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Note:

You may want to revisit people
you've already talked to. They,
won't have valuable information
for you, but they will have new
things to say after each battle:

mugﬁel, but T260G's new Bumpel (\(ou do heve a Bumper don't go u?
unk BazooKa dgain and follow it witha Pum:h You shouldn't need toL use a

or or Flu ‘Mec, T2606 shou!dn( h

h Helm should severely weaken the Gu
thevi)fgt trade: Pundles with the enemu'unﬂl it falls.

ure uou 've equi‘nped T260G with your new parts (Bumper, Junk wgrm,
en n’gam and prepa  much tougher batue i

é Make sure you leave the Backpack on even if you have to
unequip.all of your Repair Kits. This enables you to access
the Repair Kits without wasting space.

you're in for a much Ionqe %
impossible = battlg_ ;




ggre "Of” et o jour After the Boss fight, ler.um to
party. Don't forget to take along to the Clater and locate Thyme's t
Cures for him, or.you may be in

for some serious hurt later.

“orde of mo| Most of the
but you'll i face some' ,‘9
on the side’ paths 1t's a good id‘ea ‘to und amun e ,,

yuou ‘with the up(ommg ﬂqht m sa Thume fvom
% Cnhalleros men.
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Boss FGHT> .'
SIR-DEMON.;

un inflict a lot of dumuqe ina smgle turn,:so you'll need plentu of Repair Iﬂts and. Cules on—hun
4 ahead Gnd elimmute the two henchmen on the first'turn, but save the Junk Bazooku and G;ns swo(d
/ ottuiys r Sir ngqu;,»

ngamst Sir Demon and keep an eye on your health, | fuou"(e fuckyy: .
uou mug score d team attack ugamst !he Buss, whlch cun gjﬁmnolé

attack: It dedls some heuvg dam-
i 'gge and can cause Palsy, an

effect that paralyses a.fighter for
'several turns.

When the flght is over you g}
] score a'néw item; a Fiend Rod or’}
Bone Breast, and head for the
next challenge.

The Port is:gour only,
means of access in or
out of Serap;

Mr. Caballero’s office is
located just outside of
his factory:

Restores your party’s
status for a measly 10
credits a night.

JUNK suo# "~ “Agood spot to stock up.
. Theowners offer 3 mys-
“ tery items.for 300 cred- X
its, 'so choose carefully. "8 %Y

-
o
= ,
The local gathering spot. You'll meet lots of new people h‘efe 3

One'of Caballero’s many factories. You can't get ln to the fnctmu until gou ve Spo- .
ken with Caballero himself,




You'll definitely want to pay a visit to Scrap’s Junk Shop. You can
*"“pick up some strong weapons and armor for a small amount of
credits. The trick, however, is finding what you want in the
shop’s stock room. All of the items appear as a type of junk
(armof, gun, or weapon) when you stumble across them.
Unfortunately, we can't provide you with a list of items for the
Junk Shop, because the items are always changing. Also, make sure that you occasionally revis-
_ it this shop throughout the game as you can ‘purchase better and more effective‘items.

That's right; each time'you enter the Junk Shop the stock gets shifted around,
so_you never know just what you'll receive. Most of the.items are worth
the price, but gou'll'occasionally find'a loser.

Taking out the snipers takes a
little time, but its fun to do"at
least once!

iloor the snme qu uou got up, ynd
. This uts ; n thrs tim@gou
e grab, When the crane is di
ne grab him. (If ubu miss wm]l get attacked, so be carefull) Now fol
té he Ieft and pdck, , where you'll find a switch next to nn elevnﬁ




Note:

If you successfully eliminated the snipers, this fight
. shouldn't be too tough.for your party.

ing it ni;ich
next estination - Ko

While fighting, keep a close eye
on everyone's HP. Vulcan II's
Vulcan attack causes a lot of

damagé and may force you into

usmg Cures, Repair Kits, or Heal
spells.




After you've visited the information station, the game opens up
more, If you're anxious to keep the plot line rolling, you can pro-
ceed to Manhattan or Shrike. Otherwise, you can take some time to
beef up your party with the gift of Magic and add a new character.

You'll find a-new ally in Yorkland and although you already have
five'party members, another won't hurt, If your party needs a mag-
ical boost, head for Luminous, Devin, Magic Kingdom, or Kyo. For

mote information, refer to the “Side Quests” section of this book.

dis get un
Yorkland. lf Lute is with g “fhunder will qlodlu jo|n thmrw ¢

With the exugptxon of visil cinq ‘Leonard,
ch the next shuttle to Shnke




It’s time to pay a'visit to' Nakajima Robotics: Mr. Nakajima would love
o help out 12@96 but first he needs a small favor. One of Nakajima's
mouse robots disappeared in Sei’s s
Tomb and he.can't do anuything
without it. The tomb is dangerous,
so take @ moment to rest in lovely,
downtown' Shrike; you may even

| want to stop by the library to read
| up onthe history of the tomb before *
heading inside. Also, make sure you
| speak to the large robot in the back
of Nakajima’s factory - it will happily join your party fol a chunce to see some real
action. When you're ready, just speak to Nuka]lmq, hell'y wmp you dnect!v lo the
entrance to Sei’s Tomb.

SEI’S TOMB

When uou 2nter the main room; tnke the lower-right door und 'd!low the path up. |
nd to thg 1i§hl to the first artifact, the Magatama.’ Beware, when' you attempt to™ -
remove the artifact from the wall, youl get ambushed by two Dead Knights. They
aren’t too tough but: they can ‘combo a character for about 300-500 damuge pomts
When the faght is.over you will receive the Magatama.

Now return ln the main room and you'll notice several flashing spots on the
fldor Eagh of these is a trap door, so be careful. Step on the trap door next to the
r-left wall and you'll drop down onto a wall in the room below. Follow the: wall 5
u ’uou Il find a sword'stuck in it. When you. al(empt to takethe sword, two miore Dead Knights will j Jump youi:

| upper-right side oflhe runm to flnd a'shield-in an alcove ﬂi

bile skeletons. Grab the
| shield and once again
i you'll face two Dead
Knights, Kill them and
you will receive a new
shield, the Mizukagami.

Now: you have a

-~
keep these three lovely.items; or will you take what's
behind dom‘fnumber one? If you're willing to give up your
new items, place them on the three altars in the
antechamber just before the main room. This opens a :




7 fed
7 g

ig‘j,

and leaving Sei to rest. Although he’s good ﬁqhter, gou dnntwcm to
f-a-Kind a sword with an’attack power of 66 The Kusunoqi

Shingrow.is famous. {or its many ruins and asuck wbqld have it, one
is ac!ualluun anci ntspnceship buried below the‘planets

your main qbﬂ( istofind the unlden
tified power source. Head down und *
then left and you'll find:a room with '«"
a'large ramp. Take the ramp up and

! pués through the door, and then

to Ieorn one of three Mec sk|IIs Make t uom choice mselu, because uoﬁ lu gg}
Pick orie before the. compu‘et malfunctions. Now take some tlme to wnnddr arot
the rest of the shxp there’s plenty of treasure to be found.




Return to Shrike and visit Nakajima Robotics witf
nt you ‘toward Manhattan and Leonard’s lab. Unformmnelg. the.
is no longer with us, but the good-: dgcmr foresaw his i n
Wi éigchose,to download his mind into u unigue robo( shell

:lqrtq!os is crawling with wbot creuwrﬁé, which pre
your-obotic party members to Ieum ;‘o‘me new techni

“The computer you need 1o get
to is locked up tight bel
security llool, and the switch to
shut off the lock is a little off

the beaten path. Take a left as
you enter the building and then | Some of the creatures will be new

head downstairs. The hall leads . to you, so make sure you save,
to'a large warehouse-ike room before entering. the building.
;ylhere you'll locate. the switch

 open !h&secunm door on

scuttered throughout Tartaros
. and most are pwtét!ed bu a

Although you can easily avoid the
Big Diggers in each room, gou,
should fight them so that you can
capublhlg on the first turn, so musslles are render!d useless

collect the special item each one
drops. You definitely don't wantto | during the ﬂght Big Diggers can also’hit your partu wnth
miss out-on the Hyperion Hypno Flash and Quake uttuck which, cause a fair umount X,

Bazooka. of d to anyone o fL g o %

When a Big Digger tips ‘over, it's not knocked out - it's ucu{ul\




3 ocmqonnl-shnped room Take the upper right hand door
and continue forward. You'll find a Mec hodu, the/Omega -
Body, lulng on the floor near the centml computel

Ignore the body for now, and then heud south and
‘take the north door in the next room. In this room, you!
find'the' cemm! computer, but there’s a small prnblem

must go inside the.computers vilmurlundsmpét
éhmma;e the pmqmmmed pest.

The virtual'world has been chewed to piecesjm lhe
invading virus, making travel vutunllo impossible.
Fortunately, ea ime you destrou one of the bugs
near

is (estored Howevev, for-now you can use the virtual upplmnces in-each home to warp from place to. pluce until
road is fixed. p

Elim ate the bug to the' riqh! of your. slumng pomt then enter the house and'pass through the. uppllunce Thxs pluces
ou in‘an area swarming with bugs. Take out the bugs one by one until the |ondscape is restored. Now you can either
pjnw the secand house to the left and warp directly to your target, or uou can mntmue sweeping the streets. 3
onally, 1 recommend elimingting alf the bugs -It‘s
,) easy-experience for your entire party. : #

When you're ready, eliminate lhe bug thnt is blockim;
the: uisll@and go inside. Several buq's'wxll |mmed|ute|u
jump um;,,whlch puts you rlght in: !h > middle of a g

'5{; Boss fights 7




k e conmawnh the “heart-like” HQ Core ilLthe buck of the group. Of Course Yo plust cledr a path li for
? b.e can uct!ﬁullu reuch the Core. Muke A "

lle chunge calor. Gleen tlles—tum
orred tiles tur&green Stand in the

round the squore and press the Ci dgbutton in eac’ﬁ col
T ner. This should.
tumithe enfire
block green-in"
no time:-If this
On your way out of HQ, pick up ‘sounds a little
the Omega Body and equip it as f
soon as possible. Also, check all
the side rooms you passed on
your way in. They all contain
and the robot
guards won't attack you.

When you*
puss the tests,




1t's time for the final confrontation. Rest up, check your supplies, work on gaining new magic and techniques, save,
and'make your way to Manhattan. In Manhattan, gou'll catch another private shuttle to RB3. But first, make sure you've
dorte absolutely everything you'want to do with T260G. This is a one-way ticket, so there's no turning back if you N
ange your mind.

As you cross the first bridl;e, you'll notice several
” y lasers. pounding away at the ground below.
*'Your first task is to take out those'lasers. You'll enter
a 1gom with lots of harmless lasers marking several
doots: Head to the right to find a doorwau in the
 ‘tight corner. Use the computer inside this'closet of a
. room, and then return to the previous room. Head
straight to'the left and you'll find a second door and
g.room identical to the one you were just in. Search.
the Jeft corner of the roon to find a second campuue'
.toom. The room starts to rumble when you use the -
ieomputer and:also deactivates-the security lasers
itside. Now head south and you'll find a path
ading down to the lower level.

*/Now you need to hit a series of pink switches to -

open the path ahead. Take the fitst ladder up and

“hop on the adjacent elevator. The first switch is at
the top. Return to'the ground level cnd take the
second ladder up: Follow the path around to the right and uou 'l find a second switch. Return to the first. Iudder qnd
_you'll find: that gou can now reach the third switch off to the left, which opens the. puth

This last purt is the toughest. Save your game before moving on or you may end up legrelllnq it This next area has
“you facing an onsluuqht of-Mecs; 10 in all including a Boss fight. The Mec’s will come down rapidly from the right side,
with each battle’i increasing in‘difficulty from the previous one. Stay near the bottom of the screen and save between
ba“les “but don't Jeave the area or you'll have to face every Mec all overagain. Don't take any enemies for. gmnted
some of the enemy Mecs have been supped- up for this' speclufoccuslon -

When every last Mec is destroyed, you'll face a n’luch
mugher challenge. Save your game, ‘and then head up
toward the blue landing pad to face none other than th'
Mec'God. %




After eliminating Mec God, you
may want to use a Sanctuary.,
Stone to restore your party and
then Save. There’s still quite a bit
ahead and you're going to need
those techniques and spells.

Because the creatures here are
always.changing, you can pick
and choose your fights. It's best to
avoid Beasts and Aquatic
Animals; these fights are tougher
than they need to be. My own
experience seems to suggest that
<= Mecs are\the easiest battles: v
Hang back and wait for @ monster {52
to change to the type you want to “|
fight before attacking it. *

*
Whatever you do, before you search for the passage-to RB3,
make sure you'save and rest with a Sanctuary Stone.




it when you start the battle, you:
erve d dual purpo: se. Fil ey a life guugg 1 RB3, be@é’us
1 see, the ¢ closer RB3'is to pél‘fn

Make sure that you_always attack
or heal dunng transltlons,







him driving-his awesome riew car down a long
tch of highway, enjoying some time with his dad. His dad tells hi
J ol |g§ﬂse plan i Klein has been plomnq, ‘and plans to rej
D (Pronounced

p to f ind that his ride hns been smashed, his Insmqn

and his eritire town is engulfed in flames. To mal

matters:worse, the welcommg ‘party that greets him wants to Kill
ms is wheve Red's sm beqins l!‘s sink nr swym jﬁrﬁednﬂe must fig

Theves no. wnu Red can‘win. Alkml a
per hem, will jump in and save him.+

After bentmg up. on him; Shuzer
mns uwuu Alkarl-notes thnt unless he‘




ﬂle‘ uqnus, a large, like passenger ship. As the ship

travels from pott to port, Red slowly
qgathers information on the where-
abouts of Black X. Take some time
to explore the ship and get a good
feel for the layout. You'll be

| ing a ot of time here and it

connect. As you-explore, you'll meet
‘'several important characters:

The only other place of interest is:the
accounting department, where you can pick
up your monthly paycheck each time. unu
board the Cygnus. 3

‘When you're finished exploring, letur'ﬁ to
.| the engine room and talk to Hawk. Next
.| stop... Baccarat.

Buccaﬁt is a pretty happening place; except for the fact that (heu
on't let uou gamble! You can talk to the various patrons of the casino,
| n the red nudlts will Kiss gou for good Tuck!
A tuqllu, it's becmlse Redis stich a'big stud.)’ :

You're looking for: anuone
involved with Black X. Head
upstairs and You'll find several
Black X soldiers playing the slot
machines. Pester them a bit and
they'll bolt for the elevators. Head
| back downstairs and take the
elevator to the parking level.  *.
| Fight off the Black X horde, and mix up gour utmck 5
Sword will ensure that you leum @ new attack or two before taking on
{ the little roly-poly, who's patiently- waiting in back.




transports: gou 1o the 4t Dumensmn Muglsphere Bluck X min:
ions cduse three times more damage
there, and if thég use o "ci)mbinuﬁon

- Shrike is just your average industrial town with a Bio Research Lab and two. lmunted wmbs for
<al foen]a This is really your first opportunity to beef up Red, but level
uilding alone can be dangerous. Equip Red’s starting weupons save, and
1edd for Sei’s Tomb in northeast Shrike.

The tomb is crawling with all'sorts of weak monstels. but some are st||l
nore than cupuhle of defedting Red You réally have two goals here. First, - - Choose your weapons wisely. The
qain a little experience before encoun- weapon you choose to use inside
tering your next fight; se(ond ive the tomb governs what types of
Red on advantage with some:kickin' - attacks Red has at his disposal
equipment. o later in the game.

[ When {ou reach thgmain room of Sei's
“Tomb, head to'the southeast and then take
~the north split inside the next room. Here
you'll ﬂnd an object. enmsed in the'north-
east corner wall;
the two Dead Knight guards. Save your
gum&und grab the object, whlch lukes you
into battle.

These creatures are no quqhing matter ~
they can eomho Red for about 300-500
points of damuge; which is way more thdn
our hero can handle. Focus all of your atten-

n on one Dead Knight at a time and when
you get hurt budlg, mmph into Alkais¢ .Thls wil




N 01' ] “Mlzumguml Shield.

Save before each battle. The Equlpped with his new items; Red'is one serig
Dead Knights can kill Red in"one f°' now
turn and no one wants to play
this section over and over again! Black X fanatics will j jump out, bu! unfommnte
‘of the nearby children. No problem
a mutch forBlack X's goons.

X The fight lsn’! over get. Follow Bluckx bcck to Sei's Tomb i d give them hell.

EOSS F G HT

Vel ceal wsth anyone long as
they pay in advancé:

Manhattan busmm‘ soF
CEO, Cindy Ca T
mate, Fuse, a

7 : : & Red mEets bis Grst i)
:‘;“"‘Y PG YO dee i The ngnus hus been nvertuken by plmtes in senuh of th
i smuggled weapars. It doesnit take lonig' for the :g:ke over

lowly walk up the next hallway on your left. You'll spot some pirate
unks, dround thé comer and Fuse will quleﬂu signal ful uau to'go




Note:

B[ues evil twin is named Rouge,
which means “Red” in French

You don't have to find Roufas,
Asellus, and White Rose before.
engaging the pirate guard and its - |

_cohorts. However, doing so
gmbles them to earn additional

attacks that will soon come in
. handy. In fact, Uou may even
< mint to go downstairs and fight -
few rounds before heading to the |
Cygnuss cackpit. o
b

- Voteo 3 $ le Sto A ol % V B e
I!_you want; you can take a few . % 3
items away from your compun:- 4 P At es i [ ¢

ions before the Boss fight. These
itenis will then remain in your

... inventory for later use.




mmk Idds are on drugs, leuving Red | no
choice but to beat the{ivmg daglxgms om of

Chase the monk into the back alleys and
follow him down the ladder to the Koorong’
sewers Follovliﬁu t‘he monk'is fulrly ensu. just keep an eye out for the yellow.hat.
If ou cnmgﬁu dead end, you've gone the wrong ‘way. Also, make sure you: - _
ex lore side passages as you go, because there are lots of treasures to pldg
u&y}\s hings. beqin to clear up, you'll discover that you've reached the pnn Cllmb
; up the lndder then take: the northeast exit and chuse the monk onto lhe

Once «again, you should pick up uour‘pnu. and theg kmﬂ 1
Your next stop is Shmgmw b

It’s best to delay the purchase of
Mind magic or training. Money is
short and you can_only do the’
training once. If you wait, you
can train several characters —
instead of just Red.




head straight for the pulac
You've arrived just in time for -
the Masked Martial Arts
Tournament. You can wait
line and compete if you wai

|- actually, there’s no‘reason
to compete. Red mn'Lbe Kijled
plushe gains vd ublé il
experience as he works his "

Don't miss the large chests scat-
tered throughout the palace. They
don't really look like things yoa
can interact with, but they
contain some decent items.

Help out the Shingrownians and

help yourself. You can raisé‘the.
sunken floor by flipping the hidden - | thé atena you'll'get jumpedibyia couples
switch in'the wall, The switch is | Of BIGek X aoons, but D Kieimis g

right next to the treasure alcove. nowhere o be found. Check the brown
| post next to the door and you'll 6pen
ecret pnssdqe.

d un underling,

g over the Goblln, It shuuldm
| mke more than six or seven turns (wlthou(

to.-Hawk; and then prepare to leave thg
Cugnus for good! €




Tné storq renlll; opens up here, which enab|es Red to explore more ﬂeelu i
There's nothmg to do in Yorkland, so you might as well make(qour wug back:
Koomng, but whut you do from there is entirely up to you.

First, you should consider doing some rectultmg There are plenty of people W
looking fov a'little action. Look for the follnwmg folks

he'll join.

Thunder: This creature is hanging out n;gdl the windmill in the
_southern part of Yorkiahd, With Lute in your party, Thunder is glad
to sign up.. ;
S % lféll She’s hanging out i;l the port
Cat Shingrow. Alihouyh she )nsks for
ﬁaul assistan.t:e; you don't actually
have to Ilelp her out| nght now. Let F
her ]oin the party, and then return to Shlnglow later. 0 Foos

free meal. Annie joins you to
show you iﬁ_e way to Black X’s
Koorong base. Although she
won't sign up until'you're ready
to go. to the base, you can. mke her }usr inside
the base. When you do s0, she becomes a pe(i

“ manent member even if you leave and

don't explore the rest of the area.

o Roufas & Liza: With Annie a
g pelmunent part of your party, réturn to
the restaulant and You Il find Roufas

ms:de. He offers to come. along, as does
1 { un!ortunately, you can-only ptck nne It's
highly recol mended you take Liza, because she can

earn the DSC avery powerful attack, qulcker than
anyone else.




unge and tell him'you're in search of the gift and he'll sign up. If
ypﬁ go to the Magic Kingdom, he leaves the party, but you can
aiways pick him back up later.

There will be more recruitments later, but
| this should give you a solid basis on which
to build your party. Choose your'team care-
fully; you should focus on a select set of:
characters so you can-maximize their poten-
tial Iqter in the game.

T trying out the Side Quests, such as obtaining the var- |

in the sub-quests beefs up your , plus.it
nccumulute a Imge plle of credits. VOu need to upgmde Your armor and

are for only.

UNDERGRouNb

KOORONG

Yb cunt reach the Koorong buse until you've spoken with Anme, the girl in front
of Koorong's restaurant. She kriows the
location and will gladly fead you there
thmugh the Koarong sewers. If you lose her, it
means you pussed the entrance earlier
while.you were chasing the monk: You
may hove even stumbled onto the
g entranice accidentally. It's a small pipe
stretching across the wuter just after the subwag
tunnel

After entering the base, Anme joms the
pnnu permunentlu So;, if you get there and it's
too tough, you can ‘turn around knqwing that
she won’( feave while you do some level
building.

rik R \ The base itself is preﬁu stmlghtfa. ard. Follow the m
hall and check the




You can use Cyclops as a measur-
ing stick of your party’s readiness.
If you have a lot.of trouble with
this fight, you should pull back
and-gain more experience.-Shuzer
awaits you-dt the end-of this
base, and he’s a hundred times
tougherthan Cyclops was.

lass Shield; and most lmportunﬂg, Vtalitu Rune Vlwlitg Runehg itself
Bals most of the dumage Shuzer inflicts edch turn; i'vom that pomt on,
hitting Shiizer with as mung Enm 3




| on Red'and 40 0
able to-atta¢k each tarn

.~ Remember the Syoin? Black X’s Kyo base is actually undgl the Syoin. To
Rabbit the Mec joins your party in the sign in front of the building. ylll wall
the Garden of Kyo if you speak % ot
with it. Rabbit is lost and lookirg : Kyo fai
for a Metal Black Base. h'to the’ - i 3 llecting treasure as you go. D‘w
tig vat, and Red will wire the place to b




wom_} ahout is M-Black’s Moon saapel
i attack, which Causes about 100-300
points of damage to edch character.
‘M Black.uses the attack several times
during the fight, so you'lf need to heal 4~
everyone. quickly. In’addition; cuncén—

. erva is hiqmg deep. wuhln the ruins o( Shmgmw (the one to'the north-
enst) The pd'fheto im is a twisted. mute fullof deudlu monsters. Make sure you use
i the maps to helmuide you through ‘and to locate every treasure.

~ A main ittra tion of the lm is its many Sub-Bosses lying in wait for anu prac
The first Sub-boss you
7 Fortunately, the toad is no tougher. than any other upper level monster that hasn'»!
bén enhanced in any wuq Sm uour WP and JP and just use your normal attacks -
itdown. &

The second Sub- boss fight takes pluce against two deceptively.i inno:
fent-looking.girls, that are actually souped-up versions of a
1kune and a Spear-Valkyrie. There's not much to the figh
e nnd{hen the other. AI(hough they. can combo, they m« t
ikely won't.

Don't forget to grab the nearby
treasure after defeating the twins.




creatures. You should Knnw the drill. The four Big Sllmes are protecting the Hug
S me m back. Defeat the Huge Slime qnd the rest wlll die. Each

of the qu Slimes gets veqenemted This"
should be no problem, though,if you
choose attacks that hit several enemies
at once. Wheel Slash is a good choice, |
| but Gale Slash is even better. If you ¢
hit the group with two Gale Slashes
and a Wheel Slash, you should defeat” |
all-of the slimes in a single !urn

Many of the doors here are
booby-trapped. Trying to pass
through a booby-trapped door will
hit the party with a negative
status effect and force them into
battle. Check the map for trap
locations.

| First, ‘use nulhlng but advar
N and Kick' dont cut it). For 50




Although its not a requirement to
have him in your party, you can
pick up Fuse at the 2nd floor
restaurant in the Shopping Mall.

FThe bullding is heavily
uch tmuble mnkmg your way through

< - 1 i 'm
'%; beasts, wait f rg)em w sink into the,g(;gund and then- quicklu un past.
: At the top, you'll face some Black X qﬂ&rﬂs d

The second'f fr‘ii;é
left edge and you

Talk to the woman at the top of ird ﬂ.gm M;ﬁﬁs is Plants. To. dodue
the stairs to the right. She'll give e past them as they pull
you an item if you'll just trust her.




secgs, und Hodqmq'( them isn't eusu . Stick (o one slde of Lhe stairs.
ake awish, but deﬁnuelu don't Tun up the middle. At'the top, you'll

e b“élore fi ghtmg the. Blnckgurb 1t's your Iast chance lo save before 3
this base’s Boss s

-'First, t;u ‘to-hit the Blackgarb with'everything that, can’
teachiit. 1t's wedker than.the Auto Buffers, so'you;
mlght as well ehmmate it early. The, rest’ of lhe fight
" Won't be'so edsy. The monitors in the back: >
ground chunge after.each round. The CT.C
% _logo does nothmg, but the other two
" ’pictures tause negative status

- effects'to your.party. The large
 picture of Cindy Campbell
*casts, Hui'ai\o Flash andcan
i put-your entire party to=~
sleep The'smaller pic’.
mresof Cumpbel( cast Yell, which boosts uour enemy’s power. Focus
one Autn Buﬂer ata !IMQ and yo#'should be sofe You may even wcmt
wsucnflce a blt of WP by usmg Gule Slash to.hit alf"'of your enemies |
at’ once oG W

: The building is clem and Compbell is comeledon a splder wel
hlgh above: Munhv.mqn =
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M Black hias been upgraded, but thien so have you.
By now you should have plenty of strong'tech-
niques and several religble y
combos: For this fight, 1'sug-
‘gest you use Vitality:Rune
and Time Leap (if uou have
them)Aitality Rune;keeps
“your characters healthy @hd

“ X Tlme Leap keeps M Black 1l
from attuckmg The rest of the ﬁght is all about combos. Most of M.
Blick s atmcks aren't that bad; its strongest are the Shoot-All, a Mec .
“iskill that fues all'of a'Mec’s equnpped missiles. at ‘once; und Magrietic Storm; which causes.200700 points of
damage and has negative effects onMecs.

~BLACK XS SECRET.BASE

The mgh lhmygh the base is simple but full of hazards. The first locked door.triggers the opening of @ nearby wall
;henjupu approach. This releases a.large horde of monsters, which just so happen to appear between you and the lock-
Qmechunism Fight your way through the enemies, grab the treasure, and press the button to continue.

nex! “obstacle is an elevutol, which is relatively simple. Take the stairs up.and you'll find the switch uquins! the
wall. Jus( make sure you gmb the treasure at the very top, which is the Huperlon ‘Bazooka.

" In the next rgbm, take a walk across the pipes to find a hidden room with.a star-

h .Aling secret inside, Also, there's a key that unlocks the door below. Before proceed-
'X |nq any hmher, you should save your game and pnssiblu Use a Sanctuary Stone if
UQU need it.




upcomlhg battles. Also, make sure uou unequip. Gcle Slash tnless you’ re
velgmg on.it for your'5-hit combos. It may be ufed against’ unu tfaluck X

Churms one of dour party members 3 s

Black X is‘aheavy magic user und tends ta' cast a lot of ne’gotlve std\us
effect spells. Because of'this, you'need to ﬁ ish off Black X as !ust gs pos-
sible: Dontbother using spells like
" Vitality” Rune, this only wdstes tlme and
A Blackx rulelg hits anyone for direct domuge lnsteud it does thlngs like

& - !
P «Wlth Black: }hdown and out, gou'll encounter Black X’s true mastermind <BF, Klein He's festored: hls secret
/ weapon;]ust in time for.your arrival:

uipped theBossesulsu,seem to have lost some of their strength
that madethem so tough in !he fitst'place. The big tnck IS consery:

art the ﬂgl]t ggainst Berva bg cnstmg Vitality Rune c’m'evergone.
his shoulditake care of any damage-caused'to your party, You mag



nd JP.. Just sit back; slap.him uruund -and let (he Vlmlitg Rune keep
uuu heul!hg Zk

huzer is next and he wa Seemsito have been weakened; He Stlu h
f his Gttacks, including his claws, but the Vllolltu Rune shoufd ke y
i the team safe This is-a' good time'to start usmg sqeme combos, hut 's:2
o ot totally" necessarg

The fastBoss is:Arachne. Shes altered her arsenal; alimost‘all of her,:

£ ‘attacks:hit everyone in.the party smhlmnet)uslg, althotght none are’ L n
¥ much of o threat unless you're really low.on energu: Theonlg ones fo
lénllg fobk ot for here are. your Mecs, becqlise the Vitality Rune doe i
n’t affect them, At this pomt. unu should unloud'on Arachne’ vﬁm Very-

Fi ommend domg soi-Also, you don't-have to heul youriparty now
ecalise gou get healed uutomuncollg ‘before'the next fight,

ed When M quck 11l moves
'm close its prepanng 10 perform its eql

dumage ta one person, Moon Scmper.
100-250 damage-to alf, unq_Dmk hoenix,
500-700 damege foone person). Make™
i sureyour characters are | prepured 10 take: these kmds of hits. - gou have'd *
5 couple ofstmng 5:hit combos; this fight shouldm be difficuft. You cun usuallu
take'M. Blick il oat in about 10 tiitns: !

Only one more battle to go. You dont geta chance to save before the' frml
fight, but you do’ get your health-and WP/IP restored.







Blue can teleport anywhere by
simply choosing the Region Map
in his inventory. The only restric-
tion is that Blue can only teleport

to places he’s previously visited.

The only exceptions are Devin
and Luminous, which are already
on the map. Now you can avoid

pricey fares (Scrap), skip time-
consuming layovers (Nelson), and
you can totally bypass customs.




o i 8
e
*
*
Note
Anyone can buy magic spells and use them, but only-those with

the gift for that specific type of magic can gain its more power-

- = s
2 srad e it e RuIGE ful spells through rep usé. To or not
callect all 4 runes in the various regons. you have the gift for a specific type of magic, access that char-
acter’s Equip Ability menu, and select Magic. Any magic catego-
ry with a star next to it-indicates that you have the gift for it.




Note:

Don't let Annie join your party until
you're absolutely prepared to go to
Despair. You can't return until you get
the Freedom Rune, and to do so you
have to defeat a nasty Boss. The team.
won't be ready for this task until later in|
the game.

Hhappy to join, but be fore-
wamed He ﬂas a Iat of glawmg
“up to’do. Speak wn'h h:m in the

pub in §cgap.




it rof evachy he test pick
ik

£ IvS evsr boara. ¥

get him to joirt you, uou
| musr speak with, the: =

We{yobd with a giun and un)éiaué'to sign on, with Blue. S

'be found in Bdccarat,jut only if you're chasmg the Gnomes in
2 5earch of the Gold Carc

q techniques an
nnd have Genﬁcus
e tecimlﬁside havé the fourth chamcter work ofi ﬂns
nd fet B!uvig:u: on building tp
train some of your cl racters in the mqqlc tupes that.
Blue doesn( have This will help you create.a bulunced party and keep'




I recommend only purchasing a single, low-powered spell, because the
team should still be short on-credits at this point. If you use the single
& spell'a lot, you'll eventually learn all the other basic spells without
shelling out the extra credits. Because spells such as Sun Ray and Power §
Grab only cost one JP to cast, you can cast them for free if you fill Blue's
abilities with nothing but magic. This enables the chosen spell to'be his
primary attack and you.won't have to worry about running out of JP.

nth (or Oq;nble if you'y
the. person n-the Wesl‘. side of towri d you

ither ﬂ\’e"l’ulo! Quest. orth&Rune Quest. Telepa’n ”
d,l1| wwon there. 4

¥




ole:
Just to prove I'm a good sport,
this information is for those of
you who've decided to ignore my
advice and are training Blue in
Shadow Magic. If you chose to go
with Light Magic you can skip

There’s a shop inside Omble. The
Shadow Dagger is a good purchase
if you have the credits, but you can
find all of the items elsewhere later

] in the game.

In Omble’s courtyard area, you'll find the shad-
ow ofSilence walking around on the west
side. Speak with it and it will “join” the team.
When you leave Omble talk to the man to the
right of Omble’s entrance and Silence will offi-

cially join. the team.

i customar? This s rare.

T RS £




The spells you really want are
Psychic Prison (Realm), Vermilion
Sand (Realm), Death (Arcane) and

Mega Windblast (Light). Each

_. spell will be crucial in later
-battles.

Before attempting, either quest, you should do a little exploring . |
and level building. I highly recommend you head to Shrike and - |

visit Sei’s Tomb, because you'll find some helpful items and crea-
tures to match your experience levels there: Also, you may

want to explore Underground Koorong, the ruins at Shingrow,

| and maybe even the BioResearch Lab in Shrike (although it can

€): These locations (except Shingrow) are all

ity to an Inn. You can quicKly pull out of one




To obtain gold you should visit
the bar in Nelson, which can be
accessed through Owmi (remem-
ber to use the Region Map once
you've visited Nelson). Speak with
the trader and he'll sell you gold
ingots at 500 credits each. You
can also purchase gold ingots in
Koorong, but at twice the cost!

You must have Gen in your party
to reach Wakatu. Check the
“Building the Perfect Party” sec-
tion of this walkthrough for tips
on finding him.




As you attempt to enter the man-
hole, Emelia, the bunny lady from
the casino, joins you.

The swamp can be a rough place and it's even
tougher when you're drunk. Due to the party’s
drunken state, they'll get hit with negative effects at
the beginning of each battle. You can counter this
8| by using Snake Oil, but doing so can be expensive.
53 Save before you go in, and then leave and level up

¥ if things get too tough.

'l gfﬁ:;g“ =5 e g 4 If you have a Mystic, such as Dr.
» Nusakan, you can use the Mystic

I A ] > Sword ability against the
l 5 v b arty gets Gaeatoad (or the Kraken, which
2 ? p  which i i ;i i appears instead if your levels are
L ol higher), which randomly disposes
of it.




Blue can't return to this area after
obtaining the card. If there’s any-
thing you want to do here, do it







“the. f‘rst ﬁ Mﬂm you “see.
door lea down to anar

dinto a fight:1F you. *
IFhave to'feel your:




As you're following Fei-on, keep this in mind:

If he's not on-screen with you, you probably

shouldn’t pass through a valve unless there’s

Don't hop into the pulsing valve 4] - no other choice. He typicqlly poif-ns out fhe

at the bottom or you'll get cast alves you need to enter if there’s a choice.
out of the slime pits.




To touch the Rune, select the
Touch command when the path
to the Rune is clear.




If you haven't equipped Psychic
Prison, now is the time. Also,
equip a party member with thé
Vitality Rune spell. Prepare the
rest of the party for the upcoming
battle-and then save.




% N o4
e
“ Tie Hagic and Space Magic are
especially potent.
Pertaps you've heard of thes? p

*

Y,

If you haven'’t equipped Psychic
Prison yet, now is the time. Also,
equip a party member with thé
Vitality Rune spell. Prepare the
rest of the party for the upcoming
battle-and then save.







‘into battle. Do it correctiy ug@ Ul
i} receive the Nom's Bangle, — == /|

When you enter Hell, you can’t come back.
Before you go make sure you-have plenty of Max
Cures, all the magic you want, the DSC, and any-

thing else you might need.

llow the pulh,tmf

el . olle !
Is. There's only one fight you must fight for
the | a




Note:

If you follow the cloud that cross-
es the path, you can grab a
Sanctuary Stone.

If your levels are too low or you're
missing an attack, you can level
up here without using Sanctuary
Stones. If Blue steps on the spot

4 where you entered Hell, the
party’s WP, JR, and LP will be fully
restored. This way you can hang
out around the entrance and level
up to your heart’s content.




Don't let Blue get killed. Have the
bearer of the Backpack heal Blue
whenever necessary, even if it
means skipping that person’s
attack turn.




Emelia’s fiancée is killed, for mysterious reasons, by a
masked man who goes by the name of Joker. The authorities
think that Emelia is the prime suspect and thus pin:the blame
on her. She's thrown in jail as punishment, ‘convicted of a crime
that she did not commit. Emelia’s story begins here...

Emelia'is a super model of extraordinary magnitude. On the 2
cover of many mdgazines, she is.indeed the epitome of beau:
tu. She is also engaged to Ren, a patrolman in IRPO. Asa’
character, she is highly,versatile in her stats and her ability to
"l change outfits makes her even more flexible in her specializa-
tion. Emelia can essentially specidlize in any one skill and
excelin it.

Emelia’s s‘mi‘g' begins inside a maximum-security prison known as Despair. It's here ;r:ﬁere Emelia. mests two impor-
) tant people, Annie and Liza. The trio quickly strikes'up a friendship and when the Wdrden pre-

senits his challenge, they agree to help ‘each other escape.
Note:
*

If you check out Liza’s and Annie’s
d abilities and p
you'll quickly recognize each*
" charatter’s strengths. Liza is good
| with her fists, while Annie wields
v asword well.

Finding your way olit of Despair
isn't difficult; however, Emelia’s start-
ing statistics are very low, which
makes her extremely vulnerable dur-:
ing a fight. Fortunately, Liza and
Annie are slightly more experienced
and can carry the team while Emelia
‘beefs up.

AT



When the Warden's challenge begins, héad south through the pipes and then
west (watch out for the drop-off). You'll come
to a room that overlooks the guard's dressing
foom. Drop.down into the dressing room and
quickly duck into the lockers to avoid the
approaching guard.

Ducking into the locker should
occur automatically, but be pre:.
pared if it doesn’t. There are only
two ways to lose the Despair mis-
sion. One is to die during battle,
and the second is to get caught
by a guard.

Once the guard leaves, Emelia can pick
up a Light
Bazooka
that's resting
against the
next set of lockers. When you grab the Light
Buzaaku, a guard enters the room. When this
aceurs, quickly hide in the locker directly
G _sacross from where you picked up the Light
Bazooka or you'll get caught.

Equip the Light Bazooka and Ieuve the z 3
locker room. Enter the chute marked by a red light and you'll end up in the laundru room. Take the chder on
the west side of the room and then follow the path to the west. Dont hop on the conveger‘4

\ J belt.or you'll end up back where you started. = ;
l ote: - You'll Soon reach a room i T i vfi

guarded by a laser alarm system.

The Light Bazooka provides Check your inventory and you
Emelia with a strong attack, but should find an Infra Scope,
don't overuse it. She needs to* which you can use to
begin specializing in her own area | see the red lasers shoot-
_and using the Light Bazooka ing from pole to pole.
doesn't add to her skills. 1 suggest | Avoid the lasers and
using her fists-unless you make yourway to the

opposite side; if you
touch a laser, you'll be
forced into fight.

absolutely need to pop off a shot -
with the bazooka.

Continue to follow the path and

. you'll find the room where the Rune Stone is stored.

However, before Liza can pick the lock, the party
ust face Despair’s best kept secret.

There’s a Shell Shield to find, but
it’s a little out of the way. Take
the door out of the laundry room
and go north through the green
door. Then take the lift up to find
R the Shell Shield. The door in this
\ room returns you to the locker
room, where you can return to the
a] path to the Rune Stone.
N




- NIDHEG

Fortunately, this Boss has been
Note:

toned down for Emelia’s quest;
otherwise, the team wouldn't stand
The game gives Liza and Annie a
couple of random skills. You may

a chance! This is a really good
opportunity for Emelia to get in
have to find a different combo for
this fight.

some target practice. With Emelia
using the Light Bazookd, you:should -
be able to combo with Liza and Annie
. to quickly put this'monster in its place.

Have Liza attack with the Suplex, Annie with the Hard Slash, and Emelia
should pop off a shot with.the Light Bazooka. There’s no guarantee you'll -
get a triple combination, but you should get at least a few two hit combos.
When the Boss hds taken sufficient dqmqqe, it runs off into Despair leaving
‘the team to finish their escape. To lete the chall simply
L \ run up and inspect the Freedom Rune to pbtuin it. 2 Ly

‘MISSION ONE:
IRETURN TO BASE

o Back on the outside, Emelia is introduced to a secret group known as Gradius,
,dﬁgr being rescued from Joker by its le‘ader, Roufas. After Emelia joins the team;
she is dropped.off in Koorong’s sewers for her first mission.

_The objective here is simple: Find your
[*way ‘back to Gradius’ base. Unfortunately,
Emelia has no idea where the Gradius base
is located and Koorong is a big city. Atleast
“Annie is there to help see Emelia through.

Start off by circling the platform and
picking up the treasure. Now head up the
‘ladder and take the stairs back up to
Koorong’s main strip. The base is
hidden in the back of the local
restaurant, which is in upper Koorong.

Note:

After finding the base, go inside It is important that Emelia speaks
and talk to Roufas. He excuses you with Roufas immediately after.
and, if you (ulk_lonu enough, hands completing a mission to obtain
over d few credits to help get some credits. If you wait too long,
SHlosiared, then Roufas will brief Emelia on
her next mission but will not hand
over any credits.




%
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Now you have complete control over. whele Emelia goesﬂﬁd .whnt sJ|
does. However, you should first stop by and talk to-Liza utfd Annie so thﬁ'
they'll join Emelia’s party. After that, uou 71l probably want’ lo,look
tional party members, learn a new muqnc spell or two und smn

purchasing new weapons.

plete side quests. | recommend
that you complete at least two
side quests after each mission,
but you can always do-them all right_
away: The only problem with doing
them all right away, however, is that it
unbalances the game a bit. You'll meet
characters later in the game that won't
be able to handle the monsters you're
fucmq at that time.

For now, you should at least find the:
rest of your party members and visit
Luminous to.learn about Light and Shadow

Note:

You can find information on all of
the side quests in the “Side
Quest” section of this book.

This section summarizes whom you can add to
your party and where they're found. 1 highly
suggest you choose Annie, Liza, and Roufas
as three of your four main support charac-
ters. They are forced upon you several
imes in the game, so its best that they're
p to Emelia’s level. The fourth character can be-
anyone, but 1 sug?'e‘st Rouge.

iza: You definitely_ 4an’t-gvam to pass up.
thaving lea in your p’qlty. She’s hanging out
at the Gradius base and is the easiest char-
acter to fi‘nd ;

¥113w3

Annie: You can't miss Annie. She's resting outside the
base, but-she’s always ready for a little excitement.
Roufas: He's not where you think he is! He’s in
L Mu’s Tomb in Shrike and is itching to obtain
b the Victory Rune.

After each mission with Gradius, Emellu will hnve as much
time as she needs to explor‘e and to com-

magic. You should also visit
Devin*and begin the Rune Quest. Becuuse Emella e
has already obtained Despair's Freedom Rune, she won't be able

to begin the Card Quest until the Rune Quest is completed. g

The only characters in your party
who can receive the Rune Gift are
Emelia, Annie, and Liza. This is
because no one else in your party
will have the chance to visit the
Freedom Rune in Despair. Don't
bother buying Rune spells for

anyone but these three
characters.




RiKki: After talking to Riki, he joins the

p&rty whether or not you want him to.

He too can be found inside thg pub at
| Scrap. 3 <

Mei-ling: She's Riki’s constant compan-
ion and as such can be found hanging out with Riki in the pub.
at Scrap. ;

Gen: Althm)gh you may want to pick up Gen while you're in Scrap,
youcan't doso until you camplene the Rune Quest and begin the
Tarot Card Quest. After that, speak with the Port guthority in

| Koorong about gomg to Wakatu. Then, speak to the Skeleton in
lower Koanﬁg.’ Return to the pub in
Scrap and speak with Gen: Only at this‘

™ point will Gen finally join the party.

Thunder: Once Lute has Joiied your
party, Thunder gladly joins. Thunder is 7
located in southeast Yorkland next to

the large windmill.

Rouge: He is hanging out at the Port in Luminous. He joins
you if ydil tell him you're in search

difhoic_ : e Note:

Silence: This Mystic was sént into
=2 L Rouge can't go to the Magic

Omble:and can't seém to get out. Kingdom. If you try to go there
““Talk'to his shadow while in Omble | with him in your party, he'll leave.
g To get him back, simply return to
Luminous and speak with him
you've finished obtaining the’ again.
Shadow Gift. His body is resting just outside
'Ombles entrance. £ :

and he'll join ypl)r party.once

Time Lord: Time Lord is one of the taughel chqmcters toget. Vou
can't reach’ hlm until you've gotten the gift for Light or Shadow

\ 4 Magic and the Rune gift, Check out the Time Questin the “Side
Quests” section of this book for more information.

kulin: Yet another cﬁamcter who’s difficult to obtain, you can't reach Kylin until you've received
. the gift for Ltglrt or Shadow. ‘Magic and the Rune gift. Check out the Space Quest in the “Side
* " Quests” section of this book for more information.




Fei-on: Because you'll be challengmg the Rune Quest early on, you'll

reach Fei-on in Tanzer early enough to make him-a part of your party.
The downside is that Fei-on is a martial arts master just like Liza. You
must decide if you need two characters with martial arts abilities in your
party. Fei-on joins you if you.choose to help him out in
the fight against Nomad.

Sllmé.- This monster joins you after

When you are ready to embark on | 40U defeat the slime creatures in Tanzer's belly. This event

your next mission, finish one
round of target practice (in the
middle room of the base) and
then speak with Roufas in the
room-to the right.

takes place during the Rune Quest.

There are several other characters who can or wil‘lvjoln your party, lzl]t this.
covers the bulk of them. After choosing your party, train them in muqlc and”
get.them well equipped — you've got a long way to go. \ 2

1t's off to Sanmw for the second mission. Emelia is forced to compete in the

' annual Masked Marial Arts Tournament. If you've been training Emelia in fighting
techmques and have completed a few of the Side Quests, the tournament shouldn't be too diffi cull Stand'in lmé’ cnd (ems
ter for the tournament to move things along.

Emelia, posing as Pink Tiger,
must fight her way through a
series of four fighters. It doesn't
matter if you win or lose.
(although winners do earn more
credits), but you hayve to com-
pete. After the tournament,
Emelia spots Joker and the
chase begins.

Take the left path deep into
the castle and look around.
You'll find two rooms just before the king's throne room. One has a 1‘
treasure chest and the other has two Black X goons. Defeat the
goons, and then check the pillar (the dark brown cnlmhn) léﬂ of the
J door. There's a switch there that opens a secret pnssaue

Follow the secret passage and head to the right. You'll encounter a
few more Black X goons to stall you while Joker makes his getaway.

Note:

Help the Shingrownians and help yourself to the treasure. There’s a- |
switch next to the treasure alcove you encounter at the start of the
secret passage. Press the switch and the floor rises, giving you
access to the treasure, the Ceramic Sword.
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BOSS EGHT
GOBLIN

his isn’t much of a fight if your characters have any experience at all. Eliminate the Yellow Fighters first, because
‘y're easy, and then turn your attention to the Goblin. It's not very strong, bul it can put up a solid defense. Combo the
in a couple of times and it should dle quickly.

After the fight, talk to Roufas to acquire a few more credits and.

take on another Side Quest or two. Talk to

Roufas again when you're ready
to begin your next mission.
Talk to the guys in the front room
of the base. From this point on,
one of them will ask Emelia to
show off her different outfits. This
enables you to change into any
one of Emelia’s many different
outfits as you acquire them
throughout the game.

Each outfit gives Emelia a
special bonus. The Pink Tiger,
which you now have access to,
gives Emelia a bonus when
using Fightmg techniques mak-
ing them more effective.
Emelid’s outfits and their bonus—

: " « ‘\‘
' OUTFIT BONUS (\4
Normal (Qefuult) None
' Pink ﬁber (Mission Two) Fighting

Bunny Emelia (Mission Three) Magic

'ﬂun;er Emelia (Mission Four).  “Sword

Commando Emelia (Mission Five) - Gun. y 5 | ¢

THE ‘CASINOT

The next mission takes the team to Baccarat. Joker has been sbqtted there and”
’s up to Emelia to find him. Begin by heading upstairs to catch a glimpse of Joker.
Follow him up and talk to the elevator operator. 3 gy




Note:

Save your game twice at this
point and work from one saved.
game file to the end. You can
then reload at this point in the
game and try the option you ear-
lierpassed up.

Joker runs when Emelia arrives and leaves you with a decision. You can.
either chase Joker or leave the cave. Whlchgver option you choose determines the outcome
of Emelia’s story. ?

PR you decide to leave, simply go back the way you entered. Should you choose to chase Joker, head south out of the
Gnome’s cave and take a right around the stairs and go north. This leads the team into Joker’s booby trap. 3

BOSS EGHT:

“GARGANTU (OPTIONAL)

! : This fight isn't nearly as tough as Joker had hoped. Although Gargantu is about as big as they get, it doesn’t
"4 have as many HP as most Bosses. In fact, a strong three-hit combo is all you really need to bury Gargantu for :
ﬁ good. If you've reached Gargantu without attempting many Side .
i Quests, however, it might present more of a challenge.

it
¢
-2

When you head out of the cave, the team returns to Koorong. Talk to 3
Roufas ahd edrn a few more credits. Once again you should continue
ta.complete some of the Side Quests. When you're ready, return to the
3 base and prepare for the next mission.

‘Gargantu will perform attacks like Tail Hit and Trample. It
‘also performs an attack called Quake, which can quicKly
‘wipe out your party. It's a good idea to have at least'one

infiltrate the base alone and determine just what Joker is ub to.

After her arrival, Emelia is taken to Yaruto's harem. Shortly
 thereafter, Roufas’ diversion begins and Joker and Yaruto disappear. Head into the hall and you'll
encounter two of Yaruto's dancers, Asellus and White Rose.




e -% :
Be careful here. If you already have close

to 15 aracters in your party, you could
lose a couple you've already collected

when Asellus and White Rose join.

ey ,';If you talk to them you get forced into a fight, however, you'll
also have Asellus and White Rose as additional party members.

 Although both are somewhat low powered, they give the mon-*
sters roamlng the halls of Trinity somelhmq to shoot at besides.

Emelia.

Note:

There’s some treasure to find if
you go down two. floors from
Yaruto’s office and head to the’
‘; [~ left. The treasure is located in a
_side room. Be careful, though,
beeause the-pile of gold is actual-
Iy Living Armor. The treasure itself
«is worthwhile, as you'll get an
EA_‘ES Tag and a Sanctuary Stone.

.

Head to the right
and go down the
stairs to.the bottom
floor. Take the left ele-
vator (one screen over)
to the top floor. In the
next room, you'll face
a strong guard outside:
of Yaruto's office; so
save your game:before
approaching the guard.

The office is emptu,

1 so head to the right

and continue the

= chase. Head down the stairs and
> take the elevawr on the next level. From this area, you

mn heqd straight to the left and finish the mission.

RET URN TO TRINITY

~ Since th debacle at Trinity Base, Yaruto has been fired and a new commander has taken his place. Not much is
known about the new; commander, so it's Emelia’s mlsslan to return to 'I'nmtu Base and find out what’s up.

i you want, you can head up one floor and.
check out.the rooms there. You'll find a soldier
in need of assi

LS

Note:

e. Defeat the

and then speak with him. You'll soon discover
the soldier, Zozma, is actually a friend of
Asellus and White Rose. He'll gladly join your
= party if Asellus and White Rose are with you.

Emella is alone again for this one, so you'll want to spend a large
amount of time dodging monsters on your way to the head honcho's office

As sopn as you get through the first hall, take the stairs up two flights
and then head left. You'll find the new commander's office right where
Yaruto’s office was before. Go inside and speak with the man o

Note:

Just before the Commander’s
office, you'll face another tough.
guard similar to the one you *
fought during your first visit. Be
sure to save!

himself. -

When things start to go crazy,
head to the left to find Annie, Liza,
and Roufas. Head back to the right
and then go down one flight of

the west and into the back of the O
waiting ship (there's a:ramp) to e
the mission. et




Back at the base, talk to Roufas to get
the last of the campaign funds and com-
plete any remaining Side Quests. The next |
mission is for keeps, so you must prepare
A your party.

Note:

Your fifth character will probably be a lot weaker than
the rest of the party. Make sure you beef up this charac-
ter before you take on the next mission. Also, ensure
that you have the best weapons, armor, and sKills.
~There’s no coming back from Yorkland once you're there.
> » :

{3 . This is'what it's all about. The team has tracked Joker to a small chapel deep
£ ‘vf within Yorkland. Get ready for one of the toughest fights ever.

The woods are easy to navigate. Just head east and uou (il eventually find the
chapel There is one fight in whlch you must participate, but otherwise you can
easily avoid the rest.

’3 When uou;each the chapel, properly equip your party and then save your game. I suggest giving each chumﬁer one’
ﬁgﬁ two Max Cures. You should also make sure Liza has the DSC (Dream Super Combo) before fighting the Boss. This deﬂnlle[u,

/ makes the fight a ot easier.

guard, Joker unleashes hls ultimate weapon.

Finat Bo_ss:
DIVA - .

This is one seriously tough Boss. If uour stats are low, you'll have one heck of a time winning. Therefore, g
party members should all have at least 500 Hit Points before fighting Diva. Combos are the key and-as such, “a
ou'll'need to. build your combos ffom your most powerful attacks. «

1

Diva has two forms; The first form relies heavily on magi mulnlu lightning, and can unleushseveml attacks -
each turn. The second form performs fewer attacks, but causes more damage with each one. This
'second form relies on brutal physical blows and combos.

T A

. It's bestito use Time Leap against this Boss’ first form. Your magic user must have a high level of speed 1
for this tactic to be effective, but it makes the fight much easier. By using Tme Lecpy you tcn stop Diva from per
forming about half of its attacks. ﬁ

Ano‘ther tactic is to use the DSC. Try to hold back until the Boss chunqes into its second form, ;md
then give it all you've got. Use the DSC on every turn and gou should soon be causing at least 15,000-
points of damage each turn.

In addition, have everyone ready to heal and use your Max Cures if anyone needs healing. If
you need to level up, simply take the party outside and fight in the woods. Just make sure you.
have at least one Sanctuary Stone left to heal your wounds before taking on Diva. Good Luck!

W BT R




. Aselli onq journey lcunches in Facinatury. Herslbrg begins. with the
@oducﬁon of Glnu. a slmple maid who assists the mﬂor in the ! r.ul uwm

n$S, qreen-hulred man, tells ﬁer that Fucmu!uru isa Mustlc land, ruled bg the Chmm Lord, Ollouge Why is

Asellu hg@,, »and how can she'leave?

B &\

a\!v'
¢

| Suddenlg, a oontemptlble coward, Ciato, smbs Asellns llom behmd witha »
large sword. Strangely, Ciato’s sword drlps purple blood. Ollougé then mkes

Return to the ielepormnon pool, ‘and hgud for the middle door.on the castle’s bottom branch. Descend the
pen courtyard, dominated by a large, mosaic; red rose on the floor. Enter/Orlouge’s throne room through the sﬂlﬁelu




gate up ahead.to find'a g
rather cangef_ﬂu! gathering, |

3 flaaysius.
_reveals that he turned: you \ b you do?
into'a half Musllc. as the:

3 ‘t‘m’nSfused some of his,
Musv.k blood to you. For
some reason, Orlouge
| makes youra “Prince” of
Facinaturu; Nice touchl

‘Once lMon Julns Qour

Enterthebuck room to fi i
the cofﬁn to make White Rose uppéa i

It is essential to Asellus’ story that

t you'll ne
White Rose joins your party fincucilinged

them. Narture thel

‘1. Do not use any of
Asellus’ Mystic abilities.
1a.. Do not save Gina from .=
the Griffin.

OR




To find and recruit White Rose
at any time, simply return to

Many important events that influ-
her room.

ence Asellus’ story in Facinaturu
are triggered or unreachable. It
depends on who escorts the
heroine at any particular time:
Take some-time to explore the
areas of the castle with just White
Rose or Ildon in your party to
trigger some events.

Fallow n.e secret passage fo the
dorit forget my maney.

Later in the game, you may also
wish to recruit Princess Rei and.
her interesting Mirage magic.
Approach her room (in the tower
to the castle’s I left) with
White Rose:-Talk to White Rose
there to learn the details of Rei’s
reincarnation as a human and her
escape from Chateau Aiguille.
Do this and Princess Rei will join
you later.




pare for your first battle:
vthlm | at your side, fit ioh

Asura not only packs a

tremendous offensive punch and
is a key element in many powerful
combos, but provides an excellent

counterattack, Asura Revenge.

Better yet,-the revenge occurs

even if Asellus is downed by a

monster’s attack.

Save your progress early and
often. Use one save slot for a non-
threatening, comfortable position.

A good example would be just
after the ion of a major,

difficult task- When encountering
a new, unknown part of the
adventure; use a different save
slot, because you might get
trapped past a point of no return,
or even wiped out!




Be sure to remove any equipment
from Mesarthim (especially if you
gave her the Asura!) before you
approach the pool of water or
she'll take everything with her
when she-leaves your-party.

To reach the final battle with
Orlouge, all you need to do is.
defeat the five followers: Fire

Sage, Water Sage, Green Sage,

Lion Princess, and Ciato.

When selecting your “Final Four,” it's best not to have
White Rose in your party.




Thpse,pr’e so-called elemental monste
Bectuse of thi 2use spells that directly

| oppose their stiengths. Cast fire sbe!ls'un J
‘the Water Sugesand water spefis on the
Fite Sage, foriexample, Fortunately, these
terrors fighi ul6 s-thére are nuother
= Iuckegs to wonu .abouit.

Lion Princess usually shrugs
off-any physical and sword
attacks; so focis’on magic
dl and ability skills. As usua,
uny‘combo attacks ghu_t

d genérate-at least 1200 Hit
Paints of damage
to-her will help

and-just
before you bume Cluto Ildon joms gour party. He ;

just:pops up out of !he blue Expless gratitude to
: iyour lucky stafs for small fnvors




gic, o Ilkelu prospecun this wpsg

| t'urvu, upside-down wolld Asellus and the

others are dumped into a felblddmg Dark V o‘l- e

chunnth This rather fascinating area con- - *.

tains many doors, some with pathways and | If you want to equip others with
~others not, alt of which float i in space. As White Rose’s weapons and

Whlte Rase will tell you, this is Orlouge's en armor, unequip her before

of the road punishment for her de%emod leaving the Dark Labyrinth.

Your goalis to find the exit; but uou Although this appears heartless,
already knew that. First enter the door in she would understand, and
the northeast corner, and then enter.the = | what use would she have for
door in the northwest comer. Inno'time at | any of her stuff when trapped
all, you'll reach a room with the femer door | forever in the Dark Labyrinth?.
(the one you're looking fol) and a Red
Turnip, that's. just hanging around. Speak With the
Red Turnip, and.it will join your. party in a’'short while. Go throuqh the .
center door m the Dark Labyrinth. g

e 'Back outside, Asellus is: understandublu depressed Sudlu, White Rose bid.

everyone good-| bye and took up residencein the Dark Labyrinth as ﬁel selfv

imposed punishment for going- ugmnst Orlouge's wishes. White Ro: > was n trusted "

friend, companion, und fough! well; Worse yet,” everu other party member is gonel” &
1e noble Zozma an




ole

°

A suggested party (all with 500 to 700 Hit Points and higher than

50 attack and defensive statistics) for the upcoming big-time bat-

tles with major Bosses and the boss of Bosses, Orlouge includes:
Asellus (Corkscrew, Mega Windblast, Gold Hand, Crush Beat,

and the trusty Asura)

Zozma(Sharp Pain for stunning, Glass Shield, and the Mystic
weapons [Sword, Glove, and Boots])

Thunder (Ground Hit)

Ildon (Mystic weapons [Sword, Glove, and Boots], Phantasm Shot,
and Mirror Shade)

Lute (Turbid Current, Gale Slash, and Total Shot)

Another good, alternate member would be Rouge (Psychic Prison,
Implosion, and Vermilion Sand)

Some nifty weapons and armor to have or obtain in upcoming battles
and events include: Rune Sword, Light Rifle, Genbu Shield, Obsidian,
Pluto Armor, Golden Lion, and Zero Sword

f you want Kylin (Lord of Space Magic)
{to join your party, do not add Rei. Also,
if you did not bring White Rose to
Princess Rei’s room that fateful day a
long time ago in Facinaturu, Rei will
not join you now.




Note:

Although the Silver Moon, Light
Gun, and Power Belt are fine items,
the final battle finds the party
casting magic like crazy. At the
very least, collect and equip the
Harmonium items to increase
defensiye stats.

to your room towards the top ‘of
 the. enemu fested part of Chatedu

Remember Gina? Rastaban sealed
Gina within the Griffin.




Note:

If you barely survived this fight,
make the long trek back to
Owmi or Koorong to pick up better
weapons, armor, and special
potions. Believe us, it’s worth it
in the long run. Take the time to
build up levelsin some of the
game’s hotspots, like Shingrow’s
Ruins, Shrike’s Bio Research Lab,

or Koorong's Sewers.

.
If you teleport:to the other
tower, you cannot teleport back
to the garden. You will have to
go through the enemy-infested
part of Chateau Aiguille again.
This is not a big deal though;
that wonderful healing cave is
located just before you ascend to
the very top of the castle. In
fact, it's best to'return to the.
healing cave after each of the
upcoming battles.
















-~ Note:

| Now what? Lute has the whole
M world in front of him, so explore.
- to your heart's content. Becomé
[“big. Become strong. Become mag-
\ical. Becom, better person. -
€onsult the“Side Quest” and
-oﬂ.l‘el walk\thraygmgatglial in this:,
<+ booK to assess yourinfinite*
g )ptions. From now until the
endgame portion of this walk-
through, ‘consider what followsas .
Teasible suggeéstions for building
B up Lute and hiscompaniions.to a
_sufficient enough strength to
defeat Mondo.

g Notéi

3 By the time you complete a
decent number - or all - of the,
magic quests, your characters*

“should be in great shape to tackle
8] .. Mondo. (If you need more. -
locations to-fight, try the Shrike
«. Bio Research Lab, Shingrow's




Could it be that Lute has not
needeq to challenge any Bosses.
this far into the quest? Well, yes

" and no. This all depends on which
pngh you chopse. Technically, you
eould avoid-every Boss in the

. guest, except tat;the lovable
< Mondo and"his minions;.of course.
. ‘Check elsewhere to see which
: sses mmht be faced during your N
* Magic quests

\]ote:

Once you enter Mondo Base, there’s no tummg back: Make sure,yuu
have at least one save just before triggering the endgame sequence in
Captam Hamilton's cabin. For'example, you may choose to save at

g Owmi before you board Captam ‘Hamilton’s ship.

LR ) %)

\]otét

Always leave open at least one
ability or spell slot for each .
character-in your.core party thdt

™ regularly fights monsters. If you

_Iail to do S0, you can't earn or-
lean anything new. This is true
-even if you fight @million battles!




= Note:
*
|« The quality.of your party’s .~
strength determines whether you
avoid or ¢hallenge the' monsters
Swarming all over the base. &
There’s a lesson to be learned
here. Before getting down to any
Serious Boss battles, the party_
should be at peak fighting and
magical capability.
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Note:

Don't save over the “safe” save you made before
. You triggered the endgame sequence.




Unlike the Lute and Blue quests,
Riki has many objects to find
before reaching the final Boss:
Theres almost no free-wheeling in
this quest.




i'i \]ote.

lel is a Monster, in the literal not social sense. Because of this, there are some special considerations that
you need to consider in-order to reach higher levels of combat 'magic,-and efficiency. -,

JHumans attain terrific increases in (all levels by using skills and spells and surviving combats.
At the end of each successful cambatlound (If you don't see “Wiped Out,” you're therel),
the screen “announces” these frequent rises.

. In contast, Monsters have the ability.to literally morph into the defeated souls.and, sometimes, skins of
other defeated monsters. After the party conquers any non- -human Riki or ather in your
party get a chance tovinherit the losers’ skills and bodies. —

For &ample, if Riki:morphs into a Trisaur, he becomes as big as a house with hundreds of Hit Points. A suc-
cessful Ground Hit from sueh a Monster inflicts severe d toan [« ly, Riki's inheritii
ofthe skllls amfbody ofa Iowly, 90-pound weaklmg Slime has a le§§er effect, only lmposmg a few hundred
- points damage !ram a'weak body.

ﬂottom Line: Use your experience to know when to morph Riki or other eligible monsters in your pany




You should pay a.visit to Scrap’s Junk Shop. You can-pick up some
strong weapons and armor for.a small amount of credits. The trick;
however, is finding what you want in the shop’s stock room. All of the
items appear as a type of junk (armor,-gun;-or weapon) when you
stumble across them. Unfortunately, we can't provide you with-a list of
items for the Junk Shop, because
the availableiitems are always

" changing.

the Junk Shop the stock gets shift-
ed around, so you never know just,
what you'll recéive. Most of the
items are worth the price, but
you'll occasionally find“a loser.




. swall
in ﬁng isona ,ﬂ\ip’
'f'hd‘bpeqk When you pdy only ¢
Hﬁ to Nomad, and her, follos ers ug

Remember all our prattle about
morphing? Morph from Riki's orig-
inal Lummox form into a Killer
Bee.'Bingo! Riki gets a 200 Hit
Point upgrade, and a 30-point
Strengthincrease in one fell

ad demands the rings in
swoop. How about that?

's possession. When Riki pre
1y refuses, she takes off to
ewl ere”velsle. Enter the

S cluw‘swne. lo
yest to

After this fight, save your game
because you are close to fighting
Tanzer. Do not make the irrepara-
ble mistake of reaching Tanzer's
{ocation, and then saving before
the big fight: There’s no-turning

back, and no way to build up
levels if the fightis too tough.




all wwulds the Murakumo Sword and.: some more random enemies,-lf gbu ac
“tally walk to the east or north olong the wall; gnu‘ll ]ump into the “hﬂnd of som;

Hop down after the ﬂgm and ref um the i
"ﬁ Mum room ‘once ugqin When uou try, to steal the

ge
save beforé the battle. nefeat the ienem
gou will receive the Mizukaquml ‘Shield:

abilities like morph g, !he poWe 73
hnuse i Sword, the 1 ipl et Minion Strike, and the charming Sacred
iSong, your'll ¢hange your past




Enter the mansion and talk fo the
gitl's Iilllionaire fother who speuks of a

upstcurs and confront Molluslte Qmﬂ
.decent hits and the wlmp disappears.

Riki will uuwmatlcallg appear back in
Koolonq to obtam a dodor for the girl.

Just call us crazy! Our core party
now consists of two Monsters,
(Riki and Thunder), two Mecs

(T260G and Engineer Car), and
the recently recruited Death Lord

Sel: Rest assured that by-the time

the endgame seguence rolls
around, this party will.be more
than equal to the task.

imic D) Nusakuns pointers ubougfghtmg Mollasite.; Use very:
Weak attacks; or perfonn $ome useless heals until thedemon <
estwusvthe girl’s ‘bed. Theh do’ ‘Your battle thing; and defeat it
With a few d;cent gombos. Mollasue drops Jike a stone ¥

he g:o(&l girl hundiover ﬁle Healet Ring. (Equlp&plvoml
fighter wig'l this ring ut once. Only usable one single time per

attle, it Reals everyone —‘even the fallen.) Beiore you feave the
imansion, s&uk with the girl's father twice to'receive 500 credits




the way. Upon your arrival, resist the trge to try your luck at'the tables, Descend
v:a the stailcase to the very next ﬂoov, nd enter the first Toom to f the left. A tini

ing the chandelier into the parking guruge.
=i Track! the mouse down a manhole to the.

and’ then eventually, comer

is normnllg easiest in the:

pomons of the cave. By catching the mouse,
you will retrieve the Hero Ring:




into a graveyard:
You can obtain the eight with nine tomb:
Virgil Keys in any order, stonies. Seafch each
one until you fi find -
‘ggds ithe first Virgil Key. The placement of the
is random. As y might suspect, running intoan -
_ eriemy ;cmsns nr; ncounter.




stairs, Jeft throdgh the ¢ 0
to a lower pathway ti

Relurn to the palace entmncé, 0 up ﬂ\e stairs, then go right, and down.!!uou‘hh 3
gm, ond enter thedno Smep onall of the

thrql‘jgh the spikes. 1f you fail to follow
4 recllu. you wnll hnve to fight enel

Remember, if his Life Points. fail to iéro RiKi:
dies, the gume ends,and lts reseb time,

Tlg to'use’ combos or multipfe- tumet weopons b
or: qltacks to’ destrog ns many of the slimes at




vel.5 combo, or else
wil become |mpatlen;

Note:

nish. *(If she had been‘in £ 3 W |- Have you have all your credits,
e f‘f;htmg Pﬂ'tlJ. you would I purchasing the best weapons and
. armor,-as well as recuperative
items for your party members?
No sense hanging onto any
‘money now!




Questst

The following are what we in the RPG community call “side quests.” A
side quest is an optional storyline that may serve no purpose in the game
except to lead the player to a particularly strong weapon, spell, or even a hid-
optional for most characters, it den character. It's entirely possible to play through SaGa Frontier without ever

” % taking on a single side quest, but taking part in a side quest is typically the

may also be an essenm_ll partof | post way to build up your characters statistics and to help increase your flow
oné character’s storyline. For of credits.

_.example, Blue's walkthrough
focuses heavily on completing
g several of the following side S E’ ’S TO M B
<+ quests. So you can’t complete -*
g Blues gal;;,i;,w:’::m {o¥ing. The tomb is located in northeast

x Shrike near the Street. It's a good place

S to build up a low-level character and to collect some
powerful items that will give you an edge early in the game. Your goal is

simple: collect three magical artifacts, and then defeat Sei if you're up to it.

Although a side quest may be

The first artifact is the Magatama, a low-
powered defensive accessory. When you
reach the main room of Sei's Tomb, head
southeast and then take the north split
inside the next room. Here you'll find an
object in the northeast corner wall, but what
you can't'see are the two Dead Knight guards. Save your game and then grab the
object, and you'll go into battle. These creatures are no laughing matter - they can
1 combo for about 500 points of damage, which is way more than most heroes can
handle.




With the Magatama in your possession, return to the _main'voom and
you'll notice several flashing spots on the floor. These spots indicate trap
doors that you couldn't see earlier. Step on the southwest tile and you'll
drop onto a wall below. Follow the wall to find the Murakumo Sword and
two more Dead Knights. Hop down
after the fight and return to the main
room once again. Try to steal the
sparkly item in the northeast corner
wall, and you'll be attacked by two
more Dead Knights. Make sure you
save before this battle; Dead Knights
can Kill lone heroes in one turn and
no one wants to play this section
over and over again. Upon defeating
the Dead Knights, you will receive
the Mizukagami Shield.

Now you must make a choice. Do you take these three lovely items or do you

go for what's behind door number one? Early on,
*
*
Note

t's best to keep the three items, but
eventually you'll want to try the
- second part of Sei’s Tomb.
If you are playing as the character
Riki, you MUST place the three.
items on the pillars in order to*
continue with his quest.

Boss Figur: ;

DEATHLORD (SEI) &
DEAD KNIGHTS

This is in no way an easy battle. First of all, the Death Lord and
Dead Knights regenerate HP each turn. The HP the Dead Knights
get back is no big deal, but the Death Lord’s HP regeneration can
) be a real pain. The Death Lord can also combo with any one of its
ﬁ Dead Knights, which as you know by now is a very bad thing.
Also, if you Kill all of the Dead Knights, the Death Lord will repeat- ‘
edly unleash its ultimate attack, the Minion Strike. So you need to
] keep at least one of the Dead
Knights alive at all times.

Remember the three pillars near

* the entrance? By placing the three
artifacts on the pillars you'll open a
door that leads to a golden coffin.

| Inside is Sei and he’s none too happy
with your presence.

3IN® 3dis

>153

Start the battle by eliminating three of the Dead Knights. You
an use Gale Slash once to help you out,\but don't elimi-
& nate all four Dead Knights in one blow, or you're in trou-
E ble. Also, save your WP and JP for the Death Lord...
gou'll need it!



Once this is done, the real challenge is “killing” the Death Lord. Between
his HP regeneration each turn and his HP Drain attack, he can wear down
a party to where it no longer has any WP or JP left to fight with, even with-
out putting up a strong offensive. You really need to combo the Death Lord
to get anywhere. If you're not causing at least one and a half times the
damage that Sei regenerdtes each turn, you'll never win.

When you've defeated Sei, he offers to either join your party or to give you
a weapon. Personally, I suggest taking the weapon, which just happens to
be one of the strongest swords in the game, the Kusanagi.

BIO RESEARCH LAB

Shrike is loaded with i places, i the “Street” full of screaming Kids at play. The Bio
Research Lab, which is located to lhe souheast. is a great place to build up experience and levels. g
Once inside, scenes reminiscent of “The Island of Dr. Moreau” come
i to mind. Zombie-like scientists have been subj to horrif-
M ic experiments. But you
can forget engaging any \
of the mutations; in the
blink of an eye, they
i revert to their experimen-
tal monster form and Ef’

attack. However, it's easy
to avoid them if you
choose not to engage in
combat.

Take the stairs to the
second floor. Enter the
leftmost door to a library. Ignore the “librarian,” and pass through a secret
door behind the bookcase by pressing the Circle button while facing it,
directly opposite the entrance. While avoiding the denizens guurdmg the
stairwell, climb to the third floor and then surprise some “sci ing their i Engage them in com-
bat. When you win, the target of their experiment gleefully joins you. Welcome to the group, Cotton!

Take the stairs down the to lab's ground floor, which is a humid, stifling
area infested with exotic and hideous undergrowth. Circle around the building
to the right and enter it.

Climb the ladder, defeat the console controller, and activate the switch to
the LOCK OFF position. Leave the building, and enter the northern most struc-
| ture. Approach the girl standing there, and a Boss fight with an armored turtle,
the Earth Dragon, will commence. With
the Boss defeated, cross the ledge to

retrieve the Dragon Shield in the chest.




ANCIENT SHIP

Decrepit and decaying on the outside, this antique wonder can be thor:
oughly explored. Originally a traveler from olden times, its apparition
M| descended from the heavens and
landed west of the famous tourist
attraction, the Shingrow Ruins, and
northwest of the ornate Shingrow
Palace.

Pay special attention to the
Sonicbats, whose Supersonic
screams-attack multiple party mem-
bers. Anti-status spells and potions
are a must when exploring here.
With a weak party, expect to last
about the time it takes to hang up
on a phone solicitor.

There's plenty to see inside, but if you're playing as T260G your goal is to find the unidentified power source. If, how-

| ever, you're playing as another character, you can pick up a lot of treasure, the biggest of which is the bag of 500 credits.
Head down and then left and you'll find a room with a large ramp. Take the ramp up
and pass through the door, and then climb the ladder inside. Continue to the north
and you'll enter a three-story room. On the middle deck, you'll notice a wall of veg-
etation. Approach the wall (as you would any door) to enter a small room with a
barely functional computer.

Take some time to wander around the ship - there's plenty of credits and useful
treasure to find, especially the powerful Duel Gun, the protective Jump Suit, and
Hyper Scale.

SHINGRO W RUINS

Ruins i to the Easy to find -
(¥ but dlfflcult to master - this is one of the better areas for beefing
\ up weak party i before an ii fight.
Many deudlu monsters roam about inside. The Ruins are not over-
just

1f your group is rather weak, pop in, fight a few battles, pop
out, and head for Shrike's Street. Stay for free at the Inn to recov-
er, and then return to the ruins for more exploration. Make sure
you use the maps to help guide you through and locate every
treasure. If you hit a dead end, try an alternative direction - there
are only a couple dead ends in the whole place.

One of the Ruins’ main i is its many Sub-B lying in
ait for any would-be heroes. The first you'll encounter is a rather enor-
ous Gaeatoad. Mercifully, the toad alwauys fights alone, and is no



The second Sub-Boss fight is against two deceptively innocent looking girls.
Engage them in polite - or even impolite — conversation, and they turn into a
Spear Valkyrie and a Sword Valkyrie. They talk big, but they go down fairly
quickly.

In at least one quest, a tough Boss fight
ends your work here, but for others (like
Lute, Riki, and Asellus) just reach the penul-
timate battle against four Big Slimes and
one Huge Slime. At this point, an interesting
fight ensues. Concentrate on combination
attacks. The fiends regenerate, but you can
usually take out three or four in one round.

BACKSTREET

No, not the name of a Bette Davis movie, but the seamy underbelly of Koorong. Descend to an open manhole guard-
ed by some flying monsters. Several areas are open for exploration here. The town's two main drags, upper and lower,
contain many shops and street vendors. The Inn, which offers affordable healing, has been used by every visitor since
the beginning of time.

Just below the main drags is a nether
region, simply named the Backstreet, which
resembles a patchwork of stylishly paneled
walkways. Many locations look like unfin-
ished buildings. This is a great place to
power up weaker party members, and it is
close to available healing. Dr. Nusakan's
clinic is also here. A quick visit will reveal

| him for the quack he is, except
when Riki comes a calling.

Theres a hidden scientist sell-
ing a Secret Board for 400 credits. There's also a smuggled weapons
shop, where you can buy some of Trinity's finest weapons and cannons.

Deeper and deeper into this area is the Natural Cave. This location
plays an important role in the Rune Magic quest. ﬁm‘:ﬁr‘m
By
s

LORD’S MANORE

This impressive structure, high on an Owmi hill, houses the devious Lord
of Owmi. Various quests (most notably Riki's and Asellus’) require visits to this
location.

The elegant upstairs is almost always empty, and makes the hairs on the back
of your neck stand on end. Treasure is scarce; the real deals are in the forebod-
ing basement.

The mansion basement is unsightly and dark, probably due to the unhy-
gienic habits of the basement’s denizens. Expect to find several floors of
squeaking, writhing, and screaming monsters. Most of the creatures protect
decent, but not spectacular, treasure. Keep an eye out for the Shell Bracer.
About two-thirds of the way down, a Devil Squid blocks your progress to a pool
room. Once the squid is defeated, approach the nearby pool room and the

E| noble water muystic Mesarthim joins your party.




THE TAROT QUES

While visiting Devin, you should stop by the Arcane Magic Shop. It's here where you can purchase a basic set of
Arcane spells and inquire about the Arcane gift. The quest for the Arcane gift is known throughout this book as the
o “Tarot Quest.”

The player must visit four locations to acquire four tarot
cards. This, in turn, gives the gift to any non-Rune Magic users 3
present when all four cards are found. Once a spell caster has I'Wen these 4 plain cards become
obtained the Arcane gift, that person will begin to learn more fréane tarot cards, you usll
-\ powerful Arcane spells by practicing with less powerful magic. § | acauire the gt for this magic.

There’s no particular order in which you need to acquire the
cards, but the following is a suggested order.

& Shield Card - IRPO

(¥

Gold Card - Baccarat
& Grail Card - Yorkland

O Saber Card - Wakatu

Generally a player should seek the Arcane gift as early as possmle Doing so enables the spell caster to gain the maxi-
mum amount of spells before the final battle. :

THE SABER CARD (WAKATU)

Wakatu is full of monsters and has a few treasures that can help the party get
going. You must be wary of the ninja characters that mysteriously appear

and di gh they aren’t much of a
WNote: |

challenge, they sometimes can put the party
You.must have Gen in your party

o in an extremely challenging battle. Try
[;:':E:,"ﬁ: ,f,':_;,i,.:' = | ] to avoid them unless you're feeling par-
Elia ticularly confident in your party’s skills.
Gen leads the party through Wakatu. to reach Wakatu. To obtain Gen
Pay close attention to his directions and | - you must first have the four cards
you shouldn’t have any trouble from the Arcane Magic Shop in
IR iGtraugh s towy. ~Devin. Then visit the Port in
When you eniter the third floor |- Kdorong and ask.about.going to

of the Saber Shrine, shadow . Wakatu. Follow. this by talking to L
objects will begin appearing on the Skeleton in lower Koorong,
the wall. Your goal is to stop the who gives you Gen’s name and

shadows so that three Sabers are location: Finally, you'll find Gen in >

B visible. Doing so will get you the the pub in-Scrap. There are cases

] Saber Card. Getting anything else where Gen joins your party early
forces the party into a fight. The P in the game without your having

trick is to shut your eyes and lis- "
ten to the game, Every time you hear completed this process. In these

the sword clink; the three Sabers are case.s, yodnegd.only wslt. t{’e
aligned. Memorize the rhythm and then Port in Koorong after obtaining
try to press the Circle button in time the four cards from Devin.
with the sound.




‘THE GRAIL CARD
(YORKLAND)

Ah... Yorkland, famous for fine liquors and home to the elusive Grail
rd.

Head to the southwest to uncover the heart of the town. The area is
d lined with several breweries. Enter the first one on the left and inquire
about the Grail Card. Your character is instructed to speak with the next
brewery, then another, and another, and so on. You eventually learn that
the card is hidden in the Liquor Shrine, which is located in Yorkland's ¢
swamp (to the northwest of town).

Fortunately, it’s a short walk north to
the Shrine; however, the path is full of
monsters and the party is completely
drunk. This becomes evident when you
first enter the swamp. Try to stand still....
You can’t! Now try to walk a straight line...
You can’t! The monsters lining the path
won't attack unless the party gets too

| close, which is difficult to avoid because
your character is weaving and wobbling all
| over the place.

‘When you reach the Shrine, you'll receive the Grail Card with no strings attached. Don't forget to save as soon as you

the: v s

The swamp can be a rough place and it's even, tougher when you're drunk. Due to the
party’s drunken state, they'll get hit with.negative effects at the beginning of each battle.
You can counter this by using Snake Oil, but doing so can be expensive. Saveé before you g0, in,

. and then leave'and. level up if things:get too tough.

Note:

». If you have Mecs in your party, you'll be pleased to know that.they can't get drunk. This makes it much
easier to push your way through. On the down side, however, Mecs can't acquire the Arcane gift."

GOLD CARD (BACCARAT)

First things first: You shouldn't go after the Gold Card until you've had a chance to perform “Takonomics.” What's
Takonomics, you ask? It's an unlimited credit trick that involves trading gold for credits. You'll find more information
‘tegarding Takonomics in this section of the book. ”

Why do you need to use Tukonamlcs before going after the Gold Card, you ask? Simply put, it's gonna cost you! Lots
‘of obsessive Gnomes living under Baccarat currently own the card and they won't give it up unless you give them at least
four gold ingots (2000-4000 credits worth, depending on where you buy them). If you've performed Takonomics, you
should have about thirteen ingots in your possession. Keep in mind, however, that the Gnomes will take as many qold
gots as you have in your possesslqn Anyway, there’s no use doing this quest if you don't have the gold.

o




When you enter the casino, walk up one floor

and speak to the woman dressed in the

bunny outfit on the right side. You'll see a

happy little Gnome pass by. Follow it up ‘ ote:

the stairs and you'll arrive just in time to

watch it hop on the elevator. Go down to To obtain gold, you must visit

the next set of elevators and take one either the bar in Nelson (500,

down to the Parking level. credits each), which can be *
accéssed through Owmi, or the
_currency exchange in Koorong

*  (1000-credits each).

The open manhole leads to 1
N ot e * an underground cavern and the home of
- o ¥ | the Gnomes. At first glance, the caverns,
Emelia is the only one who doesn’t Ll seem awfully confusing, but it's really
have to search for the Gnome in pretty easy. Just head for the passage
the casino. This event happens ds o in t_he soufhwest corner, and then take
partof hér basic walkthrough. 4 : - an lfnmedlute left. Head upward and
. al you've found it.

Talk to the leader of the Gnomes 2 - LA
and it will make you an offer you can't w roey, 50a. 7 P N t N

refuse. If you have the gold (you do . 0 e *
| have the gold... don't you?), talk to the ars 3 »

Gnome agsecond timelfmd the Gold g £ Asupu agemphioenElthe nan:

Card is yours. " hole, Emelia joins you - unless of

> course you're playing Emelia’s
- story.

SHIELD CARD (IRPO)

The Shield Card is in the possession of IRPO. They're happy
to cough it up, but only if you can prove uourself worthy. Fuse,
L an IRPO Patrolman, takes the team to

Mosperiburg, but to

an area that normal-
N ote . Iy can't be reached.
.
There are plenty
In Red’s quest, if you have Fuse in of powerful mon-
Your,party, you're given the sters along the trail
Shield Card upon your arrival* to the top, but you
without taking on Fuse’s quest. can dodge most of
them if you feel so
inclined. On your way to the top,
you'll notice a small cave off to the left. There are two
ery powerful Dragons inside the cave and a whole lot
of treasure.




S UB- 0ss FiGHT:
DRAGONS

These two cfeatures are as tough as they come. The Red Dragon is by far the weaker of the two and should
be your primary target. After eliminating it, you should focus on the Black Dragon.

You really need to Kill the Red Dragon
during the first turn; otherwise, the !
combined attack of the two Dragons

will quickly chew up the party. The e
Black Dragon has an absurd amount of &5
HP, much more than a normal Black 3
Dragon, but its attacks are the same.

Be prepared to counter its Stone effect
and you should do all right.

At the top of the mountain, the team finds the rare flower they've been searching for plus something else!

BOSS EGHT:

SUZAKU

First, notice that a Flame Barrier surrounds Suzaku, which means you must
rely on Guns, Magic, and any Sword or Martial Arts attacks where the char-
acter doesn’'t make physical contact with Suzaku. For example, Air Throw
(Fighting), Gale Slash (Sword), Bound Shot (Gun), and Swallow Swing
(Sword) can all inflict damage from a distance. In the end, this shouldn’t be
a tough fight. If you do have trouble; leave and get a bit more experience

and then try again.

THE RUNE QUEST

While visiting Devin, you should stop by the Rune Magic Shop. There
you can purchase the basic set of Rune spells and inquire about the Rune
| qift. The quest for the Rune gift is known throughout this book as the
“Rune Quest.”

The player must visit four locations to acquire four Runes. This in turn
gives the Rune gift to any non-Arcane Magic users present when all four
8l Runes are found. Once a spell caster has obtained the Rune gift, that per-
son begins to learn more powerful Rune spells by practicing with less
powerful magic.

There's no particular order in which you need to take to acquire the
Runes, so here’s the list.




& Hide Rune - Koorong &’ Victory Rune - Shrike

&
& Vitality Rune - Tanzer & Freedom Rune - Despair

In general, a player should seek the Rune gift as early as possrble Doing so enables any Rune Magic users to gain the
maximum amount of spells before the final battle.

Obtaining Suzaku

While in Mosperiburg in search of the
Shield Card, you can get Suzaku as a
playable character.

Defeat the fairie on the first screen. Then
go to the area with three boars in it. You'll

see a snowman around the edge. Attack the
snowman on the southern edge of the clear-
ing, which takes you to a fight with Jotnar.

Note:

If there is no snowman on the
southern edge, return to the first
screen and defeat.the fairie again.
* Afterwatds, return to the clearing
and-again-look for a snowman on
»___the southern edge.
The Jotnar fight is really tough. It helps to have Ice Crystals, Genbu Shields, and
 Pearl Hearts to help nullify its ice and water attacks.

Once Jotnar is defeated, return to the previous cave and take the right branch to find a defrosted Suzaku
Jr., who then joins your party.

HIDE RUNE (KOORONG)

The Hide Rune is located deep within Koorong in the
latural Cave. The path to the cave is simple. Enter Koorong’s
back streets by way of upper Koorong. You'll know you're on
the right track if you get stopped by a couple of Black X thugs.
(Black X is a criminal organization that plays a major part in
Red’s walkthrough.) Just follow the path to its end; if you come
o a dead end, go the other way and you'll eventually find the

10D 3dIs

Once you're inside the Natural Cave, head to the south until
you reach a clearing and then take the next path back to
the north. There’s a small gap you must jump to reach
the Hide Rune’s location. To make the jump, run
toward the edge and uoul character will hop to the
other side.
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This is a good time to save. Just ahead you'll find a cave full of nasty creatures.



B b
UAKEWORM & WORMBROOD

This is one Boss that lives up to its name. At the end of each turn,
it may cause a small earthquake that can damage each of your
characters. To counter this, 1 suggest you equip your party mem-
bers with Jet Boots. This
lessens, if not prevents, the
damage. As for the actual fight,
g the Wormbrood act as support to
the Quakeworm. Their main
function is to keep the
Quakeworm healthy, which they
do by casting Magic Heal or
Support each turn.

Use attacks that can hit the entire group. Gale Slash (Sword), Total Shot (Gun), and Mega Windblast (Light)
are all good choices. Anyone who can't target the Quakeworm should focus on the Wormbroods. With any
luck, you'll take out all three Wormbroods on the first turn. If not, pick them off one by one to open a path to
the Quakeworm.

After the Quakeworm is defeated, the Hide Rune reveadls itself.

VICTORY RUNE (SHRIKE)

The Victory Rune is located deep within Mu's Tomb in southwest
Shrike. There's a lot of monster traffic on the way to the Rune’s location,
so be prepared to fight.

The path to the Rune is straightforward and has only one branch.
There you'll find a set of stairs (west) and a door (east). The stairs lead to
the Rune and the door leads to some treasure and an exit.

At the end of the tomb, you'll find a dried up pile of bones and the
Victory Rune.

Mus Tomb




Boss Fianr:
SKULLDRAKE

At first, Skulldrake is nothing but a pile

8. of bones, and remains so for the first

turn of the fight. Use this time to set up
defensive spells like Shield. You can't

Between the first and second turns, the
into its
self so begin attacking at full force. It's

extremely vulnerable to physical attacks and can fall in only a few turns if you have
a powerful combo ready. If you take on this quest late in the game, lhi51
Boss shouldn’t be much more than a minor annoyance.

FREEDOM RUNE
(DESPAIR)

Note:

Skulldrake regenerates HP after
every turn of battle, so be sure.
you're causing at least twice the
damage that Skulldrake
regenerates.

There's only one way to reach Despair: Talk to Annie outside
Koorong’s restaurant. She can easily sneak the party into the prison.

Annie leads you
through the prison to
the Freedom Rune,

‘ ote: but she often leaves
it up to you to guess
You can only reach Depair once  |where to go. Stick to
you've acquired the other three the high path in the
Runes. pipes and avoid

falling into one. If
Note:

you do, you can easi-
Iy backtrack and try
again.
Emelia performs this quest at the
beginning of her walkthrough and
cannot return to Despair once she
leaves.

Continue to follow Annie's lead and you'll reach a room with an
elevator and a conveyer belt (taking the elevator will lead you to a
Shell Shield and a Light Bazooka, but it's a longer way to the
Freedom Rune). Ignore the contraptions and take the door, and then
enter the first green door you see. This door leads you down to an
area with a grouping of posts sticking out of the ground. If you have
an Infra Scope, you can see lasers shooting from post to post. Avoid the lasers as
jou pass through the area, or uou‘ll get forced into a fight. If you don't have an Infra Scope, you'll have

L to feel your way through. -

Ahead in the distance is the entrance to the Freedom Rune’s chamber. Anme can open the
ock, but not fast enough.



BOSS FIGHT:

NIDHEG

il 1f you battle this Boss late in the game, this fight should be easy.

8 Hit the Boss with Mega Windblast and any other strong attacks
that you have. If you've figured out combo attacks, you should use
them. There's no reason to conserve your JP and WP, because you'lf
soon get warped out of Despair.

After the fight, investigate the Freedom Rune and it’s yours. The party is instantly warped from Despair back

VITALITY RUNE ( TANZER)

Tanzer isn't really a place so much as it is a living thing. In fact, the
only way to reach Tanzer is to get swallowed by it as you're traveling
between towns. When you've start-
ed the Rune Quest and you think
you're ready, hop on a ship and see
if Tanzer is biting.

Once inside, follow Fei-on to
his... um... village. There's not much
to do inside Tanzer’s belly, but you
can rest here. There is one small
catch - you can only restore your
LP. This means you need to limit
your use of magic and techniques
until you really need them.

Talk to Fei-on and he'll lead you to the Vitality Rune’s location. He's a little
difficult to follow, so pay attention. The different valves and arteries act as
doorways to different locations. Be careful, because some of them can suck

you in if you get too close and you'll end up some-

where you don’t want to be.
Note:
*

As you're following Fei-on, keep
this in mind: If he’s not on-screen
with you, you probably shouldn’t
pass through a valve unless
there’s no other choice. He typi-

Fei-on will join your party if you
say you'll help him. He'll remain
with the party even after you
leave Tanzer.

The slime pit can be confusing.
Your character can go down the
slime slides, but the slides can't be
climbed, which makes it difficult to get
where you need to be. Take the slides
down and stick to the right. Enter the
cave (artery) at the bottom to return to
the top. Take the left slide down twice,

cally points-out the valves you
need to enter if you have a
choice.

and then hop off the right edge. Slide
once more and you're there. Save your
game and tell Fei-on you're ready.




BOSS » EGHT: 4

HUGE SLIME &
561G SLIMES

The object of this fight is to have one of
your Human, Muystic or, for all you ‘
Asellus fans, half-Mystic characters \
touch the Vitality Rune, which is behind
the Huge Slime. Use your attacks that
target all enemies in the group and
focus on creating a clear path to the
§ Rune. One slime regenerates each turn,
so you really need to take out at least
two slimes each turn, if not more. Remember that your goal here isn't to
destroy the slimes, so much as it is to touch the Rune. Do'$o as soon as
you get a chance to end the fight and obtain the Vitality Rune. N Ote .
*

As Tanzer readies itself to spit out

your party, a wandering Slime,

LUMINOUS: LIGHT | i
& SHADOW MAGIC

In Luminous, each character can learn either Light or Shadow magic, but not both. However, to master the
ighest level spells in either type of magic, characters must obtain that magic’s gift. Light Magic users must face
e Luminous Labyrinth, whereas Shadow Magic users must take on the dark realm, Omble. It's good to train at

LUMINOUS
LABYRINTH -
(LIGHT

i MAGIC)

A beam of light guides the party through the labyrinth. This beam acts as your key to
er parts of the maze. The trick is figuring out how to bend the light so that it hits the it
L next door. This i is accomplished by adjusting mirrors so that they direct the light to ) 4
where gou need it to go. Check the accompanying diagrams to see how the differ- /// ‘
The last room is a little different. There are several prisms and colored glass ‘Q
attered throughout. To leave the maze, you must hit the back wall with a white
ieam, but you can obtain different items by hitting the wall with different colors.
ese items are as follows:

£

O




COLOR OF LIGHT  RESULT
White Exit from Labyrinth
Purple Receive a Sanctuary Stone
Yellow Receive 400 credits
Light Blue Receive a Moonlight Robe
Any other color Fight an enemy

Upon exiting the Luminous Labyrinth, your characters are blessed with the gift
of Light Magic. This means that as your Light Magic user(s) practices with the
basic Light spells, they'll begin to acquire stronger spells.

OMBLE (SHADOW MAGIC)

B,

To reach Omble, you must talk to the person on the east side of Luminous. Ask about the gift and you’ll enter Omble,
however, you'll do so without your Mecs, Monsters, and Light Magic users so make sure that you're properly equipped.

Upon entering Omble, your lead character’s shadow runs off to the
north. Unfortunately, the team can't leave Omble until this character
N gets their shadow back, which is no small task.
Omble’s mansion is full of .
shadow creatures (normal V
monsters that appear as noth- l l' 54
ing more than a shadow), > o e %
some of which are fairly In.Omble’s courtyard area, you'll
strong. find the shadow of Silence walk-
ing around on the west side. *
Speak with it and it will “join” the
_team. When you leave Omble;
talk to the-man to the right of
Omble’s entrance and Silence will
officially join the team.




At the back of the mansion, you'll find a
room with a bunch of shadows. Look close-
Iy and you'll notice that they're the shad-
ows of most of the main characters in SaGa
Frontier. First, you need to scare them all
from the left room to the room on the right.
Then you need to carefully select your main
character’s shadow from the rest (look for a
distinguishing feature such as Blue's pony-
tail or Red's spiky hair). When you choose
correctly, the shadow runs into the back
room. When you choose incorrectly, you're
forced into a fight.

Follow the shadow into the back room, save, and approach it.

s3n® 3dIs

S

imble leaves with the gift for Shadow Magic.

There’s a shop inside Omble. The
Shadow Dagger is a good pur-
chase if you have the credits, but
you can find all of the items else-
where in the game.

BOSS F:;GHT:

SHADES

This is one of the most interesting fights in the game: The 1
team versus their shadows. The danger here is that the
N Shades have every ability that your team has. Think for a

moment about your characters. Who do you consider a
major threat? Who's the fastest? This should indicate the
strategy you should employ. You should first focus on

Bl your fastest character’s shadow and your strongest char-
acter’s shadow. They should fall easily, but you'll proba-
bly lose a character in the process. Now pick off the rest
one at a time. Use your best attacks and, whatever you
do, don’t hold back!

Upon exiting Omble, each character that entered




MIND MAGIC (KYO)}

kuo is the home of testy training grounds, where candidates can receive the gift
of Mind Magic. Eligible train a ion of one-on-one
| battles. If you want to participate in this train-
ing, wait until your characters are fairly strong.
That way, the battles are waived, and everyone
¥ qualified receives the gift of Mind Magic without
a fuss. Bear in mind, however, that your charac-
ters get but one shot at the training. If they fail,
forget Mind Magic for the rest of the adventure.

\

THE TIME QUEST
(TIME LORD’S REALM)

Head to Mosperiburg and talk to Virgil, the Ring Lord, about Time Magic. If the

party is powerful enough, he'll send you to the Time Lord’s Region. Explore the
area and you'll notice a large, broken hour-
glass. You'll also notice that time is completely
frozen, so nothing is moving. This means that
you can't lower the drawbridge to the Time
Lord’s hiding place. Dip your character’s hands
into the sands from the hourglass, and then
return to Mosperiburg.

Virgil then sends you to
Facinaturu to find a Sand Vessel.
Walk into Rootville and locate the
Kkinned . This doesn't take credit, but he does

When playing as Asellus, you
v e

accept LP. There's no way to get the Sand Vessel without sacrificing one LP must first purchase fhe Sand
and once it's gone... well, it's gone. (When playing as Asellus, you should buy Vessel beff”e ever being sent to
the Asura Sword for many enjoying hours of whomping monsters.) the Time Lord’s realm.

Teleport back to Mosperiburg and
then have Virgil teleport you back to the Time Lord’s Region. Make
[¥ uour way to the hourglass and collect some sand in the Sand Vessel.
M Then climb around the hourglass and onto its top. By placing the sand
back in the hourglass, you can return time to its normal state.

Now make your way
north to the drawbridge so
you can meet the Time
Lord. Most characters are
given the choice of mak-
ing the Time Lord a mem-
ber of the party, or pur-
chasing Time Magic.
However, you may be
forced to fight the Time
Lord in order to acquire
the gift of Time Magic.




BOSS HGHT: ;

TIME LORD

The Time Lord relies heavily on magic, but also has a few strong phusical attacks up his sleeve. However, his
strongest attack by far is the Over Drive spell, which freezes your party and enables him to perform multiple
attacks without interference from your party.

Follow the simple strategy listed below and the Time Lord won't seem so tough after all. First, have your spell
caster cast Psychic Prison every turn, regardless of whether or not he or she needs to. This keeps the Time Lord
from using his magic and his phusical attacks are a lot easier to deal with. Second, have your character bearing|
the Vitality Rune magic ccst it on everyone in your party. This lets you concentrate on attacking the Time Lord
and enables you to ignore status effects, such as Venom. Meanwhile, let the rest of the team work over the

o Time Lord with combos or powerful single attacks.

When the fight is over, you'll have the gift of Time Magic and all of the Time Magic spells.

THE SPACE QUES
(KYLIN'S PARADISE,

Travel to Devin and ascend to a shrine, up a VERY long stair-
case. Talk to the woman there about Space Magic. She'll warp you
to Kulin's Paradise, the realm of the current Lord of Space Magic.

Head to the back of
Kuylin's happy town, and
you'll find the master loung-
ing in its chambers. Speak

g with Kylin and it warps you
into a strange maze to test

realm, so take your time
completing the test.

Follow the path straight ahead
and through the first door. Take a left and pass through another door to
reach an odd chamber. Go straight and then to the left to find a large key
on the ground. Return to the odd chamber and go down once and then to
the left to find a locked gate ahead. Open it and go through.

Take the upside-down path back
the way you came and eventually
you'll get turned right side up again.

| Touch the pot to shrink, and then
pass through the small door.
Continue to the next small door, go

hance to have Kulin join the party. If you turn down Kulin you'll get the chance to purchase
pace Magic. However, some characters will be forced to fight Kylin in order to acquire the gift




BOSS HGHT:

KYLIN

Because Kylin can wipe out the entire party in just a couple of turns, cast Psychic Prison on Kylin constantly.
This keeps Kylin from using its powerful spells and makes the fight a breeze. Also, have your character

' equipped with the Vitality Rune cast it on everyone in your party. This makes it easier to deal with Kylin's
phusical attacks; let the rest of the party combo Kulin to death.

The only real threat in this fight is Kylin's Sacred Song, which can cause 400-700 points of damage to each
party member. Because it isn't a spell, the Psychic Prison can't block it so be ready to deal with it. If Kylin
defeats you by using the Sacred Song, just reload the game and try again. You should be able to defeat Kylin
in a couple of tries.

When the fight is over, you'll have the gift of Space Magic and all of the Space Spells.

FURDO'S WORKSPACE |

Hidden in the row of trees in the Magic Kingdom's southwest region,

this bizarre place is strangely quiet. Every single living thing is a statue of
j stone. No monsters here, for now

at least. Proceed ahead to the left

or right, and then descend to the

lowest part of the edifice where a

whitish column of “something”

soars toward the high ceiling.
j| Obviously, this material holds

every inhabitant of the place in a

petrified condition. By touching the

column and clicking the action but-

ton, several mischievous fairies are

released.

To your profound surprise, the fairies begin lifting the stone spell through the site. Benign statues turn into murderous
| monsters, and petrified treasure turns into available items.

‘Wind your way up to the second floor
of the chamber, up the stairs and then left
to Furdo’s chambers. This fun-lover goes
down fairly easily. Never mind this,
though. Stick to the fairies and other mon-
sters if all you want to do is raise your
weaker characters levels up. Snatch the
Glow Robe from the one chest behind a

| huge Mec on the first floor. On the second
floor, in a room just south of the edifice,
lie two additional items; the Unicorn Tear
and the Pearl Heart.

Remember that you must wait for a fairy to break the stone spell on an item before you can pickit up. If
you happen.to engage a fairy in battle, defeat it.and it will return to the chamber.in a petrified condition.
Touch the column again to release the fairy.




" FRIENDLY CHARACTER

SCRAP PUB

Riki, T260G, Lute, Gen, and Mei-ling. All, some, or none of them join,
depending on which character’s story you're playing.

DEVIN OR LUMINOUS

s
Rouge is available at various times during various quests.

SHRIKE

For most characters, visit Nakajima Robotics. The Engineer Car Mec will gratefully join.

YORKLAND

Thunder is a terrific fighter, who can morph with the best of them. By endgame, its Ground / "
Hit whacks the foe for thousands of Hit Points. Thunder will join your party if you've already acquired or are play-
ing as Lute. 1

" TAKONOMICS
(THE UNLIMITED CREDIT TRICK)

Nothing in SaGa Frontier is harder to come by than credits. Fortunately, there's a way to get your party the credits it
needs to purchase as many items, weapons, and armor you want.

To begin with, you need to save around 7500 credits. This can take a while, but if you explore the sewers of lower
[Koorong and the ruins at Shingrow you can pick up most of the 7500 credits. Take the 7500 in credits and go 1
to Nelson. There you can purchase Gold Ingots at 500 credits each as opposed to

1000 credits each in Koorong. Buy at least 15 Gold Ingots and then
make your way back to Koorong.

Take your Gold to the Currency Exchange in Koorong and sell
enough so that the Gold's value drops to 520 credits. Now return to
Nelson and purchase as much Gold as you can. You should end up
with more Gold than you originally had.

You may be wondering why this
trick is called “Takonomics.” It's
named after the tester, Takahiro
So, who first found it. So next
time you're purchasing four Hyper
Blasters be sure to give a special
thanks to Takahiro So.

Note:

To reach Nelson you must hop on
a shuttle from Koorong to Owmi.
At the Owmi port you'll be able to
travel to Nelson.




With your new supply in hand, go back to Koorong and
increase the number of Ingots you are selling to include all of Golclrgot
them, but DON'T PRESS THE CIRCLE BUTTON! Instead, decrease
the number of Ingots you're selling to zero (i.e. the number of
Gold Ingots you have in your inventory).

You should notice that the price of gold has just risen. Sell off
your Gold Ingots until the price reaches 520 credits again, and
then go purchase more Gold Ingots from Nelson.

Repeat this process several times and you'll begin raking in
large amounts of credits. The one catch is that you can’t acquire
more than 50,000 in credits at any one time using this trick. If
- you try to make more than that amount, you'll lose all of your
| Gold Ingots and any credits that you would have made from the
transaction.

Once you've done the trick, try to keep
about 20,000 credits on hand at all times.
This way you can fill your coffers with a sin-
gle run to Nelson and back.

Note:

At first you may feel like this trick
isn't working. Stick with it and.
you'll begin to see how it works.
The main thing is to make sure
you're always able to purchase
increasing-amounts of Gold
Ingots.




THE DSC
(DREAM SUPER COMBO)

The DSC is easily the most powerful attack in the game. Getting it isn't difficult, but it is time consuming.

First, you'll need someone who specializes in Fighting techniques. Liza is the best character for this, but
any Human will do. It’s just that Liza has been known to learn the DSC in as little as four hours, whereas it
takes most other characters upwards of twenty to thirty hours.

Your fighter must learn four
specific attacks:

© Ssliding
O Suplex
Y Babel Crumble

o Giant Swing

Once the character learns all four attacks, equip all'of them at the same time. Next time you enter a bat-
tle you'll notice your fighter has an additional attack called the DSC. This attack will never show up in your
ability list, but it will always be available in battle as long as you have the four required technigues
equipped.

At maximum power it can cause as much as 20,000 points of damage at a time. The down side is that it
costs 18 WP each time you use it.

The Special Ending

If you defeat the game with all seven characters you'll be treated to a very
pecial ending. The last character you defeat the game with will appear
Inboard the Cygnus with a bunch of other characters you’ll remember

igher enemies from the game. There's plenty else to see, but we'd
ate to completely ruin it for you!




- BACCARAT
Baccarat
~  Gnome Caves . .
BLACK RAY
Black Ray
- BLACK X BASE
. Black X Base

| CYGNUS

} Cygnus ..

 DARK LABYRINTH
Dark Labyrinth

DESPAIR

1 Despair

DEVIN

FACINATURU

Chateau Aiguille . . . .

Rootville

Facinaturu Caves .. .

JUNK

Caballero’s Hideout . .

KOORONG
Koorong

Underground
Koorong

Shuzer’s Base .

KYLIN'S PARADISE

Kylin's Paradise . ...

KYO

LUMINOUS
Luminous
Luminous
Labyrinth

MAGIC KINGDOM

Magic Kingdom . ...
Furdo’s Workspace . .
Destroyed Magic ...

Kingdom

MANHATTAN
Manhattan . . ..
CTC Building ..

MONDO'S BASE
Mondo's Base

MOSPERIBURG
Mosperiburg

NELSON

Doomsday
Machine

SCRAP

Cabellero’s Factory .
SHINGROW
Shingrow Palace ..

...148
..149

150

151

..150

.153
..154

155

156

157

180

.158

SHRIKE

Sei’s Tomb

Mu’s Tomb

Bio Research Lab .. .
TANZER

TARTAROS

Tartaros . . .
TIME LORD'S REALM

Time Lord’s Realm ..
TRINITY BASE

Trinity Base
VICTORIA

Victoria
WAKATU

YORKLAND
Yorkland
Forsaken Chapel




Baccarat & Gnome Cavés

Tarot Quest (Gold Card)
Red's Walkthrough
RiKT's Walkthrough

Red's Walkthrough

Tarot Quest (Gold Card)
Tarot Quest (Gold Card)
Emelia’s Quest

Emelia’s Quest

NOTE: Use the elevators to reach the various
floors and the port. Repeatsfor 200 loors







“Black X Base, -,

Elevator Controls
Black X prisoners
Boss Fights




Captive
Paycheck

Cygnus

3
F

Pirate Ambush #1 G

Captain Hawk

H

Ventilation Shaft 1 Boss Fight
Pirate Ambush #2 ] Roufos.

BIEK K Blue

Asellus & White







Dark Labyrinth

A RedTumip

B Monster trap

€ Random teleport




)

Despalr
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Port
Rune Shop (Rune Magic)
Arcane Palace (Arcane Magic)

Space Quest (Space Magic/Kylinis Paradise)




Facinaturu

Rootville
Tailor's Shop
Mustic Shop (Mystic Magic)
Gozarus
Pilot
To Facinaturu Caves
To Chateau Alguille

contnusdon
Poge 1344
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Chateau Aiguille E
A To rear of Castle

B White Rose’s room
C  From rear of Castle
Boss Fights

Orlouges Throne room
‘Training Grounds
Boss Fight

Rei's room







Continued on Page 135




Rear of Chateau Aiguille D Healing Stone
To front of Castle £ Tointerior of Castle
Boss Fight (optional)

Giant (Optional) and portal

Continuedon P 130.6
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Facinaturu Caves
A ToKoorong
B To Rootville

T lleten

‘Continued on Page 129:H




A Omega Body

et %R

- e

B
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Vitual Realm
Teleport to A
Teleport to B

Teleport to C

Teleportto D
Teleport to
Boss Fight

Core




irena Registration

Uncle Taca's Shop Gen
Port
Boss Fight

A

Junk 4

Item Shop.




Koorong
A Port
Gold Exchange
ltem Shop
Tnn
Skeleton who Knows Gen
(Tarot Quest)

; Coninued on
B coninundonpone m9n Pose 1390

Kb'oi'og'

Fur trader
Cobbler
Information Center
Helmet Shop
Armor Shop

Range (Emelia
only)

¢!




ontnoed o0 page 1553 Continued onpage 58.C

‘Condnuedon Poge 390
Continan on pese 584

Underground Koorong
Smuggled Weapons Shop
Dr. Nusakan
Secret Board
Gun Shop
Sword Shop

‘Shuzer's Base (Red only)




‘Shuzer's Base
A Sub-Boss Fight
B Hidden Switch

€ Boss Fight




Natural Cave
A Boss Fight (Hide Rune)




Kylin's Paradise

g
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T
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Kylin's Paradise
A Kylin

B WL By 2

i x




Port
Shop

Dojo (Mind Magic)

Black X Base (Blue only)
Drug Vat

Rabbit (Red only)

1"4# . "‘43




Lumlnous

Rouge
Luminous
Labyrinth
Magic Shop (Light

Luminous
A

Luminous Labyrinth

Magic Shop
(Shadow
Magic/Omble)
Silence




®

o ‘Omble f

€ Boss Fight

xw_my'amm




Md'gié kingdoLm

Magic Kingdom

€ White Column
A Magic Shop (Realm Magic)
B Weapon Shop

D Boss Fight




woUed WGgic'Kingdont/
A~ Sub-Boss Fight

Norn's Bangle Boss Fight
Goddess Clue Boss Fight




AN TR i s N
Manhattan

Manhattan
Port
Leonard's Lab (260G only)
Restaurant (Leonard and Fuse)
Jewelry Store
Friendly employee

Cindy Campbell's office




CTC Building




Mondo’s Base

Elevator controls
e Important items
€ Boss Fight

LA e i R R R R L e b L G

Nelson

Port
‘Weapon/Armor Shop
Prospector (Buy Gold)




B Mosperiburg

A Virgil (Ring Lord)

i
4

2

g




Mosperiburg
A From IRPO

8- Dragon Cave
€ Suzakulr.
Boss Fight




Captain Hamilton
Mesarthim (Asellus only)
Devil Squid
Booby-trapped treasure.

Mesarthim

T oammono >

Booby:trapped landing point
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Continued on
Page 1534




Loser Controls.
Gate Controls
Boss Fight
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S A B S V) ‘ﬁl"ﬁ!ﬂsiﬂﬂl’?, t
Doomsday Machine




Office
T260G and Gen

Riki and Mei-ling 0 3 Caballero Factory

Lute = Lute (T260G only)
Crane switches
Cabellero

B N«



a

Port -

Ve Shingrow
Hidden switch #1 l n ro
Hidden switch #2

Boss Fight

Ancient computer

‘Booby-trapped

door
Black X Hideout

Continuedon
Page 160.4
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Contined on
Poge 156:4




Continued on
Page 1584
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Shingrow Ruins




Ancient Ship

BT IR Vel At SR S L TV VL L TR T T i



NS s B PR PR TR R R LT e O S ST M I

Shrike

Library

A
B

G

D Nakajima Robotics (Shop)
E Engineer Car

F Mizukagami

G Magatama

H  Murakumo

1 Lostmouse

3 Roufas

K Boss Fight (Victory Rune)

L sei

Continued on

Continued on Page 164.C.




Sei's Tomb

SR R AT LT S SN G T PO e LD



L S8 Sk ]

o s
Mu’s Tomb




Bio Research Lab "
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Tanzer

Slime Pool (Vitality Rune)

Boss Fight Continied on Poge 166:4

ninued on Poge 166:8




Continued on Page 166:8

Poge 1664
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Tartaros

Locking mechanism #1
Sealed doors
Locking mechanism #2

Tartaros computer







A spilled sand

B Top of hourglass

€ TimeLord




White Rose and Asellus
Trinity Commander
Zozma

Escape Ship

Trinity Base

Continued on
Poge 1724

Continued on Page 1728
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Victoria

A “Port’

B Captain Hamilton
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s

A Saber Chamber W(] k(] tu

Continued on
Page 1754

Contnued on




| Yorkland

Pont
Thander

Lutes ouse
LiorShine (ol Card)

Bremeres

Contnuedon oge 74
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Forsaken Chapel

A Roadblock
B Boss Fight
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To better understand the signiﬂounce of the es(iaru boxes, refer to the sample below.

Enemy Stats
Hit Points

STRENGTH— : Skills: Claw, Needle,
QUICKNESS —>4 [ 17] Tail, Tackle, ~ -
INTELLIGENCE —3i INT- g . Supersonic, Runawgu
witL ———— £ - -
Items:, Stun Needle,
g PR Fang Amulét, Celestial 1 r——chawﬂer items.
Leather o .

| Character Skills

VITALITY ——3t
CHARM ————%¢

Absorbed Stats .
Elements Enemy is

CATEGORY: BEASTS §

Items: Stun Needle,
Fang Amulet, Celestial
Leather

Skills:, Claw, Needle,

Tail, Tackle;*
Supersonic, Runaway

olerance: None -




25 Items: Beast Leather, Items: Yolk Hat, Lucky
qu §22 Fang Amulet Coin 3
INT_§ 14
wiL §24
=2 K Skills: Fang, Dash, Skills: Kick, Chop,
i Heal, Dagger Jaw, Hypnotism, Stampede,
vit. §33 Needle Stun Gaze
CHA § 31 4
Tolerance: None Tolerance: Gaze
3 46|12 Items: Fire Crystal, 116} Items: Stun Needle,
40] 12 Fire Leather
22| 0
37| 0
2410 Skills: Fang, Fire .
Breath, Flame Blast Fang, Needle, Stun
26|12 fkd Gaze, Dagger Jaw,
22} 0 Beetle Juice, Scream
Tolerance: Heat
46| 0 Items: Unicorn Tear, sTR 85120 Items: Unlucky Coin,
61|18 Magi Hat au §63]20 Celestial Leather.
70|18 T §44] 0
45]18 S vy oo s | o 402120 Skills: Claw, Spoil,
. Is: Energy ills: Claw, Spoil,
4910 el Kk T, Crout v §57] 0 Psychout, Mad
35[0 Gaze, Dash, Runaway, Magic vit. 4481 0 Attack, Needle, Heal
7i|18 Heal Clelfat A |44 0
Tolerance: Water, Sonic Wave, Ga: Tolerance: None
75140 Items: Fang Amulet, sTR §46] 0 Skills: Wing,
64] 0 Celestial Leather, aui 3820 Psychout, Spoil,
2810 Behemoth Rifle a Is.u‘;ll:b\:d ':ackle,
3 [ Skills: Fang, Power wiL RZe v 1 Beast Leath:
ills: 3 - tems: Beast Leather,
dops Beat, Gasflame, Psy §ESi Silver Spread
7310 Temple, Scream, Fang viT. §441 0
5710 Crush CHA §64 120

Tolerance: Heat Tolerance: None




Skills: Tail, Psychout, 1B Skills: Psychout, Tail,
Da-dum 2 Heal, Chop, EIf Shot,
Claw, Feint

1tems: Lucky Coin, - Items: None
Laser Scope

Tolerance: None Tolerance: ‘None:

—
Skills: Rock, Tail Hit, Skills: -~ Vapor Blast, Light
Da-dum, Trample, Reverse
Buake i Song, Mystery Tap, Kyin's
Song, Photosynthesis
items: Beast Leather, : items: Angel Armor,

Behemoth Rifle Harmonitm Armor,
Hyper Scale

Tolerance: ‘None Tolerance: Float, Water, Sonic

CATEGORY: PLANTS

Items: Stun Needle Items: Cure, Power

Cure

Skills: Kick, Tackle,
Needle

Skills: Spore, Spider
Net, Trip Gas, Magic
Heal

EEEEEBE

Tolerance: None Tolerance: Water

Items: Cure, Power | Ttems: Cure, Max
Cure Y Cure, Flower Amulet

Skills: Rava Shot, - Skills: Grasp, Creep,
Sleep Gas, Spoil, . Acid Breath; Feeler
Scream, Magic Heal

Tolerance: Water




pri
Items: Blood Chalice, sTr §41] 0
Life Candy [ou 23] 0|
; INT- 8501 1
wiL §551 (
Skills: T
¢4 Paint Powder, Bl 61‘ 4
Scream, Sad Song, vir. 4501 ¢
3110/ Stun Gaze cHA 4521 0
\Tolerance: Water, Sonic Wave, Gaze Tolerance: Water, Throw.
Skills: Sun Ray, Flash, sTR 4531
Seed Vulcan, Heat . - qui 4225
Wave, Photosynthesis W 45210
Items: Max Cure,
Glow Robe™
cHa 68] 0
folerance: Heat, Water Tolerance: Water, Sonic
STR §64]22 Skills: Needle, Gale
au 438] 0 Attack, Stone Gas,
wr 455] 0 g:l|hﬁod. Magnetic
wi 18822 il
sy 079122 Items: Bolt Crystal,
- Harmonium-Armor,
vir. §80 Harmonium Earring
CHA 8721 0

Tolerance: Sonic, Throw.

CATEGORY:

| Skills: Kick, Water

Cannon, supersonic

20[ 0,
i8]0

Tolerance: Float, Water

Items: Flower Amulet,
Max Cure, Shade
Robe

Skills: Sun Ray, Chop,
Feeler, Beat,
Photosynthesis |

Skills: Kick, Spore,
Supersonic, Tremor, -
Trip Gas, Sad Song,
Photosynthesis
Items: Flower Amulet,
Shade Robe

AQUATIC ANIMALS

Skills: Water Cannon,
Tackle, Beat

Items: Pearl Heart




Tolerance: Water, Shield

Tolerance: Water:

Tolerance: Water, Gaze, Shield

Tolerance: Water

Skills: - Beak, Sweep,
Rock, Mystery Tap,
Supersonic’ -

Items: Cotton Shirt,
Egg Hat

Skills: - Kick, Acid
Breath, Grasp, Trample,
Tremor, Headbutt, super-
sonic

Items: Snake Oil,
Behemoth Rifle

Skills:- Fang,
Thunderbolt, Tornado,
Magnetic Storm,-Arctic
Breath, Fang Crush

Items: Genbu Shield,
Sea Stone ~

Skills: - Ink, Feeler,
Thunderbolt, Maelstrom,
Mighty Cyclone

Items: Max Cure, Sea
Stone

Tolerance: Water

Tolerance: None

Tolerance: None

Tolerance: Water

Skills: . Kick, Feint, Dash,
Bolt Breath, Stampede-

Items: -Pearl Heart,
Blue EIf

Skills: Horn, Dash,
Tremor, Tail Hit,
Trample

Items: Fang Amulet,
Beast Leather

Skills: Claw, Poison
Grip; Stone Gaze,
Brain Crush, Horn
Items: Celestial
Leather

kil sweap, Pha
, jon,
grc‘lw Cannop'n, Pom

p

Items: Killer Rifle, Fire
Crystal, Tce Crystal




Skills: - Beak, Kick, Acid '8 Skills: - Ink, Coils,
Breath, Water Cannon, 4 Thunderbolt, Trample,
‘Da-dum, Sleep Gas - ‘Maelstrom

Items: Fire Crystal, Ice S Items: Ogre Glove,
Crystal, Bolt Crystal SH-Anklet

Tolerance: Water Tolerance: Water

CATEGORY: INSECT
|

- e A
SIR§ 9|5 Skills: Scissors, Ink, SR §17] 0 Skills: Horn, Spider ,
au §12{ 0 Tackle aun 6o Net, Blade Net,
T 110 w30 Beetlejuice
w g Items: Shell Shield, i Items: Shell Shield,
B tems: Shell Shield, tems: Shell Shield, ‘
ol - Protector il 0 Protector
v §2{'5 ] vir. 42718 |
ciagl 810 cHA R 151 0
Tolerance: Water Tolerance: None
——
st §18]10] Skills: Thrust, Spider str §32] 11 Skills: Scissors,
Net, Blade Net, Spin = Poison Needle, Tail,
o gosplo Attack, Lance LR i Ground Hit,
. WNT-83910 INT-§12] 0
1 ”g wi. §28] 0 wit 437 11
- v H2il0 Items: Stun Needle, sy H26] 0 Items: Stun Needle,
Wing Amulet, Shell Shell Shield, Protector
vir. 842910 | Shield vir H44l11
: cHA 426 0. CHA 28] 0
m Tolerance: Float Tolerance: Stun
STR §31] 0 Skills: - Pain Powder, STR 48] 18 Skills: - Fang Crush, Acid
Bloodsucker, Wing, Breath, Stampede, Stink
Qui 8471 14 Pheromon, Spoil Qui §28 0‘ o Quicksc:d
w-gi16] 0 INT- 8§20/ 0 | 2
v Jéofe 1 Magic Sto A 1 Rubber She
e tems: Magic Stone, tems: Rubber Shoes,
Psy RSTHO Wing Amulet sdl o Rubber Suit
v f46[0 ! vir. §8o{18’
N CHA 445 0 CHA 18| O
Tolerance: Float Tolerance: None
> 4
Q
O (2
o~ >,
P S A




1o
0
0

Tolerance: None

Skills: Blade, Gale
Attack, Glider Spike,
Oscillation, Death Grip

Items: Hyper Scale,
Twin Dragon

H Petrify, Oscillati

lation,
Tremor, Light Ball, Quake

Tolerance: Water:

Tolerance: Float

Tolerance: None

Skills: Beak, Wing, EIf
Shot

Items: Wing Amulet

Tolerance: None

Skills:- Supersonic,
Hypnotism, Fire Kiss,
Trample, Oscillation,
Quake

Items: Hyper Scale,
Golem Suit

Skills:- Scissors, Ice
Slash, Arctic Breath,
Mighty Cyclone, Tail Hit

Items: Shell Shield,
Hyper Scale; Golem
Suit

Skills: Assist, Magic
Hedl, Beetlejuice,
Elf Shot, Poison Grip

Items: Shell Shield,
Protector

CATEGORY: BIRD

Tolerance: Float

Skills: Wing, Fang,
Supersonic,
Bloodsucker,
Hypnotism

Items: Fang Amulet,
Life Candy
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20

20

20

20

20

20

0

Tolerance: Heat, Float

Tolerance: None

Tolerance: Float

Tolerance: Heat, Float

Skills: Fang, Horn, Fire
Breath, Wing, Fang
Crush g

Items: Fang Amulet,
Bolt Crystal*

Qui §32] 11
wr- §24] 11
22 (
18] 1
vir. §28{0 |
cHA F 511 0

Skills: Beak, Brain

Hit

Tolerance: Float, Shield

Wing,

Crush, Tremor, Ground Qul
INT
wiL
Items: Feather Charm ey
vIT
- CHA
Tolerance: Float
Skills: Beak, Petrify, st §43] 0]
Tail Hit, Glider Spike; qui §58] 0 |
INT- §94 140
Items: Wing Amul Y E530
tems: Wing Amulet, 3
Celestidl Leather il L
vir. #5110 |
CHA H 641 -
Tolerance: Float
Skills:. Wing, Beak; sTR §21] 0]
Glider Spike, Fire Breath,
Flame Blast, Heat Wave, LB
Fire Barrier, Sacred Song - R 19100
wi §20] 9
Items: Fire Leather ssv 02610
vir. $171 9 |
cHa 4321 0.

Tolerance: Float, Sonic

Skills: Blade, Wing,
Rock, Scream, Pain -
Powder 2 3
Items: .Shell Shield, *
Wing Amulet, Feather
Charm it g

Skills: Fang, Poison
Needle, Glider Spike,
Windblast

Items: Celestial
Leather; Wind Shell

D

Skills: Fang, Wing,
Windblast, Sacred - -
Song, Sphinx Riddle

Items: Wing Amulet,
Celestidl Leather

Skills: Fang, Bolt
Breath, Horn, Wing

Items: Fang Amulet,
Fire Ledther




Skills: Fang, Blood- |0 Skills: Fang,
sucker, Wing, "2 3 Supersonic, Poison

» — Grip, Scream, Glider
Spike

1491 15
3710
36]0.
3110

Items: Beast Leather,
Blood Chalite, Purple
Eye, Wing Amulet

Tolerance: Float

Skills:- Beak, Tail Hit,
Needle, Glider Spike,
Windblast, Griffith
Scratch

Items: Celestial
Leather, Wind Shell

fcn 78] 0

* | Tolerance: Float

CATEGORY: INORGANIC MATTER |

Skills: Fang, Solvent, 814 Skills: Solvent, Spoil
Bloodsucker . .. - 3 2

Items: Fang Amulet - — 1tems: Lucky Coin,
R . Unlucky Coin

Tolérance: Water, Gaze, Throw

Skills: Sweep, Tackle, [ Skills: - Water Cannon,
Feeler, Coils . . K Stun Touch, Light Ball,
- Ice Smash, Oscillation

1tems: Power Cure, y 1tems: Ice Crystal,
Magic Stone il | Bolt Crystal; Sleet
Coin i

* Tolerance: Water ‘Tolerance: Energy, Float, Sonic




Skills: - Stun Gaze, Charm 3 Skills: - Blade, Heat
Gaze, Death Gaze, Bolt. Smash, Ice Smash, Death
Breath, Bolt Blast. . Touch

Items: Purple Eye 5 ltems: Steel Amulet,
SH-Anklet

Tolerance: Gaze Tolerance: Bullet, Gaze

— =
sTR §38] 0 Skills:Vapor Blast, STR 8§32} 0| Skills: Bolt Breath,
Ul k Wind Blast, Wing, Gaze Ul Bolt Blast, Ectoplasnet

au 52 0 2 au §36] 0 ‘

wr §37]0 Attack, Stun Touch, Silf W d6l0 ‘
o v #3620 ; - wiL 74, ; re——

- tems: Magic Stone, Items: Bolt Crystal,

:sv_‘ __‘2. 20 ‘Wonder Banigle, Silver sl (00 Thunder Charm

vit. §701 0 | Spread vit. §99.

S B cia 428] 0

Tolerance: Float Tolerance: Bolt, Water
et e
sTR §56] 0] Skills: - Ice'Smash, Ice. B | Skills: Stun Touch,
Breath, Windblast, Mustery |

o Jok 3 Tap, Silf, Stun Gaze, Ice

T 428130 Bartier

wi. §82] 0 5 I

= Bes150 Items: Ice Crystal, - Rl ltems: Fire Crystal,

T8 T A Sleet Coin 4 Sol Grail

cHA §90] 0

Tolerance: Ice, Float Tolerance: Float, Sonic

s i
sTR §38]20] Skills: sTR §38]20 Skills: Water Cannon,
qu 8520 Ignis, Heat Wave, ou 852] 0 Feeler, Stun Touch,
wr §37] 0 el i Heat Smash wr 43710 Wing, Arctic Breath
wiL 836 2¢ . e ) wiL 8362 7 e 1

P tems: Fire Crystal, 3 tems: Ice Crystal,
il (0 Power Belt il Blue EIf
vir. 47010 | vit. §701 0 |
Al 810 ciad 810

Tolerance: Heat Tolerance: Ice, Water




Skills: Solvent, Spoil,
0 Poison Gun

Items: None

Tol.: Status (except Petrify

CATEGORY;

Tol.: Status (except Petrify)

Skills: Double Axe,
Brain Crush, Tackle.

Items: Junk, Steel
Amulet

o|o|ofo|o|o|a

sTR 15| 8
Qui H14] 8
w8310
wiL 8910
psy §31]0
vit. § 141 8
cHA R 16| O

Tolerance: Float, Status.

Skills: Air Throw,
Dragon Tum, Crush Beat,
Backfist, Dagger Jaw,
Beat, Power Beat

Items: Armor Glove,

o|olojolo)o|G

Tolerance: Float, Status.

& Shadow Dagger
cHa || 28] 0,:
Tolerance: Status Tolerance: Float, Status

petn oz
STR §35]20 Skills: Possession, SR §42] 0]
au §35] 0 Blade, Blade Net, Spin qui §46] 0
W 435120 Attack, Gale Attack INT 15-]5_0
wi. 435{0 wiL 83625
=2 B Items: Gilrandly ssv §60] 0
vir §35(0 vir. 45500 |
cHa 351 0. CHA §44] 0

Tolerance: Float, Status

Tolerance: Float, Status

Skills: Solvent, Spoil,
Poison Gun

Items: None

MAGICAL ARTIFACT

Skills: Thrust, Dash,
Brain Crush, Lance

Items: Junk, Steel
Amulet

Skills: . Psycho Armor,
Fang, Stun Gaze, Poison
Gun, Poison Grip, Poison
Gos, Dash

Items: Power Cure,
Living Armor

Skills: Possession,
Shot, Flash, Tackle,
Grape Shot, Seed
Vulcan

Items: Steel Amulet,
Living Rifle




Skills:. Fang, Fang
Crush, Flash, Arctic
Breath, Magic Hedl, Spin
Attack, Psy Reflector,
Death Gaze

Items: Kris Knife

5|
A 5110

| skills:Charm Gaze, Fire
| Breath, tron Ball, Spin
Attack, Death Grip,

| Death Gaze, Titus Wave

Items: Power Cure,
|| Harmonium Bangle,
| Silver Moon

Tolerance: Gaze, Status

sR§1]6 Skills: Stun Slash, - | Skills: - Rava Shot, Pain
Qul Blade, Deathsynthesis, | Doubler, Ghost Touch,
Ground Hit, Thrust Hypnotism, Arctic
INT ' Breath, Deathsynthesis
wiL
s Items: Bone Breast | items: Dark Robe,
vIT.
CHA
Tolerance: Undead Tol.: Float, Sonic, Undead
— pe i
sTR 428110 Skills: Machine sTR §37] 0] Skills:- Ghost Touch,
auu 860 Vulcan, Chop, Poison qu 434 0 Supersonic, Stun Gaze,
Grip s Siren, Stampede,
nr-geh - §2510 | Deathsynthesis
s ftems: AGUNI-CP1, 0 Items: Steel Amul
o tems: - - Items: Steel Amulet,
psy § 1 3 % psy §28 ¢
Cotton Shirt —a—1 . Dark Robe
vit. §44 iy vir. §321 13 3
chall 1 cha 28] 0
Tolerance: Undead Tolerance: Float, Undead
Skills, . Thunder Thiust,  §  § 5T W57 15) Skills: - Fang, HP Drain,
| Stun Slash, Double Slash, Tremor, Ectoplasnet,
R finanar, ot ou gl Deathsynthesis, Coils
|| Drain, Deathsynthesis, G s
| Ground Hi, Gale Attack il Lk Sagoerdan,
| wiL 846
|| tems: Bone Breast, osy H29 Items: Bone Breast,
| Twiggy Rod; Fiend — Blood Chalice, SH-
Rob T WSRO Anklet
CHAR 13] 0

Tolerance: Undead

<TIARY



Skills: _Death Grip, k Skills: . Fang, isucker,
Deum Tou:h Scream, Fang Crush, Scream,

Thunderbolt,
| Deathgmees'lsi Charm 37 Deathsynthesis

Items: Bone Breast,
EMES Tag

Tolerance: Float, Undead

Skill: - Lance, Death Gaze, - Skills: . Thrust, Stun
Stun Gaze, Charm Gaze, Gaze, Supersonic,
Trample, Stampede, Siren, Centipede Crush;
Deathsynthesis 13 Deathsynthesis

Items: Pluto Armor, Items: None
| Dullahan Shield - >

Tolerance: Undead

Skills: - Fire Breath,
Flame Blast, Heat . 1- Skills: - Kusanagi, HP
Smash, Tail Hit, Horn, 4 Drain, Charm Gaze,

- Minion Strike, Sacred
Song, Deathsynthesis

Items: Bone Breast, . -
Fire Crystal,"EMES Tag 5 Items: None

Tolerance: Undead
Tolerance: Undead

CATEGORY: MECS

Skills: Blade, Machine
Vulcan, Range Fire,
Hypno Flash

Skills: Random Baz,
Ground Hit

Items: ir Kit, T
AG’:.::{I-‘E;FI“ C ) Items: Repair Kit,
Dobby Bazooka

Tolerance: Float, Machi
Lol Sl Tolerance: Machine




‘Tolerance: Float, Machine

Tolerance: Machine

Tolerance: Machine

Skills: - Scissors,
Machine Vulcan, Tremor,
Jammer, Bolt Breath,
Hypno Flash

Items: Light Vulcan,
Thunderbolt

kills:- Vulcan, Bolt
Cannon, Missile, AT-
Missile, Bolt Breath,
Jammer

Items: Light Vulcan,
Bolt Cannon, Bolt
Thrower £

Skills: - Random Baz,
Blade, Vulcan, Bolt Breath,
Bolt Cannon, Micro Missile,
Plasma Bullet

Items: Repair Kit,
Dobby Bazooka, Bolt
Thrower, HG-Cannon

Skills: Rail Cannon,
Dash, Stampede,
Hypno Flash, Flash

Items: Repair Kit,
Hyper Scale; Super
Missile

Tolerance: Machine

Tolerance: Machine

Tolerance: Machine

Tolerance: Machine

Skills: Blade, Vulcan,
Chop, Hypno Flash

{tems: Light Vulcan,
Osc-Sword, Repair Kit,
Light Bazooka

Skills: Vulcan, HE-
Rocket, Logic Bomb,
Heat Smash

Items: Machine
Vulcan, HEAT
Bazooka, Big Missile

Skills:  Scissors, Spread
Blaster, Bolt Cannon,
ECM, Laser, Bolt Blast,
Micro Missile, Jammer.

Items: Bolt Cannon,
Grain Cannon, Bolt
Thrower, Hyper Blaster

Skills: Kick, Trample,
Jammer, Ink, Thrust,
Dash

Items: Protector




Qui
INT- §20] -

45175
Psy §25§ -

STR H§45] -
ou §15{ -
INT-H 10§ -
wiL §10{ -
psy §10] -
{vr §25]-
caa 25 -
SR 8§51 -
Qu §2]-
INT 321 -
wiL §891 -
psy 81§ -
vIT. 3T
CHA S 4 | -
STR §10{ - |
Qu 8§51 -
wr 421 -
wiL §104 -
psy 11 -
Vi

cHA

STR § 12
Qu 8§51 -
w840 -

Skills: - Fang, Dagger
Jaw, Laser, Vulcan,
Missile, Water Cannon,
Glider Spike

Items: Water Cannon,
Excel Shield

Tolerance: Machine

Skills: Claw, Vulcan,
Missile, Spin Attack
Items: Light Vulcan,

Tolerance: Machine

Flash Bomb

Tolerance: Machine

Tolerance: Machine

Skills: Claw, Machine
Vulcan

Items: Junk

Tolerance: Machine

Tolerance: Machine

Skills: Vulcan,
HE-Rocket

Items: None

Tolerance: Machine

Skills: Vulcan,
HE-Rocket.

{tems: Light Vulcan,
AGUNI-CPT

Tolerance: Machine

skills:
Bolt Breath, Hyper
Baz00ka, Bolt Cannon,
Stampede, Vulcan

Items: Beast Leather,
Light Valcan

Skills: Death Grip,
Brain Crush, Petrify,
Sweep

‘Tackle, Hyonotism,

Items: None

Skills: Tackle, Rail
Cannon

Items: Broken Rifle

Skills: Tackle

Items: None

Skills: Rail Cannon,
Dash, Bazooka,
Random Baz

1tems: Memory Board




Skills: Rail Cannon,
Dash, Bazooka, -
Random Baz

1tems: Dobby
Bazooka, Memory
Board

301 - |
40] -

Tolerance: Machine

Skills:- Tiger Rampage,
Magnetic Storm, Death
Gaze, Gasflame, Self
Repair

Items: Golem Suit

Skills: Tremor, Quake,
iyper Bazooka, 4
Headbutt, Tackle, Dash,
Chain Heat, Flash,
Maelstrom, Graviton

Items: None

“ Tolerance: Machine

Skills: Moon Scraper,

Tackle, Thrust, .
Thunder Bolt, Tiger

Tolerance: Machine

Skills: . Moon Scraper,

Shoot-All, Graviton, Rail
Cannon, AT-Missile, Micro

Missile, Vulcan, HE-Rocket

Items: None

Rampage
Items: War Lord Armor

“Tolerance: Machine

Skills: - Blade, Thunder Ball,

Tomado, Glider Spike, Kick,
Moon Scraper, Tiger Rampagd

Dash, Dark Phoenix

Items: None

Tolerance: Machine

Skills: Blade, Kick;

Double Axe, Tackle,

Spin Attack

Items: Buckler,
Budowear

Tolerance: None

R

Tolerance: Machine

CATEGORY:*HUMAN

Skills: Hard Slash,

Deflect, Runaway

Items: Leather Glove,
Leather Boots, Fiber
Vest, Cure

Tolerance: None




Items: Rubber Shoes, sTR §31) -] Items: AGUNI-CP1,

Rubber Suit Qui §20] - Excel Shield, Killer
E £ Rifle i
wit §37] -

Skills: Punch, Chop, Skills: Stun Shot,

Heat Smash; Thrust, kel Chil Poison Gas
Ink, Hypnotism, vir. § 16}
Muystery Tap CHA 8221} -
Tolerance: None Tolerance: None
Items: Shadow STR §54] - | Items: Killer Rifle,

Dagger, Power Cure qui §48] - AGUNI-MBX

Skills: Blade, Ink, Skills: Reaction Shot,

Spore, SpinAttack, — Fire Breath, Flame g
Blade Net . g2 Blast, Sonic Blaster
CHA § 51 | - 6
v
Tolerance: None Tolerance: None

Items: Osc-Sword, Ttems: Magic Wear,

Electro Armor,
Obsidian

Skills: Dead End,
Heaven]/Hell, Hard
Slash, Deflect; Dash,

Silver Spread, Magic
Stone

Skills: Phantasm
Shot, Glass Shield,
Magic Stone

cHA 4621 - Titus Wave
Tolerance: Gaze Tolerance: None
STR §79] -} Items: Budowear, Items: Power Cure,
au Je71 - Power Belt Dance Shoes
INT- 8521 -
wie §73] -

Skills: Scuffle, Power

Skills: Kick, Brain

Psy §69 7-‘ Save, Vandal Flip, Crush, Seduction,
viT E‘ Xl Power Bomb, Dash, Muystery Tap
cHA {781 - Rock.

Tolerance: None Tolerance: None

STR 61| - | Items: Hyper Wear, STR H64] - | Items: Infra Scope,
qui Ha7] - Twin Dragon qQui 482 AGUNI-MBX

Skills: Double Axe,

v H26 = : oy W52 - Skills: Double Slash;

- Spin Attack; Blade Thunder Thrust, Hard
v, gATES Net, Seduction yr Slash, Heaven/Hell,
cha 4 51] - cHA Vulcan

Tolerance: None




Tolerance: None

Tolerance: None

Tolerance: None

ltems: Rubber Suit

Skills: Thrust, Kick,
Feint, Chop

Items: Rubber Suit

Skills: Kick, Claw,

Thrust, Feint, Chop.

Ttems: Rubber Suit

Skills: Thrust, Kick,
Feint, Chop; Dash

Tolerance: None

Ttems: Rubber Suit

Skills: Beat

| items: Rubber Suit

: Beat, Poison

Tolerance: None

Items: Rubber Suit

Skills: Beat,
Hypnotism

Tolerance: None

Items: - Killer Rifle,

Behemoth Rifle, Grain
Cannon (First encounter

[ only for all three items)

lf Skills:_Claw, Claw Bit;
lf Spin Attack, Tornado,

Magnetic Storm, Poison
Gas, Vulcan, Glider Spike




CATEGORY: MALE MYSTIC

pla e
Items: Cotton Shirt, 4 Items: Unlucky Coin,
York Hat / Steel Amulet %

Skills: Claw, Tail, - ) Skills: Claw, Fang,
‘Heal : Hom, Needle, Wing,
Tackle, Dagger Jaw

Tolerance: None Tolerance: Float, Gaze

Items: Unlucky Coin, 2 Items: Pearl Heart
Pearl Heart s

Skills: Claw, Tail, T B Skills: Thrust, Water
Fang, Brain Crush, - Cannon; Taif Hit,
Chop Grape Shot,
Thunderbolt

Tolerance: None " Tolerance: Water

Ttems: Combat Suit, 5= Items: Junk, Unlucky
Rune Sword, Stardust K Coin, Silver Spread
Robe

Skills: Blade, Flash, - Skills: Gremlin Touch,
Ground Hit,"Gale Chop, Thunderbolt,
Attack | ¥ Tail, Stink Gas, Poison
Grip.

Tolerance: None Tolerance: Float

Items: Unlucky Coin, 4 Items: Budowear,
Twiggy Rod, Obsidian ] Golem Suit, SH-Anklet

Skills: Blade, Ground Skills: Scuffle, Rock,
Hit, Lullaby + Dash, Quake, Power
Beat

" Tolerance: Bullet: Tolerance: Bullet:




Items: Max Cure,
Wonder Bangle, Wind
Shell '

i »

Headwind, Deflect,
Gale Attack, Blade,

Spin Attack, Heat Wave,
Titus Wave

Items: None

Skills: Rava Shot,
Sharp Pain;Chop,

Lullaby, Sad Song, EIf

Shot, Charm Gaze

Tolerance: Sonic, Gaze

B Skills: Black Cat,

Tolerance: Float

STR
Thrust, EIf Shot, T
Lullaby, Magic Heal T

wiL
Items: Magic Stone, e
Flower Amulet

vIT

CcHA

A D

Tolerance: Sonic,.Gaze

CATEGORY: FEMALE MYSTIC

Tolerance: Water

Items: Fiend Rob

Sun Ray, Stone|
as, Scream, Poison Mist, I
Storm, Gremiin Touch

Items: Rotten Meat,
Moonlight Robe

Skills:_Rava Shot, Sharp:
Pain, Rava Barrire, Chop,
Feeler, Iil Storm, Spoi,
Deadly Moss

Skills: Water Cannon,
Stun Touch, Sad Song,
Ghost Touch, Arctic
Breath, Magic Heal

Items: Magic Stone,
Pearl Heart




20) - Skills: Air Throw, STR
qu §32] - Claw, Spin Attack, Qui
wr 419l - Charm Gaze, Heal =
wiL §20] - wiL
vy H29] - Items: Beast Lel_nhel. =y

3 Earring,
vir. I9E Catsocks i
CHA H461 - CHA
e
Tolerance: Stun.
-
sTR §32] - | Skills: Thrust, Water
our §38] - Cannon, Lance, .
1 Windblast, Magic
Sl il Heal, Assist
L ltems:, Pearl Heart,
tems: Pearl Heart,
biadl L1 Splash Sword
vir. §36] -
cHa (| 44] -

Tolerance: Float, Water

Skills: Bloodsucker,

Lullaby, Death Touch,

Coils, Fire Kiss,
Seduction, Sad Son

Items: Stardust Robe,
Twiggy Rod, Magihat

Tolerance: None

| e
Skills: Needle, Brain sTR §20] -
Crush, Light Ball, ou §32 -
INT-J 191 -
wi §20] -
1tems: Bolt Crystal, sy 29 -
‘Bangle,
Fire Crystal v g191s
CHA §46] -
Tolerance: Float, Sonic, Gaze,
plmi
STR §38] - Skills: Swallow STR
w oo oeiec, Comsat, | 1o
eflect, Light Ball,
INT-§44} - Glider Spike Ui
wi. §30] - ; T wiL
tems: Excel Shield,
sl e Rune Sword =
vir. §45] - vIT
CHA 51§ - CHA
Tolerance: Float, Shield

Tolerance: Gaze

Tolerance: Float

Tolerance: Shield

Tolerance: Stun.

Tolerance: None

Skills: Needle,
Bloodsucker, Arctic.
Breath, Scream, Sad
Song, Counter Fear
Items: Flower Amulet,
Dark Robe

SKills: Thrust, Thunder
Thrust, Light Ball,
Glider Spike, Silf,
Battle Song

Items: Ice Crystal,

Harmonium Bangle,
Angel Armor

Skills: Death Grip, Fire
Kiss; Seduction

Items: Pearl Heart,
‘Wonder Barigle,
Moonlight Robe

Skills: Air Throw,
Psychout, Shack, Kick,
Dash, Stampede,
Diving Press, Heal

Items: Beast Leather,
Dance Shoes,
Catsocks

Skills: Bloodsucker,
Coils, Lullaby,
Seduction

1tems: Twiggy Rod




Tolerance: Float

+ Fleat, Float, Sleep, Ment

vir. #3211
cha 52] -

Tol.: Sleep, Mental attack

Skills: EIf Shot,
Lullaby, Fire Kiss, Sad
Song, Light Ball,

Poison Mist

Items: Unlucky Coin,
Kris Knife, Silver
Moon

Skills: Blade, Heat
Smash, Heat Wave,
Glider Spike

Items: Fire Crystal,
Harmonium Bangle

Skills: Spore, Ectoplasnet,
Deadly Moss, Counter
Fear, Brain Crush;, Scream,
Windblast

Items:
Bangle

Skills: Fascination,
Phantasm Shot,
Hunting Shot, Wing,
Glider Spike

Items: None

Skills Nightmare, Jackal, Pai
Doubler, Rava Shot, Lightning
Web, Flash, Blade Net, Bit,
HP Drain, Pheromon, Minion
Strike, ECM

Items: _Harmonium Earring
(first battle), Harmonium
Armor (second battle)

Skills: Water Cannon,
Horn, Chain Heat

ltems: Genbu Shield,
Harmonium Bangle

Skills: Smash, Hard Slosh,
Wheel Fire, Heaven/Hell
Kasumi, Fire Breath, Arctic
Breath, Thunder Bolt

Items: None

Skills: - Jackal, Leaper,
Power Grab, Psy Net,
Blade Net, Shadow Net,
Ectoplasnet, Glider Spike

Items: None




Skills: - Lance, Selection, Skills: - Glass Shield, Time
Sacred Song, Titus Wave, p Eclipse, Delay Order, Over
Brai

5 Drive, Chaos Stream,
Crush, Flash, Net, Poisonous Blow,
Quicksand

| Glider Spike

Items: None 1= Items: None

.: Sleep, Mental attack

Skills: Leaper, Scream,
Glider Spike, Dagger
Jaw, Fang, Thunder
Bolt, Tornado, Silf

Items: None

Tolerance: All-attacks

CATEGORY: GIANT

Items: Steel Amulet : Items: Beast Leather,
3 ] Snake Oil, Ogre Glove

Skills: Kick, Spin ) Skills: Double Axe,
Attack, Sad'Song - Da-dum, Tackle, Rock,
Mystery Tap

Tolerance: None Tolerance: None

Items: Steel Amulet 42 Items: Snake Oil,
. 5% 26| 0 Feather Charm, Wing
32]20 5 Amulet, SH-Anklet

26} -

ills: Fire Breath, Arctic

Skill: Kick, Spin b3
Attack, Sad'Song 2y 3: 0] Breath, Supersonic,

42{0 Scream, Claw, Rock, Da-
8|0 dum, Sacred Song

Tolerance: None " Tolerance: Petrify




Items: Max Cure

Skills: Poison Grip,
Trample, Tremot, Double
Axe, Mad Attack;
Headbutt, Power Beat

Tolerance:None

Items: Purple Eye

Skills: Stun Gaze,
Diving Press; Quake,
Rock, Tremor

Tolerance: Gaze

Items: Obsidian,

Genbu Shield, Power

Belt
Skills: Blade, Heat
Smash, Tce Smash,

Gale Attack

o

Tolerance: Petrify

Tolerance: Any attack

Tolerance: Any attack, Shield,

Items: Ice Crystal,

Ogre Glove

Skills: Tackle, Double
Axe, Arctic Breath,
Da-dum, Rock

Tolerance: None

Tolerance: None

Tolerance: None

Items: EMES Tag

ills: 5 2
Trample, Rock, Titus.
Wave, Power Beat

Items: Junk Helm,
Electro Armor

Skills: Lance, Dash,
Headbutt, Titus Wave,
Oscillation, Tremor,
Stampede

Items: Protector

Skills: Dash, Thrust,
Double Axe; Feint,
Ground Hit

Items: Iron.Clogs

Skills: Dash, Double
Axe, Ground Hit,
Trample, Thunder
Bolt, Titus Wave




Tolerance: None

Tolerance: None

wiL 8461 0
psy §521 0
vir. §80120!
cHa 160] 0

Tolerance: Energy, Float

Items: Max Cure,
Power Belt

Skills: Double Axe,
Acid Breath; Trample,
Tremor, Mad Skills

Items: Ice Crystal,

Purple Eye

| Skills: Arctic Breath,

Water Cannon, Ice
Smash, Wind Blast,

)| ice Barrier

Items: - Secret Board, SH-
Anklet, Power Belt, Octopus|
Board &

[Skills: ~ Kick, Magin
[Rampage, Mad Attack, Tremor
[God Hand, Ground Hit, Diving
[Press, Power Bomib, Mystery
[ Tap, Sway Back

s Bo7 |25
Qul 8561 0 |
INT- 85210 |
wii 831125
psy H47] 0
vir. §80]

CHA 641 0.

Items:. Bolt Crystal;
Dragon Sword

Skills: _Claw, Needle,
Fang Crush, Bolt Breath,
Bolt Blast, Thunder Bolt,
Diving Press, Wing

B3 BE
Qui §63] 0

0.
wiL 1 64]30
psY §71] 0
vir. §92130
A l61] 0

Tolerance: Float

Tolerance: None

Tolerance: None

Tolerance None

Items: Fiend Rob,
Ghost Cannon

Skills: Horn,
Hypnotism, Trample,
Pheromon, Death
Gaze

Items: None

Skills:_Kick, Power
Bomb, Diving Press, Mad
Attack, God Hand, Sway
Back, Magin Rampage
(second battle)

Items:. Fire Crystal,
Golden Fleece, Fire
Leather

Skills:_Claw, Fang, Hom,
Tail Hit, Heat-Smash, Fire
Breath, Fang Crush,
Trample, Flame B

Items:. Protector, Dragon
Shield

Skills: Fang, Death Grip,
Horn, Acid Breath, Tail
Hit, Stone Gas, Titus
Wave, Griffith Scratch

BN
5

x

4 4

gy
oA

i3 W




{cha {501 0

" Tolerance: Shield:

Tolerance: All attacks

Items: Golem Suit,
Hyperion Bazooka,
Spriggan Suit

Skills: Iron Ball;
Grasp, Gasflame,
Trample, Quake

Items: Purple Eye

Skills: Chain Heat,
Death Gaze; Stun
Gaze, Charm Gaze,
Bloodsucker, Scissors

Tolerance: None

Tolerance: None

Items: None

Skills: _Pain Doubler,
Water Cannon, Acid
Breath, Spoil, 1ll Storm,
Oscillation, HP Drain

Items: Wind Shell,

Light Rifle, Power Cure,

Egg Hat =

Skills: Life Steal, Death

Touch, Light Ball, Glider

Spike, Tornado, Fire Kiss,
‘Magnetic Storm




The following information summarizes some of the terms you'll see throughout SaGa Frontier. It also describes what
certain effects are and how they affect your character.

Character Statistics

HP (Hit Points) - When Hit Points reach 0, the character becomes unconscious and unable to fight. Additional hits toa &
character in an unconscious state reduce LP (Life Points) by one. Can be revived by curative spells or items.

LP (Life Points) — When Life Points reach 0, the character is dead and cannot be revived during a fight. Can only be
restored by a Sanctuary Stone or by stauing at an inn.

‘WP (Weapon Points) - Are expended when Mec Programs, Guns, Human, Monster, and Mustic skills are used.

JP (Spell Points) - JP are expended when Magic spells are used (the “J” stands for “Jutsu,” which is similar to magic).
STR (Strength) - Determines the damage caused by swords and hand-to-hand combat.

QUI (Quickness) - Determines speed, order of turns, and evasion rates.

INT (Intelligence) - Determines Magic learning rates and effectiveness of Mec items.

WIL (Will) - Determines effectiveness and strength of Magic and the hit rate of swords and guns.

PSY (Psychic) - Determines evasion and recovery rates of status-affecting attacks.

VIT (Vitality) - Determines the ability to withstand damage (along with DEF) and evasion rate of Sleep attacks.

CHA (Charm) - Determines evasion of and hit rate of Charmed attacks.

DEF (Defense) - Determines the overall amount of damage a character can sustain; a high VIT also increases your DEF.




Abnormal Status Effects

Depending upon a character’s PSYchic, VITality, and CHArm, evasion or recovery from an abnormal status effect may
take a few rounds during battle. This is true for all status effects except Petrify, which characters cannot recover from by
themselves. All abnormal status effects can be cured by Snake Oil.

PALSY BLIND PETRIFY UNCONSCIOUS CHARM
Cannot accept Accuracy rate Cannot accept When a character’s  Character aids
commands; for attacks commands; HP reaches 0, enemy by
paralyzed. decreases. auto-recovery he/she becomes attacking allies or

7 impossible. unable to make curing enemies.
commands.
Effect on Effect on Effect on Effect on Effect on
Ch Green  Chi Ch Turns Chi : Lying Character: Pink.
halo over head. Character turns a gray; “Stone” down on ground. heart over head.
darker shade. appears next to
character.
ANGRY SLEEP VENOM STUN

_;’ Cannot perform Cannot accept HPs decrease Character is

4 any specialized commands; can after each round paralyzed for one
attacks or magic,  be awakened by of battle. turn and cannot
only standard auto-recovery or perform any
attacks. an attack. attacks.
Effect on Effect on Effect on Effect on
Ch White Cl Zs Ch : Purple  Ch “Stun”
clouds over appear over bubbles appear appears next to
head. head. over head. character.

MESS (RED) MESS (BLUE) MESS (YELLOW)

Can only perform  Can only perform
standard attacks,  standard attacks,
which are ran- but character can-
domly executed. not choose a target.

Cannot accept
commands;
character may
attack either

Effect on Effect on
Character: Blue Character: Yellow
stars appear over  stars appear over

Enemy.Or sl head. head.
Effect on
Character: Red

stars appear over




Most of the numbers in this list represent changes to a Mec's status when an item
is equipped.

Humans, Mystics, and Monsters do not have this advantage when equipping
items, except for Accessories and most Defensive equipment.

Abbrev. ¥ What It Means

Name 23 Name of item

HP Chg. Change in Hit Points.

STR Chg. Change in Strength

QUI Chg. Change in Quickness

INT Chg. 8 Change in Intelligence

WIL Chg. 8 Change in wil

PSY Chg. . Change in Psychic

VIT Chg. Change in Vitality
CHA Chg. 7l Change in Charm

DEF Chg. ® Change in Defense

ATK POW Chg. Change In Attack Power

AMMO i Amount of ammunition In.guns




Name

o

2
a

Blood Chalice

=3

o

-3

-3

o

=3

Bolt Crystal

Broken Bumper

Bumper

w

EMES Tag

5

Fang Amulet

Feather Charm

Fire Crystal

Flower Amulet

olojojojofofojo

Harmonium Earring

s

Ice Crystal

Junk

Kris Knife

Pearl Heart

ojojolofjolololololojojoje

Purple Eye

s

Sea Stone

Sleet Coin

Sol Grail

Steel Amulet

ofjolojojojofujojolojojojojojojojole

Tao-Tieh Pattern

3

Thunder Charm

(=

Unicorn Tear

Wind Shell

o

Wing Amulet

ofojolojojujolojolojojojololofjojolo]lololo]o]e
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Name

Armor Glove

Cyber Glove

Harmonium Bangle

Leather Glove

Norn's Bangle

Ogre Glove

SH-Armlet

Shell Bracer

Num

Budowear

Cotton Shirt

Defendwear

Huyperwear

Magicwear

Power Belt

Silk Shirt

Name

AGUNI-CP1

o

o

-3

o

AGUNI-MBX

AGUNI-SSP

Beam Cannon

Behemoth Rifle

Big Missile

Bolt Thrower

'DOBBY Bazooka

Duel Gun

Eagle Gun

Easy Rifle

Flame Thrower

ojojojololojojojojoio

ojojojolojojojojojojo

ojlojojojojojojojojolo

olojojololojojojojojo




Name HP | STR| QUI{ INT | WIL
Chg. | Chg. | Chg.] Chg. | Chg.
Ghost Cannon 100 o o o 20
Grain Cannon 150 o 10 o 30 o 10 0 o 45 8
Hand Blaster 40 o i o 7 o o o o 15 10
HEAT Bazooka 200 o o o 30 o o o o 55 2
HG-Cannon 250 o 30 (] 30 o o o o 60 5
Huyper Blaster 175 (0] 25 (1] 25 (1] 0 0 0 50 7
Huperion Bazooka 250 0 0 0 40 0 (1] 0 o 85 2
lon Cannon 100 0 15 o 15 o (] o o 27 10
Junk Bazooka 20 5 o () 5 o o o o 10 1
Killer Rifle 50 0 10 (o] 25 (] 0 o o 25 5
Laser Carbine 90 o 13 (] 13 o o o o 25 10
Lethal Gun 150 o 20 o 20 (o} 20 o o 60 5
Light Bazooka 70 0 (o} 0 15 o o o o 20 4
Light Vulcan 70 1] 0 8 0 8 0 (0] 15 60
Lightning Cannon 80 4] 0 (o] 15 0 15 0 0 20 6
Living Rifle [} 13 13 13 13 13 13 13 o 42 4
Machine Vulcan 150 o 18 o 18 ( 18 o o 30 40
Missile Pod 90 15 o o 15 o (] o o 12 8
Sniper Rifle 5. 0 13 [} 13 o o 0 o 31 6
Sonic Cannon 150 o 20 o 20 o o o o 25 16
Super Missile 225§ 25 o o 25 0 (] (] o 70 3
Troop Rifle 50 (] 10 [} 10 0 10 0 (o} 22 8
Water Cannon 70 o o o 10 o 10 o o 20 ??
Zen Gun 150 (o} 20 o 20 20 o o o 45 16
PSY| VIT | CHA| DEF{ ATK{ AMMO
Chg.§ Chg.{ Chg.| Chg.| Pow.
Egg Hat 50 (] (] 10 10 (] 0 (] 1 n/a n/a
Fiber Hood 75 ] 0 15 15 0 (] (] 3 n/a n/a
Infra Scope 100 (] [} 0 20 o [} [} 6 n/a n/a
Junk Helm 25 0 5 5 0 0 0 0 4 n/a n/a
Laser Scope 100 (] 0 20 20 [} 0 0 7. n/a n/a
Magi Hat 75 o} o 15 0 0 0 0 6 | nal n/a
Mirror Glass 75 0 0 25 25 0 0 0 8 n/a n/a
Yolk Hat 25 (] 0 il 1 (] (] 0 1 n/a n/a




Name

Antistone

Backpack

Cure

Flash Bomb

Junk Parts

Life Candy

Lucky Coin

Magic Stone

Max Cure

Power Cure

Repair Kit

Rotten Meat

Stun Needle

Unlucky Coin
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Name

Buckler

Dragon Shield

Dullahan Shield

Excel Shield

Genbu Shield

Mizukagami

Shell Shield

Wonder Bangle

ojojojojojolo]o

oooooooog




Name

Cat Socks

Dance Shoes

Feather Boots

Tron Clogs

Jet Boots
Leather Boots
Rubber Shoes
SH-Anklet

Name

Combat Suit
Cyber Suit
Golem Suit

Jump Suit
Powered Suit
Rubber Suit
Spriggan Suit
White Dress




Name

(2]
=
a

Broad Sword

o

o

o

o

o

Ceramic Sword

Comet Blade

Dragon Sword

Fiend Rod

Gilrandly

Golden Lion

Jackal Sword

Katana

Knife

Kukri Blade

ojajolojofjojofjolo]o

Laser Knife

Obsidian

Osc-Sword

Rune Sword

Samurai Sword

Shadow Dagger

Silver Spread

Splash Sword

Twiggy Rod

Twin Dragon

Twin Sword

Zero Sword

ojlojojojofjulofololojolojolojolo]loljclofolole
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Name

Angel Armor

-3

o

Armor Vest

Beast Leather

Blue EIf

&

Bone Breast

Celestial Leather

Dark Robe

Electro Armor

Fiber Vast

Fire Leather

Glow Robe

ojlojojojojojojolofjo

Golden Fleece

S

Hard Leather

Harmonium Armor

Huyper Scale

Living Armor

Master Robe

Moonlight Robe

Pluto Armor

Protector

Shade Robe

Stardust Robe

oflojojlojojojolojojojololoc]lo]lofjololo]loloc]ofle

Warlord Armor
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Abbrev. #d What It Means

Name &8 Name of utwck

R LT TS QAT AL

2 TR
NAME > | GROUP S NOTES
o £\ i 3 EFFECT
a Kick. o No None None Kicks.
b
’ Air Throw 1 No None Stun Throws the enemy in the air, then
q slams enemy back down.
3
Chop 1 No None Blind Basic karate chop. small chance of
blinding enemy.
Backfist 2 No None None Hand-to-hand attack.
Sliding 2 No None - Stun A running foot sweep; attacker slides
beneath enemy. Small chance of Stun.
Rolling Cradle Attacker puts enemy in a cradle hold
and rolls around on the ground.




WEAPON NOTES

Fist None None Attacker punches, enemu glows from

the transferred Chi

Rotation Kick

w
=z
o

None None Attacker does a flip and comes down
on the enemy’s head with his/her foot.

Crush Beat 4 No None None Attack punches repeatedly with
explosive power.

Scuffle 4 No None None Attacker tosses enemy off-screen, and
unleashes a big attack.

Suplex 4 No None None Attacker executes a suplex.

Babel Crumble 5 No None Stun Attacker jumps onto enemy’s head
and slams enemy into the ground.

Locomotion G i 5: - No None Stun Attacker picks up enemy and slams
o enemy back and forth.

Ogre Run EL 5 Line None Stun Attacker runs and damages anything
> within line of attack.

Giant Swing 6 No None Faint Attacker picks up enemy, spins and
W throws it.

Gold Hand 6 No None None Attacker picks up enemy, creating a
» gold flash with multiple lens flares.

Triangle Kick

~
¥
s
z
S

None - None Attacker bounces off two walls, then
i Kicks the enemy.

Last Shot Attacker punches enemy. |
£
Corkscrew Attacker Kicks in a triangle; three
@~ 5 & different colored dragons appear.
2 & Ultimate 1-hit physical attack.

F Ky gwisted ? Attacker jumps up and creates a torn -
d | _ado by spiraling down on enemy.

An attack of extraordinary magnitude.

Attacker links 4 moves to combo

for major damage.

DSC 3
(Dream Super Cmil?i

e

‘
i
!
!
|
:
3
i
'

ATTACK DATA
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ADD.
NAME WEAPON NOTES
EFFECT

Stun Slash o No Sword Stun Slahes enemy.

Double Slash 1 No Sword None Slashes enemy twice.

Cross Slash 2 No 2 Swords None Uses two swords and slices through
enemy.

Hard Slash 2 No Sword None Slashes enemy really hard.

3 Slahes two oval projectiles at enemy;

Swallow Swing 2 No Sword chance to critically wound airborne
targets.

Thrust 2 No Sword None Holds sword with both hands and
thrusts forward.

Thunder Thrust 2 No Sword None Attacker charges enemy with lightning
sword attack.

Heaven/Hell 3 No Sword Stun Attacker jumps up and slashes
downward at enemy.

Smash 3 No Sword None Smashes enemy with sword.

Wheel Slash 4 Yes Sword None Attacks small group; slashes multiple
enemies in a wheel pattern.

Willow Branch -~ No Sword None Attacker raises branch-like

= 4 g projectiles at enemy.
Bear Crush No Sword None Attacker crushes enemy; electricity
= ball envelops them.

Gale Slash - None Attacker jumps up and slashes all

enemies.
583

2 Gale Slash Attacker jumps and slashes all
enemies twice.

Headwind Attacker creates “atomic” pattern and
slices through enemuy.

Dead End Attacker slashes enemy 3 times; may

. cause deathblow.
No Moment Attacker slashes at enemu, poses,

Rising Nova

then blood spews from enemy.

Attacker slashes enemy; enemy
explodes into ball of flame.

Attacker slashes “streams” at enemy.

Attacker thrusts forward at enemy,
then upward, then downward.

Attacker splits in several parts and
slashes at enemy.




WEAPON

NOTES

Attacker jumps up, splits into 5, and

Rosario Impale 8 No Sword None
falls back onto enemy, creating a star.
Haze-to-Wheel 9 Yes Sword None Attacker disappears, then reappears
in front of enemy.
Life Sprinkler 10 No Sword None A powerful sword attack. Attacker
uses multiple sword techniques.
canon| ADD:
NAME WEAPON NOTES
EFFECT
Moonlight Cut 4 No Katana None Attacker cuts enemy, moon appears
in background.
Shadow Counter 4 No Katana None Screen darkens and attacker and
enemy are spotlighted; enemy bleeds.
Blizzard 6 No Katana None Attacker rushes at enemu. spikes of
ice come out of the ground.
Tres Flores 9 No Katana None Attacker runs at enemy and 3
polygon flowers encircle the enemy.
ADD.
NAME WEAPON NOTES
$ EFFECT
Quick Draw o No Gun Speed Enables gun attacks to move quicker.
Two Gun o No Gun Equip two Ability to equip two guns, doubling
guns damage.
Stun Shot 1 Yes Gun Stun Stuns all enemies with bullets.
Trick Shot 2 No Gun None Shoots at the ceiling, rocks fall on
enemy.
Sharp Shot 2 Yes Gun Critical Targets multiple enemies, and locks on
for more damage.
Cross Shot 4 No Gun 100%
accuracy Fires a lot of bullets at the enemy.
Focus Shot 4 No Gun None Shoots multiple bullets at the enemy.
Total Shot ‘4 Yes Gun None Shoots multiple enemies.
Bound Shot 5 No Gun None Shoots bullets off walls, bouncing

Abt

towards the enemy.

o\c‘\c DATA
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7 NOTES
EFFECT
Dodge Death Grip o No None None Spins away from Death Grip.
Dodge Drain (1] No None None Spins away from Blood Sucker and
Fire Kiss.
Dodge Flash 0 No None None Spins away from Flash.
Dodge Gale o No None None Spins away from Gale Slash and Gale
attacks.
Dodge Gaze 0 No None None Spins away from Stare.
Dodge Needle 0 No None None Spins away from all Net moves.
Dodge Powder 0 No None None Spins away from Pain Powder.
Dodge Riddle ‘0 No None None Spins away from Sphinx Riddles.
Dodge Rock (1] No None None Spins away from rocks.
g Wy -
Dodge Seduction (1] No None None Spins away from all Spore moves.
Dodge Smash Spins away from Trample.
Dodge Tackle Spins away from all Tackle moves.
Spins away from Tail attacks.
‘Dodge Thunder Spins away from Thunderbolt.
Dodge Touch"m'h Spins away from all Touch moves.

Dodq’e*[remor 3

Dodge Wing

Spins away from all Quake attacks.

Spins away from all Wing attacks.

o
W
L\,
o
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D

e




WEAPON NOTES

Cross Deflect 2 Swords Deflects with two swords.

Deflect Sword Deflects attack with blade.

Sway Back None Evade enemy attack by rolling with it.

KO Throw None 1f enemy punches, character throws
nemy.

Dragon Throw 1f enemy Kicks, character counters.

Reaction Shot Character counterattacks by shooting
the enemy.

Kasumi 5 Character spins away, slashes
. enemy twice.

Godless 4 Character splits into four, then slices
enemy.

18 N —— .
Attack DATA |




Abbrev. 8 What 1t Means

Name &1 Name of Magic
P ¥l Amount of JP'it takes to
Range 7

Element
| Add. Effect §

NAME i - | RANGE IELEMENT i NOTES

Mind Heal Self n/a n/a Restores HP and abnormal status;
more recovery with higher INT and WIL.

Spellbound El n/a Paralysis Paralyzes an enemy by casting spell
that resembles one of Kanji letters.

Vanish n/a n/a Hides caster, but cancels whenever
the user acts.

P Attacks light arrow converted
Lite Waye n/a n/a from vitality; more damage with higher
WIL and PSY.

i Enhances all stats. While effective,
AoKenii n/a n/a WP and JP consumption doubles;
expires in 4 turns.




NAME

IELEMENT

NOTES

Rava Shot

n/a

Evil spirit possesses an enemy.

Pain Doubler

n/a

n/a

Casts an evil mind that damages
maximum of 666 HP.

Death Curse

n/a  JUnconscious

Makes unconscious by strong curse;
failure results in loss of 1 LP.

Sharp Pain

n/a

Stun

Stops the move by making enemy’s
sense of pain more sensitive.

NAME

ELEMENT

NOTES

Sabre

n/a

Pierce an enemy with 3 magical swords.

Shield

n/a

mgrteuses DEF; increases with higher

Grail

n/a

Cures all status except Unconsclous,
but HP can't be recovered.

Gold

n/a

Coins fall and distracts enemies to face
backward or run away from battle.

Magician

n/a

Creates a fake. If enemy attacks fake,
it disappears.

Death

n/a

Unconscious attack; failure results in
loss of 1 LP.

Tower

n/a

Gigantic thunder attack; damage
power is proportional to remaining JP.

Fool

n/a

All damage reduced to 1/4 of attack
strength. No effect for HP restores.




NAME - § RANGE IELEMENT ’ NOTES
&

Victory Rune Al n/a Enhances all weapons WEA; higher
INT increases WEA

Vitality Rune Al n/a ?uto cure for every turn; invalid
or

Hide Rune Al n/a Hides caster, but cancels whenever
the user acts.

Freedom Rune Al n/a Prevention from Sleep, Paralysis, and
Petrification attacks.

Wall Rune e n/a Blocks projectile attacks such as Gun,
Rocket, Needle, and Wing.

Dwarf Rune - n/a Weakens STR; invalid for Mecs.

Stasis Rune - n/a Stops both enemy and target for long
turn; possible to cure the user by Remedy.

Enhances all stats. While effective,
WP and JP consumption doubles;
expires in 4 turns.

Soul Rune i n/a

NAME ; - | RANGE |ELEMENT 4D0- NOTES
% EFFECT

Black Cat n/a Confusion Causes Damage and Confusion.

Nightmare n/a Sleep Causes Damage and Sleep.

Jackal n/a Venom Causes Damage and Venom.

Cockatrice n/a Petrification] Causes Damage and Petrification.

Grim Reaper n/a i Causes Damage and Unconscious.

NAME 3 NOTES

Sun Ray E - Integrates the sunlight and casts on
enemy; critical hit for undead.

Starlight Heal Recovers HP and Venom; more
recovery for more INT and CHA.




NAME

ADD.
EFFECT

NOTES

Flash Fire

Darkness

Approx. 1.7 times stronger than Sun

Flash Flood

sweeps
enemies.

Light Sword

Creates a sword and enables use of
sword skill, but not Katana skill.

Light Sword
(after action)

n/a

Can attack as a normal sword; Deflect
works even without sword skill.

Mega Windblast

n/a

Attacks with radioactive storm.
Approx 3.7 times stronger than Sun
qu,

NAME

FELEMENT

NOTES

Power Grab

n/a

n/a

Drains enemy’s HP and weakens
STR.

Hide Behind

n/a

n/a

Astonishes enemy to turn back by
creating a user'’s shadow.

Shadow Net

n/a

Paralysis

Restrains enemy with Dark Net; not
effective against stronger enemies.

Dark Sphere

Energy

n/a

Casts gravitational sphere. Approx. 2.1
times more than Sun Ray.

Shadow Servant

n/a

n/a

Creates duplicate of caster that repeats
caster's movement; no WP or JP loss.

NAME

NOTES

Vapor Blast

Stabs enemy with air spear; critical hit
for floating enemy.

Vanish

nds enemies to different

sel
dimensions, but won't get an item.

Reverse Gravity

Flips gravity to pull up enemies, and
drops them to the ground.

Light Shift

Enables auto HP cure; cancels Dark
Shift and HP cure by death element.

Dark Shift

Enables auto HP cure; cancels Light
Shift and HP cure by photosynthesis.

Vortex

222

MAGIC DATA

Cancels all special effects, but cannot
cancel an equipment’s effect.




NAME

ELEMENT

e 1 aon 1

NOTES

+ | Delay Order

n/a

Lowers QUI; not effective against
strong enemies.

Time Leap

n/a

SKips enemus turn until all allied turns
are completed

Chaos Stream

n/a

Swings an enemy on top of a clock
face. Amount of damage is random.

Time Eclipse

n/a

[Petrificatio

Stops enemy completely; huge
damage to the enemy who doesn't get
Petrified.

Time Twister

n/a

Repeats target’s current movement by
delay action; no WP or JP loss.

Overdrive

Stops time and gives caster multiple
turlrl|s When it expues WP, JP, and

NAME

L

ELEMENT

NOTES

Energy Chain

Energy

n/a

Attack formation varies, depending on
INT and PSY and paralyzes for
additional effect.

Implosion

Heat

Unconscious}

Explodes around enemy and causes
damage; randomly disposes of enemy.

Psuycho Armor

n/a

Creates magical armor to increase PSY
and VIT.

Gate

n/a

eleports to other regions by using the
item “Region Map.” Can only be used
during Blue's quest.

Psychic Prison

n/a

1f enemy uses magic, it reflects back
to the enemuy. It reflects only once

Vermilion Sand

Darkness

Whirls the enemies up into the air.

NAME

ADD.
EFFECT

NOTES

Fascination

Seduction

Seduces an enemy and causes it to
attack another enemy.

["Phantasm Shot

n/a

Summons a mystic monster to attack.

Glass Shield

n/a

Magical shield blocks direct attack
and counters with broken glass.

Mirror Shade

n/a

Creates user's fake that causes enemy
to miss.
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The world is

Seven common
people are thrown
into seven quests
to save the world.
The fate of the world
rests with the secrets
contained in this book.

@ Complete walkthroughs for q
all 7 characters

@ Every Side Quest revealed - Access
secret characters, obtain powerful
magic skills, plus much more!

@ Cool tricks! Unlimited credits, learn
the powerful DSC attack!
@ Uncover the secret to the Special Ending
© Tons of Bestiary stats
@ Detailed lists of Accessories, Attacks,
Items, & Weapons //II"“]GAM[:S
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