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It is the age oftlze Airslnfp.

At the end of the 10th century, in a place much like our own, the bold and

courageous loaded their dreams upon these ﬂying machines and ventured out into

the skies above.

One such adventurer was known around the world for his audacity and daring.
The legendary Gilbert Brown was the most famous explorer in all of England.
Houwever, tempting fate one too many times, he crossed paths with a mysterious

organization and was never seen again.

Years later Eddie, Gilbert's son, boards the one thing his father left behind: his

airship, the Maverick.

Leaving the only place he's ever known, Eddie departs London in search of his

missing father and embarks on an adventure of his own. ..

our hands the ultimate guide for exploring the world s viewed by o group of young adventurers over one hundred
years ago. Beginning with a comprehensive list of every character's skills and weapons data and culminates with o comprehensive
walkthrough that packs countless maps and detailed strategy to get you through every dungeon and ity in the world. We af
BradyGames know how much players rely on guidebooks for the side-quests and secret missions and this ook will surely not
disappoint. We cover every character-specific side-quest, every bonus dungeon, ond our “Adventurer's Assaciafion” and “World
Treasure” chapters reveal everything you need to know for completing an additional 33 quests and finding all 50 World Treasures.
Lastly, the comprehensive items and monsters sections are packed with information you can’t get anywhere else. We're very
proud of this book and hope it serves you well in your quest. Good luck, brave explorer!
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Age  Gender Height Weight
]6 Mal 57" 104 b
T

Eddie’s fatlter 18 none otller than the most famaus
% adventurer in all of Eng/and Gilbert. From a é%

a

. young age, he was tauglzt the way of the ﬁ |

* sword and the spirit of the knight, /
making him a master of the blade. With a pure heart and a just mind,

he too decides to become an adventurer of his own will in order to

Asearclr for his missing father.

us primarily on a single enemy or
itles. Use Guard Boost and Attack Boost

ﬁrﬂer/Blude skills ﬁfe extremely helpful in
up Dividing Heaven fo bring down ifs MP costs

Overdive

Combo Attack

Knight Heal :

Attack Boost Overdrive Lv. 5

Guard Boost:

Provoke i

Hyper Attack Atfack Boost Lv. 5

Hyper Guard Guard Boost Lv. 5

Thunder Blode g

Counter Guard Guard Boost Lv. 5 & Provoke Lv. 5 , 5

Dividing Heaven Overdrive Lv. 5 & Thunder Blade Lv. 5 4 wo Power Boost

Sonic Wave Combo Attack Lv. 5 Wild Rush B

Demonic Blode Attack Boost Lv. 5 & Dividing Heaven Lv. 5 Spital Arow Wild Rush Lv. 3

Shining Blode Dividing Heaven Lv. 6 | Unlimited Power Boost Lv. 3 & Wid Rush Lv. 5
Grond Cross Sonic Wave Lv. 5 & Shining Blade Lv. 5 : ? Limit Excel Spiral Arrow Lv. 5 & Unlimited Lv. 5
Supernova - Talk to Gilbert Brown affer refurning from Mt. Fuji. e i s # g




Special skill Freorms S

Age  Gender Height Weight
17 Male 56" 1231b

Pad ljves in the East End of London. Separated from his
parents as a baby, he knows nothing of his own family. He
is considered a leader by the children of the shims, and has
a very caring personality. Since he has lived alone for as

/ong as lze can remember, lze seems a Lit co/a’ ana’ a’istant.

Conseq thy, he is rather tive when it comes to the

topic of dreams or adventures.

lock On
Steal
Random Shot
Treatment
Break Shot
Speed Boost
Meteor Shot
NoTrace
Escape Run
Heavy Shot
Hyper Speed
Silencer
Dead Shot
Buster Shot
Last Magnum

Bullet Drve

Tum Acceleration

Support Shot

Flare Shot

Smoke Shot 2

Lock On Lv. 5
Random Shot Lv. 5

Steal Lv. 3 & Speed Boost Lv. 3

Lock On Lv. 5 & Steal Lv. 3

Speed Boost Lv. 5

No Trace Lv. 3 & Hyper Speed Lv. 5

Lock On Lv. 6 & Heavy Shot Lv. 5

Lock On Lv. 5 & Speed Boost Lv. 5

Meteor Shot Ly. 5 & Buster Shot Lv. 5

Talk to Eisabeth after rescuing her from the sky
iates.

Ropid Shot .3
Support Shot Lv. 5 & Flare Shot Lv. 5

NTRO
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Melody/’s set of kills are exactly what you'd expect from o wizard like her. Focus attention on
the elemental weaknesses of your foes and let them have it with the coresponding skill. Level
up her four basic elemental skills to level 3 os they unlock fo get their group-hased equivalent.
Life Drain and Magic Shell ore best saved for boss battles against enemies who are neither
non-elemental or who possess sirong resistances fo magic atfacks.

Flanma 5

Flanmoa Flonma Lv. 3
Frost %

Frostana FrostLv. 3
Aeria 8

Aeriora Aeria Lv. 3
Grounda &

Groundale Grounda L. 3
Life Drain g

Skill Break
Dark Ray

Magic Shell
Magic Drain Skill Break Lv. 5
Speed Broke

Utfima Rain

Flonma Lv. 5 & Frost Lv. 5 & Aeria Lv. 5 & Grounda
lv.5

Flanmon Lv. 5 & Frostona Lv. 5 & Aeriara Lv. 5 &
Groundale Lv. 5
Doemon’s Gate - Visit Medea’s grave after retuming from the Amazon.

potent combatant when manning the airship’s cannon, but ifs best to use h
against tougher enernies. Magic Shield und Magic Shower are very helpful skill th
non and Aurora Cannon are both

e

Gender Height Weight
Female 50" 901b

B0l o e inthe wrands sl ol her e, she s o L
# 4 Magic Shield
{ frfem{s af her own age. She has all the qua/fties a/ an outstanding Magic Shower i
A Slower Cannon Magic Shower Lv. 5
u izard but is stulvlwm, unyie/aling, and sometimes rather se/ﬁs]’t. Drain Cannon Magic Shield Lv. 5
& " Aurora Cannon Magic Shield Lv. 8




Age Gender Height  Weight
Unknown  Femole 53 99 b
i . S

A girl who is the ta}gez of a rﬁysterioué secret cabal.
She has no memory of her past, and as such does not
even know why the Cabal is after her. She is quiet :
and reserved, but she is also strong-willed and never
changes her mind once it is made up. She has the

ability to harness the mysterious power of miracles.

Healing Breeze

 Recovery Bell

Angel's Song

 Spiua ight

Blue Whilwin :

White Reqiem-

Angel Powder

Healing Breeze Lv. 5

Healing Breeze Lv. 3 & Blessing Breeze Lv. 5

’Bliaﬁﬁgﬂnéiié[vﬁ L

Whne Gnle .5

~ Recovery BellLv. 5 & Soothing Light v 5

Smﬂhlng ngh' Lv. 6 & Lumierana Lv. 5

M

1
2
3
4
5

Repair Force
AniDefct
Guard Shield
hero Field
Miracle Blast

Repair Force Lv. 3

Guard Shield Lv.3

Anti Defect Lv. 3 & Aero Field Lv. 5

&
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i abe e 1T o

&‘ ecial Skill: Knowedge of the Ancents I \ 18 / \ S 7'

& /

74 \
 Age  Gender Height Weight \ S 5 i Age  Gender Height Weight \
46 Male 54" 209 b h ) 44 Female ; b5 106 b

Homelﬁnd: London, England

\

Gilbert’s long-time friend and '\l : A WiE An aristocrat /ibing in London’s West End. She is a long-timé
supporter of Fddre. Jim is in search . . " ﬁien(] of q:/bérl and Evans), and cooperéztes with them. ‘
of the worlds hidden mysteries and. : A G i / C w:l. ’

' treasures as the a]eputy clzief curator ‘ N n e

i of the pra/ Museum.

bl I gl
Age  Gender Height Weight
& Female 56" 1191

i
i 4

e Héigln . Weight / Lane—wa/f sley pirate Scarlett
Moo 58" 157§ Feli fhes in her deep crimson

Eddie’s fatlzer and famous ; N airship the Bsperanza. Now
British adventurer. [njurea] ma |\ & reunited with her sister Astell
battle with the Ancient Father's i ’ l, after freeing her from the

)

Cabal, he is said to be recovering




Age  Gender ll;iglﬁ Weight

48 Male 58" ]élrlb
Julius is the chief curator
of the Raya/ Museum,
and is also the director
of the Royal Exploration
Agency. The ][ormer partner
of Gilbert, and a /egenal. ¢

e

" Gender  Heght Woight
27 Female 56" 1231
PR SR
A member af the Roya]
Exp/oratian Agency. She w&\
!
admires Gilbert as her /‘K §

 master and honors his work.
~ She will become a great e
sympathizer to Eddie.

Age Gender Height  Weight
Unknown ~ Female ye 791b

Member af the Royal Exploration

Agency with super powers anda past in

the Cabal. Born weak, she lives in

Full Name: Carlos
Homeland: Mexico
Special skill: Fireor

Age  Gender Height Weight
35 Male 5% 154 b

An agent af the Roya/
Exploration Agency. Carlos
appears suauen/y and is skilled
at investigation, infiltration, and
destruction. He is trusted as

Fogg's rfglzt-lzand man.
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Hartmann Roswell

Full Name: Roswell the “God's Right Hand” &

Homeland: Merveille, France Homeland: fronce
Special Skill: Magic Special Skill: Invenfion

Age  Gender Height Weight Age  Gender Height Weight
52 Male il 1461b 28 Male 597 1341

1 An clite of the Ancient
Father's Cabal. 77701@17 a
wizard born in Merveille
Village, Hartmann was
exiled j/ar using magic to weapons in C aln;/;‘ technical department.

soothe his own desires. His right arm is mechanical.

ming

Full Name: Cormine e “Invincible”

A
" Age  Gender Height Weight
¥ Male 61" 181h

'_,‘ An elite a]( the Ancient Father’s Cabal.

- Carmine has the power o)[ invincibility ; he can

instmzt/y cure all Jamage. He also takes prm/a




Full Name: Astell

Homeland: ltaly

Special Skill: Transformation

Age  Gender Height Weight
19 Female 53" 88 1h

Aj[ormer elite ojfi/w Ancient Father’s Cabal. Her
memory eraseaz ana/ manipu/a[ed Z?y t}re Ca[?a/ unti/

Scarlett risks her /7][0 ][or /wr, reuniting the two sisters.

GUEST PARTY MEMBER

Adtion: Magic attack on all enemies.

Full Name: Yang Gui the “Vacant”
Homeland: China

Special Skill: Sorcery
Homeland: Jopan -

Special Skill: Swordplay

Age
33

Gender Height Weight

An e/fte af[/w AncirmiL Male 5T 137 b

\

Father’s Cabal. Dllsgui,seiz/
W
\

An elite of the Ancient |
Father’s Cabal. Kakya

asa membm’ oft/'nz

Exp/arat{on Agcncy, she
]ijo/s Eddie. In truth she has

no physical form and cannot

be attacked.
GUEST PARTY MEMBER

~ Action: Healing magic on a single ally.

manages the Calm/ s Far

FEast base on Mt. Fuji,
and is a descendant af

samurai. He can walke

t/zraugh anytlﬂ'ng

%f CHARACTERS



The age af the airsllip was a spectacu/ar time f"l”ed with wonder and Jiscovery, all thanks to the craft’s al)i/ity to
transport peop/e around the world at breakneck speed. The m'rslu'p's role in Nosta/gia cannot be understated. The

world is a /arge place, f;”ed with a dizzying number ofcfties, cultures, and treasures to exp/ore. Only the more

1 advanced airships can travel at ln'gller altitudes and cover greater distances faster, but these lzfglmr altitudes are
‘ also a L]angerous p/ace to be. Tlmuglz each airslzip comes equipped with an assortment a)(weaponry, the ln'gll—
|

altitude explorer needs far better Jefanses to ensure safe passage at the edge a)[the atmosp]wref

MAVERICK

Vi e ke A INITIAL WEAPONS OUTLAY

Light Blad
BASE STATISTICS L ugmea d
T S A T N W by
100 35 40 30 30 20 = light Connon
o Light Orb

Gibert' aiship. Though small, the Maverick can be powerfulin combat once the weapons are upgraded. The

Maverick is o highpowered irship. & light Shield




. MAVERICK Il

d TRREY T P g BT INITIAL WEAPONS OUTLAY
Long Blad
} BASE STATISTICS : BQG ;
552 o p s S VA DR Bl 2
200 50 55 0 10 ) & Big Camon

» = White Cannon
This new cirship design boasts a larger flight core and hidden envelopes fo provide better protection. The Maverick

Lorge Shield
11 combines excellent mobifty with combot superiority. B M

Wafet  Sbler  171es High 380/1PH INITIAL WEAPONS OUTLAY
¥ 2

= Dainsleif

I BASE STATISTICS r:l &

P S P 0 5 TR e
300 5 70 50 50 40 20 Giglarhom

\
w0 Finherjor

\ An ancient airship sealed within the Tower of the Moon. Featuring an Etema hull, the Slipnir is a legendary ship i i

and the pinnacle of ancient technology.



Nusta/gia is a tremendous entry in the world of traditional m/e-p/aying games and offers a soplzisticated and rewan!fng gameplay system

fur players to enjoy. Filled with hundreds of items and equipment, a [Jewr’/dering number of p/aces to explore and quests to undertake, and
a’ozenso/ skills and abilities, Nosta/gia is guaranteed to imypress /ong—time Jans of the genre and newcomers alike. One of the tln'ngs that

makes Nosta’gia so remarkable, however, is that :/espi‘fe this wealth of content, the game is surprising/y easy to grasp and quite intuitive.
Nevertheless, this chapter is a/esignea/ to introduce you to everytl:ing you need to set out on your adventure. The Jollowing pages serve as a
comp/ement to the user’s manual included with your copy o]/ the game and contains detailed explanations and tips j{vr every aspect af the !

game. Please refer to the users manual for specrﬁc fnf’armatr'an about gamep/ay controls and using the Main Menu. |

'8 a Wide, Wide World ;:

Nestalgia o turn-based RPG starring o cost of four charactes led by the youthful Eddie Brown, the main character under your control during the game (prologue excluded). Nostalgiais oll about exploring
the world's great cities and ruins and harkens back to a day when much about the world was a mystery. As Eddie you willufize an airship fo move across the world befween towns and dungeons, giving } /
you threg environments fo become fomiliar with: towns, dungeons, and air.

TOWNS

The game begins in London, the centrol fown in the gome and a place you willvsit often throughout the adventure. Though fowns range in size and accommodations, they all share the following fraits: 4
|

®  You're free from harm while in a town. There are no enemies in towns and, unless triggered by a specific story event, there are no battles in fowns.

You can save at any time while in a fown. Simply press the Start Button to access the Main Menu and save your progress to one of two available slofs.

Every town has residents and travelers that hve valuable information to share. Somefimes you must make repeat visits to the same town and speak to the same
people at different fimes (see the “World Treasure” chapter for specifics) but get in the habit of falking to everyone.

Every town has  number of hidden items to find. Walk slowly along the edge of the map and near conspicuous objects in search of these hidden items. Look for the
“Inspect” prompt o appear in the lower righthand comer of the screen and press the A Button when it does to pick up the hidden item. The general location of each
hidden spot have been marked on the maps throughout this book. Search inside houses and other buildings as well!

TOWN MAP LEGEND

DESCRIPTION

Adventurers Association
& Auship Dock

Armor
Bar
Inn
2 & Tool
London East End Weapon

=uf]

| That's too bad...

A mean old rat stole something valuable
I hope to see you again.

from my friend Pad and then
 escaped into these sewers!

London Inn 1F







TOWN SERVICES

Few genres benefit from the use of duakscreens os much as the RPG. Use the +Control Pad o move Eddie around the town on the upper screen while navigafing with the map viible on the lower screen.
Fach fown is slightly different, but most share the same common services. !

ICON NAME ~ [DESCRIPTION
Inn

Pay a small fee and sleep the night away. Wake up with full HP and MP. Also cures any status effects.

- Adventurer’s Association Accept or report completed Adventurer’s Associafion quests and get gadgets appraised.
a Airship Dock Buy/sell and install irship parts, repair your airship, or leave the town.

Weapon Shop Buy/sell weapons for the party.

Amor Shop Buy/sell armor and accessaories for the porty.

Ifem Shop Buy/sell consumable items to help the party in battle

Bar Talk with patrons and look for clues.

LONDON CALLING!

London has two very special aspects to it that need mentioning. For starfers, it's where Eddie’s house is found. Return to the mansion and speak to the butler
near in the living room for a refreshing night of sleep and free HP/MP refills!

Secondly, London is the only town that sees a change i its shops inventory. Each time Eddie makes “first contact” with a fown containing n airship dock,
trade will open up between the towns and London’s shops get a larger assortment of items.

DUNGEONS

Moving around inside dungeons is similar o moving about in fowns, except your movement will be
frequently interrupted by random battles with monsters. That is not the only difference, however.
Dungeons are all unique, but many share the same common traits:

= The novigation map on the lower screen is revealed little by litle
as Eddie moves throughout each room. Dungeons are comprised of
numerous areas—fully explore all walkable areas to reveal the entire
area before confinuing. The navigation map flashes right as you reach
100% exploration for a given area.

= Dungeons don't have any hidden items, but they do have plenty of
chests. Consult the maps in this book for defails on each and every
treasure chest in the game.

G Togse Maps Breset Togdle Mps  GINRREDSeroll Map  ORestt |
e —

®  You can't save your progress while in a dungeon except at the
designated Save Point (glowing book). Save your progress in the
airship before entering the dungeon then again af the Save Point.
Save Points are always located in the room immediately before a
boss battle.

®  Many of the dungeons have a lone member of the Korol fribe, a mysterious race of friendly creatures. Every Korol is different. Some DUNGEON MAP LEGEND

replenish the party’s HP, others sell you items, some appraise gadgets, and others tell you to scram! Talk to them all! DESCRIPTION
Save Point
& Dungeons often contain switches and levers that must be activated in specific orders to gain access to other areos. Approach @ Chest

Switch

conspicuous swifches and press the A Button when prompted. Always remember that blue means closed and red means open. i
op onnector




o

WORLD MAP

The world is a big place and the only way fo get around in Nostalgia is by airship. Fly the airship
between fowns and dungeons and engage in random battles with flying enemies from all around
the world. Exploring the world in an airship is not unlike exploring dungeons on foot, but the main

difference is that there are three alfitudes at which the airship can navigate: (with the proper equip-

ment). Enemies increase in strength and deadliness at the higher alfitudes so it's better to remain
closer to the ground when starting out. Here are a few other fips to keep in mind while exploring
the great blue yonder.

®  Press and hold the B Button to move forward and press the A Button
when over a town or dungeon to land. Look for the airship’s shadow
on the ground (low and medium alfitude only) o know how close
you are fo being directly over your destination.

®  The next destination based on progress through the main story will
be shown on the world map as a red circle. Press the Select Button to
toggle between the world map and local map. Press and hold Select
while using +Control Pad to pan around the local map.

D Tosgle aps  CRERREScrol Map  OReset
“m—— s

D Tog e Mops
e———

G >Seroll Mar
—

BReset |

= Use the R Button and L Button to ascend and descend, respectively (once applicable). Enemies are much weaker closer fo the ground, but it tokes much longer fo fravel

great distances af low alfitude and storms and mountains often necessitate flying at higher alfitudes. Only airships capable of ascending to high alfitude can cross oceans,

clouds, and ascend over the tallest mountains.

w0 Weather impacts airship combat most of all, but clouds and tomados also impede airship travel. These weather phenomena cannot be flown through. Fortunately, weather

only occurs af low and medium alfitude.

®  The airship will eventually prove vital in your search for World Treasure. Though details and maps are provided for every one of these hidden locations, having a good
knowledge of world geography and history will certainly help. You must also be a skilled airship pilot to get up and over the mountains and to search the narrow valleys

and canyons that some of the Warld Treasures are hidden within.

®  You can sove your progress of any fime during air travel by pressing the Start Button and selecting the Save Game option in the Main Menu.

Nostalgiais just as much about combat as it is exploration. There are over 250 diferent monsters
just looking fo pounce on Eddie and friends at every tum—fowns are indeed the only place Eddie
can go without being attacked every several seconds. Though this may sound quite dangerous,
these frequent encounters only help fo make the party stronger. Defeating enemies eams the party
experience (XP), gold, and Skl Points (SP). Allare needed to level up, buy new equipment, and
upgrade and unlock new skills.

Battles in a turrvbased RPG such as Nostalgia rely heavily on stafistical information about the
status of the characters and monsters involved in the fight. Player decisionmaking is of paramount
importance, but even the wilist strategist will struggle mightily o overcome a sfafistical mismatch.

The fate of the party and the monsters they encounter in battle s lorgely dependent on a sef of
values collectively known s status. You can view the characters” curtent status a any time by
accessing the Main Menu and viewing the Status screen. This screen shows you the character’s
curent equipment, level, HP/MP values, and a host of other values. Its these other numbers that
defermine your effectiveness in combot.

1815283

_araor

HP 8/ 86
a0/ a8

|

||

[ Chronos Gear

| BEterna Knuokle

|| M Enchantment Vest

§@iEterna Crown _

@ Crystal Skul__
BiMoonRing

BATTLE BASICS




SCRIPTION

Strength Affects character’s Attack Power rafing.

CHARACTER LEVEL

STH Staming Affects character’s Defense Power rafing.

SPI Spirit Affects Magic Attack and Magic Defense rafing.

AGI Agility Affects turn order, Accuracy, and Evasion ratings.
LCK Luck Affects character’s luck in battle.

AP Attack Power Defermines the amount of damage dealt by attacks.
» Defiris i Defermines the amount of damage taken from

enemies.
M. AP Magic Attack Determines the effect of skills.

i fd
W agicDefense Determines the amount of damage faken from

enemy skills.
ACC Accuracy Afects the accuracy of character’s attacks.
EVA Evasion The chance character has to dodge an enemy’s attack.

DUNGEON BATTLES

Most of your time spent playing Nostalgia will be spent fighting monsters inside the many
dungeons scatfered around the world. These battles are inifiated af random and follow o turn-
based order. Party members and monsters will take turns making combat decisions bosed on their
Agilty rafing and the Wait Time for any skill that were used previously.

The upper screen shows the party in the foreground, facing the enemies they must defeat. The
most important pieces of information on the upper screen are the red and blue bars beneath each
of your party members. These represent that character's HP and MP lovels, respectively. Keeping
each character's HP bar from emptying is every bit as important os aftacking your opponent!

~ y

REAL-TIME
ORDER UPDATES

One of the most helpful features that you con take advantage
of is the constant updating of the order fable while you scroll
through your available list of skills. Each skill has a different
Wait Time associated with it and you can see immediately in
the order table when that specific characters next turn will

be before you select a skill. Some skills have such short Wait
Times that using the skill (such as Thunder Blade) will net the
character a second tur right away while others will drop the
character off the order table complefely.

The lower screen contains @ mathematical representation of the HP and MP bars shown in the
upper screen and, more importantly, the lower screen contains the order table. Pay close attention
o the order table 5o you know exactly whose fum is coming up and how o prepare.

The level of your characters is often seen as the most important number
of all, but it really:just serves as a way to compare a character's or
monster's relative strength in a single number. Each fime characters
“levels up” their HP and MP increase and they receive a slight statistical
increase to all the attributes listed in the fable. Each character's attributes
increase at a different rate depending on their battle style (e.g. Eddie
gains more STR and STM each fime e levels up, whereas Melody gains
larger increases in M. AP and M. DP) but leveling up is not the only way
to increase these stats. ltems called “shards” can be used to provide an
instant boost of +5 fo a specific attribute. Ifs also possible to consume
items and cast skills in battle that provide temporary statisfical increases.

Eddie Ly, 27
HB 2957005
MP 1097122

Fad
HE 182/170
MP 112/128

helody Ly, 26
HF 1257142
MP 1227158

Fiona . 23
HP 1147114
MP 1447144




BATTLE COMMANDS

Each character has the same five opfions available during their furn: Attack, Skill, Defend, Item, and Run. The choice
you make should be based on the party’s current HP/MP levels, how strong the enemy is, and the current order lst.
You must adjust your tactics i the party is in poor health or if o number of enemies have tumns coming up.

ATTACK

Have the active character perform a physical attack on the fargeted enemy with their current weapon. This has a very low
Wait Time associated with it and may even be more effective than using a skillin some instances, but you will ikely use this
option less frequently as you progress through the game and acquire more powerful skils. Wait Time = 100.

SKILL

Each character has more than a dozen useful battle skills that do everything from perform attacks, provide status

boosts, heal the party, or cast magical attacks on enemies. Use your acquired Skill Points to upgrade skills. This not ‘
only increases their effectiveness, but often reduces their MP cost and lowers their Wait Time. Wait Time = Varies (see }
“Characters” chapter).

Owverdrive .~
Knight Heal .+ 10

|| Not powertful, but has a short

HEP 2187225

DEFEND | MP  TT/122
i e 1 Pad Lv.27

Instructs the character fo take a defensive posture and brace for an attack. This action has a very short Wait Time and | HE 1404170

will often result in this character's tum coming up again before an enemy attacks him,/her. Nevertheless, it can provide LA R

a significant reduction in damage and be very useful against o major enemy attack. Wait Time = 75. "I’lep'“::g e 27

ITEM MP 1147186

Select one of the many usable items in the party’s possession (the party shares a single inventory) and either it use on A HE 1207120

s % o 3 - . ] 7 MP 152/152
the active party member or give if to another. This is  great way for non-healing characters like Melody and Pad revive 2.

or heal Fiona or others. Wait Time = 100.

Ifthe battl isn't going your way or you simply don'tfeel fike fighting, you can always select Run from the fst of commands and try to lee. This opfion has a relaively low success rate and you may optto. 4
atfempt it after i’s too late. Keep a dozen Flee Stones on hand in case of emergency. If's possible to Run (or use a Flee Stone) with several members in the party knocked out. Wait Time = 100 (if failed).

CALCULATING RUN SUCCESS RATE

Whether or not the Run command will work isn'tjust a function of luck, nor s it @ random decision. Instead, if's based on the
following formula and the Level Modifier value determined by the following table.

Run Success Rate = 50 + Level Modifier + (Character AGI — Highest Enemy AGI) + (Character’s LCK / 10)

LEVEL MODIFIER FOR RUN SUCCESS CALCULATION

LEVEL MODIFIER
LEVEL COMPARI VALUE

Characters level is >20 levels BELOW the enemies” average level 20
Characters level is >10 levels BELOW the enemies’ average level -10
Characters level is >10 levels ABOVE the enemies’ average level +10
Eddie T 1 Choracter’s level is >20 levels ABOVE the enemies’ average level +20

HP 285,289

MP 65/156

Pad Ly, 33
HP 1957220
MP 1047163
Melody L. 33
HP 1927192

MP 1457218

Fiona Lwea 31
HP 163/1863

MP 193/213
—




TATUS EFFECTS
: ] Many of the monsters you encounter—especially boss enemies—ore capable of inflcing the party with various debitafing tatus effects. These effects can sgnifcantly impact your ability to continue the

- fight ond should be teted at once by other members, ether via a spel or with an approprite item. Some status effects wear offduring the course of battle, but most sfick with the character until victory is
achieved or an item is used. Poison sficks with the character until an item is used o the party stays in an inn.

IMMENT

Obscures the character's vision st Tum: 60%

g Blind (also called

and reduces their Accuracy and ~ 2nd Tum: 60% This is a relafively benign status effect and can generally be ignored. {
Darkness) |
Evasion rafings. 3rd Tum: 100% 1
Tst Tum: 0% {
2nd Turn: 0% i
H - A0
3] Paralysis :E;[Z;ﬁeﬂtf 2::1(‘:?]:;;:“" j: E:: :g;: Treat this af once with a Unicorn Hom or skill
5th Tm: 40% i
6th Turn: 100%
Tst Turn: 0%
" 2nd Turn: 0% . e o>y
The character will randomly attack 310 Tom: 40% Confuse typically wears off once the afficted is attacked by o monster, and isn’t
@ Confuse a friend, foe, or even himself for i a big deal if Fiona is Confused but can be o huge problem if Eddie suddenly storts

4th Tum: 40%
5th Turn: 40%
6th Tum: 100%

a short period. attacking the party. Treat with Mint Candy at once!

This harmful status effect slowly g 4 A
e s g s dmcarobbeckiiond Wk Treat with an Antidote or skill unless close fo the end of the battle and headed back |

continues affer the battle is over. o,
A devastating effect that reflects
' Curse half the damage you inflict back ~ N/A Lift the Curse immediately with a skill or by using o Sacrifice Doll.
onto the offected character.
The character is turmed to stone

m Peny and is unable fo move or perform WA This is @ very harmful effect and needs to be addressed immediately with a Gorgon
any actions. This effect confinues Tear.
after the battle is over. !
Dt The character is immediately WA Surviving party members must use either a Silver Chalice or Golden Chalice fo revive !

reduced to 0 HP and killed. the fallen character. Fiona can also use Recovery Bell.

) S FIRST STRIKE AND CRITICAL HITS

> F I GHT F IR E Ifs hord to overstate the importance of attacking firstin a battle. Not only does it give you a chance fo possibly defeat weaker
WITH FI R E! enemies before they can attack, but it also gives you the chance to set your defense before o stronger foe lounches their assoul.
Equipping the Mechanical Clock gadget is one way to increase the chance of infiafing a surprise attack (first stike), but increasing the ¢
In addition to these status effects, many party’s AGI and LCK rafings also help.

of the enemies also possess elemental :
attibutes and attacks. Consult the fables A aitcal hit somefimes happens when a character uses their basic attack command or inifiates a physical attack. You'll know when
at the beginning of each area in the walk- a ciical hit occurs thanks to the “CRITICAL” message that appears on the screen and also by the largertharv-expected amount of

-~ through and also in the bestiary portion of domage that i performed. Increase the chance of gefting o crfcal hit by equipping appropriate items or gadgets and by increasing a

this book to see what  particular enemy’s character's LCK rating. A character’ crifical hit rate i determined by the following formula:
elemental vulnerabilities and strengths

- are plan accordingly. Dungeons often

- have numerous monsters with the same
type of elemental properties—counter
this with the right defensive apparel and
accessories. i

Grical Hit Rate = 5 + Character’s LCK Rating / Enemy’s LCK Rating




Airship battles fake place just like battles in dungeons, except they occur in the air and utiize your
airship’s equipped defenses. The enemy monsters or irships and your party members fake turs just

like normal, but each of your characters use their own personal weapons system onboard the airship and
share a common END. The airship’s health s called its endurance and is displayed as the red END bar in
the right-hand comer of the upper screen. The blue MP Gauge shows the currently-active character’s magic
power, just like in dungeon battles.

Perhaps the most fundamental difference between dungeon battles and those take place in the ir is
that enemies can flank the airship. Not only does this limit the chances of a successful “Run” attempt,
but some weapons are less effective in certain directions. Each character's status in the lower screen
contains three armows that represent the atfack strength in each direction for that character’s given airship
weapon—the redder the arrow, the stronger the attack is in that direction. It's important to pay close
attention to this when deciding which enemy o target, as you want o make the most of each attack.

DIRECTIONAL DAMAGE GUIDES

ARROW COLOR | ATTACK MODIFIER

Dork Red 2.00x
Orange 1.75x
Yellow-Orange ~~ 1.50x
Yellow 1.25x
White 1.00x

BATTLE COMMANDS

Party members take turns and have many of the same options available to them in the air as they do on
ground, but there are some notable differences. The main difference is that instead of having o “Defend”
option, each character has the chance fo use a particular airship abilty.

Eddie can attack o single enemy with the “Blade” attached to the bow of the airship or he can select
“Assault” and attack a single enemy with  powerful charging attack that does more damage, but also
domages the airship. Assault inflcts 1.2x~1.4x the normal damage of Blade, but airship’s END is reduced
by 0.3x of the damage dealt to enemy.

PAD

Pad mans the irship’s “Gun” and can fire on a single enemy. His other option is to fire at “Random” at o
single group of enemies. This deals damage to each enemy, although less than f he targeted one with his
“Gun” command. Random inflicts 0.6x~0.8x the normal damage of Gun.

MELODY

Melody is in charge of the “Cannon” and can fire o powerful blost at a single enemy. Use her “Target”
ability to femporariy increase the Accuracy of the weapon. Cast Target once to improve accuracy by 1.5x
and cast a second time fo increase it fo 2.5x. Accuracy increase lusts 3 tums or unil you use Cannon.

Fiona uses the airship’s “Orb" fo attack with @ powerful light beam. This is often a rather weak atfack so
use the “Charge” command for o temporary increase in the Attack Power of the weapon. Charge increases
attack power by 1.5x the first fime it is used, 2.5x the second time, and the damage will be 4x after
casting Charge a third fime.

X
| fiy H»,

B B
ng Blade
xp 142 7 162 ¢t

&

MB 1704175 @i
Melody 1., 34
L Big Cannon
MP 227(227 L

Repair Force
Guard Shield =)

k.
Counterattacks enenmi with nurb

g | )

B32/500

Maverick Il

Eddie 29
_ Ly.39
(7| Stone Lancer
np 195 /202 i

Pad SEa ;"{ ¢
8] Earth ¢ Shot
MP 215/215 ¢fd
Melody e )
Grand Cannon
MP 253 f 267 <:=f4>
Rlonait iy 4aa7 it
@] Golden Globe
MP 286274 ¢t
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WEATHER EFFECTS
E N E MI E s MOVE’ B u'l' o Airship battles don't always take place in calm skies. The weather changes around the

7 g world Nostalgia and sometimes you must account for adverse weather conditions during
You CAN T battles. Different weather phenomena affect the airship’s weaponry differently so plan

accordingly when flying through stormy weather!

You'll no doubt see enemies change position during the battle.
Some might move from the left fo the front or the right to the
left or vice-versa. Unfortunately, the airship cannot outlank the
enemy and is stuck in the center of the group. Look for opportuni-

ties to attack groups of enemies with powerful skill attacks—
somefimes an enemy maneuver will work to your advanfage!

WEATHER EFFECTS
o WEATHER TYPE ALK RACY EFFECT ELEMENTAL EFFECT
EFFECT
‘ Gun: -10% Water: +20%
Rain
Cannon: -10% Fire: -10%.
Blade: -10% Blode: -10% Wind: +30% Altitude South America
Thunderstorm Gun: -10% Gun:-10% o rth] UD/D
Comnon: 10% Cannon: -10% P
Water: +30%
-10¢
Snow Blade: -10% Fie: 20%
Blade: -20% T
Sandstorm - Gun: -20% ik

Cannon: -20% i

STATUS EFFECTS

Aitborne enemies also possess the abilty to impart status effects on the airship, but their options
are more limited and the capability is generally limited to large irships and certain monster fypes.
That said, airship status effects are every bit as dangerous to the party as those they encounter in
dungeons. Consult the table for an explanation.

10N STATUS EFFECT DESCRIPTION COVERY CHANCE COMMENT

Ses the airship on fire and causes

EENTE Togale Maps  CENIREE DScroll Map BReset

[E Fie domoge equol o 5 o Nax END. /A Depending on how much END the airship has, this can somefimes be ignored,

e gnchqthurocrer/’vs . especially if the batle is nearly over. Use an Extinguisher.

Tst Turn: 0%

= This creates a short in the Btk

: airship’s circuitry that causes the il Ok

s m Hectic Shock o Znss s?e:/ls S 3rd Turn: 40% Treat this with an Earth Plug as soon as possible, otherwise you may not get many

! el : v 4th Turn: 40% chances to attack or repair.
ot work. Characters furns will be Sth Tom: 40%
skipped 50% of time. ey

6th Tun: 100%
Temporarily disables the Blade st Tun: 60%

I Blode Discbled wenpon, uusing s oo 20 T 60% Use a Recovery Device or appropriate skl at once. You cannot afford to have Eddie
, : 60%

i I
be skipped. 3d Tom: 100% lose multiple furns!
Temporarly d de  TstTum: 60%
o Gun Discbled ;zzzfrlzi;:bl:;ﬂemﬁl,?; B Z:Id :;:1,660:/ Use a Recovery Device or appropriate skil at once. You cannot afford to have Pad
, - 60% 4 :
skipped. 31 Torn: 100% lose mulfiple tuns!

Temporarly disables the Cannon st Turn: 60%
i Cannon Disabled weapon, causing Melody’s tum o 2nd Tur: 60%
be skipped. 3rd Turn: 100%

Use o Recovery Device or appropriate skill af once. You cannot afford to have
Melody lose multiple turns!
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There are few more safisfying sounds in gaming than hearing the victory song of an RPG after an intense
battle! Accompanying that music in Nostalgiais the Results Screen, where you are shown the amount of XP,
SP, and Gold the party had earned during the fight. This screen also reveals which items were obtained from
the defeated enemy and what the party’s battle rank was. The rank is a grade that not only determines how
much bonus XP. SP, and Gold the party gets, but also increases the Rank Bonus. The higher the Rank Bonus,
the better the chances are of receiving a rare item drop after a battle. The best rank is an “S”, followed by an
“A", “B”, and “C”. Earning an “S” increases your Rank Bonus by 2 points, an “A” increases it by 1 point.
Earning a “B” or “C” resets the Rank Bonus to 0.

\Y 4
DON’T MAX OUT SP!

Spend your SP often because the party cannot amass more than 9999 of unspent
SP. Continuing to fight enemies while holding onto 9999 SP will only cause you
waste SP. Go on an SP spending spree after every four or five batfles, unless saving
for a specific upgrade.

Eddie

HE 420/815
MP 348/384

Pad

HF 4777477

MP 3517389

elody
HP 4267428
MP 4397483

Ly, 56

Fiona

o6

HF 383/383

MP 4357511

=
=
S
=
=
=2
=

NUS QUESTS

BON

ADVENTURER'S

]
JRE

=

=
=
=
=




CALCULATING RANK
There are a number of fuctors that go info defermining what Rank you receive af the end of the
battle but, primariy, a higher rank is achieved by defeating enemies very quickly while losing
a minimum of HP in the process. Every action you take during the battle resuls in a number of
“points” being tracked behind the scenes that defermine the Rank.

- EVALUATION: NUMBER OF ACTIONS TAKEN EVALUATION: MISCELLANEOUS

Victory in 1 action +40 points First Strike +5 points
Victory in 2-5 actions +20 points Surprise Attack -5 poinfs
Victory in 6-10 actions +10 points Defeated boss enemy +10 points
Victory in 11-20 actions -1 point per action Party’s average is higher than 10 ois
Victory in 21-30 actions -5 paints per action enemies’ average level

Victory in >31 actions -10 points per action Party’s average is lower than +10 poits

enemies’ average level

EVALUATION: TYPE OF ACTIONS

FINAL RANK & BONUS DETERM!_W@TION ]

Use Skill +1 point >81 S 1.25¢

Utiize equipped gadget +2 points 6181 A LIx

Get a critical hit +1 point 41-60 8

Miss with on attack -5 points <40 ¢ oL

Fail when using Run -10 points e I 7N
4 /

Character is killed -20 points per death RARE ITEM DROP RATE f 4 /

Character/airship receives 10 points per MODIFIER "Z:"

status effect instance 1019 +5% M

2029 +10%
EVALUATION: STATUS WHEN COMBAT ENDS 3049 +15%
Battle ends with choracter dead -40 points each W 3
Battle ends with character /airship having o status effect -10 points each s
Victory achieved, last command was Attack +1 point
Victory achieved, last command was Blade,/Gun,/Cannon/Orb +1 point
Victory achieved, last command was Skill +10 points o o,
i Victory achieved, last command struck enemy’s weak point +15 points 4
Victory achieved, last command was Co-Op Skill +20 points
Combat ends, character has max HP* +5 points each
Combat ends, airship has max END +20 points
Combat ends, choracter has max MP* +5 points each

> Pois awarded changes depending on number of characters in party. 1 character = +30; 2
naracters = +20, 3 characters = +10 each.
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The Prolngue lJegins lu'gh up inside the Tower et

of Babel where a young girl is being coerced
into retrieving a )[ragment ofan ancient artifact.
The tension hanging in the dusty air is quickly 3

shattered [Jy a costumed adventurer lvy the

her! The duo must lmrry out of the tower

before the Man in Armor extricates himself

30 bR
,f:rom the clever/y-plannea[ trap. 259
iy TYCEETTR {111

name o)[ Gilbert Brown—he’s come to rescue -




SUGGESTED LEVEL 20

TREASURE LIST

Cabal Combatant -
Man in Armor 20 9999 Water, Dark

ESCAPE THE
TOWER OF BABEL

Guide Gilbert down the spiraling stairs from 5F to the ground level of the Tower of Babel. The
girl will follow close behind, but stay out of harm’s way. There are no treasure chests or hid-

den items to find here, but Gilbert must battle several Cabal Combatants en route to the exi.
Use standard ottacks to defeat them or experiment by using the Dividing Heaven skill attack.

MAN IN ARMOR

It should only take one glance at the amount of HP the Man in Armor has to tell you that
this is a batle that cannot be won. Though Gilbert is his equal in level, he lacks the skills,
items, and support needed to outlast an enemy of this caliber. Though the Dividing
Heaven skill inflicts roughly 120 HP worth of damage, Gilbert would need fo land the

attack over 80 times to achieve victory! That is impossible. Play out the battle and
watch as Gilbert and the young girl try to make their escape.

WALKTHROUGH

=



Word of Gilbert’s strugg/e makes its way back to
London where a man by the name of Evans is given
the unfortunate task afrelaying the news to the
adventurer’s wife and son. The young boy, Eddie, is
not about to sit ld/y while nobody searches )(or his
father. He declares that he will join the Adventurer’s
Association and set out in search of his father! «as9




HP Shord ———

Flee Stone

T0 SEWERS

Stor Jewel

Heal Botfle

0 (10000 ADVENTURER'S ASSOCIATION

WEAPON SHOP oA
-m--m-lmmum ‘

Short Sword 100

ARMOR SHOP
-ﬂm-m-
Adventurer's

80 X X X
Wear
Leather Coat 120 X .
Leather Vest 100 - X .
Bandona 56 X X X X
Cotton Gloves 48 X X X X
Leather Knuckles 55 X X -
Gauntlefs 70 X :
Iron Gloves 70 : X
ITEM SHOP

| Gosi(6) | p

Heal Bottle 30 Restores 50 HP.
Antidote 10 Cures Poison.
Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.
AIRSHIP PARTS SHOP

e L om e | o0 s P2
Part

@‘r WALKTHROUGH

-
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87

HIDDEN'ITEMS

Consult the maps within this book for the
whereabouts of hidden items that can be
found while walking slowly around the
perimeter of rooms, alleys, and even in
dungeons. These items are invisible o the
naked eye so watch for the button prompt
to appear in the lower righthand corner of
the screen. Many of these ifems are quife
difficult to find, but the items most rifical
o Eddie’s success are contained in highly
visible chests so don't fret if you miss one
or two of these hidden items.

The London Sewers, located in the
northeastern corner ofEast Londnn,
are home to a number Dfrats and
other assorted creatures. F/oao[gates
control the ﬂow ofwater flzrouglt the
area and limit exploration. Eddie

cannot exp/are the entire area during

this initial visit. «ads

A mean old rat stole something valuable
from my friend Pad and then
escaped into these sewers! -
5
—

' As for the subject matter of the exam, you
| need to exterminate the Monster Rats
that have been seen recently in the sewers.

Eddie begins his jouney with 5006 in his wallet—fake o
minute fo buy some better armor in London Central before
heading east. Visit the item shop and purchase two Anfidotes
and several Heal Bottles, then head to the northeastem corner
of London East. Talk to Marie to learn about her friend Pad who
has gone into the sewers, then head inside.

=
Head east to London Central and enter the large white
building on the north side of town and talk to the clerk. This
is the Adventurer’s Association. All aspiring adventurers must
first pass an entrance exam and Eddie is no exception. Eddie
is told to head fo the Sewers in London East and eliminate
the Monster Rat.

~w y

NEW ITEMS IN STOCK

The shops in London continue to gain new items as trade with other cities becomes possible.
Simply put, the more cities Eddie visits during his journey, the more exofic the items available for
sale in the London shops become. Make a point of visiting the shops in London after every visit
to @ new city fo see what new and equipment is available. Consult the “Ifems Data” chapter in
this book for a fulllisting of all pieces of equipment and items and for information concerning
their location and availability.




TREASURE LIST

o e e e e
1 5006 Money
2 Heal Bottle x2 Consumable Item
3 5006 Money
4 Strength Shard Consumable Ifem
5 Black Blade Plans Valuable,/Equipment
ENEMY ENCOUNTERS
L e [ e P ] Homeniol Wekaess |
Rat 1 7 Farth, Dork
Bat ok 10 Fire, Dark
Flying Fish 2 12 Earth, Dark
Jelly ) 5} Earth, Dark
Monster Rat H 40 Water, Dark

SUGGESTED LEVEL @

CONTROL THE FLOODGATES

Navigating the London Sewers can only be done with the help of the levers used to control the massive floodgates in the 0
area. There are three floodgates total. Pull the levers near each of them to seal off the water and make it possible to cross l OOA

the channels. While fences make it impossible to run freely through the channels, there are stairs that lead in and out of the EXPLORA“ON

channels. Proceed around the perimeter of the area then cross from west to east to the center.

Let the map screen be your guide
Round the comer on the to where you have and haven't
central island o find Pad, yet been. One of your goals upon
the boy Marie told Eddie enfering a dungeon should be
about. Pad is surrounded to fully explore and “paintin”
by rats and could really use the navigable portions of each
Eddie’s help. Target the rats dungeon map. Not only will the
set o attack before Eddie entire map be revealed upon
or Pad’s next turn fo defeat doing so, but this is the only way
them most efficiently. you can be sure to find all of the
Use the Save Point then hidden chests in the area too!

dtack continue east across the Be as thorough s you can, but
B oo t chonnel kaow thatthe London S
Defend next channel. now that the London Sewers

| em require repeat visits in order to be
= fully revealed.

i WALKTHROUGH
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MONSTER RAT

Earth, Dark

Eddie encounters the Monster Rat in the center of the London Sewers, just

east of the second floodgate. This time it's Pad who comes fo help. Use Eddie’s
Overdrive skill to hoost his AP while Pad attacks and uses Heal Bottles to keep
the two of them healthy. Eddie and Pad may be slightly low on HP from earlier
batiles so keep an eye on their HP. It should only take four or five attacks to
finish off the Monster Rat.

T

CONTINUES

THE JOURNEY

Pad becomes a full-time member of Eddie’s party after defeating the Monster Rat. Head back to the Adventurer's Association to receive the Adventurer’s Notebook. This not
only gives Eddie full-blown Adventurer status (needed fo gain the trust of Mr. Evans and others), but it also entitles him to accept quests from any of the Adventurer’s Association
bureaus around the world. Eddie should accept the first available quest right now o pocket a quick extra 20006 which can come in handy for buying a Silver Chalice af the item
shop.

Bridget g -y

This is your Adventurers Notebook. Well, even though | repaired it, it’s still not in

It’s a useful notepad where you can record all perfect shape. Actually, the one thing | couldn’t

of your adventures. 4 fix was the most important thing, the Flight Core,
P

The clerk informs Eddie that Mr. Evans is waifing for him at the Airship Dock, located on the south edge of London Central. Meet with Mr. Evans fo gain access to the Maverick airship
and fly south in the direction of the Mediterranean Sea. Bypass the tiny French village of Merveille and continue on a slight southeast angle towards Cairo. The duo will encounter
some hostile Eagles en route, but they're nothing the Maverick can’t handle!

34




Eddie knows his dad was headed to
Cairo the last time he left London, but
he doesn’t know why. Thanks to Mr.
Evans though, Eddie and Pad can fly to
Egypt in relative safety and ask around.
With any hope, somebody will remember
seeing the famed Gilbert Brown
sauntering through town.«3¢59
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| WEAPON SHOP

S Stuie |-M- (st (6) -mm-m-mm.m
MecharicsTool | Claymore 250

 Hondgun 200 : X

| ARMOR SHoP
T P

Cotton Clothes X
e ™. Tubon 75 x X
— Gunman Hat 100 X -
Leather Gloves 55 X X X X
lron Brocelet 60 X X
[TEM SHOP

R e S T

Heal Botfle 30 Restores 50 HP

- Saarifice Dol 60 Removes Curse.
i Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.
3 Mechanic’s Tool 30 Resfores 50 END for the airship.
v Extinguisher 10 Removes Fire from the airship.

Earth Plug 30 Removes Electric Shock from the airship.

U/

 ONGILBERT'S TRAIL “

Take a minute to stroll around Cairo fo collect hidden items, and to purchase equipment and items for the airship. Many of the people

in the town will mention the Pyramid to the south—and some will even hint that adventurers pass through Cairo en route to the
pyramid—but Eddie and Pad won't get fur without talking to the right person first. Speak to the man in the purple robe with the yellow
furban outside the favem. Hasan refers Eddie to a scholar he spoke with in the bar. Head inside to meet Shirley, an archaeologist who
studied under Gilbert. Not only does she confim that Gilbert went to the Pyramid, but she even gives Eddie the Pyramid Key, which
he needs o get info the underground chambers. Retun to the airship and fly south fo the Pyramid.

| Dr. Brown was the one who taught me about
| archaeology. | became a scholar because of hi

fartlner upstream a/ong the Nile River. The raging
sandstorm can make navigation tricley Jor the

novice airship pilot, but the Maverick can handle it

if Eddie can. <259
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SUGGESTED LEVEL

REASURE LIST
R e T T
1 Saifice Dol Consumable [tem
% Heal Bottle x2 Consumable lfem
3 Heal Bottle Consumable ltem
4 Leather Jacket Equipment
5 Mechanic’s Tool Consumable Ifem
6 Mechanic's Tool Consumable Ifem
7 Warp Stone Consumable [fem =
8 Chain Coat Equipment
ENEMY ENCOUNTERS
-zm--:_
Sandworm 6 Wind, Dork
Spider 8 27 Wind, Dark
Mummy 8 25 Holy
Skeleton 7

36 Holy
100 -

Pharaoh

B
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HEADING UNDERGROUND
The ground floor of the Pyramid contains several booby-raps in the e THE Ko ROI'

form of break-away floors that can send Eddie and Pad plummeting g i NAME D FI. M

info the isolated west side of B1. Stairs offer an easy escape and
the fall provides more of an annoyance than a threat—look out
for cracked segments of the floor in the long corridor running
souttro-north and carefully step around them. Locate the chests in
the rooms on the eastem side of 1F and proceed to the lock af the
northern end of the corridor. Use the Pyramid Key to gain access to
the stairs leading underground.

Nearly every dungeon Eddie visits during
his travels contains a member of the Korol
species. These friendly lttle creatures have
special abilities and are always willing fo
help adventurers. Many restore the party’s
HP. offer o appraise gadgets, or even
sell the party much-needed items. Floum
doesn't do any of these things. Instead, he’s
Descend the stairs o B1 and sprint southward away from the just here fo warn the party about the curse
giant boulder that begins rolling after the party. Duck into the on the Pyramid and serve to gain Eddie’s
hallway fo the west to escape the boulder and confinue the trust when dealing with future Korols.
descent to B2. Many of the coffins lining the main corridor
in B2 contain Mummies that Eddie will have to fight. Defeat
the Mummies to gain the Chamber Key which is need in
B3. Continue deeper into the Pyramid and use the Save Point
before unlocking the gate in B3.

W HP 0P| MAP | moDp f,}"“'“""

S

10 100 14 7

The Pharaoh’s primary atiack emits a laser-like heam of energy to strike down upon both Eddie and
Pad, but it doesn't inflic significant damage. Use Eddie’s Combo Attack skill o land three sirikes on
the Pharaoh each turn while Pad uses Lock On fo increase his chance of a critical strike. Consume one
of the many Heal Bottles found elsewhere in the Pyramid fo keep the duo safe. It should only ake
four turns for Eddie and Pad to defeat the The Pharaoh’s primary attack emis a laser-like beam of
energy to strike down upon both Eddie and Pad, but it doesn't inflct significant damage. Use Eddie’s
Combo Attack skill to land three strikes on the Pharaoh each turn while Pad uses Lock On fo increase
his chance of a crifical strike. Consume one of the many Heal Bottles found elsewhere in the Pyramid
1o keep the duo safe. If should only take four turns for Eddie and Pad to defeat the Pharaoh, provided
3 they don't spend too many turns using items or prepping skils.

¥ —t
Fharach received 9 damage!




INTO THE LIBRARY

Slide the sarcophagus aside and descend the secret stairs to the Library of Alexandrio. The party encounters a man in a french
coat named Carlos, an explorer every bit as mysterious as the Pyramid itself. Scour the downstairs for the out-of-sight chest
between the bookcases on the south side then climb the ladder fo the upper walkway.

Inspect the shimmering item near the painting by the ladder to find Eddie’s Dad's Pipe and the Tower Painting, a clue Eddie
beligves will lead them to his father. Gather up the remaining items in the Library and use a Warp Stone to quickly return to
the dungeon exit.

If your old man was here, then he must’ve gone
to this tower.

LY

THE JOURNEY CONTINUES '

Return to Cairo and show the Tower Painfing fo Shirley fo find out what she
knows. She informs Eddie and Pad that the painting is of the Tower of Babel,

but that the Maverick can’t get over the mountains without a repaired Flight

Core. She doesn’t know how to go about repairing the airship, but is sure one
of the crewmen in Cairo will.

Return fo the tavern and falk to the man sitting at the corner of the bar. Brian
believes the only people who can repair Flight Cores are the wizards who

live in Merveille Village in France. Armed with this latest bit of information,
return fo the Maverick and fly northwest back across the Mediterranean Sea to

' You want to repair your Flight Core, eh?
Werveile Vil Hram... | think the only people that can do that
gyaireiloge. live in Merveile Yillage.

——
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This little village in the forested countryside

of southern France is just a short flight from
Cairo. Merveille Village is home to a peculiar
group of people, content to live out their days in
the isolation of the forest while practicing their

magical talents. They seldom get any visitors

nor do tlzey travel to otlzer towns,@i{{@ /69 !




Unicom Horm

Sunlight

ADVENTURER'S ASSOCIATION

Mo

 ITEM SHOP
T R

Heal Botfle 30 Restores 50 HP.
Suarfice Doll 60 Removes Curse.

MEET THE ELDER

Make the rounds in Merveille Village, seek out the hidden items, and speak with each of
the villagers—they each have some interesting things to say. Once you're familiar with the
village, head to the lorge house on the north side of town and speak to the old man in the
brown robes. He is the Elder and though he doesn’t believe in flying, he knows who can fix
the Flight Core. Head back to the airship fo meet Melody, a young girl suddenly in a hurry
to leove the village and trovel with the party to Eerna Mines, where they should be able to
find the Eterna needed fo fix the Flight Core.

\'VY 4

GADGETS EXPLAINED

The item called “Ancient Paper” inside the inn s of no use fo the party
ints current form, but this gadget and many others ke it are quite
valuable once appraised. Look for nondescript items such s these and
bring them to the suited man in any Adventurer’s Association office fo
have it appraised. Appraisal fees range from 1,000 fo 10,000 gold, but
it's money well spent. Once appraised, the gadget can be equipped o
any party member to gain ifs specil effect.

. Elder B g g
" There’s a lass in this village named helody.

I'm sure shell be able to fix your Flight Core.
‘You should go and talk to her.

=

Melody doesn't know where the Eterna Mines are located, other than that they are in
Mrica. Massive storm clouds and mountains limit the ability of the Maverick to travel so
follow the Nile River upstream past the Pyramid fo the southeaster coast and continue
around the tip of the continent o Cape Town, South Africa.

@r WALKTHROUGH
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ESPERANZA

Cape Town is a we/comfng city on the southern
tip of the African continent. People come to Cape
Town fl'am all over the world to enjoy the coast and
tlIC‘ many s]wps it has. Witl'l any /uc/c, some of l/w

peop/u will ]cnou) u'/‘mra f/le Eterna Mines al'e.@,{’ﬂ/')

e —
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The Maverick is approached by a sky pirate named Scarlett on their way fo
... Cape Town and forced info combat. Her airship, the Esperanza, s capable
of domaging the Maverick's weaponry with its Skull Blade attack. Have o
Mechanic's Tool on hand to repair damage when necessary and rely on each
party member's basic attacks. Melody inflicts significant damage via the Light
Cannon since the Esperanza fends fo stay directly in front of the Maverick—the Light
Cannon and Light Blade are hoth most effective when dealing with enemies straight
ahead. Confinue to Cape Town.

v
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Heal Bottle:

Antidote

WEAPON SHOP
-m--m-mm--m-

Pirate Saber 350 X

Wheel Lock Gun 330 g

Morning Star 330 - - X

ARMOR SHOP

-m-——-mmlm

Witch's Clook 220

Straw Hat 230 X X X X
Witch's Mitfens 270 . - X -
[TEM SHOP

T T T T

Heal Bottle Restores 50 HP.

Mint Candy 40 Cures Confusion.
Sacifice Dol 60 Removes Curse.
Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.

A BRIEF STOP

Visit the shops throughout Cape Town and purchase as much new equipment and items s possible. While many of the residents have handy information, only one knows the location of the
Eterna Mines. Lok for the man in the red shirt with the big hat in front of the Adventurer's Association office and:speak to him. Zaccari tells Eddie the Eterna Mines are in the mountains due

north, along the western coast.

o A

mmmm

AIRSHIP PARTS SHOP
Mechanic's

Tool

Extinguisher 10

Earth Plug 30 -
Silver Lance 290 X
Heavy Gun 296 5
Smart 200

Cannon

Loy 300

Cannon

Spirit of the

Knight -

Knight

Shieldd A

Upgrade

Plote 02 ol

PRIORITIZE UPGRADE PLATES

Of all the parts you can buy for the airship, none are more important than Upgrade Plates. These plates

instantly boost the END and EVA and don't require separate installation—they activate immediately upon
purchase! Every city’s airship parts shop has o new Upgrade Plate for purchase—never pass up these vital
upgrades.

@ Smart Cannon

@ Heavy Cannon

® Spirit of the Knight
- @ Knight Shield
S Upgrade Plate 02

Raises max END by 50

£ WALKTHROUGH
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The Eterna Mines lay wttlzm a giant hole in

the groumJ, na va”ey along the northwestern

coast of Africa. Adventurers visiting the mines

must negotiate a series of walkways and ramps
to descend to the bottom oftlze quarry where
the main mine shafts are located. Several e

higher tunnels lead to precarious ledges said to
contain valuable treasure.«adsd

Chestlo.

1 Heal Botile Consumable Item
2 Gladius Equipment

3 Mint Candy Consumable Ifem
4 Sunlight Equipment

5 10006 Money

6 0ld Clock Godget

7 Warp Stone Consumable Item
8 Staming Shard Consumable Ifem

Wolf
Mushroom
Hornet

57 Wmd, Dark
56 Fire, Dark

44
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IN SEARCH OF THE ETERNA CRYSTAL

Explore each mine tunnel fully while continue to the ground level where the enfrance to the Great Mines is. Though the mine cart tracks continue staight north from the entrance, the path is
blocked by a heavy gate, thus forcing the party fo head east. The Eterna Crystal is on the ground in the eastermost tunnel within the Great Mines areo—grab it and use the Warp Stone fo
quickly retum to the surface and fly back to Merveile Village so Melody can fix the Flight Core.

2
With this, you’ll be able to fix your Flight Core.
And it’s all thanks to me!

P

A GOOD NIGHT’S REST

Stop off at Cairo to spend an inexpensive night the inn. This is a quick and efficient way fo refill the party’s HP and MP gauges. Cape Town has a hotel, but
it's expensive compared to Cail

HARTMANN

N N T O R T R o]
20 120 500 50 10 60 30 :

The party is not back in Merveille Village for long
before they find themselves battling a powerful s
magic-wielder named Hartmann. Hartmann’s

primary attack is Flanmo, a fire spell that deals

moderate damage fo the entire party. Hartmann
has no elemental vulnerabilities so cast Frost
of Flanma with Melody while Eddie uses his
Combo Attack skill to inflict major damage.
Pad's Lock On skill is effective thanks to
its very short Wait Time. Use Pad and
Melody to distribute Heal Potions while Eddie
inflicts the bulk of the damage.

g WALKTHROUGH
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Now that the Flight Core on the Maverick has been fixed, the party can travel to the Tower of Babel in search of
Eddie’s father. The Tower of Babel is beyond the mountains directly east of Cairo, on the Arabian Peninsula. Climb
to medium altitude near the mountains o get up and over them, then quickly descend to low altitude to avoid the
more dangerous enemies and sky pirates that roam the upper air currents.

Consider stopping off in London to take on some quests for the Adventurer's Association and o purchase the new
weapons and armor that has come available since the party traveled to Cape Town. Additional quests become
available nearly every time Eddie and his party explore a new dungeon. It's also a good idea to upgrade the
Maverick in London before setting out for higher altitudes.




The legendary Tower of Babel lies to the

east of Cairo, in the mountains near the
sea. Eddie must put the repaired Flight

Core to use to ascend to medium altitude

andﬂy over the mountain pass to reach e

it, but care must be taken! Dangerous

enemies Jurk in the upper atmasplzerev

4
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1 Sanctuary
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ENEMY ENCOUNTERS
L b [ HP ] Hemental Viakness
Poison Jelly 12 55 .
Evil Eye 11 54 Holy
Babel Crow 11 52 Fire, Dark
Fairy ) 50 Fire, Dark
Cabol Combatant 12 60 -
Carmine 20 9999 Water, Dark

SUGGESTED LEVEL [

TREASURE LIST

20006
Leather Clook
Super Heal Bottle
Flome Hommer
Battle Coat
Runed Mittens
Iron Gauntlets
Antidote
Sniper Gloves
Beautiful Gem

© o o —
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.
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Money
Equipment
Consumable Item
Equipment
Equipment
Equipment
Equipment
Consumable Ifem !
Equipment
Gadget
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SOLVING THE TOWER PUZZLES

The Tower of Babel appears simple enough from the first floor, but things get far more complicated the higher the party climbs. Floors 2F and 3F are heavily fragmented and require would-be
ascenders o negotiate a series of hovering platforms and rising and falling sections of floor. Though simply climbing the tower is a rather straightforward affair, fully exploring each floor for
treasure and to reveal 100% of the map is much trickier.

The floating platforms on 3F simply move back and forth from one side to the other with a flick of the switch, but figuring out the moving floor panels and pedestal switches isn’t as easy. Each
of the switches and the gap in the floor that their floor panel corresponds to has been numbered. Ignore the gap in the floor to the right of the entrance upon arrival and head up the stairs on
the left. Activate switch #2 fo extend the floor panel and continue fo 2F where Mr. Evans awaits.

Activate switches #1 and #3 to cross the gap then make the panel rise back to its upper position. Continue around the exterior of the tower to the upper half of 2F and cross over the bridge
you made by throwing switch #3. Continue across the upper part of 2F to the stairs leading to 3F. Use the floating franslucent platforms to reach switch #5 and #6 to gather up the treasure in
the area. Throw switch #7 to reach the valuable Flame Hommer and immediate equip it on Melody.

» WALKTHROUGH

- GOING DOWN?

Throw switch #4 while on the upper part of 2F and return the way you came fo the lower half of the floor
fo cross over fo the Korol and the chest. This parficular Korol is named Atrum and will restore the party’s MP
levels. Another option is to leave the panel for switch #4 in the upper position and throw switch #1 as you
cross back over the bridge on your way down the tower. This will make it possible fo cross the gap on TF.

Head up the stairs to the puddle-illed 4F. Collect the numerous pieces of equipment from the chests on this level and
save your progress before ascending fo what should be a very familiar-looking 5F.

CARMINE

Carmine is impressed by the party’s ability fo survive
an encounter with Hartmann, but still doesn’t take the
group of youngsters seriously; and for good reason—
he’s way too strong for them to harm. Attack swiftly

with Eddie’s Combo Attack and Melody's Frost spell to

inflict some damage and fo aggravate Carmine sooner.

Don't consume any Heal Bottles or use any Silver

Chalices during this fight, as Carmine cannot be beaten

anyway. He won't wait long hefore unleashing his awe-inspiring Prominence attack which sufficiently ends
the hattle.




MAKING A RUN FOR LONDON! W
_WORLD TREASURE

Mr. Evans asks the parfy to use the
Maverick to begin searching for World
Treasure sites. These archaeological sites
can only be found once a rumor of their E -
location is heard from a townsperson. Mr.
Evans gives the first clue fo a temple in
Egypt. Locating a World Treasure merely
requires flying over the site af the proper
i 1d T
Pl he ishi bk o alfitude—some Wor feosutes con only
: be found at a particular oliitude. Once the

London and head straight to -

S gt " Okay, | understand World Treasure has been located, head
Beatrice’s house in London s = 2
Of course we’ll take in the girl that back to the museum in London and speak
Gilbert rescued. ] to Mr. Evans. He rewards your efforts with
an ifem as cerfain milestones are mef. See
the “World Treasure” chapter in this book
i 3 h 2 - for locations, maps, and tips for finding
: . < "‘ it each of the World Treasures.

Guide Fiona down the

stairs and back out of the
Tower of Babel to the airship
where Mr. Evans is waiting.
You can use a Warp Stone
if you have one, but the
return trip out of the tower
provides a chance to collect
the freasure chest on 1F.

West, just beyond the Brown
residence.

You have found
"Abu Simbel,"
the World Treasure.

-

Head to Egyptfo search for Abu Simbel as Mr. Evans requests (just follow the river south fo find it) then report back o him fo
collect your reward. By then Fiona vill have awoken and Beatrice will have learned where Gilbert may have went. Lucky for
FEddie and the others, Fiona insists on helping search for Gilbert. This gives the party a dedicated healer (and powerful wielder
of Holy magic) and frees Eddie up from needing fo use his Knight Heal skill

Eddie learns that his father went fo Saint Petersburg,
east of the snow-capped mountains. The next leg of

Eddie’s journey takes him further from London than ‘ x’zg-p’;:f-s Shat ok A a

he has yet gone. If's a good idea to tackle a few of the Is in Saint Petersburg. &
available quests at the Adventurer's Association fo build

up the party’s supply of gold and to properly outfit the
Maverick (and the party) with the best weapons and
equipment available. Though refurning to the Tower of

Babel muliiple fimes in a row may not sound all that
appealing, the party can gain a wealth of experience and SP by doing so.

The flight to Saint Petersburg can seem a bit tricky at first. Raise fo medium alfitude and head over the mountains directly
east of London and confinue on a southeasterly angle until encountering a valley on the left. Fly over the mountains near

this valley fowards the snowy fundra and descend into Scint Petershurg. Don't be too afraid to run from combat if you find
yourself surrounded by Battle Flags!

50




Saint Petersburg sits just beyond the
border of the ]Crozen snow-covered
northern lands. It is a Iarge city
composed of East and West Districts and
it has all of the accoutrements a group of

weary adventurers require. €559
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Silver Chalice +
Heal Bottle }
Warp Stone , (] West
Beautiful Gem ‘
Andient Paper
- |
ARMOR SHOP
-M-lm--mm-m-mm
Fur Jacket 450
| INN (00 ADVENTURER'S ASSOCATION White Robe 480 - - . X
Fur Hood 400 X X X X
7 Wizard's Hat 420 3 : X ;
: Silver Tiara 420 : - - X
: WEAPON SHOP. Woolen Gloves 340 X X X X
T T T T T T e : ' ’ -
Rapier
Wi 580 . g " : AIRSHIP PARTS SHOP
f Upgrade
ITEM SHOP mmm - -
Mechanic’s
I T ™ T
 Heal Bottle 30 Restores 50 HP. B
300
200 Restores 100 HP Wrench
Extinguisher 10
500 Restores 50 HP for all party members. Earth Plog 30
Star Jewel 500 Restores 50 MP. Werimaid
Anfidote 10 Cures Poison. Voice 620 3 X
- Sunlight 20 Cures Darkness. Diagon's
 Unico Horn 30 Cures Paralysis. Breath 8200 7 i X
Gorgon Tear 50 Cures Pefrify. Trinity Orb 195 2 . 3 X : : }
Mint Candy 40 Cures Confusion. Aquo Sphere 590 i ¥ i X S Z I 1
Sacifice Doll 60 Removes Curse. Aqua Wall 620 2 : 3 ¥ X {
Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival. Upgrade 1200
Warp Stone 50 Escape from a dungeon. Plafe 03 i ; : i ) i
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AIRSHIPS AND SKY PIRATES

N 4

BEHOLD THE DRAGON’S BREATH!

It's pricey, but if you've been complefing quests from the Adventurer’s Association and have an extra 8,200 gold on hand, you should consider purchasing the
Dragon'’s Breath cannon for the Maverick. This powerful weapon provides an increase of +46 AP over the Heavy Cannon and deals Fire domage os well—
exactly what you want when facing the Water-based enemies in Siberia!

Head into the center of town and speak to the man near the statue. Ivan fells of seeing a man with o moustache and pipe recently—it must be Gilbert. lvan says the quy was going after an

airship named the Sky Crusher and that o Sky Pirate at the bar was also going after that ship. Talk fo the other people in the strests of the East District then head across the bridge to the west
and head north fo the bar.

Scarlett, the lady pilofing the Esperanza that attacked the Maverick near Cape Town, is standing near the bar. Talk to her fo learn about who is behind the Sky Crusher. The conversation is

interrupted with news about the Sky Crusher's whereabouts—return to the Maverick and fly east towards the mountains. Before you go, check your inventory as you must have plenty of
Mechanic’s Wrenches and a few Earth Plugs on hand.

B S|

i‘! WALKTHROUGH

" He was a man with & meustache and a pipe.
He said he was on the trail of that mysterious
A airship said to be flying around the city lately.

' Uh, excuse me miss... That ship was just 1
spotted. Another airship went down owver
the East Mountains. P

[lecRE TS )

OUROBOROS

Eddie doesn't hesitate fo engage Roswell's airship, the Ouroboros. The Ouroboros is capable of inflicting heavy damage on the Maverick, so have
Fiona use a Mechanic's Tool o Mechanic's Wrench during her furn whenever the Maverick's END falls below 200. Use Pad’s Support Fire skill and have
the others use their base attack—Blade, Cannon, Orb—fo make the most of Pad's ability. Eddie’s Spiral Arrow skill can be effective in this fight if
upgraded, but it isn't likely to do more damage than the Blade attack with Pad’s Support Fire active.




This tiny village across the East Mountains from

Saint Petersburg is so small that it can’t be seen
from higher altitudes. Descend to low altitude

in order to spot it. Look for the smoke from the
smoldering remains of the airship that was recently

shot down l)y the Slzy Crusher. @K@

ADVENTURER'S ASSOCIATION
ITEM SHOP
| en [ Goa(6)
Heal Bottle 30 Restores 50 HP.
U 200 Rostores 100 e
Anfdote Bottle
g Heal Leaf 500 Restores 50 HP for all party members.
by WA Stor owel 500 Restores 50 M
Antidote 10 Cures Poison.
Sunlight 20 Cures Dorkness.
Unicom Hom 30 Cures Paralyss.
/ Gorgon Tear 50 Cures Pefify.
WEAPON SHOP Mint Candy 40 Cures Confusion.
Sacrfice Doll .60 Removes Curse.
-%'- (os1(6) | _Eddie | Pad | Melody | Fiona | Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.
g“’m Machine 580 £ X . 3 Warp Stone: 50 Escape from o dungeon.
b 50 o
iy Wond 580 . ; 5 X migz::z Tool 50 Recovers 50 END for the airship.
¥ f 300 Recovers 100 END for the cirship.
iy, Wrench
¥ Extinguisher 10 Removes Fire from the airship.
ARMOR SHOP Ny Earth Plug 30 Removes Electric Shock from the airship.
-~ Woolen Skirt 460 - - X X
Loce Veil 400 - - X X
~ Iron Helmet 500 X - < z
Tidal Gloves 380 X X X X

HEADING NORTH

Search throughout the Siberian Village for valuable hidden items, particularly the Mysterious Ifem in the southeast corer (a helpful
Infinity Gear gadget) and stock up on supplies for the battles to come. Speak with Theodor in the southern end of town to learn about the
adventurer who recently passed through. He was heading north over the North Mountains just outside of the village. That's where Eddie Es o

must head next! A He said he w.
) 1 Mountains, and
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The Ancient Father’s Cabal has a secret base Just z
over the mountains near the Siberian Village, but

Eddie must battle three waves of Gramme Class E

airships in order to ﬁna”y gain entry. Each wave g

has an additional sln'p, so come prepared. Scarlett i

repays Eddie’s carlier assistance and helps the s

party land safely. She'll even join the party! <89 2
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INFILTRATING THE ENEMY BASE

v,
SCARLETT JOINS THE PARTY

Scarlett joins the party os o fifth non-playable character. Scarleft assists Eddie and friends in combat by toking regu-
lar tums and attacking with her sword. She cannot be targeted by enemies and cannot receive ifem or skill effects
cast by the party. Her atfack is powerful with an average Wait Time—she makes an excellent addition o the team

during your time at Siberian Base.
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TREASURE LIST
| ChestNo. | g
1 | Super Heol Leaf | Consumable Item
2 | Dragon Head Plans | Voluable/Equipment
3 | Flame Staff | Equipment
4 | Metal Vest | Equipment
5 | Cabal Gun | Equipment
6 | Ice Brond | Equipment
7 | Silver Chalice | Consumable fem
8 | HP Shard | Consumable Ifem

1

L

R

| Elevator Hall 2F

B,

ol

SUGGESTED LEVEL 18

ENEMY ENCOUNTERS
_-_
Ice Elemental | 15 [ \ Ground, Dark
Snow Tiger | 16 | 72 \ Ground, Dark
Gear | 15 | 70 | -

Snow Hand | 16 | 76 | Ground, Dark
Mechball | 16 | 80 | :
Cabal Combatont | 16 | 75 |
Roswell | 25 | 450 |

The Siberian Base s extremely linear in design and has none of the puzzleike qualities of Tower of Babel. Probably because the Ancient Father's Cabal never thought someone like Eddie would
dare sneak in! Head north through 1 Sector to the monorail station and ride it to the next area. Most of the enemies in this area are either mechanical (no elemental properties) or Water-
based enemies that are vulnerable to Earth attacks—though they may look like Fire would harm them, it doesn’t.

The party wil lose one of its members while passing
through the 2F Lab Sector—this only serves to give Eddie
greater impefus at reaching the Control Room on 3F!
Continue fo the Lab Sector Passage and speak to Album,
the Korol capable of replenishing the party’s HP. Throw the
switch on the wall to tur off the exhaust fan at the north
end of the corridor and enter the air duct.

Flanmoa

WALKTHROUGH
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ENDLESS COMBAT

Approaching either of the two elevators on the sides in the Elevator Hall triggers a battle with three
Cabal Combatants. No matter how many times you approach either of these elevators, the result is the
same—another fight against three Cabal Combatants. Since there is a Save Point in the next hallway to
the north, consider spending some time fighting this endless supply of enemies to level up and to earn
extra SP and gold.

ROSWELL

Elementol

Lv HP mp AP op M. AP Weaknis

25 450 0 125 14 12 6

Roswell's mechanical arm is much larger than you may have been lead to believe—it's big enough for him to ride! Though he
possesses no MP, his giant mecha-hand
emits an energy attack called the
Gorgeous Beam that damages the
entire party. Use Pad’s Break Shot

skill to lower Roswell’s DP, then use

a combination of Thunder Blade and

.' 7 Combo Attack o sneak multiple attacks
e ,—S-"' o i in with Eddie before Roswell's next turn.
: e Scarlett inflicts significant damage with
each furn and more than makes up for
Fiona’s absence.

The party returns fo London aboard the Bottleship Damocles, piloted by Commander Julius Fagg. Speak to each of the people on the bridge fo complete the journey home then go to Eddie’s home
in London West. Roam the house and speak to Pad (west hallway), Melody (southeast bedroom), and Fiona (balcony) to conclude the night and send the party to sleep.

Head to the museum in the morning and follow

Shirley to the Royal Exploration Agency o meet with
Commander Fogg. The Royal Exploration Agency meets
in a private area sealed away within the museum. Fogg
requests the party’s assistance in finding the seven
tablets—the next one is in Africa. The party must
head o Cape Town to meet a member of the agency
for more info.




Return to Cape Town to meet up with
Yang Gui, a member of the Royal
Exploration Agency. She’s learned that
the next tablet is Jeep within the Bterna
Mines and will open the gate )(or Eddie

and the others. Journey back to Eterna

Mines and descend the walkway to the

Great Mines and follow the mine-cart

tracks to the north. ‘t&{{a
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ENEMY ENCOUNTERS
L bome b [t ] Hemenfol Veskness
TREASURE LIST Mad Rat 20 75 Wind, Dark
L Chestho [ em 1 Gegoy  FE 2 7 Wind, Dotk
1 Blue Blade Plans Voluable/Equipment Poison Mushroom 20 78 Wind, Dark
2 Hunter Blade Equipment Killer Needle: 20 80 Fire, Dark
3 Magicion's Hot Equipment Yang Gui 30 10000 Fire, Dark

RIDING THE CARTS

YANG GUI JOINS THE PARTY

Yang Gui joins the party os a fifth non-playable character during their stop in Cape Town. Yang Gui assists Eddie
and friends in combat by taking regular furns and using her powerful magie fo cast Healing Breeze on one of the
party members. She cannot be fargeted by enemies and cannot receive item or skill effects cast by the party. Most
importantly, she unlocks the gate at the northwest comer of the Great Mines.

The Sealed Mining Tunnel area is a labyrinth of tunnels and dead-ends linked by a series of
mine carf tracks. The ground has collapsed under the tracks in places, making it impossible
for the party to proceed on foot—they must ride the carfs. The frack also dives into the
abyss in several places and foilure to switch the fracks in fime will cause the party fo refurn
to the start of that particular track segment (don’t worry, there’s no threat of seeing a Game
Over screen for entering ong of the pifs).

Hop aboard the first mine cart and ride it around the corner up ahead while holding down
on the Control Pad and pressing the A Button just as the cart approaches the track switch
device. Do it before the cart crosses the fork in the track to make the tum south.




Ride the second car south all the way fo the end then follow the tracks on foot to explore the side-tunnel for the chest
containing the Blue Blade Plans. Use the cart in the southwest comer to reach the secret cavern in the corner where the
additional chests are, then ride the final cart oll the way north to the Save Point and enfrance fo the Sanctuary.

YANG GUI

Yang Gui was an imposter and simply used Eddie and Fiona to bring her to the tablet since only a White Priestess can pick it
up. Her magic s far too powerful for the relatively inexperienced party members, so don’t waste too much effort on trying to
harm her—Melody’s Flanma
attack is the only thing that
\ can deliver any domage at
this point. Even Eddie’s skill
attacks will simply miss.
Use basic attacks o simply

make the hattle progress
1{ until Yang Gui fires of the

charade and decides
’ to flee.

A SPY IN LONDON

Return to London and head straight for the Royal Exploration Agency via the secret
passage in the museum so Eddie can tell Commander Fogg and Shirley what hap-
pened. It's obvious that there is a spy stealing information for the Ancient Father's
Cabal and Eddie must find out who it is. Talk to Commander Fogg and Shirley o
learn that Carlos s out of town, then make your way through the Accessway cor-
ridor and speak to every employee in each room unfil the interloper is caught!

I just saw Carlos and called out ta him, but he
ignored me. He’s usually such a cheery fellow,
50 | thought that was pretty strange.

=
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T

NEY CONTINUES

e

Shirley has reason o believe the next tablet is in M. Ararat, located high in the mountains fo the southeast of London, near the Holy Land. Carlos has come back from his trip in
fime fo join the party before they leave. Top off the party’s HP & MP at the hotel and head southeast over the mountains af once.

i WALKTHROUGH
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The next tablet lies in a cave within

Mt. Ararat, the rumored resting place
for the legendary Ark. Fly southeast
fram London over the lower mountains
and continue on an ang/e tlzrouglz the

valley in the direction of the Arabian

Peninsula. The entrance to Mt. Ararat
is in the mountains to the cast of the

Mediterranean Sea. E#{D
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TREASURE LIST
R A R e T
1 Gunman Vest Equipment
2 Dragon Shield Plans Valuable,/Equipment
3 Lance Rod Equipment
4 Leather Robe Equipment
5 Sombrero Equipment
6 Ruined Clook Equipment
) Chain Mail Equipment
8 Agility Shord “Consumable lfem
9 Mysterious Stone Gadget
10 Earth Club Equipment
11 Beautiful Gem Gadget
ENEMY ENCOUNTERS

-m--n- Homental Vieckness

Rune Bat

Fagle 23 1 ] 5
Silver Kong 24 245
Fair Carrot 2 95
Numen 25 265
Hartman 35 500

Fire, Dork
Fire, Dark
Ground, Dark

Ground, Dark




" ALL ABOARD THE ARK |

CARLOS JOINS
THE PARTY

Carlos accompanies the party os a fifth
non-playable character during their trip

to Mt. Ararat. Carlos is a skilled gunman
with o knack for landing crifical strikes on
his target. He typically inflicts 80-100 HP
worth of damage during each of his funs.
As with the other party guests, Carlos will
not be targeted by the enemy and cannot
be targeted for skills or items by Eddie and
the others.

Fight through the first two sections of cave to locate

the hidden Ark and head below deck. Upgrade Melody’s
Grounda spell to better combat the Silver Kong and Numen
monsters that lurk within the Ark. Proceed through the
cabins to the hearth at the north end of the ship. Take note
of the hearth then descend to the Great Hallway.

PULULUM THE APPRAISER

The Korol located in the middle cabin in the Residential Sector can appraise any gadgets you have. Consider
having him appraise the Mysterious Stone found deeper in the ship before moving on to the Sanctuary.

wr

Proceed through the Great Hallway to the Save Point on the south side of the area, note the locked gate, and continue south
to the Living Sector. Gather up the items in this busy section of the Ark and find the door leading to the Cathedral. Advance o
the altar at the head of the chapel and press the A Button to inspect a switch behind the lectern.

You have found a switch.
Do you want to pull it?
i Yes No

i

R e

Return fo the hearth in the residential area and press the A Button near it to light a fire in the heart—this unlocks the mas-
sive gate in the Great Hallway. Return to the Save Point in the Great Hallway and enter the Sanctuary.

DON’T MISS THE
GADGET!

There's a chest off to the left as soon as you
enfer the Sanctuary within the Ark. Don't rush up
the steps fo the tablet without first securing the
Beautiful Gem from this easily overlooked chest!

You have acquired: Beautiful Gem!

HARTMANN

Lo e [ e [ e [ o e [ ur [
Weakness
500 600 100 -

16 200 100

" Combo Attack Hartmann protects himself from elemental atfacks with a hazy

purple aura, but it doesn't defend against physical attacks. Rely on
Fiona o keep the party safe from Hartmann’s Flanma and Flanmoa
attacks while Eddie and Pad attack with their weapons. Pad's Break
Shot won't have an effect against Hartmann, but Eddie can inflict
significant damage by timing his Thunder Blade and Comhbo Attack
skills to get two turns in before Hartmann attacks again. Carlos’ high-
powered gun will certainly help as well, making it possible fo defeat
Hartmann sooner than you might expect.



ALOST MEDALLION

Commander Fogg is pleased with the resulfs of the frip fo Mt. Ararat and instructs Eddie fo take o break from hunting for
tablets. Exit the museum and falk with Dorothy, Beatrice’s assistant. Dorothy lost one of Beatrice’s necklaces and needs Eddie
and the others to refurn fo the Sewers fo find it. Make a quick run back fo the Sewers, cross the bridge nearest the enfrance
and loop south around the central area to encounter the Monster Rat that took the necklace.

MONSTER RAT

Dorothy

Oh, okay...
One of Miss Beatrice’s most cherished necklaces
was stolen by a rat!

<5

19 Ground, Dork

This Monster Rat is much tougher than the other two the party has faced and has the capacity
to inflict Poison status on the entire party if given the chance. The best way to combat this
beast is fo use Pad’s Break Shot to lower its DP then it it with Eddie’s Combo Attack and
Melody’s Grounda spell. Have Fiona focus on healing and use Pad's
Gl e dse  Treatment skill to rid anyone of Poison before their turn comes around.
Defeat the Monster Rat fo claim The Medal Necklace. Return the
necklace to Dorothy at Beatrice’s house.

The Royal Exploration Agency doesn't have any knowledge of the fourth tablet's
whereabouts and the Adventurer's Association doesn't have any new quests for Eddie to
accept. This doesn't mean there is nothing to do! Talking to the people in London reveals
that some have seen a person who sounds a lot like Scarlett. Head to the airship fo meet
up with her—she wants Eddie fo take her fo Nirvana Palace, near the ity of Delhi in
India. And she’s not about to take no for an answer...

" Back at that base in Siberia, you wimped out
and left without us, but now you're asking us

faor a favor?!

g WALKTHROUGH
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The city Dfl)eﬂzf lies in the northern
portion of the subcontinent of India and
is only reachable by airships capable of
ascending to medium altitude. Fly south
through the Nile River valley in Africa
then cross to the cast, and rise up and
over the storm clouds to reach India.
Delhi is a relatively small city fl”ed with

wonderful music and a large repository

for valuable artifacts. w250




ITEM SHOP -

SR R T R T T R
Heal Bottle 30 Restores 50 HP.

Lt 200 Restores 100 P

Bottle

Heal Leaf 500 Restores 50 HP for all party members.

Star Jewel 500 Resfores 50 MP.
" Anfidote 10 Cures Poison.

Sunlight 2 Cures Darkness.

Unicorn Hom 30 Cures Paralysis.

Gorgon Tear 50 Cures Pefrify.

Mint Candy 40 Cures Confusion.

Saifice Doll 60 Removes Curse.

Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.
Warp Stone 50 Escape from a dungeon.

%7@7

Have you been to Nirvana Palace?
It’s way up in the mountains. You have to
 ascend to medium ahtitude in your airship.

WEAPON SHOP
mm-mmm

Flamberge 1800
Twin Barrel 2500 = X 5 :

' Bladed Wand 1500 . . . X
ARMOR SHOP
L fem | i(6) -ﬂm-m--mm-
Silk Clothes 1500
Silk Suit 1600 X X - .
Silk Apron 1650 - g X X
Leather Cap 950 X X X X
Eorth Gloves 950 X X X X

. Spiked Knuckle 1000 X X G 5

| AIRSHIP PARTS SHOP
- Ll
Part

Mechanic’s
Tool
Mechanic’s
Wrer':ch L
Mechanic’s
Ki 1500
Extinguisher 10
Earth Plug 30 :
Aero Dart 2100 X :
Aero Blaster 2500 : X
Pl : X
Cannon
Tomado Egg 2600 - - - X -
Aero Curtain 5000 G 5 - : X
Upgrade : ¥ i i i
Plate 05 S x

Delhi's numerous shops have plenty of valuable equipment for purchase and the town itself has several Gadgets found in the
streets, so look around. Scarlett knows Astell was headed to Nirvana Polace, but doesn’t know where it is—speak to people
in the Adventurer’s Association branch for clues.

_NEW QUEST AVAILABLE

There hasn't been o new quest available at the Adventurer's Association for a while, but there is now.
Consider accepfing Ana’s quest if you don’t mind a quick frip back to Etema Mines—the more money

you can accumulate before heading fo Tokyo in the next chapter, the better off you'll be.




Nirvana Palace is
located high in the
mountains to the

northeast ofDeﬂli.

Ascend to medium
altitude and ang/e
towards the massive
cloud I)anle, then turn
north into the mountains
to find it. The majestic
temp/e sits on a /eo[ge
near the edge of the

mountains, staring out

over the ea]ge of the
continent. «adsd
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TREASURE LIST ENEMY ENCOUNTERS
L Gestho [ fen 1 oy B Mome [ b [P EementulWeokes
1 10,0006 Money Shadow Wolf 2% 105 -
2 Beautiful Gem Gadget Guardion 27 175 -
3 Flinflock Gun Equipment Ghost 26 155 Holy
4 MP Shard Consumable Item Crimson 26 125 Water, Dark
5 Agility Shard Consumable Ifem Air Elementol 25 115 Fire, Dark
6 Wedjat Mace Equipment Porculus 28 145 Water, Dark
7 Flame Wand Equipment Tombie 25 115 Holy
8 Stone Blade G Equipment Pixie 27 13 Fire, Dark
Astell 37 400 Earth, Dark
Gorgon Head 32 250 -
Yang Gui 38 1000 Fire, Dark )
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ENTERING THE TEMPLE

The entrance inside of Nirvana Palace is not only locked, but the palace guard, Amir, is there to make sure nobody tries to
break in. Amir tells Eddie that he might be able to et the key from the men back in the repository in Delhi. Return to the city
and speak with the man at the large building to the north end of the city fo get the Temple Key. Use the key to enter the
temple at the gate where Amir is standing.

That entrance is locked!
But, somehow, that girl stil managed
to get inside!

CRUMBLING FLOORS GALORE

Proceed through the entrance to the Temple Approach and note the large chasm keeping the party from reaching the Save Point to the north, where the Sanctuary is located. Nirvana Palace
contains a pair of switches that control a bridge across this divide. The party must navigate the treacherous halls of the east and west houses to reach the switches on each side’s fourth floor to
make the bridge extend. Each floor is littered with crumbling booby-traps that will drop the party to the lower level, making the ascent to the fourth floor much harder than is expected.

Tilt your Nintendo DS at a shallow angle to better detect the slight change in color of the breakaway flooring. Avoid the darker colored ground to keep from falling through fo the lower level.

Though the party suffers no damage from the fall, constantly plummeting to lower levels can become frustrating. Activate the switch in each of the fwo houses and cross the bridge fo reach
the Sanctuary. :

ASTELL & GORGON HEAD

Lo [ e e e e Juw ] o [
Weakness
¥ o0 40 0 i

B e i

Though Astell looks rather intimidating when flanked by the Gorgon Heads the

party needn’t pay any atfention fo these floating allies of hers. Instead, use
skills that affect the entire group of enemies and focus on taking advantage of
Astell's vulnerability to Earth with Melody's skills and Eddie’s newfound Stone
Blade. Attack with Groundale, Meteor Shot, and Eddie’s Sonic Wave skill to
decimate the threesome before they get to strike.




YANG GUI

38 1000 450

Yang Gui may have been relieved of her magical barrier, hut she remains a tough competitor.
Attack with Flanma during each of Melody’s turns while Fiona concentrates on healing
the party. Yang Gui will primarily attack with her own version of the Aeriara skill so
expect Wind damage to all four party members. Eddie’s Combo Attack and Thunder
Blade skills will inflict significant damage, as will Scarlett's attacks but a highly-
upgraded Flanma attack can be the real difference maker here.
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THE JOURNEY (ONTINUES E

Scarlett i relieved to have her sister back by her side. While Astell is in need of some rest, and is afraid to divulge too
much information about the Ancient Father's Cabal, she tells Eddie that the Cabal has a secret base in Japan and that
Eddie’s father is likely headed there right now! Hop back aboard the Maverick and fly east over southeast Asia then
turn slightly north to reach Tokyo, the party’s next destination!

0f course, the party needn’t rush there right away. Another quest is available at the Adventurer’s Association office
in Delhi and some of the residents in the city have fips concerning the whereabouts of World Treasure too. Explore :
By traveling east from here, you can

little to earn some extra SP and gold, then head east. reach Japan.
In that country, the Cabal has a secret base. &

Al




Ascend high into the sky to get over

the mountains and clouds and set your
course northeast to the mystical country
of]apan. Skirt past the snow-covered
peak of Mt. Fuji to find Tokyo, a city

ﬁ”ea] with peop/e, sllops, and even a man

capable of crafting valuable airship parts

][rom p/ans—fm' a cost! éﬂéﬁ




AIRSHIP CRAFTSMAN

Beautiful Gem
Mega Heal Bottle

Flee Stone
|

ITEM SHOP
L tom | Gost(6) ] -
Heal Bottle 30 Restores 50 HP.
Sl 200 Restores 100 HP
Bottle
Heal Leaf 500 Restores 50 HP for all party members.
Star Jewel 500 Restores 50 MP.
Moon Jewel 3000 Restores 100 MP.
Antidote 10 Cures Poison.
Sunlight 20 Cures Darkness.
Unicom Hom 30 Cures Paralysis.
Gorgon Tear 50 Cures Pefrify.
Mint Candy 40 Cures Confusion.
Sacrifice Doll 60 Removes Curse.
Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival.
Warp Stone 50 Escape from a dungeon.
WEAPON SHOP

-m-mm--mm-m--m-

Samurai Sword 3100

Ray Blaster 3000 5 X o
Ogre’s lron Club 3500 : - X -
Holy Rod 3000 : 5 - %

ADVENTURER'S ASSOCIATION B3

Mysterious Stone

ARMOR SHOP
-m_-m-mm-m

Ninja Suit 1900

Plumage 2100 X X
Golden Hairpin 1500 - - X X
Gale Gloves 1100 X X X X
Silver Bracelet 1200 5 5 X X
AIRSHIP PARTS SHOP

CIOCIC IR
Mechanic’s

Tool

Mechanic's

Wrench 4l

Mechanic’s

ki 1500

Extinguisher 10

Earth Plug 30

Rec?very 20

Device

Samurai

Bode 3800 X

Kurogane 3600 - X

Classic 2700 2 ¢ q

Cannon

Samurai

Spirit 1) i : i A

Chain Shield 4000 . - - - X

Upgrade _ ; 7 4 :

Plate 06 o i

PAGODAS AND
CRAFTSMAN

Tokyo has everything you're looking for, including  few Gadgets and a craftsman capable of
building airship parts from the plans you've been carrying around (though they don’t come
cheap). Speak to the people in the city for signs of anything unusual then enter the pagoda
on the west side of the ity via the door on the north side of the building. Inspect the large
wooden column in the center for  hidden Beautiful Gem.
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__CUSTOM AIRSHIP PARTS

Kanbei, the airship ports craftsman, is located in the femple in the northwest comer. Having Kanbei build irship
parts from plans costs between 4200 gold and 999,999 gold. There are 20 plans in total, so keep your eyes open

!

&3 for them and refurn fo Tokyo whenever you have new plans and o wealth of gold to spend having them realized. |
% | Kanbei
| Okay, let’s use these plans
o Tesiore e arte;
F'm itching to try this out.

Refurn o the cirship dock after having a look around fo meet up with Carlos.
Carlos has gone ahead of Commander Fogg and the ofhers who are lying out of
sight in the Damocles off Japan’s southen coast. Fly there ot once. Carlos radios
the Damocles with the location of the Cabals secret Japanese base—it's inside
Mt. Fuji! An attack plan is devised and Eddie and the others soon find themselves
careening out of control info the M. Fuji Base.

Ves, they should be here san. But sinoe the
| Damocles is really noticeable, they’ll prabably
stay on stand-by over the sea to the south.

\\ A

Commander Fogg's plan works like a charm—FEddie is able to
pilot the Maverick into a small opening on the side of Mt. Fuji .
| £ :: and though the airship’s /am]ing isn’t a delicate one, tlley made it
‘i inside the volcano base. The Cabal has built a massive base within
o the volcano and now that they're inside, the party must find a way

to open the crater lia’for the Damocles to lend a hand. 959




TREASURE LIST

1 Golden Headband Equipment

2 Heavy Blade Plans Valuable,/Equipment
i 0ld Clock Godget

4 Flame Vest Equipment

5 Apple Hommer Equipment

6 Battle Stoff Equipment

7 Chain Cloak Equipment

8 Mysterious Stone Gadget

9 Dragonhead Equipment

[ T e T

ENEMY ENCOUNTERS

| e [ e ] WP ] Homentol Wenkness |
Devil Statue 28 190 Fire, Dark
Remains 29 165 Holy
Flare Elemental 27 150 Water, Dark
Golacio 2 155 5
Cabal Combatant 28 180 :

High Gear 28 160 Holy
King Enma 30 380 Water, Dark
Maching Cannon 25 175 >
Float Ball i 165

okyo 40 1100

i L)
P 5

o
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SECURITY CANNON LOCATIONS

Initial placement upon arrival
Placement after meeting Kakyo
Placement after finding Gilbert’s cell

L IR B

Placement after the Volcanic Bomb alarm sounds

[}) WALKTHROUGH

75



76

 TO THE OPERATION ROOM

MAGI JOINS THE PARTY!

She might be wheelchairbound, but that doesn’t prevent Magi from strutting her stuff
in combat. She uses her magical powers fo keep the porty healthy and protected. She
frequently casts a spel that restores a small amount of HP to the entire party. She also
casts a spell that raises the porty’s DP rafing. As usual, guest party members cannot be
targeted by enemies and cannot be controlled by the player or receive items or skills

from ather party members.

SECURITY MACHINES ABOUND

Each of the numerous rooms and passages within the M. Fuji Base are guarded by security machines that serve
to keep the party from advancing in particular directions. Eddie doesn’t want fo fight the security machines so he
just turns around whenever one blocks the path. The positions these security machines occupy changes as the party ;
makes their way through the base and trigger certain events. Consult the maps and legend on the previous page. i Eddie

Enter the Central Passage on TF and head fo the right to inspect the elevator shaft—the
elevator (B) is offline so the party must go to the Operation Room on 18 to activate it.
Avoid the security machines and proceed to the ladder in the center and descend fo 38
Central Hall (1). The security machines change location after the party meets Kakyo so retur
up the ladder and descend the ladder
on the right (1). Circle around the
southern half of 1B Central Possage
to the stairs and ascend (C). Descend
the stairs (D) and continue down the
ladder (K) to 28 Passage and the 28

YYes, we need to open the voloanic crater gate |
50 that the Damocles can charge in here! Cell (Q).

LIS

[ ‘es, we need to open the volcanic crater gate

! so that the Damocles can charge in here!

L
The security machine is blocking the path.

Exit the cell and head south up the stairs (M) and ladder (E) and use the stairs on the west
side of the Central Passage to loop past the security machines to again descend the lodder
on the east side (1) to 1B Central Passage. Quickly explore the 2B Central Passage before
limbing the stairs (F) to the ladder leading down info 18 Passage (). Proceed fo the 18
Operation Room (S), then the 28 Engine Room (T) before returning the only way possible
to 1F Central Passage and the elevator (B). Ride the elevator to the Bottom Floor and save

your progress.




Elemental
leakness

lv Hp P AP P M.AP | M.DP
40 1100 50 270 17 15 7

Kakyo is « fierce combatant with two mighty big
tricks up his sleeve. For starters, he uses the skill
x Complete Defense which protects him from any and
all attacks. Watch for him to cost this and focus your
turns on healing, defending, and costing skills that boost
the party’s stats. Complefe Defense lasts through three
of Kakyo's turns before wearing off. Cast Overdrive while

waiting out Kakyo's defense then strike with Combo Attack.
Kakya's other primary skill is
i Kishin's Blade—a powerful
‘ﬁ P sword attack that damages the
¢ entire party. Magi will certainly

help protect the party from this
attack, but don't hesitate to
use Melody or Fiona fo use any

necessary items or skills.
No effect

‘THE ’JOURNEY CONTINUES |

The party hops a ride on the Damocles back to London, thanks in no small part fo Gilbert's assistance. Return with
Gilbert to Eddie’s mansion so Gilbert and his wife can, ahem, chat about his absence. Speak to each party member
and Eddie’s parents after Evans leaves fo end the day. Eddie learns the Supernova co-op attack skill after talking to
his dad.

Meet Evans at the airship dock in the morning fo

receive the Maverick II, a new and improved airship!

Follow Evans’ advice and take the Maverick Il up

to high altitude—the party will quickly receive an

5.0.5. from a nearby airship being attacked. Fly due

west and defeat the attackers and escort the airship Betty’s Hope back to London. Pad learns the Bullet Drive
co-op attack skill once the lady of the wirship is returned safely to London. Refurn to high altitude and set out
across the Atlantic—Evans will radio to instruct you fo New York City.

CHARACTER STORY SIDE-QUESTS

Refurn to London after boarding the Maverick |1 and talk with Evans ot the museum and Bridget at the Adventurer's Association to initiate side-quests
for Eddie and Pad, respectively. These quests are covered in the “Bonus Dungeons and Side-Quests” chapter of this book.



Evans has heard the next tablet is in a legendary city of
El Dorado, but nobody seems to know where it is. New
York City is the first people most people come when
crossing the Atlantic Ocean from Europe so head due

west over the ocean and pay a visit to the metropolis near

’ the coast. a5




ADVENTURER'S ASSOCIATION

Super Heol Loof ——

Mysterious Ifem

Star Jowel
Flee Sfone

Sl

ététuqz of lsiberty

=
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WEAPON SHOP
-m--n.lmmu
Holy Knife 5900

Machine Gun 5800 . X 5

Christmas Stick 5600 g 2 X :
Aquo Staff 6000 3 : : X
ITEM SHOP

B e S T
Heal Bottle 30 Restores 50 HP.

SR 200 Restores 100 HP

Botfle

o o 1000 Restores 200 HP.

Bottle

Heal Leaf 500 Restores 50 HP for all party members.

Super Heal Leaf 2500 Restores 100 HP for all party members.

Star Jewel 500 Restores 50 MP

Moon Jewel 3000 Restores 100 MP.

Antidote 10 Cures Poison.

Sunlight 20 Cures Darkness.

Unicorn Horn 30 Cures Paralyss.

Gorgon Tear 50 Cures Pefrify.

Mint Candy 40 Cures Confusion.

Sacriice Doll 60 Removes Curse.

Silver Chalice 1500 Revives a fallen party member and restores 200 HP on revival,
Warp Stone 50 Escape from a dungeon.

ARMOR SHOP :

[ en | i@ -ﬂm-a.mm-

Golden Suit 4000

Golden Dress 4000 - - X X

Stylish Hat 2800 X X X X

Silk Hat 2800 X X - i

Gold Bracelet 2400 = S X X

AIRSHIP PARTS SHOP

mmmmm
Part

Mechanic’s

Tool

Mechanic’s

Whench Lt

Mechamt S 1500

Kit

Full

Mechanic's 7500

Kit

Extinguisher 10

Earth Plug 30

Rec?very 30

Device

Mogna Dill 6700 X -

Spiral Gun 7000 - X

Machine 4800 £ ¥ q

Connon

Iron Orb 6900 : - - X G

Metal Amor 8400 2 - 5 : X

Upgrade

Pl 082, i 3§ i : ; 4
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BACKSTREET EXPLORER

Pay a visit fo the Adventurer's Association and speak with Danny fo learn about an explorer named Harvard who lives in an
apartment in New York. Speak o Marissa, Harvard’s wife, to lea where the name of the village from which he was last

heard from. Explore the city’s shops and talk to the passersby to gleam some information about the Amazon and the village
of Tokar in South America—the party’s next destination! stop hunting for something that doesn’t exist!

Yes, that would be it! You know, that husband
of mine is a cause of endless worries. He can’t

=

N 4

THE BONUS DUNGEON: TEOTIHUACAN

There's an unmistakable ancient city to the west and slightly south of New York City. This is Teotihuacan, one
of numerous places to explore outside the main story. The party is capable of exploring this dungeon now

to find some extra equipment and level up, but quests from the Adventurer's Association will lead them here
before long. Also, the dungeon boss monster does not appear unfil triggered by specific events af a later
time. Skip this and other side-areas you may stumble upon unfil specific quests lead the party there.

Fly south fmm New York City a’ong the coast o)[tlle United States, across the
Caribbean Sea, and down towards Brazil. Rise in altitude to soar over the mountains

and descend to Tokar Vi//age smack dab in the center oftlre continent. @59
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Tokar Village
EJ@ H 1uck Shord
DEF Boost EIixn
\\ @ WP Shard
0ld Clock
1

o [ povenTuger's assocuton [T

WEAPON SHOP
nm--zrm-m--ml

Shotel 6850

Shotgun 6900 : X > -
Skull Rod 8200 2 ; - X
ARMOR SHOP

L on | (osl(6) -m--m-mm-
Demonic Clothes 4500 X
Pirate Hat 3000 X X

CHASING HARVARD

The residents of Tokar Village are tired of being visited by so-called explorers trying fo find
the fabled City of Gold, but they're not all short-fempered. Find the man in the yellow shirt
in the center of the village and talk o him. Raul fells Eddie that he has seen the man nomed
Harvard and he even points Eddie in the right direction. Talk to other villagers fo lear what
you can about the Amazon, then refurn to the Maverick Il and fly north into the rainy jungle.

| Oh, yes. A man from America, right? 5

ITEM SHOP

Gl v e b e ]

Heal Bottle
Super Heal
Bottle

Mega Heal
Bottle

Heal Leof
Super Heal Leaf
Star Jewel
Moon Jewel
Antidote
Sunlight
Unicon Horn
Gorgon Tear
Mint Candy
Saarifice Doll
Silver Chalice:
Warp Stone
Scent of Prey
Mechanic’s Tool
Mechanic’s
Wrench
Mechanic’s Kit
Full Mechanic's
Kit

Extinguisher
Earth Plug
Recovery Device

30
200

1000

500
2500
500
3000
10
2
30
50
40
60
1500
50
500
30

300
1500
7500

10
30
300

Restores 50 HP.
Restores 100 HP.

Restores 200 HP.

Restores 50 HP for all party members.
Restores 100 HP for all party members.
Resfores 50 MP.

Restores 100 MP.

Cures Poison.

Cures Darkness.

Cures Paralysis.

Cures Petrify.

Cures Confusion.

Removes Curse.

Revives a fullen party member and restores 200 HP on revival.

Escape from a dungeon.
Enters a battle at your current location.
Recovers 50 END for the airship.

Recovers 100 END for the cirship.
Recovers 200 END for the cirship.
Fully recovers the airship’s END.

Removes Fire from the airship.
Removes Electric Shock from the airship.
Cures all status effects for the ship.

| Someone named "Harwvard"
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Fly north fram Tokar

Village into the rainy
Amazon and set the 4
Airship down in the forest
clearing. El Dorado’s
entrance is hidden within
the forest and only those
who solve the riddle of the

area will gain access to the

City of Gold. w259

ENEMY ENCOUNTERS

L Name [ b ] HP | Eemento Wedkness |
Gold Tiara Equipment Poison Tail 32 300 Wind, Dark
Moon Jewel Consumable Ifem Torantula 3 330 Wind, Dark
Mega Heal Botfle Consumable Item Death Flower 34 350 Wind, Dark
Dragon Gauntlets Equipment Tropical Mushroom 32 290 Wind, Dark
Larc du Sol Equipment Tree Man 32 270 Wind, Dark
Lourel Staff Equipment Golden Rook 35 500 Wind, Dark
Mysterious Stone Gadget Mighty Kong 34 490 .
Mysterious Item Gadget Alligator 32 330 Ground, Dark
Army Vest Equipment Quetzalopterus 33 300 s
Gorgeous Coat Equipment Devil Flower 45 2000 Wind, Dark
i i ; 50 2550 .
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DISCOVER THE ENTRANCE

The American explorer, Harvard, is just up ahead from the landing sife and though he
thinks this is the site to El Dorado, he can't find an entrance. He suggests looking near the
waterfall, which is exactly what you should do. Head east fo the cave behind the cascading
water fo find two chests and a stone marker with a clue engraved on it. Though the clue on
the marker may sound crypic, the solufion is straightforward.

Head to the pond on the west side of the map and stand a its south side. Walk one lap
around the pond in a clockwise direction then, once the moonlight is shining in the water,
approach the trees on the south side of the pond and press the switch that becomes
accessible. Now head to the small dock on the south end of the area and stand of the edge
for several seconds. Refurn fo the

waterfall and inspect the glowing
object in the water—this opens the
enfrance o El Dorado. Eddie must
move quickly (head down the eastern
path, across the muddy patch) to
reach the entrance before it closes.

" You feel warm Ilr.fht from the area around
the waterfall.

DEVIL FLOWER

Wb e e e e e [P
Jeakness
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The Devil Flower is a stronger relative of the Death Flower and just like its more common
cousin, it's highly susceptible to Wind and Dark attacks. Have Pad and Eddie strike quickly with
their Bullet Drive and Dividing Heaven attacks, respectively, then use Melody to cast Aeria or
Dark Ray. The Devil Flower will snap af the party with its lengthy tendrils so have Fiona ready
to heal when needed. The Devil Flower's most potent attack s its Devil Powder. This toxic cloud
spreads across the party and infects most members with any one of several status effects. Some

may suffer Poison, Confusion, or even Paralysis. Cure Pad then have him use his Treatment skill
to cure the others if no Antidotes or other items are handy.




BUILDING BRIDGES

The party enters El Dorado from the south and must
activate three different switches to extend mystical bridges
across the canals that divide the area. The first two
switches are on the west and east sides of the area nearest
the entrance. Cross the bridges and head north while
exploring the temples on either side of the map. The third
switch is between the two temples in the northeast end of
this area. Cross the bridge o the Golden Square. Search
the Temple of Sages and Golden Shrine for treasure then
ascend the mighty staircase near the Save Point fo enter
the Sanctuary.

HARTMANN

50 550 500 300 17 210 135

Hartmann transforms himself info a far more threatening form and quickly sets about attacking the party with his
Dark Ray magic. Use Melody’s turns to cast Magic Shell for each member fo reflect Hartmann’s magic back at
him. Pad’s Bullet Drive co-op attack comes in handy throughout the fight, as does Eddie’s Dividing Heaven and
Shining Blade. Use Fiona’s Miraculous Breeze skill to boost Eddie’s stats (or use
Overdrive) so his attacks inflict even greater damage. Melody’s Magic Shell
skill lasts roughly 4 turns—recast it on Fiona as soon as the inifial dose
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wears off.

Return to London with the fifth tablet and give it to Commander Fogg at the Royal Exploration Agency. Magi suggests
the party head to Merveille Village so Melody can learn about her mother. Head there at once and speak to the man
in front of the Elder’s house o receive Medea’s Memento then approach the small graveyard to the right of the
Elder’s house. Melody learns the Daemon's Gate co-op attack.

The party receives a radio transmission from Evans after leaving Merveille Village—he wants them to meet him
in Rio de Janeiro, on the coast of Brazil. There are two new quests available at the Adventurers Association since

returning home from El Dorado. Accept either quest and set to complefing it on your way to Rio de Janeiro. Report request of a poor old man who could do
nothing else for you and your mother.

Please go and see her. Consider it the last

your success at the office in Brazil.
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The bustling city of Rio de Janeiro sits on the coast of
Brazil, halfway down the South American continent.
The city is bisected by overhead train tracks, but still has
everytlting the far-ﬂung adventurer can need. Best ofa”,
Rio de Janeiro’s library is home to a number of books

containing tips on various World Treasures. <269
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WEAPON SHOP

t Hunter Shot 6700
" Tezcatlipoca 7850
Yggdrasil Wond 7900

ARMOR SHOP

mmm-m_mm-m

Survival Suit 5600
. x Dancer's Dress 5500
~ Beret 3650
i ot Katyusha 3850
Bilie- Buning Gloves 3250
"—-A
AIRSHIP PARTS SHOP

Mechanic’s

Tool

Mechanic’s 20
ITEM SHOP Wrench

Mechanic'
L fem | (ost(6) e G 11500

it
Heal Bottle 30 Restores 50 HP. full
Super Heal i
200 Restores 100 HP. Mechanic's 7500

Bottle it
ol e 1000 Restores 200 HP. Extinguisher 10
LA ErPag 30
Heal Leaf 500 Resfores 50 HP for all party members. R:mv vg
Super Heal Leaf 2500 Restores 100 HP for all party members. o it 300
Star Jewel 500 Restores 50 MP. Sm(:
Moon Jewel 3000 Resfores 100 MP it 9200
Antidote 10 Cures Poison. fathShot 8250
Sunlight 20 Cures Darkness. il
Unicom Hom 30 Cures Paralysis. i 8000
Gorgon Tear 50 Cures Petrify. Golden
Mint Condy 40 Cures Confusion. Globe 9000
Sacrfice Dol 60 Removes Curse. Gaia Shield 8100
Silver Chalice: 1500 Revives a fallen party member and restores 200 HP on revival. Upgrade 40000
Warp Stone 50 Escape from a dungeon. Plate 09

A MYSTERIOUS SEA CHART

Meet Evans in the northwest corer of the ity to receive
the Mysterious Sea Chart that Gilbert had found ot
the Cabal base in Japan. Evans, as usual, doesn’t know
what the map is to but thinks Eddie and the others can
figure it out. Fortunately for the party, Rio de Janeiro

is home to an old-imer who spent his life sailing the
southern oceans. Hurry over to the churchike megting
place in the northeast comer of the city and falk fo Paclo
and Mario. They suggest Eddy show the sea chart o the
man named Thomas.

Ves.
Gibert found this map at the secret base in
M. Fuji

| Show that to Thomas, he might know something.
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"Hey, that’s a Sea Chart!
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VISIT THE LIBRARY

The library in the northwest comer of Rio de Janeiro has many books containing clues fo the whereabouts of
various World Treasures. Stand in front of each of the bookshelves and press the A Button o read a book. Eddie can
learn about Maggie Spring, Buddhas of Bamyan, Wall Murals of Sproat Lake, Tiwanaku, and Serpent Mound.

Those that seek eternity should go to
Maggie Spring,
and consider eterity there."

Thomas lives in the house in the southeast comer of fown. He quickly identifies the area
shown in the map as the Easter Islands, located off the west coast of South America. Return

to the airship and pilot it around the fip of South America and on a slight northwest angle ‘I'H E Go lD E N j E'I'

away from land. It won't be long before 8 smallislands arranged in a circle come into view.

Don't leave Rio de Janeiro without first locating the Mysterious

Item in the rear lefthand corner of the meeting place where Paolo

and Mario were. Have this gadget appraised and immediately

equip it to either Eddie or Pad. The Golden Jet deals extra domage
X o flying-type monsters, and the party will face plenty of them
f':; where they're headed.

F/y around the southern tip of South America fmm Rio de Janeiro and head northwest

at a shallow angle away from the coast to find this peculiar string of islands. Easter
Islands consist of eight tiny specks of land arranged in a circle, each of which are

named based on their compass position, relative to the central mass. «as9
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TREASURE LIST ENEMY ENCOUNTERS ;
L hestho_ ] _lem ] (ategor L home L] HP [ Elementol Weakness |

1 Gorgeous Robe Equipment Albion 50 2700 -

2 Strength Shard Consumable Item

& Tropical Clook Equipment

4 Spirit Shard Consumable Ifem

SPIN THE MOAI

Fach of the eight islands in the Easter Islands area has  giant Moai statue located on its
norther point. Each of these statues can be rofated in 45-degres increments, but not all
of them need fo be. Fly to East Island, South Island, West Island, and North Island and
otate the Moai so that they face fowards the center of Easter Islands. Arranging the Moai
in this manner causes the storm hanging over the center island to dissipate and grants the
party access to Dragon'’s Lair. Fly the Maverick Il to Dragon’s Lair and inspect the Room
of Wall Murals.
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CHECK THE OTHER ISLANDS

There are several valuable items hidden in the Eoster Islands areo, particularly on the Southeast Island. Inspect the frees and shrubbery on West, Southeast,
and Northeast Islands to find all three hidden items.

ALBION

Lo e e [ [ o [ [ [
Weakness
18

2100 1000 350 400 0

Albion, the Guardian of Dragon’s Lair, only lets those who can defeat him in combat
gain access to the tablet within the temple. The party immediately heads to the
Maverick Il to inifiate the fight. Albion has two attacks that he relies upon over and
over. He slams his head down on the airship or he attacks with his Flame Breath
attack. Have Fiona and Melody cast their respecive skills to boost the airship’s DP
and M. DP while Pad and Eddie attack with Spiral Arrow and guns.

The dragon fires of fight;'\ng the party with the help of their “false wings” and challenges them fo a battle on land.
This actually works fo the party’s favor because many of their attacks can inflict far more damage than the Maverick
1. Have Melody cast Magic Shell on each of the party members while Eddie and Pad use their co-op special attacks fo
inflict massive damage. Each of Eddie’s other attacks can inflict significant damage as well. Have Fiona cast Soothing
Light when needed and buff Eddie with the Miraculous Breeze skill to do even greater damage with his Combo Attack.

CLAIM THE TABLET

Explore the exterior of Tablet Temple to find the items in
the chests and to meet with the Korol then head inside to
the Sanctuary to claim the sixth piece of the tablef. Fiona
is another step closer to having her memory restored, and
must now head to the Acropolis in Greece. The Acropolis
may not confain the final tablet, but a visit there will reveal
the truth about Fiona.




Y

F/y back across the Atlantic Ocean towards the Mediterranean Sea. The

glimmering white ruins of the Acropolis are directly north across the sea from

Cairo and just a short flight from London. a9
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TREASURE LIST ENEMY ENCOUNTERS
1 Mistilteinn Equipment Lamia
2 Sage’s Hat Equipment Goggly
3 Diamond Tiara Equipment Stone Golem
4 Zeus' Wand Equipment Dark Knight
5 Flee Stone Consumable Ifem Lodon
6 Luck Shard Consumable Ifem Exclone
i Recovery Device Consumable Ifem Siren
8 Big Cannon Equipment Freyja
9 Mefal Coat Equipment
10 Water Spirt Mace Equipment
11 Miracle Drink Consumable Ifem

) WALKTHROUGH

SUGGESTED LEVEL 3

35 380
34 340
36 650
37 550
36 700
35 380
34 400
55 3500

Fire, Dark
Holy
Wind, Dark
Holy
Fire, Dark
Fire, Dark

Holy
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EXPLORING THE RUINS

Acropolis primarily consists of two main “hills”, Agora Hill and Athena Hill. Each of these hills has numerous exterior walkways that lead to various temples, each of which can be entered.
The paths are often blocked by piles of rubble or o dead-end, but thorough exploration is rewarded as o wealth of equipment dots the londscape here. Collecting all of the available ifems and (
weapons does require plenty of backiracking around obstacles, but if you use the maps provided and seek to paint-n the in-game map complefely, you won't miss anything.

The primary sticking spot in the Acropolis comes in the Stoa of Atfalos. Though there
doesn’t appear to be o way to proceed up the hill, Eddie can walk across the toppled
column and reach the upper level with ease. Confinue north through the ruins. Many
of the enemies encountered here are vulnerable to Fire attacks so invest some SP in

upgrading Melody’s Flanmoa skill. It's also a good idea to upgrade Fiona’s Lumiera

skill, as some of the enemies are vulnerable only to Holy magic.

FREYJA

R SRR R A ]
Weakness

3500 1000 Holy

Random Shot
Meteor Shot o

Steal F's Bulle(
£

T T enemy

Though the chest was empty, the White Goddess Sanctuary was not. Freyja, the
Black Goddess of Death, has been waiting for Fiona's return and wastes no
time in attacking. Freyja costs variations of Dark magic at the party so get fo
work casting Magic Shell with Melody as soon as the battle begins. Though
Freyja is only susceptible to Holy magic, Pad's Heavy Shot skill can be quite
effective at slowing her down. Use this in conjunction with Eddie’s Thunder
Blade attack to net Eddie two turns for every furn Freyja has. Freyja also
attacks by lobbing a crystal ball at her target—the ball emits a powerful
beam of energy that deals physical damage so Magic Shell does not
protect against this. Use Pad and Melody’s co-op attacks to quicken the
outcome of the fight.

THE JOURNEY ‘CONTINUES

Though the news wasn't all positive for Fiona, she comes to grips with her past thanks to the support of her friends. More
importantly, she also learns the “Holy Bell” co-op attack. Use Fiona's Warp Gate skill to return to the Maverick Il and set
course for London. Gilbert radios the party as soon they return to the airship—he needs them back home right away!

I need you to come back to Landon right away!
There’s something | want to investigate.




Gilbert Brown meets the party at the airship dock in London

as soon as tlrey arrive and hurries them 0,6[ to the London

Sewers. Once undergrouna’, the party must make their way to a

ladder in the southeast corner of the area to sneak into a secret

room within the Royal Exploration Agency. <29
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KOROL

SUGGESTED LEVEL a

TREASURE LIST
1 Metal Jacket Equipment
i Aqua Shot Equipment
3 White Tiger Blade Equipment
4 Saint’s Robe Equipment
5 Ancient Paper Gadget
6 Magical Wand Equipment

A SECRET MUSEUM

~— y

NAVIGATING THE SEWERS

Enter the London Sewers with Gilbert and cross the first bridge
you encounter. Follow the path to the left and pull the lever
to close the first flood gate. Continue south around the comer
and splash through the water to the next walkway and loop
around this southern section of the Sewers in  counter-
clockwise direction.

| ;
s 0.9
Central Command

Hangar Lol

ENEMY ENCOUNTERS

Karma Notebook

Dummy Chest

Killer Arms 43 470 -
Robotor 44 510 Holy
Float Cannon 4 485 -
Cabal Comabatont 42 510

Kokyo 65 4000 -
Carmine 60 4500 Water, Dark

The ladder leads directly to the Underground Museum within the Royal Exploration Agency.
Proceed straight ahead to find six tablets on display in glass cases—so much for the first
one being lost in the explosion! Shirley and others will soon explain the discrepancy.

. Shirley

' To open the gate to Asgard!




GILBERT JOINS THE PARTY! Ny

Eddie’s father, Gilbert Brown, joins the party upon arriving in London and he even helps in the coming battle against Kakyo! ™
Gilbert is a master swordsman and can inflict significant domage when his sword hits its mark. As with other guest party mem-
bers, Gilbert will not be targeted by enemies and cannot be freated with skills or items.

R SN O O T A el
Weakness
18 60 30 3

i 65 4000 500 400

100 100

CABAL IN THE BASE

The Cabal has infiltrated the Royal Exploration Agency’s base, thus friggering the area’s
security shutters. The party cannot leave through the Sewers and must negofiate o series of
levers and security doors to exit through the London Museum. There are 8 levers that control
the security doors—several levers control multiple doors. The levers are numbered on the ac-
companying maps and need to be pulled in sequential order to exit the Underground Museum.

&) waurrous
3

S
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SAVE WHILE YOU CAN

The party will be thrust into another tough battle as soon as they exif the Underground Museum so either work the levers fo refurn fo the Save Point to replen-
ish lost HP & MP or take o moment before leaving the room to heal up and consume a Moon Jewel or two to get everyone ready for the fight.

(9:1:71]/4

Carmine is bigger and tougher than ever before, but he fights much the same way as he did during
previous encounters. His biggest attack is his Big Bang ability which delivers upwards of 180 HP worth of
Fire damage to each party member. Use Melody’s Magic Shell skill to protect the more vulnerable party
members from this attack. Carmine is highly vulnerable to Water attacks and Pad’s newfound Aqua
Shot gun can really work to the party’s advantage, particularly with the Buster Shot skill and Bullet
Drive co-op attack! Frost is also effective against Carmine. Keep the party in fip-top shape with
Soothing Light and sneak in extra turns with Eddie by using Thunder Blade.

Buster Shat

The security gates confinue through the Accessway and the party once again needs to flip
series of levers to exit the area. Enter the first office on the left and pull the lefthand lever
(#2) then continue north through the corridor room-by-room pulling the levers until all of the
qates are open, save for the final one. Refurn to the room in the southwest comer and pull.
the righthand lever (#1) to open the final gate and exit the area.



so ﬂy slowly. @g{o

SUGGESTED LEVEL

Maygi tells the party the ﬁnal tablet can be found in America. Head
back across the Atlantic Ocean and fly into the northern Rocky
Mountains at medium altitude to f"mz{ the Tomb Clzape/. It's tucked

away inside the castern side of the mountains and can be hard to spot,

TREASURE LIST ENEMY ENCOUNTERS
1 Skullhead Equipment 0ld Branch
2 Angel Staff Equipment Tomb Guord
3 0ld Clock Gadget Daemon
4 Mysterious Item Gadget Tapirus
5 White Gun Plans Valuable,/Equipment Chimera
6 Promethean Hammer Equipment Green Man
7 0ld Clock Gadget Sylph
8 HP Shard Consumable lfem Automaton
Frey
Temple Knight
19,
KoR0L +— & 0 o 0
L 0o
2. g0
Room oJ
Cave Gate Mgmorigs A

53
55
51
54
50
5
50
70

550
580
880
420
650
450
600
520
5000

-:m--n-— Weakness

Wind, Dark
Wind, Dark
Holy
Fire, Dark

Holy
Fire, Dark

Holy
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PANDORAS OTHER CONTENTS

Enter the Tomb Chapel through the narrow cave opening near the Korol and quickly save your progress before approaching the flowerlike object on the altar. The party is quickly joined by a
member of the Black Order before Eddie can even begin to comprehend what he saw in the Akashic Records.




FREY

Frey is as imposing a beast as any creature the party has
encountered and his Ragnarok attack skl s positively devastating.
/ Quickly cast Hyper Guard to increase the party’s DP rating to limit

N AR ( # the damage from Frey's powerful attack. Pay close attention to the
’!Hji - turn order and administer a Super Heal Leaf if Frey's turn will come
.2/ - up again before Fiona's. Sadly, Pad’s Heavy Shot has litle effect on
bi/ 4 / & Frey so slowing him down is not an option. The best way to
| \ chip away at Frey's 5000 HP is to unleash a barrage of
ey ) special attacks, specifically Eddie’s Supernova and
Pad's Bullet Drive co-op skills. Keep the party

above 200 HP at all fimes and attack with
each member’s most powerful skill
during each furn.

Eddie received 12] damage!

WALKTHROUGH

FLIP THE SWITCHES

The Room of Memories has six doors, each leading to a cave with a switch. The party must
make its way through each of these rooms to flip the switch in each cave from blue to red,

starting with the Cave of Mars (lower left) and confinuing counter-clockwise to the room in s- RAN K T“ E

the lower righthand corner. Three of the rooms have secret passages that connect their vari-
ous corridors and alcoves so pay attention to dark areas and gaps in walls on the in-game s PE E DY WAY!
map and guide Eddie through the shadowy passages. These seemingly invisible routes are
marked on the maps in this chapter.

O— 2 B =—0000

O

The Tomb Chapel is one of the best places o power-level in the
game thanks fo the close proximity of the Save Point in the
Room of Memories, providing an endless supply of MP fo the
party. Use the party’s most powerful co-op attacks fo decimate
each batch of enemies in quick succession, all but guaranfeeing
a string of SRanks, bonus XP, Gold, and SP and the occasional
rare item drop. Refurn fo the Save Point to fop off the party’s
HP & MP and save your progress, then fight some more!

won the battle!




The Tomb Chapel begins to shake once the sixth and final switch has been flipped to ifs red posifion. Return fo the Room of Memories,
save your progress, and descend the narrow ramp that has been revealed in the base of the alfar.

-
TEMPLE KNIGHT

gl L s b
Wonknass

4800 200 525

The Temple Knight is a stronger, more powerful version of the Tomb Guard that attacks purely with physical attacks. Though it
isn't particularly susceptible fo any elements, it isn't impervious fo any either. Use Hyper Guard to boost the party’s DP then
set o attacking with each member's co-op skill. Each attack should hit for at least 300 HP. The Temple Guard's attacks require
frequent use of the Soothing Light and Healing Breeze skills, most turns can be spent focusing on offense.

The party exits the Tomb Chapel and is met by Scarlett and Gilbert who are in hot pursuit of the Damodles. Tell
Scarlett that you're not ready to go and first return to New York Gity fo purchase a number of healing items and
to accept any available quests from the Adventurer’s Association. Consider spending some fime searching for World
Treasure or simply hunting monsters and power-leveling before returning to the Esperanza—things are about fo
get a lot more difficult for the party and s vitally important they be well prepared.

The Damecies be heatin for TSGR e]
Are ye kids ready to go?
Yes uNo
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Return to the site af the Tomb Cllape/ near the

Rocky Mountains to meet with Scarlett and
Gilbert and follow their pursuit of the Damocles.
The Damocles leads them directly to the Asgard
Gate and the inner-carthen world ofAsgarJ that
lies on the other side. «as :




LAND OF KOROL

SUGGESTED LEVEL 8

ENEMY ENCOUNTERS

Paracelsus 60 5000
Sulphyr Arc 60 1500
Hermes Arc 60 1500
Sahlr Arc 60 1500
Eunomia 65 2500
Dike 65 2500
Eirene 65 3200
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CHASING THE DAMOCLES

PARACELSUS

5000 2000 20 10

The Paracelsus is a flying fortress positioned in the cenfer of six outward-spread wings, three of which
must be destroyed. The Paracelsus requires four turns to charge its attack—the devastating Arcana
Rain—but the three Arcs will prove troublesome in the meantime. The Sulphyr, Hermes, and
Sahlr Arcs perform the same three acfions during each of their turns. The Sulphyr Arc attacks the
airship, the Hermes Arc heals the Paracelsus, and the Sahlr Arc uses the Elixir of Destructions
to disable weapons on the party’s airship. Use Smoke Shot and Limit Excel to destroy the

arcs while also damaging the Paracelsus. Wait for the Paracelsus to get down o “2" in its
countdown then cast Guard Shield to protect against the Arcana Rain attack.




UNLOCKING THE TOWER OF SUN

Asgard is o small place, comprised of several brown mountains and valleys, and a green
stream flowing past the Tower of Sun, the area’s key landmark (aside from the small Land

of Korol village fo the south). The party must make their way to the Tower of Sun but the

only way fo disable the barrier surrounding it s fo first destroy the three guardians. The three
guardians, Eunomia, Dike, and Eirene, are virtually identical and located to the tower's north,
west, and east. Save your progress, fly to one of the guardian statues on the ground to inifiate
the battle, then repeat for the next guardian.

| seem to recal that there are three guardians
that protect the Tower of the Sun. If we defeat
them, the wall of light should disappear.

=3
=

EUNOMIA, DIKE, AND EIRENE

25003200 500 500550 150-190

Each of the three guardians attack in the same fashion: they use their frident to jab
at the airship with great force, inflicting considerable damage with each attack.
Fiona’s Guard Shield and Repair Force skills can negate this damage, thereby
leaving Eddie and the others to attack. Use Eddie’s Power Boost skill to
increase the ship’s AP then set fo striking with the Spiral Arrow skill and
base guns and cannons. The guardians also use the Lumierana attack
periodically—those who have equipped the various Holy-based
equipment crafted from plans in Tokyo won't need to worry
about this, otherwise casfing Magic Shield may be needed.

§\ WALKTHROUGH
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This tiny town lies in the southern end of Asgard, a place
typically unreachable by humans and only seen by the mystical
Korols who sometimes appear in the dungeons on the earth’s

surface. Pay a visit to this secretive p/ace Lefore visiting the

has plenty of restorative items. €389

Mysterious Item
Full Mechanic’s Kit

Tower of the Sun to ensure that the party is we’]—equipped and

ITEM SHOP

m—m

Heal Bottle
Super Heal
Bottle

Mega Heal
Bottle
Refreshing Bottle
Heal Leaf

Super Heal Leaf
Mega Heal Leaf

Star Jewel
Moon Jewel
Earth Jewel
Antidote
L ovmnizs ssouon B S
Unicorn Hom
Gorgon Tear
EAPON SHOP ki
-m--m--mm-m Lt il
* Gold Brond 15000 Water
15000 " 5 Silver Chalice:
14500 7 s = X Warp Stone
i Flee Stone
Mechanic’s Tool
Mechanic’s
Wrench
Mechanic’s Kit
-IE_-E-IMJI Full Mechanics
Etema Clothes 12000 X X Kit
Etena Crown 8400 X X X X Extinguisher
Eterna Gloves 7000 X X X X Earth Plug
Etema Knuckle 7200 X X - Recovery Device
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200

1000

5000
500
2500
7500
500
3000
10000
10
20
30
50
40
60

300

1500
50
1000
30
300
1500
7500

10
30
300

Restores 50 HP.
Restores 100 HP.

Restores 200 HP.

Fully restores HP.

Restores 50 HP for all party members.
Restores 100 HP for all party members.
Restores 200 HP for all party members.
Restores 50 MP.

Restores 100 MP.

Restores 200 MP.

Cures Poison.

Cures Darkness.

Cures Paralysis.

Cures Petrify.

Cures Confusion.

Removes Curse.

Cures al status effects.

Revives a fallen party member and restores 200 HP on revival.
Escape from a dungeon.

Run from battle with 100% success.

Recovers 50 END for the airship.

Recovers 100 END for the irship.
Recovers 200 END for the airship.
Fully recovers the airship’s END.

Removes Fire from the airship.
Removes Electric Shock from the airship.
Cures all status effects for the ship.



STOCK UP!

Gather up the hidden items outside the shops and purchase ~ even an Earth Jewel or two. Spare no expense in outfitting
afull set of Eterna armor for each party member in the the party with an abundance of items—it's not enough to
armor shop. The party should have plenty of gold on hand rely on Fiona’s healing abilities in the fights o come! Every
after their recent battles and it won’t do them any good member of the party must be capable of keeping the others
if they fail to complete their mission—purchase several safe from harm.

Mega Heal Bottles, Mega Heal Leafs, Silver Chalices, and

i Magi tells the party the final tablet is in America.

Head back across the Atlantic Ocean and fly into
the northern Rocky Mountains at medium altitude
to find the Tomb Chapel. It’s tucked away inside

the eastern side of the mountains and can be hard
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Thanatos 55 600 Holy
L Chesto. | hem ] Gy B 58 1400 i
1 Hat of Darkness Equipment Lesser Dragon 59 1350 -
Eferna Plate Equipment King Daemon 60 1300 Holy
White Cannon Plans Valuable/Equipment Soleil 57 560 :
Korol Attire Equipment Flying Rod 56 550 Fire, Dark
Golden Chalice Consumable Ifem Pteraquatl 54 620 -
Etema Mace Equipment Tenebrae 55 590 Holy
Etema Rod Equipment Arc Angel 62 1500 -
Etema Mitfens Equipment Carmine 73 6000 Water, Dark
Mysterious Stone Gadget Terra 75 7000 Holy
Eterna Blade Equipment Metheus 80 15000 Holy
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SWITCHES AND WARPS

The many corridors within the Tower of the Sun contain a puzzling array of warp points and switches. Not all the portals that are used to teleport the party from one location to the next are
active, and others send the party to different locations depending on the combination of switches that have been activated. Remember that switches tum red when in the “on” position. Each of
the warp points (leffers) and switches (numbers) have been marked on the maps.

The path through the Tower of the Sun starts simply
enough—use the warp points in the Corridor of the Lost to
gather up the treasure and flip switch #1 in the Corridor of
Eternity. Confinue to the Corridor of Chaos and flip switch
#2 then use the warp point (1) o access switch #3 in the
Corridor of Immortality to activate warp point (G). Refurn
to the Corridor of Chaos and use the warp point (6) fo
make your way to the Hall of the Gods.

(9:1:71]]/4

al

6000 450 520 150 75 Water, Durk

Carmine is now as tough as he'll ever be and his Big Bang and Maxim Prominence attacks are
_Eﬁ' particularly damaging. Use Melody’s Magic Shield skill to protect her and Fiona from Fire damage
then set about taking advantage of Carmine’s vulnerabilifies with her Dark Ray skill. Eddie’s
Shining Blade and Dividing Heaven attacks can really damage Carmine, s can Pad's Bullet
Drive co-op attack. Each party member should be equipped with various pieces of “Eterna”

grade armor that minimize elemental attacks and protect against status effects, but
Carmine’s sword can still wreak plenty of havoc. Use Hyper Guard and Hyper Attack to
boost the party’s stats and cut Carmine to his knees once and for all.

i WALKTHROUGH



THE FINAL APPROACH

Advance to the Corridor of Immorality, grab the items from the
chests to the left, and approach the warp point (N). This warp Cﬁg
point has three possible destinations depending on the colors (5@ Turn switch #4 to red and use warp point (N) to furn switch #7 red. Refurn.
of the twa switches #4 and #5. Negofiating this next set of

corridors requires a specific patter be followed. (RE?

Leave switches #4 and #5 blue and use warp point (N) to furn switch #6 red. Return.

Turn switch #4 to blue and turn #5 to red and use warp point (N) to turn switch #8 red. Return.

Turn switch #4 to red, thus leaving switches 4-8 red. Use warp point (N) to advance to the Save Point.

~ y

BATTLE READINESS!

Take @ moment to upgrade your skills, particularly Hyper Attack, Hyper Guard, Shining Blade,
Healing Breeze, Soothing Light, and White Gale. Upgrading White Gale allows Fiona to give
Eddie an extra furn at o lower MP cost and with a shorter wait fime—this is definitely worth
the S If's also a fine fime to save your progress and make sure everyone has equipped their
Holy-enabled weapons and armor. Check to see if any party members are close fo leveling up
and consider spending some fime battling in the Corridor of Despair to advance one more level.
Ideally, the entire party should at least be at level 51 before advancing beyond the Save Point.

v W w » » WA | mop Elemental |  Terra s every bit os fearsome in combat as he looks. He has o number of actions, but his

Weakaess|  Drk Waves and God's Flame group-attacks are the ones that do the most damage. Use
75 7000 900 580 18 300 150 Holy

Magic Shell and Hyper Guard to protect the party from Terra’s magical attacks, and use
Hyper Attack fo boost everyone’s AP rating before going on the offensive. Eddie’s Shining
Blade and Combo Attack skills can land upwards of 1200 HP worth of domage and Pad's
and Melody’s co-op attacks will also be quite damaging. Try to avoid using too many items
or too much MP during this battle os @ much tougher fight is still to come.

Melody’s DF is raised 72



METHEUS
Flemental

Lv HP MP AP P M.AP | M.DP
Weakness
80 15000 1000 600 18 350 175 Holy

Haly Bell -

» WALKTHROUGH

The kids have come a long way and the only thing standing between them and victory is Metheus,
a creature far stronger than any they have faced thus far. Metheus not only possesses more than
twice as much HP as Terra, but its World End skill is capable of inflicting nearly 300 HP worth of
non-elemental damage fo each party member! It is imperative that you use Soothing Light and
Mega Heal Leafs fo maintain the party’s HP to minimize the amount of furns spent reviving fallen
members. Use Hyper Attack to hoost the party's AP and attack over and over with Eddie’s, Pad's,
and Melody’s co-op attacks. Fiona must focus on healing, but have her cast White Gale on Eddie
whenever healing isn't necessary. Metheus will eventually spend an occasional turn casting Light
of Life to heal itself a small amount—this is the perfect opportunity to refresh Hyper Atiack and
use White Gale or Thunder Blade to buy Eddie some extra turns!

THE .IOURNEY CONTINUES

Congratulations on defeating Metheus, but the action isn't over yet! The Tower of the Sun s set fo collapse pending the destruction of Metheus so get running! Quickly sprint around
the perimeter of the Hall of the Apocalypse to get 100% map completion for the area then sprint back to each warp point and go back through the area (Warp Stones are not
allowed). The Damocles arrives to whisk the adventurers fo safety.

Watch the end credits and save your progress to begin “The Adventurer’s Epilogue” porfion of the game. Reloading this game save puts Eddie back in his home bedroom in London
and unlocks of wealth of addifional exploration. There are dozens of World Treasures to find, quests to accept, dungeons to explore, and countless monsters still to encounter. The

world is a huge place and the excitement for a young adventurer like Eddie is only just beginning. ...



This chapter contains strategy and maps for the many bonus side-quests and di that are ilable in

o

addition to those that make up the main story. The character side-quests and bonus di ons not only exp
on sub-plots within the main story, but the party can gain many pawerful items by completing them. Note that
Atlantis and Mu are only unlocked during Melody’s and Fiona’s side-stories, respectively. You must complete
these side-stories in order to unlock Quests 10 and 30 from the Adventurer’s Agency

Each of the four main characters has a two-part side-story that can be /co’r'npleted 0s an optional quest during the cdvenmremfjbgse quests varies, as does the reward for complefing 3
each of them. Complete part 1 of each of these side-stories as soon,s they become available. You may choose to save port 2 of the sidestories ugﬁl after completing the main story, but you
may miss out on some helpful items by doing so. ” =
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{EDDIE'S SIDE-STORY

o THE SECRET WEAPON PLANS , "\

VE Where: London, speak fo Evans in the museum lobby.

1* When: After completing the Siberian Base and Mt. Fuji Base missions during the main quest.

Evans has received word that Gilbert needs Eddie and the others to investigate the Cabal’s Siberian
and Mt. Fuji bases fo search for secret plans that are believed to have been left behind. Both bases are
heavily damaged now and access is somewhat limited. Fly to the Siberian Base and return to the 2F
Lab Sector Lab. The D Plan Secret File 1 is located to the left of the Save Point.

‘ _100% MAP EXPLORATION

Players looking for 100% complefion in the Adventurer's Notebook must fully explore the “Destroyed” versions of the Siberian Base and Mt. Fuji Base. These post-
explosion versions are similar in geomefry, but some areas are inaccessible and others are filled with debis. All the treasure chests have been repositioned and are
i easily reachable now. Any items you failed fo get during your inifial pass can be found now.

, Fly to the Mt. Fuji Bose and descend the stairs and lodders oﬁrthe north-side-of the Centrol Passage fo efum to the 18 Engine Room where D Plan Secret File 2 is located. Refurn fo Evans
\. in the museum at London and give him the files. He rewards Eddie with the White Blade Plans for a weapon he was hoping to build for Gilbert.

\ FIGHTING DIABLO

¥ Where: London, speak fo Evans af the souther warehouse in East London.
Whenz Speak to Katie at the London branch of the Adventurer's Agency after defeating Metheus.

Fly across the Atlanfic to the United States and angle southwest from New York City to find Teofihuacan. Descend into the underground
cavern and locate the switches in the small rooms on the east and west sides of the central cave. Throw the switches to seal off the
massive waterfull and continue the descent fo the bottom. Enter the room at the base of the waterfall o find several Cabal Soldiers and
their D Plan, otherwise known os Diablo, King of the Dinosaurs! Diablo (3500 HP) doesn’t have any parficular elemental vulnerabilities
or resisfances, but it uses its Roar ability to provide an enormous boost to ifs stafs: Combat this with Eddie’s Hyper Guard then set fo
attacking it with each character's co-op attack. Cast White Gale with Fiona to give Eddie or Pad a second turn and continue the assault.
Return to Evans af the museum in London fo report your success and receive the Crystal Skull, a highly-prized gadget!

I Cabal Soldiers

:' Ha ha ha...
| You really think you can do that?
. | Our D Plan is already in the final stage!
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{PAD'S SIDE-STORY
" TRIP BACK IN TIME , ‘

| Where: London, speak fo Bridget at the Adventurer's Association desk.
'~ When: After rescuing the Betty’s Hope airship with the Maverick 11

i AM“W" A-\{wmﬂ AT T e

Bridget received an odd quest request dated 15 years ago and needs the party to
head to Siberian Village to check it out. IFs not a standard quest, but something
completely different. Refurn fo Siberion Village and speak with the woman named
Elisabeth in the house in the northwest comer of the village. This eventually frig-
gers a battle with o younger and slighly less-powerful Yong Gui (500 HP). Attack
B’ ¢ 7 5 i “ | her with Pad's newlyleamed Bullet Drive skill and Eddie’s Combo Attack to win the
“And who might you be? ; o . fight. Retum to London and speak with Bridget to obtain the Flare Crosshow

My sister asked you to bring me back,
il ol as a reward from Patrick.

| CHASING GHOSTS

Where: London, speak to Beatrice in her mansion.
When: Retumn to Beatrice’s mansion after defeating Metheus.

Beatrice needs Pad and the others to search for Elisabeth who disappeared in her airship

alone. Head to the airship dock in London and talk to George to learn about the “Ghost Ship

of Patrick Remington”. Fly to Delhi and confinue east to Tokyo then set course for due east

out fly over the Pacific Ocean, directly east of Tokyo to find the Betty's Hope being attacked

by the Ghost Ship. The party must defeat the Ghost Ship (900 HP) to save Elisabeth—

use Spiral Arrow and Smoke Shot to take it down! The party will bring Flisabeth back to

Beatrice’s house and Pad will obtain the Talisman of Light. .

| Elisabeth! ",
| Please try to escape!

¢ MELODY'S SIDE-STORY
. THE MISSING WIZARD

Where: Merveille Village, speak to Green near the river.
| When: After receiving Medea’s Memento from the visit to the gravesite of Melody’s mother.

Speak to Green fo leam about the wizard who went fo Etena Mines and hasn't )
refumed. Melody may not want fo search for him, but she relents and agrees to head
out after him. Fly to Etema Mines and enter the Westem Mines. The missing wizard,
Gray, is in the nortwest comer of the Wester Mines, rapped by an Atlos Guard
(3000 HP). Defeat the Atlas Guard with co-op attacks and Eddie’s Thunder Blade and
. | Shining Blade skill. Melody willpick up the Mysterious Stone Slab, a slab with
Wetl, um... | came here to get some Eterna Ore, an efching of a round building in the center of the ocean. Return to Green af Merveille

| You know, there’s a wizard who went out )
esterday to get some Eterna from the Eterna but then | ran into that guardian... 1 |
oer U b o b | Viloge and receive the Zephyros Hammer. 1
, )J
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HOSTS OF ATLANTIS

Merveille Village.

. e et ¥

. MONSTER ON THE LOOSE

he Jack-knife...

RAISING MU

Where: Over the Pacific, northeast of Australia.
When: After receiving the Silver Compass.

Eddie B
‘What is that?1?

il TSN e e Y

' Where: London, speak fo Green in the airship dock lobby.
When: Return to London after giving Green the Mysterious Stone Slab.

FIONA SIDE-STORY

Where: Over the South Pacific, the Jack-Knife captain will radio an S.0.S.
When: Affer clearing the Acropolis dungeon and flying over the Pacific Ocean.

Green made the journey to London in hopes of convincing Melody to warn
her that powers of evil are raising the lost country of Atlanfis—she must
head fo the Atlantic Ocean and stop them! Atlantis is located in the middle
of the Atlantic Ocean, due east of the Caribbean Islands. Talk to Euno about
his plans to raise the Mechanical God Enigma then head north along the
Road to Paradise to the ringed portion of the dungeon. Use the switches to
rotate the two outer rings then refurn fo the south side of Atlantis and cross
the two platforms to enter the Cathedral. The party arrives in time to battle
Mechanical God Enigma (5000 HP) so equip Eddie and Pad (i possible)

with the Infinity Gear gadget. Enigma attacks with physical attacks and the Light of Destruction group attack. Protect the party with Magic Shell and Hyper Speed, the latter of which makes
it easier to evade Enigma’s attacks, and attack with co-op attacks, Combo Attack, Buster-Shot, and Dark Roy. Defeat Enigma to cloim the Black Cannon Plans then return to Green in

Juck, o wannabe Sky Pirate, was downed off the southem coast of Australia by
monster in the shape of a red dragon. Jack tells the party the monster was out fo
destroy the White Order and flew north. Fly north towards Japan to pick up an S.0.5 -
from Siver Fox saying the monster was over Siberia. Fly west across the continent
towards London to receive a third plea for help. The monster had flown further north.
Get the airship ready for combat and proceed north over the ice cap to battle the Red
Dragon, Ignis (4800 HP). Use Eddie’s Spiral Arrow and Pad's Smoke Shot fo defeat
Igris and obfcin the Silver Compass which will come in handy later on. Refum fo
the Jack-Knife to report Ignis" defeat and receive the White Shield Plans.

Descend to low alfitude near the Great Barrier Reef and fly northeastward,
keeping to the right of the massive cloud bank. The Silver Compass springs
o life and guides the party to a finy landmass known as Mu. Explore the
kingdom'’s East Sector and West Sector and light the torches located in their

southwest and northeast comers, respectively. Ride the platform a the north

end of the Cenfral Sector to the Outside Temple fo encounter La Mu. Lo My
isn’t too pleased to see Queen Fiona’s return and attacks the. party. L Mu
(4000 HP) uses physical attacks and a groupstrike Dark Nest attack. Use
Melody’s Magic Shel to reflect the Dark magic back at him. Use Fiona’s
Soothing Light skill to keep the party healthy while the others do their best
to deplete his HP with co-op attacks. Teach La Mu the error of his ways and
return fo the dungeon exit where Fiona will find the Ancient Gem Plans.




Teotihuacan is a ancient underground cavern in the center of the North American
; continent, slightly southwest of New York City. This a’ungeon can be exp/oreol
upon the party’s initial visit to America, but the dungeon’s most notable denizens

won't be unveiled until much later during Eddic’s side-quest and subsequent
Adventurer’s Agency quests. «a59

[Room Sun i
Undqzrgrourlg | I
Cavity i
I
TREASURE LIST
. 1 Blue Dragon Sword Equipment
Room Sun & Moon | ? Refreshing Botfle Consumable Item
] 3 Silk Robe: Equipment
4 Earth Jewel Consumable lfem
5 Cowboy Hat Equipment
6 TriShot Equipment
T Dragon Cloak Equipment
ENEMY ENCOUNTERS
e Toon 0 e I T T
| 5 iy Ty 1 Kool Tyrant Wind, Dark
| ! & S Poison Flower 34 380 Wind, Dark
| TR Rattle Mushroom 3 350 Wind, Dark
- Giond Viood 3 30 Wind,Dark
‘ (1] Bigfoot 34 410 2
! (rocodile 32 400 Earth, Dark
‘ ) Mandragora 35 340 ;
’ Flying Cenfipede 32 350 Fire, Dark
| 9

Air Jin 36 750 Fire, Dark

\_
PLUGGING UP THE WATERFALLS

Teofihuacan consists of a large central cavern split into three segments and
dominated by a massive waterfall that pours down into the lake af the bottom. The
| party must explore the middle segment, Teotihuacan Waterfall, locate the small side
caves, and flip the switches there to seal off the waterfall. This is the only way to
access the lake and, ulfimately, the Room of Sun and Moon. Use the Save Point
near the loke before engaging the boss monsters present during the individual quests
and side-story events.
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Atlantis is /ocatedfar of}[tlze eastern coast ofNortlz America and cannot be
accessed until the second part ofMeloa’y:s side-story. Set out at low altitude from
the Caribbean Islands andﬂy due cast to ﬁnc[ what appears to be three small
temples rising out of the water. <249

‘Road SUGGESTED LEVEL 8]
Paradls(z’D} &G °  foR0L :
B TREASURE LIST
@ \® | Chastilos st item i Gy ]
% 1 Miracle Drink Consumable Item
@ 3 @ 7 Mysterious Item Godget
-‘l 3 Andient Blade Equipment
4 Rat Shooter Equipment
A 5 Tzolk'in Mace Equipment
Undwsga Corridor 6 Moon Jewel Consumable Item
T Anubis’ Wand Equipment
8 Evening Plumage Equipment
0.CCY 0
; ENEMY ENCOUNTERS
Yy B T B T
2 Sea Devil 380 Earth, Dark
: j Gafekeeper 36 400 Earth, Dark
@reat Corridor Blue Knight 38 500 Earth, Dark
Dork Mage 35 370 =
& Over Gear 33 350
i Iron Head 34 350 -
Merman 32 390 Earth, Dark
Sphere 35 360 5
Killer Mask 36 380

ROTATE THE RINGS

Atlantis is circular in design and consists of two segmented rings connected by
undersea corridors. Swifches on the outer ring cause the inner ring to rotate and
allow the party fo cross short platforms from one ring to the next. Throw the first
swifch to reach the stairs on the inner ring and follow the Undersea Corridor from
left to right to reach the outer ring. Cross back through the Undersea Great Corridor
to reach the second switch, then refrace your steps fo the southern part of the outer
ring and head north to the Ocean Cathedral.
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Mu is a mystical temple located in the Pacific Ocean, reachable only after Fiona has

secured the Silver Compass. Fly at low altitude in a nortlteasterly direction from

Australia while keeping the massive cloud bank to the left of the airship. The Silver
Compass will activate and guide the party to Mu. <259

Road Ringdom

— KOROL

= 1

€ast Sector | | West Sector

Outside
| Temple

Mu'is a sprawling temple in a state of dire disrepair. Its many crumbling ledges and
columns block stairways and can be problematic when exploring the grounds. Toke
your time to scour each sector while making your way to the forches located in the
southwest comer of the West Sector and the northeast comer of the Fast Sector.
Press the A Button near each of these forches fo ignite them, then refum to the
north end of the Central Sector to ride the platform up the temple above.

TREASURE LIST

1 Bear Head Equipment

2 Harp Moon Wand Equipment

3, Branched Sword Equipment

4 Braided Crown Equipment

5 Odin Coat Equipment

6 Dragon Vest Equipment

7 Black Gun Plans Voluable/Equipment

8 Black Shield Plans Valuable/Equipment

9 Sage’s Cloak Equipment
ENEMY ENCOUNTERS
| tome L 1P [ Hemental Weakaess |
Gazer 45 500 Holy
Gargoyle 46 550 Fire, Dork
Skull Knight 48 540 Holy
Earth Elemental 43 450 Wind, Dark
Nashorn 42 480 Fire, Dark
Chrono Dogma 46 520
Manhunter 45 530 £
Flame Cloud 44 525 Water, Dark
Machina Deus 43 555 2

SUGGESTED LEVEL i

1
|
i




The Dungeon of Lemuria can be accessed outside of character-specific
side-stories and is available for exploration at any time. Fly eastward

at low altitude from Cape Town and ang/e sliglyt]y north to be even in

latitude as the island ofMadagascar. The Dungeon of Lemuria is island

in the Indian Ocean, far to the east a](Africa. 5O

. Punggon livings

SUGGESTED LEVEL

STEP ON UP!

The Dungeon of Lemuria consists of an entrance, the Dark Coliseum, and two
separate dungeons made up of o number of small staircases and elevated platforms.
The exit from each dungeon is in their northwest corner and the only challenge

in plotting a path through them comes in not missing any of the valuable chests.
Use the accompanying maps and explore on top and around each of the elevated
platforms while making your way fo the exit.

TREASURE LIST
| Gisthio. ] = llom ©i ] Gaegory
1 Witch's Broom Equipment
2 Gunman Gloves Equipment
3 Mega Heal Leaf Consumable Item
4 Golden Chalice Consumable Item
5 Chalice of Miracles Consumable Item
6 Silver Bangle Equipment
7 Obelisk Rod Equipment
8 Mysterious fem Gadget
9 Mysterious lfem Gadget
ENEMY ENCOUNTERS
| Name | L | HP ] Femental Weokness |
Hellhound 28 220 Water, Dark
Cossowary 28 195 Fire, Dark
Nocturme 29 200 Holy
Lizardfly 28 190 Fire, Dark
Homunculus 29 185 -
Daemon Book 30 230 -
Ghoul 28 200 Holy
Smokey 29 205 -

A
Y
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The Tower oftlle Moon is located oﬂ'tlze eastern coast of Greenland, in the ] =
Arctic Ocean. Though it’s not hard to reach, this mysterious dungeon is home

to a collection ofenemies far more dangerous than any the party has seen

before. The weakest enemy in this ice-covered tower has 2400 HP and more
than a dozen boast over 30,000 HP—enter at your own rfsle.’&%{@

|
\ ‘ |
o.w [o' Q P o
Nifhgim Helheim } MugpglhgirJ i
I £
o) SUGGESTED LEVEL 66
| > TREASURE LIST
| LGy
| 1 Beautiful Gem Gadget
4 KoROL 2 Andient Cannon Plans Valuable/Equipment
3 Metal Cowboy Hat Equipment 3
4 Andient Blade Plans Voluable/Equipment
5 Eterna Bangle Equipment
I 6 Angel Tiara Equipment
o o i Beautiful Gem Gadget
8 Enchantment Vest Equipment
‘ 3 % Tiicolor Equipment
“ @ o, o
It o ° ENEMY ENCOUNTERS i
7 { O | Name [ Lv | HP | Flemental Weokness
Nithavellir == y - Snow Drop 75 2400 Farth, Dark
— Plafinum Jelly 75 2700 g
TERT A R s e 7 White Knight 75 3300 5
Blast Dragon 75 4000 Earth, Dark
Man-Eater 75 3500 Earth, Dark {
Feather Queen 75 2800 - d
Evil Box 75 3200 =
Float Tail 75 2500 Fire, Dark
Stelanodon 75 3350 -
N Ashura 75 4500 Wind, Dork _
Venaheim Valhalla The party may also encounter sronger versions of previously- 1

defeated boss enemies while roaming the Tower of the Moon.

m These enemies now possess between 30,000 HP and 38,000 e
& i k




PROCEED WITH CAUTION

ARE YOU TOUGH ENOUGH?

The Tower of the Moon is crawling with enemies boasting as much as 30,000 HP each and no party should enter this area that hasn't first obtained the Silver Clay
Figure (by finding all 50 World Treasures) and is at least level 66. Your inventory should hold dozens of Mega Heal Potions and an abundance of Silver Chalices.
Equip the Silver Clay Figure and Gold Clay Figure to maximize your XP and Gold eared in this area. Consider using a Warp Stone to return to the airship and save
your progress periodically.

The party’s first foray into the Tower of the Moon should be taken with extreme caution. Outfit the party with an abundance of Mega Heal Bottles, Mega Heal Leafs, Silver Chalices, and DEF
Boost Elixirs. Advance slowly, throw the switches to lower the walls then refurn to the airship and save your progress before continuing. Avoid using equipment that has duplicate effects—
somefimes it's best to use a piece of equipment with slightly lower stats if it increases the number of resistances for the character.

The party occasionally encounters a stronger and more ferocious version of a boss monster previously defeated. These monsters may have over 30,000 HP but they aren't as ferocious as their
stats may suggest. In contrast, the Feather Queen’s are downright lethal! Feather Queen’s use their Cry. of Death skill to eliminate the party rather quickly so level up Melody’s Skill Break skill
i and use it right away on the Feather Queens.

; BONUS QUESTS

The party must make two trips through the Tower of the Moon if they are to complefe all

of the quests for the Adventurer's Association. Many of the lesser enemies are vulnerable to
Pad's Dead Shot skill—an attack that can save considerable time when trying to level up for
the next big boss battle. Explore each of the side corridors to gain the valuable plans and gad-
gets hidden here and fight your way to the Palace of Valhalla, where a secret doorway ot the
north end of the room leads directly to the bridge of the Sleipnir, the third and final airship!
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anytlling yet! Appraacll with caution and make one or two trips back to the

S]eipnir ufter opening chests and /eve/ing up to save your progress. @{é@

The final dungeon to explore outside of the main story is the Hanging Gardens
ofBaLy/on, located at szglz altitude off the eastern coast 0)( Greenland. Ifyou |

thought the enemies in the Tower of the Moon were tough, you haven’t seen |
|
|

SUGGESTEDLEVEL  [Rrpi

| Gestlo. | em | Gotogoy |

L dome | lv. | HP | Hementol Weakness

TREASURE LIST
1 Angel Bangle
i Andient Gun Plans
3 Refreshing Bottle
4 Daemon Mittens
5 Hermes Helmet
6 Gothic Dress
7 Sol's Gauntlefs
8 Dress of Light
9 Dragon’s Gloves
ENEMY ENCOUNTERS
v.
Paladin 90
Colossus 90
Gigant 90
Draglord 90
King Tiger 90
Devil Mandra 90
High Chimera 90
Garden Keeper 90
Poseidon 90

Angel Noir 90

Equipment

Voluable/Equipment
Consumable Ifem

Equipment
Equipment
Equipment
Equipment
Equipment
Equipment

Water, Dark

Holy

Earth, Dark
Holy




ADVANCE AND RETREAT

WEAKNESS IS RELATIVE

Though several of the enemies located in the Hanging Gardens of Babylon do have certain elemental vulnerabilities, it is unlikely that casting an elemental spell will
do much damage. Even a level 10 Lumiera fails to inflict much domage against a Draglord or Angel Noir and the results are no different for other enemies and their
respective elemental weaknesses. The reason for this is the exiremely high M. DP ratings these enemies possess. Unless you boost a character’s M. AP power fo
extraordinary lengths and have level 10 spells to cast, it's best to stick to physical attacks.

Those who come straight from the Tower of the Moon to the Hanging Gardens of Babylon will likely be in for a rude awakening when they arrive—it isn’t uncommon for the very first enemy
encounter fo leave ambifious adventurers grasping for a Flee Stone! Equip Eddie with the Mechanical Clock to improve his odds of getting to the top of the order list and use Hyper Guard to
help the party survive the first assault. The enemies here have foo much HP to fry fo slay with group-based attacks so focus atfacks on a single enemy while Pad fries to take out the others
with Dead Shot. Watch the order list and use Heavy Shot to break up groups of enemies listed fogether—avaid having three enemies attack in succession whenever possible. All the enemies
lurking in this area are suscepfible fo Dead Shot, though the Gigant and Draglord are less susceptible to the attack.

hunder Blad

BONUS QUESTS

The Hanging Gardens of Babylon loop fogether from the fountains at the south end of the area to the bridges in the north. Search the areas off to the right af the starting point to collect the
items then make your way through the shrubbery maze to the left. Refurn fo the airship o save your progress before getfing too deep into the area so as fo avoid any unexpected loss of
progress. Along those lines, do not be afraid o use a Flee Stone if the party is in risk of falling.

Those who come to the Hanging Gardens of Babylon will no doubt be looking fo secure the
final piece of armor created by the White Order for Fiona. If so, flip to Quest #33 in the
“Adventurer’s Association” chapter for strategy on how to defeat the nasty beast that guards
the armor.
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Each of the major world cities confains a branch of the Adventurer's Association, an organization dedicated to pairing adventurers like Eddie with local residents in need of help. Residents
post jobs (i.e. quests) af the receptionist’s desk and offer a reward in return for a job well done. There are a total of 33 quests in the game, guaranteed not only to lead Eddie and his friends
around the world on a series of adventures, but they'll help him earn o wealth of money and rare ifems too!

ADVENTURER’S RANK REQUIREMENTS
l’“-n--

100 400 1000 2000 4320

Eddie can begin accepting quests at the Adventurer's Association office in London as soon as he obtains the Adventurer’s Handbook. Quests become available as Eddie progresses through the
story and reaches higher Adventurer’s Ranks by complefing quests and earning Adventurer’s Points. The receptionists around the world mainfain a single list of available quests—Eddie can
accept any quest from any Adventurer’s Association office worldwide!

&

@ Quest Number & Name: This is the number and name of the quest o
as it appears in the Adventurer’s Handbook. Gold Destination
@ Rank: The Adventurer’s Rank required to accept this quest. Efema Mines

© AP: Amount of Adventurer's Points earned by complefing the quest.

| fter defeating Metheus and refurning fo London.
O\d (lock

@ Gold: Amount of gold earned as payment for completing the quest.

@ Commissioner: Person Eddie must speak fo in order to receive vital

0 T
info about the quest. ETERNA MINES (6]

@ Availability: When this quest becomes available.
@ Items: ltems acquired os a reward or part of the requirement for Speuk wih Mﬂgl on the s1eps of the museum fo lear abou her

completiry the gues missing item in Eferna Mines. Travel fo the Eterna Mines and
@ Siriveey; Gk braiontinh st og Mkt I g descend to the East Mines and continue through the passages to
@“ . the small ledge overlooking the main mines area. Magi’s missing
items, a pile of smashed clocks, are right there. Magi follows the
party through the mines and tells them the story of her past once
the clocks are found. Pick up the Old Clock and exit the mines.
Retum fo London and speak fo Magi near the museum before re-

e g _ furning fo rhe AdventurersAssocmhon office fo collect yourreward. -

"'m - ', ot m i oo AP W t’ﬁ‘nm»;. " N, s 'wu» S
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Rank  ADP  Gold
3 20 2000

| COMMISSIONER

Destination
London Sewers
Ryon, London st

Upon eing e Aenture's Noebook.

LONDON SEWERS

Retun to the London Sewers and look for the five visible Rats on
the walkways around the perimeter of the area. Press the A But-
on fo initiate o battle with each of these rats. Find and defeat
allfive lesser Rats to bring their leader out of hiding, o Monster
Rat (150 HP) is twice as tough as the one fought earler. It

also has a Poison Breath atfack, so the party should have an
Antidote handy. Use the Lock On and Overdrive skills to improve
the party’s attack ability and defeat the Monster Rat fo finish the
quest. Report back to the clerk at the office.

Destination
Pyramid

Rank  ADP
E 30
- COMMISSIONER

Gold
3500

Pomelo, London Centrol

i g D' P ove g in P,
Panet's g

| ITEMS ACQUIRED |

PYRAMID

Look for the three well-dressed ladies in London Central and listen
o their conversation about the missing ring. Return fo the Pyro-
mid and fight post the monsters fo the first side room on floor

1F. Locate the shining object on the floor next o the chest you
likely opened earlier. Pamela didn’t make it for info the Pyramid
before she dropped her ring so this quest should only take you

a few minutes to complete. Refurn the ring to the Adventurer’s
Association office o collect your payment.

124

Rank  ADP  Gold
3 30 2500

Destination
Eterna Mines

g e i e s
VTN v ey

ETERNA MINES

Talk to the old man with the beard and hat in the tavern in London
East to learn about the Vitality Honey he wants you to retrieve

for him from o Queen Needle in Eterna Mines. Fly back to Eterna
Mines in Africa and descend oll the way fo the lowest level. Pro-
ceed through the Eost Tunnels to the eastern ferminus where and
fight the Queen Needle (400 HP). The Queen Needle is vulnerable
o Fire attacks so Melody needs plenty of MP and an upgraded
Flanma attack. Hove Pad administer Heal Bottles as needed while
Melody casts her Flanma spell and Eddie uses his Combo Attack
skill. Bring the Vitality Honey to the Adventurer’s Association office
to complefe the quest.

ADP  Gold
E 40 3000

Destination
Tower of Babel

Hay el Vioge

M esing Foa n Towerof Bl

fumnsirmona

ITEMS ACQUIRED |

TOWER OF BABEL

Head to Merveille Village and speak to the man named Henry near
the house fo the left of the well. Return to the Tower of Babel and
ascend back through the tower floor 4F and head around the right-
hand side of the fower fo find the Poison Mushroom in the water.
The party must defeat six waves of Poison Mushrooms. Each wave
is bigger than the last with the exception of both the fourth and
fifth waves containing 4 Poison Mushrooms. The fifth wave is
comprised of 4 Poison Mushrooms and 1 Master Mushroom (200
HP). The party gets no break befween each battle so upgrade
Melody’s Aeria and Aeriana spells before approaching the first
Poison Mushroom.

Mo way!
There’s just tons of mushrooms here!

Rank  ADP  Gold
£ 40 4000

IMISSIONER
[ AVAILABILITY 1 s o 1 Toweof Bl
L ITEMS ACQUIRED JCEEY]

TOWER OF BABEL

Speak to Desmond and Madeleine on the path between
Beatrice’s and Eddie’s homes in London West to learn about the
missing memento, then head back to the Tower of Babel. The r
missing item is on the northwest side of floor 4F so the party
must once again make the frek up to the watery floor near the
top of the tower. Look for the sparkling item on the floor and
pick up the Old Pendant. Fight back through the Tower of Babel
and return fo London to hand over the item fo the Adventurer's
Association.

Destination
Tower of Babel

Destmond, London West

Rank  ADP  Gold

50 4200

Destination
Siberian Bose

L comnssione | [
e rtingfom Sbeon o
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SIBERIAN BASE

Travel fo the bar in Saint Petersburg and speak fo the irman named
Aksel fo learn about the weapon plans hidden in the crumpled
remains of Siberian Base. Equip the Infinity Gear gadget you had
appraised and refurn to Siberian Base. Traverse the heavily-damaged
structure unfil reaching the 2F Lab Sector Lab. There you find an
unopened chest confaining the Blue Cannon Plans. Defeat the Buster
Ball (500 HP) machine type enemy in order to secure the plans and
teturn fo Aksel who decides to allow Eddie fo keep the plans.

| Eddie!
| Looks like they found us!
1
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MUI.TIPI.E lOCATTONS

Visit the inn in London and speak to Jan about the four ingredients
he needs for the World Cookoff. These four items can only be
obtained by defeating a special breed of monster in the London
Sewers, Pyramid, Eterna Mines, and Tower of Babel. The locations
of these monsters are marked on the maps in the first four chap-
ters of the walkthrough portion of this book. Use Wind skills fo
defeat the Moon Rat (485 HP) in the western side of the Sewers.
The Night Spider (550 HP) is located on TF in the Pyramid and is
also susceptible to Wind spells. The Spice Mushroom (510 HP) is
located in the East Tunnels of Eterna Mines and also vulnerable fo
Wind spells. Lastly, the Babel Jelly (520 HP) is on 2F in the Tower
of Babel and has no elemental vulnerabilities. Gather up the four
ingredients by defeating these monsters and refurn them fo Jan af
the inn before going fo the Adventurer's Associafion.

| "My name’s Jan. | wanna be the best cock in the |
| world. By using the worlds rarest ingredients,
| Im hoping to finish first in the World Cookoff!

Gold Destination
5000 Eterna Mines

ETERNA MINES

Speak with Ana in the bar in Delhi about her missing scorf—it
was stolen by o Mad Rat—and fly over the clouds and mountains
back to the Eterna Mines in Africo. Descend to the bottom of the
quarry and enter the Great Mines Tunnel area near the Save Point.
Fight to the northeast comer of the mines fo find the Mad Rot
(500 HP). Hit it with Eddie’s Combo Atfack and Melody’s Aeria
skill to do heavy Wind damage. Look for opportunifes fo use
Thunder Blade to gain a second turn for Eddie before the Mad Rat
sfrikes again. Refurn the Torn Scarf fo Ana in Delhi.

' My favorite scarf was stolen by a Mad Rat.
Please get it back for me right away!

ADP  Gold Destination
70 5500 Tibet
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EL DORADO

Return to I Dorado within the Amazon and reenter the City of
Gold. Eddie won't need fo extend the bridges—they remain in
the position he left them—so head north through the ruins to the
Golden Shrine in the northwest corner of the EI Dorado. Take the
item from the chest, then set fo battle the Elder Guard (2500 HP). &
The Elder Guard is vulnerable to Wind and Dark attacks like so
many other enemies in the jungle. Use each of the party member's
special co-op attack skills o inflict massive domage while relying
on Fiona’s Soothing Light skill fo replenish any lost HP

TBET -

Talk to Assim in the northeast comer of Delhi o learn about the
dragon that shows up each year fo harass the city. Upgrade the
party’s airship-elated skills such as Eddie’s Spiral Arrow and
Fiona’s Guard Shield and Repair Force then head fo the Maverick
and fly back towards Nirvana Palace. The dragon, Sky Ruler (500
HP), is perched on the ledge near the femple. Use Fiona’s Guard
Shield skill to raise the Maverick's DP and attack with Spiral Arrow
and Support Shot skills while Melody blasts with her cannon.

Sky Ruler likely has more HP than the party is accustomed to
dealing with in the sky and it can inflict upwards of 80 HP worth
of damage with each attack, but the party can handle it, provided
they have purchased the available Upgrade Parts and have enough
Mechanic’s Wrenches handy to do repairs.

Destination
E Dorado

ADP  Gold Destination Rank  ADP  Gold
100 7000 ?2? C 140 4000

EL DORADO :
Fly to Rio de Janeiro in South America and approach the couple

in the lobby of the airship dock. Desmond made  promise fo his
deceased wife that he would meet her in £l Dorado and needs the
party to take him there. Fly north fo I Dorado and lead Desmond
through the ruins to the area near the Save Point af the base of
the temple stairs. The ghost of his wife, Mary, is waiting for him
there. Fly Desmond back to London to complete the quest.

OVER AFRICA

Scarlett’s pet wyvern has gone missing somewhere south of Cairo,
over Africa. Fly to the area between Cairo ond the Pyramid to
locate Lucia (600 HP), the missing wyvern. The porty must beat
her info submission so attack her with Eddie’s Spiral Arrow skill
and use Pad's Support Shot skill to compliment the basic attacks
from Melody and Fiona. Refurn fo Scarlett and Asell in Saint
Petersburg to report the good news then refurn fo an Adventurer's
Association office fo complete the quest.
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Rank  ADP  Gold
C 180 0
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Destination
Tablet Temple

TABLET TEMPLE

Return fo the Tablet Temple in the center of Easter Islands to
search for a valuable item hidden amongst the rocks on the outside
of the femple. Approaching any large pile of rocks and pressing

the A Button inifiates a fight with monsters lurking in the area.
However, if you approach the correct rock—the one behind the
side staircase, below the chest—then you find the Old Clock
that is actually the valuable Crystal Skull

Rank  ADP  Gold
(4 200 6000

Destination
_ Etema Mines

ETERNA MINES

Speak with Magi on the steps of the museum fo learn about her
missing item in Eterna Mines. Travel to the Eterna Mines and
descend to the East Mines and confinue through the passages fo
the small ledge overlooking the main mines area. Magi's missing
items, a pile of smashed clocks, are right there. Magi follows
the party through the mines and fells them the story of her past
once the dlocks are found. Pick up the Old Clock and exit the
mines. Return to London and speak to Magi near the museum
before returning to the Adventurer’s Association office fo collect
your reward.

ADP  Gold
& 190 4500

omsson_ i

| AVAILABILIW it defeotng Metheus and reurming fo London.

L ITEMS ACQUIRED

TEOTIHUACAN

Speak fo Gilbert Brown in the southwest bedroom of the Brown
Mansion to get the details about his request, then fly to America
and enter Teofihuacan. Throw the switches in the small rooms on
either side of the waterfall to seal off the flow of the water and
descend fo the underground Teofihuacan Lake. Locate the Prero-
saur (4000 HP) and fight it for its valuable Dinosaur Fang.
The Prerosaur fights with physical strikes and a rather modest Fire
Breath atfack. Use Magic Shell fo reflect the fire back at it and
attack with Eddie’s and Pad's powerful single-enemy attacks.

Destination
Teofihuacan

Diusu Fng

| This is the treasure Magi was talking about?
| They're just some broken clocks, right?

Rank  ADP  Gold

B 80 8000
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DUNGEON OF LEMURIA

Return to the Dungeon of Lemuria and speak fo Socrates in the Road fo
Dungeon enfrance area. The party’s fusk is simple: head to the Arena
of Darkness af the north end of the dungeon and defeat nine waves of
enemies in combat. The party gefs no respite befween waves and has
no chance to adjust skills or equipment so make all preparations af the
Save Point before entering the battle area. The Tempest (3000 HP) is
the toughest of the bunch and hos a distinct weakness to Water magic,
50 upgrade Melody's Frost skill before the battle. Each wave consists of
a single enemy type. The nine waves are comprised as follows:

1) Poison Mushroom x5, 2) Pixie x3, 3) Daemon x1, 4) Ladon x1,
5) Elementals x4, 6) Silver Kong x2, 7) King Daemon x1,

8) Silver Devil x3, and 9) Tempest x1. Retum fo Socrafes fo

inform him that you won the battle a the Arena of Darkness.

Destination
Dungeon of Lemuria

Your opponent is waiting for you in the furthest
reaches of this labyrinth in a place known as the |

Arena of Darkness.
i i

———

Rank  ADP  Gold
B 90 0
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Destination
Dungeon of Lemuria
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1 1TEMS ACQURED
DUNGEON OF LEMURIA

Fly o Tokyo and locate Toshihiro in the tavern fo learn about

a guardian creature in the Dungeon of Lemuria. Refurn to the
Indian Ocean and trovel through the Dungeon of Lemuria to the
northeast corner of the Dungeon of Dead room to encounter the
Minotaur (1700 HP). The Minotaur shouldn't be any match for
the party. Attack the Minotaur with all-out aggression and use
each character’s co-op aftack or special single-enemy attack. The
Minotaur wil likely fall before getting a single atfack in and will
drop the Dragon Gem Plans upon defeat.

|1 guess this must be the guardian of the hidden
| treasure. Now don’t mess things up Melody!

Rank  ADP  Gold Destination

0 Mt. Fuji Base

rer defeating Metheus and refuming o London.

MT. FUJI BASE

Reports came in that a rare set of armor is located somewhere in
Mt. Fuji Base and the party should look for it. Descend from the
Cenfral Passage to the 1B Passage on the north side and confinue
down the stairs in the northwest comer fo the 2B Passage leading
to the Cell. The prize the party came looking for s o the east end
of the Cell, but first they must defeat the Original Chimera (4500
HP). The Original Chimera has neutral elemental properties and
attacks primarily with physical attacks that the party should have
litfle trouble absorbing. Its Stone Breath attack can petiify, so be
prepared to reanimate anyone hif with this nasty attack. Use Hyper
Attack to boost everyone’s AP then set to ripping the Original
Chimera in two!

| Wias some kind of amazing armor buried here? |
i It looks like the Cabal was still in the middle of |
developing it... I




Rank  ADP  Gold Destination
B 160 0 Atlantis

|| AVAILABILITY

ATLANTIS

The rings of Atlantis should still be in the posifion they were in
affer Melody's earlier visit so head straight across the sfone walk-
way leading o Ocean Cathedral and go inside. The valuable item
the quest report spoke of is guarded by the Ghost Mage (2600
HP) who has surprisingly low HP given the strength of the party
af this point in their journey. Ghost Mage aftacks with Flanma and
Dark Nest skill that affects the whole party—counter this with
Magic Shell and strike hard with Buster Shot, Shining Blade, and
Daemon’s Gate attacks.

Rank  ADP  Gold
B 260 0

Destination
Acropolis

Aferdefeotng Metheus and refuming to London.

Return to Acropolis in Greece and make your way through the
main femples to the northeastern coner of the area where the
previously-empty Herodes Atticus is located. Though the chest is sit-
fing out in the open, the party must defeat Chaos Red (6000 HP)
in order fo reach it. Chaos Red is susceptible only to Holy magic
and even these spell don’t do a significant amount of damage.
The best way to harm the massive beast is with o combination

of Hyper Attack (or Overdrive) and Eddie’s Shining Blade skill
Attacking with Holy Bell and Bullet Drive are also effective. Chaos
Red attack with a Fire-bosed Agonizing Flame spell, but is not
wulnerable to Water magic.

Al
Rank  ADP  Gold Destination
B 460 5500 299
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TOMB CHAPEL
Descend the secref elevator fo the Royal Exploration Agency to
meet with Shirley about Commander Fogg’s disappearance. Eddie
thinks his father might know something so head fo the Brown
mansion and speak to Gilbert in the southwest bedroom. Gilbert
thinks Fogg may have went fo the Tomb Chapel in America—
head there af once to find Commander Fogg in the Room of
Memories. The party will refurn to London fogether—head to the
Adventurer's Association office for your reward.

COMMISSIONER

Sy Mosr
WAILABILITY
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OVER TABLET TEMPLE

Fiy 1o the skies above Easter Island to mee the Sky Master,  large dragon
looking for  fight. Use the party’s accumulated SP fo upgrade each
choracter’s aiship skils—the party will eam over 10,000 SP duiing the
subsequent battles and only 9999 can be caried at once so spend what you
have now fo avoid wasfing precious SP. Agree fo begin the challenge and
prepare o ight Bloody Rain (2800 HP) two fimes in a row. Use Smoke
Shot, Spiral Aow, and Slower Cannon fo defeat he beast while relying on
Fiona fo keep the Maverick Il in fip-top shape. The batle isn't over with the:
defeat of the second Bloody Rai—the party must then defeat the muck-
tougher Dark Lord (6000 HP)! It willfoke considerable more effort, but the
same fucfics hold frue. Attock hard with Eddie, Pad, and Melody while refying
on Fiona's Guard Shield and Repair Force skils fo keep everyone safe.

s 1 A

Gibert Brown
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TOWER OF BABEL

Return fo the Tower of Babel and head to the uppermost floor,
where Gilbert Brown awaits. Reaching him was the first half of the
test; now the party must defeat him in combat! Gilbert (6500 HP)
attacks with his sword and doesn’t have any parficular elemental
resistances. Gilberts attacks single out individual party members
and can therefore be healed easily. Attack with high-power single-
enemy attacks such as Shining Blade and Buster Shot and use
Eddie’s Hyper Attack or Overdrive fo boost their AP

Rank  ADP  Gold
A 280 0
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Destination
Nirvana Palace

At defeating Metheus ond refuming o London.

(Y o e
NIRVANA PALACE
Set a course for Nirvana Palace in the mountains north of Delia
and proceed immediately to the northeast comer of the main
palace grounds (don't go inside). The valuable weapon Pad seeks
is guarded by the Daemon Lord (9000 HP) who has but one
elemental vulnerability: Holy. Hit it hard with Lumiera and Shining
Blade while Pad uses his Buster Shot and Bullet Drive skills and
Melody attacks with Daemon's Gate. Daemon Lord’s primary attack
is the Hell Stab which will inflct over 120 HP worth of damage.
Keep the party safe with Hyper Guard or Soothing Light and
continue the assault. This quest rewards the party with Pad’s most
powerful weapon: the Chronos Gear packs an AP of 100!

Rank  ADP  Gold Destination
A 240 4500 Tower of Babel
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Rank  ADP  Gold

Destination
A 300 0 Eferna Mines

COMMISSIONER |

ETERNA MINES

This quest is very similar to the previous one: the party must fravel
to Eterna Mines and seek out the guardian of a valuable weapon
located in the eastern reaches of the Great Mines section. Arcana
13 (7000 HP) is susceptible to Holy attacks only, but has less

HP than the Daemon Lord and can be defeated with a similar
plan. Use Magic Shell to reflect its Dark Nest spell back af it and
use Fiona’s White Gale skill fo gain additional attacks for Eddie.
Use Eddie’s Thunder Blade and Shining Blade skills fo pile on the
damage and lay cloim fo the Daemon Mace.

Rank  ADP  Gold
A 380 0

Destination
Eferna Mines

AVAILABILITY

it dfeaing Netes ord oring o Lonon

OVERSIBERIA

Pilot the airship to the area surrounding Saint Pefersburg and
search the valleys northeast of the city af medium alfitude. Pad
will eventually comment about the shining object and the party

is thrust into battle with Black Breath (4500 HP). Black Breath
causes damage fo the airship—it will likely catch fire and become
electrocuted—so be prepared fo freat its ailments os necessary.
Attack with Spiral Arrow and Smoke Shot and use Guard Shield fo
keep the airship’s DP rating high.

This must be where the light was coming from.
It looks like a Gadget!
| wonder what kind of power is hidden inside?

Rank  ADP  Gold Desfination

0 Teotihuacan
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TEOTIHUACAN

Descend the east side of the enfrance cavern to the Underground
Waterfall area of Teofihuacan and cross the first land-bridge to the
small cave in the center of the dungeon. The party can sense the
guardian rumored to be in the cave and it doesn’t fake long for
the Titan (6000 HP) fo rear ifs ugly head! Titan doesn't have any
particular elemental vulnerabilities to exploit, but it's also low on
M. AP and M. DP and is susceptible to virtually all magic attacks.
Its club attack inflicts some harm so consider using Angel Powder
to inflict damage and heal the party af the same fime.

White Gale Blessing Breeze
Lumiera 10 Lumierana \
a8 Holy Bels " 53

|
|
|
|
|

| Angel Puwder

| Holy damage to all enemies / Heals your party

Gold
0

Destination
Tower of the Moon
COMMISSIONER
AVAILABILITY
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TOWER OF THE MOON

Level the party up to level 66 or higher and fight through the Tower
of the Moon fo the Top Floor Palace of Valhalla where the Overlord
(30,000 HP) is located. Overlord attacks with powerful physical at
tacks ond Lumierana, but its major atfack—Ancient Light—is what
the party must fear! Ancient Light can inflict over 500 HP worth of
domage to each parfy member so it's important fo cast Hyper Guord
and Miraculous Breeze on your weaker members fo keep them
dlive. Eddie’s Overdrive and Combo Attack skills should be at their
max, which when used fogether gives him the chance of sfriking

for over 1800 HP worth of damage per turn. Defeat the Overlord
and approach the shimmering door at the north end of the Palace of
Valhalla to find an excellent reward for your efforts!

Rank  ADP  Gold
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MT. ARARAT

Refum to Mr. Ararat and slce through what are now loughably weak
enemies on fhe way fo the Ark. Equip the Dragon Kile's Gem and descend
below deck through the Living Sector o the Bottom Floor Cathedral and
approach the chest near the front o figger the battle with the Ak Dragon
(48,000 HP). The Ark Dragon attacks with physical snaps and heactbutts
s wel os his elemental ce Breath attack. Everyone in the party should be:
virtuolly immune fo Woterbased atfocks so there i no need fo wory bout
casting Magicol Shell with Melody. Instead, focus on hitfing the Ak Dragon
with Heavy Shot to slow its furms. Ark Dragon is vulnerable o Earth and Dark
attacks, but the quickest way to felt i fo use a combination of Overdiive,
Miraculous Breeze, and Eddie’s Combo Attack skill. Consider having Melody
issue DEF Down Pofions fo the Ark Dragon fo further soften it up.

Destination
Mt. Arorat

Rank  ADP  Gold Destination
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MU

Pilot the airship to the Pacific Ocean and descend fo that mystical
temple called Mu. Novigate the ruins fo the Save Point and ready

the porty for battle against the Black Knight (45,000 HP). The Black
Knight's only elemental weakness is Holy atfacks o adjust the party’s
weapons accordingly and equip the Scroll of the Dead to increase the
damage fo undeac-type monsters before the battle. The Black Knight
is essentiall just a much, much stronger version of the White Knights
the party encountered at the Tower of the Moon, but Pad won't be able
o use his Dead Shot fo any success this fime around. Use Heavy Shot
and Break Shot to slow down the Black Knight, then hit it with Fiona's
Holy Bell and Lumiera while Eddie attacks with Golden Cross or Shining
Blode. Have Melody dispense pofions and other healing items fo keep
the party alive so that Fiona can join the fight with her Holy spells!

iR
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TABLET TEMPLE

Fly to the Tablet Temple at Easter Island and speak to Noel who
needs the party fo dispose of the heavily-burdened dragon that
wanders the skies above. The party must ascend to high alfitude
ond roam the planet searching for Dyvern and, essentially, put him
out of his misery. Dyvern (7000 HP) can be anywhere, but seems
to fly mostly in the northern hemisphere befween Europe ond
North America. It can be difficult and time-consuming to find the
dragon, but you'll know it when you see him—he’s huge! The
party must defeat Dyvern in battle twice o finally rid the planet of
his sorrowilled torment—use Guard Shield, Slow Shot, and Limit
Excel to clip his wings—then fly back to Noel to report the results.

Fiona !

" No, the real fight is about to start.
He still hasn’t unleashed his full power!

|

4
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TOWER OF THE MOON

Return to the Tower of the Moon and retrace your earlier steps
through the numerous corridors fo throw all the switches to lower
the ice-block walls and continue from warp point fo warp point.
Enter the crescent-shaped Corridor of Vanaheim and use the Save
Point before returning to the previous room to access the circular
room in Vanaheim where Magnus (49,0000 HP) awaits. Magnus
is only susceptible fo Holy and non-elemental attacks and has a
few magic attacks under ifs wings. Magnus is capable of some
powerful physical attacks, as you might expect from o massive
dragon, but its Dragon King Wrath attack is most deadly. This Dark
attack targets only one ally, but can inflict over 250 HP worth of
damage in a single ottack. The best way to combat Magnus is by
limiting its turns. Use Heavy Shot, Thunder Blade, and White Gale
o increase the number of turns Eddie gefs to every one of Magnus
gets. Using Overdrive and Shining Blade or Combo Attack can
inflict up to 2000 HP worth of damage per aftack.

(P Daemon Mace .
(3 Eterna Mittens

&) Hat of Darkns
i Coquettish Dress
3 Solar Ring N
#3 Silver Clay Figure

Rank  ADP
S 480

Destination
Hanging Gardens of

| COMMISSIONER |
AVAILABILITY  §

HANGING GARDENS OF
BABYLON

Fight through the Hanging Gardens of Babylon to the uppermost
temple where the armor left for Fiona is located. Of course, there
is one final boss left o defeat in order to obtain if. Mother Stella
(99,999 HP) is the toughest enemy the world has ever known

and her “Come to Mama” skill is capable of killing any party mem-

ber with a single strike, no matter how high their HP or DP. Mother
Stella uses this powerful attack frequently so it's vitally important
that you come equipped with at least 15 Golden Chalices. Defeat-
ing Mother Stella requires teamwork and each party member

must stick fo their role. Use Fiona to heal, naturally, but also cast
Miraculous Breeze, White Gale, and Blue Whirlwind whenever
possible fo give Eddie more chances on offense. Melody's Magic
Shell skill is important to reflect Mother Stella’s Dark Nest attack
back af her. Pad won't have much luck with Break Shot and Heavy
Shot, but it's worth using these skills all the same. Mother Stella
becomes more suscepfible fo them lafer in the battle so keep on
using them! Eddie is the party’s primary offensive weapon. Use
Overdrive, Thunder Blade, and Combo Attack over and over to

do as much damage as possible. With the combined effects of
Overdrive and Miraculous Breeze, Eddie should be able fo inflict
over 2100 HP worth of damage each fime he unleashes a Combo
Attack. This is a long battle, but if you sfick to this plan and come
prepared with a wealth of Golden Chalices, you'll come out on fop.
If you can make it through the dungeon to reach Mother Stella,
chances are good you'll live to tel the fale.
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As a member of the Royal Exploration Agency, Evans is charged with locating
new World Treasures for the museum. However, Evans isn't much of an adven-
turer, so he needs Eddie and his friends to do the exploring for him. There are
atofal of 50 World Treasures (real-world historic landmarks) but finding them
isn't easy. For starters, the party must first speak to an informant—at the right
time—to gain information about the ruin. The party cannot identify a World
Treasure without first receiving information from someone. Once a passerby
has mentioned a specific World Treasure, it's up to you to pilot the airship over
its location at the required alfifude—some World Treasures can only be found
from a parficular alfitude. The airship must fly directly over the World Treasure
o find it. Report the findings o Evans who rewards the party for every 10
World Treasures that are found.

WORLD TREASURE REWARDS
1 Mysterious Stone Dalmanite’s Stone
10 Beautiful Gem Camelion Gem
20 Mysterious Stone Vicarya's Stone
30 Beaufiful Gem Crystal Gem
40 Mysterious Stone Graptolife Stone
50 Mysterious Item Silver Cloy Figure

Though this may sound simple, there are several complicating factors. For start-
ers, many of the people Eddie must speak fo will not share their information
for an indeterminate amount of fime. Return to London to report found World
Treasures periodically and visit other cifies to expand the search across other
parts of the world. A person might finally reveal the necessary information only
after other World Treasures are found. For example, the man named Victor in
the bar in London will not reveal his clue unfil the 49 other World Treasures
have been found. It's also important to fully explore every room, house, and
building in each of the towns for people with clues. Many early informants are
out in the open, but others are much harder to find.

For as difficult a challenge as this side-quest s, the final reward from Evans is
cerfainly worth the effort. Combine the tips received from informants with the
maps and location descriptions contained in the following pages fo locate all
50 World Treasures. Also note that it's worth visiting Evans if you are having
trouble finding a specific World Treasure, as he often has slightly more specific
knowledge about the site’s whereabouts. Lastly, fly slowly and climb over
mountains when necessary but look for valleys to immediately descend info
when exploring rugged ferrain.

I Toggle Maps  GENTAREDScroll Map GReset |

Informant:Bob ©
(5}

Informant loculinng Tnkyo
Altitude: Low & Mid

Location: Central Jova, Indonesia @

@ World Treasure Number & Name: This is the number and name of the World
Treasure as it appears in the Adventurer’s Handbook.

1@ Figure: This dual-screen image shows not only the art for the World Treasure
but also the map of the airship’s location when it is found.

© Informant: The name of the person who first mentions the World Treasure.

@ Informant Location: Name of the town or village where the informant was
encountered. Additional details are sometimes provided.

1© Aitude: The alitudes) the airship must be atin order fo spot the World
Treasure when flying overhead. The majority are found at either Low & Mid
or High, but some require Mid alfifude.

@ Location: The official description of the World Treasure’ location. This will be
more useful for geography buffs and those who have travelled.




‘You have found

“You have found
"Carnac Stones,"
the World Treasure.

- the World Treasure.

* You have found
"Externsteine,"

| Low Altitude Atlantic Ocean

TN Toggle Maps

 @Reset

 Low Altitude Europe _

R Toggle Maps.

CHNIARE DScroll Map

Low Altitude Eurcpe

G YSoroll Ma

CEER Toggle Maps.

Informant: Bela

Altitude: Low & Mid

Location: Orkney lslands, North of London

| You have found
"Almendres Cromlech,"
the World Treasure.

. 04:  AUMENDRES CROMLECH

i el

=

Informant: Simon
Informant Location: London
Altitude: Low & Mid

Location: Bretagne, West of France

‘You have found

| "Statue of Zeus at Olympia,"

the World Treasure.

| Medium Altitude Europe
—

Medium Altituds Atlantic Ocean_

Informant: Abel
Informant Location: London
Altitude: Low & Mid

Location: Teutoburg Forest, South of Germany

06: Poupe

| the World Treasure.

| Low Altitude Atlantic Ocean
e BT

Informant Location: Merveille Village
Altitude: Mid

Location: Evora, Iberian Peninsula

Informant Location: London (Bar)
Altitude: Low & Mid

Location: Ocean Bottom, Western Greece

Informant Location: London (Museum)
Altitude: Low & Mid

Location: Southern ltalian Peninsula™
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"Kizhi Pogost,"
| the World Treasure.

You have found
"Bezekiik Buddha Caves,"
the World Treasure.

| You have found
| "Lake Baikal,"
|, the World Treasure.

-
Low Altitude Europe

5

GReset

GV Toggle Maps  GENARE DScroll Map

Informant: Nicoloy
Informant Location: Sint Petersburg
Altitude: low 8 Mid

ke Onega, near Siberian Village

§"ou have found
"Mammath of Wirangel Island,"
the World Treasure.

OReset

 Medium Altitude Asia

GEGRRE ) Scroll Map

TR Togale Maps @Reset

Informant: Ubudal N
Informant Location: Delhi

Altitude: Mid

 Location: Turfan Basin, Ching

‘ou have found
‘Abu Simbel,"
he World Treasure.

Informant: Sergei N

‘You have found
omb of Askia,"
the World Treasure.

[
| Medium Altitude Arctic Ocean

OReset

GReset

G Toggle Maps  GINERRED Scroll Map

Medium Altitude Africa
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~ Informant Location: Saint Pete@bﬁrgz-r::

Informant: Vihelm

Altitude: Low & Mid =

Location: Northeast Siberia

~ Informant: M:. Evans N>

4
. Informant Location: London

Altitude: Low & Mid

Location: Upstream of the Nile River, South Cairo

Informant: Humphrey . -

~ Informant Location: Cape Town

~ Altitude: low & Mid

Locati

Midstream of the Niger River




You have found | " You have found ‘You have found
"Rock-Hewn Churches," | "Great Zimbabwe," "Great Temple of Artemis,"
the World Treasure. the World Treasure. the World Treasure.

TR Toggle Maps  GTNEAREDScroll Map Reset ‘mssle Maps  EFIERRE D Scroll Map
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Informant: Nadio

Informant: Rachel Informant: Povlette -

- Informant Location: Cair

. Informant Location: Cape Town Informant Location: Cape

~ Altitude: Low & Mid Altitude: High Altitude: Low & Mid =

Location: Southern Ethiopian Highlands : : Location: Upstream of the Sabi River

PERSEPOLISA

18

‘You have found ' *You have found | ‘You have found

| "Baalbek," “Bahrain Fort Ruins," "Persepolis,”

the World Treasure. 1 the World Treasure. the World Treasure.
s —

Medium Altitude Asia

IR Toggle Maps  GENAREDScroll Map

OReset | G Toggle Maps  CFIERRZ )Scrall Map @Reset

Informant: Hadi .

Informant: Zuhayr Informant: Powell :

* Informant Location: Cairo

Informant Location: Cairo Informant Location: Cape Town

Altitude: Mid Altitude: Mid e Altitude: High ety

Location: Beqaa Valley, Northeast Beirut Location: Northeast Bahrain lslands Location: Fars region, Iran _
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"You have found
"Sheba’s Temple,"

"Buddhas of Bamyan,"
| the World Treasure.

BUDDHAS OF BAMYAN

o THE GREAT STUPA OF SANCHI

21

“You have found
| "The Great Stupa of Sanchi,"
| the World Treasure.

i
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Medium Altitude Asia
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|Low Altitude Asia

GENRD Todale Maps OReset |
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Informant: Earnest

Altitude: low & Mid

Location: Southwest Arabian Peninsula

" You have found
"Mohenjo-daro,"
the World Treasure.

Informant: Library ?

a2 Informant Location: Rio de Janeiro

Altitude: Mid

Location: Hindu Kush Mountains

'

93, ELONCAES

“You have found
"Ellora Caves,"
the World Treasure.

1

" 4

GARE D Scroll Map

Informant: Kashmira .~~~

N\

Informant Location: Delhi
Altitude: Low & Mid
Location: Bhopal, Central India
ROCK MURALS OF TSODILO

s e

‘ou have found
Rock Murals of Tsodilo,"
the World Treasure.

&
Medium Altitude Asia
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Medium Altitude Africa
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nformant: lloyd ~ ~
Informant Location: Delhi
Altitude: Low & Mid

, Location: Downstream of the Indus River, India

p)

Informant: Paloma

. Informant Location: Delhi

Altitude: Low & Mid

Location: Charanandsi Hills, Ellora

Informant: Aubert
Informant Location: Cape Town
Altitude: Low & Mid

Location: North Kuluhuﬂ _Desen, Africa




You have found
"Angkor Wat,"
| the World Treasure.

"‘You have found
"Mysterious Lop Nar Lake,"
| the World Treasure.

the World Treasure.

_ Medium Altitude Asia

| Medium Altitude Asia

Medium Altitude Asia
s
) 4

CHNEED Tog4le Maps. surn‘u’M'ap BReset
Informant: lbrahim
Informant Location: Delhi
Altitude: Low & Mid S

~ Location: Northeast of Tonle Sap Lake, Cambodia

You have found
"The Great Wall,"
the World Treasure.

Informant: Abdul

o
TR Togale Maps  CENAZE DScroll Map BReset

Informant Location: Dgljj

~ Altitude: Mid =

Location: Torim Bosin

BOROBUDOR TEMPLE

T Toggle Maps | CHNERREDScroll Map GReset

- Informant: Chen

Informant Location: Tokyo -

Altitude: Mid

Location: West of Hexi Huilang, East of Dunhuang

“You have four
"Yap lsland,"
the World Treasure.

 Medium Altitude Asia

CTNAD Toggle Maps  CTINEARE D Scroll Map GReset |

AN Toggle Maps  CENARNDScroll Map @Reset [

Low Altitude Pacific Ocean

CENR Togale Maps  GTINREDScroll Map @Reset

Informant: Leopold :

Informant Location: Towkyo

Altitude: Mid =

Location: Northern China

~ Informant Location: Tokyo

Informant: Bob S

Altitude: Low & Mid

- Location: Central Java, Indonesia

Informant: Hisghary %
Informant Location: Ig!gyp (Pagota)
Altitude: low & Mid

Location: Yap Island, Micronesia .
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I You have found
: | "Heart Leat,"
the World Treasure. the World Treasure.

lhe World Treasure.

Medium Altitude Pacific Ocean | Low Alfitude Pacific Ocean Low Altitude Ocsania.___
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| Informant: Heizaburo " Informant: Sally | Informant: libary
~ Informant Location: Tokyo Informant Location: Tokyo Informant Location: Rio de Janeiro
Altitude: Low & Mid ~ Altitude: low & Mid Altitude: Low & Mid
Location: Pohnpei, Micronesia Location: Great Barrier Reef, Australia Location: Ayers Roclg,_Austmﬂu
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%

+ ‘You have found
| "Murals of Sproat Lake,
| the World Treasure.

1 You have found
"Hyslsey Ruins,"
| the World Treasure.

| "Ha’amonga “a Maui,"
| the Warid Treasure.

Medium Altitude Atlantic Ocean. ou Altitude Pacific Ocean

;
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i
|
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RN Togdle Maps  CTWEARED Scrall Map BReset | 2 AP Toggle Maps  CTINERREDScroll Map BReset
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.~ Informant: Pedro B ‘ Informant: Fyodor Informant: Library

~  Informant Locatio " Informant Location: Saint Pefershurg Informant Location: Rio de Janeiro
Altitude: low & Mid Altitude: Low & Mid Altitude: Low & Mid
Location: Eastern edgg of Tongatapu, Pacific Ocean Location: Greenland i Location: West (uust of Canada
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| "ou have found
~ "Buftalo Jump,"
the World Treasure.

39:  ODFATHFUL

You have found
"L’Anse aux Meadows,"

- the World Treasure. the World Treasure.

. Medum Altitude North America

“ Low Altitude Atlantic Ocean edium Altitude North America
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Informant: Honk s
Informant Location: New York ity

Altitude: Low & Mid 48

| "Serpent Mound,"
the World Treasure.

Informant: Domien
~ Informant Location: New York City (Hotel):=

~ Altitude: Low & Mid

~ Informant:Robyn = T4

. Informant Location: New York Cify (Stafuer

~ Alitude: Nid

g

 Location: Northem edge of Ne

41: WORTRUNS

"Birnini Road,"
he World Treasure.

 |Low Altitude North America
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Informant: library
Informant Location: Rio de Janeiro
Altitude: Low & Mid

Location: East of Brush Creek Valley
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~ Location: Northeast Arizona

Informant: Eliott ‘ Informant: Tonio e

Informant Location: New York City Informant Location: New York City s
Altitude: low & Mid

Location: The Bahomas, Florida Sea.
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"You have found
"Caribbean Shipwreck,"
he World Treasure.

" You have found
"Pyramid of the Magician,"
 the World Treasure.

"Yau have found
| "Guiana Shield,"
the World Treasure.

TN Toggle Maps.

nformant: Horacio

Inf Location: Tokar Vilag

Altitude: Low & Mid

Location: Caribbean Sea

"You have found
"Nazoa Lines,"
the World Treasure.

Medium Altitude North America

le South America

s

Informant: Noflia.

Informant Location: New York City-.

' Altitude: Low & Mid oaae

u have founs
"Tiwanaku,”
the World Treasure.
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@Reset

~ Informant: Virginia

Informant Location: Tokar Village .
Altitude: Mid

Location: Northem South America

‘You have found
iwanaky,"
the World Treasure.

Altitude South America

Informant: Mi'guel
Informant Locati

Altitude: High

Location: Befween the Nazca and Ingenio Rivers, South Americo.

- Informant: Ros

~ Informant Location: Eas!gr_vlslpnd’ (No

Altitude: High

Location: Urubamba Valley Summit, Pery

~ Informant: Library ;

Informant Location: Rio de Janeiro

- Altitude: High &

Location: The Andes, South America




the Wiorld Treasure.

- Low Altitude Pacific Ocean
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"Los Glaciares,"
the World Treasure.
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Informant Location: Rio de Janeiro
Altitude: Low & Mid
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The following fables detail each character's 21 available skils. Each of the four playable characters can leam 16 skillsfor use in combat (or exploration) within dungeons and 5 addifonal skils fo be used
during airship bates. These skillsare learned as the characters level up and upgrade exisfing skils. Each skillcan be upgraded from the nital levl 1 1o level 10 using the SP eamed during battes. For many
skills, upgrading results in reduced MP consumption, a faster Wait Time, and increased power.

CGJMIBiO ATTACK ©

Deals multiple attacks fo one enemy

lln-n-n-nnlm

@ SP Cost : 100 150 400 800 1800 3600 5000 6100 7200 by
@ P Req'd 8 8 8 8 8 8 8 8 8 8 i\\
© Wit Time 150 U o0 S0 RS 0 L0 IS 00 R 5 0 uT50 ¥ W50

© Number of Attacks 3 3 3 3 4 4 4 4 4 5

@ Skill Name: The name of the skill
@ Description: Brief description of the skill's effects.
© Level Learned: The character’s level required to learn the skill. Many skills have additional requirements that must also be met.

@ Additional Requirements: Many skills can only be learned once other skills have been upgraded to a certain level. Each character also has  special co-op aftack that can oriiy be 5 "
learned by reaching a specific point in the story.

© Level: Each skill can be upgraded from level 1 to level 10. Compare the costs and effects of each skill at different levels to judge how high to upgrade a skill
@ SP Cost: This represents the cost in SP necessary to upgrade the skill from one level to the next. | \ﬁ\
A \

@ MP Req'd: The amount of MP needed fo cast the skill. MP can be restored at Save Points, at Inns, or via consumable ifems. \\»
e

© Wait Time: The amount of fime the character must wait before their next turn. The baseline Wait Time is 100—experiment with sklls that huve very shurl Wull Times fo gum“
second turn, then use a powerful skill with longer Wait Time.

y %
L \

© Skill Effect: Shows the primary effect of the skill (when applicable) for each level. Many skills may not look that effective a first, but become extremely powev{ul at higher |evels







OVERDRIVE
I Temporarily boosts your own AP.

nnnnllnnm

SP Cost - 10 20 50 100 400 800 1200 2400 3600
MP Req'd 5 5 5 4 4 4 3 3 3 ¢

Wait Time 100 100 100 100 100 100 100 100 100 100
AP Increase 3%  40%  45%  50%  55%  60% 5%  T0% 7%  80%

COMBO ATTACK
Deals multple aftacks fo one enemy.

5 *
T O T T e P e e P S

SP Cost ¢ 100 150 400 800 1800 3600 5000 6100 7200
MP Req'd 8 8 8 8 8 8 8 8 8 8
Wait Time 150 150 150 150 150 150 150 150 150 150

Nmber of Attacks 3 3 3 3 4 4 4 4 4 5

KNIGHT HEAL
‘.‘{ E Restores one party member's HP.

| 6 g
n-nn-n-nnm

SP Cost - 20 50 100 200 400 600 800 1000
L MP Req'd 10 10 10 10 10 10 10 10 10 10
Wait Time 140 140 740 140 140 140 140 140 140 140

fPRoveny 025 030 035 040 045 050 05 060 065 070

A]' TACK BOOST

Temporarily boofs one party member's AP.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Overdrive Level 5

Ilnnn-n-nnlm

SP Cost : 20 50 100 200 800 1400 2200 2800 3600
MP Req'd [ 6 6 5 5 5 4 4 4 3
Wait Time 255 SRI20 S S T18 0 105 % SaUI3 8 SR 0%) F08:8 05 F 035 a1 00

142 wivcesse 3% A0 4S%  S0%  SS%  60% 6% T0%  75%  80%

\nnnnnnnm

Temporarily boosts one party member’s DP.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
1 9 -

SP Cost 3 30 60 120 240 720 960 1440 1920 2400
MP Req'd 6 6 6 5 5 5 4 4 4 3

Wait Time 125 120 N8 N5 N3 110 108 105 103 100
DP Increase 35%  40%  45%  50%  55%  60%  65%  70%  75%  80%

PROVOKE
| Concentrates enemy attacks on yourself.

|
14 -
7 P e P P T e O e B AT

SP Cost = 10 2 50 100 400 800 1200 2400 3600
MP Req'd 5 5 ) 4 4 4 3 3 3 2
Wait Time 100 700 100 100 100 100 100 100 100 100

HYPER ATTACK
| Temporarily boosts all party member’s AP

{ LEVEL LEARNED ADDITIONAL REQUIREMENTS

Attack Boost Level 5

llnnllﬂlllm

SP Cost 2 300 1000 1400 1800 2400 3000 3800 4600 5400
MP Req'd 12 12 n n 10 10 10 v ) 8
Wait Time 125 120 18 M5 13 110 108 105 103 100
AP Increase 35%  40%  45%  50%  55%  60% 6%  70% 7%  80%

HYPER GUARD
Temyamri/y boosts all party member's DP

ADDITIONAL REQUIRENENTS
| 19

Guard Boost Level 5

(EE T o Y T O T

SP Cost § 300 1000 1400 1800 2400 3000 3800 4600 5400
MP Req'd 12 12 1 n 10 10 10 9 9 8

Wait Time 1255 1200 0186 U115 118 110080 055 1031100
DP Increase 35% 40%  45%  S0%  55%  60%  65%  70%  75%  80%

T’HUMR BLADE

&l Not powerful, but has a short Woit Time.

|
|
20 :
—
e O R 0 T T P

SP Cost : 200 35 600 1200 2000 2400 3600 4800 5200
MP Req'd 10 10 9 9 8 8 8 7 7 (4
Wait Time 50 50 50 50 50 50 50 50 50 50

Domoge Amount  1.25 130 135 140 145 150 155 160 165 170




COUNTER GUARD
| Automatically reflects physical damage faken.

f LEVEL LEARNED ADDITIONAL REQUIREMENTS

Guard Boost Level 5 & Provoke Level 5

nnnnnnm

SP Cost 30 60 120 240 360 480 720 960 1200
P Req'd 8 8 8 7 7 7 ] 6 6 5
Wait Time 700 100 100 100 100 100 100 100 100 100

DIVIDlNG HEAVEN

‘ Deals major domage fo one enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

25 Overdrive Level 5 & Thunder Blade Level 5
T T e o P T BB T

SP Cost 200 350 600 1200 1800 2200 3000 3500 4000
MP Req'd 12 12 12 12 12 12 12 12 12 12
Wait Time 150 150 150 150 150 150 150 150 150 150
Domage Amount 205 200 215 220 225 230 235 240 245 250

SONI( WAVE

Deals domage to all enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Combo Attack Level 5

nnnn-n-nnm

SP Cost 250 400 700 1000 1300 1600 1900 2200 2500
MP Req'd 15 15 15 15 15 15 15 15 15 15
Wait Time 150 145 743 140 138 135 133 130 128 125
DomogeAmount  1.25 130 135 140 145 150 155 160 165 170

DEMONIC BLADE

Mu[m damage fo one enemy ot the cost of D

LEVEL LEARNED ADDITIONAL REQUIREMENTS

30 Attack Boost Level 5 & Dividing Heaven Level 6
Ilnnnnnm

SP Cost 300 500 1400 1800 2400 3000 3800 5000 5500
MP Req'd 14 14 14 14 14 14 14 14 14 14

Wait Time 00 195 193 190 188 185 183 180 178 IS
Domoge Amount 305 310 315 320 325 330 335 340 345 350

SHINING BLADE
Spedul attack—major damage to one enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Dividing Heaven Level 6

Illllllln“nlﬁl

SP Cost 400 600 1500 1900 2500 3200 4000 5200 5700
MP Req'd u 2% 24 % 24 u u 2% 24 u

Wait Time 200 195 193 190 188 185 183 180 178 175
Domage Amount 255 260 265 270 275 280 285 290 295 300

QRAND CROSS

| Speciol aftack—major damage fo all enemies.

} LEVEL LEARNED ADDITIONAL REQUIREMENTS

Sonic Wave Level 5 & Shining Blode Level 5

lllll.ll“nl'ﬂ

SP Cost 600 900 1600 2000 2600 3300 4100 5300 6000
WP Req'd 36 36 36 36 36 3 36 36 36 36

Wait Time 200 200 200 200 200 200 200 200 200 200
Domage Amount 255 260 265 270 275 280 285 290 295 300

SU:’P{ RNOVA
E Cm;p Attack—major domage fo all enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Talk to Gilbert Brown after returning from M. Fuji.

lllll.ll-n-“nlﬂ

SP Cost 800 1200 1800 2200 2800 3500 4500 5500 7500
MP Req'd 52 51 50 49 48 47 46 45 44 43
Wait Time. 250 250 250 250 250 250 250 250 250 250
Domoge Amount 355 360 345 370 375 380 385 390 395 400

POWER BOOST
 Temporarily boosts airship AP.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
6

T e e e O S T P

SP Cost 10 20 5 100 200 400 600 800 1000
MP Req'd ) 6 6 5 5 5 4 4 4 3

Wait Time 100 100 100 100 100 100 100 100 100 100
AP Increase 10% 15%  20%  25%  30%  35%  40%  45%  50% 5%

WII.D RUSH

&l | Deals domage fo a group of enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

llnnn-n-nnm

SP Cost 20 50 100 200 400 700 1100 1400 1800
MP Req'd 9 9 8 8 7 7k 7 ] ] 3
Wait Time 1250 181250 1o 125 TR g i an = R 25T R 250 D15 S R 7
Domage Amount ~ 1.55 160 1.65 170 175 180 185 190 195 200
P | Deu/s major damage fo one enemy.

S (W LEVEL LEARNED ADDITIONAL REQUIREMENTS

Wild Rush Level 3

nnnn-n-nnm
SI’ Cost : 60 120 240 360 480 720 960 1200
MPReq'd 12 II n 10 10 9 9 8 8 7
Wait Time 1250 BTS00 RS RS A1 Z5 SR P hiS 1250 (U125 74 ERl 2
Domoge Amount 205 200 215 220 225 230 235 240 245 250
U%N-LIIMITEB

Chance for o ciitcal atfack on an enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

22 Power Boost Level 3 & Wild Rush Level 5
P e e e e T T e e T

P (ot 100 150 200 400 600 800 1200 1500 1800
P Req'd 0 T e T e v
Vi Tine 150 12 | TSR Sz s sl s 7 s TS
QoMo qox % lew | 186 2% 2% 2% 2% 3%

LIMIT EXCEL

Assault while providing Cover Fire.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

29 Spiral Arrow Level 5 & Unlimited Level 5

llnnnnnnlm

SP Cost 200 35 600 800 1000 1200 1400 1700 2000
MP Req'd 2 2 25 25 24 4 4 3 2 2

Wait Time e S R s O o S R S
Domage Amount 255 260 265 270 275 280 285 290 295 3.00

1
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s

Temporarily boosts your Gritcal %.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
2

IM-IIIIIIIIII“III'EI

SP Cost G 10 20 50 100 200 400 600 800 1000

MP Req'd 4 4 4 3 3 3 2 2 2 1

Wait Time 75 75 75 75 75 75 75 75 75 75
| Ciiticol % 10%  15% 0%  25%  30%  35%  40% 45%  50%  55%

STEAL

| Steal an item from the enemy.
i { LEVEL LEARNED
4

(O T e L AT

ADDITIONAL REQUIREMENTS

SP Cost g 20 5 700 200 400 700 1100 1400 1800
MP Req'd 10 9 9 8 8 7 7 ] 6 5
Wait Time 12570 0 5 s 0 1250 1 T 1258 125 o (195 s

Steol SuccessRote -~ 25%  30%  35%  40% 4%  S0%  55%  60%  65%  70%

| Raoom swor

| Attacks o random number of fimes.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Illlnn-n-“nlﬁl

1 SP Cost & 100 150 400 800 1200 1600 2400 3000 3600
; MP Req'd 10 9 9 8 8 7 7 ) 6 b
Wait Time 1125 %1250 S 25 1250 1 755 125 S 125 125 Ei10s 05

Nomber of Attacks 34 34 34 34 34 4 A5 di ) (h4S 5

Cure al status effects for one party member.

“| 8 LEVEL LEARNED ADDITIONAL REQUIREMENTS
o 9

(e T P S e . S P

SP Cost : 30 60 120 240 360 480 720 960 1200
MP Req'd [ 6 6 ) 5 5 4 4 4 3

& Wait Time 12555207 i8S (W15 LSS 1053 [S1087 S05 S = 1037 (5100

™ (PR 3 T L o e et
e Wit Time 15 15 1503 35 150 s i s s
r( 0P Dovn Amoum ao% W% ADW A5G S0% 5% 60 5% T0% 7%

Lower’s one enemy’s DP
ADDITIONAL REQUIREMENTS

12 Lock On Level 5

T e [ S

250 400 700 1000 1300 1600 1900 2200 2500

@Pﬁi@ BOOST

\ Temporaril boosts one party member’s AG.

i
Ilnnn-n-nnm

SP Cost : 20 5 100 200 800 1400 2200 2800 3600
MP Req'd 8 8 8 7 if 7 (] 6 6 5
Wait Time 125 1200 0180 N5 S8 1100 108, T0se 103 1100

AG Increase 35% 0%  45%  50%  55%  60%  65% 70% 75%  80%

Random Shot Level 5

Il-lln-ll-“nl'ﬂ

SP Cost & 250 400 700 1000 1300 1600 1900 2200 2500
MPReq'd 15 14 13 12 il n 10 98 8 75
Wait Time (505 SE1458 a3 =S40 5 S SH 0 IR1350 \S133 A N a0is (8128 15175

Domoge Amount 115 120 125 130 135 140 145 150 155 1.0

NO TRACE

Temporarily Shields you from enemy fargefing.

| 8 5 v
! LEVEL LEARNED ADDITIONAL REQUIREMENTS
] S 17
e—
I ] e T 3 2 o T
SP Cost E 30 60 120 240 360 480 720 960 1200
MP Req'd 4 4 4 3 3 3 2 2 2 1
Wait Time 2T A5 2500 12575 il 2 5o S 25 SRR 25T N H/5 1 2500 (125 : “
High chance of success to escape a baftle.
LEVEL LEARNED ADDITIONAL REQUIREMENTS
18 Steal Level 3 & Speed Boost Level 3 3
] T e e s o 70 e e T ST
SP Cost 3 20 50 100 200 400 700 1100 1400 1800
MP Req'd 5 5 5 5 5 5 5 5 ) 5

Wait Time: 1255 SA125 - RA12500 SRI251 T 258 1250 WN25 0 R 261 12510 128
55% 60% 65% 70% 75% 80% 5%  90%  95%  100%

Run Success %




HEAVY SHOT

Increases Wait Time for one enemy.

LEVEL LEARNED
23

ADDITIONAL REQUIREMENTS
Lock On Level 5 & Steal Level 3

T 7 o T o A T )

P (st 200 350 600 1200 1800 2200 3000 3500 4000
M Rer'd 7% T e T R i e
Vi Tine 15 15 125 15 05 15 15 15 1% 1%
WorlmeMdid 1oy 20 2% a6 % AN A6 50K 5K 6%

Temporarily boosts AG for all party members.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Speed Boost Level 5

Illl-n-n-nlllﬁl

SP Cost 300 1000 1400 1800 2400 3000 3800 4600 5400
MP Req'd 14 14 13 13 12 12 12 n n 10
Wait Time 12501020 IR SAAS S A 0 FR108 8 05 SN 103 T 00
AGI Increase: 25% 30% 3% 0% 45%  50%  55%  60%  65%  70%

Reduces chance to meet enemies (use during exploration).

LEVEL LEARNED ADDITIONAL REQUIREMENTS

27 No Trace Level 3 & Hyper Speed Level 5
e e P 7 e e e R

SP Cost 30 60 120 240 360 480 720 960 1200
MP Req'd 8 8 8 7 /i 7 6 6 6 5
Wait Time : . - - - . : . .

mm SHOT
g3l Has o chance fo instantly kill the farget.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

30 Lock On Level 6 & Heavy Shot Level 5
ll--n-n-nnm

SP Cost 400 600 800 1000 1400 1800 2200 2600 3000
WP Req'd A A T ] e A o v i e
Wait Time 1250 WSt g5 o L A s s s i s
MigBow 5% 0% 28 3% 8% A6 4% SO% 5K 60%
. . Deals major domage fo one enemy.
(EVEL LEARNED ADDITIONAL REQUIREMENTS
35 Lock On Level 5 & Speed Boost Level 5

T T 7 ) T ) 7 T T O

SP Cost 300 500 1400 1800 2400 3000 3800 5000 5500
MP Req'd 27 n 2 by n 2 2 2 2 2

Wait Time 175 170 168 165 163 160 158 155 153 150
Domoge Amount 2.5 260 265 270 275 280 285 290 295 300

Special attack—major domage fo allenemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

L 40 Meteor Shot Level 5 & Buster Shot Level 5
1 e e o e T B T

SP Cost 600 900 1600 2000 2600 3300 4100 5300 6000
MP Req'd 34 34 34 34 34 34 34 34 3 34
Wait Time 1750 8175 s IS IS TS B Ea s S8 S SRS
Damage Amount 255 2.60 265 270 275 280 285 290 295 300

ﬁ@w DRIVE

Co-0p attack—major damage o all enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Talk to Elisabeth ofter rescuing her from the sky pirates.

——
(P i o o T T

SP Cost 800 1200 1800 2200 2800 3500 4500 5500 7500
MP Req'd 54 5 52 51 50 49 48 4 46 45

Wait Time 2050 275 N5 8 i es SR 2058 WS R05 S 095 s LS
Domoge Amount 3.5 360 365 370 375 380 385 390 395 400

RAPID SHOT

Not powerful, but has a short Wait Time.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

“-ﬂn-ﬂ-ﬂnm

SP Cost = 10 20 50 100 200 400 600 800 1000

MP Req'd 9 9 8 8 7 fj i 6 6 5

Wait Time. 75 69 66 63 60 57 54 51 48 45

Domoge Amount ~ 0.35 040 045 050 055 060 065 070 075 080
RN ACC

Boost the mrxh/p S EVA.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
10

nnnnnnm

P Cost 0 50 100 200 400 700 1100 1400 1800
WP Reg'd 0 T T e e e U I e

WatTie 100 100 100 100 100 100 100 100 100 100
hhoems s 6w 6% 0% 7% BO% B 90K 9% 100K

SUPPORT SHOT

Attacks an enemy with another party member's attack.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
1

1P T 5 e A

SP Cost 30 60 120 240 360 480 720 960 1200
MP Req'd 6 6 6 5 5 5 4 4 4 3

Wait Time 2558250 SRy S 250 05 C 25 S ST 250 1255 250041 75
DomogeAmount 105 110 115 120 125 130 135 140 145 150

Attacks a group of enemies multple fimes.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Rapid Shot Level 3
llnlln-n-nnlm

SP Cost 700 200 300 500 700 900 1100 1300 1500
MP Req'd 12 n 1 10 9 9 8 8 7 6

Wait Time 250 200 FAI250 125 w25 0 S 25 IR 250 25 S iR 195 28
Domoge Amount 1.5 120 125 130 135 140 145 150 155 1.60

SHOT

Increases Wait Time for a group of enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

26 Support Shot Level 5 & Flare Shot Level 5
.Inl.ll-n-nnm

sr st 200 350 600 80 1000 1200 1400 1700 2000
P Regd T T 2 T T o e o O
Vi Tine 515 15 15 15 15 15 15 15 15
WolmeMdod 1y w29 G S 0K A% SBE 5% 604

A
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Mag)( that deals Fire damage o one enemy.

‘ LEVEL LEARNED ADDITIONAL REQUIREMENTS.
E

SP Cost 5 20 50 100 200 400 700 1100 1400 1800
MP Req'd 8 8 i 7 6 6 6 5 5 4
Wait Time 125 120 118 115 13 110 108 105 103 100

Domage Amount ~ 1.15 120 125 130 135 140 145 150 155 1.0

F LANMM
55l Magic that deals Fire domage to all enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Flanma Level 3

nn-n-n-nnm

SP Cost : 100 200 300 500 700 900 1100 1300 1500
| MP Req'd 16 15 14 13 12 12 n 10 9 8
Wait Time 1500 145 143 40 138 135 133 1300 128 125

Domoge Amount 075 080 085 090 095 100 105 110 115 120

Magic that deals Water domage to one enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

nnnn-n-nnlm

SP Cost 3 20 50 100 200 400 700 1100 1400 1800
MP Req'd 8 8 i 7 6 6 6 5 5 4
Wait Time 1255 Nal0R) IS SilTa gy Sl 0T pl0Bs S5y S 103 100,

Domoge Amount 115 120 125 130 135 140 145 150 155 1.60

LEVEL LEARNED ADDITIONAL REQUIREMENTS

(% Frosst Level 3

ll-llll-ll-nlllnl
5ot 100 200 30 500 700 900 1100 1300 1500
P Req'd T v W O e
Vit Tme 150 WM 18 1% 1B 10 18 125
146 Dmehount 075 100 105 110 115 120

I o T e e A I

Skills

RIA

| Magic that deals Wind domage fo one enemy.

; LEVEL LEARNED ADDITIONAL REQUIREMENTS
B ©

T e e e e e B T

SP Cost - 20 50 100 200 400 700 1100 1400 1800
P Req'd 8 8 7 7 6 6 6 5 5 4

Wait Time 125 FRI20% RN S 3 Eald0E | 108y FE105 4 F103 )8 100
Domage Amount 115 120 125 130 135 140 145 150 155 160

Mﬂgn‘ that deals Wind damage fo oll enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Aeria Level 3
nllllnnnnm
SP Cost = 100 200 300 500 700 900 1100 1300 1500
MP Req'd 18 15 14 13 12 12 1 10 9 8
Wait Time 150771457 143, 1400 D138 135 138 130 198, 125,

Domoge Amount 075 080 085 090 095 100 105 110 115 120

GROUNDA

| Magic that deals Earth damage to one enemy.
j t LEVEL LEARNED ADDITIONAL REQUIREMENTS

| 14
——
e 8 o 7 s
SP Cost : 20 50 100 200 400 700 1100 1400 1800
P Req'd 8 8 7 T (] 6 6 5 5 4
Wait Time: (057 A0 Pl s i3 0T 08 105 108", 500

Domage Amount 115 120 125 130 135 140 145 150 155 160

GROUNDALE

i | Magic that deals Farth domage fo all enemies.

| L ADDITIONAL REGUIREMENTS

| 15 Grounda Level 3

1 5 P e s T

SP Cost ; 100 200 300 500 700 900 1100 1300 1500
MP Req'd 16 15 14 13 12 12 n 10 9 8
Wait Time 1500 1450148 | 40 1880 ) 185|183 1180 | 128500025

Domage Amount 075 080 085 090 095 100 105 110 115 120

LIFE DRAIN
Drains HP from one enemy.

ADDITIONAL REQUIREHENTS
16

v

TRRT—=
1P o e T e e L

SP Cost - 20 50 100 200 800 1400 2200 2800 3600
MP Req'd 10 9 il 8 8 /i 7 6 6 5
Wait Time 15000 145 1431400 138 185 N33 1300 128 A2

HP Drain Amount ~ 0.45 050 055 060 065 070 075 080 085 090




SKILL BREAK

Temporarily stops one enemy from using skilks.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

ZE

P e e R 0 O R

P Cost -3 50 100 200 400 700 1100 1400 1800
P Req'd TS TS PTaiE BRTRTE T Prres By i e g
WatTime 125 120 M8 15 N3 10 108 105 103 100
fhonie o 2% 30% 3% 0% 4% S0%  55%  60% 65 70%

DARK RAY

Mﬂgu that deals Dark damage fo one enemy.

LEVEL mRNED
Flonma Level 5 & Frost Level 5 & Aeria Level 5
& Grounda Level 5

) e P Sl PR T

SP Cost 5 200 35 600 800 1000 1200 1400 1700 2000
MP Req'd 20 18 17 16 15 14 13 12 n 10
Wait Time 125 11200 S8 5 DR O 108 (1050 G103 2100

Domage Amount 205 210 215 220 225 230 235 240 245 250

MAGIC SHELL
A magic reflecting barrier for one party member.

1 |[ = LEVEL LEARNED ADDITIONAL REQUIREMENTS
———

[
(T e o o 7 O T TR

P Cost 5 30 50 200 400 700 1100 1400 1800 1800
MP Req'd 10 10 v o} 8 8 8 1 7 6
Wait Time 125 025 s (1258 125500 10oRs IR 25 18 M 1258 N1 25 e 258 (8 15

Drains MP fmm one enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
|

Skill Break Level 5
“nﬂn-n-ﬂn‘ﬂ

SP Cost 30 60 120 240 720 960 1440 1920 2400
P Req'd 10 9 v 8 8 7 I 6 6 5
Wait Time. 150 145 143 140 138 135 133 130 128 125

MP Droin Amount ~ 0.30 ~ 0.35 040 045 050 055 060 065 070 075

SPEED BRAKE
Temporarify decreases one enemy’s AGI.

B LEVEL LEARNED ADDITIONAL REQUIREMENTS
| 35

T—;
1 i T o T R

SP Cost o 30 50 100 200 400 700 1100 1400 1800
MP Req'd 12 12 11 n 10 10 10 9 9 8
Wait Time 1250120, 1180 e s IO (ST 08 105 851030 100

AGI Decrease 15% 2% 25% 30% 35%  40% 45% @ S0%  55%  60%

Norv¢lemental magic that domages al enemies.

LEVEL LEAKN[D ADDITIONAL REQUIREMENTS
Flanmoa Level 5 & Frostana Level 5
R Aeriara Level 5 & Groundale Level 5

“nﬂn-n-ﬂnm

SP Cnxt 4 600 900 1600 2000 2600 3300 4100 5300 6000
MP Req'd 40 40 40 40 40 40 40 40 40 40
Wait Time 180 180 180 180 180 180 180 180 180 180

Domoge Amount ~ 2.55 260 265 270 275 280 285 290 295 3.00

Co-op attack—major damage fo all enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Visit Medea’s grave after refurning from the Amazon

1 T P e s 0 B T

SP Cost : 800 1200 1800 2200 2800 3500 4500 5500 7500
MP Req'd 56 55 54 5 52 51 50 49 48 41
Wait Time 235 1 235 2850 | 285 2350 235 | 235 [W235) 735 235

Domage Amount 355 360 365 370 375 380 385 390 395 4.00

MAGIC SHIELD

Temporarily boosts the airship’s M. DP

LEVEL LEARNED ADDITIONAL REQUIREMENTS
10

 ——
1 T s T S R T

SP Cost & 20 50 100 200 400 700 1100 1400 1800
1P Req'd 6 6 6 5 5 5 4 4 4 3
Wait Time (1258 250 12578 (251 (125 S R 250 SRI25 T I | 2518 I 1255 S 25

MDPhcese s g0w 6w M6 7% G0% 8% 9% 9% 100%

Deals major domage fo'a group of enemies.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

n---nn-nnm

SP Cost ¢ 30 5 100 200 400 700 1100 1400 1800
MP Req'd 10 9 9 8 8 7 1 6 6 5
Wait Time 150 145 143 140 138 135 133 130 128 125

Domoge Amount 105 110 115 120 125 130 135 140 145 150

Temporarily decreases one enemy’s AGl.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Magic Shower Level 5

n-nn-n-nnm

SP Cost 30 5 100 200 400 700 1100 1400 1800
MP Req'd 12 n 1 10 ) 9 8 8 7 6
Wait Time 1255 ISR D4 20 N2 8 Sl 250 1200 12518 0125 % RilZ5

AGI Decrease 15%  20% 25%  30% 35% 40% 45%  50% 55%  60%

Mﬂ CANNON

Drains a portion of the domage dealf.

t LEVEL LEARNED ADDITIONAL REQUIREMENTS

Magic Shield Level 5
n-n--n-nm

SP Cost : 100 150 200 400 600 800 1200 1500 1800
MP Req'd 18 7 16 15 14 13 12 1 10 9
Wait Time 12918 Sl 12515 B25s W75 1200 280 (1 2618 125 B 25

END Drain Amount 1% 6% 11%  16% 2% 26%  31% 3% 4% 46%

AURORA CANNON

Major magic domage to a group of enemies.

a ADDITIONAL REQUIREMENTS

Magic Shield Level 8
llnnnnm

SP Cost i 200 35 600 800 1000 1200 1400 1700 2000
MP Req'd 2y 20 19 18 7 16 15 14 13 n
Wait Time 2550 1255 K1 250 25 Wl 25 B Sl 25 a1 20k Wl 08 25 e S5

Damoge Amount 215 220 225 230 235 240 245 250 255 260
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1 ..."l Restores one party member’s HP.

o :
nnnnnnm

SP Cost i 30 60 120 240 360 480 720 960 1200
MP Req'd 8 f 7 6 6 5 5 4 4 3
Wait Time W25 20 Wl e 20 G120 | S IS 25 RIS LD

HP Recovered 055 060 065 070 075 080 08 090 095 1.00

RECOVERY BELL

Revives one party member.

1 ! LEVEL LEARNED ADDITIONAL REQUIREMENTS
1
(o o R T
SP Cost 6 200 35 600 800 1000 1200 1400 1700 2000
MP Req'd 12 12 12 12 12 12 12 12 12 12
Wait Time 150 150 150 150 150 150 150 150 150 150

fPRpoedon 055 040 065 070 075 080 085 030 095 100

WARP GATE

gl Warp to the entrance of the dungeon (use during exploration).

=l
||
lllll.llnnnm

SP Cost G 30 60 120 240 360 480 720 960 1200
MP Req'd 8 8 8 7 i 7 6 6 6 5
’v".. 3 Wait Time: . . z 3 3 = 5 3 v

 HOLY BREEZE

Cure ol status effects for one party member

18 -
s s i R R O R R R

SP Cost g 30 60 120 240 360 480 720 960 1200
MP Req'd 6 [ (3 5 5 5 4 4 4 3

Wait Time 12 R R S L SR s )

Fiona’s
Skills

SOOTHING LIGHT

Restores HP for all party members.
|

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Hedling Breeze Level 5

llnnnnnm

1P Cost ; 700 150 200 400 600 800 1200 1500 1800
MP Req'd 15 14 13 12 1 n 10 2 8 7
Wait Time. 1500 1500 FA150° 150 507 1501500 1500 1500 150

HP Recovered 025 030 035 040 045 050 055 060 065 070

1 ] D 5 7 T A T

SP Cost . 30 60 120 240 720 960 1440 1920 2400
MP Req'd 6 6 [ 5 5 i} 4 4 4 3
Wait Time 1257 12088 SR A 3 S0 T08 T £91050) (4103 5 S0,

U] 025 030 035 040 045 050 055 060 065 070

Magic that deals Holy damage fo one enemy.

LEVEL LEARNED ADDITIONAL REQUIREMENTS
23 4

o o, e T P T

SP Cost ¢ 200 350 600 800 1000 1200 1400 1700 2000
MP Req'd 10 10 10 10 10 10 10 10 10 10
Wait Time 12555 W10 el SRUIST) S0 38 IN0:R S 1088 EN05H 108 100

Domoge Amount 120 125 130 135 140 145 150 155 160 145

WEI%FFE GALE

| Gives one porfy member an extro fum

1 ‘ LEVEL LEARNED

II-IIII-II-“II

ADDITIONAL REQUIREMENTS

SF Cost : 60 120 240 360 720 960 1440 1920 2400
MP Req'd 35 32 31 Vil 2 2 25 VL) 2 20
Wait Time 15078 S804 Rila0- S50 FAI5004 (5150 5 FR150°5 15008 1508 50

ANGEL'S SONG

Slowly restores HP/MP for one party member.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

26 Healing Breeze Level 3 & Blessing Breeze Level 5
5
lln-n-n-nnm
SP[nst 3 250 400 700 7000 1300 1600 1900 2200 2500
MP Req'd 8 8 8 7 7 I 6 6 6 5
Wait Time 1255 L010%5 o N s o 0 a8 TR 0Rs (0B R 5 1058 Si103 ¥ S0




SPIRITUAL LIGHT
Temporarily boosts SPI for the enfire party.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Blessing Breeze Level 5

nnnnnnnm

5P Cos 300 1000 1400 1800 2400 3000 3800 4600 5400
NP Reg'd 72 T T T T T P s
Wi Time 15 10 1 N5 M3 Mo 108 105 103 100
inbesns w3 dow sk sme [ Sw e 6% | 70% 7%

LUMIERANA

| _!'f. Magic that deals Holy domage fo all enemies.
.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Lumiera Level 5

lln---n-nnm

SF Cost 5 300 500 700 900 1200 1500 1900 2300 2700
MPReq'd - 2 n 7 2 2k n n 7 7 n
Wait Time 150 145 143 140 138 135 138 130 128 125
Domage Amount 060 065 070 075 080 085 090 095 1.00 1.05

MIRACULOUS BREE
Temporarily boost allstats of one party member

LEVEL LEARNED ADDITIONAL REQUIREMENTS
33

1 s 7 T

SP Cost - 300 1000 1400 1800 2400 3000 3800 4600 5400
P Reg'd G0 0 AT T e O ) e
Wait Time 130 125 123 120 18 N5 113 10 108 105
MiStolsinceose  15%  20%  25%  30%  35%  40%  45%  S0%  55%  60%
BLUE WHIRLWIN
{ n Allows one party member fo act twice in a row.
i o LEVEL LEARNED ADDITIONAL REQUIREMENTS
1 35 White Gale Level 5
1 o e ) A T R
SP Cost - 100 15 300 400 800 1400 2200 2800 3600
P Req'd T A S R R R PR R e T
Wait Time 10 150 150 150 150 150 150 150 150 150
?“' Sacifice yourself to heal all party members.
"r- 1 LEVEL LEARNED ADDITIONAL REQUIREMENTS
i, s 38 Recovery Bell Level 5 & Soothing Light Level 5
1 e e e e o R T
SP Cost - 300 500 700 900 1200 1500 1900 2300 2700
WP Reg'd A T T T T e T e
WaitTime 12500 155 25 s s s N s s B b
b ,5555{,?‘*“ 100 105 100 115 120 125 130 135 140 145
Holy dumﬂge fo a// enemies & heals your party.
LEVEL LEARNED ADDITIONAL REQUIREMENTS
40 Soothing Light Level 6 & Lumierana Level 5
llnﬂll-ll-nnm
SP Cost - 600 900 1600 2000 2600 3300 4100 5300 6000
P Req'd 3015 TG0 FEraa o i s e S e
Wait Time 190 19 19 19 1% 1% 19 19 190 190
Domoge Amount 255 260 265 270 275 280 285 290 295 300

l_al@l.Y BELL

(Co-0p atfack—major domage fo all enemies.
i

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Defeat Freyja and exit the Acropols.

nn-n-n-nnm

SP Cost s 800 1200 1800 2200 2800 3500 4500 5500 7500
MP Req'd 54 53 52 51 50 49 48 47 46 45
Wait Time 240 240 240 240 240 240 240 240 240 240
Domoge Amount 3.5 360 365 370 375 380 385 390 395 400

ORCE
(= = ‘, | Restores the airship’s END.

] |g Ji ADDITIONAL REQUIREMENTS

i
Il-ll--ll-nlllm

sp st 050 100 200 800 1400 2200 2600 3400
WP Reg'd 1 T A I i
Wit Time 0 M5 M3 M0 1% 135 1B 10 128 1%
iNoReowery 050 075 100 150 200 300 400 500 600 7.00

ANTI-DEFECT
Cure all status effects for the airship

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Repair Force Level 3

IIII-II-II-““III

SP Cost s 30 60 120 240 720 960 1440 1920 2400
MP Req'd 6 6 6 5 5 D 4 4 4 3
Wait Time: 125 081208 00 118 3 50 Sal 3 L0 JR1 08 1058 F103 18 5100

Temporarily booss the airship’s DP

II-IIII-II-“II“

sr Cos - 10 150 200 400 600 600 1200 1500 1800
WP Re'd T s e o R
Vit Tme 1515 15 15 15 15 15 15 15 15
Mhhowse sg6 60 6% M TS B0% % 0% 9% 100%

AERO FIELD

Counterattacks enemies with an orb.

LEVEL LEARNED ADDITIONAL REQUIREMENTS

Guard Shield Level 3
llnnnnnnm

SP Cost s 30 60 120 240 360 480 720 960 1200
MP Req'd 12 1 1 10 9 9 8 8 % 6
Wait Time 12500 71250 1125 | S12501 151250 1255 125 il 250 L 125
MIRACLE BLAST

i 3 Deals magic damage fo all enemies.

| I8 LEVEL LEARNED ADDITIONAL REQUIREMENTS

‘ 27 Anti-Defect Level 3 & Aero Field Level 5
e e s S A
SP Cost 5 200 35 600 800 1000 1200 1400 1700 2000
P Req'd 45 4 39 36 34 3 2 27 25 2
Wait Time. AE50S 2SI IS 1250 W25 R ka5 250 ST 1269 L 1250 25
Domage Amount ~ 2.55 260 265 270 275 280 285 290 295 300

&
Y

149




150

The party will come to possess hundreds of different items, gadgets, and pieces of equipment over the course
of their adventure around the world. Every item encountered in the game is automatically logged in the
Adventurer’s Notebook. This chapter uses the numlwring system founa[ in the Adventurer’s Notebook but
contains a wealth ofada’ftianal data you won't ﬁnd anywlzere else! Consult the tables in this chapter ][or
help in locating the best items and managing your inventory. Much of the information presented here is self-

explanatory, but there are some extra pieces of information that require a bit of elaboration.

LONDON SHOPPING

You'll no doubt notice London listed as the location for many pieces of equipment that are not available right away. The shops in London expand their invenfory
every fime you fravel to another ity with airship docks for the first fime. Though you will most likely find better equipment by searching each and every dungeon
thoroughly, it's a good idea fo check the London shops periodically throughout the adventure to see what is new in stock.

Weapons Data The weapons data s divided info sections for each of the four party members. Al weapons have  sight increase fo both physical attacking power (AP) and also magical /skill atfacking
power (M. AP) as well as accuracy (ACC). Some weapons are also elemental in nature or have a chance of imparting a stafus effect.

Armor Data Each piece of armor profects against defensive attacks (DP) and magical /skill attacks (M. DP) and helps raise the character’s evasiveness and aglty (EVA). Some pieces or armor also ward
against elemental aftacks. The numbers represented in the columns under each of the elementals represent a percent damage reduction for attacks of that kind. For example the Etema Clothes have a rafing
of 25 for Fire. This means that f the wearer i hit by o Fire-based attack, the damage he,/she incurs will be reduced by 25%. Many pieces of armor can be wom by allfour party members while ofhers can
only be wor by males or females. The best armor is unique fo each character.

Consumable Items  The majority of the items found in this fable can be purchased in shops around the world (or eventually back in London) but the various Shards and Chalice of Miracles cannot be
purchased at any shop—the only way fo get them is in freasure chests o through batfle with speciic enemies located in the dungeons listed.

Airship Weapons Each character mans a specific type of weapon system on the irship, much fike on foot. The only maior difference with respect to irship weapons s the direcfional variafions each
weapon has. A weapon's effectiveness varies depending i the forget s fo the lef, straight ahead, or o the right of the airship. The numbers listed in these columns represent an attack muliplier for o specific
direction. A afing of 1.00 i equal to the base AP rafing for the weapon and a rafing of 2.00 means the weapon will defver twice the damage i that direction. This informafion i cisplayed during battls by
artows: he redder the arrow, the more damage the weapon will do in that directon. Lastly, nofe that many of the best weapons are only found as “plans” and must be buit by the craftsman in Tokyo (see
he Valuable fems toble for defal).

Airship Armor The shields designed for the airships function the same way as amor does for e individual characters. Shields protect against physical, magical, and some elemental attacks as wel
(when applicable). As with the airship weapons, many of the best cirship shields can nly be obtuined through the craftsman in Tokyo after you find their comresponding plans.

Upgrade Parts These fen Upgrade Parts are the only way to increase the durabilty (END) of the airhip. Stop e airship parts store whenever arriving in a new city and purchase the available Upgrade
Part before doing anything else—they are that importunt! Upgrade Parts are instantly installed and cannot be removed or sold. Their effects stack: think of them s layers of armor plaing that you gradually
apply one over the other fo increase the airship’s durabilty.

Gadgets Godgets are mysterious tems scattered actoss the world whose frue idenity and value remains a secret unil appraised. Look for items with genericounding names such as “Mysterious Stone”
or “Beautful Gem" and bring it to the nearest Adventurer's Assoiation office. Every branch has o man (usually on the second floor) in a suit who will appraise the items for a preset fee. Equip the identiied
qadget as you would any other piece of equipment.

Valuables The tems fised in his section are primariy quest+elated items that are either necessary fo progress the story or complete Adventurer's Associafion quests. The only excepfion o this are the
armor and weapons plans that will be found. Similar fo gadgets, these blueprints must be given to the crafisman in Tokyo who will then build you e piece of airship equipment for a fee. Some of these
items are extrernely expensive so start saving early!




Weapons
EDDIE’S WEAPONS

NO_ INAME | AP [M.AP| ACC | ELEMENT [ EFFECT | BUY | SELL JLOCATION [ IMAGE |
001 Short Sword 5 2 9 100 5 London \
002 Claymore 10 a5 eiany 250 125 Gio \\X
003  Pirate Saber 15 8 10 Poison 350 175 Cape Town &
004 Steel Sword 18 g 8 400 200 London \
005 Gladius 22 1 14 500 250 Eterna Mines W,
006 Rapier 2 12 18 Wind 600 300 Saint Petershurg N "
007  Flame Kukri 28 4 n Fire 800 400 London \
008 Ice Brand 306 19 Vo 900 450 Sibrion Bse \\
009 Hunter Blade 37 20 15 Paralysis 1200 600 Eterna Mines \
010 Flamberge 484 = R0 Fire 1800 900 Delhi \
011 Stone Blade 52 = 260 25 Farth Petrify 2500 1250 Nirvana Polace \
012 Samurai Sword 58 29 23 Dark 3100 1550 Tokyo \ %
013 Murakumo Sword 65 32 25 4200 2100 London ;\
014 Holy Knife 6815 AN 35 Holy 5900 2950 New York .
015 Blue Dragon Sword 76 38 32 6500 3250 Teofihuacan \
016 Shotel 77 38 31 6850 3425 Tokar Village &\
017 Ancient Blade 80 40 33 Farth Confuse 9500 4750 Atlontis \
018  Mistilteinn 85 42 35 10000 5000  Acropolis x
019 White Tiger Blade 89 44 37 12000 6000 Royal Exploration Agency \\_\
020 Branched Sword % 48 3 13500 6750 My \
021 Gold Brand 00 50 40 15000 7500 Land of Korol \\
022  Eterna Blade 110: 2055 50 Holy 16000 8000 Tower of the Sun ¥
023 Sun Blade 120 60 60 999999 500000  Mt. Avarat \
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152

024

025

026

027

028

029

030

031

032

033

034

035

036

037

038

039

040

041

042

043

044

045

046

047

Pistol

Handgun
Wheel Lock Gun
Long Barrel
Drum Machine Gun
Cabal Gun
Poison Killer
Twin Barrel
Flintlock Gun
Ray Blaster
Ruin Blaster
Dragonhead
Machine Gun
Flare Crosshow
Hunter Shot
Shotgun
Tri-Shot

Night Shot

Rat Shooter
Big Cannon
Aqua Shot
Skullhead
Feather Shot

Chronos Gear

4

2

39

42

44

50

53

64

68

70

72

72

74

75

75

80

82

il

95

2

20

2

22

25

26

32

34

35

36

36

37

38

38

40

a

46

48

20

2

20

30

28

26

30

28

34

32

WENT | EFFECL | BUY L SHL_LodTion
] < 80 40
200 100 Caio
330 165 Cape Town
400 200 London
580 290 Siberin Village
Dark 800 400 Siberian Base
Poison 1650 825 london
2500 1250 Delhi
2800 1400 Nirvana Palace
3000 1500 Tokyo
4000 2000 London
Fire 5000 2500 M. Fuji Base
5800 2900 New York
Fire 2200 1100 London
6700 3350 Rio de Joneiro
Poralysis 6900 3450 Tokar Village
7000 3500 Teofihuocon
Dark 8500 4250 London
Confuse 9200 4600 Atlontis
9800 4900 Acropolis
Water 13000 6500 Royal Exploration Agency
Dark Curse 14000 7000 Tomb Chapel
Wind 15000 7500 Land of Korol
999999 500000 Nirvana Palace
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CERRETSN P AUR e

% n

048

049

050

051

052

053

054

055

056

057

058

059

060

061

062

063

064

065

066

067

068

Witch's Mace
Morning Star

War Hammer
Flame Hammer
Farth Club

Wediat Mace
Witch's Broom
Ogre's Iron Club
Golden Club

Apple Hammer
Christmas Stick
Larc du Sol
Tezcatlipoca
Zephyros Hammer
Trolk'in Mace
Water Spirit Mace
Magical Wand
Bear Head
Promethean Hammer
Eterna Mace

Daemon Mace

Al

24

30

35

35

48

54

55

59

62

65

68

74

76

22

ks

29

36

42

54

58

65

66

7

74

8

82

15

13

2

25

27

2

20

| ELEMENT | EFFECT | BUY | SELL |
100 50
330 165
580 290
Fire 600 300
Earth 1100 550
2500 1250
3200 1600
3500 1750
4000 2000
4800 2400
Water 5600 2800
Fire 7300 3650
7850 3925
8500 4250
9350 4675
Water 10500 5250
12000 6000
12500 6250
13800 6900
Holy 15200 7600
Dark 999999 500000

LOCATION.

Cape Town

Saint Petershurg
Tower of Babel

Mt Ararat

Nirvana Palace
Dungeon of Lemuria
Tokyo

London

Mt. Fuji Base

New York

£l Dorado

Rio de Jangiro
Merveille Village
Atlantis

Acropolis

Royal Exploration Agency
Mu

Tomb Chapel

Tower of the Sun

Eterna Mines

o
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N NAME T AP M. APL ACC L ELEMENT | EFfET |

069

070

071

072

073

074

075

076

077

078

079

080

081

082

083

084

085

086

087

088

089

090

White Wand
Fairy Wand
Flame Staff
Lance Rod
Bladed Wand
Aurora Wand
Flame Wand
Holy Rod
Obelisk Rod
Batile Staff
Aqua Staff
Yggdrasil Wand
Stone Rod
Skull Rod
Laurel Staff
Anubis' Wand
Teus' Wand
Harp Moon Wand
Angel Staff
Korol Wand
Eterna Rod

White Holy Wand

2

28

28

30

32

35

38

40

42

82

90

18

21

24

27

32

39

39

42

45

49

98

101

105

115

126

25

27

30

34

38

45

60

Fire

Wind
Water
Fire

Holy

Wind

Water

Earth

Dark

Earth
Holy

Holy

Darkness

Confuse

Petrify

Curse

BUY | SELL ILOCATION [ IMAGE ]
480 u -
500 250 Sherion Vilage \
750 375 Siberian Base \
1150 575 M At \
%
1500 750 Delhi \
W0 1225 Lowdn -+
2700 1350 Nirvano Palace \
3000 1500 Tokyo \
3200 1600 Dungeon of Lemuria \
4500 2250 Mt. Fuji Base
6000 3000 New York \
790 3950 RiodeJoneio \
8000 4000 London \
8200 4100 Tokar Village \
8300 4150 E Dorado %
'S
8800 4400 Atlantis \
! X
9500 4750 Acropolis \\
500 5750 My - %
14200 7100 Tomb Chapel )
14500 7250 Landof Korol by
15800 7900 Tower of the Sun
999999 500000 My :




Hrmor
mmm_mmnmmmmmmmm

001 Adventurer's Wear 2 0 Al 40 London

002 Silk Clothes 20 H 13 O 0 0 0 0 0 Al 1500 750 Delhi

003 Demonic Clothes 35 el M8 E0 0 0 0 0 5 Al 4500 2250  Tokar Village

004 Eterna Clothes 55 B2l ) A S 25 25 25 0 0 Al 12000 6000  Land of Korol

005 Korol Attire 58 a0 48 S0 25 25 25 0 0 Darkness, Poralysis, Confuse, Poison Al 14500 7250 Tower of the Sun

006 Cotfon Clothes Ak ) Suign 0 0 0 0 0 e Males 90 45 (airo

007 Steel Suit e R0 0 0 0 (e Males 350 175 London

008  Fur Jacket 42 8 Sa il 25 0 0 0 0 Males 450 225 Saint Pefershurg

009 Silk Suit 028 SRl 2 A 0 0 0 0 i Males 1600 800 Dehi

010 Ninja Suit 282 (RlA A 810 0 0 0 0 0 Darkness, Poralyss, Confuse, Poison ~ Males 1900 950 Tokyo

011 Samurai Suit BUE 1612 (7670 25! 0 0 0 0 0 Dorkness, Paraysis, Confuse, Poison ~ Moles 2000 1000  London

012 Golden Suit s ) 0 0 0 0 0 Moles 4000 2000 New York

013 Stylish Suit 380 L1828 0 0 0 0 OE) R0 Moles 4500 2250 London

014 Survival Suit S 8 a5 B0 0 25 25 0 0 Darkness, Paralysis, Poison Males 5600 2800 Rio de Janeiro

015 Colorful Dress Gt il 0 0 0 0 0 00k Females 320 160 London

016 Woolen Skirt 120058 S 25 0 0 0 0 Females 460 230 Siberian Village

017 Silk Apron 215 eslAR SR 0 0 0 0 0 Femoles 1650 - 825 Delhi

018 Plumage 205 160 AT E 0 0 0 0 0 0 Females 2100 1050 Tokyo

019 Golden Dress 320 L B M50 0 0 0 0 0 0 Females 4000 2000 New York

020 Tropical Dress S eI 8 R0 0 0 0 0 0 Females 5200 2600 London

021 Dancer's Dress 361 el Bl 202 EiD. 0 0 0 0 0 Females 5500 2750 Rio de Joneiro

022 Leather Coat 43 ) L5 Bl 0 0 0 0 0 Eddie 120 60 London

023 Chain Coat 100D 47500 0 0 0 0 0 Eddie 200 100  Pyramid

024 Battle Coat 15002 B O 0 0 0 lije ] Eddie 500 250 Tower of Babel

025 Fur Coat Jei 09 734 0, 25 0 0 0 0 Eddie 600 300  London

026 Chain Mail 20818 1004 50 0 0 0 0 0 Eddie 1500 750 M. Ararat

027 Gorgeous Coat 420001875 263 (50 0 0 0 0 0 Eddie 5000 2500 El Dorado

028 Metal Coat 500 S0 283 150 0 0 0 0 Dl Eddie 8000 4000 Acropolis '\
029 Lacquer Armor ERE R 0 0 0 0 0 Poralysis, Poison Eddie 9250 4625 Mt Fuji Bose v
030 Odin Coat 58 24 34 0 0 0 0 SO0 1150 Eddie 12000 6000 My

031 Eterna Plate 7053200 7407 25 25 25 25 0 0 Eddie 999999 500000 Tower of the Sun

032 Leather Vest it T 4 0 0 0 0 0 Pad 100 50 London

033 Leather Jacket 8 1 150 0 0 0 0 0 Pad 180 90  Pyramid

034 Metal Vest ol e 930 0 0 0 0 0 Poison Pad 1300 650  Siberian Base

035 Gunman Vest ] 1081 &0 0 0 0 0 0 Paralysis, Poison Pad 1400 700 Mt. Ararat

036 Flame Vest 328 LR1T A 280 1125 0 0 0 0 el Pad 3000 1500 Mt Fuji Base

037  Army Vest 403 0205 2305 (80 0 0 0 0 0 Poison Pad 5000 2500 El Dorado

038 Metal Jacket 451 B03E WA0R R0 0 0 0 0 0 - Pad 9100 4550  Royal Exploration Agency

039 Dragon Vest S RaE A8 25 0 0 0 0 Pad 10000 5000 My

040 EnchontmentVest 65 30 50 0 0 0 0 0 0 Confuse Pad 999999 500000 Tower of the Moon

041 Witch's Cloak 10585 p 0 0 0 0 05 Melody 220 110 Cape Town

042 Leather Cloak T (Bl L2 D 0 0 0 00 Melody 490 245  Tower of Babel

043 Runed Cloak i 2 A8 0 0 0 0 0 Melody ~ 1450 725 Mt Avorat

044 Magician's Cloak el k) 0 0 0 0 0 Dorkness, Paralysis, Poison ~~ Melody ~ 1800 900  London

045 Chain Cloak S e k5 e 0 0 0 0 0 Melody 3050 1525 M. Fuji Base

046 Izanami’s Cloak aife e el 0 25 25 0 0 Melody 2200 1100 London

047 Dragon Cloak Qe o 2058 1078 RN e 2b 0 0 0 0 Paralysis, Poison Melody 4500 2250 Teofihuacan

048 Tropical Cloak LU 0 0 0 0 D Melody ~ 6900 3450 Tablet Temple

049 Sage's Cloak 450 300 05 PO s 25 25 0 0 Melody 11000 5500 My

050 Gothic Dress 50 a5 308 0 0 0 0 006 825 Melody 15000 7500  Hanging Gardens of Babylon R
051 Coquetish Dress 05,1507 1407 550 50 50 50 055250 Melody 999999 500000 Tower of the Moon gt
052 White Robe 9lalEs B 0 0 0 0 0 0 Fiona 480 240 Saint Petershurg <
053  Leather Robe I T 0 0 0 0 0 Fiona 1350 675 Mt. Ararat E
054 Silk Robe: 26 el slsH S 0 0 0 0 0 Fiona 4350 2175 Teofihuacan o
055 Incan Robe SHl R R Y 0 0 0 0 50 Fiona 5750 2875 London

056 Gorgeous Robe 208 S230 R0 0 0 0 0 0 0 Fiona 6200 3100 Tablet Temple

057  Evening Plumage AD SE2008 205 R0 0 0 05 8020 e 50 Fona 7100 3550 Atlantis

058  Saint's Robe A7 (285 a8 i 0 0 0 G gt Fona 9200 4600 Royal Exploration Agency

059 Tricolor oo 408300 B80T STA0 50 0 0 s Fiona 16000 8000 Tower of the Moon

060 Dress of Light ST S 25 25 50 0 Confuse Fiona 16000 ~ 8000 Hanging Gardens of Babylon

061 Angel Dress o eohil 0 RN EEE0 50 Dl 00 a0 Fiona 999999 500000 Hanging Gardens of Babylon 155




ARMOR cont.

INO. [NAME [ DP [D. MP| EVA [FIRE | WATER | WIND [EARTH[HOLY [DARK[EFFECT | WHO | BUY | SELL [LOCATION |
062 Bandana 12 0310 0 0 0 el g Al 56 28 london
063 Straw Hat 6 2 dae s 0 0 0 0 0 Darkness Al 230 115 Cape Town
064 Iron Straw Hat kv s 25 0 0 0 0 0 g Al 270 135 london
065 Fur Hood g Sl 25 0 0 0 0 Al 400 200  Saint Petershurg
066  Leather Cap ISR 0 0 0 00 Al 950 475  Dehi
067 Stylish Hat 2T 02 s R0 0 0 0 0% k0 Al 2800 1400  New York
068 Beret 20 e 0 0 0 0/ 0 - Al 3650 1825  Rio de Janeiro
069 Braided Crown 280 T e 0 0 0 25 0 Darkness Al 7200 3600 Mu
070  Eterna Crown 250 T o (b 25 25 25 0 0 Curse, Petrify Al 8400 4200  Land of Korol
071 Turban i/ 3 e 0 0 0 0 0 0 ; Males 750038 Cairo
072 Silk Hot 22510 1000 0 0 0 O 0 Males 2800 1400  New York
073  Pirate Hat 2358 g0 25 0 0 0 0 - Males 3000 1500  Tokar Village
074 Lace Veil Gl s (i) 0 0 0 0 0 Darkness Females 400 200  Siberion Village
075 Golden Hairpin 4 8 el b 0 0 0 0 0 - Females 1500 750  Tokyo
076  Katyusha 2072 e el 0 0 0 0F 0G0 . Females 3850 1925  Rio de Janeiro
077 Headgear e (i) 0 0 0 0 0 Eddie S0 London
078  Iron Helmet o i 08 0 0 0 0 0 - Eddie 500 250  Siberian Base
079 GoldenHeadband 20 10 8 0 0 0 0 0 0 Paralysis Eddie 2100 1050  Mt. Fuji Base
080 Hermes' Helmet 33 12010 225 ) 0 0 0 0 0 Curse, Pefrify Eddie 999999 500000 Hanging Gardens of Babylon
081 Gunman Hat 4 4 D 0 0 0 0 0 i Pad 100 50 Cairo
082 Sombrero 108 I 0 0 0 0 0 Darkness Pad 800 400 M. Ararat
083 Cowhoy Hat IS R ) 0 0 0 0 0 - Pad 3250 1625  Teofihuacan
084 Metal Cowboy Hat 30 18 25 0 0 0 0 0 0 Darkness Pad 999999 500000 Tower of the Moon
085 Wizard's Hat it gl el 0! 0 0 0 0 0 Melody ~ 420 210 Saint Petershurg
086 Magician's Hat Vi) Chhel) 0 0 0 0 0 - Melody 650 325 Eterna Mines
087 Sage’s Hat R e e 25 25 0 0 Confuse, Curse, Petify Melody 5600 2800  Acropolis
088 Hat of Darkness Wi A 0 0 0 0 50 Darkness, Confuse, Curse, Petify ~ Melody 999999 500000 Tower of the Sun
089 Silver Tiara N el 0 0 0 0 0 - Fiona 420 210 Saint Petersburg
090 Magic Tiara e gy 0 25 25 0 0 Confuse, Curse, Pefrify Fiona 1250 625  london
091 Gold Tiara vahd I ) 0 0 0 0 0 Confuse, Curse Fiona 3500 1750  El Dorado
092 Diamond Tiara 247 hEl6R 5204 60 0 0 0 0 0 Confuse Fiona 7500 3750  Acropolis
093 Angel Tiara o R 25 25 25 SO0 Darkness, Curse, Pefify Fiona 999999 500000 Tower of the Moon
094 Cotton Gloves 1 0 Tl 0 0 0 0 0 ¢ Al 8 U London
095  Leather Gloves o 2 1 0 0 0 0 0 0 Paralysis Al 551128 (airo
096 Woolen Gloves Thodia 3040 0 0 0 0 0 - Al 340 170 Saint Petersburg
097 Tidal Gloves Gl Bl 50 0 50 0 0 Al 380 190 Siberion Village
098 Earth Gloves U e e 0 S0 E0E 0 a0 Al 950 475 Dehi
099 Gale Gloves UEE e f e 50 0 00 Al 1100 550  Tokyo
100 Burning Gloves I A A 50k b0 0 0 0 0 : Al 3250 1625  Rio de Juneiro
101 Eterna Gloves A B 0 0 0 0 0 Paralysis, Confuse Al 7000 3500  Land of Korol
102 Leather Knuckle VAR TEa0 0 0 0 g . Males 55iae London
103 Spiked Knuckle e b 0 0 0 0 0 0 - Males 1000 500  Delhi
104 Eterna Knuckle IS el 0 0 0 0 0 Curse, Pefrify Males 7200 3600  Land of Korol
105 Iron Bracelet 3 Z 210 0 0 0 0 0 - Females 60 30 Cairo
106 Silver Bracelet e I el 0 0 0 0 0 0 Females 1200 600  Tokyo
107 Gold Bracelet iSSP 0 0 0 0 0 Females 2400 1200  New York
108 Gauntlets 3 1 1 0 0 0 0 0 0 Eddie 100185 London
109 Iron Gauntlets 904 SR 0 0 0 0 0 Eddie 360 180 Tower of Babel
110 Somurai Gountlets 17 8 10 0 0 0 0 D0 Eddie 1400 700  London
111 Dragon Gauntlets e 8l S5 105, 0 0 0 0 0 Eddie 3000 1500 El Dorado
112 Sol's Gauntlets 26 a0y e 0 0 0 255125 Eddie 999999 500000 Hanging Gardens of Babylon
113 Iron Gloves ) 2anl 0 0 0 0 0 Pad 10505155 London
114 Hunter Gloves B8RS T 0 0 0 0 000 Pad 270 135 london
115 Sniper Gloves e B0 0 0 0 0 0 Pad 340 170 Tower of Babel
116 Gunman Gloves e b 0 0 2 0 0 Pad 2000 1000  Dungeon of Lemuria
X 117 Dragon Gloves 260 o D23 50 0 0 0 0 0 Pod 999999 500000 Hanging Gardens of Babylon
i 118 Witch's Mittens CEliy) e BL: 0 0 0 0 0 Melody 270 135  CapeTown
:“ 119 Runed Mittens G S0l 0 0 0 0 0 Melody 320 160 Tower of Babel
120  Eterna Mittens IR L L 25 25 25 0 0 Melody 9250 4625  Tower of the Sun
121 Daemon Mittens 250250 22 0 0 0 0 (P Melody 999999 500000 Hanging Gardens of Babylon
122 Bronze Bangle 5 5 4 0 0 0 0 0 0 Fiona 380 190 Saint Petersburg
123  Silver Bangle I 0 0 0 00 - Fiona 1000 500  Dungeon of Lemuria
124 Eterna Bangle 2204 08 £ 25 25 25 25 0 0 Curse, Pefrfy Fiona 9600 4800  Tower of the Moon
156 125 Angel Bangle 24 IS BN S0 0 0 0 250 - Fiona 999999 500000 Hanging Gardens of Babylon




Consumablg ltgms
m-mm—-m-—zz_
1 Heal Bottle Restores 50 HP London
2 Super Heal Bottle 200 100 Restores 100 HP Saint Petershurg
! 3 Mega Heal Bottle 1000 500 Restores 200 HP Tokyo
! 4 Refreshing Botle 5000 2500 Fully restores HP Land of Korol
5 Heal Leaf 500 250 Restores 50 HP for all party members Saint Petersburg
6 Super Heal Leaf 2500 1250 Restores 100 HP for all party members New York
7 Mega Heal Leaf 7500 3750 Restores 200 HP for all party members Land of Korol
8 Star Jewel 500 250 Restores 50 MP Saint Petersburg
| 9 Moon Jewel 3000 1500 Restores 100 MP Tokyo
‘ 10 Earth Jewel 10000 5000 Restores 200 MP Land of Korol
1 1 Power Jewel 30000 15000 Fully restores MP London
12 Miracle Drink 99999 50000 Fully restores HP/MP London
13 Antidote 10 5 Cures Poison London
14 Sunlight 20 10 Cures Darkness Saint Petershurg
| 15 Unicorn Horn 30 15 Cures Paralysis Saint Petershurg
“ 16 Gorgon Tear 50 25 Cures Petrify Saint Petershurg
| 17 Mint Candy 40 20 Cures Confusion Saint Petershurg
, 18 Sacifice Doll 60 30 Removes Curse Merveille Village
19 Lourde’s Holy Water 300 150 Cure all stotus effects Land of Korol
20 Silver Chalice 1500 750 Revives a fallen party member with 200 HP on revival London
21 Golden Chalice 20000 10000 Revives a fallen party member and fully restores HP on revival London
22 Chalice of Miracles 99999 10 Automatically revive once in battle: Dungeon of Lemuria
2 HP Shard 99999 10 Increase maximum HP Siberian Base
24 MP Shard 99999 10 Increase maximum MP Nirvana Palace
25 Strength Shard 99999 10 Increase maximum STR Tablet Temple A
26 Stamina Shard 99999 10 Increase maximum STM Eterna Mines v
27 Agility Shard 99999 10 Increase maximum AG M. Ararat
28 Spirit Shard 99999 10 Increase maximum SPI Tablet Temple
29 Luck Shard 99999 10 Increase maximum LCK Acropolis
30 ATT Boost Elixir 150 75 Temporarily boosts AP London
31 DEF Boost Elixir 150 15 Temporarily boosts DP London
32 EVA Boost Elixir 150 75 Temporarily boosts AGI London
33 Magic Boost Elixir 150 75 Temporarily boosts M. AP London
34 DEF Down Pofion 100 50 Temporarily decreases the enemy’s DP London
35 EVA Down Potion 100 50 Temporarily decreases the enemy’s AGI London
36 Warp Stone 50 25 Escape from o dungeon Saint Pefersburg
il Scent of Prey 500 250 Enters a battle af your curent location Tokar Village
38 Flee Stone 1000 500 Run from battle with 100% success Tokyo
39 Mechanic’s Tool 30 15 Recovers 50 END for the airship London
40 Mechanic’s Wrench 300 150 Recovers 100 END for the airship Delhi
4 Mechanic's Kit 1500 750 Recovers 200 END for the airship New York
4 Full Mechanic’s Kit 7500 3750 Fully recovers the airship’s END Rio de Janeiro
43 Extinguisher 10 5 Removes Fire from the airship London
44 Earth Plug 30 15 Removes Electric Shock from the airship London
45 Recovery Device 300 150 Cure all statues effects for the airship Tokyo
=
=
2
157




158

INO._[NAME | TYPE | AP [M.AP| ACC | ELEMENTAL [EFFECT | LEFT ISTRAIGHT| RIGHT | BUY | SELL [LOCATION _____[IMAGE |

1

20

N

7

PA]

24

25

Light Blade
Trident

Silver Lance
Aero Dart
Grand Hommer
Samurai Blade
Aqua Crystal
Dragonhead
Long Blade
Magna Drill
Charged Pike
Spiked Mace
Great Axe
Stone Lancer
Daemon's Claw
Angel Saber
Dainsleif

Excel Brand
Light Gun
Double Shot
Heavy Gun
Mermaid Voice
Aero Blaster
Hammer Turret

Kurogane

Blode

Blade

Blode

Blode

Blode

Blode

Blade

Blade

Blade

Blade

Blade

Blode

Blade

Blade

Blode

Blade

Blode

Blade

Gun

Gun

4

10

24

46

50

58

68

70

n

74

7

80

108

138

180

42

48

5

7

2

30

32

40

Water
Fire

Wind

Forth
Water

Fire Fire

Elec. Shock

Earth
Dark

Holy

Water
Fire
Water

Wind

Forth

1.00

1.5

1.00

1.00

175

1.50

1.50

1.00

1.25

1.5

1.25

1.50

1.25

1.5

1.00

1.50

1.50

1.5

1.25

1.25

1.50

1.25

175

1.25

1.5

1.00

150

200

1.25

1.50

175

200

1.75

175

175

1.25

200

175

175

200

1.00

1.00

1.5

1.25

1.00

1.00

175

1.00

1.25

1.00

175

1.00

1.00

1.50

150

1.50

1.00

1.00

1.25

1.50

175

1.25

1.50

1.00

175

1.50

1.5

1.25

1.25

1.25

1.00

1.25

100

190

290

2700

3400

3800

4500

5000

6000

6700

8000

8500

8900

9200

12000

14500

16000

999999

100

180

285

620

2500

3500

3600

50

95

145

1350

1700

1900

2250

2500

3000

3350

4000

4250

4450

4600

6000

7250

8000

500000

50

90

142

310

1250

1750

1800

London
Cape Town
Dehi
London
Tokyo
Etema Mines

Siberian Base

New York
London

Mt. Fuj Bose
London

Rio de Janeiro
Sewers

London

Tower of the Moon

London

Cape Town
Saint Petersburg
Delhi

London

Tokyo
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NO._INAME | TYPE [ AP [M.AP | ACC | FLEMENTAL EFFECT [ LEFT [STRAIGHT) RIGHT | BUY | SELL ILOCATION ______[IMAGE |

36

37

38

39

40

4

4

43

44

45

4

47

48

49

50

51

Spike Turret
Dragon's Claw
Big Gun

Spiral Gun
(harged Gun
Armor Turret
Earth Shot
Daemon’s Shower
Angel Tear
Miollnir

Legacy Blaster
Light Cannon
Smart Cannon
Heavy Cannon
Storm Cannon
Hammer Cannon
Classic Cannon
Spike Cannon
Mariner's Cannon
Dragon’s Breath
Big Cannon
Machine Cannon
Charged Cannon
Long Cannon
Grand Cannon

Daemon’s Roar

Gun

Gun

Gun

Gun

Gun

Gun

Gun

Gun

Gun

Gun

Gun

Connon

Cannon

Connon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

Cannon

50

55

60

62

64

115

150

83

88

ol

20

7

7

25

30

28

35

38

40

50

7

2

2

Fire

Forth
Dark

Holy

Water
Fire

Wind

Earth

Water

Fire

Forth

Dark

Fire

Hlec. Shock

Fire

Flec. Shock

1.50

1.00

1.50

1.5

150

150

175

200

175

1.50

200

1.00

1.25

1.00

1.00

1.5

1.00

1.50

1.50

1.50

1.00

1.00

175

1225

1.50

1.25

175

1.50

175

1.00

150

1.25

125

1.25

1.00

1.50

200

1.00

1.5

1.50

1.00

200

150

1.5

1.25

175

200

200

1.50

150

1.25

1.50

1.00

1.50

1.00

1.50

1.25

175

1.50

1.75

1.50

2.00

1.00

1.5

1.00

1.5

1.50

1.00

1.50

1.50

1.25

1.50

1.25

1.00

1.25

1.25

200

3700

4200

6000

7000

7800

9000

8250

12000

14000

15000

999999

100

200

300

2600

3300

3700

3800

4500

8200

6000

6800

7900

9100

8000

12500

1850

2100

3000

3500

3900

4500

4125

6000

7000

7500

500000

50

100

150

1300

1650

1850

1900

2250

4100

3000

3400

3950

4550

4000

6250

London

Over Asia

New York
London
London

Rio de Janeiro
My

Tomb Chapel

Hanging Gardens of Babylon

Cape Town
Cape Town
Delhi

London
Tokyo
London
Siberion Base

Saint Pefershurg

New York
London
London

Rio de Janeiro

Alanfis

IR ERRERRNY

X
&

\

FEERRERNYEY R RRWN R R

@y ITEMS DATA

159



! 3
AIRSHIP WEAPONS cont.

NO. [NAME | TYPE | AP | M.AP| ACC | FLEMENTAL [EFFECT | LEFT ISTRAIGHT] RIGHT | BUY | SELL [LOCATION
52 Angel Breath Conon 117 - 28 Holy - 11500175 125 15000 7500  Tower of the Sun u/‘ﬂ' @
53 Gjallarhorn Connon 150 - 30 - - 100 200 100 16000 8000 - s
54 Lost Faust Comnon 195 - 38 : : 175 200 150 999999 500000  Tower of the Moon el
55 Light Orb o - 3 6 . . 125 1235 125 100 50 —
56 Trinity Orb Orbite et it 1 Water - 125552125 1.25 195 98 Saint Petershurg —_
57 Spiritof theKnight Ob - 15 1 Fie - 1250 125 1.00 295 148 Cape Town —
58 AquaSphere Orb R Water - 125 150 125 590 285 Saint Pefersburg —
59 Tornado Egg 0rb = 78 15 Wind - 125 150 125 2600 1300 Dehi ==
60 Great Sphere . AIRUREE S : i 150 7 155 150 3300 1650  London —
61 Samurai Spirit ob - 3% 2 foth - 125 150 1.5 3600 1800  Tokyo —
6 Spinykg B o S 150 125 150 390 1950 London i
63 Dragon Spirit 0 -4 15 Fire Fire 100 175 1.00 4200 2100  Dungeon of Lemuria —
64 White Orb O i gAh 2% z > 150 150 1.50 6000 3000 - =
65 IronOrh (1 I /) . . 150 175 100 6900 3450 New York -

; 66 Charged Orb b S AR e A0 Fie  EecShock 150  1.25 150 7800 3900  London —
67 Gold Sphere w - 8 7 : E 125 150 200 8250 4125  london e

. 68 Golden Globe e Beh 270 w75 Eoth - 175 /150 150 9000 4500 Rio de Janeiro —

i 69 Daemon’s Eye Orb - 60 32 Dok - . 200 125 125 11500 5750  London =

| 70 Angel Spirit o - 68 M Holy - 150 150 150 13500 6750  London —
71 inherjar Orb = 6 36 e e 125 125 125 15500 7750 - —
72 Holy Grail ST [ S : ‘ 5 15 175 999999 500000 My i
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| dlirship firmor

| mmnﬂmmmmmmmmm
1 Light Shield I & 100 6
2 Delo Shield 12 2%k g 0 0 0 0 0 0 200 100 London v
3 Knight Shield 00 2 1S 0 0 0 0 0 0 400 300 Cape Town @
4 AquaWel 255 (8] /6 ST 88 S0 5000 0 0 0 620 310 Saint Petersburg @
5 Aero Curtain 0 u B 0 0 50 0 0 0 3000 1500  Dehi @,
6 Round Shield 45800 =907 S EE0 0 0 0 0 0 3600 1800  London g
7 (Chain Shield 0 u B 0 0 0 0 0 0 4000 2000  Tokyo '
8 Metal Plate LU (R R 0 0 0 0 0 4300 2150  london —
9 Charged Veil 55 3% 3 0 0 0 0 0 0 5600 2800  Llondon %
10 Dragon Scales 58 8 50 0 0 0 0 0 5800 2900 M. Avorat %# =
11 Large Shield 0 2 B 0 0 0 0 0 0 6000 3000 6
12 Goio Shield Bl i3 S 0 0 50 0 0 8100 4050  Rio de Janeiro ‘ :;
13 Metal Armor 2 3% 3 0 0 0 0 0 0 8400 4200  NewYork @
14 Grgen Amber 6, 8 -3 oD 0 0 0 0 0 9500 4750  london @/*
15 Daemon'’s Wings 0 3B 3B 0 0 0 0 0 50 12500 6250 My (
16 Angel Veil 755 40 #530 0 0 0 0 50 0 15000 7500  Over Oceanio >
17 Yggdra Shield 90 45 40 0 0 0 0 0 0 16000 8000
18 Fterna Force W0 A e g LB 2 ) 25 999999 500000 Teofihuacan e
dirship Upgrade ¢
nm-anmmlmm—
Upgrade Part 1 400 London

Upgrade Part 2 50 2 600 Cape Town
Upgrade Part 3 60 41200 Saint Petershurg
Upgrade Part 4 60 6 2000 London
Upgrade Part 5 70 8 5000 Delhi

Upgrade Part 6 70 1010000 Tokyo
Upgrade Part 7 80 1220000 London
Upgrade Part 8 80 15 40000  NewYork
Upgrade Part 9 90 18 80000  Riode Janeiro
Upgrade Part 10 100 20 100000  London

@} ITEMS DATA
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@Qadgets

NO. INAME BT [APPRAISALFEEUNIDENTIFIEDNAME [lOCATION |
001 Golden Scarab Counters physical attacks 1000 0ld Clock Eterna Mines

002 Papyrus Scroll MP costs are halved 10000 Ancient Paper Royal Exploration Agency
003  Sage's Stone MP costs are reduced fo 0 10000 Mysterious Stone Get 100% completion in Adventurer's Notebook
004  Dalmanite’s Stone Prevents Poison 1000 Mysterious Stone World Treasure Reward #1
005  Vicarya's Stone Prevents Paralysis 1000 Mysterious Stone World Treasure Reward #3
006  Ammonite Stone Prevents being Cursed. 1000 Mysterious Stone Mt. Fuji Base

007 Nautilus Stone Prevents Confusion 1000 Mysterious Stone Tokyo

008  Graptolite Stone Prevents being Petrified. 1000 Mysterious Stone £l Dorado

009  Ragiolaria’s Stone Prevents Darkness 1000 Mysterious Stone Mt. Ararat

010  Talisman of Light Prevents all stafus effects. 5000 . Pad’s Side-Quest Reward
011  Carnelian Gem Boosts Fire resistance. 1000 Beautiful Gem World Treasure Reward #2
012 Aquamarine Gem Boosts Water resistance. 1000 Beautiful Gem Saint Petershurg

013 Lapus Lazuli Gem Boosts Wind resistance. 1000 Beaufiful Gem Nirvana Polace

014 Pyrite Gem Boosts Earth resistance. 1000 Beaufiful Gem Mt. Avarat

015  Diamond Gem Boosts Holy resistance. 1000 Beaufiful Gem Tower of the Moon

016 Onyx Gem Boosts Dark resistance. 1000 Beaufiful Gem Tower of the Moon

017 Crystal Skull Increases all resistances. 5000 0ld Clock Tablet Temple

018  Crystal Gem Boosts Critical % 5000 Beautiful Gem Tower of Babel

019 Eterna Necklace Attack will become stronger but it will cost MP 5000 0ld Clock Eterna Mines

020 Solar Ring Slowly restores HP. 5000 0ld Clock Tomb Chapel

021 Moon Ring Slowly restores MP 5000 0ld Clock Tomb Chapel

022 Tear of the Nile Restores some MP when damage is taken. 5000 Beaufiful Gem Over Siberia

023  Berserker Mask AP DP. and Crifical % are boosted when HP is low. 5000 0ld Clock Mt. Fuji Bose

024 Soul Scales Converts HP damage into MP domage. 5000 Mysterious Ifem Dungeon of Lemuria

025  Mechanical Clock Provides a chance fo act first in order. 5000 Mysterious Item Dungeon of Lemuria

026  Phantom Prism Decreases the chance of being targeted. 5000 Beautiful Gem El Dorado

027  Orichalcum Shield Boosts the damage reduction of the Defend command. 5000 Mysterious Item £l Dorado

028  Silver Clay Figure Boosts XP gained 10000 Mysterious Item Warld Treasure Reward #6
029 Golden Clay Figure Boosts G gained 10000 Mysterious Item Land of Korol

030  Spiritual Lamp Boosts the chance fo receive a rare ifem. 10000 Mysterious Ifem Tomb Chapel

031  Obsidian Arrowhead Boosts AP, lowers DP 5000 Mysterious Item Eoster Islands

032 Giyaman Brooch Boosts M. AP, lowers M. DP 5000 0ld Clock Tokar Village

033 Daemon Claw Boosts the chance fo encounter enemies. 1000 0ld Clock Delhi

034 Angel Wings Lowers the chance to encounter enemies. 1000 0ld Clock Delhi

035 Paladin Mirror Take the damage intended for another party member. 5000 Mysterious lfem New York City

036 Adlian Lens Provides a chance fo dodge an atfack. 5000 Mysferious Item Acropolis

037 Golden Jet Deals major damage fo flying monsters. 1000 Mysterious Ifem Rio de Janeiro

038  Dragon Killer's Gem Deals major domage fo dragon fype monsters. 1000 Beaufiful Gem Tokyo

039 Scroll of the Dead Deals major damage to undead type enemies. 1000 Ancient Paper Merveille Village

040 Infinity Gear Deals major damage to machine type enemies. 1000 Mysterious Item Siberian Village




Valuablgs

T T e s (N e S e L T
001 Chamber Key Pyramid .
002 Pyramid Key Cairo
003  Tower Painting Pyramid
004  Dad's Pipe Pyramid
005  Eterna Crystal Eterna Mines
006 Letter from the Elder Merveille Village
007 Medea’s Memento Merveille Villoge
008 Temple Key Delhi
009 Mysterious Sea Chart Rio de Janeiro
010 Medal Necklace Sewers
011 The First Tablet Tower of Babel
012 The Second Tablet Efema Mines
013 The Third Tablet Mt. Ararat
014 The Fourth Tablet Nirvana Palace
015 The Fifth Tablet Hl Dorado
016 The Sixth Tablet Dragon’s Lair
017 The Last Tablet Tomb Chapel
018 Complete Tablet Asgard -
019 Heavy Blade Plans (Spiked Mace) M. Fuii Base 8500
020 Dragon Head Plans (Dragonhead) Siberian Base 5000
021 Blue Blade Plans (Aqua Crystal) Eterma Mines 4500
022 White Blade Plans (Angel Saber) London 14500
023 Black Blade Plans (Daemon's Claw) Sewers 12000
024 Andient Blade Plans (Excel Brand) Tower of the Moon 999999
025 Dragon Gun Plans (Dragon’s Claw) Over Asia 4200
026 White Gun Plans (Angel Tear) Tomb Chapel 14000
027 Black Gun Plans (Daemon's Shower) My 12000
028  Ancient Gun Plans (Legacy Blaster) Hanging Gardens of Babylon 999999
029 Blue Cannon Plans (Mariner's Cannon) Siberian Base 4500
030 White Cannon Plans (Angel Breath) Tower of the Sun 15000
031 Black Cannon Plans (Daemon's Roar) Atlanis 12500
032 Ancient Cannon Plans (Last Faust) Tower of the Moon 999999
033 Dragon Gem Plans (Dragon Spirit) Dungeon of Lemuria 4200
034 Ancient Gem Plans (Holy Grail) My 999999
035 Dragon Shield Plans (Dragon Scale) Mt. Ararat 5800
036 White Shield Plans (Angel Veil) Over Oceania 15000
037 Black Shield Plans (Daemon's Wings) My 12500
038 Ancient Shield Plans (Eterna Force) Teofihuacan 999999
039 Pamela’s Ring Pyramid .
040 Vitality Honey Eferna Mines
041 0ld Pendant Tower of Babel
042 Moon Tail Sewers
043 Night Spider Silk Pyramid
044 High Quality Jelly Tower of Babel
045 Concentrated Spore Eterna Mines
046 Dinosaur Fang Teofihuacan
047 Dragon's Gem Over Dragon’s Lair
048 D Plans Secret File 1 Siberian Base
049 D Plans Secret File 2 Mt. Fuji Base
050 Silver Compass Over the Arctic
051 Mysterious Stone Slab Erema Mines
052 Torn Scarf Eterna Mines

g: ITEMS DATA
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ELEMENTAL & STATUS RESISTANCES
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The data for every enemy the party encounters for the first fime is automatically logged in the Adven-
turer's Handbook under the Monster Data heading. Al of that information—and much more—has

‘ mmmﬁmmmm

been included in this chapter not only fo make it more easiy available to you while playing the game, mmm Item (Rare)
but to also indicate where the enemies are located. After all, it's awfully hard to get 100% complefion - Heol Btle

if you don't know where the missing enemies are located!
ELEMENTAL & STATUS RESISTANCES
“-—“_

This section confains 251 monsfer entries, numbered fo match the in-game Adventurer’s Notebook.

Enemies are essentially listed in order of strength, but also in the order that they will be encountered it
as the party progresses through the sfory with bosses and questbosses placed fowards the end. mﬁ..@%

Enemies encountered whilg in the irship are listed ot the end.

@

. 002 BAT

TR L i Tue i Lo i e LLDP 0 10e 1

@ Enemy Number & Name: This i the number and name of the enemy as it
appears in the Adventurer's Handbook. An enemy marked with [Q] appears

10 3 1 6
only in an Adventurer’s Association Quest. An enemy marked with [B] is a
i mmmm o k)
i Sewers  Blood Druin Super Heal Bottle

@ Image: What the enemy looks like.

® Basic Stats: This section of data contains the essential stats for the enemy
including Level (LV), Hit Points (HP), Magic Points (MP), Attack Power (AP),
Defensive Power (DP), Magic Attack Power (M. AP), Magic Defense Power (M.
DP), Speed (SPD), Experience Awarded (EXP), Gold Awarded (G), and Skill
Points awarded (SP). Note that the EXP rafing for boss and quest enemies is
based vill be divided between all four party members af the end of the battle.

@ Battle Info: This section of data reveals the enemy type, the area that the
enemy is found, s primary special ability, and the items it may normally drop
or under rare circumstances. Note that airborne enemies are often imited
by alfitude, unless where noted. Rare item drops typically require a high

" consecutive Battle Rank.

@ Resistances: The final secion of dota for each enemy reveals their resistance fo
each of the elemental attacks and status effects. Ratings are as follows: X = Immune,
t»:VﬁgHy_ Restan, & #= e, - =Vlnrabl, 4.+ =Highy

should study this information and pair your elemental and

ELEMENTAL & STATUS RESISTANCES
“-_“—
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Heal Bottle
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005 SANDWORM
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006 SPIDER

s LU i LWL 0P AP L OP PP G L
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Mot Pyomid  Spiders Sk

ELEMENTAL & STATUS RESISTANCES
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008 SKELETON

il 1V HP L 1P AP TP [ W AP M.0P [SPD1EXP] G | 5P|

7 3% 10 % W 0 5 20 2 30 12
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ELEMENTAL &STATUS RESISTANCES
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Monster  Etema Mines Stor Jowel

ELEMENTAL & STATUS RESISTANCES
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010 MUSHROOM
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011 HORNET
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Etema Mines  Panic Needle MAmCm\W Stor Jewel
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012 POISON JELLY
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Monster  Tower of Babel Poison Bomb Stor Jewel

ELEMENTAL & STATUS RESISTANCES
-“

m

i *kk kA

- 013 EVILEYE

ol 1y T TP P TP [P 1 P ISPDIEXPL G | 5P

% noso0 o9 12 N 6 3 20 100 B
% Ability | Item (Normal) | Item (Rare)
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014 BABEL CROW

L LV LHP [P AP [ DP [ M.AP [ M. DP ISPDIEXPI G | SP]

: 4 i 15208 Eany Ba Bk e 5B o5 %5 oM
; )

| Q [ Closs | Area [ Ability [ ltem (Normal) | Item (Rare)
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Fng  TowerofBobel SootingSong  Heal Bt Super Heal Botle

ELEMENTAL & STATUS RESISTANCES
“-_n“

Rk

Ll L Gan L e LGl ket L S

ek b a2 d

016 CABAL COMBATANT

el 1 e T T p L 0P L iP L1 0P [sro o] 157

1200l hoe s B B0 5 40 250 105 26

fem Rar)

Homan  Tower of Babel

ELEMENTAL & STATUS RESISTANCES
-_“

IMI

017 |CE ELEMENTAL

: el v [P [P T 42 [0 T AP 0P [P0 P G [P

15, (65" ol \70- 12 72 36 3 35 120 30

m

Monster  Siberion Base  Ice Storm Moon Jewel
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022 MAD RAT

L LV HP | MP | AP 1 DP | M.AP | M.DP [SPDIEPI G [ SP]
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025 KILLER NEEDLE
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026 RUNE BAT

[ LV L HP [P AP | DP [ M. AP | . DP [SPDIEXPI G | P
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027 EAGLE
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032 GUARDIAN 037 TOMBIE
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ends upasa granc]. adventure that takes him all over the world. If you want to
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enemy and Item Data.
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