG (5%)

DROP SAPPHIRE (37.4 6") EYE DROPS 8%)
- . SR s




ENCOUNTERED

LEVEL ﬂ HP 3544 WEIGHT _ | TELLECT
vARIABLE LEveL I agiuiry speen BT Attack ELement T | I3 [ACCURACY
INFLICTS e T R MAGIC DEFENSE 7 evasion

ELEMENTAL h WATER . WIND EARTH | [ LIGHT

DEFENSE = EAK |NoEFFECT| —

B acic Evasion. | T

IMMUNETO
TAME (SCHOLAR) POTLUCK (PARTY HosT)  IRC=l FORBIDDEN ART (HAMAN) [T CAPTURE (BEASTMASTER) YES
ATTACK PROFICIENCY IEEI 1AGIC PROFICIENCY IR £vasion CORRECTION I MAGIC EVASION CORRECTION ;
ABILITIES TR A TS e —_——
EXPERIENCE POINTS 3 51 ANTIDOTE (40%)/ECHO HERBS (25%)/ANTARCTIC WIND (5%)
DROP SPRING GAUNTLETS (2%)
gl [HON|B] T 2R LQONSAND RUINS (PARTI) —— JI— ___FLYING

LEVEL [ 50 [0 260325 NG STRENGTH [T nTELLECT m SPIRIT
VARIABLE LEVEL B2 Asiuiry speep O ATack eLement  KTSTEACAR (X PP ACCURAY. DEFENSE
INFLICTS _ macic perense | IEI EvAsion l- mAGIC Evasion | IETON
ELEMENTAL 37-5"“ WATER | WIND

DEFENSE |noerrect]  —

MMUNETO [(TG3

TAME (SCHOLAR) T por ek (parry Hosn BT FORBIDDEN ART (sHAMAN) RTE3S CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n HAGIC PROFCENCY _ n EVASION CORRECTION n MAGIC EVASION CORRECTION
ABILITIES TER BLAST__ R ; 5

EXPERIENCE POINTS II_ STEAL POTION uox)/m PorioN (2sx)/AmAxmtvnno (5%)
TOPAZ (37.6%) POTION (7.8%) PHOENIX DOWN (3.9%) | SPRING GAUNTLETS (2%)

LEVEL [ 23 [ i
VARIABLE LEVEL [ Agiuiry speen  JETN AvTack eLement [TTRTE UMM IATIA

INELICTS PARALYSIS (13%) MAGICDEFENSE I EVASION

J roreioDen ART (sHAMAN)  [BETZI CAPTURE (BEASTMASTER)
n EVASION CORRECTION n MAGIC EVASION CORRECTION

EXPERIENCE POINTS STEAL ANlMA'lE TONIC (40%)/Hl POTION (25%)/DARK SIGH (5%)
DROP AQUAMARINE (37.6%) SAPPHIRE (3.9%) PHOENIX DOWN (5.1%) | DEATH RING (1.2%)

ENCOUNTERED - =T T ': TR m
LEvEL [ 23 [ 159 [l  — R T nrevtecr | BT SPiRiT

; VARIABLELEVEL [ Agiuimy speen [T Arrack ELement  PTSTANA [ATIACK I accuracy | ICEM ogrense. | EI
INFLICTS _ B cvision I wasicvssion B

pemenraL  DORRESN  WATER | WIND | EARTH | CLIGHT
DEFENSE ' noerrecr| weak |

IMMUNETO 5

TAME (SCHOLAR) BT pot Luck (PARTY HOST) ORBIDDEN ART (SHAMAN)  BRTZ3 CAPTURE (BEASTMASTER) YES
ATTACK PROFICIENCY | MAGIC PROFICENCY I evasion CORRECTION _ n MAGIC EVASION CORRECTION 8
ABILITIES IGHTNING BOLT[A i g

EXPERIENCE POINTS B: 2 BO

HI-POTION (40")/X POTION (ZSX)/HOW BREAIH (SX)

DROP TOPAZ (37.6%) SAPPHIRE (10.2%) [POTION (7.8%) IDEAIH RING (1.2%)
o e 2 ACTIONS FLYING
;':1 (10 HP 416-520 30 R 22 108 |l 48
A ARIAB §139 AB PEED TN ATTA WATERIVI C 28 RA 1 IDEFENS 20
&3¢ “-.I Gl PAML“|S(|3% AGIC D 14 ASIO 3 A ASIO 24
1§ "4 A m ATER D AR G DAR
D  — | nar — | weak — [
Vi CU
> OLAR \(23] PO ARTY HO (330 FORBIDDEN ART (SHAMA I AP A 3 YES
3 0 A 0 A ON CORR 0 A A ON €O 0 A
L. PER PO 100 A POTION (40%)/HI-POTION (25%)/DARK SIGH (5%)

& DROP s TOPAZ (37.6%) . ANIMATE TONIC (7.8%) | PHOENIX DOWN (3.9%) | DEATH RING (2%)



- : 1 1 BT 1

AB P ATTA WIND V.1 AC 2 R LT3 IDEFENS 1
- - A D 1 ASIO 1 A ASIO 10
TAME (SCHOLAR) RT3 por Luck (PARTY HosT) FORBIDDEN ART (SHAMAN)  [BETZ3 CAPTURE (BEASTMASTER) YES

ATTACK PROFICIENCY I Masic PROFIGIENCY IEI Evasion coRRECTION I 1AGIC EvASION CORRECTION B

EXPERIENCE POINTS h B POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY (37.6%) EMERALD (3.9%) POTION (10.2%) [HARP (5.1%)

ENCOUNTERED o mm__ FLYING

WEIGHT — B I ey T PR
VARIABLE LEVEL [ agiviry speen R AAck ELement [T ATTACH I oAy T DFrese
INFLICTS N .:cic ocrnse  EE rvaston [T MAGIC EvASIoN

ELEMENTAL REZ water | wiND™[ EArtH | [HGHI | DARK
DEFENSE

TAME (SCHOLAR) T por Luck (pARTY HosT) ORBIDDEN ART (SHAMAN)  [IETEI CAPTURE (BEASTMASTER) YES
ATTACK PROFICIENCY MAGIC PROFICIENCY I EvasioN coRREGTION IS MAGIC EVASION CORRECTION B

ABILITIES l’ii m,;l.

EXPERIENCE POINTS AT st WHISPERING HARP (40%)/X-POTION (25%)/GAIA DRUM (5%)
DROP LAPIS (37.6%) SAPPHIRE (10.2%) POTION (7.8%) HARP (3.9%)

(OONSAND RUINS (PART 1

ENCOUNTERED

WEIGHT

ST 20 | Bl 1507 [T S
MAGICDEFENSE. I EvASION I AAGIC EVASION

ELEMENTAL  DFIRENM] WATER [ Wilin

TAME (SCHOLAR) BT porLuck party HosT)  [EEI0 FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY. I mAGIC PROFICIENCY [V Evasion CORRECTION IV MAGIC EvASION CORRECTION
LU {[SI PERFORMANCI :

EXPERIENCE POINTS [T T sveAL POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY (37.6%) POTION (7.8%) = | HARP (25)

ENCOUNTERED

= STRENGTH |15 [T 18| SPIRIT
VARIABLE LEVEL T3] asiuiry speeo  [EIM Aviack eLement TS Z MMM TN [ 8 [ | o
INFLICTS N vcic ocrense  PEN evasion OO Macic evasion

ELEMENTAL WATER
DEFENSE o wek |

TAME (SCHOLAR) T porwuck earry os) IETEI FoRBIDDENART (SHAMAN)  BRTEI CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY [V MAGIC PROFICIENCY IR EvASION CORRECTION [ MAGIC EVASION CORRECTION

ABILITIES. KU g e

EXPERIENCE POINTS HI-POTION (40%)/GIANT'S RING (25%)/BOMB FRAGMENT (5%)
MYTHRIL (5.1%) EARTH AXE (5.1%)

ENCOUNTERED

I Lty SPIRIT
DEFENSE

L - St Ly A
[ AGIC EVASION

VARIABLE LEvEL [ agiurry speen  JETON Aviack eLement IR CA M AN

INFLICTS T T R MGIC DEFENSE

ELEMENTAL : WATER WIND
DEFENSE :

| I CcuRAGY
I evasion

ACK PRO B AGIC PRO C ASION CORRECTIO B A ASION CORRECTIO C
B IMPAI Z

PO 2 A POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%) :

SAPPHIRE (3.9%) _| POTION (10.2%) — o

DROP RUBY (37.6%)

I 25 R R e R T == =




TG 2 JO ARBOR NORTH AREALPARTA)
wee EEw 43-54 G — | E e
VARIABLE LEVEL I8 apiuiry speen [T ATTack eLement KT I (AT il o | T oerense

INFLICTS e woiconense [ EvASION. | IO WAGIC Evasion | I

FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

EXPERIENCE POINTS
DROP

ENCOUNTERED = bt L e

wie Elee PRSI weont TN STRE [T24) [TTe i 15 [T
VARIABLE LEVEL ‘ BTl accuraey” | IREF prense
INFLICTS ) oic ocrense  EAN evasion  BIEE mAGIC EvASION
ELEMENTAL  LAOFIREMS WATER | WIND |  EARTH
DEFENSE 1 HALF =
IMMUNETO [T

TAME (SCHOLAR) K23 POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN) IS0 CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n AGICPROFICENCY [V EVASION CORRECTION IS 14AGIC EVASION CORRECTION
PUITT ([SO IMPALE S TR et : SR R 2
EXPERIENCE POINTS II_ STEAL POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY.(37.6%) POTION (7.8%) == =

HOUTRD it e o } ____FLYING
LEVEL mur (PRI WEIGHT STRENGTH T e | B SiRiT
VARIABLELEVEL [T ABILITY SPEED 1 « KR IR oerense I
INFLICTS R 1.:cic ocrevse I evsion (G wasicevasion
ELEMENTAL - WiND. ;
- — |
IMMUNE TO

TAME (SCHOLAR) {7230 POT LUCK (PARTY HOST) ) CAPTURE (BEASTMASTER) ¥ES
ATACK PROFICIENGY (BRI MAGIC PROFICIENCY [BS EVASION CORRECTION [P MAGIC EVASION CORRECTION ]
ABILTIES  [EUG% GHTNING BOL] '

EXPERIENCE POINTS Il— STEAL HI-POTION (40%)/X-POTION (25%)/DARK SIGH (5%

DROP AQUAMARINE (37.6%) EMERALD (3.9%) HI-POTION (10.2% GLIMMER GAUNTLET (5.1%) |

ENCOUNTERED

LEVEL : RENGTH. A ineecr I SPiRiT
VARIABLE LEVEL ) I ACCURAY.

INFLICTS e ] maic derenst [ tvasion

ELEMENTAL  DOFIRESY WATER L WIND || EARTH | LIGHT

DEFENSE

ENCOUNTERED

[RIAL TOWER AN
LEVEL » ISTRENGT WA e T SeikiT
VARIABLE LEVEL BT ABiLiTY seeD TN ] IATIACK, IEH ccuracy” I (DEFENSE
R :cic oerns:e A evasion IR MAGIC EVASION

ELEMENTAL : 1 WATER WIND EARTH LGHT  DARK
DEFENSE ~ e

AT steaL -
plopazares) PHOENIX DOWN (7.8%)




LEVEL
VARIABLE LEVEL K e IDEFERS|
MAGICDEFENSE. ﬂ EVASION MAGIC EVASION

ELEMENTAL  IOMFIRERN  WATER
DEFENSE

TAME (SCHOLAR) M por ek earty Hos) [IETEIN FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER) YES
ATTACK PROFICIENCY I Macic PROFICIENCY I Evasion coRrEcTiON IS 4G1C EVASION CORRECTION 8
LUITU1 Y CURAGA/CURA/SILENCE/DARKRA/ENTICE TR i 3 = o TR L
EXPERIENCE POINTS _ STEAL PHOENIX DOWN (403)/EVIL LANCE (25%)/BOMB FRAGMENT (5%)

DROP UPIS(37.6%)  [AQUAMARINE(3.9%)  |WHISPERING HARP 10.2%)

ENCOUNTERED

WEIGHT IEM iNTELLEGT _m SPIRIT
VARIABLE LEVEL  [ET3 ABILITY SPEED mmA(K ELEMENT mmm { I ccURAGY. ' | 7|
_ MAGIC DEFENSE | IEET EvAstoN n MAGIC Evasion IR

PTURE (BEASTMASTER)
ATTACK PROFICIENCY “ MAGIC EVASION CORRECTION
- e
ABILITIES LASH ‘N'DAS y : %
EXPERIENCE POINTS 1CE SHIELD (40%)/GREAT TREE SWORD (25%)/RAVEH’S YAWN (5")

DROP RUBY (37.6%) AQUAMARINE (3.9%) HI-POTION (10.2%) ICEBRAND (5.1%)




1)
HIDEOUT(PART 1)

3 [l 55-69 — R 6 Z 1 SPIR 4
— PEED k(] A WIND V.1 TTAC {3 ACCUR LA (DEFENS 5
AGIC D 4 0 1 A 0 1

) \ — — WEAK HALF

TAME (SCHOLAR) ST PoT LUCK (PARTY HOST) m FORBIDDEN ART (SHAMAN)  [BET3 CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n MAGIC PROFICIENCY [l EVASION CORRECTION [FI MAGIC EVASION CORRECTION

ABILmES H/N'DASH
EXPERIENCE POINTS s e WIND FOIL (40%)/X-POTION (25%)/ANTARCTIC WIND (5%)

DROP SAPPHIRE (37.6%) AQUAMARINE (10.2%) POTION (7.8%)

ENCOUNTERED
LEVEL e

VARIABLE LEVEL T3 AsiLiry speen. [TO0N ATracK ELement | KTITONCU MMM ATTACKS | 43 [l ) BT DEFERSE!

INFLICTS ] i ocrevse BT eosion G woicension M

ELEMENTAL : =1 WATER WIND
DEFENSE

ASH ‘N i

EXPERIENCE POINTS 100 STEAL POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY (37.6%) POTION (7.8%) = [WIND FOIL (2%)

ENCOUNTERED

LEVEL Iﬂ HP WEIGHT ) IO reea I SR
vARIABLE LevL [ aiuiry speen. BT AvTAck ELemenT  [EXTINNAL [AA I iccuracy. | IETAM DEFeNsE
_mlc oerense AN evasion IS WAGIC EVASION

ELEMENTAL

EXPERIENCE POINTS
DROP LAPIS (37.6%) 5 PHOENIX DOWN (5.1%) | STUN RING (2%)

LEVEL [ 90 [T WEIGHT W ineciec R SPIRIT [ 72 |
VARIABLELEVEL [T Aiuimy speeD  IFION ATTACK ELEMENT _ 1 Il Accuracy. IS rensE

INFLICTS PARALYSIS (10%) MAGIC DEFENSE. | T EVASION B wacic evasion T
ELEMENTAL WATER | WIND || EARTH | [ELIGHTEY  DARK

ENCOUNTERED

(22 [ WEIGHT 10 JIOETG 18 [SITE [ 10 |
VARIABLE LEVEL =ABIUTYSPE[D mAHA(K ELEMENT — TACK [ 6 PO a o7 [C . 3 |
weuas  [CTRITVIE T i oeense IR evasion BT wacic sasion I
ELEMENTAL [ WATER | WIND | EARTH [“LiGHT
DEFENSE

osT)  [IETE30 FORBIDDEN ART (SHAMAN)  [BRIZ30 CAPTURE (BEASTMASTER)

EXPERIENCEPOINTS

DROP



ENCOUNTERED

WEIGHT RN iTeL e DT SPiRiT
VARIABLELEVEL  [KTZ ABiLiT speen IR ATTACK ELEMENT _ T el accurey RN oreisE
INFLICTS mmm_ MAGICDEFENSE — IETIM Evasion | ICH IMAGIC EVASION.
ELEMENTAL j
DEFENSE

EXPERIENCE POINTS
DROP

B 2 TTCTOCR 1 T
| IE cciigacy. ] IETSM orenise - IV
MAGICDEFENSE"™| T Evasion " BT macic evasion. | IETH

TAME (SCHOLAR) T por ok earty HosT) RTEI FORBIDDEN ART (stiamat) TR CAPTURE (BEASTMASTER) YES.
ATTACK PROFICIENCY IEI MaGic PROFICIENCY I Evasion correcrion IS Macic EVASION CoRRECTION B

EXPERIENCE POINTS
DROP AMETHYST (100%)

AR CHAMBER (PART 11

ENCOUNTERED

I e T SeiRiT
I ccuracy. IS ¢

MAGICDEFENSE. | IPT3M [EVASIoN

EXPERIENCE POINIS 120 STEAL POTION (40%)/HI-POTION (25%)/DARK SIGH (5%)
DROP AMETHYST (100%) = EE

kiid
ENCOUNTERED SPELVIA DUNGEQ

LEVEL B e STRENGTH I e SPiRiT
vARIABLELEveL  [ETER ABiuy seen [N ATTACK ELEMENT _Emm. | Accuracy. | Il DErenSE. |

INFLICTS F MAGICDEFENSE [EW vASioN I MAGIC EvaSion
ELEMENTAL ; WATER L WIND -} | EARTH | (EIGHTES  DARK
DEFENSE BEEE

TAME (SCHOLAR) porLuck (PARTY HosT) [BTZI FORBIDDEN ART (SHAMAN) [BTZ3B] CAPTURE (BEASTMASTER)
ATIACK PROFICIENCY I Macic PROFICIENCY I Evasion CORRECTION I macic evasion corgecion [
ABILITIES 3 :

EXPERIENCE POINTS I stea POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)
DROP RUBY (37.6%) SAPPHIRE (3.9%) POTION (10.2%) MYTHRIL (5.1%)

B OUNTERED o 2 ACTIONS

LEVEL 11301413\ e T spiRit

VARIABLE LEVEL 33 ity speep IO ATTACK ELEMENT Em‘m-m O IBMAccurAy I rensE

MAGICDEFENSE. | IETIN [EVASION O AGIC EvASION.

ELEMENTAL WATER WIND

IMMUNETO [T
TAME (SCHOLAR) IET por LuCK (PARTY HoST) FORBIDDEN ART (SHAMAN) [T CAPTURE (BEASTMASTER) j

ATIACK PROFICIENCY IS mAGIC PROFICIENCY [V EVAsiON CORRECTION lI IMAGIC EVASION CORRECTION |

ABILITIES A
EXPERIENCE POINTS
DROP




ENCOUNTERED

WEIGHT

LEVEL (30 [ 240-300 (T STRENGTH.
VARIABLE LEVEL [T ABiuTy speep BN ATTACK ELeMENT [ETATIICZ MM ATTACKANS
INFLICTS S T s e BT ) MAGIC DEFENSE

cementaL OMRREMS water | wanip” |l EARTH | [SEIGHT DARK
DEFENSE —  |ioomal — |Hes|

5| FORBIDDEN ART (SHAMAN)

BEM ireusct
I IACCURAGY
. m EVASION

N sewir
Tl oerense . ETH
B aic evasion IIEI

e

| CAPTURE (BEASTMASTER)

EXPERIENCE POINTS TEAL

DROP

EMERALD (100%)

| EMERALD (100%)

| POWER RING (2%)

CHAMBER(PAR

s FLYING ]

ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

IMMUNE T0

TAME (SCHOLAR)

ATTACK PROFICIENCY
JYTTTNTS30 WOOD BLAST/S

STAR 3
REA |

130:163 WEIGHT

J aviack eLement  [TETIACA R

STRENGTH
ACK
7 % MAGIC DEFENSE
WIND LIGHT |
HALE

EARTH DARK
WEAK
—

0T LUCK (PARTY HOST)

IR 1AGIC PROFICIENCY I EvAsioN CORRECTION

V(230 FORBIDDEN ART (SHAMAN)

l FI INTELLECT

[E SPiRiT
A ACCU) | I i i
A Evasion

% ol 4 |
BT maciceasion | AN

RE0 CAPTURE (BEASTMASTER)
[T MAGIC EVASION CORRECTION-

LALT
[V senl

SAPPHIRE (37.6%)

EXPERIENCE POINTS

DROP LAPIS (3.9%)

PHOENIX DOWN (40%)/EYE DROPS (25%)/GREAT TREE LOG (5%)

PHOENIX DOWN (10.2%) | GALE GAUNTLET (5.1%)

NORTHERN CAVES(PAR il

AL BURROW(PARTI) . i
LEVEL W e 1013 WEIGHT

vARIABLE LEVEL B asiuiry speen JETON Arvack eLement [FRATICA
INFLICTS

ELEMENTAL  MIRES

DEFENSE
IMMUNETO

TAME (SCHOLAR)
ATTACK PROFICIENCY

ABILITIES

'STRENGTH

g MAGIC DEFENSE
WATER

WIND

POT LUCK (PARTY HOST)

) Bl FORBIDDEN ART (SHAMAN)
I MAGIC PROFICIENCY

I evasion CORRECTION.

I evasion

I wreuec PR seiRiT
IccRacy”

I MAGIC EVASION

TS CAPTURE (BEASTMASTER)

“ MAGIC EVASION CORRECTION i
I STy o

EXPERIENCE POINTS
DROP

s e

RUBY (37.6%)

POTIOII (40")/MI POTION
TOPAZ (3.9%)

(25%)/RAVEN'S YAWN (5%)
POTION (10.2%) ANTIDOTE (5.1%)

Iﬂ HP WEIGHT
VARIABLE LEVEL [ AgiuiTy sPeeD METOM ATTACK ELEMENT mmu A
_ MAGIC DEFENSE
WATER

ELEMENTAL LIGHT |

DEFENSE

WIND EARTH

FORBIDDEN ART (SHAMAN)
[ evasion CORRECTION

T ccuRAGY
I Evasion

B macicevasion | IR

{T23 CAPTURE (BEASTMASTER)
IR MAGIC EVASION CORRECTION

EXPERIENCE POINTS
DROP

HI-POTION (40%)/X-POTION (25%)/GAIA DRUM (5%)

POTION (7.8%) ANTIDOTE (3.9%)

67 92 12
54 150 Jiuagais 38
33 0 0 0 6

ENCOUNTERED o Y
90 836:1045 30
YES p TN A ] ATIACH
SLEEP (25%) ;
FIRI ) DA
: = == - e
0 RSE -
Ci BN po 0 D723 FoRBIDD A
RO A RO A N CoR ;
R PO 100
DROP RUBY (37.6%) POTION (7.8%)

POTION (40%)/HI-POTION (25%)/RAVEN'S YAWN (5%)




ENCOUNTERED

LEVEL TH O InTeLLEGT
VARIABLE LEVEL | I KecURAeY
INFLICTS MAGIC DEFENSE [IET evasion
ELEMENTAL i

DEFENSE

TAME (SCHOLAR) BT por Luck (aRTYHosT) [TE0 FORBIDDEN ART (SHAMAN) IETS CAPTURE (BEASTMASTER)

<

EXPERIENCE POINTS 9 STEAL MYTHRIL (40%)/TURTLE SHELI. (25%)/ANTAR(TIC WIND (5%)

SAPPHIRE (37.6%) TURTLE SHELL (8.6%) PHOENIX DOWN (7.8%) | AQUAMARINE (2%)

- 1a

STRENGTH |10 [T
_ INTE

VARIABLE LEVEL [T BiLiTy speen. T ATTACK ELEMENT IIEEm-A

INFLICTS CONFUSION (10%) MAGIC DEFENSE n EVASION
& ]

ENCOUNTERED

Ilmz-wmm —sm 14 JTETGRNT 18 [T s |
vaRiABLE teveL TSR aiury seeeo TR Aiack evement NN A e T ccuRiora MR DEORE | 8 |
INFLICTS _Maslcnmse BT evasion | IS acicvasion | IEZ

ELEMENTAL |8 IHGHT  park
DEFENSE 7 '

IMMUNETO | [
TAME (SCHOLAR) poTLUCK (PARTY.HosT)  [KTZ3M FoRBIDDEN ART (stAMAN)  [BKTZ3 CAPTURE (BEASTMASTER) YES

ATTACK PROFICIENCY [V MAGIC PROFICIENCY BRI (EVASION CORRECTION I MAGIC EVASION CORRECTION 8
ABILITIES GHTY SLAP :

EXPERIENCE POINTS [ svenl

AQUAMARINE (37.6%)

ANTIDOTE (40%)/HI-POTION (25%)/HOLY BREATH (5%)
LAPIS (3.9%) HI-POTION (10.2%) =

2 ACTIONS, FLYING

B 13 JIETCO 20 [T 15 |
A accuracy | EE M ErensE
P Evasion G wacic evasion | IEZM

VARIABLE LEVEL T2 ABILITY.SPEED mamcx ELEMENT EEE_
INFLICTS PARALYSIS SILENCE BLINDNESS (10%) 2%

ENCOUNTERED e -
LEVEL STRENGTH P ieitee T SeiRiT

VARIABLE LEVEL BILITY SPEED  [EET ATTACK ELEMENT M- (3 I Accuracy | DEFENSE |
INFLICTS N macic oerense  IEI evasion [T MAGIC EVASION
ELEMENTAL  IRIRERS  WATER  [SHiND) [
DEFENSE | WEAK | NOEFFECT| —
IMMUNETO [ T R S B A R B
TAME (SCHOLAR) BT por uck ekt Host) (TS FoRaipDEN ART (sHAMAN) BTSN CAPTURE (BEASTMASTER) _YES
ATTACK PROFICIENCY I MAGIC PROFICIENCY IR EvAsioN CORRECTION IS MAGIC EVASION CORRECTION |
ABILITIES VIR T S

EXPERIENCE POINTS : 2 bl HI-POTION (40%)/ETHER (25%)/ANTARCTIC WIND (5%)

DROP TOPAZ (37.6%) SAPPHIRE (3.9%) HI-POTION (10.2%) SPRING GAUNTLETS (5.1%)
e AR T T P X v 2 ilainey SRR E




218

ENCOUNTERED

[ S N D P G R Gy R Tl
LEVEL 6 I3 TPE veict (S STRENGTH B weeer P SPiRIT
vARIABLE LEVEL [ agiuity spee BTN Ariack eLement SR ATTACK At i3 EFENSE
INFLICTS e wicorrense [EREE evas I macic vasion | T
ELEMENTAL B WATER | WIND || EARTH
DEFENSE [
IMMUNE TO TR z
TAME (SCHOLAR) IR POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN)  [BRIS3| CAPTURE (BEASTMASTER) | v |

ATTACK PROFICIENCY [ MAGIC PROFICIENCY [ EvAsiON CORRECTION B macic evasion correcrion [

ABILITIES OR e e

DR STRIKE e ) Sy R T, DINR S S A O R R O B AL A e e RO G e e W s - )
EXPERIENCE POINTS R steAL POTION (40%)/STEEL SPEAR (25%)/RAVEN'S YAWN (5%)
DROP. RUBY (37.6%) RUBY (3.9%) POTION (10.2%)

ENCOUNTERED

LEVEL 5873 LR — BlCGom s [ s B (4 |
VARIABLE LEVEL [ agiviy speep METI Arvack eLement  TTTEOTCOR TN FATTACRIS I FACCuRACyI I DEresEn
INFLICTS e waoicoerense [ evasion  [BEI macic vasion BT

ELEMENTAL 3 eARTH. | LIGHT  paRk
DEFENSE

TAME (SCHOLAR) i T3 CAPTURE (BEASTMASTER) [ v |

ATTACK PROFICIENCY BRI maciC PROFIGIENCY CORRECTION
ABILITIES

EXPERIENCE POINTS : STEAL SHARK LANCE (40%)/X-POTION (25%)/BOMB FRAGMENT (5%)

DROP SAPPHIRE (37.6%) AQUAMARINE (10.2%) POTION (7.8%) STEEL SPEAR (3.9%) ;
T TN R I R R ‘ g A O i

e T



ENCOUNTERED

VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

T tvision

? MAGIC DEFENSE
WATER | WIND LiGHT

EARTH DARK

IAccuRACY. ]

11 [T 17 |
(i 77 |
uMAGI(EVASK!N ||

ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

I Evasion

MAGIC DEFENSE

WATER [ WIND | EARTH [ LiGHT. !

ENCOUNTERED

T TeLLECT
I i ccumacy
[ [EVASion

VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

IMAGIC DEFENSE

o1 Luck (PARTY HosT) IS FORBIDDEN ART (SHAMAN)

[T seiRiT
IR AGIC VRS

| I DEFEnSE

ENCOUNTERED

y D
E!!-wnsm _smmcm

LEVEL
VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

agiuTy speep BT arack eLement | N ATTACKES

MAGIC DEFENSE

[ 4 |
IEH [Evasion

WIND EARTH LIGHT

] DARK

POT LUCK (PARTY HOST)

TAME (SCHOLAR) FORBIDDEN ART (SHAMAN)
A MmAGIC PROFICIENCY

ATTACK PROFICIENCY
ABILITIES |

BT cAPTURE (BEASTMASTER)
n MAGIC EVASION CORRECTION

“ EVASION CORRECTION
URE/SILENCE/SLEEP/PROTECT d £ :
R sea

LAPIS (37.6%)

‘W00D'
EXPERIENCE POINTS
DROP

SAPPHIRE (3.9%)

PMOENIX DOWN (40%)/"1 POTION (25%)/GREAT TREE lOG 5%)
HI-POTION (10.2%)

WIND DAGGER (5.1%)

ENCOUNTERED

LEVEL
VARIABLE LEVEL

ITRT weichT s

D123 ABILITY SPEED. | ATTACK ELEMENT 558

2 ACTIONS, FLYING

INFLICTS IMAGIC DEFENSE | TN EVASION l’mslcmsmn 50|
A D AR DAR
D . — |nogrrEc| —
. 0
. A OLAR PO PARTY HO DN1330 FORBIDDEN AR e
0 A A 0 A ON (0 0 A

B D! N e L 5 i
p 0 100 POTION (40%)/HI-POTION (25%)/GREAT TREE LOG (5%)
DROP SAPPHIRE (37.6% {11-POTION (7.8%) — —

~¥

~ ENEMY DATA



ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS

ELEMENTAL

DEFENSE
IMMUNETO
TAME (SCHOLAR)
ATTACK PROFICIENCY
Asiumes BT
EXPERIENCE POINTS
DROP

RBETH AREA
P

[ 25 [

CETRTEI WEIGHT
piLiTy sPEED  BETUN ATTACK ELEMENT

T NTELLEGT

~ IEEH SPIRIT
A Evasion

i 3 |
T acic evasion . IEAN

MAGIC DEFENSE
HGHTL  DARK

WATER WIND
WEAK —

EARTH

CAPTURE (BEASTMASTER)
“ HAGIC EVASION CORRECTION

0T LUCK (PARTY HOST)
I mAGIC PROFICIENCY

ORBIDDEN ART (SHAMAN)
EVASION CORRECTION

14 STEAL
TOPAZ (37.6%)

EIHER 40%)/Hl EIHER (25%)/AlﬂARmC WIND (5%]

RUBY (3.9%) HI-POTION (10.2%) ETHER (5.1%)

ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS

IMMUNETO

EXPERIENCE POINTS
DROP

ABILHYSP[ED R ATTACK ELEMENT EEB_A

I INTELCECT
B Evssion

WEIGHT

B sperr
| 98 | | 8 |
I macic evasion T

MAGIC DEFENSE

WATER | WIND. | EARTH | LOLIGHTL] DARK

IET ForaiDDEN ART (sHAMAN)  [ISTZ0 CAPTURE (BEASTMASTER)

EMERALD (3.9%)

ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS

ELEMENTAL
DEFENSE

IMMUNETO  Kdif;
TAME (SCHOLAR)

EXPERIENCE POINTS

BT asiunry speen  [ETTON ATTACK ELEMENT

ATTACK PROFICIENCY

ABILITIES WHIRL BLUDGEON

|
7l
STRENGTH

712890 L0 &0

- IE INTELLECT
T AR
BT EvaSion

[T SPiRiT o 18 |
~ B 1EN
I cic easion. | I

IATTACK.
MAGIC DEFENSE

WIND || EARTH | LIGHT_! DARK

CAPTURE (BEASTMASTER)
[V MAGIC EVASION CORRECTION

IETE3 FORBIDDEN ART (SHAMAN)
[/ EvASION CORRECTION

ll POT LUCK (PARTY HOST)
B masic PROFICIENCY _

m_ STEAL

LAPIS (37.6%)

POTION. (40%)/HI-POTION (25%)/BOMB FRAGMENT (5%)
PHOENIX DOWN (7.8%) | HI-POTION (3.9%) | EARTH GAUNTLET (2%)

ENCOUNTERED

LEVEL

VARIABLE LEVEL
INFLICTS
ELEMENTAL
DEFENSE
IMMUNETO
TAME (SCHOLAR)

ATTACK PROFI(IENCY

ABILITIES
EXPERIENCE POIMIS
DROP

{723 ABILITY SPEED

[“20 [T [ 18 |
~EEorense W
E aciceasion. IR

mss WEIGHT _smmom B 12 [T
T 2L LIGHT/WATER LV /17 0 A Accuracy
MAGIC DEFENSE I EVASION

WATER [ uGHT !

WIND EARTH DARK

5 FORBIDDEN ART (SHAMAN)

YES CAPTURE (BEASTMASTER)
n EVASION CORRECTION

[ MAGIC EVASION CORRECTION

RT3 por LUCK (PARTY HOST)
“ MAGIC PROFICIENCY

ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS
ELEMENTAL
DEFENSE
IMMUNETO P8
TAME (SCHOLAR)

ATTACK PROFICIENCY

ABILITIES
EXPERIENCE POINTS
DROP

RTINS

25 [
BT sy speen. [T ATTACK ELeMENT  [T7RTS A0 B AATTA

GHTHOUSE(

138- 173 weichT [

MAGICOEFENSE. | I EVASION [0 macic evasion IR
WATER | WIND

EARTH LIGHT

A2 POT LUCK (PARTY HoST) _|BRT230 FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
IEN EVASioN CORRECTION

| nmmcwmoncomcnou BN

I sl HL mmn (4ox)lx POTION (25%)/DARK smu (5%
AQUAMARINE(37.6%) SAPPHIRE (3.9%)




ENCOUNTERED

LEVEL 25 | 136170 KOl G2 SIRENGTH | [IRT INTELLECT lElsmm
VARIABLE LEVEL  [§TE3] Asiuiry seen [T ATTACK ELEMENT [EARTHIVA  ['hirtee A ACCRA

SE
INFLICTS MAGIC DEFENSE. [ EVASION nMAGICEVASIDN
ELEMENTAL

BTN por Luck (parry Hosn)  [ITEN oReioeN ART (shaaN)  [IRTEIN CAPTURE (BEASTMASTER)

EXPERIENCE POINTS

ENGTH! I vreceee DTN SPiRiT
VARIABLE LEVEL [ agiuiry speen  METR ATTACK ELEMENT ml'm- (K A accuracy” " IET [DEFeNSE _,;::u
INFLICTS m_ waGIC eresE | IR vasion masic vsion I
IUGHT  pARK

T por ek (partyosr) [BETEI FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

EXPERIENCE POINTS POTION (40%)/HI-POTION (25%)/DARK SIGH (5%)
DROP g EMERALD (3.9%) [ANIMATE ToNIC (5.1%) _|SILENCE RING (2%)

ENCOUNTERED  LLAMEGAOIT]E PART.

~l'[ﬂsmm :
IRACY: ] IRETN DEFENSE
7 MAGIC DEFENSE IEmsmu
WATER [ WIND! [ “EARTH INIGHT]  DARK

BT ot wuck (parivros) (BTSN FORBIDDEN ART (SHAMAN) BT CAPTURE (BEASTMASTER)
MAGIC PROFICIENCY IS Evasion corREcTiON IS MAGIC EVASION CORRECTION
= -

BLAST RK/SUPPRE
EXPERIENCE POINTS [T sveAL POTION (40%)/HI-POTION (25%)/DARK SIGH (5%)
DROP SAPPHIRE (37.6%) | HI-POTION (7.8%) | EcHO HERBS (3.9%) [SILENCE RING (2%)

T O 113 12 R LLLVIDIA UNDERGROUND(PART 1)

LEVEL | 21 [ STRENGTH (INTELLECT

VARIABLE LEVEL 5 ABiLITY SPEED IEI ATTACK ELEMENT mmﬂ-,mg i [ Yoo T
INFLICTS POISON (10%) MAGICDEFENSE | IR EVASION.. n MAGIC EVASION
ELEMENTAL WATER | WIND

DEFENSE

ATTACK PROFICIENCY B Mmacic PROFICIENCY I evasion correcTion I MAGIC EVASION CORRECTION
JYTIVITZI WHIRL BLUDGEON ' T ]

EXPERIENCE POINTS [ e POTION (40%)/DARKNESS AXE (25%)/DARK SIGH (5%)
DROP. AQUAMARINE (37.6%) RUBY (3.9%) ANTIDOTE (5.1%) DUSK GAUNTLET (2%)

ENCOUNTERED = e AR m

LEVEL ] mlmmm ) T SeiRiT [ 56 |
vARIABLE LEVEL  [ET33 ABiumy speep  [ETITN ATTACK ELEMENT mm-m( T IR IACCURAC Bl oerense. BT
{Poison (10%) MAGIC DEFENSE .| T EvASIon. . IO MAGic vasion. | N2l

LLLLS

IR por ek (earry Hos)  IRTEIM FoRBIDDEN ART (stAMAN)  [IRTCIN CAPTURE (BEASTMASTER)
EVASION CORRECTION IR mic evasion correcrion [

M porion (40%)/DARKNESS AXE (25%)/DARK SIGH (5%)
PHOENIX DOWN (7 8%) ANTIDOTE (3 9%) DUSK GAUNTLET (2%)




LEVEL ﬂ T

VARIABLE LEVEL [ apiuir speeD HEEI ATTACK ELEMENT

INFLICTS — MAGIC DEFENSE ll EUASION

ELEMENTAL
DEFENSE

EXPERIENCE PUINIS
DROP f A POTION (10.2%) HI-POTION (5.1%)

ENCOUNTERED RALE T S T

LEVEL TR WEIGHT — STRENGTH [[22 [T 48 [T ] 48 |
VARIABLE LEVEL ATER LV.1 ack | IET iaccuracy | IO DEFENSE.

INFLICTS e e e weicoerense [T evasion Tl acic evasion. | IE7H
cLemenTAL  DERERM  wATER | WIND || EARTH | ELIGHT

DEFENSE :

IMMUNETO [T ]

TAME (SCHOLAR) OT LUCK (PARTY HOST) K729 FORBIDDEN ART (SHAMAN) BTS00 CAPTURE (BEASTMASTER) B
ATTACK PROFICIENCY TS MAGIC PROFICIENCY TS EvASION CORRECTION [ MAGIC EVASION CORRECTION A

ABILITIES MER “ RS
EXPERIENCE POINTS 100 STEAL POTION (40%)/HI-POTION (25%)/ANTARCTIC WIND (5%)

DROP TOPAZ (37.6%) POTION (7.8%) HI-POTION (3.9%) =

ENCOUNTERED et s JI . FLYING
LEVEL 47-59 = STRENGTH B e T SpiriT

VARIABLE LEVEL I Agiurry speen. [BEXH ATTACK ELEMENT RTACK [ 6 [T * Il IDgFensE

INFLICTS R e e meicorense R P acic evasion. BT
ctemenraL DEREMM WATER | WIND || EARTH | EUEIGHT.|  DARK

DEFENSE o

IMMUNETO

TAME (SCHOLAR) | POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN) : [ ves |
ATTACK PROFICIENCY. [EEI MAGIC PROFICIENCY “ EVASION CORRECTION B
JUITCL((SOMM ENTICEQA] - 4 s Z ; R
EXPERIENCE POINTS I stenL PHOENIX DOWN (40%)/m ronou (25%)/num FRAGUENT (5%

DROP SAPPHIRE (37.6%) AQUAMARINE (3.9% PHOENIX DOWN (10.2%) | CONFUSE RING (5.1%)

LT CALTOWER (PARTI) s : 2 ACTIONS, FLYING

LEVEL [ 90 |3 834:1043 LU0 30
vARIABLE LEvEL T aniury speen MR artack eLement R |

K A o
INFLICTS R vcic verest  METE EvAsION “MAGI(EVASION 19 |
ELEMENTAL & S WIND. | EARTH [ LIGHT | DARK
DEFENSE R
IMMUNETO
TAME (SCHOLAR) BT porLuck (ARTY HOST) BRI FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY [V MAGIC PROFICIENCY “ EVASION CORRECTION [V MAGIC EVASION CORRECTION
LTTUL (TSN ENTICE ) : R

EXPERIENCE POINTS 100 STEAL momlx Down (40%)/m-ronon (25%)/BOMB FRAGMENT (sx)

[APIS(37.6%) | PHOENIX DOWN (7.8%) CONFUSE RING (2%)

ENCOUNTERED s e - FLYING
138173 K EEMwreea VA SeiRi

VARIABLE LEVEL [T ABiLiTY SPEED [T ATTACK ELEMENT mmmn : i [DEFENSE__

INFUCTS PARALYSIS (10%) MAGICDEFENSE. I Evasion. ICHM MAGIC EVASION

ELEMENT, WIND
DEFENSE 3 | No erFeCT]

A —
TAME (SCHOLAR) IETE por Luck (PaRTY HosT) FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
amackproriciency [ “ EVASION CORRECTION I MAGIC EVASION CORRECTION

ABILITIES GHTNING 5058 Bk
EXPERIENCE POINTS ANIMATE TONIC (40%)/ETHER (25%)/ANTARCTIC WIND (5%

DROP___ TOPAI (37. 6%) AQUAMARINE (3 9% HI-POTION (l




LEVEL e WEIGHT | T el

VARIABLE LEVEL [ ABILITY SPEED mAm(K ELEMENT Eﬁm-‘ I3 AcCiiRA

INFLICTS MAGICDEFENSE | EvASion.
ELEMENTAL
DEFENSE

IMMUNETO [
TAME (SCHOLAR) ST por Luck (parTy HosT) RT3 FORBIDDEN ART (SHAMAN) BT CAPTURE (BEASTMASTER)

EXPERIENCE POINTS

ENCOUNTERED

LEVEL
VARIABLE LEVEL i Al |
MAGICDEFENSE [IETT Evasion

eLementaL  EOCRIRESS warer [EWINDT!| eaRTH DDUGATR]  DARK
DEFENSE =

2 FORBIDDEN ART (SHAMAN)  [BETS3 CAPTURE (BEASTMASTER)
“ EVASION CORRECTION .. MAGIC EVASION CORRECTION

EXPERIENCE POINTS ﬂ_ ronou (40%)/HYDRAXE (25xmmx SIGH (sx)

DROP HI-POTION (7.8%)

ENCOUNTERED !

NTE ST S :
LEVEL [ 25 [T 138173 K00 = EE INTELLECT [ 18 [T D 5|

VARIABLE LEVEL  [ETE0 agiury speen [T Armack eLement [Sa0A 00 TTACK T ccuraey G | 4 |
INFLICTS [T N c/c ocrense /O vasion I macic Evasion G

ELEMENTAL WIND EARTH
DEFENSE

IMMUNE TO

TAME (SCHOLAR) IEEM por uck (earty osn)  [STEIN FORBIDDEN ART (HAMAN)  BTE CAPTURE (BEASTMASTER) YES

ATTACK PROFICIENCY P Macic PROFICIENCY n EVASION CORRECTION n MAGIC EVASION CORRECTION B
TR 0 CRRECTION. I MAGIC EVASION bl
ABILITIES HIRL BLUDGEON [A

EXPERIENCE POINTS 14 STEAL HI-POTION (40%)/DARKNESS AXE (25%)/H0[Y BREATH (5%)
DROP AQUAMARINE (37.6%) TOPAZ (3.9%) HI-POTION (10.2%) DUSK GAUNTLET (5.1%)

ENCOUNTERED T G(PART I I

WEIGHT ReNoth [T wieuer OB seer
VARIABLE LEVEL  [KT33] ABILITY SPEED mATIA(K ELEMENT _A . I ccuracy. I DEFERSE.
INFLICTS T MAcicOEFENSE NI Evasion [ MAGIC EVASION

ELEMENTAL WATER || WIND || EARTH || LiGHT. DARK
DEFENSE [aREss B

I por ek ety osn)  [ETEI FORBIDDEN ART (SHAMAN)
I EvasioN CORRECTION

B3 CAPTURE (BEASTMASTER)
[EI MAGIC EVASION CORRECTION

EXPERIENCE POINTS . HI-POTION (40%)/ETHER (25%)/RAVEN'S YAWN (5%)
DROP { i POTION (10.2%)

BLOODY RING (0.8%)

LEVEL BT weea T SPIRIT
AEXG N LA SPIRIT
VARIABLE LEVEL  [ET23 AiuTy speeD [T ATTACK ELEMENT _FA_ [T [ACcURACY | TS (DEFENSE

INFLICTS N 4AGIC OEFeNsE [N EvASIoN R MAGIC EVASION

i ELEMENTAL
DEFENSE

(TR PETRIEY / CURSE
TAME (SCHOLAR) POT LUCK (PARTY HOST) 230 FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY IZS MAGIC PROFICIENCY [V Evasion CORRECTION ___ n MAGIC EVASION CORRECTION
ABILITIES SRRl %, .
EXPERIENCE POINTS T seAL POTION (40%)/HI POTION (zsx)/x PoTION (5x)

DROP ) RUBY (9.8%) POTION (7.8%) _




ENCOUNTERED PARLL - - 5 FLYING B
LEVEL 3 i [ETRTTI WEIGHT [z [TTTC 15 [T 13 )
VARIABLE LEVEL ATTACK ELEMENT [ [T Accoracy.EM erense | ET
INFLICTS 5 W evasion. | [T maeic evasion [T
ELEMENTAL i WATER | WIND | EARTH [ GIGHT |

DEFENSE

IMMUNETO ; : 0
TAME (SCHOLAR) [ETE3 POT LUCK (PARTY HOST) 3 FORBIDDEN ART (SHAMAN) RT3 CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY [BEI MAGIC PROFICIENCY [ EvASIoN CORRECTION I macic evasion corecrion [T
ABILTIES 70 5 R i

EXPERIENCE POINTS T sen HI-POTION (40%)/ETHER (25%)/GAIA DRUM (5%

DROP EMERALD (37.6%) HI-POTION (3.9%) PHOENIX DOWN (5.1%) | GALE GAUNTLET (2%)

ENCOUNTERED sl _ e
LEVEL a [ seiRiT

VARIABLE LEVEL B AiLrry speep D DARKV |4 e [T [DEFENSE "

INFLICTS BLINDNESS (10%) B wacicoerense O evasion BRI wacic evas 2 T
ELEMENTAL WATER | WIND

DEFENSE :

IMMUNETO

TAME (SCHOLAR)

EXPERIENCE FOINIS

DROP

T it N LLvIDIA UNDERGROUNDI — _l FLYING :

SPELYIA DUNGEONS{PART >
LEVEL llur 68-85 WEIGHT BT e | T SPiRiT 7
VARIABLE LEVEL [ ABILITY SPEED m;\mcmmmr : mck BB Accoray [ perense B
INFLICTS B evasion /I acic Evasion (]
ELEMENTAL WATER | WND | EARTH.|IULIGHT.! DARK
DEFENSE = s S5 :
[T PETRIFY./ CURSE
TAME (SCHOLAR) POT LUCK (PARTY HOST) ORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY I MAGIC PROFICIENCY I EVASION CORRECTION n MAGIC EVASION CORRECTION
YT SILENCE/DARKBIAST R
EXPERIENCE POINTS HI-POTION (40%)/X-POTION (25%)/BOMB FRAGMENT (5% |
DROP AQUAMARINE (37.6%) LAPIS (10.2%) POTION (7.8%) DEATHRING (39%) |

O g ol TREETOWER (PARTL) | 2 ACTIONS, FLYING

LEVEL [ 60 [T AT I WEIGHT 30 STRENGTH E7H inveccecr ! IETA SPiRiT 18
VARIABLE LEVEL  [ET20 ABILITY SPEED ATTACK ELEMENT | (ArTACK e T o 150 [

INFLICTS MAGICDERENSE. . IRTIN EVASION BTN MAGIc EvAsion . I
ELEMENTAL WIND || EARTH | CUUGHT!  DARK

DEFENSE - 3

IMMUNETO [T ?

TAME (SCHOLAR) IET23 por LK (PARTY HOST) ORBIDDEN ART (SHAMAN)  [BRZ30 CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY n MAGI( PROFICIENCY [BFS EvAsION CORRECTION n MAGIC EVASION CORRECTION _

ABILITIES ASH e ; ?

EXPERIENCE POINTS n_ STEAL POTION (mmu POTION zsx)/cm DRUM (sx)
DROP EMERALD (37.6%) POTION (7.8%) ANIMATETONIC (3.9%) | DEATH RING (2%)

ENCOUNTERED LS LTI — FLYING

LEVEL (25 [T 120-150 wucm T inreceer PTOM SpiRiT 18 ]
VARIABLE LEVEL  [ETS3] ABILITY SPEED ATTACK ELEMENT [T TTa Vi Arraci ! I Aaccracy ™ IET oerense W

INFLICTS PARALYSIS (10%) MAGICDEFENSE [T EVASION [T MAGIC EvASION

ELemenTAL  DOMRIRERM WATER | WIND. || EARTH | LIGHY
DEFENSE [

IMMUNETO

TAME (SCHOLAR) R7230 POT LUCK (PARTY HOST) B FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY I MAGIC PROFICIENCY [ Evasion correcrion IV MAGIC EVASION CORRECTION
ABILTIES I R ;
EXPERIENCE POINTS 7 sven ANIMATE TONIC (40%)/X-POTION (25%)/DARK SIGH (5%)

DROP_ [AQUAMARINE (37.6%) RUBY (3.9% CROSS (10.2




S MOONLIGHT TOWEI : :
v | WEIGHT 13 [ I Sirit
VARIABLE (EVEL § ABILITY SPEED m ATTACK ELEMENT mm- A ccuracy” I DErnse

INFuTs | PARALYSIS (10%) I Evasion

| 4]
M Wscicevasion: | M

EXPERIENCE POINTS

| A TOPAZ (3.9%) ANIMATE TONIC (10.2%) IEAKTH GAUNTLET (5.1%)

INTELLECT " [T SPiRIT

VARIABLE LEVEL  [ES58) aiuity speen  [ETI ATTACK ELEMENT _ CCURACY

INFLI(IS’ PARALYSIS (10% MAGI( DEFENSE P Evasion

EXPERIENCE POINTS STEAL POTION (40%)/HI-POTION (25%)/HOLY BREATH (5%)
DROP_ | AQUAMARINE (37.6%) EMERALD (3.9%) GOLD NEEDLE (5.1%)

"""" | 28 [T
K3 iy seeep [T ATTACK ELEMENT _Arm 17 T ECcURA Y IR e

PARALYSIS (10%) IAGICDEFENSE. | BT EVaSioN
ELEMENTAL  MFIRERN | WATER [ClighT |
DEFENSE

IMMUNETO [T E

TAME (SCHOLAR) BTN por uck (party HosT) [IRTZ FORBIDDEN ART (SHAMAN) RT3 CAPTURE (BEASTMASTER)
ATTACK }moncnmcv IS MAGIC PROFICIENCY

EXPERIENCE POINIS 100 STEAL POI'IIJN (40%)/H1-POTION (25%)/H0[Y BREATH S%)
AMETHYST (37.6%) HI-POTION (7.8%) GOLD NEEDLE (3.9%) HOLY LANCE (2%)

MAdic DEFENSE | I EVASION

EXPER|ENCE POINTS n POTION (40%)/HI-POTION (25%)/DARK SIGH (5%)

DROP | AQUAMARINE (37.6%) SAPPHIRE (3.9%) | ANIMATE TONIC (10.2%) I-—

MYSTERIOUS TOWER (PART II

|
EN(O?NTERED

LEVEL! WEIGHT STRENGTH 3y [TGTCECRNN 56 [0
vARIABLE LEVEL T2 gty speen  [TTON ATTACK ELEMENT mn-mm (750 [ —] 29|
EEE s R P SO 1AciC oerpise BE7M evasion [ acicevasion. BT

pemenraL  MFIRERE WIND

TAME (SCHOLAR) Il roruck (PARTY HosT) I3 FORBIDDENART (SHAMAN) RIS CAPTURE (BEASTMASTER) 7

amackprorciency (IS macic PRLI(IE& ]| EVASION CORRECTION [V MAGIC EVASION CORRECTION |

S T m R o %1 L POTON (Z DA G

EXPERIENCE POINTS POTION (40%)/HI-

DROP  © 1 i ANIMATE TONIC (7.8%) DARKENING HARP (2%)
I 2 & n ¥ i % R > % i} ¢




ENCOUNTERED
LEVEL : ) — STRENGTH e iiecee I SPiRiT
ne e o5 |

VARIABLE LEVEL N asiunry seeen JEI ArTAck eLement RN IATTACKIE I Accl

wacicoerense B bvasion I wacic evasion BEI

I Foreinpen ARt (stianaN) R CAFTURE (BEASTMASTER)
T EVASION CORRECTION [BREE MAGIC EVASION CORRECTION

EXPERIENCE POINTS —
DROP RUBY (100%) | AMETHYST (100%) | POWER RING (2%)

MCGREAPSA] .

LEVEL [ 8 | 260 WEIGHT =

VARIABLE LEVEL P giLnr speeo. JEM ATTACK ELEMeNT KT UMM (ATTAC

INFLICTS R e R TR MAGIC DEFENS

ELEMENTAL
DEFENSE CWEAK | — HALF = |-
[T PETRIFY / CURSE / DEATH |

BLAST OF AIR
EXPERIENCE POINTS 72 STEAL —
DROP RUBY (100%) RUBY (100%) | AMETHYST (100%) IAMETHYST (100%)

JasAND DEVIL[A]

=
LEVEL [ 1 [ =
VARIABLE LEVEL [ Agivity spen. [EET ATTACK ELEMENT | [FZXToT

INFLICTS

| I ectiracy TN [bFeNSE
P Evasion N nsic evasion” IET

WATER | WIND

[T PETRIFY /. CURSE / DEATH ]

TAME (SCHOLAR) I porwuck (pariy HosT) [ FORBIDDEN ART (SHAMAN)
ATTACK PROFICIENCY I MAGIC PROFICIENCY
ABILITIES A R

EXPERIENCE POINTS

DROP. EMERALD (100%) EMERALD (100%) [AMETHYST (100%) [ EARTH SWORD (100%)

I CAPTURE (BEASTMASTER)

ENCOUNTERED  LAGMAIDIITE }

RN v o]
VARIABLE LEVEL 8 agiuiry speen JETON Aviack eLement IS IATACK sy T FACCURAC
] 1acic perense T evasion

I seiRiT ]
[T oerense AR
T ncic evasion |

ELEMENTAL B WATER | WIND |

IMMUNETO (=8

TAME (SCHOLAR) I por ek pary o) [BES FORBIDDEN ART (SHAMAN)
ATTACK PROFICIENCY IS MAGIC PROFICIENCY

ABILITIES :

EXPERIENCE POINTS HI-POTION (40%)/X-POTION (25%)/ANTARCIIC WIND (5%)
DROP TOPAZ (10.2%) TOPAZ (100%) TOPAZ (100%)

S CAPTURE (BEASTMASTER)

' .3 ACTIONS
|
LEVEL STRENGTH 90 [TaZa g 99 [t
i
VARIABLE LEVEL [ aiLity speep [T Avrack eement P ATTACK e IEFEN ccuRAc T ey
INFLICTS DEATH (8%) mAcicoerense  IETH vasion I MAGIC EVASION

B(E poruck PRy HosT) [T ForaiDDEN ART (sHAMAN) [ CAPTURE (BEASTMASTER)
I wicerorioeney [ EVASION CORRECTION IR 1AGIC EVASION CORRECTION




STRENGTH
[ATTACK? RA

MAGIC DEFENSE EVASION

EXPERIENCE POINTS -
DROP AMETHYST (100%) [ AMETHYST (100%)

| SHARK LANCE (2%)

[T spiRiT | 10 |
7 orense” P

[1:TTe S 'MAGIC DEFENSE nmsmu IO wecic evasion ER

ELEMENTAL WATER
e — WEAK | ABSOR® |
PETRIFY./ CURSE /.DEA

TAME (SCHOLAR) I Por LucK (PARTY HosT)

EXPERIENCE POINTS HI-POTION (40%)/ETHER (25%)
DROP SAPPHIRE (100%) SAPPHIRE (100%) [SAPPHIRE (100%) [ EMERALD (100%)

WEIGHT

MAGI( nmuse m EVASION
ELEMENTAL
DEFENSE

| i
[T PETRIEY. / CURSE / DEATH ] j
TAME (SCHOLAR) =S por uck (pARTY HosT). B FORBIDDEN ART (SHAMAN) I CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n MAGIC PROFICIENCY

EXPERIENCE POINTS PHOENIX DOWN (40%)/WIND CAPE (5%)/GAI.E GAUNTLET (5%)
DROP TOPAZ (100%) TOPAZ (100%) AMETHYST (100%) AMETHYST (100%)

ENCOUNTERED
LEVEL [ 20 T3 WEIGHT IR ey A SpiRrT
VARIABLE LEVEL 8 agiurry speep BTN ATTACK ELEMENT _Am | Accura

IDEFENSE
INFLICTS MAGICDEFENSE O EvasioN | IEO MAGIC EVASION. |
ELEMENTAL RE.| WATER | WIND

DEFENSE e — = =3 AR
Imz!' N :i:. EE[EIFVZ CURSE / DEATH

TAME (SCHOLAR) BT Por Luck (PARTY HosT) FORBIDDEN ART (SHAMAN)  [BETS3 CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n MAGIC PROFICIENCY IEEI Evasion CORRECTION IR MAGIC EVASION CORRECTION

U LAN 28
EXPERIENCE POINTS POTION (40%)/HI-POTION (25%)/X-POTION (5%
DROP AQUAMARINE (9.8%) == =

1CE CAVERNS

ENCOUNTERED

LEVEL WEIGHT

VARIABLE LEVEL I aitrry speep  METON ATTACK ELEMENT ﬂmmﬁ-m

MAGIC.DEFENSE ﬂ EVASION

I rorsionen ARt (stamaN) IS CAPTURE (BEASTMASTER)
I Evasion CORRECTION [T MAGIC EVASION CORRECTION ]




NVIDIA UNDERGROUND

ENCOUNTERED

LEVEL m HP 520
vARIABLE LEVEL P8 apiurry speen [KTTON ATTACK ELEMENT

INFLICTS
FREL  wATER
i nﬁmm

ELEMENTAL WIND | EARTH
DEFENSE
IMMUNE T0
TAME (SCHOLAR)
ATTACK PROFICIENCY
aBimEs e,
EXPERIENCE POINTS
DROP

B POT LUCK (PARTY HOST)
IS MAGIC PROFICIENCY

WEIGHT

i LIGHT
TR T

[ER INTELLECT
I Ik
T Evasion

TR siReNGTH
O s

MAGIC DEFENSE

[T SeiRiT
[ 98 [ | 6 |
B iacicevasion. VI

DARK

A

IS CAPTURE (BEASTMASTER)
[ MAGIC EVASION CORRECTION

[ FORBIDDEN ART (SHAMAN)
[ EVASION CORRECTION

POTION (40%)/STREAM CAPE (25%)/DARK SIGH (5%)
AMETHYST (100%) AQUAMARINE (100%)

ENCOUNTERED

25 |3

{13748

INFLICTS

ELEMENTAL WATER | WIND || EARTH
DEFENSE

WEIGHT

VARIABLE LEVEL [ Aiuity speeD JEETIN ATTACK ELEMENT EEE_T!_

A e ETWsPRT
CURACY TN ErensE

F Evasion [EFI MAGIC EVASION n

MAGIC bmnsz

| LIGHT

(TR (VN PETR CURSE
TAME (SCHOLAR)

ATTACK PROFICIENCY

ABILITIES BREATH [8
EXPERIENCE POINTS

DROP

DEATI

S MAGIC PROFICIENCY
BER

RUBY (100%)

[ poT LUCK (PARTY HOST)

m-srm

= APTURE (BEASTMASTER)
.- AGIC EVASION CORRECTION

I FORBIDDEN ART (SHAMAN)

“ EVASION CORRECTION 8

HI~POTION (40%)/X-POTION (25% /BOMB FRAGMEHT 5%)
AMETHYST (100%) FLAME GAUNTLETS (3.9%) | FLAME CAPE (3.9%)

N'S SOUL

ENCOUNTERED s

25 [

LEVEL

INFLICTS

ELEMENTAL
DEFENSE

WIND EARTH

WATER
[ wek |

WEIGHT

VARIABLE LEVEL I pgiuiry speeD TN ATTACK ELEMENT [TTRT N N IATTAGI

[EH SPiRiT o 12 |
T oeense IO
[T imacic evasion | I

|STRENGTH

[T NTELLECT
7 [
MAGICDEFENSE BTN EVASION

LGHT.!  DARK

IMMUNETO T
TAME (SCHOLAR)
ATTACK PROFICIENCY
PYTT) (S ICE BREA
EXPERIENCE POINTS
DROP

= pot LUCK (PARTY HOST)

[T MAGIC PROFICIENCY

= CAPTURE (BEASTMASTER)
n MAGIC EVASION CORRECTION

I FORBIDDEN ART (SHAMAN)
n EVASION CORRECTION _

HI-POTION (40’6)/X POTION (zsx)mmnmc WIND (5%)
AMETHYST (100%) SPRING GAUNTLETS (3.9%) | STREAM CAPE (3.9%)

ENCOUNTERED

| 27 [

WIND EARTH

ELEMENTAL
DEFENSE

WATER

B por LuCK (PARTY HOST)

EXPERIENCE POINTS
DROP

VARIABLE LEVEL [ ABILITY SPEED mA'ITA(K ELEMENT m_[‘

DIAMOND (100%

BT i
MAGICDEFENSE T EVASION

LGHT  DARK

| e | nae [ iaBsors |

= rorainoen aRT (siaman) [ CAPTURE (BEASTMASTER)

X-POTION (40%)/LIGHTBRINGER (25%)/HOLY BREATH (5%)
DIAMOND (100%) AMETHYST (100%) AMETHYST (100%)

ENCOUNTERED LB .

: 2 ACTIONS, FLYING

LEVEL [ 27 |3
VARIABLE LEVEL
INFLICTS
ELEMENTAL
DEFENSE
IMMUNETO
TAME (SCHOLAR)
ATTACK PROFICIENCY
ABILITIES [T,
EXPERIENCE POINTS
DROP

2000-2500

WIND EARTH

[HRES]  water
| assore | weak_[noi

WEIGHT

K73 asiury speep BT ATTACK ELEMENT [T A MO ATTA

20 STRENGTH.

| 9 |
m EVASION l] MAGiCEvASion | I

MAGIC DEFENSE

LIGHTY  DARK

[0 errecr| wo v [ o errecr [N

B PO LUCK (PARTY HOST)
B MAGICPROFICIENCY

IR roraiooen AR (sHamaN) IS CAPTURE (BEASTMASTER)
I3 evasion correcTioN

I macic evasion correction [

BOMB FRAGMENT (40%)/PHOENIX DOWN (25%)/FLAME CAPE (5%)
[AMETHYST (100%) | owmonD (100



ENCOUNTERED

LEVEL

VARIABLE LEVEL T2 AgiuiT speep T ATTACK ELEMENT [ nuvl [ATTAC

INFLICTS MAGIC DEFENSE
eLementaL  IEIRER ATER | TUWND || EARTHL) IRLIGHTE]  DARK
| ABSORB | EFFEC]

[ FoRBIDDEN ART (SHAMAN) I cAPTURE (BEASTMASTER)

EXPERIENCE POINTS
DROP AMETHYST (100%) | DiAmoND (100%)

ENCOUNTERED

LEVEL 2000-2500 RGN STRENGTH Tl neitecr T Seiir
VARIABLE LEVEL  [ETE3) ABiLiTY speeD. JIETI ATTACK ELEMENT Eﬁm_;\m Il AccurAcy. | IETH berense
INFLICTS MAGIC DEFENSE P [Evasion

ELEMENTAL WATER " WIND_ || EARTH | [°TIGHTL] DARK

EXPERIENCE POINTS
DROP

ENCOUNTERED

LEVEL WEIGHT

VARIABLE LEVEL B3] Asiuiry seen [ETN ATTACK ELEMENT Eﬂ!ﬂ_ B o YT s | __%
INFLICTS BT R 1AGIC DEFENSE P Evasion [EPH wacic evasion | BEEE
ELEMENTAL WATER | WIND_ || EARTH || LiGHT. |

IFY /.U
TAME (SCHOLAR) BT por Luck (paktyHosT) [BETZ3 FORBIDDEN ART (SHAMAN) IBTE3 CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY n MAGIC PROFICIENCY VS Evasion CoRRECTION I 1AGIC EVASION CORRECTION

EXPERIENCE POINTS =
DROP | AMETHYST (100%) [ SHARK LANCE (2%)

[ 22 [Tt
T fAccurAGy 1
mmc DEFENSE | TN EVASION

ELEMENTAL  [SCEIR WATER | WIND
DEFENSE

TAME (SCHOLAR) B por uck ARty HosT) [P FORBIDDEN ART (SHAMAN) IS CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY MAGIC PROFICIENCY [V EvAsioN CoRRECTION I MAGIC EVASION CORRECTION

ATER, WATERA N A, THUNDAGA, CHARGE, TIDAL WAVE : 3
EXPERIENCE POINIS [T stel PHOENIX DOWN (40%)/PHOENIX DOWN (25%)/DEATH RING (5%)
DROP AMETHYST (100%) AMETHYST (100%) AMETHYST {100%) DIAMOND (100%)

e o OWER OFTHESKY 2 ACTIONS

LEVEL [ 27 [T 3000-3750 UG (13 [ICTCEE 22 [T 22 |
VARIABLE LEVEL Euum{smn BT Arrack ecement N IATTACK T Tl A eciRA Bl oerense . [BSH
INFLICTS | POISON, PARALYSIS, SILENCE, CURSE, BLIND (9%) |6 i 25 Ja/s T xcic evasion” | IETH
ELEMENTAL o WATER WIND EARTH || LIGHT

DI HALE | HALF | WALE | HALE | HALF

[T 00 PETRIFY. / CURSE /DEX

TAME (SCHOLAR) S por tuck (paRTY HosT) [ESS FORBIDDEN ART (SHAMAN) [N CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY [EI MAGIC PROFICIENCY [T EVASIoN CORRECTION I masic evasion correcrion. [

JYTIVIII FIRAGA, FIRA, B FAOF ANGELS T o i it
\_:,n EXPERIENCE POIN X-POTION (40%)/X-POTION (25%)/X-POTION (5%)
i R0 [AMETHYST(100%)  [AMETHYST (100%) AMETHYST (100%) DIAMOND (100%) _

TS R




ENCOUNTERED

LEVEL [ 30 [ ] ELLET
variaLELEvEL 733 aiuryspeep [T Aviack ELement ETATZEURS A 15 G Bl 5 R s |
N :cic oerense PR Evasion [ issic evasion’ IV

ELEMENTAL FIRE_ EARTH  [ULIGHT|  DARK
TV PETRIFY / CURSE / DEATH / PARALYSIS / CONFU R
TAME (SCHOLAR) I rorwuck party os) (B FORBIDDEN ART (SHAMAN) = CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY R MAGIC PROFICIENCY [T Evasion CORRECTION S MAGIC EVASION CORRECTION

JTATTLTZ30 ICE BREA
465 [EiZY W POTION (40%)/STREAM CAPE (25%)/X-POTION (5%)
AMETHYST (100%) AMETHYST (100%) AQUAMARINE (100%) | AQUAMARINE (100%

LEVEL [ 27 [ WEIGHT B 2 [ 16 [

vARIABLE LEVEL [T AgiLiry.speeD IETON ATTACK ELEMENT WATERI.VI TArAck 7P ccurAcy | ETIM IbEFERSE
INFLICTS _ WAGicoEreNsE | TR evasion. I MAGIC EVASION

ELEMENTAL WATER | WIND™ || EARTH

EXPERIENCE POINTS
DROP

ENCOUNTERED

LEVEL (27 [ [0 | LN_TE[_I.EG T SPiRiT [0 |
VARIABLE LEVEL T2 ABILITY SPEED mmA(x ELEMENT _ T Accraey. IETM oerense | EI

INFLICTS R R o MGIC DEreise. | B Evasion. . IO imacic evasion. | IETN
ELEMENTAL

[T PETRIFY / CURSE / DEATH
TAME (SCHOLAR) B0 porLuck (paRTy o) RGO FoRBIDDEN ART (sHAMAN) (IS CAPTURE (BEASTMASTER) =

ATTACK PROFICIENCY IR MAGIC PROFICIENCY S £vasion CORRECTION IFI MAGIC EVASION CORRECTION

EXPERIENCE POINTS : POTION (40%)/HI-POTION (25%)/X-POTION (5%)
DROP i = i

[A]

ENCOUNTERED

LEVEL 27 [T WEIGHT

VARIABLE LEVEL TSN asiLiTy speeD [ETRN ATTACK ELEMENT mm-ﬁmgc__

INFLICTS T N 4ic ocrevse U Evasion
ELEMENTAL FREC WATER | WIND | EARTH ]

DEFENSE

TAME (SCHOLAR) I porwakpary hosn) IS FoRaiDDEN ART (SHAMAN) ISR CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY “ MAGI( PROFICIENCY R EvASION CORRECTION n MAGIC EVASION CORRECTION

EXPERIENCE POINTS STEAL

DROP AMETHYST (100%) | DIAMOND (100%)

[TCH'S MANSIO!
HOLY TREETO

ENCOUNTERED

- WEIGHT
vaRiABLE LEVEL 72N asiuimyspeep TN Aviack ecement  ETTDNA NN { Bl o i
T L B R ] oI OtfensE lﬂ Evasion. | IEI MAGIC Evasion BTN

ELEMENTAL

A OLA YES Hi A 0 A(338 FORBIDD A YES AP B 3
0 B 0 A ON CORR 0 B ON (0 0 B
D, G
: 0 14 A =
s DROP RUBY (100%;
T T TR (W_) i *7‘@5“““00%) — “A'eETHYST(lO(')%) - AMEIHYST(IOO?‘)




ENCOUNTERED

LEVEL
VARIABLE LEVEL
INFLICTS
ELEMENTAL
DEFENSE
IMMUNE TO (.'

TAME (SCHOLAR)
ATTACK PROFICIENCY
CURA
EXPERIENCE POINTS

ABILITIES

ELEMENTAL
DEFENSE

INFLICTS

m WATER

IZI Hp
BT asiLity speen
CURSE, STATUS DOWN (15%

390-488

WIND

ATTACK ELEMENT

EARTH

E

POT LUCK (PARTY HOST)

_CURAGA, SLEEP. SILENCE

[T s7eal

AMETHYST (37.6%)

IR Macic PROFICIENCY

LLiGHT |

WEAK _[NO EFFECT]

FORBIDDEN ART (SHAMAN)

WEIGHT

MAGIC DEFENSE
DARK

“ EVASION | CORRECTION

1 IETAN [ACCURAGY,
m l EVASION

APTURE (BEASTMASTER)
n MAGIC EVASION CORRECTION

'lI MAGICEvASioN | IZTH

Hl POTION (40%), HOENIX DOWN (25% CURSE RING (5%)

CROSS (7.8%)

CURSED BLADE (2%)

[FRE  warer
[

MAGIC DEFENSE

T Evasion

CURSE, STATUS DOWN (15%)

30

VARIABLE LEVEL  [KTEY Agiuity speen IR ATTACK Ecement YT

MAGIC DEFENSE

PEH INTELLECT
N 2 s

I [Evasion

[T MAGIC EvaSIoN

[ 105 [T A
[T oeeense

CURSED BLADE (2%)

WEIGHT

VARIABLE LEVEL [T Agiuiy speen IR ATTACK ELEMeNT [ Am(m ATTAC

INFLICTS

ELEMENTAL
DEFENSE

CURSE, STATUS DOWN (15%!

EARTH

EXPERIENCE POINTS

DROP

ENCOUNTERED

LEVEL

VARIABLE LEVEL
INFLICTS
ELEMENTAL
DEFENSE
IMMUNE TO
TAME (SCHOLAR)

ATTACK PROFICIENCY

ABILITIES |

EXPERIENCE POINTS :

DROP

AMETHYST (37.6%)

| ueHT |

B AGIC DEFENSE
DARK

[T cciRay
T EVaSion

CURSED BLADE (2%)

| 27 [3

723 iy speep TR Arvack ELement TR I

WATER

WIND

WEIGHT

EARTH

AL
[ POt LUCK (PARTY HOST)
IR 1AGIC PROFICIENCY

K| RK
756 B
AMETHYST (100%) EI'HYST (100%)

MAGI( DEFENSE

I FoRBIDDEN ART (SHAMAN)

BT ELLEG
A { e

T Easion

APTURE (BEASTMASTER)

IV EvASION CORRECTION I maic evasion correcrion [T

[T SPiRiv

| 100 [0
[T MAGIC EVASION

X-POTION (40%)/PHOENIX DOWN (25%)/DARKBRINGER (5%)

AMETHYST (100% [oiAoND B




P NP

LEVEL [ 40 [ WEIGHT | STRENGTH (26 [T m.smm
VARIABLE LEVEL [ ABILiTY SPeED BETO ATTACK ELEMENT [T A TR IATTACKS ‘

MAGIC DEFENSE mEVASlon

ELEMENTAL " EARTH | LIGHT.!  DARK
[TE1: 30 ABSORB. | [0 ErrEcr | No EFFeCT| nO EFFECT [NO'EFFECT

ENCOUNTERED

LEVEL | 40 |3 12001500 swencii WP e METMSPRT 15 |
VARIABLE LEVEL B3 ABILiTY SPeeD. [ETTON ATTACK ELEMENT Eﬁiﬂ- amack I MAcoray. | ETMoerense[INEM
INFLICTS — MAGICDEFENSE UM evasion. | T wacic Evasion . I

ELEMENTAL  CHIRESS| WATER | WIND RTH L LGHT.|  DARK

perense |8 mm&mm [N ErfeCt]
[PoRPY/CURSE/DEA |

POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN) SRl CAPTURE (BEASTMASTER)

EXPERIENCE POINIS
DROP

ENCOUNTERED s e .
LEVEL [ a0 T3 WEIGHT

VARIABLE LEVEL [T ABiLTY spee [T ATTACK ELEMENT  [ZXATIR AN ATTACKA JAccuRAeY
wris ¢ TR ) 1A cic DEFEnsE BTN EvASION
ELEMENTAL IS WIND | EARTH | LIGHT

DEFENSE : ABSORB
IMMUNETO 301 EATH G
TAME (SCHOLAR) POTLUCK (PARTY HoST) | FORBIDDEN ART (HAMAN) [N CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY [l MAGIC PROFICIENCY n EVASION CORRECTION [EI MAGIC EVASION CORRECTION
JUTTTITS30 FIRA, AERORA, AER SIDEWINDER, MOONLIGHT ¢ SILENCE, BR S
EXPERIENCE POINTS STEAL HI-POTION (40%
DROP AMETHYST (100%) AMETHYST (100%) [AMETHYST (100%) [D1AMOND (100%)

ENCOUNTERED P ' = : 4 ACTIONS, FLYING

LEVEL 0 e 44005500 | wsmm 50 STRENGTH T ineueer A SPIRIT 2 |
VARIABLE LEVEL K723 ABiLiTY SpeeD [ETON ATTACK ELEMENT o Bl Accuray DEFENSE
INFLICTS _ wAcicoerense BT Evasion | O ks vasion | EI

ELEMENTAL  EHIRESS WiND | EARTH | LIGHT|  DARK
DEFENSE 7

IMMUNETO
TAME (SCHOLAR) [ 0T LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN) MBSl CAPTURE (BEASTMASTER) =

ATTACK PROFICIENCY B MAGIC PROFICIENCY [N £VASION CORRECTION [ MAGIC EVASION CORRECTION B
JYTITIZ 3 WATERA. THUN CHARGE, 3 RS T, S T R g

EXPERIENCE POINTS 756 BN

DROP AMETHYST (100%)

HI-POTION (40%!
AMETHYST (100%) [ AMETHYST (100%) [ DIAMOND (100%)

ENCOUNTERED —= - : L2 ACTIONS |
40 (i, 3600-4500 ) R 22 3 SPIR 28
AB YES J: PEED WETH ATTA UGHTIVI  {irle kY28 |ACCURA 200 fhi33d 15
SILENCE (9%) AGICD 16 {37850 L[ IMA ASIO 8
FIR ATER D AR DAR
D Y B — | assors [
1] PETRIFY. E /D)
OLAR = PAR 0 S FORBIDDEN A AMA 3 BEASTMA S
PRO ! A A PRO A ASIO ORR 0 B A ASIO ORR 0 B
AB TH . THUNDAGA, AEROGA, JL 0T ClRA S R e s S TR e A R R ) 7
. ‘~ '~ PO 756 A HI-POTION (40%)/LIGHTBRINGER (5%)
0 i AMETHYST (100%) AMETHYST (100%) AMETHYST (100%) DIAMOND (100%) s




5
o N

) BN

WEIGHT 40

VARIABLE LeVEL  [T23 ABiuiTy speen. [T ATTACK ELEMENT [DARKIV2 i

INFLICTS MAGIC DEFENSE

* T inTeLLeCT SPRIT
1 ET ACCURACY: ] IR [DEFEnsE™

PETRIFY / CURSE / DEA

ABSO
TAME (SCHOLAR) B ot Luck Party HosT) IS FoRBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER) =
ATTACK PROFICIENCY MAGIC PROFICIENCY IS EvAsion CoRRECTION [ MAGIC EVASION CORRECTION B
ABILITIES_ IY: DARKRA, DARKAGA, CUR s ' -

Al ARKRA R
EXPERIENCE POINTS 756 STEAL HI-POTION (40%)/DARKBRINGER (5%)
DROP AMETHYST (100%) AMETHYST (100%) AMETHYST (100%) | DiAMOND (100%)

ENCOUNTERED  ILGLULEE 4 ACTIONS, FLYING

30

VARIABLE LEVEL T3 ABiLITY speeD  [EPTY ATTACK ELEMENT [WATERWY [ried

INFLIGTS MAGIC DEFENSE
ELEMENTAL WATER [ WIND" || ARti |

PETRIFY / CURSE / DEAT
TAME (SCHOLAR) I por Luck (paRy Host) [ FORBIDDEN ART (SHAMAN) I CAPTURE (BEASTMASTER)
ATTACK PROFICIEN I masic PRoFICIENCY IS £vasion correction IR MAGIC EVASION CORRECTION

EXPERIENCE POINTS N'S SPEAR (5%)
DROP AMETHYST (100%) | DIAMOND (100%)

LEVEL [ 40 [0 WEIGHT 20 & N o [T 3o |
VARIABLE LEVEL TS ity seeen IERIN rvack eLement | 35 PCOITOR] 200 [ ] 35 |

amack R Aacury IDEFENSE |
INFLICTS PARALYSIS, POISON, CURSE, BLIND, SILENCE (8%) MAGICDEFENSE" " IETIM EvASION I wikGic vasion” I
HALF

ELEMENTAL

PETRIFY / CURSE / DEA
TAME (SCHOLAR) I por wck paryHos) [ FORBIDDEN ART (SHAMAN) I CAPTURE (BEASTMASTER) =
ATTACK PROFICIEN I MAGIC PROFICIENCY I Evasion coRRECTION [T MAGIC EVASION CORRECTION A

ABILITIES FIRAGA, FIRA, BEZETEOR, FALL OF ANGELS

EXPERIENCE POINTS STEAL HI-POTION (40%)/NECRONOMICON (5%)

DROP AMETHYST (100%) AMETHYST (100%) AMETHYST (100%) | DiAMOND (100%)
ENCOUNTERED. am 2 ACTIONS, FLYING |

LEVEL 50 [T 2] 66 |
ACCuRACHI T | 18 |
EVASION

ELEMENTAL WATER [WiND 1| EARTH. [ LiGHT.
DEFENSE

Bl 300 [\Ti7:TTy
MAGICEVASION. IETH

7
=
=
(=]
=
=

Q BB == HI-ETHER (40%)/REMEDY (25%)/PHOENIX DOWN (15%)

i R B
T—— AT S
g e

e




LEVEL [ 50 [
VARIABLE LEVEL K723 ABILITY SPEED m ATTACK ELEMENT __

INFLICTS

ELEMENTAL WATER
perense (NS
(TTTITICA PETRIFY /. CURSE /DEATH

R 30 YT
MAGICDEFENSE | TN (EVASTON

TAME (SCHOLAR) I por Luck (PARTY HOST) (B FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER) [
ATTACK PROFICIENCY. “ WAGIC PROFICIENCY [ EvASION CORRECTION “ misic evsion corvection 8 A

ABILITIES BIG BANG, B A ARTHQUAKE. BLACK HOLE, CURA, BLA
EXPERIENCE POINTS HI-ETHER (40%)/REMEDY (25%)/PHOENIX DOWN (ISX)

DROP — o

a  FLYING

4000-5000 — R 40 110 60
B 170 gA10 — ITACH Ky Bl ACCURACY 300 filiid 15
AGICD 17 0 0 i1 50
D
D — — —
0
A OLA PO 0 {7230 FORBIDDEN ART (SHAMA APTURE (BEA
0 A 0 A ON (0 0 ON CO 0 A
L G SLOW ST SON, DEATH__ R AR DD BRI
PO 0 A HI-ETHER (40%)/REMEDY (25%)/PHOENIX DOWN (15%)

ENCOUNTERED BR : : ____FLYING

LEVEL [ 50 |13 40005000 BRI STRENGTH mmrmm Ilﬂsmm
VARIABLE LEVEL m/\muwsmn mIAITA(KELEMENT & ] | S
INFLICTS ENCE, BUNDNE PETF

ELEMENTAL WATER | WIND
DEFENSE [ =5 5
[TV PETRIFY./ CURSE / DEATH 2 A\
TAME (SCHOLAR) IET20 ror uck (PARTY HosT) B2 FoRBIDDEN ART (sHaMAN) BB CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY 7S MAGIC PROFICIENCY “msum CORRECTION nMAGK EVASION CORRECTION

ABILITIES  WGIVI{ES
EXPERIENCE POINTS HI-ETHER (40%)/REMEDY (25%)/PHOENIX DOWN (l 5%)

DROP — — I__

| ) =

- ] 3 ACTIONS
20002500 B0 30 STRENGTH 730 [T e M 195 [T [ 28 |

VARIABLE LEVEL T8 ABiLy speen [T ATTACK ELEMENT  [EESSR IATTAL T IACCRA G [T | 25 |

INFLICTS T ] wcic oerens T ewsion [N wasicevsion T

FLEMENTAL  IOORIRERM  WATER | WIND_ || EARTH | [ LIGHT

DEFENSE [ 03

(TR0 PEVRIFY./ CURSE /. DEATH 3 7

TAME (SCHOLAR) IR por ek eariy Hos) (TR ForeinDEN ART (sHaMAN) B3N CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY “ MAGIC PROFICIENCY [

JYTIVRIZI THUNDARA, LIGHT) INGBOIT[D] § R

EXPERIENCE POINTS [T sl HIEPOTION (40%)/X-POTION (25%)/X-POTION (5%).

DROP [AMETHYST(100%)  [AMETHYST(100%)
: TR = - )




| 38 TGO 195 OO BN 75 |
| BTN ccuacy " YT mrenise.
TN evasion

ELEMENTAL  ISNFIRERS  WATER | WIND
DEFENSE — | wex |

CAPTURE (BEASTMASTER)
IS MAGIC EVASION CORRECTION

EXPERIENCE POINTS POTION (40%)/X-POTION (25%)/X-POTION (5%)
DROP AMETHYST (100%) AMETHYST (100%) [ DiAmOND (100%)

v TRENGTI |40 TR 190 oy | 66 |
VARIABLE LEVEL . ARTHLVZ | RET icciiracy. YT retise. Il
MAGIC DEFENSE TN Evasion TH macic evasion [T

WATER WIND EARTH || LIGHT

ATTACK PROFICIENCY
ABILMES [T
EXPERIENCE POINTS

DROP [DiAMOND (100%) | DiAMoND (100%) 1=

asd

ENCOUNTERED S R
1] 5000-6250  RUGTT0G 60 STRENGTH [ 29 JTITCORN 120 [CTR 55
VARIABLE LEVEL T3 ABiuity speep  ETTRN ATTAck eLement TTSELaZ MMl TG N 37 [PYTTTYa AN 300 [T 25
INFLICTS MAGIC DEFENSE  [IEAT EvAsion [ Macic evasion BT

ELEMENTAL
DEFENSE

IMMUNETO g .
TAME (SCHOLAR) POT LUCK (PARTY HOST) IR ForaiDDEN ART (sHAMAN)  [IETEI CAPTURE (BEASTMASTER) =
ATTACK PROFICIENCY IS MAGIC PROFICIENCY [V EVASION CORRECTION [ MAGIC EVASION CORRECTION

V1101133 FIRE BREATH [C], CURA, F! R TR DA ey ;

EXPERIENCE POINTS STEAL

DROP ORIHALCON (100%) [ 1=

1

ENCOUNTERED

w weioHT TN i 66 TR 250 P
VARIABLE LEVEL BILITY SPEED  [ET ATTACK ELEMENT [EaiTE TRITACK ol 66 [LIRAR] 300 )

[ 300 [ BN 45 |
BLINDNESS (25%; W Evasion T macic evasion [T

WATER | WIND || EARTH |[LiGHT

- T =
I por LUCK (PARTY HOST) ORBIDDEN ART (sHAMAN) [ CAPTURE (BEASTMASTER)

ATTACK PROFICIENCY IS MAGIC EVASION CORRECTION

LGS QUA e o=

EXPERIENCE POINT: 'S ROBE (25%)/HOLY BREATH (5%)

DROP DIAMOND (100% DIAMOND (100%) KRINJH'S ROBE (15%)

3 ACTIONS, FLYING

0 RED v
; 3000-3750 33 195 5L 55
ARIAB RI=3 AB G 60 ACK T IACCUR 300 i 19
SILENCE / CURSE (50%) AGICD 17_J3780 3 It ST 28
RI ATER ) AR DAR
D ABSORBS | — = =
AB PETRIFY /.CURSE /D
. OLAR 2 ro PARTY HO _ : : PTURE (BEASTMA =
PRO A AGIC PRO A ASION CORRECTIO A A ASION CORRECTIO A
PERIENCE PO 100 A HI-POTION (40%)/X-POTION (25%)/X-POTION (5%)
DROP AMETHYST (100%) AMETHYST (100%) — —

ENEMY DATA



i PO 100 L POTION (40%)/HI-POTION (25%)/X-POTION (5%)
DROP AMETHYST (100%) DIAMOND (100%) = =

: s 2 ACTIONS, FLYING |
W [ 65 [ 20002500 R0 [T STRENG T et TR SPiRiT

VARIABLE LEVEL ABILITY speeD  [EEE Arrack ELemENT I ATACK RN Acciracy. | TN (DEFERSE”
INFLICTS RN +Gic oerense | BT Evasion T macic evasion | BEZHL

ELEMENTAL WATER | WIND_ || EARTH |'"LIGHT! DARK
DEFENSE = = A2 — |

[TITTITT (oM PETRIFY./ CURSE / DEATH

TAME (SCHOLAR) POT LUCK (PARTY HOST) FORBIDDEN ART (SHAMAN) IR0 CAPTURE (BEASTMASTER) Y
ATTACK PROFICIENCY 7S maGiC PROFICIENCY S Evasion CORRECTION [ MAGIC EVASION CORRECTION

P TTTR T3 I CE BLAST, SILE 3 R D 2 Wi 3 ST

EXPERIENCE POINTS TT R STEAL POTION (40%)/HI-POTION (25%)/X-POTION (5%)
AMETHYST (100%) AMETHYST (100%) =

ENCOUNTERED L2 ACTIONS

w T ez weiGHT TN STRENGTH RN nTELLECT SPIRIT 35 |

VARIABLE LEVEL T2 AniuiTy speed [JEERON Avrack ELemenT I (ATTAG [T [ACCRA | 300 JlliaH

INFLICTS MAGIC DEFENSE I3 EVASION IE MAGIC EVASION
ELEMENTAL WATER | WIND_ | EARTH | LIGHT

DEFENSE e —

(TR PETRIFY. /. CURSE / DEATH

TAME (SCHOLAR) m POT LUCK (PARTY HOST) CAPTURE (BEASTMASTER)
ATTACK PROFICIENCY IS MAGIC PROFICIENCY [ MAGIC EVASION CORRECTION
[YTGISI GOBLINSTRIKE LEAFRA o S R = R
EXPERIENCE POINTS [T sTeAL POTION (40%)/HI-POTION (25%)/X-POTION (5%)

DROP DIAMOND (100%) DIAMOND (100%) DIAMOND (100%) =

A

[Tz [TV 160 [T 55 |
3 I icctmacy ) BT oerensen = BT
B easion. IO macic evasion | T

plemenal  HRES
DEFENSE

FORBIDDEN ART (SHAMAN) CAPTURE (BEASTMASTER)

B maGiC Evast

EXPERIENCE POINTS
DROP = =

ENCOUNTERED e — o 3 ACTIONS |
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RILOUS
JOURNEY!

Brandt wakes up on his 14th birthday as an adult. As
such, he must present himself to the king. But when
he arrives af the castle, he finds the king troubled and

the princess missing. The king asks Brand{ {o save the
princess from the Witch of the North. Will he be able {o?

i

') SPOILER-FREE WALKTHROUGH |

~ Use our spoiler-free walkthrough to get 100% out of the game without
worrying about whether or not the story will be ruined for you—it won't!

—— ; »--e(‘\-"' ]

Use the maps in this guide fo navigate dangerous dungeons and find

D secret paths to freasure.
‘ §WEAP0N ARMOR, AND EQUIPMENT DATA C;

Research the strengths and weaknesses
of all of the items in the game and learn
where to find them.

@ COVERAGE OF CROWNS AND THE JOB SYSTEM B

Discover the ins and outs of the Crown-based job system. Plan your upgrades carefully fo create a truly powerful party!

/) FULL COVERAGE OF BONUS DUNGEONS @

Study the stafistics and learn how fo beat the post-quest, final boss monsters.
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