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1

GET

ING STARTED

Welcome to the world of Star Ocean: Till the End of Time (SO:TTEOT)! If this is the first Star Ocean game you've ever played, then you're in for a treat! If you're a fan of Tri-Ace and count Star Ocean: The Second

AN INTRODUCTION TO THE GAME'S BARSICS

Star Ocean: Till the End of Time is a dassic RPG with modern, science fiction themes and some cool
features. This chapter deals with the basics of playing the game and is divided into two halves. The
first part deals mainly with standard game operation, while the second half prepares you for battle.

STARTING OFF:
CHOOSING THE

RIGHT DIFFICULTY LEVEL
Before you start playing, you must select a
difficulty level. The first time you play through
the game, your choices are limited to Earth
level (Easy) and Galaxy level (Normal). There
are two other difficulty levels that you can
unlock by collecting Battle Trophies as you
play through the game the first time. They are
Universe level (Hard) and 4D level (Very
Hard). The main difference between the diffi- r ibalitd St il Sout stort
cwlity levels revolves around the HP and MP 0 new gome to use the new mode.
levels of the monsters. The following table provides the basic multiples used between the levels. (For
the exact multiples used o strengthen a specific enemy unit, refer to Chapter Nine, the “Bestiary.”

ENEMY DIFFERENCE BETWEEN DIFFICULTY LEVELS

Collecting Battle Trophies 1s the only
way to unlock the higher difficulty
levels. After meeting these require-
ments [see Chapter 6 for more
informetion), the new difficulty level

Earth ®0.7
Universe LS
40 1.8

The storyline and the playable characters remain the same regardless of the level you select. The only
other difference is that on the Earth level, you can't collect Battle Trophies. Without Battle Trophies,
you con’t unlock the other modes. This makes Galaxy mode the best choice for the first playthrough,
if you want fo play on the other difficulty levels.

THE MRIN CAMP MENU
You can perform a large number of the major management tasks from the Main Menu. You can do
things like setting your characters’ Battle Skills and allotting Status points, to equipping your charac-
ters and checking their stats, among other things.

Collecting Bottle Trophies is the only way to unlock the higher difficulty levels.
After meeting these requirements [see Chapter Six for more information], the
new difficulty level 1s unlocked. However, you must start o new game to use the
new mode,

Story and Valkyrie Profile as two of your favorite games, then you should have an idea of the fun that lies! Regardless, sit back and enjoy the ride!

‘ Symbology

. Skill Setup

. Items

. Config
|
‘ Toctics

‘ Dictionary

. Invention Info

@ cord

This 1s where you manage your characters’ Symbological
spells. You con use any recovery-type spells highlighted in
white, or turn on or off ony of the characters’ known spells
When you turn off a spell, the owner of that spell con't use
it in battle. This 1s good to do If you're trying to get o char-
octer to level up o specific spell, or If you're about to enter
o bottle where the use of certain spells would be ineffective
due to the enemy's elementol resistonces.

This 1s where you set up your chorocters’ Skill sets. Under
the Battle Skills option, you can determine which Battle Skills
ond Support Skills you want your choracters to use in bat-
tle. The number of Bottle/Support skills you can set 1s deter-
mined by the number of CP your charocter has available. The
moximum number for oll ployoble characters 1s 15, which 1s
enough to equip some skills, but not all of them. As your
charocter grows in experience ond learns more powerful
ottacks [which cost more CP to set) you'll be foced with
tough decisions when setting up your character's skill sets.
You con aolso configure your character's Tactical Skills and
ossign Skill Points earned in battle from this screen.

Select the Items option to view, use, or equip any of the items
currently in your inventory. Items are automoticolly divided
into nine cotegories, based on their function in the gome. The
“New Items!!!" cotegory is essentially o list of all the recent-
ly gathered items.

This option enables you to wview ond change your characters’
current equipment. You con manually switch out their equip-
ment or press the Triangle button to hove i1t done outomatical-
ly. Note, however; that accessories must be equipped manually.

Select this option to view your character's current stots. This
screen ists oll of the character’s personal information [stots,
equipment, and Bottle Skills set-up). You con olso change a
choracter’s baottle costume once you collect enough Battle
Trophies to unlock that mode. To use the “Color Twins” function,
press the Triangle button until you find the costume you prefer.
This feature 1s also only availoble by unlocking Battle Trophies.

The configuration screen 1s where you caon reset the system
settings and customize them to suit your needs.

This 1s where you con customize your characters’ tactics i
battle, which offects their behavior in battle when controlled
by the computer. Under the Reploce menu, you can switch
charocters in and out of the octive battle porty. During the
gome, you have eight slots that will eventually be filled with
party members. Until all of the slots are filled, you con cre-
ote o battle porty comprised of less thon the recommended
three ployers; do this ot your own risk, however. Finally, the
Formation screen lets you determine which of 10 battle for-
mations you want your battle porty to use. You con also set
the party’s leader on this screen. The character set as the
“leader” 1s, by default, the choracter who the player con-
trols at the stort of o bottle. If you hove a choracter pref-
erence, set him or her os the porty’s leader.

This 1s a collection of articles that prouvide background
information obout the story’s locations, people, organizo-
tions, and so on. If you hove o question about o chorocter or
location, look 1t up in the dictionary!

This option oppeors once you register with the Croftsmen’s
Guild in the town of Peterny. For more information about this
module, please refer to Chapter Six, “Item Creation.”

This 1s where you save or load o game. You can load or reload
ot ony point in the gome where you can access the Moin Menu.
Saving, however, i1s done ot specific sove points found
throughout the game’s environments.




PRIVATE ACTIONS

BATTLE TROPHIES

The first thing that you need to understand is that SO:TTEOT has a certain psychological bend to it.
This is brought to life in the game's Private Actions (PA). A Private Action is a brief scene with other
members of your party or an NPC who helps determine the type of person your character will be. Your
actions, or even just parficipation, in a PA affects how your party members feel about you. A typical
PA provides a scenario fo see how you'll respond. For example, while in Sophia’s room at the Grantier
Resort Hotel, does Fayt snoop around in the trashcans to check on Sophia’s junk food binging, or will
he not even bother? Later on, does he squash a young girl’s dreams of stardom, or does he play along

with her delusions because he's a nice guy?

So what kind of o person are you exactly?

Sometimes, Private Actions are integrated into main events fo fest you—the gamer—personally. Are
you the type of person who reads an instruction manual when faced with o totally unfamilior battle
simulator, or are you daring enough to jump in with both feef?

The end result determines what happens to Fayt at the end of the game. Does he end up with the girl
of his (or your) dreams, or is stuck by himself? You con control what happens by the responses you
provide during a Private Action. For a complete list of the Private Actions in the game, refer to Chapter
Five, “Private Actions.”

ITEM CRERTION

BATTLE TROPHIES

Winning Battle Trophies provides o
good sense of accomplishment. Some
may seem minor and easy to attoin
while others take o lot of planning
and skill.

Near the start of the game, you have the
opportunity fo activate the Battle Trophies
module. This starts a collection frenzy that
doesn't end until you've finished the game on
all three of the “real” difficulty levels (Galaxy,
Universe, and 4D) and even then may contin-
ve based on how strong your desire is fo pick
up all 300 Trophies. Battle Trophies (BT) are
awarded when you meet cerfain condifions.
The majority of the BTs involve meeting condi-
tions during boss battles. Chapter Six, “Mini-
Games & Sub-Quests” covers all 300 Battle

Trophies in the game. The rewards for gathering certain numbers of trophies are kind of cool, too. For

example, you can unlock the higher difficulty levels and activate the Color Twins feature of the game,

along with other cool stuff.

MINI-GAMES AND SUB-EVENTS

One of the things that's always made Star
Ocean games unique is the ltem Creation sys-
tem. As the name suggests, this system
enables you fo create your own items. But
Item Creation is actually a bit more complicat-
ed than in previous games. This time around,
in oddition to simple creation, items have foc-
tors ossociated with them that can be
enhanced and ultimately forged onto o

To octivote the Item Creotion sys-
tem, talk to'Welch Uineyard in the
Craftsmen’s Guild in Peterny.

weapon. This allows you to create more pow-
erful armor (simply by duplicating any existing factors), amazing accessories (by duplicating and/or
improving existing factors), and ultimate weapons (by synthesizing refined accessories and other
items to your weapon's empty factor slofs).

To make things more interesting, there are inventors who you can hire fo work for you. These people
have the ability and talent to create items that your party members might not be able to create. In
addition, your alliance with the Craftsmen’s Guild enables you to patent items and sell them in stores,
thus earning small residuals when things sell well. To learn more about the wonders of Item Creation,
refer to Chapter Seven, “Item Creation.”

Although you won't access the bulk of the
mini-games unfil near the end of the game,
there are plenty of things going on parallel to
the storyline. You can help two direction-
challenged merchants find their way to Kirlsa,
or you can figure out how to repair an old
mechanical soldier from an ancient war. In
addition, you can try your hand at matchmak-
ing and help the King of Airyglyph find a wife.
In the town of Gemity, there are three big
mini-games fo learn about. They range from
the perplexing Bunny Races fo the cerebral

Runic Chess and the challenging Fighting Arena.
THE RING OF DISINTEGRATION

This 1s a strange item that plays a large role in the sec-

rockslides, or some
other form of hazardous
decay. The 1s great for
finding hidden treasure
chests or Jjust soluing

puzzles in a dungeon.

An interesting use of

storyline-related quests when
you're in Gemity!

ond half of the game. Basically, the Ring of Disintegration
enables you to vaporize certain obstacles in a dungeon,
whether they are large blocks of ice, the rubble from

Az

the Ring of Disintegration 1s for knocking treasure chests

off stacks of blocks. To accomplish this feat, you must dis-

integrate the block most likely to cause the stack to top-

ple over and physically knock the chest to the floor.

You get the Ring of Disintegration from Vanilla in the Urssa
Lava Cave as part of the Crossel quest. Unlhike the two
other Disintegration items, this item can be used in any

dungeon and on any disintegratable 1tem.

Furthermore, the Ring can be used in a strange mini-game.
When Vanilla hands it over, he explains that the ring has
charges on it so that when you start disintegrating items,
you can actually make them part of a chain. The more items
you make vanish, the higher the chain and the greater

chance you'll win something nice. Mind you the goodies are
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different types of Item Creation [IC] materials, but they
will come in handy. You receive more common items [like

Cooking Ingredients] for low numbered chains, and rarer

materials [like Synthesis Materials] for chains of 40 or

higher.

To recharge the Ring of
Disintegration, look for
one of the Retail Rabbits
at a nearby Inn. These
little guys appear In
every Inn in the game [or
very close by] once you
obtain the Ring of
Disintegration from Vanilla.

ENEMY ENCOUNTERS

Unlike many RPGs, the enemies in this game
appear on the field, so you can inifiate battles
or dodge them. Sometimes, however, you can-
not escape from an aggressive enemy and you
are forced into battle. There are four different
types of battle encounters based on who initi-
ates the conflit and under what circum-

stances.

In a Normal battle, your party is the aggressor and enters the battle with full Fury gauges, ready to
attack. Obviously, when you're encountering enemies for the first fime, this is the type of battle you
want fo get into, because it gives you the =

advantage—at least for o while. A
BONUS BATTLE

An Ambush battle is one of three types that
occur when the enemy is the aggressor. In an
Ambush attack, extra forces appear in battle
as a surprise. To make things more inferesting,
you start the battle with an empty Fury gauge.

Rear atiacks occur when the enemy catches
you off guard and from behind. You start the
battle with your back to the enemy and with

BONUS BATTLE

te an empty Fury gauge. Before you can attack,
you must recharge your Fury gauge, then
dash into the battle. This type of attack puts
you at a severe disadvantage against power-
ful enemies.

The final type of attack is the Surrounded
attack. Unless you're using the Escape forme-
tion, your party starts this battle surrounded
by the enemy on all sides with an empty Fury
gauge.

Unlike other RPGs, death occurs when the
opponent runs out of HP or MP. This is a great

addition, because it gives you options on modes of death. Sometimes it's easier to MP-kill a monster
than HP-kill it. But for those who are concerned about self-MP/HP kills, take heart. The game is set
up so that if you don’t have enough MP or HP to perform an attack, it won't let you. The only way
you can MP-kill yourself is if you let your MP get too low when fighting an enemy that deals out MP
damage!

STRONG VS. WEAK ATTACKS

Your characters can perform either weak or strong attacks. A weak attack is quick and easy to pull
off, but equally as easy to guard against if the enemy has 100% Fury. In addifion, if the enemy has
its Anti-Attack Aura turned on, then it is activated along with their Guard, possibly cousing damage to
you.

Strong attacks take longer fo produce, but are
guaranteed fo perform a Guard Break, smash-
ing through an enemy’s Guard. They also tend
to inflict more damage. You can tell when an
enemy is about to produce a strong attack due
to the purple aura surrounding it.

The same principles apply to any Battle Skills
you have set fo the weak and strong attack

Look for the purple haze when
deciding whether to dodge or guard.

buttons. The exception to this rule is the

Symbological spell. All spells, including those set as weak Battle Skills (an option unique o both Adray
and Sophia), can perform Guard Breaks os if they were a strong attack. Another exception is when
you use a weak attack against a dizied enemy. In this situation, the weak attack produces o Guard
Break. Some enemies even lack the ability to Guard!

ANTI-ATTACK AURAS

When someone’s Guard is broken, there is a chance that it will produce an Anti-Attack Aura in return.
An Anti-Attack Aura (AAA) is a type of defense that you must activate through the Tactical Skills menu
in battle or under Skill Setup on the Camp Menu. There are seven different types of AAAs that you can
acquire from different textbooks and accessories. Their effects run the gamut from simply knocking
the triggering enemy out, to inflicting damage, or healing the user.

ANTI-ATTACK AURARS

EFFECT __OBTAIN
Standard Stun [100%) Beat-Up Textbook

2-lWay Stun [?70%]) Shabby Textbook

:

Ring Wave Damage Dilapidated Textbook
Homing Damage Neglected Textbook
Wide Area Homing Damage Worn-0ut Textbook

Regeneration HP/MP recovery Blemished Textbook

Star Guard Damage Star Guard [must be equipped to use)

THE FURY GRUGE
The Fury gauge s vital for performing almost
any kind of action during battle. When attack-
ing, the type of attack used reduces the gauge
by a certain number of points. Obviously, the

stronger the attack, the more Fury it requires.
The state of your character’s Fury gauge also
has an effect on the success of any spells you

attempt 1o cast. The lower the Fury amount,
the greater the chance of failure. When your
character’s Fury runs out, try fo get out of

The Standard Anti-Aura Attack 1s
effective becouse it olwoys stuns
the enemy who triggers it.

harm's way while you wait for the gauge to refill. Support skills like Max Fury come in handy during

battles in which Fury consumption is high.

Keep on eye on your charocter’'s
Fury gauge during an intense battle
If 1t runs out, you'll be dead in the
water!

Moreover, certain enemy attacks and your
defenses against them drain Fury. A Guard
Break takes 50% of the gauge and being
dizzied takes 100%, while Guarding an attack
takes 30%. If you move when the gauge is
100%, it drops one percentage point fo 99%.
The best way to recover Fury is fo stay in one
place for a short period of fime. You also
recover 30% each fime an enemy unit is slain.



FURY’S SAVING GRACE

There are fimes in which the Fury gouge may save a character from death, leaving him or her with a
single HP or MP. When this occurs, the word Fury floshes on-screen so quickly heal that character.
Obviously, the more Fury points a character has when his or her life is jeopardized, the more likely
he or she is fo be saved. However, the chances of success are rare unless you have a factor on an item
that increases the chance.

THE BONUS BRTTLE GAUGE

The Bonus Battle Gauge is located on the right side of the battle screen. As long as the rate on the
bottom-left of this gauge is not at 0%, the gauge will increase with each hit you land upon an enemy.
Each attack increases the point fotal in the gauge by the following amount: Current Rate (x%) x 128.
The higher the rate, the stronger the enemies are in comparison fo your party. The rate decreases by
10% every three seconds after the battle starts. When the gauge passes 6400 points, a Bonus Battle

begins.

These battles are aptly named because the EXP, Fol, Items, and/or Recovery bonuses are provided at
the end of each Bonus Battle. As long as you don't do something that ends the Bonus Battle, it con-
finues on and on. At the end of every five battles, another bonus is added fo the list. To get all four
bonuses, you need 1o keep the chain going for 20 or more battles. You can affect the first type of
bonus by the type of attack used to fill the last bit of the gouge.

_IYPE OF ATTACK BONUS BATTLE BONUS

Double Fol
Triple ERP
Increased Change for Item

Strong Rttack

Increased Recovery Rate Upon Win

The Bonus Batile Gauge breaks and returns to 0 (zero) if one of the following happens to the char-
acter you control: fakes a Critical Hit, is incapacitated, or if you escape from battle. The Bonus Battle
Gauge is reset when you reload a game.

ALL ABOUT DAMAGE

The basic domage of a normal attack or Battle Skill is determined by the ATK stat of the attacker, the
DEF stat of the torget, and the damage multiplier of the attack used. When Angry, the damage the
attacker inflicts is doubled. The amount of damage inflicted is also affected by the elemental rela-
tionship (if any) between the attack and the farget.

The basic damage of a Symbological spell is determined by the INT stat of the attacker and the dam-
age multiplier of the spell used. As with Battle Skills and physical attacks, the amount of damage
inflicted is also affected by the elemental relationship (if any) between the attack and the target.
Symbology domage does nof increase when Angry.

HOW A PARTY MEMBER BECOMES ANGRY

If o party member is defeated during battle, there is a chance that remaining party members will
become Angry. The probability of this occurring depends upon their relationship with the defeated
character. This is another reason why you need 1o be careful when taking part in the Private Actions.

THE IMPORTANCE OF HIT AND AGI

The most important factors when determining whether or not an attack will hit are the HIT stat of the
aftacker and the AGL of the target. The higher the HIT and the lower the AGL, the more likely it is that
on attack will succeed. There are some exceptions though. If the target has his back to the attacker
when hit, the attack will always land. The same holds true if the target's Guard activates and the
atfacker uses o Strong attack. Keep in mind that Symbological spells always hit any target in their
areq of effed.

USING BATTLE SKILLS

Battle Skills are unique attacks that have the ability to produce insane amounts of damage in refurn
for some of the user’s HP or MP. To use a Battle Skill, set it up through Skill Setup on the Camp Menu.
Upon doing so, you can use it ot any time on the battlefield as long as you meet the HP/MP/Fury
requirements.

In general, Battle Skills couse more damage when set as a Strong skill rather than o Weak one.
However, the cost of the skill rises sharply when set to the Strong slots. Until you have enough HP (or
MP) 1o handle the costs, consider keeping your Battle Skills set to the Weak slots.

CANCEL BONUSES

During cerfain attacks, it's possible to input the command for another attack, cutting the current attack

short and adding the second attack on the end. This technique, called Canceling, enables you to per-
form a combination of attacks in close succession.

The basics of Canceling are simple fo remember and understand. Basically, you start with o weak
attack and cancel it with a weak Battle Skill, followed by a strong Battle Skill and so on. However, you
will find that some characters can get away with skipping the first weak attack and go right into chain-
ing weak Battle Skills and strong Battle Skills.

When Canceling Battle Skills, a “Cancel Bonus” is awarded according to the number of times you suc-

cessfully cancel a skill, which can result in massive damage. Plan your sirategies to make the most of
this. Of course, if you don't have the required HP, MP or Fury points, then you can't perform the Cancel
Bonus or have it last as long. Before starting a Cancel Bonus sequence, make sure your Fury gauge
is full and your MP and HP are in good shape.

WP 30926, HPR39766, ' W WP 45886,
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Maria easily choins Aiming Device [weak] and Energy Burst [strong).

CHANGES IN DAMAGE VIA CANCEL BONUS

_LCANCEL NUMBER INCREASE IN DAMAGE
| 175%
2 200%
3 250%
4 or more 300%
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e
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With the exception of Adray and Sophia, who can set some of their spells as Battle Skills, you must
select most characters” spells from the Symbology option on the Battle Camp Menu. Since you don’t
have fo set them beforehand, spells provide greater flexibility in battle, allowing you 1o respond as
the situation changes. Additionally, Symbology spells cannot be protected against.

However, spells take fime to cast so they can be interrupted if you aren't far enough away from the
heat of the battle. The fime it takes to cast a spell is fixed for each character. You can reduce the cast-
ing fime required with the Support Skill, Quick Symbol, or items like Rapid Invocation.
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GETTING STRATED

INCREASING RBILITIES THROUGH EXPERIENCE

The only way fo increase a character’s proficiency with Battle Skills or Symbological Spells is through
use. The more often you use a skill or spell, the faster it levels up. High-level skills and spells can often
inflict more damage or have a higher rate of success. Battle Skills level up each fime the skill is used.
Spells level up each time the name of the spell appears on-screen. Skills like Stun or Loot Item level
up each time the effedt is triggered.

USING ITEMS IN BATTLE

There will be times during a fight when you need to use an item. Items have the added benefit that
you can use them from any point on the battlefield on any ally—or enemy—regardless of how far
or near. Plus, items take effect immediately. So if you use a healing potion right as an enemy is about
to strike, its effects are counted before you get hit. The downside is that once you've used one, you
must wait for o few seconds before you can use another one. Furthermore, you can’t use an item if
you're in the middle of an attack or rushing across the field about to start one.

When using bomb items in battle, there are several things to keep in mind. First, watch the effects of
the bombs. Some of them distinguish between enemies and allies, while others don't. If you are forced

to use a bomb that can wound allies, move all of your party members out of the blost radius.

oyd
ENEMY
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Different bombs have different blost ranges and different effects. Keep this in
mind when creating or buying them.

Many bombs can stun their targets. Use this to your advantage to keep powerful enemies from using
their strongest attacks. It also helps when you're facing swift enemies that are tough to corner and
attack.

THE END OF THE BATTLE

The battle ends when there are no units left on
one of the two sides. If you are defeated, the (TS T
screen fades to black and it's Game Over! If
your enemies are defeated, EXP points are
divided amongst the surviving participants, Fol
is acquired, and your characters recover a por-
tion of their HP/MP. If a character earns

enough EXP points to increase a level, Skill

r At the end of a successful battle,
Points and new Skills/Spells are awarded at the character who delivered the

this time. In addition, if you win o Battle final blow gets to flash his or her
victory pose!

Trophy, it is saved to your memory card.

—" |




_ CHARACTER BAT

[LE SKILLS AND SPELLS

This chapter describes all you need to know about the player horoctes and ther various physical attacks, battle skills, and Symbological/Runological spells.

READING THE CHARACTER INFORMATION

=

LuP [Level-Up Pattern]

The level at which this spell or Bottle Skill 1s
learned by the character. If the skill 1s acquired
through use of an item, that 1s noted too.

Denotes the type of skill: B = Bottle; S = Support;
T = Tactical; and M = Spell

CP required to set the spell or skill on o character’s
Battle Skills roster under Skill Setup.

The pattern thot the skill or spell follows when
leveling up. Refer to the table to the right for
more details.

The length of time it tokes to cost the spell
(indicated in seconds)].

s given in o variety of formats for each character. The legends below explain how o read each table.

AEADING THE CHRRACTER INFORMATION

’ Rttack Description

HP/MP Domage

. Fury Cost

' Rdditional Effects

. Down

Since basic attacks don't have nomes, this sec-
tion describes the ottacks in terms of range,
strength, and type. Basic physical attacks are
Long, Mid, or Short in range, Strong [Circle but-
ton] or Weaok (X button] in strength,

Explains how HP or MP damage is inflicted. The
simple multiple “1.00" indicates that the domage 1s
calculated using the straight “(Character ATK -
Enemy DEF] X multiple” formula.

The number of Fury points required to perform
an attock.

Lists ony odditional effects associated with the
ottack, like stotus anomalies and Fury Drain.

Indicates whether or not the ottock 1s capable of
knocking the opponent down. H = high probability;
L = low probability; ond ¥ = does not down the
opponent.

in WM of formats for each character. The legends below explain how fo read each table.

BATTLE SKILL TABLE
With the exception of Sophia’s Meteor Swarm, the strength of all Battle Skills are based on the char-
acter’s ATK stat. Sophia’s Meteor Swarm is treated like a spell, so its strength is based on her INT stat.

. Element

Designates whether or not the battle skill has an
elemental ottribute. The elements ore F = Fire;
E = Earth; W = Water; and A = Wind.

. Hit » The number of hits the attack may land. If the
| number of hits varies, the symbol “n” 1s used.

. Down

This indicates whether or not the ottack 1s copable
of knocking down the opponent. H = high probabili-
ty; L = low probability; ond X = does not down the
opponent.

Range The recommended range setting for the attack.

Strong/Weak Position The strength and cost of the attack 1s bosed on
whether you set it to the Weok position [¥ but-

ton) or the Strong position [Circle button]

GETTING STRRTED

WALKTHROUGH

BONUS DUNGEONS
—

PRIVATE RCTIONS

F:

MINI-GRMES AND

“6”" refers to the Skill's Level and “n” refers to
the number of ottocks. When referring to the
power of o spell used as o Bottle Skill, the “6"

refers to the caster’s INT stat.

Fury Cost The number of Fury points required to perform
Y Al ) id SUB-QUESTS

the attack.

HP/MP Cost The number of HP or MP needed to use the Battle

[TEM CRERTION

Skill.

HP/MP Domage Explains how HP or MP damoge is inflicted. The
simple multiple “1.00" indicates that the domage is ITEMS
colculated using the straight “[Character RATK - AND EQUIPMENT
Enemy DEF] X multiple” formulo. In more compl, F
formuloe, “6”" refers to the character’s ATK staot, BESTIRRY




Blode of Fury Stone Roin M |-

2 B [4]1 45 e | 47
3 | First Aid S 1] 50 | Dimension Door B [6]] -
4 | Aeriol B 2] 60 | Explosion M [-|e ]| 51
4 | Scan Enemy T |- item | Divine Blode 8le ~
6 | Blazing Sword B [4]d ifem | Ethereal Blast AN
foa Y Ag 7| Critical Hit B [2]] item | Drain _ 21]
FRYT LEINGOD 9| Charge B |4]] item | Increase HP/MP Domage i
10 | Standby Healing L item | Increase Stamina i
11 | Critical Hit HP S 1211 item | Loot ltem 21b
14 | Tount T |-]- item | Common Attack Symbols | S |2 | h
15 | Sidekick B [2]k - item | Common Support Symboks | S |2 | h
16_| Lightning Blost M|-]el 31 item | Lucky Stor S |2]e
16 | No Guard S [5]] item | Max Fury S 211
Chff Fittir 17 | Stun 2| item | Combot Training T (-]~
20 | lce Blode 4|d item | Convert Damage 1
—— 21 | Berserk T1-1- item | Cure Condition T -] -
22 | Increase HP Damage B |4]] item | Antidote M ] Al
Maria Traydor 23 | Increase MP Damoge | B |41 | item | Earth Gloive M e | 27
25 | Shotgun Blast B [4] item | Fire Bolt M o] 31
— 30 | Lightning Blode B [6]d item | Healing M g | 31
32 | Fear B [2]| - item | Ice Needles M e | 31
Nel Zelpher 38 | Deep Freeze M [-[e| 47 ) item]Silence M e | 3llv
e 40| Air Roid B l71k ] 4
Albel Nox =
A A D P DA A P DA A R 0 ADD DO ——
—— [ W, Chain attack #1 1.00 5 X
Peppits Rossetts | [ SW, Chain attack #2 1.00 5 - X
LW, Chain attack #1 1.00 5 Fury Drain X
_ T = LW, Chain attack #2 1.00 5 Fury Drain X
Roger S. Huxley SW, Aerial attack 1.00x2 5 Fury Drain H
§S, Chain attack #1 1.60 12 - X
e w— S5, Chain attack #2 1.60 12 X
SL, Ground attack - H
Mirage Koas SS, Aerial attack Fury Drain H
————

RAdray Lasbard

STyt

LEy

AGE 13 A e ERRTHLING
[ HEIGHT 5’9" SWORDS AND SYMBOLOGY

Fayt Leingod is  normal, ordinary college student who just happens to find himself in extremely strange circumstances. As his life is turned upside down, he manages to remain fair-minded and cheerful as
chaos reigns around him. Fay's saving grace is his famtastic swordsmanship honed through years of playing virtual reality fighting games and RPGs. Well that, and his abilty to make friends with almost
everyone he meets!

SEX MALE

FAYT'S BATTLE SKILLS

WEAK POSITION STRONG POSITION

NAME ELE HIT # [DOWN | RANGE |  FURY HP ! CosT
eridl T *f 2
| Chorge - ] X__| Short 30 el 0 -
| Blozing Sword | F - X | long | 10 - 10
Blode of Fury - |1+1+3] X | Short {2045+5] 20 -
Sidekick - 3 X__| Short 30 -~
Ice Blade W - X_| long 10 s 12
Lightning Blode | A - X | long | 10 = 16
Shotgun Blost | F 5 X_| long 20 2 -
Air Roid - 1 H_| Short | 40 -
Divine Blode - - X | long |30 - 150
Dimension Door T7+1 | X | Short | 2044 200 -
0.18
Ethereal Blast | -- 15 X_| long 10 _500 =




First Ai 35 | Deep Freeze 6

/ 3 SULEL - e ] 53
V4 - o 3 | Healing M|-{g]| 39 N 36 |Feor 5 JTRET -
4 | Antidote M |-{e| 38 Jf 37 |Reflection M]-]g]| 38
5 | Fire Bolt M/B[2]c| 38 | 40 |Dark Sphere MB[8]e | 53
5 5 | Silence M |-[e| 38 || 42 [Berserk Y T
i % % | 10 [lce Needles MB[2]e | 38 N 45 |Stone Rain MB[S]e | 53
) \\ N 12 [ Add Rain M |-|e| 38 N 46 |NoGuord SIS1i ] -
y 1A ; 13 | Scan Enemy T-i=l=] = 47 | Gravitation M]-Tel 38
g ;/\ | 14| Standby Healing S[T]17 | - W 50 [Explosion W87 e | 74
/ A | 15| Lightning Blast M/B]3 e [ 38 | 54 [Loser Beams MB[7 e ] 74
;v A 17 | Protection M [-]g | 38 )| 57 [Angel Feather M|-]g]| 38
' T 19 | Earth Glaive M/B[3[e [ 24 W 60 [Lightning Strike MB|8 e ]| 74
20 | Cure Condition M [~ |e | 38 W item|Blood Scylla MB[7 e | 38
21 | Tount T [-[-] - N item]Gremlins MBl6]e | 29
22 | Charge B [4]j ]| ~ N item|Meteor Swarm B [10fe] -
22 | Restoration M |-]a]| 49 QI item|Southern Cross MBJ6[e | 53
23 | Gitical Hit HP S [2]j | ~ N item|Drain B [2]j] -
24| Giical Hit B [2]] item | Increase HP/MP Domage| B |2 | i
25 | Efreet M/B[5|e | 24 J item|Increase Stamina B 2]
25 | Power Up M |-1g | 38 Qi item|Loot ltem B [2]b
26 | Aerial B [2]j]| - N item]Increase MP S [3]F
27 | Increase HP Damage | B [4{j | ~ | item] Lucky Stor S [2]e
29 | Grush M [-]e] 29 J item|Quick Symbol S [3]1
L o 29 | Stun B [2[j] - item | Combat Training T I-]-
Thunder Flare M/B|4]e | 53 N item| Convert Damage T
Faerie Light M |-{g | 53 J item] Cure Condiion T
Increase MP Damoage | B 4[| | -

SOPHIR'S BASIC ATTACKS

ATTACK DESC. HP DAMAGE MP DAMAGE FURY COST ADD. EFFECTS

SW, Ground Attac 1.00 - 5 Fury Drain H
MW, Ground Attack - 5 - X
LW, Ground Attack 0.20 5 Silence X
S5, Ground Attack - 12 Fury Drain X
SL, Ground Attack q 0.30 12 Silence X

: GETTING STARTED
‘ pa—
revate [ 108 LBS. WALKTHROUGH
HEIGHT 53" TN GOl  STAFF AND SYMBOLOGY

BONUS DUNGEONS

Sophio Esteed is Fayt's childhood friend and perhaps even his sweetheart. Her father is a close friend and research partner of Fayt's parents and, as a result, the two families have spent a lot of fime
fogether. Sophia has an ongoing interest in the history of Symbology, so it shouldn't come os a surprise fo anyone fo learn how tolented she is at it.

PRIVATE ACTIONS
SOPHIAR'S BATTLE SKILLS ———

WEAK POSITION STRONG POSITION MINI-GAMES AND
NAME fe [ wre [oown st|  oweoms | SUB-UESTS
}U_'NI R l : — — P
Gllr - 1 X AT S
e —— - X I ITEM CRERTION
e e—
ITEMS
AND EQUIPMENT
| a—

BESTIARY




Sphere of Might Acrobat Locus

4 BlAli| - 05 B [6]]
6 | Crifical Hit B [2]j] - item | Infinity Kick B 8]
8 | No Guard S I51 item| Max Shockwave B 6]
8 | Tount T -]~ item | Drain B |2
10 | Hommer of Might B [3]k item | Increase HP/MP Damoge| B |2 | |
Fayt Leingod 12 | Increase HP Damage | B [4 | | item| Increase Stamina B [2]]
13 | Stun B [2]] item| Loot Item B |2]b
————— [ 14 [ Giical Hit HP S [2] item| Common Attck Symboks | S |2 | h
Sophia Esteed 15 | Electric Fists B 6]k item | Common Support Symbok| S |2 [ h
16 | First Aid SCLLEE item | Lucky Star S [2]e
17 | Berserk T |-]- item| Max Fury S 12]j
17 | Charge B [4]] item | Combat Training T -]~
20 | Fiery Tackle B |6/ item| Convert Damage T
21 | Aeriol B |2 item| Cure Condition T|-|-] - {
22 | Increase MP Domage | B |4 | | item | Antidote M[-ef| 26
MARIR TRRYDOR 25 | Aerial Assault B [5]] item| Earth Glaive MI-le[ 21
30 | Fists of Fury B [6]k item | Fire Bolt M-]c| 26
30 | Scan Enemy T -]~ item| Healing M|[-]g| 26
Nel Zelpher 32 | Fear B |2 item| Ice Needles M|-[e] 26
40 | Uppercut B [6]j[ ~ N item]Silence M |-]e| 26
—— .
Rlbel Nox S8tk BN
ATTA D P DAMA P DAMA R 0 ADD DO
————1 [ W, Ground Attack 0.60 = 10 = X
Peppita Rossetti MW, Ground Attack 1.00 - 10 Fury Drain X
LW, Ground Attack 1.00 x 2 - 10 H
———TI————— [ SW, Aerial Attack 1.00x 2 - 10 H
Roger 5. Huxley SS, Ground Attack #1 2.80 - 15 H
SS, Ground Attack #2 - - H
——c——— MS, Ground Attack Fury Drain X
1S, Ground Attack - H
Mirage Koas
Pt

RAdray Lasbard

SEX MALE ele LBS.

[ WGkt |
AGE 36 i ] KLAUSIAN
HEIGHT 62" GRUNTLETS
(liff is o Klousian fighter with o heart of gold. At first glonce, he seems to be all brawn and little brain. However, you soon learn that he founded the anti-Federation group Quark and you really have to
wonder. ... On the battlefield, Cliff is « madman with superhuman strength and endurance.

CLIFF'S BATTLE SKILLS

WEAK POSITION STRONG POSITION

NAME DOWN | RANGE |  FURY | HP COST|
Rertal — T [ [ I oD | 9}
Charge 1 X | Short j

Sphere of Might 4 L | Short 15 5
| Hammes of Mi 2 L | long |20 15
Fiery Tackle ] H | Lon 12 20
Eledtric Fists 3 H_| Short 9 2
Aeriol Assoult 1 H_| long |20 80

| Fists of Fury 21 H | Short _300
Uppercut =1 1+n | H | Shot [IS#5xnl 200
Acrobat lows | - 15 H | Short {20

Infinty Kk | = | 11| H | Short 600
Max Shockwave | -- 7_[ H | long | 700




-~

TYPECPLVP (O A TYPECPLVP T
y 0 T |- - Gravity Bullet B -
4 0 | Protection M]-1g| 24 J 58 |NoGuard S [5]
0 | Standby Healing SVl - item | Energy Burst B8]
0 | Aiming Device B [2]] item | Radiation Bots B [6]i
0 | Scatter Beam B [3]] - item| Drain B [2]]
21 | Power Up M|-fg]| 24 item| Increase HP/MP Domage| B |2 |
22 | Crifical Hit MP S 2]l - item| Increase Stamina B 2]
22 | Charge B [4] item| Loo Ifem B [2]b
23 | Grifical Hit B [2]] item| Common Attock Symbok | S |2 | h
l 24 | Aerial B [2]] item| Common Support Symbok| S | 2 | h
. 26 | First Aid B T item| Lucky Star S {2]e
{ ' y 26 | Reflection M [=[g | 24 ) item| Max Fury S 2]
27 | Increase HP Damage | B |4 ] | item| Combat Training T -
3 ' | 28 | Magnetic Field B [5]i item| Convert Damage 1
N 5 I 129 | Tount T]-]- item| Cure Condition T -
R B = 31 | Fear B 2] item| Antidote M e | 24
E ;‘ $7( 737 | Pube Beas! B 4] item] Earth Glaive W[~ e | 20
| 34 | Stun B 2] item| Fire Bolt M | 24
: %} 38 | Crescent Locus B [4] item| Healing M g | 24
) 42 | Triple Kick B [5]] item| Ice Needles M e | 24
1 45 | Angel Feather W -1y | 24 | ftem| Stence W-1e] 24
\ 46| Loser Blast B [4]
ATTA D P DAMA D R 0 ADD DO
SW, Ground Attad 1.00x 2 5 X
LW, Ground Attack 1.00 - 5 - X
LW, Aerial Attack 075x4 - 5 = H
[ S-IW,Special Attack_| __0.80 - 10 X
§S, Ground Attack 2.00 - 20 - X
§ 1S, Ground Attack 2.00 - 25 Fury Drain X
Lo
z : - V—\‘V . Ges 4
GETTING STRRTED
SEX R WEIGHT 09 LE WALKTHROUGH

J [ ot : RACE AR
| m—
HEIGHT PREFERRED WEAPON AND BOLO
ONUS OUNGEON
Maria is an enigmatic young woman who is rumored fo possess some very strange powers. Orphaned af a young age, she somehow became atiached to Quark, an anti-Federation organization most active LI
in the Klous System. Now as its leader, she is using the group’s resources to help her find Professor Robert Leingod and his family. This search naturally leads her to send her friends and coworkers, Cliffond | =—"——

Mirage, out o find Fayt. PRIVRTE RCTIONS
HRIA'S BH ———
A POSITIO RONG POSITIO MINI-GAMES AND
NAME ELE | HiIT#  [DOwN |RANGE | FURY | ___HPDM DMG SUB-QUESTS
| Aerial - 1 H_| Short | 2 —
Charge - ] X__| Short ;
Aiming Device | ] H_| long | : ITEM CRERTION
Scatter Beam - 5 X__| Short nﬁ = {
Loser Blost - 142 X__| Short 20 1TEMS
(rescent Locus | - 4 H_| Short 0 AND EQUIPMENT
Pulse Beast - 4 X__| Short p L
Magnetic Field | -- 141 X Long
Triple Kick - 3 H Short a BESTIRRY
Gravity Bullet | - 25 H_| Short 0|
Energy Burst - 2+n X Long
Rodiation Bots | - - X_| long |




Det.| Fire Bolt M ¢ | 26 § 40 |Lightning Chain B[4 4
Def. | Healing M- 26 W 40 |No Guord S |5
Def.| Shock Wave B |3 - 52 | Mirror Slice B
5 | Increase HP Damage | B |4 70 | Lightning Strike M
- 6 | Aerial B |2 item| Divine Wrath B
Fayt Leingod 8 | Grifical Hit B |2 - item| Splitting Sky B
10 | Ice Needles M |[-]e| 26 J item|Drain B
=SS 10 | Shadow Wave B |3 - item| Increase HP/MP Damage| B
Sophia Esteed 13 | Stun B |2 - item| Increase Stamina B
15 | lce Daggers B |4 - item | Loot Item B
————1————" [ 16 | Berserk T item| Common Attack Symbok | S
17 { First Aid S frem| Common Suppor Symbak | S
CHFF Fittr | =g T Grteal i P 12 =Y e Lucky Shar 3
r 18 | Lightning Blast M e | 26 J item|Max Fury S
19 | Charge B |4 item | Combat Training i
Maria Traydor | [720 | Poison Cloud B [2 - || item| Convert Damage T
22 | Standby Healing S |1 item| Cure Condifion T
25 | Whirlwind B |3 ifem | Antidote M
26 | Tount T]-]-] - item| Earth Glaive M
(28 | Increase MP Damage | B |4 || | - item | Fire Bolt M
730 | Flying Guillofine B [S5[k] - item| Healing M
32 | Fear B |2]j Ice Needles M
Scan Enemy T |- Silence M
Thunder Flare M |- ;
Peppite Rossett: NEL'S BRSIC RTTACKS
— ATTACK DESC. HP DAMAGE MP DAMAGE  FURY COST
Roger S. Huxley SW, Ground Atoc - =
MW, Ground Attack Fury Drain
| —— LS, Ground Attack 1.00 - (] Fury Drain
[ [SW, Special Atfack 1.00 0.10 8 Fury Drain
Mirage Koas 55, Chain Attack #1 1.70 - 12 -
E—— SS, Chain Attack #2 -
i 1S, Chain Attack #1
Rdray Lasbard S, Chain Attack #2

{

SEX FEMALE 112 LBS.
AGE 23 ELICOORIAN
HEIGHT 5?7 DAGGERS AND RUNDLOGY
Nel Zelpher is the leader of the Secret Legion, a special detachment of the Queen of Aquaria’s personal guard that reports directly to her and is responsible for intelligence gathering. Her loyalty 1o her queen
and country mofivates her every move and action. Nel is a skilled fighter who uses short swords and Runology interchangeably.

NEL'S BATTLE SKILLS
WEAK POSITION STRONG POSITION

NAME ELE HIT # |[DOWN | RANGE | 1 H PD
Aerial - 5 X__| Short 7 f 7
| Chorge - ] X__| Short
| Poison Cloud - 3 X_| Long
Shock Wave - 4 X | Short
Shadow Wave | - 2 H_| Lon
| Lightning Chain | - 15 X Sl;g- j
Whirlwind - n H | Long ]
Ice Daggers - 3 X_| Long 40
Flying Guillotine | - 7 X | Long
| Mirror Slice - 10 H_| Short |30
Splitting Sky -1 4+6 | X | long |30
Divine Wrath - 18 H [ Short




! B Dragon Roor B |7
.| Gritical Hit B Air Slash of Fury B |6
.| Gritical Hit MP S Double Slash of Fury | B |6
.| Shockwave Swirl B item| Drain B |2
.| Standby Healing S item | Increase HP/MP Damoge| B |2
Berserk T |-]- item| Increase Stamina B |2
Stun B |21 item | Loot Item B |2
No Guard S |5] ifem| Common Atiack Symboks | S | h
Palm of Destruction | B [4] | item | Common Support Symboks | S [ h
Tount T]-]- item | Lucky Star S 12
Increase MP Damage | B |4 item| Max Fury S |2
. Increase HP Damage | B |4 item | Combat Training T
s Aerial B [2]] item | Convert Damage T
First Aid S |1]j item| Cure Condifion T -
Aura Wall B 6] item | Antidote M e | 24
/ (harge B 4] item | Earth Glaive M e | 17
Fear B [2]] item| Fire Bolt M | 24
/ Double Slash B 4] item | Healing M g | 24
: Scan Enemy T]-]- item| Ice Needles M e | 24
Vampire Flash B 6] item| Silence M e | 24
Hand of Doom B [5]]
A A D DA A DA R 0 ADD DO
SW, Chain Attack #1 0.60 8 X
{ SW, Chain Attack #2 0.60 10 - X
g | M-LW Chain Attack #1 1.00 - 5 Fury Drain X
A M--LW Chain Attack #2 1.00 - 5 Fury Drain X
§S, Ground Attack 2.00 - 10 Confusion X
LS, Ground Attack 2.80 - 12 Fury Drain H
SS, Aerial Attack 200x2 a 10 H
LS, Special Attack 0.60 10 X
l/.
GETTING STRRTED
SEX ; WEIGHT WALKTHROUGH
"' AGE RACE 0O0RIR .
HEIGHT PREFERRED WEAPON [MLLISGLITRL ONAL KATR

Albel Nox is a captain of the Black Brigade, one of the three branches of the military in the Kingdom of Airyglyph. Known as Albel the Wicked for his cruelty, Albel is a fantastic swordsman who specializes

" inone-on-one combat. How an enemy becomes a member of your party is an interesting story....

U D
NAME ELE | WIT# [DOWN|RANGE| FURY | HPCOST| MP COST HPDMG MP DMG
Teria - 1 H | Short - E 3
E T T 0 | - 220 ”
Slash 1 X | long | 10 2 o 1.00 5
 Shockwave Swirl 5 L__| Short 20 = 070 =
Palm of Destruction | H | long 25 % [
{ Double Slosh 2 H_| Short 20 = j% u
Roar 18 H | Short 150 - 030
Hand of Doom 6 H_| Short 120 - 070
uro Wol 2| H | Shor [ &
Flash 140 X | Short +8xn - 500 w
Sksh of Fury 2+2xn]| H | Short 10 & 0.60 -
Air Slosh of Fury 14n | X | long |20+ 5xn] 600 = 0.60 0,

BONUS DUNGEONS

| I

PRIVATE ACTIONS

MINI-GAMES AND
5UB-QUESTS
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@ CRERTION

ITEMS
RND EQUIPMENT

BESTIARY




14 - o Cp LV
5 | Magic Hool B 2] - 50 | Foerie Frien B 6]
6 | Charge B {4]j]| ~ N item|Dream Hammer B |5]i
10 | Frozen Daggers B 3] - item | Magical Dance B [6]e
11 | Taunt T |- item| Drain B |2
T2 [ First Ad HF lem| Increase HP/WP Domoge] B | 2
Fayt Leingod 14 | Crifical Hit MP 5 1211 item| Increase Stamina B [2]]
15 | Power Dance B l6[e| - item| Loot ltem B [2]b
e 17 | Standby Healing S LVEI T = item | Common Attack Symboks | S |2 [ h
Sophia Esteed 18 | Aeriol B l2]j] - item | Common Support Symbok| S |2 [ h
20 | Instanto Blast B |4 item| Lucky Star S |2]e A A
| ——— 22 | Scan Enemy T |- item| Max Fury S |21 A \
25 | Panic Dance B |6fe| - item| Combat Training T[-]- f . A\
Clff Fikbur 26 | Stun B |2 item| Convert Damage T i A
— 28 | Increase HP Domage | B |4 item| Cure Condition T -] - ‘ ; !/
29 | Increase MP Damage | B |4 item| Antidote M[-[e| 27 £
Maria Traydor 30 | Kaboom B [5]i] - N item|Earth Glaive M-]el 21 /
31 | Berserk T |- item | Fire Bolt M-]c] 27 /
. 33 | Griical Hit B [2]j item| Healing M g | 27
Nel Zelpher 34 | Fear B [2]j item| Ice Needles M e | 27
40 | Healing Dance B [6]e]| - | item|Silence M]-]el| 27
48 | No Guard S 5] i
Ribel Nox S B fo et e
ATTACK D P DAMA P DAMA RY CO ADD DO
SW, Ground Atta 1.00 5 -~ X
M--LW, Ground Attack | 0.70 x 2 - 5 Fury Drain X
SW, Speciol Attack 0.60 x 2 0.10x2 5 Confusion H
SS, Ground Attack 280x3 - 12 - H
1S, Ground Attack - Fury Drain X
S, Special Attack ;i ; Confusion X

Mirage Koas
::

Adray Lasbard

v g

EPPITA I

\
)y o
SEX LRI WEGHT | 79 LBS.
AGE 4 R | VELBRYSIAN
HEIGHT s PREFERRED WEAPON BANGLES

Peppito is o fledgling member of a troupe of Velbaysian circus performers known as the Rossetii Troup. Orphaned by her mother at an early age (and abandoned by her father), this young girl now lives
with her uncle Piccolotto, who manages the Troupe. However, she longs for a life of adventure. ..

PEPPITR'S BATTLE SKILLS

8
H

NAME ELE H
Charge

Frozen Daggers
Power Dance

e ==

Healing Dance

Magical Dance
Panic Dance

Faerie Friend - 2+8
| Magic Hook -1 141
Instanto Blast - 1
Kaboom - N
Dream Hommer [ - 1+n

>< fe o< | == |5< |5< < o< o< | = | =]




Roger S. Huxley is a little boy

ol

ego and an equally large talent for getting into trouble. Roger is a Menodix, a common species of humanoid that lives mostly in the Sanmite Republic. His

father is the Village Chief in the Lost ity of Surferio. Roger can usually be found hanging around fown with his two pals, thinking up new challenges for their ongoing Real Man Contest.

AD
| T PO
NAME 6 | wre [oown[rance| rury | s
 Aeriol - | H_| Short | & ;
(Ghorge_ 1| X | shot [ e @
Fiery Axe 2+2 H Long | R R L
Lond Mines 2x4 H | Short | e )
| Whirling Heat 1 X L Z
Fery Fury 7L H | Short § E
Piercing Claw 3 H_| long | 5
g gt I T T ‘
| Roging Helmet 6 X [ long | o i
Bug Triod n X | Short | 30 e ]
Shield & Cannon 3 X_| long |35 o TR
Star Fall 15 H | long |

H l . pp l - . I D
Def. | Fiery Axe B 2] 50 | Raging Helmet B |6]]
10| Whirling Heof B [2]] item| Bug Triod B [6]]
12 | Charge B [4]] item| Star Fall B [8]]
13 | Standby Healing S 1] item | Drain B [2]
15 | Lond Mines B [4]] item | Increase HP/MP Damoge| B |2
16 | No Guard S [5]i item| Increase Stamina B [2]]
18 | Berserk T ]-]- item| Loot Ifem B [2]b
18 | Critical Hit HP S 121 item| Common Attock Symbok | S |2 [ h
20 | Flying Torpedo B [4] item| Common Support Symbok| S [2 | h
21 | Aerial B 2] item | Lucky Star S [2]e
21 | Taunt T[]~ item | Max Fury S 1211
23 | Increase MP Damage | B [4 | | ifem| Combat Training T ]-]-
25 | Piercing Claw B [4]] item| Convert Damage T
26 | First Aid S 1] item| Cure Condition T -] -
29 | Grifical Hit B 2] ifem| Anfidote M e | 36
30 | Fiery Fury B 14]] item| Earth Glaive M e | 31
{ 31 | Fear B [2]j item| Fire Bolt M | 36
Increase HP Domage | B [4 ] j item| Healing M g | 36
Stun B 12 item| Ice Needles M e | 36
Scan Enemy T [-]- item| Silence M e | 36
Shield & Cannon B |8
AOGER'S BA aTTA
ATTA D P DAMA P DA R 0 ADD DO
SS, Ground Attacl 0.70x2 12 - X
M--LW, Ground Attack 1.00 12 Fury Drain X
55, Ground Attack 1.60 x 4 15 B X
M--LS, Ground Attack 2.60 15 - X
SS, Special Attack 280 15 Fury Drain X
)
SEX i WEIGHT 66 LB
AGE RACE OORIR 00
HEIGHT PREFERRED WEAPON i
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lo P P p D
Del.| Aeria B 12(j] - 0§ 62 |AvengerChorge | B |8
Def. | Charge B [4]j | - || item]Blazing Cannon B |8
Def. | Crifical Hit B |2 —~ W item| Infinity Kick B |6
Def. | First Aid S |1 item| Drain B |2
i Def.| Hommer of Might B |3 item| Incease HP/MP Damoge] 8 | 2
Fayt Leingod Def. | Sphere of Might B [4] item | Increase Stamina B |2
| Def. | Standby Healing S [11]i item | Loot lfem B |2
f—————1 [ 6 |Tomt T[-1- item | Common Attack Symboks | S [2 | h
Sophia Esteed 32 | Increase HP Damage | B [4 | j item | Common Support Symbok | S |2 [ h
33 | Berserk T |- item| Lucky Star S [2]e
c———r———— |33 [ Hedric Fists B [6]] item | Max Fury S (2]
35 | Fear B |2 item | Combat Traininy T [-[-
l S e 36 | Stun B |2 : item| Convert Dumagge T
———r———— | 38 | Increase MP Damage | B |4 ] item| Cure Condition T BE P
39 | Grifical Hit HP S 12]j item| Anfidote M e | 31
Maria Traydor 40 | Scan Enemy T]- item| Earth Glaive M e | 26
41 | Aerial Assault B [5]] item| Fire Bolt M o 31
42 | No Guard S |51 item| Healing M g | 31
Nel Zelpher 45 | Crescent Locus B |4]] item| Ice Needles M e | 31
49 | Triple Kick B |5]] item| Silence M e | 31
p— 56 | Acrobat Locus B |6 :
Albel Nox e e ez -
| ™ - e /
1 ATTACK D P DAMA P DAMA RY €O ADD DO Aa'A',(
Peppita Rossett! SW, Ground Attadi 0.60 x 2 - 10 - X A ’f
MW, Ground Aftack 1.00 - 10 Fury Drain X i
. T W, Ground Alack | 100 x 2 = 10 = ]
SW, Aetial Aftack 1002 ” 10 i
Poger 5. WKy | 1 o Anodk AT | 280 - 5 W
55, Chain Attack #2 - - H s
MS, Ground Attack Fury Drain X /”
LS, Ground Attack - H i

3 "
craL L0

IVIIRAGE A
A2

SEX FEMALE m 117 LBS.

AGE 2 | e | KLAUSIAN

HEIGHT 5'9" GAUNTLETS
Mirage Koas is Clff’s long-time friend and partner in Quark. Although she seems quiet and mild-mannered, Mirage is  talented fighter, as befits the doughter of  dojo-owner. Rumor has it that she bests
Cff i sporingcontests n a reulor boss.

MIRAGE'S BATTLE SKILLS
STRONG POSITION

W
Aerial - ;4 H | Short
| Charge - 1 X__| Short
Sphere of Might | - 4 L | Short
Hammer of M - 2 L Long
Avenger Charge | -~ 11 H | Short |
Electric Fists - 3 H | Short
Aerial Assoult - 1 L Long
Blazing Connon | -~ |6+4xn+2] X | Short
Acrobot Locus - 15 H | Short
Infinity Kick - 11 X | Short |
Crescent Locws | ~ 4 H | Short
Triple Kick - 3 H | Short




o ——

Adray Lasbard is best known as Clair Lasbard’s father. A highly skilled Runologist and talented swordsman, the Kingdom of Aquios is at a loss as to how fo use Adray’s talents. His over-the-fop personality

and dogmatic manner ensures that he gets lots of overseas missions.

ADAAY'S BATTLE SKILLS, SUPPORT SKILLS, AND SPELLS

NAME I TYPECP VP (1

.| Charge 41i| - M |- g
Def. | Farth Glaive MB[3]e | 26 N 36 |Feor B[2]j] -
Def. | Fire Bolt M/B|2 | ¢ | 31 W 37 [Faerie Light Ml-1g] 41
Def. | First Aid S 1] -~ N 39 [Reflection M]-[g] 31
Def. | Ice Needles M/B[2[e [ 31 J 40 [Southern Cross MB[6]e [ 41
Def.| Lightning Blast M/B[3]|e | 31 N 42 |Scan Enemy T]-]-] -
Def. | Standby Healing SI1]j| - N 42 |Stone Rain M[-]e| 41
5 | Healing M {-1g| 31 J 45 |Explosion M]-[e] 51
6 | Antidote M e | 31 N 46 |NoGuard S [S]i] -
10 | Silence M e | 3.1 J| 48 |Gravitation M]-]e| 31
19 | Acid Rain M [-le| 31 § 50 |SeaGate B 8] -
20 | Chaos Tide B I5]i| - 54 | Laser Beams M]-]e| 51
20 | Tount T |-[-] - W 57 |Lightning Strike M e | 51

| 21 | Efreet M |-{e| 26 J 60 [Angel Feather M]-[g] 31
22 | Aerial B [2]j] ~ | itemEmotion Torrent MI8]ji] -
23 | Criical Hit HP Sil2ni item| Sirocco M 171
23 | Protection M |-{g | 31 § itemDrain B |2]]

24 | Giical Hit B 2] item | Inrease HP/MP Damage| B | 2 | j
25 | Power Up M |-|g [ 31 J item|Increose Stamina B |2]]
27 | Increase HP Damage | B [4 | item| Loot fem B [2]b
27 | Thunder Flare M [-]e| 41 | item]Increase MP S [3]F

™29 | Cure Condifion M |-1e| 31 | item] Lucky Star S [2]e
29 | Stun B 12]j] - item | Max Fury S |jf2
30 | Deep Freeze M [-le| 41 J item] Quick Symbol S [3]1
30 | Titan Fist B |6[j| - N item|Combot Training T ][~
32 | Increase MP Damage | B [4 | | item | Convert Damage T

Restoration M]-lao item| Cure Condition T |-
T S

RORAY'S BASIC ATTACKS

HP DAMAGE MP DAMAGE FURY COST ADD. EFFECTS

W, Ground Atack S 015 : X
| SS, Ground Attack 2.80 - Fury Drain X
MS, Ground Attack 2.80 - 12 Fury Drain H
[ LS, Ground Attack - 0.25 12 - X
4
SEX R WEIGHT 0 LB
AGE B RACE OORIA
HEIGHT : PREFERRED WEAPON ATANA AND RUNOLO

PO 0 0 PO 0
NAME ELE | HIT# |DOWN |RANGE| FURY | HPCOST| MPcOST | PDMG | M
rial - 1 H | long T -—A i e S 3

(horge - ] X | Long 20 20 - 14 10

Sirocco - 7 H | Long 26 200 - é h !

Titan Fist - | L | Long 20 150 - ; g

(haos Tide ] L | Long 20 50 - ! 0.15

Sea Gate | X | long 25 _200 - 015

Emotion Torrent 4 H | Long 20 250 - 1.00 10
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COMMON BATTLE SKILLS, SUPPOAT,
AND TACTICAL SKILLS

Fayt Leingod

e ———t
Sophia Esteed
E——
Chff Fittir

_—

Maria Traydor

T

Nel Zelpher

I Mirage Koas

Rdray Lasbard

The following Battle, Support, and Tactical Skills are held in common by almost all of the playable
characters. These skills do not vary from character fo character, so they will work the same way
regardless of who uses them. Many of these skills are learned from books created through Item
Creation, courtesy of the the Writing Talent.

BATTLE SKILLS

_NAME = (P LUP DESCRIPTION

Critical Hit 2 J  Prouides the user with the chance of causing

major HP/MP damage to an enemy. The increase In
damage i1s 35% more than usual. The probability of
success increases from 2% at Lu. | to 20% at Lu. 10.
Attack has the possibility of draining an enemy’s
Fury by 50%. The probability of success grows
from 18% at Lvu. | to 30% at Lu. 10

Fear (1 ] RAttack has the possibility of terrifying an enemy,

reducing i1ts attack frequency. The probability of
success grows from 18% at Lu. | to 42« st Lu. 10.
Increase HP Damage Improves HP damage by 50%. Damage increases
to 95% by Lu. 10. With attacks that don't inflict HP
damage, this increases ATK by 15% at Lu. 1 up to
18% at Lu. 10
Increase HP/MP Damage 2 J Improves HP and MP damage by 30% at Lu. |,
increasing to 60% at Lu. 10. Learn from the
Mildewed Tome i1tem.
Increase MP Damage Improves MP damage by 50%. Damage increases to
B80% by Lu. 10. With attacks that don't cause MP
damage, this increases HP damage by 16% at Lu. |
up to 20% at Lu. 10

Increase Stamna 2 J  Reduces Fury costs by 30% st Lv. |, rising to 50%

at Lu. 10. Learn from the Crumbling Tome item
Loot Item Enables the user to loot the items an enemy might

drop when 1t 1s downed by an attack. Chance of

successfully looting an item increases as the skill
1s leveled up. Learn from the Dated Tome item

Stun e J Rttack has the possibility of knocking an enemy
unconscious, The probability of success grows
from 6% at Lu, | to 30% at Lu. 10. Learn from the
Musty Tome item

TACTICAL SKILLS

SUPPORT SKILLS
You can attach these Support Skills to your characters through Skill Setup on the Main Menu. These
skills work in the background by healing, protecting, or otherwise aiding your characters.

_NAME

CP_LUP DESCRIPTION

Common Rttack Symbols

Common Support Symbols

Critical Hit HP

Critical Hit MP

First Aid

Lucky Star

Max Fury

No Guard

Standby Healing

Quick Symbol

Enables the use of basic attack spells during
battle. The spells giuen to characters who use
the Worm-Eaten Tome are as follows: Fire Bolt,

Ice Needles, and Earth Glaive.
Enables the use of b

support spells during
battle. The spells gen to characters who use
the Decrepit Tome are as follows: Healing
Antidote, and Silence

Increeses the chance of dealing a major blow
to an enemy's HP. If successful, the attack
deals 50% more damage. The probability of
success grows from 4% at Lu. | to 48% at Lu

10. This can be used in conjunction with Battle
Skill, Critical Hit

om 3% at Lu. | to 42
s can be used in conjunction with Battle
Skill, Critical Hit
Chance of recovering 20% of maximum HP
amount when HP damage is taken. The
probability of this occurring inereases from
5% ot Lu. | to 10% at L. 10.

A chance that stars will fall from the sky when
the user takes damage, Picking up a star fills
the Battle Bonus Gauge by 30%. The probability
of falling stars grows from 4% at Lu. | to 10%
at Lu. 10. Learn from the Damaged Tome item.
While resting in battie, this skill provides the
user with a chance for instant full Guts

recovery. Learned from the Moldy Tome 1tem
Character does not flinch, even when taking
damage equal ta 1/1S the current HP amount
This skill 1s always active once set.
Heals a character's HP gradually as the
character rests during battle. The amount of
HP recovered i1s determined by the skill's level

% 20. HP I1s recovered every four seconds your
character stands still

Cuts casting time in half. Learn from the
Brittie Tome item.

Most Tactical Skills can be turned on and off under the Skill Setup on the Main Menu screen. There are only two skills in this list that cannot be controlled through Skill Setup: Taunt and Scan Enemy are only used

in battle. You can also turn these skills on and off on the fly during battle.

_NAME  DESCRIPTION

Berserk Raises ATK by 30% and lowers Fury costs by half. However, in exchange, the user’s DEF drops by 30%

Combat Training

Decayed Tome item
Convert Damage

Raises EXP acquisition by 40% by tripling Fury costs. When on, this bonus 1s only applied to monsters killed by that character. Learn from the

Automatically recovers/reducas HP and MP so that they remain proportional. Choose between Preserue HP, which converts HP damage to MP damage

[? HP = 1 MP] or Preserue MP. which conuerts MP damage to HP damage (I MP = 13 HP). Learn from the Tattered Tome book.

Cure Condition

When turned on, this skill weakens the effects of poison, paralysis, petrifaction, freezing, and stunning but lowers a character’s DEF by 20%. Poison

damage 1s reduced by half and paralysis, petrifaction, freezing, and stunning last only half as long. Learned from the Deteriorating Tome 1tem

Scan Enemy

Select Anti-Attack Aura

When used in battle, this enables you to take a sneak peek at the target enemy’s stats
When turned on, you can activate an Anti-Attack Aura [AAR). The types of ARRA available are determined by the special books and items you've gathered

Taunt When used in battle, this skill draws the enemy’s attention to the user




o
SYMBOLOGICAL AND RUNOLOGICAL SPELLS

Regardless of what you call the school of magic (Symbology is the Federation’s term and Runology is the Elicoorian term), this section is all about the spells. Remember, the strength of a spell is based on the cast-

er's INT stat. In the domage equations, the “a" refers to INT, not ATK as in the Battle Skills tables noted previously.

Sophia and Adray both have the ability to use their attack-oriented spells as Battle Skills. When set as a Weak attack, the damage amounts are calculated as listed in this table. When set as Strong attacks, the
damage amount is multiplied by 1.3.

k18 HP MG MP_OM ASIER 0 RIPTION
mn- 20 - Nel, Sophia, Rdray| Heals about 35% of max HP. Ability increases with leveling up
ence 10 - - Sophia, Adray Prevents the target from casting spells for @ period of time if

successful. Success increases with level proficiency
Showers the enemy with ice needles. The number of shards

(6x030+8x45+15)x5

Ice Needles Nel, Sophia, Rdray

increases with level [Lu. 1--3=5 shards, Lu. 4--7=7 shards,
Lv. B--10=10 shards]
Cures characters of the poison condition, a status that does not
wear off over time. This spell does not change or improve over

time
Cures target of poison status. Launches homing fire bolts at the

Sophia, Rdray

dx050+8x25+30 Nel, Sephia, Rdray

Fire Bolt

target. Number of bolts increases with level [Lu. 1-2=] bolt,
Lu.3-5=2 bolts, Lu, 6-8=3 bolts, Lu. 3--10=4 bolts]
Reduces the defense level of enemies caught in the spell's range
Success increases with level proficiency

le\tmng Blast Hn“n (6x040+8x 10+ 8)x8 _ Fayt, Nel, Sophia, Rdray | Fires bolts of lightning at the target

rth Glave e 10 [6x050+8xB+30)x3 Sophia, Rdray Crushes the enemy with gigantic stone columns

Rain e 20 15 Sophia, Rdray

L]
Restoration 8 60 60 - Sophias, Rdray Resurrects a fallen ally and heals 10% of their Max HP and MP.
Amount increases with level proficiency
© F 30 35 [x040+8x70+ 70 x4 - Sophia, Adray Summons a large fire element to attack an enemy

Maria, Sophia, Adray| Boosts the target's DEF by 50« for 60 seconds. Amount of time
that the spell lasts increases with level proficiency.

Cures Poison, Paralysis, and Petrifaction

Increases the terget's ATK by 50% for 60 seconds. Length of
effect increases with level proficiency.

30

]

25 [6x100+8x%15+400) x 2
90 - [ Ax3+ (AN0) 10+ RIS

Sophia, Adray
Maria, Sophis, Adray

ondition

Power Up

Drops a large rabbit-shaped weight on the target
Treps the target in @ sphere of electromagnetic energy. In the

Sophia
Nel, Sophia, Rdray

damage formuls for the spell R =8 %X 0.04 + dx 12 + 5.
Emits blocks of ice in 8 mited area, potentially freezing the
target

w 30 80 [6x040+8x45+150) x4 Fayt, Sophia, Adray

Dark Sphere 40 200 .- -- Sophea, Adray Creates a large sphere of dark energy that can instantly kill a
weskened enemy caught inside.
,\ auitation - 20 30 Sophia, Rdray Creates a powerful gravity field that reduces the speed of any
enemies caught inside
Feerie Light Sophia, Rdray Heals the entire party of 35% of their Max HP. Amount Increases
with level proficiency.
Reflection Maria, Sophia, Adray Raises target’'s magic resistance S0% for 60 seconds. Duration

of spell increases with level proficiency

n-“ [6%050+8%304150) %6 _ Fayt, Sophia, Rdray | Caster summons a storm of falling rocks over the target.

xplosion AR xS5+AXS Fayt, Sophia, Rdray Creates a dome of fire over the battlefield, damaging all
opponents caught inside. In the damage formula for this
equation A = 8 x 0.50 + 8 x 250 + 200

Laser Beams | e {6 % 050 + 8 %100 + 200} x 6 Sophia, Rdray Summons a laser storm that covers a large area of the
battiefield.
ghtning Strike e A [6x050+8x%120 +350) x B - - Nel, Sophia, Adray The most powerful lightning storm that can be summoned
Gremlins e E [6%0304+8x%15+120)%x6 |HP demege x020%6 | Saphia Summons gremlins to attack the enemy. The number summoned

increases as the skill 1s leveled up [Lu. 1-3 = 6 gremlins,

Lu. 4-7 = B gremlins, Lu. 9-10 = 10 gremlins). There is & possibility

that one of the summoned gremlins attacks with 3x the strength
for 60 seconds. The duration

) el Feather g - 20 30 Maria, Sophia, Adray Raises all of the target's stats 20
of the spell increases with level proficiency
Blopd Scylla | e -- 300 [6%D40 +8%20+320)x3 |HP Damagex0.35%3 | Sophia Summons 8 Lord of the Daemonium to drain the target's HP and
MP, The pilfered HP/MP s awarded to the caster.
thern Cross e - 30 120 (4% 050+8x250+200)x6 HPOamagex 0)6x6 Sophis, Adray Casts a large cross on the battlefield that damages all enemies

within range
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HOW TO USE THE WALKTHROUGH

Area in the game.

Item available for clearing the entire map.

o—09e

Overhead maps of the area. Text callouts in boxes refer
to items of interest or importance, while the numbered
callouts refer to the items contained within the area.

=]

Items to obtain in the area. The item numbers refer to
the callouts on the maps. Note the regular i1tem
callouts are green in color.

Items to obtain by using the Ring of Disintegration item
only. For the most part, these items are inaccessible in
some way or another. The only way to acquire them 1s to
use this item in the area in question. Note that the Ring

of Disintegration items are an aqua blue color.

Main Events or Private Actions that occur in this area
of the game. The number within the small white circle
corresponds to the MEs and PAs i1n the outline of events
section.

The enemies in each area appear here. For more detailed
information on any particular enemy, simply locate its
|0« and search for i1t in this guide’s “Bestiary” chapter.

Outline of events for the area. This section provides a
quick reference of sorts to all the accessible happen-
ings in the area, from boss fights to Private Actions. The
circular icons are:

Main Events, or plot points in the story largely
characterized by cutscenes.

Private RActions that the player can choose to
participate in or not. The PAs ultimately affect the
character endings at the end of the game.

Any scripted boss fight information 1s listed here.
Any potential Battle Trophy chances are shown here.

When there 1s an opportumity to sign an inventor, look
for this icon.
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The Grantier Resort Hotel is located on sunny, tropical Hyda IV, the fourth planet in the Kappa
Sector’s Hyda system. Due fo the planet’s natural beauty and lack of dangerous organisms, it
has become a popular resort location with members of the Pangalactic Federation. The Grantier
Resort features luxury ameniies like a private beach, exofic enfertainment, and cutting-edge
VR game rooms.

Chapter Two

Chapter Three
— =
Chapter Four

—

Chapter Five

Guestroom Corridor

Opening Cutscene: Fayt gets in trouble with Sophia! (RAO Meet Peppita Rossetti. Obtain the Rossetti Performance i Decide whether or not 1o read the Battle Simulator
EVENT TRIGGER: Stort of Game Ticket. AVAIL: Before Main Event #2 manval. AVAIL: During Main Event #2

Check out the Garboge Can. AVAIL: Before Main Event #2 (P AO Examine the blocked door on the east side of the room \ - Decide whether or not fo octivate the Battle Trophy option.
AVAIL: Before Main Event £2. Choosing to do so requires dedicated space on your
Memory Card

Talk to Sophia before meeting up with Fayt's parents, who Mi©
are reloxing on the beach. AVAIL: Before Main Event #2.
REQ: Must talk to Sophia before Fay's parents. the VR Game Rooms in the Lounge and start up the Batile Decide whether or no fo fight another round. AVAIL: During
Simulator. EVENT TRIGGER: View PA #5 firs, then head Main Event #2. REQ: You must vin the previous bate
1o the Lounge

Play the Batile Simulator! Activate one of the consoles fo

Flirt” with Flirt on the beach. AVAIL: Before Main Event # Decide whethe o not o fighta tird round, AVAIL: During

(\PAO Persuade Sophia fo play the Battle Simulator with Foy! Main Event #2. REQ: You must win the previous battle
Make up with Sophia for making her look bad in front of AVAIL: During Main Event #2.
Flirt, AVAIL: Before Main Event #2. REQ: Must choose

either answer #1 or #2 in PA #3



WELCOME TO THE GRANTIER
RESORT HOTEL!

The opening cutscene introduces Fayt and Sophia, two childhood friends vacationing with family af the

Grantier Resort Hotel. Follow Fayt's suggestion and explore the hotel and surrounding areas thorough-
ly before enjoying any of the hotel's amenities. This is important for two reasons: One, it allows time to
get accustomed to controlling the characters and fomiliarize yourself with the area. Second, access to the
first group of Private Adtions (PA) ends once you activate the console to one of the VR Game Rooms in
the hotel’s Lounge. If's definitely better to explore first and play on the Battle Simulator later!

Keep fayt's promise to Sophia and explore the hotel grounds before returning to
the Game Room! Talk to everyone, including Fayt's parents on the beach!

THIRSTY?

Check out the Food
Replicators ] the
hotel's Lounge so that
Fayt can get something
to drink. The Shake can
be used to replenish Hit
Points In later battles.

MEET THE ROSSETTIS!
= , & AN INTRODUCTION TO THE
/™ PRIVATE ACTION SYSTEM

Look for the Rossetti Troupe’s Waifing Room in the northeast corner of the Lobby. This presents an
opportunity to meet Peppita Rossetti, one of the characters you can recruit for your party later on in
the game. This introductory cutscene also serves as one of the Private Actions in the game.

PAO®

Occurs when you lose a battle or choose to escape during
the battle. AVAIL: During Main Event #2. REQ: Must lose
or quit o battle.

Invasion of Hyda 4. Head to any of the teleporter rooms
o fransfer to the Emergency Shelter. EVENT TRIGGER:
Occurs after complefing your fime in the Battle Simulator
either by winning the third battle, choosing not fo play any
more, or by losing or escaping from a battle.

A .

Warn Peppita about the invasion. AVAIL: Between ME #3
and ME #4

Private Actions are events between characters
that help determine their feelings fowards one
another. They also flesh out the story line and
the characters’ personalities. However, unlike
the PA system in Star Ocean: The Second
Story, PAs in Star Ocean 3: Till the End of Time
occur af any fime, in any place, and often
without any warning! Since your response to
these events (and sometimes just even partic-
ipating in a PA counts os a response) affects

The Rossett) Troupe is bosically o
circus act hired to perform ot the
hotel. Peppita 1s moking her debut os

MO Porent ond Child Reunion. Battle to the large teleporter fo
the Emergency Shelter. EVENT TRIGGER: Enter any
Teleporter Room in the Hotel to travel fo the Emergency
Shelter Teleporter area.

Defeat the three groups of Incapacitator VRSS troops! Peppita
temporarily joins the battle party during these fights.

the show’s host.
the relationships between charadters, use the

information in the “Private Actions” chapter to
defermine which ones to see and which to avoid.

For example, the “Meet the Rossettis” PA not only introduces Peppita but it also provides a chance fo
make her like Fayt more. If you agree with her boast that his autographed shirt will be valuable some
day, Peppita’s affection for Fayt increases. In addition, choosing the “No, | believe you.” option has
a cumulative effect, causing Fayt fo rise in the estimation of most of his teammates—including those
you haven't met yet!

When choosing o response during a PR, you are usually better off picking the
“friendliest” answer. Count on good manners to net the respect and affection
of all of the female members of your team, bath current and potential

PRIVATE ACTION #5

“Meet the Rossettis” i1s also unusual because i1t serves as the

[ro) 7 trigger for the next Main Event. Until you meet Peppita, you

cannot access the Battle Simulator and start Main Event #2.

(1115)
(7T

(1116

Meet up with the Rossetti Troupe in Room 509 of the Shelter.

Look for Peppita by the staircase on the east side of the
Emergency Shelter. AVAIL: Between ME #5 and ME #6

Cutscene: The Transport Ship Arrives. Follow the instruc-
tions given and head to one of the two feleporter rooms to
transfer over to the Transport Ship Helre. EVENT TRIG-
GER: Put Sophia to bed, then go to sleep in the next bed.

GETTING STRRTED

CHARACTERS

—
WALKTHROUGH
—

BONUS DUNGEONS

PRIVATE ACTIONS

MINI-GRMES AND
SUB-QUESTS

ITEM CRERTION

ITEMS
AND EQUIPMENT

BESTIRRY




Chapter Two

Chapter Three
| Chapter Four

Chapter Five

HONING YOUR SKILLS IN THE
SIMULATOR

After exploring the hotel and meeting Peppita
Rossetti, it's time to head fo the Game Room
in the hotel Lounge. This room contains the
latest in virtual entertainment, induding the
Battle Simulators that Fay loves. To activate o
Battle Simulator, examine the console next to
the door to the Game Room. There are four of
them around the perimeter of the Lounge, so
you should have no problem finding one.

When you view the Rossett! PA
before entering the Lounge, a brief
cutscene points you in the direction
of the Game Room consaoles.

Sophia isn't really keen on Battle Simulators, so Fayt must persuade her to join him in the Game Room.
This counts as a PA, so act like a gentleman if you want Sophia (and everyone else) to like Fayt!

The Battle Simulator is basically an interactive battle tutorial. It also allows you to activate the Battle
Trophy feature if you so desire. (For more detailed information about the Battle Trophy collection,
refer to the “Mini-Games and Sub-Quests” chapter.) You can fight up to three battles before you are
forced o stop, so use this fime to become familiar with the battle controls.

BATTLE TROPHIES

To octivate the Bottle Trophy feature, you must imitialize a special sove file an
your memory cord. Once active, you con collect Battle Trophies by fulfilling cer-
tain requirements during combot. Battles fought in the Battle Simulator count
toword Bottle Trophies, so give it your all!

Be aware, however, that the Battle Simulator doesn’t provide a good indication of how you'll perform
during your first few “real” battles. For one thing, the monsters in the Battle Simulator are stronger
than the ones you will encounter once the game really gets underway. Treat your time in the Battle
Simulator like practice and you'll do fine when danger approaches for the first time.

M@ MED

#A0

Cutscenes: Escape and Another Attack? After the Helre
boosts into hyperspace, talk to everyone onboard
(refugees and crew members, including the men in the
Spiral Staircase areq), then refurn fo the lounge for the
second half of the event. EVENT TRIGGER: Go from the
Transport Room 1o the Lounge.

: Escape Pod
@0 Tolk to the crewmen on the Bridge. AVAIL: Afier ME #7a,
before entering an Escape Pod

PA®

Hasten the Rossetti Troupe along to the Escape Pods
AVAIL: After ME #7a (after speaking fo one of the atfen
dants outside the Escape Pod room) until you enter an
Escape Pod

Cutscene: Escape from the Helre. EVENT TRIGGER: Enter
one of the Escape Pods.

Do you read the Underdeveloped Planet Profection Pact or e~ -
not? AVAIL: During Main Event #7b, upon entering the SERR Ve

BATTLE SIMULATOR MONSTERS

IR N e A el cemseestetemseetten M et
115 HP 5 MP
85 MP 3 MP

Oragonfly 143
Lonely Bat 264
Lunatic Bat 268 120 HP 5 MP
Mythril Brute 305 880 HP 40 MP
Mos 120 HP

Poisonous Beetle

*|0« refers to the monsters’ identification number in this guide’s bestiary

X

EURCUATION PHUCEUUQ@S 1

In case of alien attack, the Grantier Resort Hotel is prepared to help evacuate its guests fo the
Evacuation Facilities deep underground. During an evacuation, all hotel transporters are redirected to
the Evacuation Terminal. A large transporter will take the occupants to the Evacuation Shelters. Wait
in your assigned room at the Shelter until the escape ships arrive to ferry your party to safety.

P

VT Canrct

In case of an emergency, follow the evacuation instructions.

4
MEO Cutscene: Escape o Vanguard f11. At the end of the event,
after landing on Vanguard I, obtain the Simple Sweord.
EVENT TRIGGER: Getting into the Escape Pod on the

Transport Ship Helre.

\M tO Cutscene: Fayt s rescued by Meena and Niklos. Once Fay!
awakens, explore the fown before returning to Niklas ond
Meena's house. Talk fo the Village Chief or the Adolescen
Girl in the house across from the General Store
Monybloom. EVENT TRIGGER: Enter the town of
Whipple in the northeost corner of Pesotto Fores!
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M@

Cutscene: What happened fo Fayt's Ship? EVENT TRIG-
GER: Return to Foyt's escape pod in Pesotto Forest.

Cutscene: The Truth About Norton. After speaking with
Niklas, look for Meena in the house fo start the second part
of the event. EVENT TRIGGER: Return to Meena and
Niklos's House after visiting the ruins of the escape pod.

M@

'

These robots look pretty naosty but

greeosiytomed

Cutscene: Rescuing Niklos! EVENT TRIGGER: Enter the
passcode “256" into the computer in Norton's storeroom to
open the door fo the cells, then enter the cells

Defeat Norton. Cliff Fittir permanently joins the party.

The boss fight with Norton provides the opportunity fo win
the following Battle Trophies: BT #079 and BT #080.

M®

M@

Try to win some bottle trophies while

defeating these monsters!

Cutscene: Saying Goodbye. EVENT TRIGGER: After
defeating Norton and retrieving the parts to fix Meena’s
music box from Norton’s Storehouse, return to Whipple.

Cutscene: Departure fo Parts Unknown. EVENT TRIGGER:
Return to the southern part of Pesotto Forest. Head o the
potch of bare diff near the crash site of Fayt's escape pod.
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LOOK FOR THE
ROSSETTI TROUPE

Deep below the surface of Hyda IV, within range of the largest cities, lie several Evacuation
Facilities. They were constructed fo protect citizens and visitors in the rare cose of an enemy
attack. In case of such an emergency, all of the transporters on the surface of the planet are
redirected to these facilities and people are ordered to make their way there. Refugees are
expected o remain calm and stay in their assigned rooms until transport ships arrive in orbit to
take them to safety. Fayt, Sophia, and their friends are sent to the Evacuation Facility in the Iruba
sector of Hyda IV,

| ) (5 2P SSS% e ) ) 1

Evacuation Facility

THE NEXT MOVE

Upon reaching the Evacuation Facility, look
for the Rossetti’s in Room 509 in the south-
east corner of the floor. You'll find that all of
the troupe’s members have managed to find
each other during the evacuation. After talk-
ing fo them, return fo Fayt's assigned room
(#506) for a well-deserved nap or confinue fo
explore the floor and its other inhabitants.

FIRST RID AVAILABLE!

after the battle with

Incapacitators, look for

If you are 1n need of healing

Expelian Man in Room 502. He
knows some basic Healing
Symbology and will gladly
hesl Fayt's wounds for free.

Tolking to the Rossettis sets the
stoge for the next chain of events.
If you are reody to proceed to the
next event, go to Room 506. However,
If you-want to explore further, avord
going to Room 506, for fear that you
may trigger the next event!

the
the

Unfortunately, the Evacuation Facility is only the first stop on Fayt's great escape. When you enter
Room 506 after the meeting with the Rossetti Troupe in Room 509, Sophia decides to take a nap. You
have the option of following her lead or confinuing to explore the floor on your own. (However, with-
out Sophia, you cannot see PA #13.) Putting Fayt fo bed triggers the second part of this event, the
arrival of the Transport Ship Helre. To travel fo the Helre, follow the instructions given and head to
one of the two Teleporter Rooms on the floor.

But which bed 1s Fayt's? With so many beds in the room, it can be difficult to
determine which one you are supposed to use. Stond next to the one below
Sophia’s and press the ¥ button to bring up the gquestion window




The Transport Ship Helre is based at Remote Station #7 orbiting around Hyda III. As its name
implies, the Helre belongs to the Transport class of ships, a group of spaceships designed specif-
ically to ferry goods and personnel between stafions, etc. Since these ships were not designed
to engage in battle, they carry little in the way of shields or firepower.

Upper Starboard Corridor

d SHORT TRIP ON THE HELRE

Much like the Evacuation Facility, Fayt's time
on the Helre is brief. Shortly after the ship
warps away from the battle around Hyda IV,
another catastrophe arises. To trigger the sec-
ond half of ME #7a, talk to everyone in the
Central Starboard Corridor area. This includes
the seven people in the Lounge and the 10
people milling around in the corridor. Upon
doing so, return o the Lounge to hear about
the latest Vendeeni attack!

While there is a lull in the action,
check on the status of Foyt's fellow
refugees.

HERD FOR THE
ESCAPE PODS!

After the Vendeeni attack the Helre, rush
upstairs o the Upper Starboard Corridor to
the Escape Pod chambers. Upon arriving,
you'll find the doors blocked by a line of crew
members. To clear the obstruction, simply talk
fo one of the Helre’s crew, then leave the
floor. You can take this opportunity fo view
one or both of the PAs that take place af this
fime, or you can return fo the corridor imme-
diately. Regardless, when you do return fo the
door of the Escape Pod room, you'll find the
entrance unblocked and empty pods waiting.

It seems silly to have the entrance
to the escope pods blocked ot a time
like this, but 1t's for your safety!

Central Starboard Corridor

THE RUDE PASSENGER

If you head to the Spiral @
Staircase between the Upper
and Central Starboard corri-
dors once the ship warps
away from Hyda IV, you'll see
8 disturbing scene between a
disgruntled tourist and one
of the ship’s crew members.
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MAP CUMLETE:

1/144 SCALE BUNNY

Welcome to Vanguard I, an under-
developed planet in the Vanguard
system with an atmosphere similar
to Earth. Fayt's escape pod crash-
lands in the secluded Pesotto Forest.
If you are a big fan of the
Underdeveloped Planet Profection
Pact (the UP3), then you're in luck
as there are very few senfient
beings in the area. Look for a small
village in the northeast corner of
the northern section of the forest.

[ To Ruins of Coffir (opens after ME #11) |

North

South

To Whipple
Village

Transporter Point
(this appears
after ME #78

in Gemity)

[fecovey P

The Pesotto Forest is the first “field” area fo
explore. There are not many enemies to fight
here, but they do respawn whenever you
leave and return to an area. Since you can
save your game and heal your wounds af the
crash site, take the opportunity to gain some
battle experience before heading off to
Whipple Village.

In Star Ocean: Nl the End of Time
enemies are visible on the mop. You
can attack or avoid them os you wish.

MAP COMPLETE 101: THE BRSICS

From this point on, you are responsible for filling out all
of the feld and dungeon maps through your own explo-
ration. [Town maps are always presented as complete.] As
a reward for this unwavering diligence and curiosity, the
completion of @ map 1s accompanied by the awarding of a
special Bunny statue. The Bunny statues affect your
party’'s speed in battle both positively and negatively,
depending on the size of the statue. While the 1/144 and
1/60 scale Bunnies boost speed, the 1/1 scale Bunny [which
must be gigantic!) slows the party dramatically. On the
plus side, the 1/1 Bunny sells for quite a lot of Fol, making
it worth every pound. Since the speed boosting factors on

each Bunny don't stack, keep one and sell the rest!

Regarding the completion
of maps, basically all you
have to do is uncover all
parts of the map through
exploration. However, to
get the 99% required for
“Map Complete!” status,
you must hug the very
edges of the area In
question to uncover as
much of the outer bound-
aries of the map as possible. Pesotto Forest, with its small
number of easy-to-defeat enemies, 1s a perfect testing

ground to develop this map-completing processes.

The easiest time to try

to complete the Pesotto

Forest map 1s after Main

Event «8, once Norton's

guards have left their

post outside of the

entrance to the Ruins of

Coffir. Pick a starting

point and follow the

outer edges of the for- ) 15 marked as ‘complete

est until you come full

circle. Then explore the inner part of the forest until you
uncover everything. You can try to uncover both parts of
the Pesotto Forest map, southern and northern, at the
same time or work on one part at a time. If you're a few
fractions of a percentage off, check the map for areas

[especially at the maps’ perimeters] where you can uncou-

er another small block.




2
WH]PPLE 7
VILLAGE

!

\/ |
MAP COMPLETE:

To

Pesotto Forest

NIKLAS AND MEENA

Regardless of whether you've fought many battles or not, Fayt arrives at the village at the point of
tollopse. Two youngsters, Meena and her big brother Niklas, rescue him and take him back to their
house to nurse him back to health.

Upon awaking, Fayt nofices that his sword is gone. Before you can leave the village, you must find
away fo get it back. Fortunately, this only involves talking to one of two villagers and learning about
the stranger who's virtually holding the village hostage. Look for the Village Chief in the house direct-
ly above Niklos and Meena’s cottage on the hill or the Adolescent Girl taking care of the empty house
across from the General Store. After talking fo one or both of them, return to Niklas and Meena’s
house for the rest of the event. At the end, Fayt will have his sword and a new quest.

Tolk to the Villoge Chief to find out what's going on in the town. Also, read the
sign in the middle of town to get o good idea of why the villagers are suffering

When Niklas runs off to seek revenge against Norton,
it's fime fo spring into action. After all, Niklas and his
sister saved Fayt's life, so he owes them. Before head-
ing out for the Ruins of Coffir, take a few precautions.
First, save your game of the Village Chief’s house.
Then, open all of the freasure chests in fown and use
some Fol fo purchase Ring Mail and o good handful
of Blueberries. Heal ot the Doctor’s, then head off.

While traveling through the Ruins of Coffir, return to

This 1s the only Save Point between
you ond the first boss fight in the
Ruins of Coffir. Save here first
before proceeding

fown 1o heal, restock and save. You should do this
ot least once before taking on Norton's henchmen
outside the door to Norton's underground lair in the northern part of the ruins.

The Village of Whipple is located in the northeast corner of the northern section of Pesotto Forest.
This small, provincial town is under siege by a band of thieves who make their hideout in the
Ruins of Coffir nearby. Because of their leader, Norton, many villagers have gone missing. No
one knows where they are or what might have happened to them. Talk fo the Village Chief, or
any of the villagers, to learn more about their predicament.

= 1 R

General Store

GENERAL STORE: “MANYBLOOM"

ITEM PRICE
Blueberries 45 Fol
Ring Mail 180 Fol

Fresh Sage 310 Fol

Pomello Juice 32718 Fol

THE VILLAGE DOCTOR

Need healing? Whipple Village
1s home to a mighty fine doc-
tor. Her house 1s located to
the left of the Village Chief,
marked on the in-game map
with a blue arrow. This same

symbol appears on any building that provides healing seru-

ices [e.g. Inns, Doctor's Offices, etc). Buildings marked with

a green arrow indicate stores that sell a variety of wares,

from equipment to weapons to general goods.
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RING OF DISINTEGRATION]:
1/60 SCALE BUNNY

The Ruins of Coffir is comprised of the broken remains of the fombs of the areas’ ancient ruling
closs. Here amidst the rubble, Norton and his gang of delinquents make their hideout. While
exploring the grounds, look for hidden treasure chests and wily enemies. Graffiti painted on the
walls of the old tombs also provides a clue to a puzzle later on.

_MONSTER NAME 10s HP MP
Buster 94 250 HP 11 MP
E !
Maokafy 273 300 HP 13 MP
Shrieker 264 HP 12 MP
Tepek: 423 200 HP 3 MP
Thieving Scumbag 9249 200 HP 3 MP
Young Shrieker 457 193 HP 6 MP

S lackaarries () Presn soge () Cookng igredronts |
P Fauatareses €O Buebarries () Fackzarrres (D ravanerriee
P Fascberries (O 200 For (O ipe serries Y blackberrres
DS Cootng moredants (Y alveverries (Y auetorres |

o Trading Cord EXI6
° Bunny Shoes o 35000 Fol

mwm o Perfect Berries

THE RUINS' RUBBLE

While exploring the Auins
of Coffir, you'll find stairs
and passages blocked by
piles of fallen rubble.
Later on in the game, you'll
obtain an item called the

Ring of Disintegration that enables you to vaporize these

obstructions and get the treasure that lies behind them

Until then, you'll just have to be patient.




THE ENEMIES IN THE RUINS OF COFFIR

Look for three types of enemies in the Ruins of Coffir: the easily frightened Nobleman, the cowardly
Thieving Scumbag, and the feisty Shrieker with its brood of Young Shriekers. You will encounter them
in the following combinations: Thieving Scumbag (x1); Thieving Scumbag and Nobleman; and various
combinations of Shriekers and Young Shriekers.

The Thieving Scumbags and the Noblemen are the easiest to dispatch and, as a result, they are the
first types of enemy you will likely see. Thieving Scumbags are aggressive until they lose half or more
of their hit points, at which point they will most likely attempt to flee. Since you don't get experience
points for escaped enemies, take them out first whenever possible. The Noblemen, which you may
have fought while exploring Pesotto Forest, are fimid gentlemen, prone to great fits of tears. Since
their affacks don't cause HP or MP domage, focus on dispatching any accompanying enemies first.

The standard battle in the Ruins of Coffir pits Fayt aganst a single Thieving
Scumbog ond o Noblemon. Rlwoys toke the Scumbag out first, then work on

the Nobleman

Finally, the Shrieker and its young appear further inside the Ruins. They are the first monsters to
inflict MP-based damage, so keep an eye on Fay's Magic Points when fighting them. Remember, char-
acters die not only if run out of Hit Points but also when they run out of MP, too! Lastly, watch out for
the poisoning power of the Young Shrieker's Spore Jump A attack.

Don't get surrounded by the Shriek

nd 1ts young—especially If Fayt's MP Is low.
p—

N
s

For oll their bluster, Norton's
Henchmen are really just big bullies. At
Leuel 4. Foyt’s full Blade of Fury attack
inflicts enough domoge to defeat one
of the henchmen right owoy

% A
A
-
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Norton's Hideout lies beneath the large crypt in the northern part of the Ruins of Coffir. To en
s lair, you must first defeat the three henchmen guarding the entrance. If you can do that, y
should have little problem with the challenges inside.

—MONSTER NAME 10« HP MP

Norton 313 1600 HP 35800 MP Input password here

Iy Thieving Scumbog 429 200 HP 9 MP

- S SR

RESCUING NIKLAS

Inside Norton’s Hideout, look for his storeroom to the west of the entrance room to find a Save Point
and a computer. Adtivate the computer and input the password when asked. If you paid attention to
the graffiti painted on the walls of the ruins, you should know the password. If not, look for the
answer in the “Outline of Events” section af the start of this chapter. By entering the correct password,
the door fo the cells where Niklas is locked up opens. Save your game, then head over fo the cells on
the eastern side of the hideout.

= =

These numbers form the password needed to open the door to the cells where

Niklos 1s being kept.

: __lis
The level of technology gothered in this
room exposes Norton's true origins



 Norton witin 30 seconds; BT #050:
feat Norfon w/o foking damage.

1310 TAKING CARE
OF BUSINESS

Luckily, o beefy Klousian nomed Cliff
Fittir joins the battle. The fight with

Norton becomes eosier with his help.

W
.---O-AW\Q

-

168

o

Norton's gun ottacks can ui:lu dis~
rupt your attacks. Attack in o

After disposing of Norton's evilness, it's time fo think about leaving. First, you must fix Meena's music
box. There are replicated parts in Norton’s storeroom, but you must get them before leaving the hide-
out so that Cliff can blow the place up. Then return to Whipple and leave Niklas in the care of his sis-
fer. Before leaving the fown altogether, talk to the Village Chief. As a reward for getiing rid of Norton,
he hands over the Medecentra Pyroxene, a useful accessory that halves the amount of HP need-
ed for the wearer’s Battle Skills. This item will come in very handy throughout the rest of the game,
so immediately equip it on the character of your choice.

Don't even bother leaving Norton's
Hideout until you pick up the required
ports to fix Meena's music box!

While Cliff waits outside the villoge
limits, toke care of business in
Whipple.

direction oppasite from the one in
whichhe's gl

After concluding your business in Whipple (and on Vanguard Il for that matter), it's time to rejoin
(liff and head to his rendezvous spot in the southern part of Pesotto Forest. Look for the bare patch
of diff near the crash site of Fayt's escape pod. From here, Cliff contacts his partner, Mirage, and Cliff
and Fayt are beamed onto their ship, the Eagle. It's time for the next leg of the journey to begin!

"Hey, it's me

We're at the

Ciiff colls his ship, the Eagle, from this barren patch of earth. If you aren't
ready to leave Vanguord Ill, ovoid this area!

A TIME FOR REGRET?

RAfter

Niklas's house after Main

leaving Meena and

Event =13, keep an eye out
for a couple of ex-schemers

in the small graveyard near-

by. Now that Norton's gone,

they don't seem to know what to do. | wonder If they mean
to trouble the city more?
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The Royal Gity of Airyglyph is the center of government for the Kingdom of Airyglyph. Here you will
find the well fortified keep that is Airyglyph Castle, home to the king. The ity itself is surrounded by

mountains and has a snowy disposifion that extends far beyond its climate.
Treasure —

Castle Airyglyph, 2F

=

feat the Giant (rob
MO ( . : : L Defeat the Gia
utscene: (rash Landing on Elicoor 1. To finish the event,
talk to Cliff and Mirage several times until they decide
upon a course of acion. EVENT TRIGGER: Confinuation
of ME#14, \ The boss fight with the Giant Crab provides the opportunity
1o win the following Battle Trophies: BT #081 and BT #082

Cutscene: Interrogation. At the end of the event, Nel
Zelpher joins the party temporarily. EVENT TRIGGER:
Leave the Eagle

he Inquisitor and Airyglyph Soldiers (x2) Cutscene: The Rendezvous Site. Head to the exit gates of
Airyglyph and leave the town. Look for the horse-drown
wagon of the end of the bridge. EVENT TRIGGER: Exit
the Airyalyph Aqueducts.

Cutscene: The Great Escape! Continue toward Kirlsa when
your ride is interrupted. EVENT TRIGGER: Approach the
horse-drawn wagon outside of the city of Airyglyph

Cutscene: Nel and The Informant. At the end of this event
the west gate opens, allowing you fo return to Airyglyph if
desired. EVENT TRIGGER: Talk 1o the “Sermonic Old
Man” by the blocked cavern in the southwest comer of the
(ity, then enfer the cemetery.



Abandoned Temple
Inventor:
. Osman the Sage

“Tiarnat”
Armorer

;

ERTEGRRI ) oo s C) Busberries €Y Jewel o foarice |
P Sintnesrs Hoterors CO SmiteryHateris COTO0 Far_|
B Wagica verries () Blusberries () flockberries () 2000 Fo |
DS ockierries ) Coormg maredrents CYPerfoct errrss
0 Conpounimg Elvirs (O ipe berries Q) Blosberries
D rockterrres () Cooking ingradrents () Parfect borries
DS Conpouning Elvars (O Rauaberries C Bosberries
DS Fove sorres CY e darries (D Cooking mgredants |
0 Sostarries O orm Eoten ome COrresh sage
DS Vorrro s araceret () uetarrres Qg W

Speak to Cff 1o discuss Mirage's possible whereabouts

AVAIL: After ME #19, but before you enter the Granah Hills

area to head to the Kirkso Training Facifity after ME #2)

Defeat the Earth Smasher

Riding the Houler Beasts. Read the Instruction Manual to leorn
about the Houler Beasts that will take you thraugh the rest of
the mines. EVENT TRIGGER: Pull the Lever in the Farth

Smashes s 10om, then check out the Houler Beast terminal

M@

Airyglyph City

Cutscene: Lady Clair's Briefing. To continue this event, take
a nap in the upstairs guestroom. In the morning, return to
the conference room to resume the negotiotions. Nel
leaves the party temporarily after this event. EVENT
TRIGGER: Enter Arias; follow Nel's directions and enter
the conference room in the Lord’s Mansion

Bogle Saldwr
Skeleton Soldier

Taad Beost

0= HP. MP
074 732 36
3897 704 32

Defeot three Black Brigade Soldiers

Cutscene: Sir Shelby’s Plan. EVENT TRIGGER: Defeat the
three Black Brigade Soldiers

Cutscene: Rescuing Nel! EVENT TRIGGER: Talk fo the
Stern Matron’s Daughter to get the Cuprite Key in the
Kitchen on the 3rd Floor. Then return to the first floor and

head to the locked door leading to the elevator

Defeat three Black Brigude Soldiers. At the end of the bat

tle, Nel rejoins the party
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“TIAMAT" HIGH-QUALITY ARMORER

13600 Fol
15100 Fol
15800 Fal
24000 Fol
44000 Fol

Holy Sword
Osprey Dagger
Broad Axe
Nodachi

Damask Gauntlet

“LEFT-HANDED LIZARD" ARMORER

24000 Fol
26800 Fol

Masterwork Plate
Superior Chain Mail

“DARGON TREASURE"” GROCER

Blueberries 45 Fol

Agquaberries 1S Fol

Blackberries 35 Fol

Gooseberry Juice 3100 Fol

Steamed Bun 200 Fol

(utscene: Rescuing Tynave and Farleen! This event con-
dludes after u series of two boss fights. EVENT TRIG-
GER: Entering the Arena on the 4th floor of the Kirka
Training Focility.

PAD

ME #24 ond ME #25.
Defeat four Black Brigade Soldiers.

Defeat Shelby and his entourage of three Black
Brigade Soldiers.

Speak o Nel, who thanks you for rescuing her, but admits
that she wos surprised—and dismayed! AVAIL: Between

“DAAGON’S DUNGEON" OUTFITTER

) R BN . O | el R S sl i S
Compounding Elixirs 120 Fol

Cooking Ingredients 120 Fal

Silver Ring 1750 Fol

Clone Generator 350 Fol

Basil 20 Fol

Sage 20 Fol

Lavender 20 Fol
Fresh Sage 310 Fol

“Wyvern’s Tail” Inn; 150 Fol/Night

CAASH LANDING AND CRAPTURE

The landing on Elicoor Il is a bit of a spectacle.

Since the crash occurred in a well-populated

city, you won't be able fo escape without nofice.

Talk to Mirage and Cliff until they devise a firm

plan, then leave the Eagle. Later on, once you

can wander around the city freely, return to the

site fo gaze at the wreck.
The Eagle remains right where it
croshed for most of the game.

L .‘ ' o = |

All three party members gong up on

the Inguisitor

Nel huris herself at on
Airygl Idier.

ME©

Cutscene: The Moiden of Irisa. After meeting Ameena in
the plaza, heod to the Inn on the west side of town and
talk to the owner. Then find Ameena’s house on the east
side of town. After talking with Ameena and her neighbor
return o the lan ond spend the night. In the morning, the
event confinues upon leaving the inn. EVENT TRIGGER:
Enter Peterny. When you're ready, follow Nel's instructions
ond meet the others by the cathedrol in the center plozo
of the town.

(utscene: The Happy Reunion. EVENT TRIGGER:

Defeating Shelby creates the opportunity to win the follow-

ing Battle Trophies: BT #083 and BT #084 in the Mansion.

Approach the gates of Arias, then return to headquorters

At this point in the game, you can acfivate the fem
Creation system by signing up with the Inventors’ Guild
across from the Inn
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NEL ZELPHER JOINS THE PARTY . SLIPPING ANDO SLIDING
At the start of Chapter Two, Nel Zelpher joins your party.
Although she stays with the party until ME «62 at the end of The Airyglyph Aqueducts are a collection of ice-covered tunnels inhabited by strange creatures. Since
Chapter Three, Nel 1sn’t one of the “permanent” members like Fayt there’s a Healing Point at the entrance, try to level up your new party a couple of levels before ven-

and Chff. Instead, Nel 1s one of four alternate characters who
you can use to Nl the seventh and eighth slots in your party.

turing further into the dungeon toward the boss.

Nel 1s an interesting addition to the party. She grows into one
of the most powerful fighters in the game with the most flexible
set of attacks. However, she's not as resilient as Cliff and Fayt
when 1t comes to fighting monsters at melee range. She does not
learn enough spells to make her work well as a dedicated magic-
user either. Instead, it's best to use Nel as @ mid-range fighter,
darting in for @ close-range physical attack and then skipping
back for a mid to long-range battle skill or spell.

Fortunately, the computer A.l. 1s really good at handling melee
characters like Fayt and CIiff as long as you're careful when
assigning Battle Skills, Tactics, and the like. Set Cliff's bat-
tle skills in both short-range sttack slots, then set him to
“Act in 8 well-balanced manner!” under Tactics. Fayt 1s more
difficult because many of his early Battle Skills are weapon-
enhancement spells, which take 8 while to cast. Set one of
them in the weak long slot to keep him out of attack range
when he uses the skill. During the first part of the game, try
using Blade of Fury in the strong long slot and add skills into
the short slots as he learns them. For tactics, set him to
“Attack enemy with all your mght!” until he learns a few magic
spells, then switch him to “Act in @ well-balanced manner!”.

Healing points like these ore few ond for between. Think of them as o sign thot
the location you are in I1s a good place for leveling up.

When it comes to healing, you can do the healing yourself with
potions or through Nel's Healing spell. Alternatively, you can The dloser to the Airyglyph exit you get, the icier the floors become until eventually you're walking

use the Decrepit Tome item on either Chiff or Fayt and set the . ; ) . 1
Use Common Support Symbols to one of their support slots over fragile sheets of ice. To cross them without causing them fo break, press the ircle button to force

when you have the extra two CP required. This item [and the Fayt info a careful walk. Once you return fo solid stone, start running again!
corresponding support skill] enables the user to cest Healing,
Silence, or Antidote In battle like a standard Healer. From an
MP standpoint, Fayt 1s a good choice in this capacity until he
learns his first attack-oriented spells. At that point, you may
want to save his MP for casting those spells. Rl of this makes
Fayt somewhat unreliable as a healer at that point.

A possible solution i1s to use CIiff as a part-time healer since
none of his Special attacks require MP and he doesn't learn
any spells on his own. We found that Chff was remarkably
skilled as 8 Healer when controlled by the computer and was
more likely to heal himself and the other party members when If you run ocross this field of ice, it will crack immediately, sending you back to
needed compared to Nel or Fayt and did so without sacrific- the entrance to try it again. If you walk ocrass, however, nothing occurs.

ing his attack potential on the battlefield! However, there are

some disadvantages with using Chff as @ healer. One 1s that

Chff has the lowest Magic Points of any character in the GETTING STARTED
geme, which puts him st & higher risk of being MP-killed by Ultimately, which character you play as and how you set up their

snemies, Howsver, once he sterts to incresse his MP. his battle skills depends on your style and preferences. When you get —[E——t————
effectiveness really grows. Ultimately, which character you into the Rqueducts, use your proximity to both 8 Save and Hesling ——

plsy o8 und how you set up their bettle skills depends on Point as 8 reason to experiment with the different characters until

your style and preferences. When you get into the Aqueducts, you determine what arrangement works best.

use your proximity to both a Save and Healing Point as a rea-

son to experiment with the different characters until you WALKTHA

determine what arrangement works best.

BONUS DUNGEONS

Inventor Entry #1 occurs upon exiting the Workshop. The M@
following Inventors are now available for recruitment: { ME@ Cutscene: The Little Menodix. Event is inferrupted by a
Mayo (Kirlso Training Facility, 3F Kitchen); Damda Mooda Cutscene: The Ailing Fairy. Get water from the “gittering” boss fight against two Moonshadow Clan Members. At the
(Aquios, West Side); and Milenya (Arias, Chapel). springs. After drinking it, she joins the party us o guide, end, you con sk Roger S. Huxley o join the party tem-
pointing out which trees are actually enemy Grapebinds. If porarily (unfil you've cleared the Duggus Forest). EVENT MINI-GAMES AND
you bring her water from any other spring, the following TRIGGER: Enter Hideout areo. SUB-QUESTS
PA occurs. EVENT TRIGGER: Approach the Fairy lying on
Talk to one of the Tavern's customers to learn about the the ground in the forest ot

Moonshadow Clan. AVAIL: During Main Event #26, before A@ [TEM CREATION
» 2> Do you take Roger os a temporary party member or not?

PRIVRTE RCTIONS

spending the night ot the Inn @ ;
A® Bring the Fairy water from the boiling or gushing springs. AVAIL: During ME #28 only.

ITEMS

AVAIL: During ME #27
AND EQUIPMENT

0 Defeat two Moonshadow Clan Members
Q Defeat Moonshadow Clan Chief. Obtain Gold Figure

BESTIRRY




Chapter Three

Chapter Four

Chapter Five

FREEDOM!

After leaving the Airyglyph Aqueducts behind, you can freely explore the city. In fact, you should visit
the “Wyvern’s Tail” Inn 1o heal your characters and save your game. Then head to the “Dragon
Treasure” Grocer to stock up on the necessities, like Blueberries and Blackberries. There are Armorers
in fown, but their items are for foo expensive right now. Remember them for later! When you're
ready to continue onward, look for the gates on the east side of town next to the Inn.

Fighting the Moonshadow Clon's Chief provides the opportu
nity to win the following Battle Trophies: 8T #085 and #086

Mi©

Cutscene: Rescuing Ameenal At the end of this event, the
arty is automaticolly transported back 10 Peterny (Roger
1) EVENT TRIGGER: Defeot

1, then look for Ameena in

ME©

e

The Inn 1s next to the gotes. Rest ond heal there [irst before continuing your

great escape.

Cutscene: Fayt's Change of Heort. EVENT TRIGGER:
Immediately follows ME #29

Look for o couple nomed Ruddle ond Ruming in the second
bedroom. When asked, give them directions fo Kirka. AVAIL:
Between ME #30 and ME #38 (before the beginning of the
Airyglyph/Aquios Wor ot the end of Chapter Two).

Look for the merchants, Ruddle and Rumina, in the inn's
lobby. Continue guiding them to Kirlsa. AVAIL: Between
ME #30 and ME #38 of the end of Chapter Three. REQ:
Must have chosen answer #3 during PA #22

@0 This is the finol PA in the Ruddle and Rumina story. Point

them in the direction of Kirlsa. AVAIL: Between ME #30
and ME #38 at the end of Chapter Three. REQ: Must have
chosen either answer #1 or #2 during PA #23

During the second meeting with Roger, he presents you
with another money-making plan. If you toke him with
you, he gives you a se! of Ancient Books
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THE GRERT ESCRPE!
When you're ready to leave Airyglyph, exit S———
through the gate and head to the horse-drawn Tl

cort af the end of the bridge. This is your
escape vehide! Of course, it's no match for o
squadron of dragon-mounted soldiers, so
don't be surprised when you're dropped off o
short distance from the entrance to Kirlsa.
Just walk east to the entrance of the fown of
Kirlsa—and hope that the women driving the
wagon make it away safely!

Meet up with Nel's helpers outside
the gotes of Airyglyph

The Traum Mountains are a snowy mountain range that stretches between the cities of
Airyglyph and Kirlsa. The jagged peaks and diffs have made it difficult o cut just one path
through the mountains.

NEl
Thisis |

If we

an get through this

town, we'll be ir

They can only take you so for before the Drogon Brigade catches up.
Fortunotely, you're only o few steps away from the entrance to Kirlsa.

GETTING STRRTED

CHARACTERS

MINI-GAMES AND
5UB-OQUESTS

ITEM CRERTION

ITEM
AND EQUIPMENT

BESTIRRY
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Chapter One

Chapter Three

T

Chapter Four

T

Chapter Five

Kirlsa is the home to Count Wltar and the Storm Brigade. Since the war between Airyglyph and
Aquaria began, tensions have risen in Kirlsa due to the fact that many of its inhabitants were mem-
bers of the Church of Apris, a religion now banned in Airyglyph. s close proximity fo the city of
Airyglyph itself hasn't helped matters.

P Congoning Eimrs () Conking igredrents () Aauaberries
DS Ferfect Berres (O e borres Cousbarries |
DS e Borres CO 400 ar (Y lackberres (Y Perfect Berris
DS Favaverries C 520 rar () everries (O Fre Fove |
DS Sockverrres (Y syrtress Hateriars () blckoorres |

“IRON CURTARIN" GROCER

“IAON AAGE” OUTFITTER

IIEM PRICE
Silver Ring 1750 Fol

lone Generator

Fresh Sage

_IIEM PRICE ITEM PRICE
Blueberries 45 Fol Longsword 50 Fol
Blackberries 35 Fol Gauntlet

Steamed Bun 200 Fol

S5 Fol
Scale Armor 200 Fol

“Iron Maiden” Inn: 100 Fol/Night



me FOLLOWING NEL

UPGRADING EQUIPMENT

After dlearing the west gates, Nel takes Fayt and Cliff to a nearby Inn and leaves them to their own
devices while she meets up with her informants. This downtime provides an opportunity o look around
town, explore the shops, and speak with the inhabitants. To continue the event, look for a Sermonic
0ld Man in the southwest corner of fown, near the entrance to a boarded-up mine. He mentions the
persecution that members of the Church of Apris faced at the start of the war. Next, head to the
burned down temple north of the Inn and look for Nel and her informant by the old cemetery.

Sermonic Old Mar
e day, the church in our town was suddenly
\ s of soldiers o proceeded
to arrest the many followers of the Church of Ag
| whom had gathered there

e I TR T —

Look for this old man in the southwest corner of town, not too for from the Inn.

Then look for Nel and her informont in this cemetery neor the west gotes of
the city.

Kirlsa is the first town in which you can actually upgrade weapons and armor. Head to the “Master
Slayer” Armorer and plunk down some hard earned Fol for new stuff. However, if you can wait, don't

purchase a new Falchion for Nel, since you can pick one up easily.

The “Moster Sloyer” Armorer sells good quality equipment, even if the soles-
woman 1s a bit eccentric

RETURNING TO RIRYGLYPH

If you refer to the Outline of Events, you'll find that a Private Action has opened up in Airyglyph. It
is safe to travel back there through the Traum Mountains as long as you don't get into any battles.
Seriously, the monsters that inhabit the area around the entrance to Airyglyph are a little oo fough
at this point of the game. You can probably defeat them without dying, but you will likely spend a
lot of Fol on Blueberries and Inn costs. There are better places to level up, like the Kirlsa Caverns or
the areas around Arias.

Watch out for the soldiers guarding the bridge to the city of Airyglyph. At this
stoge of the gome, they are very difficult to defeat!

GETTING STRRTED

CHRRACTERS

BONUS DUNGEONS

PRIVATE ACTIONS

tr::

MINI-GAMES AND
SUB-QUESTS

ITEM CREATION

——
ITEMS

AND EQUIPMENT
—————

BESTIRRY
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Chapter One

Chapter Three

———
Chapter Four
—

Chapter Five

The Kirlsa Caverns are basically o huge network of tunnels connecting Kirlsa with the Bequerel
Mountain Path. The Kirlsa Caverns are no longer used for mining minerals. Instead, the tunnels are
used specifically for the hauling of materials mined in the Bequerel Mountain Path to Kirlsa for pro-
cessing and refining.

| To Bequerel Mountain Path |

MAP COMPLETE: 1/60 SCALE
BUNNY

L ) Blackberries () Scale Armor () Chorm of Insight _MONSTER NAME  [De HP MP. RREA

Dire Torantule 137 1996 58 Mines
5000 Fol () Earth Pixie

. 2 ‘-. Eorth Smosher 153 3600 163 Entrance
Gront Bat 189 1408 6Y Entrance
Hornet e 800 66 Mines
Huge Spider 2l8 600 400 Entraonce
Skeleton Knight 3585 1406 64 Entrance
Tarontulo 4o 500 600 Entrance

Water Reaper 948 600 68 Mines



ACCLIMATING TO THE CRUERNS

It takes a certain amount of backiracking fo get through the first part of the caverns. When you enter,
follow the tracks to the right and fully explore the area until you reach the Save Point and Healing Point.
Since there is a boss lurking beyond the doors, prepare your party for battle and enter the next room.

After defeating the Earth Smasher, pull the lever on the platform in the middle of the room, then leave
by the west door. If you attempt to leave by the east door, you'll find that it is a one-way only door.
Explore the west side of the caverns, then revisit the east side and the bank of machines. These
machines summon various types of Hauler Beasts that you can use to travel through the mines to the
cavern’s exit in the north.

THE HRULER BEAST PUZZLE

Once you defeat the Earth Smasher, pull the
lever and return to the bank of machinery on
the east side of the caverns. Now it's time to
move onfo the Mines section of the caverns. To
access this area, you must summon o Hauler
Beast using the buttons on the machines. Read
through the online instruction manual before
deciding which button to push.

Examine the console to decipher the
buttons’ purpose.

There are two one-way doors in the
Caverns: One leads into the boss

chamber while the other one leads out.

—_—— e e —
The Earth Smasher's Earth Gloive
attock has o long range.

Ve

Pull the level ofter defeating the boss
to open up the Houler Beasts’ stables.
You need these beasts of burden to
travel through the Mines oreo.

Nel gets hit by one of the boulder
hozards.

There are five types of Hauler Beasts. They are:

_HAULERA TYPE  ENDURANCE ~ ABILITIES
Steady

Carefree

Whimsical

I1l-Natured

Aggressive

Medium

High

Medium

Low

High

The defsult type of Hauler. Use this one to get
to the end of the dungeon and pick up the

majority of the treasures in the Mines ares.
T r only tu right, except for when

that it's e to home, at which

point it turns left

This Hauler has no patience with commands, so
you must let it go where 1t wants. However, it's
8 whiz at jumping and can lesp farther than
any of the other Haulers. Use this Hauler to
collect Item «10.

sler turns in the oppo direction you

indicate, making it fun to command

This Hauler, which 1s very fast, 1s capable of
busting through stone walls. Use this Hauler to
bresk through all of the walls in the southeast
corner of the Mines, then use the Steady
Hauler to collect the treasures

GETTING STARTED

CHRARACTERS

BONUS DUNGEONS

—
PRIVATE ACTIONS

MINI-GRMES AND
SUB-QUESTS

[TEM CRERTION

—
ITEMS
AND EQUIPMENT

BESTIRRY
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Chapter One

Chapter Three

pm— e e
Chapter Four
e

Chapter Five

For the most part, stick to using the “Steady” type of Hauler. It gets you to all the treasures, as well
as to the exit, which is the important aspect at this point. Use the “Whimsical” Hauler o get fo Item
#10, while the “Aggressive” Houler can break down the walls that prevent you from accessing Items
#6, 8, and 9. Unlike the falling rocks, wooden gates and other minor obstadles, these walls, once bro-
ken, do not reappear so you can change Houlers and take the “Steady” one to pick up the treasure.

Once behind your hauler, you are somewhat in control of where you go. You control the Hauler's speed
by pressing up or down on the analog stick. Stay at or near 20 km/h throughout most of the mine,
slowing down or speeding up when necessary. However, the speed you choose is entirely up to you.

When you reach an area where you can stop
and explore, you'll be notified on-screen. Slow
down 1o below 15 km/h and the Hauler will
come to a stop automatically. When you are
ready o continue your rip, just approach the &, Stop?

Hauler. Reduce Speed 1"&01})1’;

All of the Mines’ treasures are
located jn these rest areas

There are specific points along the track
where you can switch fo another frack going
in  different direction. Press left or right to

Switch? {

choose a track and make sure that your speed
is below 25 km/h before you get fo the actu-
al switch.

1 Limig2OKM/D

You can only change the course of
your trip ot these “Switch” points

Jumps and falling rocks are the only obstacles
that warrant nofification. Speed up to 25
km/h or higher for jumps and slow down fo o

crawl (Skm/h or lower) to avoid falling rocks. Warning!

You can slow down to almost o stop
to ovoid some of the falling rocks.

Obstacles cause a Hauler to become stressed, ruining its endurance. If its siress level gets too high (as
monitored by the Stress Gauge at the upper-left corner of the screen), the Hauler will stop listening
and make tracks for home. You can eliminate all of a Haulers stress by stopping at one of the rest
stops along the way.

Stress
= 25 [V
7 |

Walking through wooden fences or getting hit by rocks tends to stress out o
Houler. Sometimes these obstocles ore unavoidable, so you are better off
speeding through them, then walking slowly and carefully.

THE TRIP TO THE EXIT

First, choose the “Steady” Hauler type. From
the start of the Mines, set your speed fo about
20 km/h and pass by the first stop. Turn left
and then right through the gate. You can stop
here 1o recuperate stress or continue onward.
Turn left and left again, being careful around
the two sets of falling rocks. You can avoid the

first set of rocks by slowing down to 5 km/h, T vour RowierTine mis the el

don't ponic! Just get it back to the
main circle of trock, then stop at a
rest oreo to reduce its stress level.

but you may consider storming through the
second set. Bump your speed to about 25
km/h while bulldozing through the next four
gates. As soon as the “Switch?” sign appears, push left and slow your Hauler down fo below 25 km/h

as you make the final left turn into the exit.

Don't worry if your Hauler gets oo stressed or
doesn't make the final turn. Just get the
Hauler back on track, continuing around the
center circle unfil you can do it all over again.
Do not let the Hauler refurn to the station of
the entrance, or else you will have to start
over from scratch! If you can get back on

track, stop the Hauler at one of the pit stops fo
If your Hauler's stress gouge reach-
es 100%, the Houler collopses and
immediotely returns to the station
at the entrance

relieve ifs stress, then confinve onward. Since
you've already destroyed the blockades, your
Hauler's stress level should remain within nor-
mal limits until you reach the end.

THE OLD SOLDIER AT THE EXIT

The exit to the Kirlsa Caverns is guarded by an elderly soldier named Gregory von Dermein lI. Since
he doesn't know the latest goings on in Airyglyph, he doesn't prevent you from confinuing your frav-
els. If you need to go back through the Kirlsa Caverns to Kirlsa, talk to him and he'll let you take the

Hauler back to the entrance or he'll drive you there himself.

Gragory L
"Oh, you're back.
Do you want to drive yourself?*

If you choose to return to Kirlsa via the Caverns, tolk to Gregory



MAP COMPLETE This mountain path is the first of two paths between Kirlsa and Arias that you'll encounter during
1/144 SCALE BUNNY your fime on Elicoor II. However, because of the difficulty traveling along this path, it is rarely
used, unless you are specifically trying fo get to the Bequerel Mines, Kirlsa Caverns, or the
Mountains of Barr

_MONSTER NAME 1D« HP ME —MONSTER NAME 10s HE. MP.
Riryglyph Soldier 003 4100 192 Blade Moster 0s? 12000 300
Airyglyph Soldier 010 Y225 152 Kobold Knight 236 9500 250
Albel [1] 015 26000 2600 Pit Tarontulo 330 12000 300

Porcupine 340 3000 200
Demetrio 129 14600 17776 Venomous Pine 441 16000 500
Sire Sol i 2ol L * Between ME +50-+95
L29 Thieving Scumbog 243 12e0 68
Legion Dragon 255 6500 800
Super Nobleman 413 1eeg 68

* Between ME «20-+50
bi
J

J To Mountains
of Barr

(after ME #52)

() Writing Materials () Campounding Ehxirs

ng Materiols

BONUS DUNGEONS

PRIVATE ACTIONS

MINI-GAMES AND
SUB-QUESTS
————

ITEM CRERTION

ITEMS
AND EQUIPMENT
—

BESTIRRY




46

Chapter One

Chapter Three

o —
Chepter Four
—r——

Chapter Five

¥ &
VN T

“JACK POTATO" GENERAL STORE

1IEM
Stlver Ring 1750

Aquaberries 15 Fol
Gooseberry Juice 3100 Fol
Broadsword 120 Fol

Long Dagger 110 Fol

Steel Gauntlet 120 Fol

Steel Chain Mail 700 Fol
Clone Generator 350 Fol
Fresh Sage 310 Fol

NEGOTIATIONS WITH CLAIR
Upon reaching the gates to Arias, it's time to fulfill part of your bargain with Nel. Although you don't
have to fully agree fo help the Aquarians, you do have to sit through their sales pitch. Head to the

large mansion in the middle of the small town and go to the Conference Room at the back of the
house on the right. This is where you meet Clair Lasbard, Nel's best friend and the commander of the
Aquaria Runological Unit. After brief introductions, you are assigned a guest room upstairs (free rest
and o Save Point) and dismissed for the night. At this point, you can explore the city, gather treas-
ures, or shop for new equipment. When you're ready o continue, head back to the mansion and take
a rest in your room.

Arias is the closest city in the Kingdom of Aquaria fo the Airyglyph borders. As a result, it has often
been the target of the Airyglyph military. It has withstood these skirmishes in large part to Clair
Lashard's capable command of the city's garrison and the Aquarian runological corps. However, there
is still concern that the city will eventually fall into Airyglyphian hands.

“Jack Potato” ® 2
General Store i
Inventor: Boyd

The Lord’s Mansion
Save Point

(T
(7™
(I

(ST

B [Ty Dozing” Ime

—— Save Point
® | “Moonlight Gauntlet” Bakery |

[ ) Cooking Ingredients ( ) Perfect Berries () Multi-Flask
LS e berrres () Hockverrses () Aauaberrizs |

“MOONLIGHT GAUNTLET” BRKERY

ITEM PRICE

Rpple Pie 400 Fol
Steamed Bun 200 Fol
Cooking Ingredients 120 Fol

Pomello Juice 55198 Fol

“The Dozing” Inn: 250 Fol/Night (between ME #20-#61] or 500 Fol/Night [between ME
#B]-#395]

The headquarters of the Aquarian
military aren’t hard to spot. They
are in the largest house in town.

The lodgings in the Mansion remain
yours throughout the rest of the
gome, This makes Arias o great
stopover point during many parts
of this great quest.




PART TWO: NEL'S
— DANGEROUS MISSION

Once you go fo sleep in your guest room in the Mansion, the event continues. It seems that an
important fask has called Nel away suddenly. Cliff isn't fooled by Clairs dissembling and calls her

on the mission’s true nature. It's now time fo rescue your rescuer!

With Nel out of your party, it's time fo reassess your battle strategies, especially if you've been con-
trolling Nel. If you are unsure, you can switch between Fayt and Cliff on your way to the Kirlsa
Training Facility. To confinue, leave the town of Arias by the west gate (across from the cemetery)
and head southwest through the Aire/Kirlsa Hills. Once in Kirlsa, take the first left and head south

1o the south gate and the entrance to Granah Hills. The Kirlsa Training Facility is located at the Auisitor in the might.. To start this journey, exit Arios
southernmost fip of the Granah Hills. Beware of the challenges that lie within, though.

[from the west gaote.

0= HP MP
Storm Bﬂ ade 416 1500 100

! ’ 10e HP MP
MAP COMPLETE: -
—
1/144 SCALE BUNNY o ZIEEOn 45000 5000
Giant Moth 193 25600 esaa

GETTING STRRTED

Transporter Point
(this appears after

ME#78 in Gemity)

CHARACTERS

BONUS DUNGEONS

e

PRIVATE ACTIONS

Both Airyglyph and Aquaria claim sovereignty over the stretch of hills e
that lies between Kirlsa and Arias. Each country wants this land for dif- :llj:! g::;ss -

ferent reasons. Airyglyph wants to plant crops in its fertile soil, while
Aquaria wants to mine the area for its resources. However, at the present
moment, both kingdoms are resigned o share the area.

NI o+ O Fstarres () arpourim s
() Blueberries () Jewel of Refuge () Blockberries

ITEM CREATION

[TEMS
AND EQUIPMENT

BESTIRRY
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MAP COMPLETE:
1/144 SCALE BUNNY

DY steet irmor O atveverries (rocioerres |

_MONSTER NAME 0= HP MP
Black Brigade Soldier 053 150 68
Elder 5hrieker |55 1496 68
Poisonous Wasp 334 1220 68
Ensmy

{emiLis!

Young Shrieker 958 1496 58

MAP COMPLETE:
1/60 SCALE BUNNY

O.
S
®

I} Q
. 2 o
B\
O

3 % ° .

The Granah Hills connects Kirlsa fo the Kirlsa Training Grounds. Of all the lands in the Kingdom of
Airyglyph, this is the only one suitable for agriculture. Of course, the areas flat enough to plant are
small, few, and for between!

To Kirlsa Training Fadility

TR = O eeterres (O Lors Goooer
[ ) Cooking Ingredients () Anti-Poison Amulet () Blackberries |
[ ) Compounding Elxirs () Worm-Eaten Tome

IS cootng ngreaents O racrverres Coveverres
O auanerrres () Wegiected Tentoaon ) Coatmy morearnts
P Cooting ingredrents (Y sgmbororcorage |
D Cocking ingredrants () Blockoerres C stee Coontel__|
S Consouning Eimrs ) oueberrres (Y0000 Far |

:

The Kirlsa Training Facility was once an abandoned fort before it was turned into the headquarters of
the feared Black Brigade. Inside you'll find not only the quarters of these dangerous soldiers, but the
cells in which hundreds of innocent men and women have been unjustly imprisoned and even killed.




GETTING STRRTED

CHARACTERS

PRIVATE ACTIONS

MINI-GAMES AND
SUB-QUESTS
_MONSTER NAME 10s HP_ MP _MONSTER NAME 10s _HP MP ———
‘\M'v(” 026 E‘IU 120 Ammated Armor 026 2640 “; ITEM CRERTION
Bogle Leader o067 2200 100 Hyper Nobleman een 2640 120 e
Mechafly XP B80L ITEMS
Stinger 913 11000 300 AND EQUIPMENT
Vendeen Soldier 439 13000 500 | o

Shelby 391 5100 13616 s Getwean ME s59-e55 —

keleton

Soldier 401 1600 ne

Tood Fighter

* Between ME #22-+35
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THE DEAL WITH THE BLACK BRIGADE SOLDIERS

THE ELEURTOR

From the fime you enter the Kirlsa Training Facility to the time you leave, you must fight three dif-
ferent groups of Black Brigade Soldiers. Each battle features the same enemy, albeit in different num-

The main goal in the Kirlsa Training Facility is to find Nel. However, before you can do that, you must
travel up to the Kitchen on the 3rd floor to get the key to the elevator. It seems that the elevator shaft

bers, so the strategy you use for one should suffice against all of them. is isolated from the rest of the building by locked doors. Using the Cuprite Key, unlock the door on ]
the first floor and take the elevator up to the top floor. The elevator is the only way to reach the 4th
i The first two battles, at the entrance of the facility and the entrance to the elevator room (both on floor, which is where Tynave and Farleen are being held. The hope is that you'll run into Nel on the :
the first floor), pits you against a group of three soldiers. Even without Nel, these battles shouldn't way there.

be too tough if you leveled up your characters a bit during the journey to the Facility. Since the Black
Brigade Soldiers appear in weaker form in the Granah Hills area, use a battle against them to gauge
your readiness fo enter the Kirlsa Training Facility.

Chapter Three | The Black Brigade Soldiers don't have any fancy special attacks and rely merely on brute force.

However, they do seem to prefer to attack en masse, so don't let either one of your characters get
boxed in by them. You can use this tendency against them by attacking the squadron with Cliff's mul-

tiple target Hommer of Might.

I

Chapter Four

—
The Stern Matron's Daughter is the
holder of the Cuprite Key. Later on,
you will discover that her nome s
Mayu ond she’s one of the Inventors
you con hire,

The Cuprite Key opens the locked
door n the northeast corner on the
first floor. Inside you'll find the ele-
vator... and a surprise!

hapter Five

RESCUING NEL {

Ciiff gets caught between three
Black Brigade Soldiers.

Fayt ottacks strong with Blode of
Fury.

0f course, you're not the only one who knows
that the elevator is the only way up to the 4th
floor. When you return 1o its entrance on the
Ist floor with the Cuprite Key, you find Nel
cornered by a group of Black Brigade
Soldiers. Defeat them to get Nel back in your
party where she belongs!

The final battle against these soldiers takes
place on the 4th floor arena. Here you face o
squadron of four. Since this battle is the prel-
ude to the larger boss fight with Shelby, keep
1abs on the amount of damage you take. Have
one character on healing duty during the bat-
tle o insure that you go into the Shelby battle
with as much HP as possible!

= —— - Nel 1s cornered!
Shockwave delvers multiple hits and ‘

may knock down the target.

Nel ond Foyt ore hit with Shelby’s Ice
Breath,

CASUALTIES OF THE WAR

Once you return to Arias after rescuing Nel, go to the house across 1

from the church near the southwest gates of the city and talk to the

family inside. The war 1s forcing them to pack up and leave their house
for safer environments. If you return to this house between Main
Events «25 and «26, you can see them leaving the house and city. What
a tragic sight!




Hemjlist

MAP COMPLETE
1/144 SCALE BUNNY

.. Jewel of Refuge () Cherubic Bust

Palmira Plains is a fertile plain that lies between Arias and Peterny. Its proximity fo the river gives
the plain unparalleled fertility, as do the frequent floods that are responsible for recycling its soil.

El

_MONSTER NAME

Horned Turtle

Plains Spider

Scorpion 379 2300 120

Lizord Thug 262 2000 120
* Between ME =25-:80

_MONSTEA NAME [0« HP MP

Blood Monster 060 70000 5000

Conuictor 107 45000 5000

Enforcer IS8 82000 35000

Giant Moth 193 25600 2500

Yuon-ti 460 22000 cooo
* Petween ME «85-:55
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Chapter One

Chapter Three

e = e —
Chapter Four
fr— e —

Chapter Five

L

MAP COMPLETE: N/A

This walled city is perfectly positioned to connect the Sacred Kingdom of Aquaria with its two neigh-
boring kingdoms, Airyglyph and the Sanmite Republic. As a result, Peterny is best known as the com-
mercial hub of the Kingdom as well as the entire continent of Gaitt.

Luxury lan {7V
Save Point

“Summit Street”

Armorer

Retail Rabbit

Youth

GIGANTODRIVE

_IIEM_ PRICE
Rpple Pie = 400 Fol
teamed Bur 200 Fol
Cooking Ingredients 120 Fol
THE FLOWER
—IIEM PRICE
Fresh Sage 310 Fol

Aguaberries 1S Fol

Blackberries

SAINT LUCIA
1IEM PRICE
Blueberries 45 Fol
Blackberries 35 Fol

SUMMIT STREET ARMORER [BETWEEN ME #26-+32)

I e g P T B A B Ay 3. S T S A Bttt Sy
_LIEM PRICE

Bastard Sword 750 Fol
Silver Dagger 660 Fol
Heavy Armor 950 Fol
Anointed Chain Mail 3500 Fol

SUMMIT STREET ARMORER [BETWEEN ME #33-+95]

“Love Street”
Eatery

T .m. Cooking Ingredients () Blackberries
[ Yéiueverries () Blackberries () Blackberries () Blueberries |
DS e sormes Qo aumberries

LOVE STREET

IIEM PRICE

Loquat Juice 3050 Fol
Gooseberry Juice 3100 Fol
Pomello Juice Variable

TWILIGHT HOUR OUTFITTER

LTEM PRICE ITEM PRICE
Bastard Sword 750 Fol Compounding Elixirs 120 Fol
Silver Dagger 660 Fol Silver Ring 1750 Fol
Heauy Armor 950 Fol Clone Generator 350 Fol
Anointed Chain Mail 3500 Fol Fresh Sage 310 Fol

Scholar's Bracelet 2750 Fol

Warrior's Bracelet 3250 Fol

“The Front Door” Luxury Inn: 300 Fol [if Nel 1s in your porty)/3000 Fol [if Nel 1s not
in your porty]




AMEENR AND
THE MAIDEN OF IRISA

When you first arrive in town, Nel takes off fo
meet with her subordinates and Cliff chooses
to look around town, leaving Fayt to his own
devices. Take a look around the town, then
return to the center plaza and approach the
stairs in front of the lorge Temple. This is
where you meet Ameena, a young girl who
looks almost exactly like Sophia Esteed. Like
many young girls, her family and friends have
been torn apart by this war between Aquaria
and Airyglyph. As you confinue to journey
throughout this land, try to help her reunite
with her best friend.

To trigger the event, relox on the
steps of the Temple while waiting for
the athers to orrive.

SIGNING UP WITH THE CRRFTSMAN'S GUILD

Peterny, being the center of trade and commerce in the Kingdom of Aquaria, is also home fo the head-

quarters of the Craftsman’s Guild. This is where wannabe inventors of all ages and races come to reg-

ister for Guild services, which include the use of all workshops throughout the land and remote licens-

ing and paging services throughout the continent of Gaitt via their remarkably advanced Compact

Communicator.

Welch Vineyard runs the show in
Peterny. She'll be the main contact for
oll things concerning Item Creation
throughout the rest of the gome.

Registering at the Craoftsmon’s Guild
nets you the Compact Communicotor
ond o new option on the Main Menu
screen. Use this to contoct Welch
and check on oll the new Invention
information

While in Peterny, sign up at the Craftsman’s Guild if you want fo start using the ltem Creation mode.

Item Creation plays a huge part in this game, so i's important fo register quickly so that you can start

hiring Inventors, creating your own products, and so on. The Guild helps out by providing 1000 Fol in

seed money so that you can renovate the workshop across the street. Use the 1000 Fol as directed o

add a single line to the workshop so that you can start creafing.

Since the Peterny workshop only has Cooking
equipment, you must invest your own money if
you want to expand its facilities to any of the
seven other types of tem Creation (Alchemy,
Compounding, Crafting, Engineering, Smithery,
Writing, and Synthesis). After you start recruit-
ing Inventors, you can send them to any of the
town-based workshops you've encountered or
transfer them to the workshop in which you are
currently working. For more detailed informa-
tion on how Item Creation works, check out
Chapter Seven, “Item Creation.”

Welch walks you through your first
upgrade to the workshop across the
street, ofter which you're free to
work on your own.

Registering with the Guild also prompts the first of many “Inventors Auailable”
announcements. Once a group of Inventors becomes available through the guild,
you can attempt to hire them through Fol payments or the exchaonge of desired
gifts. Each Inventor has his-ar her own price; it's up to you to determine the price.

THE RETAIL RABBIT

While on your way to the
Duggus Forest after com-
pleting ME +«2B, & new
retailer appears on the

sidewalks of western

e Lo
Peterny. This young rabbit p—— g
from the Lost City of Surferio sells a variety of goods on
the streets. What exactly he sells varies based upon where
you are at in the story. The

trick to the Retail Rabbit 1s  Aeto

that you have only two

chances to talk to/buy from

him before he decides to return to Surferio and his shop
there. If you aren’t careful, you could send him back home
before he gets some really good items in stock. Talk to him
on the following two occasions: 1. After completing ME «30

so that you can buy a Blaze Gun for Maria; 2. Once you return

to Elicoor Il during ME #»78, so that you can stock up on real-

ly good weapons and other stuff.

GETTING STRRTED
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Chapter One

The Sanmite Steppes is a semi-arid plain that runs between the Kingdom of Aquaria and the
Sanmite Republic. Because of its proximity to the mountains, the altitude of the Steppes varies
greatly, attracting different types of monsters depending on the area. Currently, this area seems
1o be overrun with thieves. Could they have anything o do with the Moonshadow Clan?

Chapter Three _
e —— MRPEUMPLETE
Chapter Four 1/144 SCALE BUNNY

—_—

Chapter Five

1emilis! [ ) Biveberries () Blackberries () Cooking Ingredients
[ ) Smithery Materiols () Perfect Berries

Uh llF L
Gra hios 3000
Lady Beast 252 8600 ‘IOD

L:zurd Iﬂarrmr 263 3000 160
Moonshodow Clan Member 300 2640
Schweimer 378 16800 1400
een ME

MONSTER NAME 0= HP _MP_
Bosilisk o041 45000 500(
Convictor 108 52000 14080
Muco NY 4500( 301

TWO SETS OF MONSTERS

You may notice that there are two sets of enemies inhabifing the Sanmite Steppes. The first set (the
easy sef) lives on the Peterny side of the Steppes. The second set dwells in the highland across the
bridge near the entrance to Surferio. These monsters are a little more fierce but easy o dodge if
you want fo head over to Surferio for a visit.
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DS e Sy O Perfect seres (O Umtes o o7

L R RN PR N T

[ ) Heauy Armor

T 0 O A O U T O BT

MAP COMPLETE:
1/60 SCALE BUNNY

Duggus Forest is home fo many medicinal flowers and herbs, including the rare Palmira flower used in the creation of
the popular Palmira’s Wishing Charm. This forest has recently become home to the Moonshadow Clan, a growing band
of thieves that preys on the neighboring city of Peferny.

[of o

_MONSTER NAME 0= HP MP
Blue Shime 064 3000 164
Bogle Leader 068 3200 200 7
Bogle Soldier 076 2500 168 To Sanmite

Enemy Cormvorous Plant ._slm

Chomeleon 038 4000 168
Gropebind 202 7600 181
Kaobold 235 3400 168
Moonshadow Clon Chief 238 5500 250
Moonshodow Clon Member 299 200 100
Moonshadow Clon Member 300 2640 120
Moonshadow Clan Member 30! 2640 120
Mudman 303 8000 500 m .
Puppet Golem 350 3608 i6Y
Raurtch 359 3508 3000 5

Falling Rocks

(fall into holes in ground)

Falling
Rocks

CHARACTERS
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Chapter One

Chapter Three

S — (=
Chapter Four
—— — —— —

Chapter Five

THE GRAPEBIND PROBLEM

Upon first entering Duggus Forest, you are
faced with a conundrum: Many of the paths
are blocked by what appear to be senfient
trees (they have faces, after all). Approach
one and examine it. Nothing happens, right?

The faces on these trees give them
on eerie expression.

Keep exploring the forest and you run into a sickly Fairy who needs some super-fresh spring water
1o revive her spirits. Look for o glittering spring amongst the sulfurous and ordinary ones and bring
her a drink. The condition of the springs are always changing, so when you find a glittering one,
quickly grab the water. Examining the spring indicates what kind it is: Boiling springs are red in color
and steamy; Gushing springs are greenish-blue and aquatic plants are visible growing down below;
Glittering springs are bright blue in color and actually glimmer.

The Foiry does not look good at oll! Give her a drink from one of the

glittering springs.

Once refreshed, the Fairy offers 1o act as a guide, revealing which trees are actually the hibernating
Grapebinds. There are eight of these trees throughout the first two parts of the forest. Defeat them
all for the experience points. They aren't that difficult, especially if Nel has learned Shadow Wave.
Shadow Wave causes HP and MP damage, making it easy o “MP Kill” the Grapebinds in about three
or four attacks. This is important because their special attacks can be quite deadly, especially the
10-hit combo!

The Fairy 1sn’t fooled by the
Gropebind's lock of movement

The Grapebinds are tough in battle!

WATCH OUT FOR FALLING ROCKS!

The Falling Rocks area of Duggus Forest is

aptly named. While venturing along the path,
watch out for traps set by the members of the
Moonshadow Clan. These traps are pretty easy
1o spot, so just look for areas where the path
skirts alongside a low dliff or any elevated
place where an enemy could store boulders to
push down on unsuspecting travelers. If you

Hug the chiffs and walk underneath
the folling boulders.

get hit by any of these boulders, you're
returned fo the beginning of that segment of
the path. To avoid the falling rocks, hug the
sides of the path and especially the cliffs.

Alternatively, you can try to dodge the boulders by ducking into the vegetation
on the side of the path as they roll by

AOGER 5. HUKLEY

Halfway through the trek in the course of the
Falling Rocks section of the Duggus Forest,
you find the Moonshadow Clan’s Hideout.
Inside the hideout is one Roger S. Huxley, a
young Menodix from the nearby city of
Surferio who's constantly getting into trouble.
This fime, young Roger decided to infiltrate
the Moonshadow Clan’s hideout and steal
something belonging to the Chief. When the
bandits caught him, they locked him inside a
cage until they had the time to deal with him
further. Now that you are here, you can

Roger moy be o little guy, but he I1s
determined to prove his worth in
battle

release him from his prison and adopt him as
a member of your party.

Ultimately, whether you choose 1o recruit him
or not depends upon your personal prefer-
ence. Roger S. Huxley is one of the four char-
acters (clong with Nel, Albel Nox, and Peppita
Rossetti) who you can choose to fill the two
alternate slots in your party roster. At this
point in the game, Roger joins the party tem-
porarily (until you find Ameena), so it's worth

Since Roger’s position with your
party i1s only temporary, you might
as well take him along.

taking him on a “fest drive.” Just remember
that you don't have to recruit Roger when the
opportunity presents itself later on. However,
if you decide not o take Roger with you dur-
ing this event, you will not have the chance to
have him os o party member—either tem-
porarily or not.




THE MISTY WOODS

When you first enter the Innermost area of Duggus Forest, it is shrouded in an impenetrable white

fog. While this fog exists, you cannot enter any of the niches around the perimeter of the area. If you
attempt to do so, you will be thrust back to the middle of the field.

Oon’t try to explore this oreo while the fog 1s around. Just go straight for the
Mudman’s lair.

1

Uys ore no m !

Ne!l casts ice Needlies ot the coptive

LCian Chief.

To dispose of the white fog, you must defeat the Mudman in the only passable niche at the north end | GETTING STRRTED
of the field. From the entrance of the areq, head west, then turn north af the Grapebind. Once the s

white fog dissipates, you can access the entire field and complete your quest. CHARRCTERS
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Chapter Three
Chapter Four

Chapter Five

m RESCUING AMEENR!

After defeating the Mudman, head directly fo the niche to the west of the Mudman's spring. Ameena
is here in the middle of a flower-filled grotto. During the cutscene, you are automatically transported
back to Ameena’s home in Peterny. At this fime, Roger leaves the party and returns to Surferio. After
this event, you can go to Surferio and recruit the young Menodix for a longer—although sfill tem-
porary—period.

After locating Ameena, you ore automatically tronsported back to her home in
Peterny.




Save Point,

The city of Surferio has an interesting history os the former lnventor: Stanice

capital of the Ancient Kingdom of Aquor, the kingdom that
eventually split up to become the Kingdoms of Airyglyph and
Aquario. When the city sank info the sea ot the end of the
Aquor-Greeton war, it became home to a group of humanoids

To Passage
from Parch
to Plenty

who ore suited to living underwater. At the present time, this
ity is part of the Sanmite Republic.

RECRUITING ROGER

After you rescue Ameena from Duggus Forest, look for Roger S. Huxley holding court on the residen-

tial island in Surferio. To recruit him on a temporary basis, you must have taken him info your party
during the events in the Duggus Forest. If you didn’t, then you've lost your chance to recruit Roger ot
any point in the game!

On your arrival, Roger is bragging to his friends about his latest exploits. After setting him straight,
you can have him in your party until the end of Chapter Three. Recruiting him has its advantages.
Roger has a set of Ancient Books that hint at the locations of seven rare items. You have until ME
#61 to find the items. You will run into six of them while completing tasks associated with the story-
line. The seventh requires that you to enter an optional dungeon way before you're actually prepared.

The items and locations are revealed in the following section. (For more detailed information, check
out Chapter Six, “Mini-Games & Sub-Quests.)

-

THE FRERIE TERR

ITEM

PRICE

Clone Generator

Sage
Lavender

Fresh Sage

RAPID RABBIT

350 Fol

20 Fol
20 Fol
310 Fol

ITEM PRICE
Clone Generator 350 Fol
Basil 20 Fal
Sage 20 Fol

Lavender

Fresh Sage

20 Fol
310 Fol

Inventor: Izak

General Store
Inventor: Chilico

Retail
Rabbit

THE MECHRNIZED SOLDIER

When you first arrive in Surferio, examine the
dilapidated robot in front of the Village Chief's
House. It is an old mechanized soldier that was
used in the ancient Aquor-Greefon war and is
an example of Greeton’s technological superi-
ority over the rest of their planetary neigh-
bors. Keep this robot in mind, because you
might be able to resurrect it later in the game
if you can get enough Engineers and a set of
Blueprints.

GETTING STRRTED

CHARRCTERS

Examine the robot to see o cutscene
in which Nel explains the robot’s
origins,

BONUS DUNGEONS

Seriously, 1t's a good i1dea to recruit
ony of the eligible Elicoorians during
the first port of the gome. Even if
you never use them in more than one
bottle, it 1s 0 good 1deo to see what
they ploy like.

You'll know when you find one of the
seven treasures from the Ancient
Book. Remember, these items only
oppeor If you recruit Roger and get
the set of Ancient Books.

ANCIENT BOOK TRERSURES

ILTEM

LOCATION

Heslth Berries
Mag: Berries
Intellect Berries

Strength Berries

Jemonbane Cross

t _Innermost fAres
Kirlsa Caverns, Main Area
Sealed Cavern
Ancient Ruins of Mosel, BEF
Mountains of Barc, Part C
Bequerel Mine, Abandoned Refinery

Rabbit Ears Chalice

Ursse Laue Cave

THE SAGA OF RUDDLE AND RUMINA - -
At this stage in the game, you can start the Rumina and MINI-GAMES AND
Auddle side-quest. Since this quest 1s key to opening up SUB-QUESTS
one of the best stores in the game, you should take it e
seriously. For complete coverage of this cool sub-quest ITEM CRERTION
check out the “Mini-Games and Sub-Quests” and “Bonus
Dungeons” chapters. Both chapters cover every aspect of TEMSZZ
the Ruddle and Rumina saga AND EQUIPMENT
BESTIRRY
59




60 PN Transporter Pad to Diplo
(after ME #85)

Chapter One

Chapter Three '
—— MAP COMPLETE:

Chepter Four 1/144 SCALE BUNNY [K2]
—_————

Chapter Flve

& % X7/ ”n mﬂ

iy Tangannanoie

This pleasant expanse of plains lies between Peterny and the Sacred City of Aquios. Follow the ancient
tree-lined road along the riverside to find a small glade that's home fo the entrance of the Aquatic
Gardens of Surferio. This narrow sliver of land would connect Aquios with the Sanmite Steppes and
Surferio, if it weren't for the broken stone bridge o the end.

TWO0 MAP COMPLETE PRIZES

This area is unusual in that you get Map Complete prizes for completing the maps for each of the two
areas. However, if you haven't won a Map Complete, the Surferio Annex piece is very easy to com-
plete because it is both small and uninhabited by monsters. Give it a try! The added speed boost that
the 1/144 Scale Bunny provides is very handy in battle.

[ ) Magical Berries () Blackberries () Jewel of Alertness
[ ) Perfect Berries () Sunthesis Materials

10« HP. MP
I6 Rawitch 240 3784 3784
Mon Trap 4000
mu tch 354 3608 5000
Enam Ramper Bat 374 3784 172

Wor Chameleon 946 3784 172

ItemjLis|

* Between ME 230

10« HP HP
Giant Moth 193 25600 25
Pr uc loimer 346 65000 4000
Yuon-ti ‘150 22000 2000

* Hetween ME =85-+95

ENTRANCE TO R HIDDEN DUNGEON

The Surferio Annex part of the Irisa Fields is
home to the entrance of the optional dungeon,
the Aquatic Garden of Surferio. Refer fo
Chapter Four, “The Bonus Dungeons” for a
walkthrough of this dungeon. It's recommend-
ed that you save this area until before or after
your trip to the Shrine of Kaddan in Chapter
Three of the game. At this point, you can han-

The Aquatic Gorden of Surferio can

dle the enemies that dwell in the Aquatic
Garden with some ease.

be a deadly place If your party isn't
strong enough. Try tackling this dun-
geon in Chapter Three of the gome.



The city of Aquios is located in the northern region of the continent of Gaitt. It is the capital of the
Kingdom of Aquaria and home to the Queen and the Church of Apris. The city is built around the
lovely Costle Aquaria. The castle serves as the home for the largest, most advanced runological lab
in the kingdom, but also the Great Temple of Apris, a sacred site for devout pilgrims.

T === e O avoverres O forrs |
B Compoumamg Eimrs CO Cookmy morenents CY ackverres |
D Suriness Htarits (9 Compouniny Ewrs (O Rasoberres |
DS 060 Far (Y havsveries Q) sminery Woterrals
RS Jewerf eriness QY acktarries () Campoundng Frmrs |
D Jeuerof rfuge O e derres (Y bre Sharamg |
DS avaverres CYatctverrres C 700 For (O ooy erree |
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BONUS DUNGEONS

PRIVRTE ACTIONS

MINI-GRAMES AND
5UB-OQUESTS
—

[TEM CREATION

EE——
ITENS

AND EQUIPMENT
——

BESTIRRY




ERINIAR'S HAMMER

Chapter One

Chapter Three

e ——
Chapter Four
—— —————

Chapter Five

02
1IEM. PRICE
Bestard Sword 750 Fol
Fine Gauntlet 700 Fol
Silver Dagger 660 Fol

350 Fol
950 Fol
600 Fol

Heauy Armor
Anointed Chain Mail
Battle Axe

DIMA'S BREATH

PRICE
120 Fol
120 Fol
1750 Fal
350 Fol
20 Fol
20 Fol
20 Fol
310 Fol

LIEM
Compounding Elixirs

Cooking Ingredients

Silver Ring

Clone Generator
Basil

Lavender
Sege
Fresh Sage

AIRE'S BLESSING

PRICE
400 Fol
200 Fol
120 Fol
45 Fol
15 Fol
35 Fol

LIEM
Apple Pie

Steamed Bun
Cooking Ingredients

Blueberries
Aqueberries

Blackberries

Solon’s Guidance” Inn: 500 Fol/night

A MEETING WITH THE QUEEN

CASTLE AOUARRAIA:
ELENA AND DION
EVENTS

You have two opportunities

to see the power dynamic

between Elena Frahm and
her assistant Dion outside
of the Main Events.

The first occurs on your
first visit to the Castle. If
you stop following Nel on
the second floor and talk
to Elena a couple of times
in the Aunological Weapons
Laboratory, you'll earn the
disapproval of another

character: her assistant

Dion. On the plus side, you  Over the ca

also get to see Elena chide bl
Dion for being so rigid and

inflexible!

If you return to Aquios during your quest to obtain copper
ore, you can witness another power struggle between
Elena and Dion. Head back up to the Lab in the Castle and

talk to Dion this time.

AGREEING TO HELP oUT

The whole purpose for coming fo Aquios is o see the Queen. After completing your errands in town,
head to the entrance of Castle Aquaria fo meet with Nel. What happens next is the first of two “fol-
lowing” exercises that you'll encounter in the game (the second one occurs during ME #52 with Woltar
in Airyglyph Castle). Nel asks you to follow her o the Queen's Audience Chamber on the second floor.
Unless you want to incur the wrath of your party through the PAs associated with this event, go ahead
and walk alongside Nel. Follow her to the start of the staircase, followed by the second floor, then to
the entrance of the Audience Chamber. Don't worry about exploring the castle, yet; you'll have plen-
ty of time after you meet the Queen.

It's time for your oudience with the
Queen.

Nel osks you to follow her to the
Rudience Chamber on the second floor.

It should come as no surprise when Fayt agrees to help the Kingdom of Aquaria with their problems.
However, it does start a new quest to complete. Now it's off to the Bequerel Mountain Path and the
Bequerel Mine. Before proceeding, however, check in with Clair Lasbard in Arias. She’s providing the
manpower and transportaion for this mining endeavor. Look for Clair and the team at the north gate
of Arias. Before you venture into this dragon-filled dungeon, make sure your preparation incudes
plenty of Basil and Sage since paralysis and petrifaction are a big problem in the Mine.

When you're ready to go to the Bequerel Mine, meet Cliff and Mirage ot the
entraonce to the city,
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On the Bequerel Mountain Path, near the fork that leads to Arias, lies the
entronce o the Bequerel Mine. This mine belongs 1o the Kingdom of
Airyglyph and used to produce enough copper to support the kingdom’s
finances. However, due fo excessive mining at that time, the copper ore
has been stripped from all but the deepest areas of the mine. Complicating
matters are the many dragons that have made the mines their own. Now
it s said that only the most foolhardy would dare enter the mines!

10s HP MP o .
Blood mu 059 3872 176 =
Brass Drnqon 084 3560 180
055 085 4300 ‘ Mine Cart

Cockatry, 105 15500
Feral Orogon 166 7050
Harpy 208 6000
Killer Treant 232 8000
Romper Bot 373 3600
War Chomeleon 9496 3789

Abandoned Refinery

Speak to Guard to take
mine cart back to entrance
(between ME #35 and #36)

Speak to Guard to rest and recover.
(between ME #35 and #36)
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THE BAASS DRABONS OF BEQUEREL MINE

LIGHT PUZZLES

Nel freezes an enemy with Ice

Needles, then goes in for the kill.

There are g@ﬂ-"m'u;fons during which
you're going o run into scripted battles with a
group of Brass Dragons. The first Brass
Dragons appear near the start of the dun-
geon, behind an unlocked barred door. They
hold the Lightstone, an important accessory
for this dungeon. To acquire the item and
move onward, you must defeat them.

hlthduqh you have the llg'ht's'tnnré,'
you connot prevent the attocks in
this intersection.

Finally, the third Brass Dragon is found in the
maze section of the first part of the Bequerel
Mine. You must chase it down and defeat it
before you get the Key to Barred Door that
lets you info the second part of the mine.

Since these dragons are land based, you can
hit them with any attack you choose.
However, watch out for their ability to para-
lyze opponents with their shock breath. If a
party member ends up with this status effed,
heal them with Basil or another Paralysis anti-

The first group of Brass Oragons
comes from the room with o barred
door; north of the entrance.

The second set of battles is against three mot-
ley groups of Brass Dragons, War Chameleons,
and Blood Bats in the dark intersection right
after you leave the first Brass Dragon's lair.
Once again, this is o scripted battle, so you
can't escape it even if you're already wearing
the recently acquired Lightstone to dispel the
darkness.

Fayt chases the last Bross Dragon
through the moze.

dote. You do not want fo end up in a situation where multiple party members are paralyzed! In addi-
tion, avoid those rolling boulder hazards! The Brass Dragons in this scripted battle also appear else-

where in the dungeon.

The Bequerel Mine is a dark place. There are
several forches in the first part of the dungeon,
which you can light to help you on your way,
but it quickly becomes obvious that you need
something more stable, more reliable, and
more portable! Enter the Lightstone! This glow-
ing stone, which only Fayt can equip, gives off
a faint glow and provides enough light to see
the area immediately around you. To get this
item, defeat the Brass Dragon that slinks out of
the barred room north of the entrance.

When your shadows line up, the door
unlocks.

The next light puzzle occurs in the final room
of Part 1. Use the Key o Barred Door fo enfer
the room, then extinguish all the light sources
(i.e. unequip the Lightstone). Head into the
darkness toward the exit on the north wall. If
you approach this door with the Lightstone
equipped, the door will dose in response fo the
bright light. If this occurs, leave the room fo
reset the puzzle.

Torches prouide some light, but they
aren't portable.

Light, and the absence of light, plays a large
part in the puzzles that occur in the first two
parts of the Bequerel Mines. The first puzzle is
in the large chamber past the dark intersec-
tion where the party gets accosted by three
groups of dragons. Here you must light the
torches, then stand between them and line up
your shadow so that it connects the two torch-
es in a straight line. When done corredily, the
door into the maze section opens.

Light of any kind couses this door to
shut. When the room 1s pitch black,
you can walk through the doors
unseen.



Upon entering the second part of the dungeon, you can re-equip the Lightstone but only for a short
while! The next area features o similar light-based puzzle as the one you just solved. In the large
chamber to the north of the entrance to the second part, you'll find three doors, each with a light
source shaped like a dragon’s head. When you enter the room, all of the doors shut and you are
plunged info total darkness. Head toward the middle of the room and look for a circular medallion
on the floor. Step on the medallion to turn on the lights and open the doors. The doors in this room
shut when hit with your shadow. The three light sources in the room create three shadows, so the trick
is 1o furn off the two light sources near the doors you aren’t going to use. This leaves only one light
source and one shadow, positioned directly behind you, which makes it easy fo leave the room with-
out making the doors shut. You can even leave the Lightstone on for this puzzle!

DOnce you've extinguished the lights by the two doors you oren't using, you con
sofely walk through the one you want.

Step on the medallion in the center
of the reom to turn on all the lights.

Read the clug first.

W

Consecutive attacks prevent the The Cockatrice blasts Fayt with
enemy from unleashing attacks of St ] h,

s own.
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Chapter One

Explore the heart of the mine freely for copper ore. Look along the north wall for a seam! When
you find it, follow the train tracks out of the tunnel to the west o the Abandoned Factory located
on an enemy-infested patch of land outside the mine. Inside the Refinery, there are two Aquarian
soldiers standing guard over a couple of mine carts. Talk to the one on the right to take a nap,
while the others work to refine and pack the copper for the trip back to Aquios. When you awake,
talk to the soldier on the left to take the mine cart to the mine entrance so that you can help guard

the wagon full of copper.

——T e =5

Chapter Five

Do you want to take the hauler
to the exit?"

Fawnt
I think this should
be enough.”

Look for the copper along the north woll. When you hit the seom, o cutscene
storts

After o short rest, take the hauler back to the mine’s entrance

THE RETURN TRIP

Surely you didn’t expect the trip home from
the Bequerel Mine to be easy? Before you get
too far away, a group of Airyglyph Soldiers
appears backed up by the fierce Demetrio.
Further down the path on the way to Arias,
you run into Albel Nox. These are tough bat-
tles, made worse by their dose proximity to
one another. Since there is a break in between
the battles with Demetrio and Albel, heal your
characters with items or head back into the
mine and use the shortcut to return fo the

Abandoned Refinery where you can rest for free.

If you sustained o lot of domoge

during the fight with Demetrio, take
the hauler back to the Refinery ond
rest before returning to Arias

After clearing the way of enemies, head fo Arias
and check in with Clair and the others before
confinuing back to Aquios.

At the end of the battle with Albel, it

becomes even more important to get
back to Aguios with the copper.
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PREPRRATIONS FOR WAR

CHECKING IN WITH THE TROOPS IN ARRIAS

Back in Aquios, it's time fo stort preparing for the wr that is soon to come. This is o good time to dear
up any loose ends by catching up with Private Actions, recruifing Inventors, efc. Once you check in with
Clair in Arias, your freedom of movement is corralled unfil the end of the Airyglyph-Aquaria war.

Two old friends appear ot the
entrance to Aquios upon your return
[rom the Bequere! Mine

Look for Dion to mention the reap-
pearance of someone from his past.

RORAY LASBARD

Before heading to Arius to join the army, return fo the Queen’s Audience Chamber one last time. Here
you'll meet Clair’s dad, the infomous Adray Lasbard. Adray is o fierce Runologist warrior, who com-
bines his vast knowledge of magic with a love for swordplay. Unfortunately, his unbounded enthusi-
asm fends to put people off and the powers-that-be in the Aquarian military try their hardest to send
Adray on missions that require him to be out of the country for long periods of fime

The voice that seems to strike terror in the heort of the Queen’s aduisor.

At this point in the gome, you can recrvit him
on a temporary basis. If you need a dedicat-
ed magic user, then Adray’s your man. The
most compelling reason for taking Adray now
is that you have to if you want to see the cou-
pled ending with Adray. If you don’t add him
to your party here, or you miss the scene alfo-

gether, your next shot fo recruit Adray comes

How con you refuse that foce?

in Chapter Five.

To start the Airyglyph-Aquaria War, head to Arias and speak with Clair in the Conference Room of the
Lord’s Mansion. You are told to make preparations and rest in the guest room. When you're ready,
return to the Conference Room and tell Clair that “Yes” you are ready.

Please make preparati
Check your equipme
rest if you must.”

After the briefing, prepore for your part in the upcoming battle [think boss
fight with Vox], then head up to your guest room and sleep. In the morning, tell
Cloir that you're ready to start the battle

VISITING DION ON
THE EVE OF THE WAR

ODuring your preparations
for war 1n ME «38, stop by
and uisit Dion near the
southwest gate of Arias.
Then you can see what the

runologists are doing to prepare for the next day's battle.




GETTING ACROSS THE BATTLEFIELD

The goal here is to travel from the Arios side of the
battlefield to Vox's camp by the Kirlsa Gates. Since
you are going there fo confront and, hopefully,
defeat Vox, don’t get cought up in oo many battles.
In many ways, this is eosier said than done. The
“fog of war” s quite literal here, limiting your sight.
During the first half of the journey, be on the watch
for foot soldiers. The ones already engaged in bat-
tle are no problem; it's the ones looking for foes
that you need to guard against. As you drow closer
to the Kirlsa Gates, keep an eye out for the telliale
shadows of dragon-mounted soldiers. At this point
in the gome, if you've been keeping up with Private

The area hasn't physically changed between the first time you visited here and now, during the war.

However, during this one event a fog obscures your vision and tons of Airyglyph soldiers fill the field.
The slight change to your angle of view doesn’t make the trip any easier. jj/\

_MONSTER NAME 105
Airyglyph Soldier oos
Riryglyph Soldier
Block Brigade Soldier 053

9220

Orogon Brigade 192

4200 196
egion Oragon 254 2000 192
Lum Knight 265 5600 5000
Soldier 401 1600 NE
Vox 495 30000 20000

t

Vox 1s unmistokable when you run

ato him in front of the Kirlsa Gates.

The bottlefield 1s crowded with
fighting soldiers. The closer you get
to the Airyglyph side, the more don-
gerous the troops become.

Adtions and Inventory, you've probably traveled across the Aire/Kirlsa Hills enough to have the route
memorized. If not, refer to the maps to avoid getting lost in the hills' nooks and crannies.

Searing Breath still hurts and has o
long range.

As Cliff's attock ends, Nel prepores
ta lounch her | I
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Explanations will have to wait!

MO

Cutscene: Dion’s Promise, After checking on Dion, head out
of the castle to Ameena’s room on the second floor of the
Inn. Then, return to Dion's Room in the Castle 1o see the
end of the event. EVENT TRIGGER: After woking, go fo
Dion's Room in the castle.

Cutscene: Meet Maria Traydor. After the conference, head
10 the Audience Room to speak with the Queen. At the end
of the event, Maria Traydor joins the party permenantly.
EVENT TRIGGER: Event confinues outomatically ot the
end of ME #40

Talk to the Gossiping Peddler about the flying ships
AVAIL: Between ME #41 and ME #46

The stunning conclusion fo the Airyglyph/Aquaria war has left everyone stunned and in disbelief.

When Fayt wakes up, he’s back in his room at Castle Aquaria in Aquios. Before you can start
explaining what happened on the battlefield to the Queen, you must deal with Dion and Ameena
first. Start by checking on Dion in his room in the Castle, then venture into the city to check on
Ameena in the Inn.

MARIA TRAYDOR

Once the situation with Ameena and Dion
draws to its sad conclusion, o new crisis arises.
Head fo the Audience Chamber in the Castle
and find the Queen.

Before starting the next quest, however, take
some time fo get your newest party member
outfitted and ready to go. Maria Traydor is
interesfing because she has both melee-type

A new character arrives.

attacks and mid-fo-long distance gun attacks.

In many ways, she is very similar to Nel; strong

and powerful but not durable enough to with-

stand the types of hits that melee fighters like Cliff and Fayt take with ease. In addifion, it's easy to
create Cancel Bonuses with Maria right from the start. Simply set her Aiming Device battle skill in both
the weak, long and strong, long positions and switch back and forth between the X button and the
Circle button while her Fury points last. With Berserk mode on and a full Fury gauge, it's possible to
get her up to 250% or more with ease!

Look for Maria in the Cemetery and falk to her about Fayt's

hidd . AVAIL: Between ME #41 and ME #46.

RO L S @ Defeat the Crystal Statue. Get the Saint’s Stone. This
enemy appears in two locations in the South Area of the

Shrine; the same item is dropped.
Talk to the Unrealistic Girl and ease her fears about the i

wiar. AVAIL: Between ME #41 and ME #61

ME©

Cutscene: There Be Traps Aheod! To ge! the Saint’s
Amulet, which is needed fo defeat the South Area’s main
boss, defeat the two Crystal Statues and acquire the Saint’s
the passage, get the Disintegration Hammer from the Stones that they drop. Then, follow the hallway 1o the south
Priestess. EVENT TRIGGER: Enter the Gret Temple. of the second Crystal Statue room until you reach the room
at the end. Affer the earthquoke reveals cracks in the wall,
use the Disintegration Hammer to break open the wall to a
hidden Workshop. Get the third Saint's Stone from the
treasure chest in the Workshop, then approach the forge to
Defeat the Fying Knigh make the Saint’s Amulet. EVENT TRIGGER: Finding the

wounded soldier in the second hallway of the shrine.

Cutscene: Nel Opens the Secret Passage. Before entering



Unfortunately, Maria starts off her tenure with a very weak gun. Unless you can access the Retail
Rabbit in Peterny and buy the Blaze Gun, you are stuck with her Microblaster until you either create
one through Item Creation or defeat the Blue Zombie Dragon in the Barr Mountains and get the Pulse
Gun. The Pulse Needle is easy to create using Fayt, Cliff and Maria (look for a cost around 1100 Fol),
but the more powerful Photonic Blaster may be a stretch for your team’s abilities and pocketbook (the
cost is around 5400 Fol).

If you wont to use Mario in your porty right owoy, you con moke both of these
weapons through Item Creotion. Each one 1s a big step up from her defoult
Microblaoster.

SECRET PRS5SAGES AND
STRANGE HAMMERS

To access the Shrine of Kaddan, the Queen has given you permission fo use the secret passageway

that the Royal family uses. Head to the Great Temple of Apris and let Nel cast the spell needed to
reveal its entrance. Before you descend the staircase and start this next quest, speak fo the Priestess
standing nearby. She possesses an unusual item that you'll need to get through certain spofs in the
Shrine: Disintegration Hammers.

The Priestess by the entrance to the secret passoge has on important tool to
pass along

Disintegration Hammers are special items that

enable you to chip through cracked walls in
both the Sealed Cave and the Shrine of Kaddan.
To use them, press the Square button o call up
the Disintegration Hammer window. While the

window is open, a green outline appears
around the “disintegrable” parts of any cracked
wall you're standing by. If you don't see any
green blocks, then you are not standing in the
correct place (i.e. move around a little bit!) or
you cannot break through the wall.

The entronce to o hidden room is
revealed! c

The Disintegration Hammers are just the first
in a series of three Disintegration tools. The
hammers only work in the Sealed Cavern and
the Shrine of Kaddan, and even then only work
on specific walls. Areas on the map with treas-
ure that requires the Ring of Disintegration
cannot be accessed with the Disintegration
Hommers. The Disintegration Hammers are
one-use-only items and you can only carry 10
of them at  fime. The 10 Hammers given by
the Priestess should enable you fo do every-
thing you need. If you run out, just look for the

.

When the Disintegration window is
open, breokable oreas are highlight -
ed in green, like the spot shown in
this screenshot

To break the highlighted block(s), press the X
button and move out of the way. Disintegrating
a block vsually causes a chain reaction of
falling bricks, rocks, and so on. If Fayt gets hit
with any of the debris, the area is reset and
Fayt returns fo its entrance to do it all over
again. Once the initial block and resulting
debris dissipate, it is safe to enter the passage
you've just uncovered.

The Retarl Rabbit in the Sealed
Covern sells replocement
Disintegration Hommers

special Retail Rabbit in the Sealed Cavern to buy more.

ELENR'S GRIEF

After opening the secret

passage to the Shrine of

Kaddan,

check on Elena in

her office on the second

floor before starting the

quest. Undoubtedly,

grieving after Dion's death

she's

and would appreciate seeing

a cheery face.

C Defeat the Crystol Cerberus. (Must hove Saint's Amulet in MO
inventory to inflict domage.)

: BT Battling the Crystal Cerberus creates the opportunity fo win
the following Batte Trophies: BT #91 and BT #92.

Cutscene: Another Earthquake? After the second earthquoke
ends, search for cracks in the wolls and use the
Disintegration Hommers fo open up new passageways.
EVENT TRIGGER: Exomine the middle chest in the pillaged
treasure room in the northwes! comer of the Middle Area

Select four party members ond have them battle four mon
sters (Ghostly Hog, Unholy Terror, Dark Rider, and Stalker)
in one-to-one combat, Win this challenge to receive the
Anti-Stone Amulet. You can bypass this event altogether
if you choase (take the tunnel 1o the right).

MO

Cutscene: The Final Trap. Look for the Red Gem of the end
of the eastern hallway. This activates the moving blocks in
the two middle rooms ond opens the door to the Sacred
Orb’s antechomber. EVENT TRIGGER: Read the plagues
next o the door 1o the first Block Room.

Cutscene: Ready for a Fight? The event's conclusion occurs
upon reaching the entrance of the Shrine after defeating
the Vendeeni Soldiers. EVENT TRIGGER: Approach the
door to the Sacred Orb’s chamber.

@ Defeat the squadron of four Vendeeni Soldiers.

(i)

MO

Returning to Castle Aquaria from the Shrine of Kaddan
unlocks Inventor Entry #4. You can now attempt to recruit
Misty Lear (Mountains of Barr, Workshop), Lias (Airyglyph,
“Dragon Breoth” Tavern), and Dejison (Airyglyph, Alley
near Workshop).

Cutscene: An Unlikely Partnership. During the lulls in

Maria’s floshback, talk to everyone in the passenger cham-

ber ending with Jessie, Maria's mother, o continue the
event. At the end of Maria’s story, return fo the Queen’s
Audience Chamber in the Castle to witness the finol part of
the event. EVENT TRIGGER: Approach the Queen in her
Audience Chamber
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The Sealed Cavern is part of the secret passage between Castle Aquaria and the Shrine of Kaddan.
However, it has been a long time since the Royal Family took this path to the shrine and the dun-
geon is full of monsters, hidden rooms, and broken machinery. To get to the shrine’s entrance, you

need the magical Disintegration Hammers in your inventory! THE MOVING BLOCKS

S ) Lunor Tohsmon () Blackberries () Anoited Chain Mail The Sealed Cavern looks like it hasn't been used in a long time. The machinery key fo progressing
() Earth Shielding () Blueberries () Cooking Ingredients | through the dungeon has been turned off, the entrances to key rooms have been bricked over, and

handy doors are shut and locked from the other side. Note that the levers for the non-functioning

machinery (which takes the form of moving sets of blocks) are hidden in statues of ancient soldiers.
10« HE o
Lesser Eye 859 230000 56000

0= _HP __MP

The first lever is in the northwest corner of the Bronze Brute room. This lever turns on the row of blocks
suspended over the hallway in between this room and the entrance. After turning on the blocks, return
to the entrance hall and go through the door to the right. Now you can walk across the line of mov-

Mage 276 UNage " U g s e RSO e ing blocks to the next hallway.

The [:rst lever turns on this set of moving blocks. Wolk over the top af them to
the platform on the other side.

(PA@ With the Queen in your party, stop by Airyglyph and search . =

t ; Defeat Schweimer and two Legion Dragons.
for Adray on the liff by the entrance to the Airyglyph MO
Aqueducts. AVAIL: Between ME #47 and ME #50. Cutscene: The Rules of the Game. Use the information pro-
vided by the statues ot the start of the dungeon to solve the
three puzzles within. EVENT TRIGGER: Entering the

Ancignt Ruins

Cutscene: Parched and Thirsty? To get through the Mosel

B Dunes, you must keep up your water supply. To do so, run \ 7 Cutscene: Peace Treaty? Get the Aqua Veil from the
7/) Defeat the Sculpture Lord and the two Sculpture Guards. from osis o oasis and fill your water bottle at each stop. treasure chest inside the antechomber. EVENT TRIGGER:

Obtain Paracelsus’s Table If you foil to make it to an oasis in time, Fayt faints ond Entering the Round Table Room.
you are returned tort of the dunes. EVENT TRIG-
GER: Entering the Dunes

You (g
1o Irisa P! 1 ME #30. Howeve
ally the boss
ff on entering the dungeon until before or after
ts in the Shrine of Kaddan \ Cutscene: The Queen Tokes Her Leave. EVENT TRIGGER:
Enter Peterny ofter finishing business in the Ancient Ruins
of Mase!




The second set of moving blocks obstructs the entrance to the final room of the Sealed Cavern. The
lever for this machine is in @ room that is hidden behind a cracked brick wall. To get there, you must

pass through two more hallways with blocks moving up and down. When you arrive in a small room

where another Bronze Brute monopolizes all available floor space, you'll know you're almost there.
You need to turn on the two large blocks sitfing mofionless in the back of the room. Defeat the Bronze
Brute (it's difficult to dodge him), then head down the narrow hallway to the north and go through
the door. This next hallway is guarded by two groups of Mages. Go ahead and defeat them, then start
searching for the crack in the wall. Use a Disintegration Hammer to break through the bricks, then

examine the statue to find the lever. After pulling the lever, revisit those two big blocks and slip under

them and into the shrine’s antechamber where a boss awaits.

BOSS

IC

M@

Po

Entering the city of Airyglyph offer the events ot the
Ancient Ruins of Mosel unlocks Inventor Entry #5. At this
point, you can attempt to recruit The Killer Chef (Surferio),
Cornelius (Airyglyph, “Tiamat" High-Quolity Armorer), and
Balbados (Mosel Dunes)

Cutscene: Albel Nox Joins the Party. At the end of this event,
Albel Nox joins the party tempororily (until ME #62)
EVENT TRIGGER: Approach the gates of Airyglyph Castle

This PA occurs if you decide to rush Woltor along or decide not
10 follow him 10 the guard room. AVAIL: During ME £52

#o

L

The next lever i1s in this hidden room. It activates the set of blocks in front of
the entrance to the finol room.

Breok through the crack in this wall to uncover a hidden staircose. Pull the
lever at the bottom of the stairs to open o door into the first Bronze Brute
chamber. Now you never have to walk over that first set of moving blocks again!

This PA occurs if you decide to explore the treasure room
off the guard room or return fo the first floor insteod of
following Woltor to Albel's cell. AVAIL: During ME #52.

Eavesdrop while Nel speaks to Woltor about her futher’s
death. At the end of the event, Nel obtains the Blades of
Ryusen. AVAIL: Between ME #52 (after recruiting Albel)
and ME #61

Offer fo run an errand of the romantic sort for the King of
Airyglyph. AVAIL: Between ME #52 (after recruiting
Albel) and ME #61

Find Albel and talk to him about the outcome of the war
AVAIL: Between ME #52 (after recruifing Albel) and ME #61

Foyt gets pummeled by Sword Quoke.

Pay for a room of the Inn. During the night, Albel will
wake you up for the events of this PA. Your answer deter-
mines whether or not Albel becomes the seventh perma-
nent party member in Chapter 5. AVAIL: Between ME #52
(after recruiting Albel) and ME #61.

m
>

Defeat the Blue Zombie Dragon. Get the Dragon’s
Windpipe

Fighting the Blue Zombie Dragon creates the opportunity
to win the following Battle Trophies: BT #97 ond BT #98

Cutscene: The Dragon’s Windpipe. Toke the Dragon’s Windpipe
to the Workshop and tum it into the Dragon Bone Flute
EVENT TRIGGER: Defeat the Blue Zombie Dragon
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ME©

Cutscene: Unusual Transport. Upon reaching the nest of
Mini-Dragons, head south down the mountain unil you
reach a cave. Follow the baby dragon fo the cove’s end,
then practice ploying the Drogon Bone Flute in front of it
EVENT TRIGGER: Stand beneath the dragon’s shadow
and let it pick you up and carry you fo its nest

Play the “Hoppy” song on the Dragon Bone Flute (Circle
i short ond weak) in front of the painting fo open

the door

The Shrine of Kaddan is the holiest of the shrines dedicated to the sun god Apris. It is the home
of the Sacred Orb, an item of unsurpassed beauty and power that is the central artifact in the
Church of Apris. As befits a shrine of such importance, there are many guardians and traps
constructed fo profect the Sacred Orb. Be careful during your travels, as the Vendeeni are the
least of your worries.

TR Coroounding Moteriois (O Heavy Armor () Blackberries |
L) Cooking ingredients () Shabby Textbook (3 Homner Charn —
L) Book of Prophecies | () Synthesis Moterials |
L) Sunthesis Materiols () Sait s Stone (3 Compaunding Eimirs |
() Blueberries C) Rauaberries () blackberries |
L) Cooking ingredients () 0rb of Foe Findng
L) finti-Stane Anulet () Blockberries () Aicheny Materiols |
L) Suithery Moterals () Compounding Elirs (3 Aicheny Moteriols
L) Compounding Eivars () Celestial Pixie () lackverries ]
L ) 54000 Fol () Cooking ingredients () lusberries |

Floating bits

The battle with Robin Wind provides the opportunity to win

rrehem, the following Battle Trophies: BT #99 and BT #100
Cutscene: The Secret of the Relief Paintings. To open the

passage o the Urssa Lava Caves, you must light all of the

squores that comprise the cross. Open both of the doors 1o

the north. (To open doors hidden behind the paintings

play the song that matches the picture’s mood.) After

doing so, use the Dragon Cranium from the middle of the ME©
cross. EVENT TRIGGER: Stand in front of the Relief

Painting on the north wall of the chomber.

Cutscene: The Bunny Stotue, Search behind the Bunny
Statue for the Rubbit Ears Key. Use the key fo unlock
the door 1o the northwest, Follow the path through the
steam unfil you find o door fo o small hut. Pay the Bunny,

illo, at least 10,000 Fol to make o Ring of
Disintegration. Ge! the Disintegration Bombs ond the
Gutsy Bunny occessory. EVENT TRIGGER: Exomine the
Bunny Statue

Cutscene: Experiments on Dragons? Get the Dragon
Cranium from the woll of dr parts. EVENT
TRIGGER: Enter the laboratory

Defeat Robin Wind.



—MONSTER NAME 0e - MP _MONSTER NAME 10 HP MP.
gronze brule ud il 1001 yste Lot ue y ooy
Crystal Cerberus 115 30000 3500 Dark Rrmor 12! 67000 6000
fork Rider 1249 5000 1000 Enforcer 159 52000 19000

Flying Knight 175 17000 240 Gald Armor 196 46000 100

shostly Hog 3000 1000 10 Aa

LI5S Mage 239 4488 820 Polyhedron 335 40000 4000
Unholy Terror 432 3000 1000 Polyhedron 337 43000 500

GETTING STARTED

Vendeen! Soldier 437 6200 cle Shining Wisp 392 51000 10000

CHARACTERS

BONUS DUNGEONS

M@

Defeat Crosell (two-part battle) Cutscene: The Elicoorions Strike Back! At the end of this =

event, all of the Elicoorians (Nel, Albel, Adray, and Roger)

MO 7 leave your party. EVENT TRIGGER: Talk to everyone PRIVATE ACTIONS
Get the Glowstone from the ice-blocked room just off who was in your party o the time of the battle with Crosell
the entrance [Locations: Cliff (Costle, 1F Hallway); Maria (Costle, Great MINI-GAMES AND

Temple); Mirage (Castle, Fayt's Guest Room), Nel (Castle, SUB-QUESTS

Nel's Room); Adray (Castle, Clair's Room); Roger (Aquios,

Aire’s Blessing” Grocer); Albel (Aquios, Center of Town)]
Upon doing so, return to the White Dew Garden, where ITEM CREATION
Crosell awaits

Battling Crosell creates the opportunity fo win the follow
ing Battle Trophies: BT #101 ond BT #102.

Cutscene: The Ring of Disintegration. Get the Ring of

Disintegration and use it to remove the stalagmites ‘ ITEMS
blocking the entrance to Crosells loir. EVENT TRIGGER ) Arriving i Aquios on the back of Crosell the dragon AND EQUIPMENT

unlocks Inventor Entry #6. This makes it possible to

Bring the Glowstone to Vanilla.
attemp! to recruit Mishell (Aquios), Gusto (Peterny, South

Side), and Vanilla (Ursso Lava Cav shop) BESTIRRY

Culscene: Embassy to the Marquis. To dlear this event, you
must defeat Crosell twice in a row. At the end, you are
automatically transported to Aquios. EVENT TRIGGER 75

Enter the Loir



Chapter Four
e

Chapter Five

EARTHQUARKES LEAD TO CAACKS IN THE WALLS

There are several locations on the map where there are supposed to be cracks in the walls that indi-
cate the location of a hidden room. However, these cracks only appear after you've triggered a spe-
cific event: an earthquake!

Before the earthquoke.., .after the earthquake.

There are two earthquake trigger points in the Shrine of Kaddan: one in the South area and the other
in the Middle area. The first one is to the southeast of the second Crystal Statue chamber. Follow the
“L"-shaped hallway past the Vendeeni Soldiers (this is the only place in the South area where they
appear) o the rectangular room at the end. Once inside, the room starts fo shake and pieces of ceil-
ing plummet to the floor. When the dust settles, examine the west wall to find a newly formed crack
in the wall. Use a Disintegration Hammer to break a hole in the wall fo uncover an alternate way into
the locked workshop. Examine the walls in the two Crystal Statue chambers for other cracked walls!

An earthquake [triggered by walklnb around the room) sends pieces of ceiling
folling to the ground. Don't get hit!

The Crystol 5totue chorges post Nel
and Fayt,

The Crystol Stotue reassembles

ltsal in front of your eyes!

THE SRINT AMULET

The hidden workshop plays an important role in your trek through the South area. Defeat the two
Crystal Statues to get the item they drop: the Saint’s Stone. There is even a third Saint’s Stone with-
in a treasure chest in the Workshop. With all three stones in your inventory, approach the forge and
Fayt automatically creates an item called the Saint’s Amulet. This item, which is simply held in your
inventory, gives you the ability to inflict damage on the guardians of the shrine. You need this item if
you want fo defeat the Crystal Cerberus guarding the entrance into the Middle area of the Shrine!

Approach the forge in the Workshop with three Saint's Stone items to create the
Saint’s Amulet.



MORE ERRTHQURKES,
/MORE CRACKS

The second earthquake trigger is in the northwest room of the Middle area, along with five opened
treasure chests. Examine any of the opened chests to trigger the earthquake. This causes cracks to
appear in the east wall of the treasure room in which you are currently located and the east wall of
the room at the center of the floor. Break through the wall in that room and head northeast fo find
the entrance fo the North area of the Shrine.

If you fight the Crystol Cerberus
without the Saint's Amulet, none of
your ottacks will domoge the Crystal
Cerberus. You'll hove no choice but
to escope.

Examine one of the opened treasure
chests to trigger the second earth-
quake.

Tri-Spike con be deadly if all three
of your choracters get cought in
the streom!

Return to the center room and break
o hole in the east wall to continue
your quest. =
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THE CHALLENGE OF THE FOUR DOORS

The North area of the Shrine is easy to traverse: you can basically walk straight through. Ignore the

(rystal Statues guarding two of the rooms, if you want, as a greater battle lies ahead.

In the next-to-last room, there's a statue
looming in front of four doors. Examine the
statue and read the plague af its base. It says
“Hold thy head high and prove thyself.”
Enigmatic words until you are asked to choose
a single ployer to send to one of the four

rooms!

To stort the chollenge, read the
plaque on the statue

The challenge here is to send four party
members info battle with the four enemies in
each of the rooms ahead. By defeating all
four enemies, you win the treasure in the
chest on the other side: an Anti-Stone
Amulet.

The Anti-Stone Amulet does just
what the name implies: 1t protects
the wearer from petrification

First up is the Stalker in the leftmost room.
This armored soldier is pretty slow. Send in the
weakest of your four best characters, since this
enemy is easy fo dodge and run from if you
need to heal or unleash long-range
attacks/spells.

Adroy hurls Ice Needles at the
Stalker before dodging to the other
side of the battlefield

Second comes the Dark Rider. This is a more
powerful version of the mounted soldier com-
mon on the Kirlsa side of the Kirlsa/Aire Hills.
He's o bit faster than the Stalker, but his
attacks are limited o spear attacks. This battle
is good for characters who possess some long-
distance attacks, but can still withstand close-

range battle.

Fayt hits the Dork Rider with Blade
of Fury.

- R [EESSE MP LOCATION
Dark Rider 124 5000 1000 North
Ghostly Hag 185 3000 1000 North
Stalker 410 3000 1000 North
Unholy Terror 43¢ 3000 1000 North

The third enemy is the Unholy Terror, a ghost-
ly creature who carries a large scythe. This
enemy has the ability to warp around the bat-
tlefield and its shockwave-type attack has
good range. On the magic side, the Unholy
Terror has Steal Life and Thunder Flare, which
it only pulls out in emergencies. Try using a
melee fighter like Cliff against this enemy,

Cliff knocks the Unhaoly Terror out of
its Steol Life attack

because Cliff can cause domage and still with-
stand the attacks from the Unholy Terror.

The fourth and final enemy is the Ghostly Hag,
another floating enemy. This creature is some-
what sluggish and, with the exception of its
Dark Hatchet attack, has a fairly short range.
Try using Nel and have her pummel the
enemy with her Shadow Wave attack.

Shadow Wouve does the trick every
time, inflicting damage and knocking
down the enemy

After defeating the four enemies, your team
regroups in the hallway on the other side of
the rooms. Take your hard earned prize from
the treasure chest and continue on your way.
If you choose not to take on this challenge,
you can follow in the Vendeeni's footsteps and
take the shortcut they carved out with their

laser guns! If you don't want to toke on this

challenge, use this shortcut past
the area instead!

DANGER LIES RHERD

To get anywhere in the final area of the Shrine, you need to read the plagues on either side of the
door to the first maze room. The plaque on the left says to “Send in a fool to touch the red gem.” The
word “fool” makes you think that touching the red gem might not be a good idea but, unfortunate-
ly, if you want to get to the Sacred Orb chamber, you've got to!

Read the plagues to learn whaot to do

If you don’t touch the red gem as
next indicated, you can't open the door to
the Sacred Orb’s antechamber.
However, 1t 15 o good idea to clear
the moze rooms of all the treasure
before going to the red gem




The red gem is housed in a room at the end of
the hallway ot the eastern end of the floor.
Just follow the hall to the end, enter the room,
and examine the large red gem. This not only
unlocks the door to the Sacred Orb's
antechamber, it also turns on the sliding blocks
in the two maze rooms that lead you 1o that

chamber. The red gem is unmistakable in its

glory

THE EMBRSSY

After touching the red gem, refurn to the
maze rooms and carefully head from entrance
to exit, avoiding the sliding blocks. If you
touch one of the blocks, you'll be returned o
the door from which you entered, forcing you
fo start over again.

Avord the shding blocks while trau-
eling through the maze.

Fayt, Chff, ond Nel t
\nol soldier.

Once you return from the Shrine of Kaddan, return fo the Queen’s Audience Chamber in the Castle.
There you learn of the Queen’s meeting with the King of Airyglyph, plus you receive your next mis-
sion: escorfing the Queen 1o the Ancient Ruins of Mosel. Heal your team and restock your inventory,

then head out of town fok Surferio and the Mosel Dunes.

e g
sret e
I $

oE ]2 )
- Dt , ,"i

.\

v »

A subordinate of Vox decides to toke
motters into his own hands.

The biggest danger [rom the dragon-
mounted soldiers comes from the

dragons’ fiery breath.
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Chapter One
o

Chapter Two

The Passage from Parch to Plenty is a tunnel through the mountain that separates Surferio from
the arid Mosel Dunes and the Ancient Ruins of Mosel. Travelers seeking the Sanmite Republic who
cannot swim or fly must use this passage on their way.

MAP CUMPLETE
Chapter Four 1/144 SCALE BUNNY

pr— -

Chapter Five

THE MAN WITH THE MAP! & //

Before you exit the Passage, talk to the Old
Man of the Dunes guarding the exit. Aside
from providing information on how to safely

pass through the desert, he also offers to sell 10 i UP

you a map of the Dunes for 10,000 Fol.
Buying the map basically reveals the entire

area on the map screen’s map. It is somewhat

LJI Hawtch eyr 7600 4840

_MONSTER NAME 10« HP MP
Giant Uiper 184 50000 3800

useful, although the oases are not highlighted

Listen to the Oid Man's aduice
in any meaningful way. This makes it difficult regording the importance of hydro-
tion in the desert!

1o use the map, even at full screen size, to hop
from one pool of water to the other.




3

To Andient
Ruins of Mosel
1

e

The Mosel Dunes is an arid desert located in the eastern part of the Sanmite Republic. It is rarely
visited by human types and lacks the basic amenities. Your survival is in your hands.

[Schemsts stane (O ire Fove Q) ousberres |

0 irthesss Ntarsis (Y sminer Moteris |
0 ochnery Raterols QO erfect berres |
DS Cootns aredronts () Raaterrres QO For |
D ectverres Qrmaberries |

_MONSTER NAME

HP. MP

Rquaregio

iny

7000 3200

Chameleon King 039 4928 22y

Oragon Zombie 24000 2600
L30 Mage 4928 1200
*Main Events =17-«80
_MONSTER NAME i _MP
Oragon Zombie 82500 8000
Chimero 200000 26000
Death Mask 45000 8000

me
*Main Events #+85-295

Grant Montis 19¢ 45000 8000

82500 8000

|
JWATER REIGNS SUPREME

Until you obtain a cerfain item from the
Ancient Ruins of Mosel, you must risk heat
exhaustion and extreme thirst while making

your way to the Ruins’ entrance.

%

Your porty does not consume water
while standing in 1t, which mokes on
oosis o good place to catch your
breath oand gain your bearings. Just
remember to press the X button to
refill the woter gouge!

There'’s nothing worse than expiring
in the Dunes!

The way this works is simple: While in the
Dunes, a water gauge appears on the left side
of the screen. Your job is to replenish the
gauge from the five oases spread throughout
the Dunes while attempting fo reach your des-
tinafion. You can recognize most of the oases
from afar by the fences or other bits of green-
ery around their perimeter. To refill the water
gauge ot an oasis, simply press the X button.

If you run out of water before reaching the
safety of an oasis, Fayt collapses and returns
to the entrance of the Dunes! The best way to

keep this from happening is to take some time at each watering hole to line up with the next oasis on
the map, then run straight in that direction unfil you reach the oasis. Consider holding off on colledt-

To Passage from
Parch to Plenty

ing any freasures until you receive the Aqua Veil from the Ancient Ruins of Mosel. Once you have
Aqua Veil, there’s no need to worry about water any more.
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Treasure does exist on floors BIF and B2F of the Ruins, but you moy want to woit
until your second trip to the Ruins 1n Chapter Five of the walkthrough before
heading down to the besement to get them. First, you must have the Ring of
Disintegration to access the subterranean floars. Second, yaur charocters should
be around Lu. 50 or higher in grder to fight the bosic monsters that room there
However, if you wont the extreme challenge that this orea presents [or you are
trying to get all of the items in Aoger's lreasure Hunt), skip chead to Chapter

Five of the walkthrough to get the item Iists ond strotegies

The Ancient Ruins of Mosel mark the spot where the scriptures say the sun god Apris and the three
moon goddesses flew off into the sky. The scriptures also indicate that the eight children of these
gods often gather here in the sacred “Round Table” chamber.

Ladder notched in column

[ Floor BIF, Subterranean Passage |

MAP COMPLETE:
1/1 SCALE BUNNY

| Floor B2F, Deepest Reaches |

| 5

DS eoerrres O otaarres (Y Pergect e
[ ) Sunthesis Moteriols




0= HP _MP.
Demon Imp 5000 1500
LJD Maoge 246 4928 1200

10= HP_ MP
Enforcer 52000 19000
Procloimer 347 93000 14000

MP
R quoregia 31 39000 3000
Current Rider JBUDU 3000

Rainbow Core 352 I?&SD g2
10 HP MP
Greater Demon 180000 30000
Nova Blaze JE[I 135000 40000
Robin Wind 365 IEUDDD 30000

A STRANGE GAME OF CHESS

There are three sets of statues arranged in

triangle within the inifial chamber of the
Ancient Ruins of Mosel. Stand in the middle of
the circle in between them to hear an expla-
nation of their purpose. You must view this
cutscene to open the door to the main part of
the Ruins.

Pay ottention to this cutscene to
determine how to solve the puzzles
throughout the Ruins. In foct, take
notes!

The puzzles that unlock certain doors in this
dungeon are roughly based on the rules of o
game commonly known os Rock, Paper,
Scissors. The concept shown by the animated
model is fairly simple. Each of the three pieces (Symbologist, Thief, Warrior) is strong against one
piece and weak against the other. If you were to plot their relationships with one another in a trian-
gular format, here's what you would get:

| WARRIOR

THIEF

svmaoLoaisT gl

In other words. ..
The Warrior overpowers the Thief, but is easily conquered by the Symbologist.
The Thief overpowers the Symbologist, but is easily conquered by the Warrior.
The Symbologist overpowers the Warrior, but is easily conquered by the Thief.

There are three puzzles that follow this for-
mat in the Ruins. You must correctly solve
each one fo gain admittance to the Round
Table chomber and the negotiations with
Airyglyph. When you find one of these puz-
zles, examine the statues and you'll receive
the option to choose an opponent piece.

Choose the one that you think will defeat the Froare T Sos B e I

black piece. puzzle.

If you choose correctly, your piece
will decimate the other!

Choose your prece from the list.

If you are having trouble solving the puzzles, the solutions are as follows. To defeat the Thief in the
room fo the west, choose the Warrior. To defeat the Warrior in the east room, choose the Symbologist.
Finally, to defeat the Symbologist in the ante-chamber to the Round Table room, select the Thief.

THE WATER VEIL

The most important item on the main floor of
the Ruins is the Aqua Veil, which is located
inside a treasure chest in the antechamber to
the Round Table room. With this item in your
inventory, you can travel through the Dunes
without fear of running out of water.

The Aqua Veil 1s like the camel of the
Stor Ocean world. It holds more
woter thon you could ever use!

THE LOWER FLOORS OF THE RUINS

The lower floors of the Ruins are sealed off by large stone tablets. No one knows what or who inhab-
its that area, but rumor has it that a magical Ring of Disintegration is all that is needed fo access the
area and its treasures. However, once you get the Ring of Disinfegration, you may want to hold off
exploring this area. The monsters here are extremely fierce and you must defeat three difficult boss-
es before you reach the lowest floor. We recommend that you wait until you return here in Chapter
Five before venturing down below.
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EMBASSY AFTEARMATH

At the end of the meeting between the King of
Airyglyph and the Queen of Aquios, you are
charged with a new task. Now you must escort
the Queen to Peterny, then trek to Castle
Airyglyph 1o pick up o new team member.
After that, it's off to the Mountains of Barr
where you and your mates get a chance to
talk the Marquis of Dragons, Crosell, into
helping out humanity. During this time, since
you must travel over most of the areas of
Elicoor you know, consider catching up on your
Private Actions and recruit any of the
Inventors you've missed.

THOSE ARRDGANT
NOBLES!

After you fimish the task of
escorting the Queen, talk to
the two nobles at the table
in the lobby of “The Front
Door” Luxury Inn. The
Prodigal Viscount Eli does
not take kindly to being
interrupted and says so

quite bluntly. Lady Gina 1s

they accuse you of lacking!

PICKING UP ALBEL NOX

Before you start odventuring, drop
off the Queen in Peterny.

If you
to be brought do

talkir

less critical, but she makes up for it with her condescension.

Perhaps these nobles need to learn some of the manners that

The first thing you should do before heading
off to the Mountains of Barr is to go fo
Airyglyph Castle and pick up Albel Nox. Albel
Nox is Airyglyph's chosen representative on
your embassy to the dragon Crosell. Upon
reaching the Castle, you are greeted by Count
Woltar, who guides you to where Albel is
being held. Follow him to the cell (or face the
consequences!) and Albel joins your party on
a ftemporary basis unfil the end of this
Chapter.

THE BIG WEDOING PUSH

You'll never guess what happened to
Albel after you defeated him!

S0, do you feel like playing match-
maker?

Now that relations between the kingdoms of
Airyglyph and Aquaria are thawing, King
Airyglyph is starfing to think of marriage.
Specifically, he’s thinking of marrying his old
childhood sweetheart, Elena Frahm. You can
help bring this union about by being their go-
between. Start by talking to King Airyglyph
while you're in town picking up Albel Nox. If
you want fo help, agree to carry a letter to
Elena in Castle Aquaria

Agreeing fo deliver the King's letter is only the start of this large sub-event. Once you give Elena the
letter, she asks you to deliver o message of her own. Relay her message back to the King and await

his response.

Fayt
"Arzy!?
Is that what you really call him?"

The plat thickens.

Later on, affer you win Crosell over to your
side and return to Castle Aquaria, check back
with Elena in her room to overhear an inter-
esting conversation between the two ex-sweet-
hearts.

But the story doesn't end there. When you

What's going to happen next? return fo Elicoor Il in Chapter Five, check back
with the housekeeper who takes care of the
room designated for the Queen-to-be.
Wedding plans are in the air, but the bride

might not be who you would think!

THE SHORTCUT BETWEEN RIRYGLYPH AND RRIAS

The best thing about having Albel in your party is that it opens up a shortcut between Airyglyph and

the village of Arias. Lok for a Dragon Brigade soldier hovering outside the entrance to Airyglyph in
the Traum Mountains. He'll gladly fly you and your party members to o point by the Bequerel Mine
outside the entrance to Arias. This shortcut remains throughout the rest of the game!

Look for Rlbel’s friend outside Riryglyph or the Bequerel Mine to trovel to the
other location



CHOOSING YOUR
SEVENTH PARTY
MEMBER

Once you pick up Rlbel Nox

-

from the dungeon in Riryglyph
Castle in ME #52, it's time to
start thinking about which of

the Elicoorians you want to A midnight conversation in Peterny

be the seventh permanent determines whether or not Albel

becomes your seventh porty member

character: Nel, Rlbel, or
Roger. While there are obuious
pros and cons to each char-

loter on. If you dor’t want Albel to
fill that slot, don’t stoy at
Door" Luxury Inn in Peterny!

The Front

acter, consider making the
utihitarian choice and go with
the character you've used the
most so far. If you are think-
ing hard about Ribel, the
newest member of your group,
remember that you have until
right before you take on
Crosell to make your final

)

———a )

decision.

If you see this cutscene, then Roger

becomes your seventh party member

in Chapter Four.

The six permanent members
in your party are: Fayt, Chiff, Maria, Adray, Mirage, and
Sophia. You pick up Sophia in Chapter Four, while Adray and
Mirage take their permanent places in Chapter Five. You
have no choice when it comes to these characters.

Peppita appears again during Chapter Four, after the seu-
enth slot has been filled. If you decide to take her on as
your eighth permanent party member, you cannot recruit the
other two Elicoorians that you left behind in Chapter Four.

Your choice i1s ultimately decided by your participation—or
lack thereof—in two events. If you want Nel Zelpher to
become your seventh permanent member, don't do anything.
Specifically, don't participate in either of the events dis-
cussed in the following sections. Basically, Nel i1s the
default seventh party member, which 1s appropriate con-
sidering the amount of time she spends in your party while
you are on Elicoor |l

If you want Albel to become your seventh permanent mem-
ber, simply participate in PR +«45 and choose the second
answer [“Not really.”] when Ribel insists that you hate him.
By doing so, Rlbel appears during events at the Kirlsa
Training Facility 1n Chapter Four and takes a permanent
place in your party. If you choose not to see this PR, or you
decide to choose the first answer [“| hate you.”], you can
recruit Albel as your eighth permanent party member when
you return to Elicoor Il 1n Chapter Five.

If you want Roger as your seventh permanent member, head
to Surferio after ME 52 and enter Lucien’s house across
from the shop. Helping Roger out of a tight spot with the
rival gang earns you a solid place in his heart. As a result,
it 1s Roger who comes to help out during a certain event at
the Kirlsa Training Facility in Chapter Four. This Little
scene appears only i you recruited Roger in PR « 25 and
only if you didn't participate in PR «45 with Albel and chose
the second response. If you've done either, then nothing
occurs when you enter Lucien's house. However, If you
recruited Roger 1n PR «25, but elected not to see this
scene, then you can still recruit him as the eighth perma-
nent member in Chapter Five.

PREPRRING FOR THE MOUNTRINS OF BARR QUEST

Before entering the Barr Mountains, equip the three members
of your battle party with Amulets of Freedom. The reason for
this 1s simple: The dragons that live in the Barr Mountains
can cause paralysis with their attacks. If more than one
member of your battle party gets hit with this malady, there
1s 8 good chance that you will lose the battle or use up too
many healing/resurrection items. The Amulet of Freedom pro-
vides immunity from paralysis, making i1t your best friend in
this dragon-infested ares. You can make 1t through Item
Creation or, If you registered the patent on the one you
found 1n the Bequerel Mine, you should be able to buy two
more in the stores

Thi

Amulet of Freedom

Seriously, the Amulet of Freedom is the best woy to level the playing field in
the Mountains of Barr regian! Buy or make enough for oll three members of
your battle party!
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The Mountains of Barr is a large complex of mountain paths, caves and even an ancient subter-
ranean building. This area also contains the famous location of the Dragon Road, a path King
Airyglyph | is said to have traveled to speak with the air dragons at the top of the mountains.
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10s HP MP
ﬂqW egio 030 oo 1800
Brass Oragon 067 11500 380
Feral Orogon 167 13000 aere

Red Beast 355 15000 80
Robin Wind 362 50000 1800
Spawn 406 6160 c80
Toodpole 927 8500 280

HIDDEN ENTRANCE TO THE BAARR CRVES

The Mountains of Barr is a fairly large areq, so it helps fo know where to go and when 1o get your
loundry list of objectives completed. First, take on the Blue Dragon Zombie inside a cave at the top
of the mountains. To get there, cut through the Barr Caves. Look for a hidden entrance on the left
side of the waterfall midway up the path.

Next, head north through the caves and turn right when the tunnel dead-ends. Back outside, contin-
ve heading north up the path past a dilapidated workshop. Turn left at the fork and follow the path
until you reach a Save Point. The first boss is located inside the cave: the Blue Dragon Zombie.

The entrance to the Blue Dragon
Zombie’s cave 1s under the waterfoll.

Look for this entronce behind the
woterfall's sproy.
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FORGING THE DRAGON FLUTE

After defeating the Blue Dragon Zombie, take
the Dragon’s Windpipe and head back down to
the workshop you passed on the way up.
Approach the workbench fo turn the Windpipe
into the Dragon Bone Flute.

Use the workshop facilities to turn
the Oragen’s Windpipe into the
Orogon Bone Flute.

PASSAGE TO THE DRAGONS' NEST

This dragon won't attack you,
olthough its tight grip may make

To access the next part of the Mountains, you
must backtrack to the entrance of the Barr
Caves beneath the waterfall. Head north and
east up the mountain until you reach a gully
filled with bones where a dragon flies over-
head. Stand beneath the dragon and eventu-
ally it will grab you in its claws and ferry you
1o is nest on another peak.

Upon landing in the dragon'’s nest, head down-
hill past lots of baby dragons and porcupines.
Ideally, you don’t want to kill many of them,

but going on a rampage has no effect on your relationship with your party members. At the botiom
of the hill you'll find o small cave inhabited by a strange looking baby dragon. It is here that you learn

how to use the Dragon Bone Flute.

Breath ottocks ore o big part of the
Blue Dragon Zombig's arsenal.

To unleosh Nel’s Shadow Wave ottack,
sneck her around to the side or

back of the dragon.

The Dragon Bone Flute emits four different tunes depending on how hard and long you press the Circle
button. Use the expressions on the baby dragon’s face fo learn how to play each song.

To ;ier[arn the 'H[J[)py' tune, press«
the Circle button short and softly.

To perform the “Sad” tune, press the
Circle button short and hard.

To perform the “Ployful” tune, press
the Circle button long ond softly.

To perform the “Angry” tune, press
the Circle button long ond hord.

Practice playing the different tunes until you can do them ot will. The Happy and Playful tunes are
the hardest until you determine what constitutes a soft button press. After mastering the flute, drop
down info the Barr Caves through the chute at the end of the cave.




THE TAPESTRIES AND THE DRAGON FLUTE

The Dragon Bone Flute comes into play when you go fo open the door 1o the Ruins of Barr. A large
relief painting of o “happy” dragon blocks the entrance. The adjective “happy” provides a due fo
your next move. Pull out the Dragon Bone Flute and play the corresponding “Happy” tune. Do so

correclly and the painting fades away, leaving an open door. Play the wrong tune and a dragon mate-
rializes out of the painting.

Ploy the “Hoppy” song on the Drogon Bone Flute to make the painting of the
“hoppy " dragon disappear.

This obstacle is common throughout the Ruins of Barr, with the most difficult puzzles featuring tap-
estries that change from one expression to another, forcing you o play o series of tunes fo make the
painting disappear. You can identify the emotion(s) the dragon paintings express by examining them
or by the color of the dragon’s eyes. Angry dragons are red, sad ones are a grayish-blue. Happy drag-
ons have yellow eyes and playful ones glow green.

THE PUZZLE OF THE CROSS

Once inside the Ruins of Barr, head into the
main chamber (after opening the door with the
Dragon Bone Flute). A large cross that is made
of illuminated files is in the middle of the floor.
Approach the lorge dragon tapestry on the
north wall to find out about the next step.

The teom looks ot the Iai'qe felw[
ond ottempts to figure out their
next move.

Basically, you must illuminate the tiles that comprise the cross, then find the Dragon’s Cranium and
offer it while standing on the middle file. This causes the door to the Urssa Lava Cave fo open.

Finding the Dragon’s Cranium is easy. Return
to the entrance of the Ruins and look for the
painting of the angry dragon on the east wall.
Open the door with the Dragon Bone Flute
and explore the lab within. The objective you
seek is inside one of the specimen jars on the
shelves.

You'll find the Drogon's Cronium only

after you witness the cutscene by the

large painting in the main chamber.

Four of the files in the cross light up when you step on them, but you must find switches for the rest
of them. There are two switches in the east and west wings of the Ruins. The final switch is in the last
room in the north wing, past two dragon paintings. After turning on all the files, stand on the center

tile and watch what happens.

With the Oragen’s Cranium n gﬁifr-
inventory and the cross’ tiles all Int,
it’s time to stand on the middle tile
and open the door to the Urssa
Lava Cave.

Step on the switches to turn on
some of the tiles remotely.

¢
bx

|& oW

Foyt gats cought up in Rising Streom

while Morin prepores ta dodge it

1s olso o good long-range ottock ta

use ogainst Robin Wind.

Maria's eostly chowmed Riming Device
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|_Crosell’s Lair |
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The Urssa Lava Caves are a series of lava-infested caves where the air dragons are said fo live.
The King of these dragons is the Marquis, also known as Crosell. However, explorers have also
found strange, rabbit-shaped arfifacts, leading them to believe that the air dragons aren't the
only creatures that call these caves home. ..
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l.ﬂa HE UP
Albel 3 o 120000 50000
Crosell ' 13 23000 4200

Fire Zombie 168 16200 50
Freyo** 9 2000000 30000(
Ghostly Hog 186 13600 65
Mogmo Mon 127 22000
Novo Bloze 35 15000 60

THE RABBIT ARTIFACTS

While exploring the Urssa Lava Caves, you can't help but run info some rabbit-shaped artifacts. Take
the door to the northwest, the one with a carving of a rabbit on the front. There's even a rabbit stat-
ve in the southeast corner of the caves. To solve the mystery, take the advice inadvertently written by
the Bunny and examine the back of the statue for a key.

The Bunny inaduertently reveals the
location of the key in its note.

Examine the back of the rabbit stot-
ue to find the Rabbit Ears Key.




Use the key o unlock the door, then follow the
steamy path to the workshop hidden in the
lorge crag. Inside you'll find the inventor
Vonilla, who is o craftsman of unparalleled tal-
ent. He knows how to create the one item that
you'll need to get past the volcanic rock block-
ing the door into Crosell’s Lair: the Ring of
Disintegration. However, you must first pay

him a fee and get him a required gem.

Time for a rood trip!

Next comes the fee! Vanilla graciously lets you
pay what you can for the Ring. You have your
choice of three fees: 1,000 Fol, 10,000 Fol or
30,000 Fol. If you have 10,000 Fol it is
strongly recommended that you give Vanilla
that amount. In return, you get the Ring of
Disintegration and the Gutsy Bunny
accessory s well. This item boosts the power
and value of older, weaker enemies. While it's
not likely to be an item you'll use all the time,
this is the only time and place to acquire if!
If you pay 1,000 Fol, you only get the
completed Ring.

Vanilla’s workshop 1s tough to find
omidst gll thot smoke and steam.

First the gem! Vanilla needs a glowstone fo
create the ring. The glowstone is located
behind a large block of ice near the exit of
the Airyglyph Aquedudts. Vanilla provides the
Disintegration Bombs needed to break
through the ice, but you need to return to
Airyglyph to do the dirty work. Basically,
Disintegration Bombs work only on ice. You
con use them as much as you want in the
Airyglyph Aqueducis fo get info new areas,
but they are worthless outside of that area.

Seriously, 10,000 Fol ot this point in
the gome 1s nothing! Don’t pay any
more or any less for the Ring of
Disintegration!

BACKTRACKING TO AIRYGLYPH

After talking to Vanilla, head out of the Mountains of Barr and take the shortcut o Airyglyph. Head

into the Airyglyph Aqueducts and use the Disintegration Bombs on the duster of icebergs to the right.

The treasure chest with the Glowstone is of the end of the hidden niche.

The Glowstone is inside o treasure chest near the Airyglyph entrance to the
Rqueducts. Clear owoy the ice with the Disintegrotion Bombs and cloim your prize.

With the Glowstone in hand, return to Vanill’s
workshop in the Urssa Lava Caves and give
him the stone. Once you have the Ring of
Disintegration, you can break through the vol-
canic rock covering the door to Crosell’s Lair. Of
course, there are other things fo do first! This
is a great time fo level up, catch missed Private
Actions (this is your last chance to see any of
the seventh member PAs!), recruit Inventors,
and so on before fighting Crosell.

With the Ring of Disintegration in
your inventory, you can now get all
of the blockaded treasure chests
throughout the land!

PREPRRATION FOR THE BATTLE WITH CROSELL

Before you leaue the Barr
Mountains area to get the
Glowstone n RAiryglyph,
recruit the Richemist
Misty Lear using the Spirit
Stone you found In the
Ruins of Barr. Misty Lear

han h rr
engs out by the Be Give Misty Leor the Spirit Stone you

found in the Ruins so she con save
her daughter's soul

Mountains Workshop

One of the reasons you
haven't been gwen any
aduice about customizing
weapons through synthe-
sis or making cool things
through Item Creation s
because there reslly
hasn't been a need yet.
Misty Lear changes that
notion. She I1s an important

Orichalcum 1s a weopon's best
hire because she has the [riend!

remarkable ability to cre-

ate the ore Orichalcum

This meterial possesses

two factors that you will want to synthesize to your party’s
weapons: “ATK +500 [1])” and “Suruive on Fury when incap [50% suc-
cess).” The second factor 1s nice to haue and can prove to be 8
lifesaver when 1t works, but the really key factor on Orichalcum 1s
the “ATK +500 [1).” This factor, when synthesized to @ weapon,
increases the ATK stat by S00 points. Furthermore, the (1] ndi-
cates that you can refine the item with that factor (either the
weapon 1t's synthesized to or the ore itself] using “Specify Plan”
and there's 8 good chance that it will duplicate. The “ATK +500 [1)"
factor stacks, so the more you have on a weapon, the higher the
ATK stat!

To create this precious ore, use Misty Lear, Mackwell and
Maria on a line in Original Creation mode and look for 8 cost
that's in the low 5000 Fol range. These three are the best
Richemists in the game so far and, If you have the Richemist's
Stone in your nventory [it's located inside a chest in the
Mosel Dunes area), it will boost your line's total talent points
by 20, gving them more than enough tslent to creste the
item. Save your game and put all of your signed inventors on
standby status under Change Orders before starting Item
Creation. This way, If the inventors fail to create the gem
quickly, you can reload the game and start again

With the Orichalcum in
hand, you can try to
refine it through Specify
Plan to duplicate the
“ATK +500" factor or you
can synthesize 1t imme-
diately to @ weapon and
perhaps try to refine it
then. Ultimstely, what
you do with the ore depends largely upon how much Fol you

|

Maria's Pulse Gun ofter refinement.

have and the state of your materials inventory. You should be
able to synthesize at least one Orichalcum to the weapons of
the three people in your battle party, or grestly improve 8
single weapon.
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A SUGGESTION
- Try refining the Orichalcum once to duplicate the “ATK +500 (1) factor, then synthesize it to Nel's Blades of Ryusen weapon. Now refine the
Blades of Ayusen until you duplicate the factor two more times, adding 2000 points to the weapon’'s ATK stat. At this point, you may be out
of Fol, so you can't do anything to your other characters’ weapons. It 1s recommended that if you attempt to beef up only one character’s
weapon, make sure that the weapon doesn’t have any elemental attributes associated with it or else all of your work will be rendered worth-

less when you encounter some of the bosses in Chapter Five.
Chapter One

Now, let's desl with the ethical side of this 1ssue! Is this cheating? Well, the reason 1t was suggested to focus on one character’'s weapon
at this point 1s because it helps you with one battle [the upcoming showdown with Crosell) while not making things too easy when you fight
some of the bosses in Chapter Four.

Chapter Two

Item Creation becomes 8 huge part of the game by Chapter Five and 1s @ much more interesting way of making your characters more
powerful. In fact, by the time you return to Elicoor in Chapter Five, you should ensure that all of your battle party’s weapons have been

boosted by 1000 to 2000 ATK points. After a while, you realize 1it's just a part of the game to be used as you wish. In fact, the last bosses
Chapter: Four in the after-game bonus dungeons can only be beaten with characters at the max level using weapons maxed out with synthesized factors!

Chapter Fiue
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Crosell 1s not impressed with humans
ot oll! You must prove yourself in o
test of strength!

Mario, with her recently enhanced
gun, mokes quick work of Crosell in
the first battle.

| @ b

Compared to Crosell, your teommotes
look like ants! Stay owoy from his
feet or you'll get smoshed.

Ooom Raid does o lot of domoge, but
can be defended agomnst. When you
see Crosell start to jump, stop whaot
you ore doing to activate your Anti-
Attock Aura

At the end of the bottle, Crosell
hanors his agreement. Now all thot's
left 15 the chimactic ending to
Chapter Three!




MAP COMPLETE: N/R

The Diplo is the flagship of the anti-Federation organization, Quark. Although ranked as a Diplomatic
Flagship class ship, the Diplo has been modified extensively using diverted military ports to boost its
defensive and offensive copabilities While it might not be able to stand up to o direct ottack from o
Battleship class spaceship, it can still handle itself in most skirmishes

NEGOTIATIONS FOR THE
PRISONER EXCHANGE

Once aboard the Diplo, the negofiations with the Vendeeni start almost immediately. While plans are

being finalized, make plans of your own. Since leaving Elicoor 11, your party hos dwindled to three
members: Fayt, Cliff, ond Maria. Outfit them for the battles ahead, tweak their Battle Skills, and heal
them in the infirmary on the Upper Deck

To trigger the departure cutscene, talk fo oll 14 crew members (including Mirage, Cliff, and Maria) on GETTING STARTED

the upper deck and lower deck. Don’t be misled by Maria’s command that you rest for a while; there

is no room allotted fo you onhoard the Diplo. After speaking to everyone, change floors and an Talk to the technician in the If you're hauing trouble getting this

announcement comes over fhe intercom ordering the away party to the transporter room Infirmary for free healing. announcement to sound, go back CHRRRCTERS
around the two decks and moke sure
that you've found oll of the crew
members. There are Il on the upper
deck ond three on the lower one.

BONUS DUNGEONS

Cutscene: The Vendeeni’s Treachery. To continue the event, )
refurn to the 4th floor. EVENT TRIGGER Defeat the first
group of Vendeeni Soldiers
MEO Cutscene: Maria Returns to the Helm. The gome switches fo
Disc Two midway through this event. To trigger the end of
the event, falk to everyone on the Upper and Lower Decks 1) Defeat Biwig and two Vendeeni Soldiers

of the Diplo. EVENT TRIGGER: Once on board the Diplo, party, At the end of the cutscene, talk to Commodore SUB-QUESTS
go 1o the ship’s Bridge , Witticomb ond Maria before heading 1o the Guest Room to —

1. EVENT TRIGGER: Continuation of ME #66
Battling Biwig provides the opportunity to win the follow i Mt ITEM CRERTION

ing Battle Trophies: BT #103 and BT #104

Cutscene: A New Enemy Emerges. At the end of this event,  [LGILLURINIILE
Sophia Esteed and whomever of the Elicoorians you chose
1o become your seventh permanent party member in
Chapter Three (Albel, Nel, or Roger) officially joins your

8 MINI-GAMES AND

Ask Cliff, infomous member of rebel group Quark, how he  JLE'H
feels about riding in a Federation Battleship. AVAIL: After BRIV NS

M@ PAGE 074 ME #67, before you rest in the Guest Room —
Cutscene: Rescuing Dr, Leingod. EVENT TRIGGER: Mee!

Maria ond the rest of the away team by the Transporter Mo
Rowm um e D : Cutscene: Farewell, Elicoor. EVENT TRIGGER: Defeat Biwig < Talk to Sophia about the events of the day, especiolly the

revelation of Professor Leingod's secret research. AVAIL
After ME #67, before you rest in the Guest Room. h
@ Defeat the two Vendeeni Soldiers. < I 1 93

BESTIRRY




04

Chapter One

e ———
Chapter Two
e ——

Chapter Three

Chapter Five

THE RETURN OF AN OLD FRIEND

Back on Elicoor I, Fayt thinks he sees something out of the corner of his eye. It turns out to be noth-
ing... or so he thinks. In actuality, as you will soon learn, what he sees is the figure of the character

who will become your seventh permanent party member.

Nel, Roger, or Albel makes his/her official appearance once you head back up to the Arena during ME
#65, after the initial battle with Biwig’s guards. Unfortunately, like Sophia, your chosen pal sustains

an injury that keeps him/her out of battle for a while.

Remember, the character who joins you in this event is determined by your actions during the lost part
of Chapter Three. Please refer to the sidebar about choosing your seventh party member in the walk-

through section for Chapter Three.

PA0

While making preparations fo go down to the Moonbase,
visit Sergeant Gilm's room. AVAIL: After ME #67, after
you rest in the Guest Room.

Cutscene: Beaming Down to the Moonbase. After
Commodore Wittcomb’s briefing, heod to the Aft Long
Distance Transporter Room at the end of the Central
Corridor. EVENT TRIGGER: Return to the Bridge affer
resting in the Guest Room

Cutscene: Arrival on the Moon. EVENT TRIGGER: Using
the Aft Long-Distance Transporter Room on the Aquaelie

So who did you choose as your seventh porty member?

Of course, you won't be able to use your old friend in the next battle. He or
she officially rejoins your porty when you return to the Oiplo.

Defeat the Proclaimer. At the end of the battle, Peppita

Rossetti temporarily joins the party.

Battling the Proclaimer provides the opportunity to win two
Battle Trophies: BT #105 and BT# 106.

Peppita works her magic on Leon in the Tovern, cousing
him to open up the treasure-filled storeroom

(utscene: Answers af Last! EVENT TRIGGER: Enter
Professor Leingod's Lab.

M@

M@

(7T

Cutscene: Return to the Aquaelie. At this point, you have
the opportunity fo make Peppita Rossetti the final permo-
nent member of the party. To leave the Moonbase, return
to the Transporter pod. EVENT TRIGGER: Enter the Main
Recreational Zone ofter viewing the film in Professor
Leingod's Lab.

Cutscene: Attack Against the Final Line. EVENT

TRIGGER: Once onboard the Aquaelie, go to the bridge.

Tolk 1o Sophia af her computer ferminal. AVAIL: After ME
#71, before you rest in the Guest Room,




4391300 500 '

M@

Cutscene: Trouble Around Styx. Affer the cutscene, proceed
to the Aft Long-Distance Transporter Room 1o feleport to the
Shuttle. EVENT TRIGGER: Resting in Fay!'s Guest Room.

Cutscene: The Aquaelie Takes on the Executioners, At the
end of the event, exit the Shuttle through the transporier.
EVENT TRIGGER: Transport on the Shuttle Calnus from
the Aquoelie

Cutscene: Let's Go fo the Time Gate! After leaving the shut
tle, look for the Time Gate at the north end of the area to
continue the event. EVENT TRIGGER: Teleport to the sur
face of Styx from the Shuttle.

| ':Dm_,l

o

Biwig enters the bottle with o guard
of two Vendeeni Soldiers. You've
faced this type of enemy in the
Shrine of Kaddan, so use your expe-

clences when fighting this group.

Use Maria to ottack from ofar while

Cliff and Foyt attack from the front

lines. Aiming Device 18 very easy to
I e
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The Aquaelie falls into the Battle Class of ships. As one of the newest types of ships in the Federation's
arsenal, it sports the latest defensive and stealth technology. Its arsenal isn't bad either. Commodore
Wittcomb, a highly decorated chief of the Federafion forces, commands the Aquaelie.

R NEW FRCILITY

The Battleship Aquaelie introduces a new element to the game:
The Game Room. These are similar to the ones you encountered
way back on Hyda IV st the Grantier Resort Hotel, except now
you cen use them to access uirtusl versions of the Armorer,
Quthtter, and Workshop in Peterny. These “Game Rooms” also
appear on the Moonbase and in the town of Arkives. While you
might not be able to use the Armorer or Outfitter very much, the
Workshop 1s slways useful, especially since you cen still

transfer any of the inventors you've signed to this virtual shop.

SUMMIT STREET ARMORER

A T 3 1 117 e B i S LR B IS 1o e Y 2 1 B
IIEM PRICE

Bastard Sword 750 Fol

Fine Gauntlet 700 Fol 3 B r
Silver Dagger 660 Fol 6“‘[) @A@ 6“9 G.A@
Heauy Armor

Anointed Chain Mail 3500 Fol

Scholar's Bracelet 2750 Fol

Warrior's Bracelet 3250 Fol

TWILIGHT HOUR DUTFITTERS

B e === ===}
ITEM PRICE

Compounding Elixirs 120 Fol

Cooking Ingredients 120 Faol
Silver Ring 1750 Fol

Clone Generator 350 Fol

Fresh Sage 310 Fol




TWO NEW PARTY MEMBERS TRIP TO THE MOON

In between the time you return to the Diplo and transfer over to the Aquaelie, two characters re-join For the trip o the Moonbase and Prof. Leingod's Lab, the party travels on the Federation Battleship

your party on a permanent basis. The first is Sophia Esteed, Fayt's best friend. Sophia is a dedicated Aquaelie. This large ship has enough room for everyone to have their own stateroom. This means that
magic user but, af Level 1, you'll need to spend some serious fime training her. The second party mem- when the Commodore suggests that you rest for a while, you have a place to do so. It even comes
ber who re-joins the crew is the Elicoorian who rescued you during ME #65. From this point on, you complete with a Save Point. Remember ifs location (the first room on the right in the aft starboard
only have one empty slot left in your party. (Mirage and Adray, party members #5 and #6, join your residential corridor), especially when you need to move the action along! Just be sure that you talk
party permanently in Chapter Five.) to everyone before you go fo sleep, for fear that you miss out on something cool!

Albel signals his intent to remamn with the party. Healing 1s free when you go to the infirmary in the central corridor.

« (30 10 an armorer.
- GO to an outfitter.
- Go to a workshop.

- Stay here.
6 TED

You can wvisit virtual replicas of Peterny's Outfitter, Armorer, and Workshop CHARACTERS
through this UR terminal. -
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Ready for a nap? A stateroom has been set aside specifically for your use



The Moonbase is the commonly used nickname of Federation Stafion #5, a multi-purpose facility
98 built in orbit around Earth’s moon, Luna. It is here in the center of the Research Zone that Fayt's
: parents built their research lab.
oo
Chapter One — S
s et
Chapter Two
em— r——
Chapter Three

Chapter Five

[ Main Recreational Area |

["lohnndo Antique Shop” Ammrl ™ o

IR,K % (to Aquaelie)
P

{

i

N

l South Recreational Zone l

Transporter Point
(appears after ME #78 in Gemity)
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10s = 1= MP
Destroyer 135 26000 1600
L2 St:ngﬂv 242 15000 1800
Mini - Fly 252 12000 2000

THE ROSSETTI TROUPE REAPPERRAS!

When you first arrive at the Moonbase, it
looks pretty deserted. However, before
long, you run into a familiar face. It seems
that Peppita Rossetti and her family of cir-
cws performers are stranded on the
Moonbase with many of the other resi-
dents. Look for them in the Auditorium.

What 1s Peppita doing here?

Proclaimer 794 50000 50000
ROKUMONDO ANTIQUE SHOP SHOPPING CENTER
S e e T T e T L e Lo I LGN T L TR T S e R e o A S A o et g O [0 Sheiel® | T8 LLLPTT
ITEM PRICE ITEM PRICE
Physical Enhancer 800 Fol

32000 Fol

Ceramic Sword

Broad Axe 15800 Fol

Magician’s Rod 21000 Fol

32000 Fol

Ceramic Dagger

Ablative Armor 33200 Fol

30000 Fol

Analeptic

Sage

Lavender

Clone Generator

Fresh Sage

GETTING STRATED

CHRRRCTERS

BONUS DUNGEONS

PRIVATE ACTIONS

MINI-GAMES AND
5UB-QUESTS
—————

[TEM CRERTION

ITEMS
AND EQUIPMENT
|

BESTIRRY
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Chapte ] \ The Proclaimer appears in either one of these locations. Where you encounter
Q the Procloimer depends on whether you leave the main Residential Zone from the
northwest ar the southwest corridor

Chapter Five /
-~ ~ J //
aam ./

-

Pracloimers look like angels but Concel Bonuses with Morio’s Aiming

they are anything but! Device are o quick and efficient way to
defeat the Proclaimer. If you can build
the Concel Bonus up to 250%, the total
domoge inflicted s pretty steep.

The Proclaimer using its Oivine Wove
attack. Keep away from this one!

PEPPITA TAGS RLONG

After the Proclaimer boss fight, Peppita takes her turn as a temporary party member. Like Sophia, PEPPITR MRKES R
she also joins at Level 1, so if you really want to try her out, level her up somewhat and get her bet- BID TO STRAY WITH

ter quality equipment. THE PRARTY

Fortunately, Peppita knows the people who work in the main Residential Zone. While she's in your Upan returning to the Main

party, and before you participate in ME #70 at Professor Leingod's lab, visit Leon in “The Red Eye” Recreational Zone from

Bar. He knows where to get some good quality equipment that will definitely come in handy later on. Professor Leingod's lsb,

you can recruit Peppita

into your party as the
eighth permanent member.
If you choose to take
Peppita, then your days of

choosing party members
are over. You cannot recruit the other two alternate char-
acters [whomever i1s left from Roger, Nel, or Albel] when

- — - you return to Elicoor Il in Chapter Five. However, If you
How can you resist such o cute kid? Leon has the key to the storeroom

and Peppita has the key to Leon’s
heart! of the Rossett: Troupe at this time, that decision 1s final

decide to make Peppita stay on the Moonbase with the rest

too. You cannot return to the Moonbase and re-recruit
Peppita at a later time. So, what's 1t going to be? Do you
take Peppita along with you or do you choose from the
characters remaining on Elicoor Il [1.e. Nel, Albel, or Roger;

whomever did not become your seventh party member)?




TIME TO LERVE?

After finding the necessary information in Leingod's lab, it's time to return to the Aquaelie. Of course,
you don't have o leave right now if you don't want to. As you've discovered, the Moonbase is a great
place to level up your characters. The Destroyers alone are worth the fime and effort and you have free
healing and a convenient Save Point nearby. When you're ready to leave, return to the transporfer out-
side the main Recreational Zone.

If you are in the mood to level up
your charocters, look for clusters
of ODestroyers and fight them over
ond over. They provide good amounts
of EXP ond Fol, especially during
Bonus Battles!

_MONSTER NAME 10« HP MP____
{ C 55000 3501
Lue Aobo Gunner 36000 4000

297 12000 200,
Procloimer 394 50000 50000

Transporter Point

(appears after
ME #78 in Gemity)

The planet Styx is a mysterious place that's been marked
as a prohibited zone by the Federation. On its surface are
the remains of an ancient civilization, the most striking
feature of which is the mysterious Time Gate. Little is
known about the Time Gate except that it seems to enable
people to travel through time.

TRIP TO THE SURFACE OF THE PLANET STYX

The trip to Styx takes place on the Aquaelie. To make the time pass, rest in your stateroom affer
speaking fo the other party members and checking with the crew. When you awake, head fo the
Bridge fo find out the current situation, then head to the Aft Long-Distance Transporter Room and
teleport fo the shuttle, Calnus. When it arrives on the surface, leave through the back door.

THE TIME GATE

The trip to the Time Gate is fraught with dangers, mainly in the form of Proclaimers and Enforcers,
two of the Creator’s subordinates. The Proclaimers that appear as a normal enemy here are identical
to the one you faced as a boss enemy on the Moonbase. The Enforcers are similar in strength, but
you can use their lack of MP against them and try for an MP Kill.

Be careful while traveling fo the Time Gate. The distance from the Shuttle’s landing site fo the Time
Gate is great and the heavy fog and twisting paths make it easy to accidentally run into enemies. Set
your party's formation to Escape if accidental enemy encounters continue o occur. You'll have plen-
ty of opportunities to level up in a safer environment later on, before you go up against the next
group of bosses. There is no need to needlessly endanger your party (or inventory) at this point.

Recovery Point

Transporter Point

(appears after
ME #78 in Gemity)

. -//1
o

BONUS DUNGEONS

——————
PRIVATE RCTIONS

MINI-GAMES AND
SUB-QUESTS

ITEM CRERTION

b Shuttle Landing
Spot
e -

Recovery Point
The Time Gote 1s unmistokable. If you

feel like you're lost, don't be afraid

to refer to the map!

ITEMS
AND EQUIPMENT
—r———

BESTIRRY
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Chapter One

e e
Chapter Two

——
Chapter Three

————

Chapter Four

Eternal Sphere
Terminal Room
(Access to VR Armorer
Ovtfitter or Workshop)

Cutscene: Welcome to 4D Space! Obtain the
Authentication Disk. EVENT TRIGGER: (ontinuation
of ME #75

Defeat six Security Service soldiers

Talk 1o Albel and try to keep him from losing his temper
ond causing o scene. AVAIL: After ME#76 10 the end of
the gume

Arkives is one of the safellite cities where many of the citizens of the 4D Universe make their home.
It is comprised of three segments: the Satellite City itself where Fayt and his friends make their first
appearance, the residential area where Flad and his mom live, and the Spacefime Station that fies
together all of the cities in the 4D Universe. The strange sterility and calmness of the city seems odd
to Fayt and his group.

[ “The Amazing Don Quixote” | Satellite City

Cutscene: Hocking the Eternal Sphere. After the Cutscene
talk to oll of your party members while Mario works on
Cutscene: The Amusement Gity, Gemity. EVENT the computer terminal, then talk to Maria to start the sec-
TRIGGER: Take the Spaceime transporter from Arkives ond half of the event. EVENT TRIGGER: Tolk fo the
fo Gemity, then exit the station to view the city. woman in charge of the Eternal Sphere Terminal and enter

the Eternal Sphere

Register your team’s name for the Ranking Bottle mode
AVAIL: After ME #77 through the end of the game

When you enter the Eternal Sphere Terminal the first time,
Inventor Entry #7 occurs. You can now Iry fo recruit Ansalo
(Costle Aquaria, Mogistrate Lasselle’s Room); Puffy (Maze

of Tribulations, 5F); Aqua and Evia (Peferny, Center Area,

Temple).

Atop the Castle’s Watchtower, Foyt ond Sophio reminisce
about their past. AVAIL: Between ME #78 and ME #79.

The Bookwormish Runologist wants someane fo explain fo
him the source of the light that destroyed the Vendeeni
ship. AVAIL: Between ME #78 and ME #79.




I ipe Berries () Smithy Hommer (available ofter ME +77] ’ FLAD AND THE
L e Gerries () 36000 ol S —— = JAUTHENTICATION DISK
.. Upon first arriving in 4D Space, you meet a

THE AMAZING DON QUIXOTE young boy named Flad. Flad has a lot of things

to fell you about the situation with the Creator.
The most important thing that he gives you at
Physical Enhancer 800 Fol g Gl 2 g s " %
e Tasu e s this point is an Authentication Disk, which
Analeptic 3000 Fol you can use af an Eternal Sphere Terminal in
Basil 20 Fol the omusement park Gemity. Use the

Sage 20 Fol Spacefime Terminal af the heart of Arkives to
Lavender 20 Fol

Your first view of the 40 world!

travel there.
Clone Generator 350 Fol

Fresh Sage 310 Fol

THE SPACETIME STATION

The Spacetime Station links all of the cities of the 4D Universe together. However, cifizens are only
Cainmic Buard 32000 Fol granted access fo the places they have clearance to visit. In your party’s case, you can travel freely
Ceramic Gauntlet 35000 Fal between Arkives and Gemity, but nowhere else. Well, af least not yet.

Broad Axe 15800 Fol

Clown Shoes 32200 Fol

Magician's Rod 21000 Fol

Flaming Gun 37000 Fol

Ceramic Dagger 32000 Fol

Titanium Claw 35000 Fol

Ablative Rrmor 33200 Fol

Carbonite Armor 30000 Fol

Capsule Bed Zero-G Inn 1000 Fol/night

Travel between the sections of To travel to Gemity, go to the
Arkives using these transporters. Spocetime Station.

—

. 7N N2 4 GETTING STARTED
The Security Service goons ore gos- REMEREIRY

BONUS DUNGEONS

6@9 Find Roger on the second floor talking to. .. his girlfriend? Me© Cutscene: Help from the Developers. Obtoin Uninstaller. —

AVAIL: Between ME #78 and ME #79. REQ: Must have 1 179) EVENT TRIGGER: Approach the crossroads on the fourth
Roger in your party. floor, then follow Blair to the developers' room.

Cutscene: Off 1o the Sphere Corporation. EVENT
TRIGGER: Leave the Eternal Sphere.

PRIVATE ACTIONS

)
&=

QAQ Look for Albel in Crosell’s Lair. If you con defeat him in o PAGE 109 ::]:I SS:SETSS -
single battle with Fayt, you can recruit him os your 8th B Defeat Berial and Belzeber :
party member. AVAIL: From ME #78 fo the end of the
gome. REQ: Cannot have Albel in your party. Must speak
1o Woltar in Kirlsa to trigger PA

@ Defeat Albel

Defeat the four Security Soldiers - ITEM CRERTION

Dkt Aicsi tunity o win the following Battle Trophies: BT #125 and BT UL

3 L !T ' The battle oguinst Beriol and Belzeber provides the oppor =———

#126 AND EQUIPMENT
<BT : - ; 2 > &.»/  The battle agoinst Azazer provides the chance fo win the
: Provides th f Bonl - BESTIRRY
R ! 1k fllowing Bate Trophies: BT #107 and BT #108 Mo
Trophies: BT #198 and BT # Cutscene: Looking for Another Way Out. Find the Elevator

Control Panel in the northern part of the fourth floor, then '
use the elevators to fravel up 1o the 211th floor. EVENT y 103
TRIGGER: Defeat Berial and Belzeber :
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Chapter One

— —— —
Chapter Two

———
Chapter Three

e

Chapter Four

Gemity is the great amusement park created in honor of the Sphere Corporation’s masterpiece,
Eternal Sphere. The candy colored streets and plazas are lined with buildings, merchandise, and Entelupe
mini-games that come straight from the virtual world. The park is also home to the largest Eternal

Sphere terminal.

“The Princess’s Test Site
Pharmacy” Outfitter

“Musde Gardens”
Outfitter

(Free HP/MP Healing)

lemilis! [ ) Synthesis Materials () Aipe Berries () Book of Prophecies §
[ ) Aopid Invocation

e oS
-C

(utscene: Escope? EVENT TRIGGER: Enter the main
Eternal Sphere terminal room on the 211th floor

Cutscene: Tricked Again? Defeat the Proclaimer and
Enforcer, then prepare for the Convictor. EVENT
TRIGGER: Continuation of ME #82

Defeat the Proclaimer
Defeat the Enforcer

Defeat the Convictor

The battle with the Convictor provides the chance to win

the following Battle Trophies: BT #109 and BT #110. (PAQ

Cutscene: A Friendly Voice. EVENT TRIGGER: Approach
the shuttle londing site.

(1)

Talk to Marietta ond Stee arn about the Diplo’s love
wriangle. AVAIL: Between ME #84 and ME #85

Cutscene: Mirage Joins in the Fun! After Mirage Koas
joins the party, head to the Transporter Room. EVENT
TRIGGER: Talk fo everybody onboard, then talk to
Mirage on the bridge.

( @ | o “Romul’s Workshop of
N Weaponry” Armorer
- “Come Together Pub”
b o 3N L2 Tavern
Merpomet
(Heals Status Anomalies)

X5 “Unalterable Past” htory]

Albel goes to King Airyglyph XIll 10 ask for use of the Sword
of the Grimson Scourge. Obtain the Crimson Scourge.
AVAIL: From ME #85 to the end of the gome. REQ: Must
have chosen Albe! as your seventh party member,

Look for Nel and Rozaria on the temple floor. AVAIL
After ME #85 through the end of the game. REQ: Must
have seen PA #43 ond the other related events

Upon entering the city of Aquios after returning from 40

Space, lnventor #8 occurs. You can now attemp! to '
recruit Meryl (Peterny, East Area); Count Noppen ‘
(Airyglyph Costle, 2F); and Boyd (Arias, “Jock Potato”

Genero!

¢

Store).



REMUL STUDIO RRMORER
WELCOME TO GEMITY!
ITEM PAICE

Leser Weapon 42500 Fol Upon arriving in Gemity, you have full reign to explore the entire park. Gemity houses all of the mini-

Ablative Shield 46000 Fol games in the game, so check them out and have some fun. The prizes you can win here are pretty
Ceramic Sword 32000 Fol

cool, although you might not be able fo win some of the best ones unfil after you've completed the
Ceramic Gauntlet 35000 Fol

story porfion of the game. For more information on how 1o play and win ot the Bunny Races, Runic

Poleaxe 43000 Fol
Chess, and the Fighting Arena, check out the “Mini-Games & Sub-Quests” chapter. Keep in mind that
Magicien's Rod 21000 Fol unless you plan to suspend your actual gameplay and spend a lot of time here in Gemity, your access
to these games (and their prizes) is limited to this one visit. After leaving Gemity for the Sphere
Ceramic Dagger 32000 Fol

Corporation, you cannot return until after you complete the game!

Titanium Claw 35000 Fol
Rblative Armor 33200 Fol
Carbonite Armor 30000 Fol

MUSCLE GRRDEN OUTFITTER

ITEM PRICE
Physical Enhancer 800 Fol

Gemity 1s designed to look similar to If you need healing items, examine

Analeptic 3000 Fol the Eternal Sphere. As o result, some of this stand’s wares. Across
you'll find many of the same types of the way, you'll find someone willing

Sage 20 Fol shops and stands that you've used to heaol stotus anomolies for free,
ot other times n the game. too.

Life Saver 4800 Fol

Rapid Invocation 22400 Fol

Clone Generator 350 Fol
INTERLUDES IN THE ETEANAL SPHERE

The Eternal Sphere ferminal in Gemity provides access fo most of the worlds you've visited over the

THE PRINCESS'S TEST SITE PHRRMACY course of the game. The only one you cannot re-visit is Hyda IV. If you missed any treasures (don't for-

get you have the Ring of Disintegration now!) or just want to revisit old friends, take advantage of this

1IEM PRICE
Physical Enhancer 800 Fol
Mental Enhancer 1000 Fol

unlimited access. Once you leave Gemity for the Sphere Corporation, you forfeit the opportunity fo visit
any other world other than Elicoor Il until the end of the game.

Analeptic 3000 Fol
Basil 20 Fol
Sage 20 Fol

Lavender 20 Fol

Pomello Juice Varies
Fresh Sage 310 Fol

GETTING STRRTED

UNHLTEHHBLE PRST EHTEHY The Eternal Sphere terminal 1s Once Maoria enters oll of your
cleorly marked with the decal shown party's information into the comput- CHARACTERS
LIEM PRICE in the screenshot above. Entrances er, you can choose to enter the
Apple Pie 400 Fol to the terminal are found on both Eternal Sphere at one of four
sides of the circle. locatrons.
Cooking Ingredients 120 Fol
e

BONUS DUNGEONS

MO

Cutscene: The Queen Gives Her Permission. EVENT Defeot the Crystal Statue. — ——1
TRIGGER: Enter the Queen's Audience Chamber.

Upon entering the Great Temple after completing the quest  GGIULUILMINEH

The batile vith the Crystal Staue provides the opporturity in the Shrine of Kaddan, Inventor Entry #9—the final

1o win the following Battle Trophies: BT #113 and BT 114, entry—occurs. You can now ottempt fo recruit Chilico
0 win the following Botde Trophies o (Surferio, “The Faerie Tear” General Store); Osmon the MINI-GRMES AND

Sage (Airyglyph, Abandoned Temple); and Louise the 5UB-QUESTS
Diviner (Surferio, Private Home). — 1
ITEM CRERTION

Cutscene: The Next Stop Reveoled. EVENT TRIGGER: e
The battle with the Dark Eye provides the chance to win Enter the Queen’s Audience Chamber. TEMS

followi le Trophi # #
the following Battle Trophies: BT #115 and BT #116 AND EQUIPMENT

Defeat the Dark Eye

Defeat the two Dark Armor enemies.

Cutscene: The Sacred Orb. Obtain the Sacred Orb. EVENT > Sophia takes o moment to wax poetic about the fairy tale BESTIRRY
The battle with the two Dark Armor enemies creates the TRIGGER: Approach and examine the Sacred Orb. beauty of Castle Aquaria. AVAIL: After ME #88 (must leave
opportunity o win the following Battle Trophies: BT #111 the ity of Aquios first) through the end of the game
and BT #112.
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Chapter One
=——

Chapter Two

Chapter Three

Chapter Four

UANGURRD 111

While on Vanguard I, pay a quick visit to Niklos and Meena to see how they are doing. Of course,

while you're there, finish clearing out the freasure chests in the blocked parts of the Ruins of Coffi.

With the Ring of Disintegration, nothing can stand in your way!

Entrance/exit on Vanguard IlI

ELICOOR 11

There's a lot to do in Elicoor Il during this return trip. You should recruit your eighth permanent party

Check on Niklas and Meena while on
Vanguard 111,

member (if you didn't accept Peppita’s offer to help, that is) and check up on all of your friends

and allies.

Entronce/exit on Elicoor |l

BT

Defeat the Chimera.

The battle with the Chimera provides the opportunity to
win the following Battle Trophies: BT #117 and BT #118

Defeat the Stone Golem

The battle with the Stone Golem creates the chance to win
the following Battle Trophies: BT #119 and BT #120

1139

Cutscene: Sophia Opens the Gote. EVENT TRIGGER:

To recruit Nel, visit her in her room in Castle
Aquaria. When she asks you to sit and talk,
choose the second option—that you don't
have the time—to encourage Nel to join your
party. If you choose the first option—that
you have plenty of free time—Nel loses
interest in rejoining the adventure. It should
be noted that you cannot attempt to recruit
her a second fime.

To recruit Roger as an eighth party
member, talk to him in his parents’
home in Surferio.

If you want Nel to occupy the eighth
slot in your porty, visit her ot
Castle Aguario.

Head to Roger’s home in Surferio if you want
to recruit him as your eighth party member. In
this event, you have three options: 1. You can
opt to recruit the little guy; 2. Say no to his
offer; or 3. Just walk away. The third choice
allows you to attempt o recruit him again if
you change your mind about having him as a
partner. Mind you, this only works if you have
that eighth party member slot open!

If you want Albel in your party, you must defeat him in battle first! First, visit Woltar in his office in

his Kirlsa Mansion o find out where he's hanging out these days. Woltar sends you to the Urssa Lava

Cave, where Albel has been training night and day for another chance to defeat you. This battle pits

Fayt against Albel, mano-a-mano! If you choose to fight, consider upgrading Fayt's current sword

through Item Creation and/or leveling him up to about Lv 50 or so (this version of Albel is at Lv 49).

By winning the fight with Albel, you can choose to recruit him or leave him alone. If you don’t recruit

him at this point, you can wait for a later point in the game and/or take him on a second fime.

Talk to Woltar in Kirlsa to trigger
the event with Rlbel.

Take the right staircase in the Round Table Room to the

Gate Room.

a ‘L |
|

yy
y

Defeat the Amoebo Giant.

Defeat the Aurora Monster.

MeD

({5

Look for Albel in Crosell’s Lair in the
Urssa Lava Caves. He's aching for a
fight, so come prepared.

The battle with the Aurora Monster provides the opportunity
10 win the following Battle Trophies: BT #095 and BT #096

Defeat Spirit Trio.

The battle with the Spirit Trio creates the chance to win the
following Battle Trophies: BT #121 and BT #122

Cutscene: Blair Offers to Help. EVENT TRIGGER:
Confinuation of ME #89

Cutscene: Lucifer's Teleporter. EVENT TRIGGER: Enter
the Main Transporter Room.




“Yieoooo 50000 %5,

Albel i1s os swift os ever. He con Bombs with the obility to stun their

v
V. | black or parry most ottacks, so be torgets, are o good investment for

careful! this bottle.

ent doesn't occur. Instead, Adray joins the party when
loter on in the chapter.

MOONBASE

There's no real reason to return here unless you want to take advantage of the great leveling up pos-
sibilities of the Moonbase. Head to the South Research Zone and take on the two Destroyers in the
park by the northeast exit over and over again unfil your party reaches about level 50 or so. The
Destroyers are great opponents because each one is worth 5600 EXP and 2630 Fol. If you get a good
Bonus Battle Gauge chain going, your characters will level up at the end of every battle or two and
you'll earn enough Fol for Item Creation, buying new weapons and armor or just recruiting Inventors.
Remember, the time you spend leveling up now is time that you won't have to spend later on. At least

on the Moonbase you have free healing and a convenient Save Point nearby! Entrance/Exit on the Moonbase. Leueling up at the Moonbase 1s a B—
great use of your time at this point CHARACTERS
in_the gome!

GETTING STARTED

N : BONUS DUNGEONS
@ Defeat the Battlecopter. Defeat Pseudo Bloir ME@ Cutscene: Luther’s Final Act. EVENT TRIGGER: Enter ———
Luther’s Room at the top of the stairs on Level 10.
R i s PRIVATE ACTIONS
\ BT The battle with the Batlecopter provides the opportunity 1o i ,.; Defeat Ruktogias. @ S
win the following Battle Trophies: BT #123 and BT #124 . > Deleat Luther MINI-GAMES AND
L 5UB-QUESTS
/' Defeat the three Chimera Howks. (BT
\ The battle against Luther provides the opportunity to win
N the following Battle Trophies: BT 127, #128, #129, #130, ITEM CRERTION
M{Q Defeat the two Death Monsters. #131,#132, #133, #134, #135, #136, #137, #185
Cutscene: What happened to Bloir? EVENT TRIGGER: #189, #193, #201, 205, #209, #213, ond #22) |TE
Take the lorge Transporter to the Spiral Tower.
MEQ (utscene: The Gem Puzzles. To open the locked color-coded IND EQUIPMENT
MEQ® doors, find the corresponding set of crystals and turn the —
Cutscene: Psuedo Blair. After defeating Psuedo Blair, con arystals with the Ring of Disintegration fo match the color BESTIRRY
finue north to find the veal Blair. After doing so, defeat the of the door within the turn limit. EVENT TRIGGER
three monsters defending the crystal structures to free Examine the initial set of crystals inside the building

Blair. Return to the teleporter and Bloir will repair it
EVENT TRIGGER: Approach the center room on Level 2 I




CLERRANCE TO ENTER
SPHERE 2Il

When you're done in the Eternal Sphere,
return fo the Spacetime Station. While you are

. waiting for access to the Sphere, heal your
party and save your game. After all, if you get
: in, you can bet you'll run into some sort of

security force!
Chepter Two

When you're ready to leave Gemity,
Chapter Three go to the Spocetime Station,

Chapter Four
BLACKSMITHING BOOST!
Once you enter the Sphere
building, there's no leauing It!
Actually, you will get to leave
Entrance/Exit on the planet Styx.
1t but you won't be returning

to Gemity or Arkives any time

soon. Before you teke the
Return to Styx if you're in the mood for a more challenging place to level up your characters. Look Spacetime transporter over

for monsters on the southern half of the rocky path. If you're afraid to take on the Proclaimers, there there, reuisit RArkiwes and

e , Look for the elevator to the second
are plenty of other monsters to fight instead. Flad's home. Look for 8 treas-

floor around the perimeter of the
ure chest on the second floor  room. The treasure chest with the

and grab the Smithy Hammer Smithy Hammer 1s upstoirs,

/ inside. You'll find the 20-point
talent boost to your Blacksmithing skill very handy as you prepare
for the battles yet to come!




This building situated in the Lost City of the 4D Universe is the home of the famed company,
Sphere, creator of the virtual world Eternal Sphere. Access s restricted to employees and care-
fully screened guests. If you are granted access fo Sphere 211, don't be surprised when you
are transported directly inside the building. This is just one of a number of safety precautions
in place fo prevent terrorism or thefi.

D | e e e S P e A o S et Pl W,
e mitist [ ) Perfect Berries () Cooking Ingredients .
[ ) Analeptic () Trading Cord EX2 () 15000 Fol
[ ) Sunthesis Moteriols .. Phystcol Enhancer
[ ) Oremelo’s Tool Set .. Synthesis Materials
MAP COMPLETE ;

P Coser Beopon O betarEvrncer ————————— |
1/1 SCALE BUNNY
_MONSTER NAME 10s HP MP
490 Security Soldier ! 19000 500
Rzazer 40 93000 9000
Belzeber 45 62000 30000
Enemy
Ry & Incapocitator 4 223 17000 2600

d
4
S yagnganyeai

Lu3 Robo Gunner 273 45000 Y500
Security Soldier 383 12000 600

Recovery Point

Transporter
(appears after Game Clear)
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SPHERE 21l

(disappears after Game Clear)

Recovery Point

Save Point

(disappears after Game Clear)
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Nel gets caught in a L'rstal Prison.

80

Three attacks ot once olwoys keeps
on enemy unable to move and coun-

terattock.

BLAIR AND THE DEVELOPERS

GETTING STARTED

CHARACTERS

Sphere 211 is the corporate headquarters of
Sphere, the company responsible for the
Eternal Sphere and the root of your current
troubles. The 211 refers to the number of
floors in the building. At this point in the game,
you have access to 101 floors. The rest (from
Floor 101 to 210) remain sealed until you
complete the story portion of the game—and
even then you must pass the Maze of
Tribulations first!

g :
Upon first entering Sphere 21l the
elevators ore turned off. Keep track
of their locations on each floor for
later reference.

At this point, you must walk up to the fifth floor. From there, once you meet up with Blair and the rest
of her team of developers, you can turn on the elevators and use them to travel from floor to floor.

But we are getting ahead of ourselves. ..

Blair and her team of developers have their offices on the fifth floor of Sphere 211. They've pre-
pared a bunch of goodies fo help you, in addifion to the Uninstaller disk. Talk to Aire, if you need
healing. He corrects character parameters and is glad fo reset yours free of charge! Shar Zeit's sister,
Leiria, has created some great items. Talk to Shar Zeit first, then Leiria fo get Blueberries,
Blackberries, Fruity Potion, Verdurous Potion, Resurrection Elixir, and the Al Program.
Talk to Leiria a second fime fo visit her impromptu shop.

Meet Blair, your new best friend. She
knows most everything there is to
know about the Eternal Sphere and
the Sphere corporation.

If you are in need bf healing, talk to
Aire.
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DEBUGGING MODE

Chapter One
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Chapter Two
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Chapter Three
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Chapter Four

ITEM PRICE
Clone Generator 350 Fol
Basil 20 Fol
Sage 20 Fol

Lavender

Fresh Sage 310 Fol
Physical Enhancer
Mental Enhancer 1000 Fol

TAKING THE ELEVARTOR TO FLOOR 211

After the battle with Berial and Belzeber, it
becomes obvious that you must infiltrate the
Creator’s offices on the 211th floor of Sphere.
To do this, you need to turn on the elevators
af the breaker box in a room at the north end
of the 5th floor.

Exomine the panel to discover how
to turn on the elevators.

Leiria has same goodies. Afterwards,
you can purchase basic items at her
shop,

“
.M

fielzeber relies heavily on these
mid-range droin attocks. The vivd
color of the field mokes it easy to
dodge.

Nel fires Ice Duggers at Beriol from
behind while he gets in o few shots

After doing so, you have a choice: you can con-
tinve immediately to the 211th floor, or you
can explore floors 6-100 first. Exploring the
intermediate floors enables you to pick up lots
of Synthesis Materials as well as some other
rare items. However, once you arrive on o
floor, the elevator you took changes ifs pro-

gramming, allowing you to travel downwards
only. To confinue an upward trek, you must
find the other elevator on that floor.

The only elevator that can toke you
to the upper levels 1s the one on the
5"floor.

Floors 6-100 do not have floor plans unique

to each specific floor. Refer o the following table to determine which of the eight floor plans your
destination floor follows, along with potential treasures available. Each floor plan has up to five treas-
ure chests located on it; this table indicates whether the chests are full, empty, or simply non-existent
at that time. The “must-visit” floors include: floor 13 (Silver Chalice), floor 16 (Trading Card EX7),
floor 18 (Intellect+ Berries), floor 30 (Book of Prophecies 4), floor 47 (Intellect+ Berries), floor 50
(Trading Card EX8), floor 85 (Book of Prophecies 3), and floor 86 (Intellect+ Berries).
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GETTING STRRTED

CHRRACTERS

BONUS DUNGEONS
————
PRIVATE RCTIONS

————
MINI-GAMES AND
SUB-QUESTS
T

ITEM CREATION

—r————
ITEMS

AND EQUIPMENT
—

BESTIRRY




14

Chapter One

o — e
Chapter Two

e e —
Chapter Three

—

Chapter Four

changed forever!

/ + Rendezvous
/| point with Diplo

Reaching Floor 211 of Sphere is somewhat anticlimactic. You face little resistance and the trip out
of 4D Space back to the Time Gate on the planet Styx goes very smoothly. However, things heat
up quickly once you rematerialize on Styx. Prepare ahead of fime for the three consecutive boss
fights that follow your arrival! Beware! After these boss fights, the geography of Styx is

10s HP MP
109 120000 10000
223 17000 2600
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These beasts lie in woit for you to
orrive on Styx.

Faoyt gets cought in the Conuictar's
Reroblast

BACK ON ELICOOR 11

™

The finol blow hits the Enforcer,
making the party in bad shope for

the last battle!

\ & oW

Fayt and Nel get ¢
Convictor's tornodo

The southern half of the Styx map changes
after the earthquakes caused by the
Convictor's summoning. This time, the path to
the Shuttle landing site is much narrower,
making it difficult to escape from the enemies
inhabiting the space.

Mirage [inally joins your party!

Cheers erupt when Maria manages to
raise the Diplo on her communicator.

Back at the Shuttle landing site, an old friend
picks you up and flies back to Elicoor Il and
the Sacred Orb. Once on the Diplo, catch up
with the crew and check on your party mem-
bers. There’s plenty of intrigue to be found,
as Lieber attempts o work up the courage to
confess his affection for Maria. After speak-
ing with everyone, return fo the bridge and
check on the flight's progress with Mirage.
When you arrive in orbit around Elicoor I,
she finally joins the party.

The transporter on the Diplo sefs you down on
Elicoor Il in the Irisa Fields. Head over fo
Aquios and seek an audience with the Queen
at Castle Aquaria. Once you get her permis-
sion, it's down the secret passage fo the Sealed
Cavern and the Shrine of Kaddan.

The Queen is quite concerned obout
the Vile Wind.

Get permission first before seeking
the Socred Orb.

The biggest change you'll notice on Elicoor I
is the new monsters inhabifing certain areas
(basically the ones you are likely to travel
through during this part of the game). It
seems that a Vile Wind is passing through the
kingdoms of Airyglyph and Aquaria, causing
stronger, more powerful monsters to congre-
gate near populated areas. These new mon-
sters bring with them new leveling up oppor-
tunities, so don't be afraid to spend some fime
beating them up. The end of the game is com-
ing soon, and you'll need all the strength you
can muster for the final battle! Plus, the extra
Fol will come in handy too!
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RUDOLE & RUMINAR

If you correctly completed the Auddle and Rumina sub-quest,
then you'll find them 1n @ house in northwest Aquios. When you
return to Elicoor Il on the Diplo [8s opposed to returning
through the Eternal Sphere terminal in Gemity), you'll find that
Ruddle has updated his wares just for you. These are the most
powerful weapons and armor you can purchase in the game, so

happy shopping!

REVISITING THE SHRINE OF KRDODAN

Aside from the different enemies in the area, not much has changed here since your last visit. There
are new bosses protecting the entrance 1o the Shrine and the entrance fo the Middle Area of the
Shrine. In oddition, new Crystal Statues have replaced the old. There is no new treasure inside, but if
you haven't taken the opportunity to get the Ring of Disintegration treasures, do so now. For this
quest, simply fight to the Sacred Orb and take it back to Aquios with you!

AUMINA AND RUDDLE'S SUPREME SHOP

ITEM PRICE

47500 Fol
61500 Fol
35500 Fol

Mythril Sword

Ice Falchion
Grauity Laser
Saint's Halberd

Biter

48800 Fol

36000 Fol
239500 Fol

439500 Fol

Lunatic Shoes

Rdept's Staff
Battle Armor

13000 Fol

Fresh Sage 310 Fol

When the Lesser Eye unieaoshes
Misery Circle, monually move the
other porty members out of the way!

Wotch out for those eye beoms!

The Dork Armor's Quoke Hommer has

wdsronge.




NEXT STOP: THE ANCIENT RUINS OF MOSEL!

Once you have the Sacred Orb in hand and you've heard Blair in ME #88, it's time to head to the
Mosel Dunes and pay another visit to the Ancient Ruins of Mosel. Again, not much has changed other
than the types of monsters that now inhabit the area.

This Crystal Stotue has the same
moves as the older version, but it 1s

[oster and stronger

-

-

Nel 1s ambushed by the Dork Eye's
beam ottock,

h
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As you leave Surferio on your way to the Mosel Dunes, the final party
rejoins your group. This event only occurs if you elected to recruit Adray dur-
ing PR »34 after ME #37.
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Chapter Two

Chepter Three

Chapter Four

100
200000

K
8000

FINDING THE GATE ROOM

If you look at the map of the first floor of the Ancient Ruins of Mosel, you'll notice that there’s one

room you haven't entered. That's because, up until now, it has been inaccessible. The only visible way
in is through a one-way door that opens—of course—the wrong way. To get o the room, you must
take a secret passageway from the Round Table room. The Round Table room is where the King of
Airyglyph and the Queen of Aquios held their embassy back in Chapter Three. Go there now, but be
prepared for anything! After defeating the Stone Golem, go down the staircase fo the right and enter
the Gate Room.

~ a
4 415

*

+ 300000

0000

The obility of the Chimera to ottock
from both ends mokes it hard for

Watch out for the Chimero’s chorge-
type attocks!

melee fighters to ottock with impunity

How does one enter this room?

S

The Stone Golem 1s so sluggish that
you con get several attacks in
before it even begins to respond
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ORARINING FLODR BIF, THE SUBTERRANEAN PASSAGE

10 Y MP
Aquaregio 35000 3000
Current Rldsr 13 38000 3000
Rainbow Core 352 17860 8i2

10s __HP MP
Aquoregia 034 115400 0000
Greater Demon 204 180000 30000
Nova Bloze 37
Navo Bloze 320 135000 40000
Robin Wind 365 120000 30000
Yellow Wisg 459 58000 Y000

82F. Deepest Reaches

After draining the water, it's easier to walk around the floor. Now it’s time fo return fo the center of
the south wall. The route back is virtually the reverse of the path you took earlier. After walking
through the middle tunnel to the lower portion of the room, look for an area blocked off by three
columns by the south wall. Use the Ring of Disintegration to destroy the columns and walk through.
You should see a pile of faintly glowing crystals on the ground in front of a sealed door. Lure a Will-
o-the-Wisp over to the crystals to open the door fo the next floor and trigger the appearance of the
next boss! If your timing is good, you can use the Will-o'-the-Wisp that lurks nearby. If you get caught
up in a battle with it, either escape from the battle or lure o Will-o"-the-Wisp from another area.

Take the left stairs down to Floor BIF the
Subterranean Passage. To et to the next floor,
you must first drain the water. To do so, follow
the pathway o the northeast corner and look
for an aquatic Hauler Beast af the water’s edge.

The Amoeba Giant lurks in the south-
west corner of the room, on o plat-
form next to the stoircose to the
[irst floor.

After draining the water out of the
room, look for unusual features in
the landscape, like this lodder cut
inta the pillar. Chimb this to get to
an solated treasure chest.

The Houler Beast s the only EDE;EIT
transportation around the floor
until gyou drain the water,

You can ride this Hauler beast freely around
the floor. To get off it, simply dock the beast
at one of the five ramps around the floor. To
drain the water, travel fo the southwest cor-
ner of the floor o the platform next to the
staircase from the Round Table Room. Drive
the hauler through the right tunnel to the
upper section of the floor, then around the
walkways to the left, back to middle tunnel
and the lower section. From there, snake your
way between the walkways until you reach
the ramp at the southwest corner. To drain the
water, you must defeat the Amoeba Giant.

With Ciiff fighting on the front line,
Foyt costing spells from ofar ond
Nel's Flying Guillotine, the Amoebo
Giant dogsn't have room to

Lure the Will-o'-the-Wisp over to
the glowng crystals to trigger the
next boss fight




The Auroro Monster literally bristles

with electricity!

THE SPIRIT TRIO, COUNT MATTALUN, AND THE TRERSURE ROOM

The next floor marks the deepest reaches of the ruins. Take the outer or inner path to the antechamber before the final two rooms. This room is marked by a Save Point and can only be reached through o one-
way door, of which there are three in this area. Save your game and heal your party before taking on the Spirit Trio in the next room.

\ » GETTING STRATED

Aobin Wind's arrow shat knocks Nel Three enemies and three allies, all —1
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After the battle with the Spirit Trio, head into the final chamber and talk to Count Mattalun. He chal-
lenges you to a round of Runic Chess. If you played the Runic Chess mini-game in Gemity, then you
should be in good shape for this. If you didn't and you need a refresher course on how the game is
played, let the Count give you an explanation. Otherwise, there is a solution fo the puzzle in the
board solutions for the Runic Chess mini-game (use Level #5) in the “Mini-Games & Sub-Quests”
chapter. After placing your pieces on the board, the game plays itself. If you win, the board disap-
pears and you gain access fo the freasure room below. Next, head back upstairs to the Gate Room
and the Firewall.

nt

To win the hidden treasure, you must defeat the Count ot Runic Chess. Be care-
[ul where you put your pieces!

The chessboard disoppears to reveol a stoircose.

PREPRRING FOR THE FINAL ASSAULT

The Firewall really does mark the start of the final assault on
Luther, the Creator. Upon entering the Firewsll, it 1s unhikely
that you sre going to want to return to Elicoor and restock
on goods or do more Item Creation. For that resson, make
your final preparations before entering the Ruins of Mosel
for the last time. Some recommendations are as follows:

Have your battle party between Lu. 65-70 at the least. If you
have to make a choice, level up the characters who you are
most skilled at using.

Spend some time in Item Creation creating the best weapons
possible for the battle party. Those would include: Veinslay
[Fayt); Mythril Gauntlets [CIff and Mirage); Grauity Laser
[Maria); Rod of the Euil Eye [Sophia); Ice Blades (Nel); Paladin's
Helm [Roger); Clsw of Judgment ([Albel); Lunatic Shoes
[Peppita] and The Immortal (Adray). Due to the elemental
attributes on Nel's Ice Blades, you may want to consider
using 8 Laser Wespon instead. Then increase the weapon's
ATK stats with Orichalcum, or refined Boots of Prowess or a8
combination of both. The ATK stat should be between 3000-
4000 points. Fully refined Boots of Prowess also make a nice
Rccessory for the battle team.

Stock up on MP recovery items and food. Use the food items
to replenish MP between battles and save the potions for
battle. HP healing items should take second place, since you
have at least two characters in your party who know the
Healing spell. Put them to use between battles and save the

HP recovery items for more important times!

Make or buy as many Resurrection Elixirs and Resurrection
Mists as possible. Refine them if you want, although it's not nec-

essary. Resurrection Mist i1s especially handy in the final battle.




The Firewall is a powerful security zone created fo protect the Eternal Sphere and the personal data
cache of Luther Lansfeld, creator of the Eternal Sphere and president of Sphere. The technology used
in the creation of the firewall is highly proprietary and contains powerful defensive barriers guaran-
teed to keep hackers and viruses out.

—MONSTER NAME 0= HP MP

Attock Bot 37 58000 6000

Bottlecopter " 200000 30000
Elder Eye 159 268000 20000

LvY Rabo Gunner

MAP COMPLETE: 4 Mosque
1/60 SCALE BUNNY
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TRAVELING THROUGH THE FIREWALL

There’s no treasure o find in the Firewall, so

unless you are striving to get the Map
Complete prize, it's not necessary to explore

every nook and cranny. The first part of the
Chapter One | Firewall is fairly straightforward: get fo the

entrance to the second part located ot the
et ———

northern tip. Ignore the transporters; they just

Chapter Two
send you elsewhere on the floor. The most e corrroraT e Frose o
——=————, trouble comes in the form of roaming enemies pretty narrow, making it difficult to
Chapter Three | along narrow hallways. avoid some enemies.
e ———

Chapter Four | The second part of the Firewall is choracterized by locked passageways and roaming polyhedrons

that send you back o the start of the area you're in when touched. To get to the main transporter

into Luther's realm, you must find a path through the twisting maze of hallways and avoid the poly- ;
Wotch out for the polyhedrons rolling around the Firewall. If one touches you,

hedrons. Door fields that resemble the generic green of the firewall’s circuitry are passable; doors UoU're sent buck Lo the aaulshers T antared thadires

that are bright blue are not passable. Each door has a green and a blue side, so when you pass

through a green door, you cannot exit the area because the opposite side will be blue. The only way The first switch is marked as Switch #6 on the
to flip the colors is to find a switch. map. From the entrance, take the top-right
door and immediately head north. Take the
door at the end of the passageway fo the left
and head north o the end of the hallway. Go
through the right door and head down the
passageway until you reach the door facing
south. Go through that door, then go through
the door af the east end of the passage.
Proceed through the maze of narrow walk-
ways, heading north, through the next green
door and past the Elder Eye. The green door fo
the right leads you to Switch #6.

To activate the switch, step inside!

You con poss through green door You connot poss through blue door
[elds. [relds.

Adtivating the switch causes the door colors fo
flip-flop. So if a door was blue before (like the
door out of this room), then it will be green
and passable after using the switch. Leave the
switch room and go as for west os possible
until you reach a Save Point in front of a large
blue door. To open this door, you need to acfi-
i e e o ) vate Switch #7 af the northeast corner of the
porter room. From here, 1t's off to map. Save your game and toke the maze of
Luther’s hideout. narrow walkways to the northwest door, being
careful not to get hemmed in by the polyhedrons. Once through the door, head to the right down the
upper hallway and turn the switch back o green. Return to the Save Point and go through the lorge
door to the room behind.

The Bottlecopter con hover over the
battiefield, dropping mssiles while

keeping out of reach of the party's
/140 T R S SV P Y|




MAP COMPLETE:
1/60 SCALE BUNNY

UETHUSINN ) o/cckberries () Trading Card 3 () Bunny Shass
L) Fenvir's Crystal () Perfect Berries () 62700 fal |
L) Blackverries () Fenrir's Crystol C) Efrest Crystal ]
L) orn-0ut Textbook () Efreet Crystal () Magical Berries |
L) Campounding Materiols () Synthesrs Materials ]

() Blackberries () Compounding Materiols .
. Synthesis Materials . Fire Absorption

_MONSTER NAME 10s HP. MP
Biochimera 51 240000 30000
Blood Monster 60 70000 5000
Chimero Howk 02 85000 26000
Death Monster 12?7 120000 30000
Elder Eye 154 268000 20000
Luther 268 200000 60000
Luther 270 400000 120000
Mosque 28e 68000 6000
Pseudo Blair 349 l0ogoo 13952
Aam Guardian 353 70000 6000
Auktogios 375 280000 30000
Shadow Sovant 386 65000 30000

The Spiral Tower is a special space where Luther stores his personal data. Located deep inside the
code of the Eternal Sphere, this area is guarded by many powerful defensive programs. Anyone
entering this area, other than Luther, is considered a threat by the operating system.

Gems (16)
(to open Yellow Door)
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Transporter works once you
turn on the three switches. B 3
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The Creator unveils his evil version

of Blair.

(appears after you
defeat Luther)

Bloir unleoshes her Eddy of Light
attock ogainst the crew




To rescue the real Blair from her prison, you
need to reactivate the three crystals of the end
of the north, east, and west corridors. Each
arystal is guorded by o different group of
monsters. Defeat the monsters to activate the
crystals.

Look for three crystol statues like
this one ot the end of each of the
three color-coded corridors.

At the end of the green corridor, you must
fight the Ruktogias. The Ruktogias is a power-
ful monster that is a master of pugilistic fight-
ing. Stay out of the way of its Chain Smash
attack and out of range of its fists!

Watch out for the Ruktogias’ Chain
Smash!
Down the blue corridor, you'll encounter three
Chimera Hawks. These three are less danger-
ous than the Ruktogias, but just as challeng-
ing. Try large area attacks against them or fry
o atfack one-on-one.

The three Chimera Howks gather for
on ottack

The final corridor, the red one, is home to two
Death Monsters. Watch out for their poisoned
breath and fearsome charges.

Nel tomes o Oeath Monster with her
Mirror Shice attack

Once you purify the three crystal statues, head back to Blair's cage and pick her up. With her help you
can get the transporter working again and head to the next floor.

_MONSTER NAME 10e HP MP
Chimera Hawk 102 85000 28000
Death Monster 127 120000 30000
Ruktogias 375 280000 30000

THE GEM PUZZLES

The third floor is home to the gem puzzles. Solving them requires a basic knowledge of color mixing
and some logic skills. When you enter the first room, you'll find two crystals, one on a red pedestal
and the other on a blue one. Examine them dosely and you'll find that they each change color in a
specific pattern.

COLOR CHANGE ORDER

e e e )

Red Pedestal Black=White=Yellow=Blue=Red

Blue Pedestal Red=Blue=Yellow=lhite=Black

There are five colored doors with corresponding sets of crystals located throughout the buildings on
this floor. At the fime you examine a colored door, a quick cutscene displays the location of the cor-
responding set of crystals and a number. The number refers fo the number of times you can turn the
two gems so that their colors combine fo create the color of the door. Sounds simple, right?

The first door, the purple one, must be solved in two turns. The starting colors of the two gems are
yellow (on the red pedestal) and black (on the blue pedestal). Checking the change order of the two
gems, you'll find that if you turn each one once—using the Ring of Disintegration—the crystals turn
blue and red respectively, a color combination that creates purple, the same as the corresponding
door. Creating the farget color within the number of turns allotted opens the purple door; creating the
target color using the exact number of turns opens the door and gets you a treasure chest in return.

Find the gem puzzle and use the
storting color of the crystals and
the number of turns allowed to
determine the solution. Alternatively
you can use the information prouvid-
ed in this guide!

Approach the colored door to reveal
the location of the gem puzzle and
the number of turns you have in
which to solve it

If you solve the puzzle within the turn mit, the door opens. If you solve the
puzzle using exoctly the number of turns ollowed, you olso get o treasure
chest
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Wotch out for the telltole magic cir- Insamity Prelude storts by covering
cle thot signols Luther's Laser the bottlefield in o dense crimson
Beoms attack! fog. Rt this point, you must oct fost
to get the entire porty to the edge
the battiefield where it | y

As long as you ore outside the clows
when the light show begins, the

party shouldn't toke ony domage

GETTING STRRTED
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game ends after Luther’s defeat. Well, af least the story part of the game. After the ending
the credits roll, your game is automatically saved with o “Clear” tag. This save enables you R

i fo Elicoor (or other locations accessible through the Eternal Sphere terminal in Gemity) BONUS DUNGEONS
take on the three remaining Bonus Dungeons.
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After loading the “Cleor” sove, heod down the stairs ond look for the Bunny. He

provides the following options: returning to Elicoor on your own, or transport- (
ing you free of charge to the Auins of Mosel or Surferio, -
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THE BONUS DUNGEONS

After you defeat Luther and watch the ending cinemas, your game is automatically saved with the “Clear” flag. This save status allows access fo three special “bonus” dungeons. The main storyline may be over,

but there is still a lot of fun to be had.

After loading the “Clear” save, you are returned to the Save Point in the Spiral Tower on the staircase
leading into Luther’s chamber. Go back down the staircase and look for a large rabbit at the foot of
the stairs. He has the power to fransport you to the entrance of the Fire Wall, the entrance to the
Ancient Ruins of Mosel or Surferio, if you don’t want to walk all the way back. He also provides direc-
tions o the first two “bonus” dungeons: the Maze of Tribulations and the Urssa Cave Temple. Where
you go first is up to you!

During this part of the game, you'll notice that little has changed in the major areas of the game. The
only real difference is that you now have access to Gemity and the 4th Dimension via the Eternal
Sphere port in the Aire/Kirlsa Hills area on Elicoor II. From Gemity, you have access to the other
Eternal Sphere destinations (Vanguard I1l, Moonbase, and Styx), or you can revisit Arkives and Sphere
211 (which now features an exit transporfer in the lobby). If you missed any treasure chests anywhere
in the game's worlds, now is the fime to collect them. Also, take the fime to recruit any Inventors that
you may have missed during the course of the main gome. Lastly, take part in the mini-games in
Gemity!

PREPARATION FOR THE BONUS DUNGEONS

After defeating Luther, two of the three bonus dungeons are open to exploration. Try starting with
the Maze of Tribulations first. Since your party withstood the battle with Luther, they can deal with
the challenges of the Maze of Tribulations. In general, use a party that is between Lv. 70-80 with
decent ATK and DEF stats (ATK between 3500-4500 and DEF above 500). You can even use the
weapons you used against Luther until you find new ones in the Maze.

The key 1o survival in the Bonus Dungeons is o keep upgrading your materials. When you get new
armor, check fo see if it has any good factors that can be duplicated through Specify Plan and do it!
At this stage of the game, shy away from the “ATK +500" factor from Orichalcum and use the “+30%
ATK/DEF” factor from fully refined Boots of Prowess instead. This has the added effect of raising that
all-important DEF stat, too. Basically, don't be afraid to leave the dungeons behind for the quiet of
the workshop. At this point in the game, leveling up and Item Creation must go hand in hand if you
want fo survive.

COMPRRING THE BONUS DUNGEONS

There are a few differences to note between the Bonus
Dungeons n Star Ocean: Till the End of Time, Star Ocean: The
Second Story, and Valkyrie Profile.

If you're & Tri-Ace fanatic, you probably already knew to
expect a “Cave of Trials” or other Bonus Dungeon once you
finished the game. So how do the Bonus Dungeons in 50: TTEOT
stand up against those in previous Tri-Ace games?

Actually, they're quite different from the past games.
The Cave of Trials in Stor Ocean: The Second Story was HRARD
personified. Although 1t was only 13 levels long, each level
was filled with difficult puzzles and harsh enemies. To make
matters worse, there were no Save Points and the construc-
tion of the dungeon itself really discouraged you from
leaving once you got more than a few levels down. The bonus
dungeon in Valkyrie Profile wasn't much better.

In S§0: TTEOT, the
user-friendly. Each dungeon, with the exception of the Maze of

bonus dungeons are much more
Tribulations, has a Save Point at the beginning and a source
of healing nearby. Since the Maze of Tribulations i1s located in
the city of Kirlsa [remember that boarded-up mine?), you can
heal and save at the Inn. In addition, the dungeons feature
elevators (or a long central corridor in the case of the Urssa
Cave Temple) that enable you to leave the dungeon and return
to where you left off with little backtracking. This makes
sense once you realize how much Item Creation i1s involved in
getting through the dungeons and especially the final
bosses. [Successful Item Creation equals time, Fol, and the
ability to save and restart in case things go wrong!] The
tradeoff 1s that instead of one marathon-style dungeon, you
get three different dungeons! And you also get an after-game
experience that really becomes just as important and fun—if

not more so—as the main part of the game itself.
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doesn't really fit into the main storyline. Look for the entrance in the Surferio Annex section of ey o oo e

the Irisa Fields. It is marked by a very visible Save Point at the top of the staircase that descends Chameleon 098 4000
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Kaddan, it will likely be easier depending upon how much you leveled up during that quest.

Of course, the main treasure in the Aquatic Gardens is Paracelsus’s Table. This artifact opens 3 4 & . @

up the Versus Mode mini-game when you show the fable to Welch Vineyard in the Guild office in
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SLIDING BLOCK PUZZLES

The only obstacles in the Aquatic Garden come
in the form of three sliding block puzzle
rooms. They are easily recognizable by the col-
ored tracks in the level and the green buttons
by the entrance. To turn on the puzzle, step on

one of the buttons.

To push a block, stand in front of it
[in the direction you want to push
it) ond press the X button. Since the
blocks trovel on trocks, the direc-
tron in-which you con push the block
i1s imited. If the block 1s hemmed in
on that side, you can't move 1t until
you clear owoy any obstocles.

PUZZLE ROOM ONE

When you enter the first two rooms,
you have no other choice but to
turn on the puzzle. The switch for
the third one is set further in the
roam. This enables you to ottempt to
walk through possible solutions
before turning on the puzzle.

The idea here is to slide the blocks around the
room until you unblock a path fo the exit. Each
block travels along a track set into the level
(they are color-coordinated so that you can fell
where each block goes) and solving the puzzle
requires that you figure out which blocks to
push and in which order.
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There's no real way to “cheat” through the puzzles. If you enter the room without turning on the puz-
zle, you'll find any treasure chests in the room covered with a clear block and the “true” exit blocked
by a gate. There’s no way fo get the goods, then leave other than by sliding the blocks! Of course, if
you get stuck, you can always press the Select button to reset the puzzle.

It 1s disappointing to realize that you con't get anywhere without soluing the
puzzle! When the puzzle 1s off, treasure chests are covered and the moin exit
is gated!

This puzzle is straightforward and easy to solve. Simply push the blocks out of your way. Follow the
steps listed here:

PUZZLE ROOM ONE
BLOCK COLOR

SOLUTION,
SIEP BLOCK «

1 A White
[ B Red
3 C White
4 0 Blue



PUZZLE ROOM TWO

=

The second puzzle is a bit more complex and requires that you move pieces around and even move
one back. This is the first room with treasure chests in it, so you might want to consider doing some
sliding on the side to get fo them.

SOLUTION, PUZZLE ROOM TWO

This puzzle is a tough one! It takes 12 steps fo solve and you con find yourself in a big mess if you
miss a step or push the wrong block. Getting to the main exit is fough, but it pales in comparison fo
accessing the treasure chest in the northwest corner!

SOLUTION, FOR PUZZLE ROOM THREE

SIEP. BLOCK = BLOCK COLOA
A White

1

3

y

5

? E Red

k| H Yellow
1} J White

Ice ottacks seem to work well This fiery ottock causes o lot of
ogoinst the Sculpture Guards, They damoge to those caught in the line
have the added bonus of potentially of fire

[reezing the Guords, thus enabling

you to nstantly defeat them.

Toke Porocelsus’s Table to Welch. She

con tell you what it is used for.
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There is a small teleporter inside a once blockaded mine within the city of Kirlsa, behind a cave-in.
Step inside fo go fo one of the three bonus dungeons. Inside the Maze of Tribulations you'll find dif-
ficult challenges and dangerous monsters, all very appropriate for a seasoned adventurer.
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OVERVIEW

LEVELS B2 ANO B3: SLIDING ROOMS |

For the most part, this dungeon is very straightforward. Venture through a level to the boss that is
guarding the stairs 1o the next level. After defeating this foe, descend to the next level and do the
same thing all over again. You must complete Levels 2 and 3 and Levels 6 and 7 in tandem, because
they feature a 4x4 room sliding puzzle on the upper level. To collect all of the treasures on the lower
level and reach the stairs to the next level, you must move the rooms around and jump down the

lower level at certain points.

The entrance to the Moze af Tribulations 1s located in the mine in the southwest
corner of Kirlsa. Look for an area blocked by debris ond use the Ring of
Disintegrotion to clear o poth. The tronsporter inside tokes you inside the Moze.

No one knows who built the Maze of Tribulations, but everyone seems to hove a

lot of guesses.
Aword about the bosses: With the exception of
Gabriel Celesto, the “real” boss of the dun-
geon, all of the rest are monster-types that
you've fought before. In general, if you dont
encounter any problems fighting the monsters
on a current level, you won't have problems
defeating the boss. If the normal battles are
rough, then level up your characters or

Even Cliff 1s ofroid of Uox’s reincor-
noted form!

upgrade your equipment before fighting the
boss.

You must complete Levels B2 and B3 in tan-
dem to collect all of the treasures. From the
first room, head right down the hallway. At
the end, go to the north to find a switch. Turn
on this switch to access the sliding rooms puz-
zle in the northern half of the level.

Turn on the puzzle to play

Here's how it works: In a 4 x 4 grid of rooms, you must slide the rooms around in such a way that
you move the open hole from the southeast corner fo the northwest corner of the grid. Then jump
down to the level below (B3F), defeat that level’s boss, and continue on your way. To et all of the
treasure on level B3, though, you need to slide the rooms around on B2F so that you can jump down
to B3F at specific points. By looking at the maps for those two levels, you'll see that the grid of rooms
on B2F lines up exactly with a hub of unconnected rooms on B3F.

Examine the control in the center of
the room. If the room con be moved
(1.e., if it's next to the open space),
you can opt to move the room there.

Use the large mop screen to pinpoint
your location within the grid. You
may occasionally need to trovel all
oround the puzzle to get to the next
room! The red lines indicate that the
door on that woll 1s sealed shut
These doors open once you've solved
the puzzle once

Once you align the gap in the puzzle over the room on level B3 that you want fo explore, jump down
from one of the ramps outside the exits facing the hole. Each hallway on level B3, with the exception
of the hallway containing the boss, has a teleporter that will return you to level 28. However, jump-

ing down fo level 3B resets the puzzle above, forcing you to start over again.

To yump down to the level below, use one of the doors that lead into the empty
space and jump off the romp.
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If you're still having trouble, a more descriptive solution follows. The room numbers listed in the table
refer to the room in that position on the grid at that fime, instead of one specific room all the time.
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SOLUTION TO THE SLIDING ROOM PUZZLE ON LEVEL B2
_MOVE = ROOM
1 0-3
e C-3
3 c-2
4 B-2
5 B-1
) C-1
7 c-2

B-2
A-2
10 A-1

|

THE ELEVARTOR

The reward for completing the Sliding Room puzzle is passage to the next level. However, this comes

in an unusual form. Before you leave the level by the staircase in the boss room, make sure you
locate the switch and turn it on. This switch activates an elevator that runs from level B1 to level B4.
However, if you take the stairs and leave the treasure room without adtivating this switch, you're

forced 1o go back to level B3 the hard way!

This switch on B3F activates the elevator on BIF. This elevator is the only way
down to levels BY ond below!

THE SANTA CLAUS MERCHANT

With the elevator now acive, you can explore
the annexes on levels B2 and B3. There's a
character known as Santa on B3F. This travel-
ing merchant makes the section of the Maze of
Tribulations his home for the rest of the game.
Santa sells o voriety of rare and precious
items, including all of the basic Item Creation
materials (except for Synthesis Materials), Tri-
Emblems, and Santa’s Boots

Forget the Grab Bag and even the
Tri-Emblems! Spend your hord earned
Fol on this potential moneymaker!

The Santa’s Boots have the power to grant the
wearer (Fayt) a present when he spends the
night at an Inn. You don't receive a present
each fime, nor are you guaranteed to get a
great present. However, if you try long
enough, you may get something awesome!

Santo 1s one of the most useful
solespersons in the gome!

The best item in Santa’s shop is Santa’s
Boots. Read onward fo learn how to easily
recoup the money you spend on this item! By
purchasing this item, you'll end up with Tri-
Emblems for your entire battle party for free!

You are more likely to end up with o
useless item rather than something
really greot. However, getting a Tri-
Emblem for free—which retails for
6068400 Fol—makes the work totally
worthwhile.

POSSIBLE PRESENTS FROM THE SANTA'S BOOTS

Synthesis Materials
Bunny Shoes
Tri-Emblem
Tri-Emblum
Scumbag Sloyer
Earth Pixie

Water Pixie

Fire Pixie

Wind Pixie

Celestial Pixie

Crude Ring

Heauy Ring

Loose Ring

Tacky Earring
Humiliating Earring
Pitiful Earring

Heouy Bracelet
Third-Rote Bracelet
Laughable Bracelet
Embarrassing Earring




The main problem here is that waiting for a worthwhile item from the Santa’s Boots can be somewhat
boring. However, it doesn't have 1o be. If you have a turbo controller, set it up so that it plays the
game automatically. Just equip Fayt with the Santa’s Boots and go to a cheap Inn (like the Iron Maiden
in Kirlsa). Put the X button on turbo, then tape down the button securely. Since that's the only button
you press when you purchase a room for the night at an Inn, your character will continue to buy a
room and go fo sleep over and over until you stop it.

However, it won't take long before your inventory fills up with the lots of presents. Naturally, you'll
get the max amount of the common items before you get more than 5-10 of the rarer ones. To effi-
ciently use this as o way to make Fol, check back every 2-3 hours and sell off your presents. You'll
be amazed at how much Fol you can make from selling 20 Tri-Emblems and Celestial Pixies! The high-
ticket items (like the Bunny Shoes and Tri-Emblems) are handed out less often, but you only need
three of each one in your inventory before you can start selling the rest of them for Fol.

LEVEL B4: TOILING IN THE DRRKNESS

LEVEL B6 AND B7: SLIDING ROOMS 11

The fourth level offers a unique challenge. The entire level is dark, except for the areas lit up by the
glow of the Aqua Wisp. To summon the boss and open the staircase to the next level, you need to
extinguish the light from the Aqua Wisps. Head into the main chamber and defeat those creatures.
There are three areas (marked on the map) where these enemies spawn. After defeating all of the
Wisps in one of these areas, head fo the next one and start over again. When no more Aqua Wisps
remain, the main room becomes dark and this levels boss appears. Head for the southeast corner of
the room and look for the dimly lit staircase.

lhen the room gets totally dark,
head to the stoirwoy to the next
level in the southeast corner of the
room. If you've done everything
right, e monster will be waiting in
the doorway.

There are several locotions in the
main level where the Aquo Wisps
spawn. Defeat them all in one areao,
then heod over to the next area.

LEVEL BS: PUFFY

If you completed the Cave of Trials in Star
Ocean: The Second Story, then Puffy should
look familiar. The set up here is virtually iden-
tical. When you meet Puffy near the start of
the level, she summons a monster and orders
it to attack. Defeat the creature to make
Puffy run away. After exploring the level, you
run info her again. This time you can choose

ARemember this qirl's name!

to help her or not. By helping out, you can

recruit her as an Inventor. Puffy is the best at Compounding in the game and makes a nice addition
to your crew. Simply defeat the monster menacing her and acquire the Experimental Remedy
from level B2F.

There's quite a bit of traveling involved fo reach
the switch that turns on this puzzle. Once again,
take the passage to the right of the entrance
and follow it fo the end, past an exciting battle
with Mighty Vox.

You may recagnize Uox, but who's
the kid who summons him?

When you get back fo the start of the puzzle, brace yourself. In the second Sliding Rooms puzzle,
more than half of the rooms have one sealed door, which makes the task even more challenging. In

addifion, the number of rooms you can jump down into on the level below grows from seven fo 11.
Check out the following section for the solufion.

1 2
A gl
-
2 2
o
0 A ]

S
2T
L [Len

I
%
=

SOLUTION, SLIDING ROOM PUZZLE ON LEVEL BB

—MOVE « AOOM
1 D-3
2 -2
3 0-1
4 C-1
5 C-2
3 -2

-~

D-3
C-3

|

g B-3
(1] B-2
N R-2
13 B-3
14 B-2
1S c-2

|

C-1
17 B-1
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Gabriel Celesto is one of the game's Mario guords ogainst Lightning
super-bosses Feather.

Sphere 211

If your chaorocters are outside the
magic circle of the Oragons attock.
they can watch the display without

taking any domage.




The entrance fo this temple appears after you defeat Luther at the end of the main game. Look
inside the room in the northeast part of Crosell’s Lair fo find it. No one really knows what lies
inside this temple, but the rumors are dire! Look fo the Books of Prophecies to uncover the secret
inside the temple!

MAP COMPLETE:
1/1 SCALE BUNNY

v oaf
o .\ /0
oy

(RS - -7 O o o e O fover counies O oo 7|

DS Satar shating C) een' iose (Y icnomy hotorrs |
DS rain Card £49 (3 o o ot (O chemy Hateros |
D or of arth (Yoo g (Y ors o Fre CYart of ter |

D ors o7 Farth (Q surgensone Foio QO Fre shelams |
DS Fertoct serries C e erres (Y Wasarorors
DS i svetng O ot sarimg

WHICH COMES FIRST?

Its tough to judge the difficulty of this area. Therefore, it's wise to undertake the Urssa Cave Temple
after completing the Maze of Tribulations. This way, you'll be better prepared for the boss fights o the
end of the first and second levels. Save the final boss fight until you're about one-third to one-half of
the way through the Sealed Levels of Sphere 211. This will provide time fo level up your battle party
and refine new weapons and armor.
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THE ELEMENT PUZZLES

The puzzles in the Urssa Cave Temple are based around the four elements: Water, Fire, Earth, and Air.

This theme is echoed throughout the dungeon in its barricades, enemy units, and treasures. To solve
the puzzles, you must understand the relationship between the elements.

THE ELEMENTAL LOWDOWN

—ELEMENTAL ORB COLOR CORRESPONDING MONSTERS ~ OPPOSITE ELEMENT

Orb of Fire Red Core Wisp, Noua Blade Water
Orb of Water Blue Acid Gel, Rquaregia Fire
Orb of Earth Yellow Grand Shrieker, Botanic Savage Air
Orb of Air Green Ancient Bat, Breeze Hunter Earth

Basically, the puzzles work like this: In each level you must find four special Orbs (the Orb of Water,
Orb of Fire, Orb of Earth, and Orb of Air). These orbs correspond with the barricade placed strategi-
cally throughout the dungeon. To dispose of the barriers, place the Orb of the opposite element on
the special pillar in that room. However, there is a catch. After placing an Orb on a pillar, all of the
monsters whose elements correspond with the orb’s become invincible.

You must activate more than one pil-
lar in some oreas to rid the room of
its borricades.

The orb pillors ore eosy to recog-
nize. Once you place an orb on top,
the plotform storts to pulse with
the orb’s corresponding color, satu-
rating the room

If an invincible enemy ombushes your party, escope from the bottle! To moke this
tosk easier, equip the Bunny Shoes accessory and/or set your porty to the
Escape battle formation.

The puzzles are straightforward, but they get more difficult the further you get into the dungeon. In
the first level, simply grab the orbs from their chests in the four rooms and place each one on one of
the four pillars in the center of the main chamber.

Orb of Fire obtaine

In the second level, all four orbs are already
placed on pillars so go around the level and
collect them. The easiest way to determine
whether or not an orb is in a room is by the
color of the light. Look for the orbs in the
southwest and northeast chambers and in both
center rooms. To access the third level, place
the Orb of Earth on the pillar in the middle
of the two lines of barricades in the first room.

The trick to this level 1s keeping
track of where eoch orb 1s located
at ony one time

Then head north to the second of these center
chambers and place the remaining Orbs on the

three pillars in front of the exit.

The third chamber is filled with the barrier
pots! Grab the four orbs from their chests in
the boss chamber at the end of Level 2, and
use different combinations on the two pillars
in the main chamber of the third level fo
access different areas.

The fun part is trying out different
orb combinations to see which ones
open up which areas in the room.

GETTING AROUND LEVEL 3
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—ORB COMBINATION  LOCATION

Fire and Water Item «24 [see map)
Fire and Earth
Rir and Water Northeast Room [Item «23, see map)

Earth and Air Item =7 [see map)

Fire and Rir Final boss chamber

Northwest Room [Items «20-22, see map)

HELL HATH NO FURY LIKE POTENTIAL
TEAMMATES SCORNED!

The bosses in the Urssa Cave Temple are actually friends! Or af least, ex-friends. .. Who you face at
the end of the first two levels is determined by which of the optional characters you chose for your
party. The two characters left behind get to seek their revenge at this time. The battle at the end of
Level 1 features one of the characters you didn't recruit, while the other character starts in the boss
battle at the end of Level 2.

Fayt
"A reflecting

Who will oppear out of the fountain when you play through this battle?




The difficulty level of these battles depends
largely upon which characters you left behind.
If you took Albel and Nel on the rest of your
adventure, then you get fo fight Peppita and
Roger. If you took Peppita and Roger, you'll
battle Nel and Albel. If you recruited each one
on o femporary basis and played around with
them, you should understand their battle
strategies and attack capabilities.

With the exception of spells, oll of
the mirror images of the ployoble
characters come equipped with their
stondord Battle Skills.

In this battle, o complimentary enemy accompanies each spurned character. Peppita fights along side
the chimera Hodge Podge, Nel fights with the crystal statue Zorto, Roger with the mecha Farbnil, and
Albel with a demonic Romero. In the first battle, the characters are af Level 80, while in the second
batile, they increase 40 levels in experience and strength. If you attempt the Urssa Cave Temple right

after completing the Maze of Tribulations, your battle party should be around Level 100. This should

make the first fight somewhat easy, but the second one may be more challenging, depending on your

opponent.

It cames as no surprise to see Albel accompanied by a demon prince.

THE ULTIMATE BOSS: FAYT

Ethereal Blast 1s a beoutiful, but
deadly, ottock

At the end of the third level, Fayt makes an
appearance. In this battle, Fayt's mirror
image appears af Lv 160 and has the ability
1o use Fayt's “ultimate” attack, Ethereal Blast,
in the strong position. Since you find the scroll
with this spell in the Sealed Levels of Sphere
211, there is a chance that you may not actu-
ally have it yourself.

While this enemy might be manageable on its own, it is paired with the same character who starred
in Fayt's “couple” ending. If you received Fayt's solo ending, then he appears here coupled with
Luther. Fayt's partner really sets the tone of the battle to come. If Fayt was paired with Sophia or
Adray, prepare for a magic-imbued battle. If Fayt was paired with Nel or Albel, prepare to run a lot.

| Fayt
“Huh? Someone else?" _ _

Reset your battle party’'s costumes to the IP set [if you have the ability to
change them). There i1s nothing worse than entering this battle with one or
more characters in your party wearing the some 2P out[fit as the enemies.

If you enter this battle with your battle party af around Lv. 100 or lower, you may be overmatched.
Fayt is a powerful opponent, but there’s a good chance that his partner will be even more so. Consider
taking part in this fight once your battle team has reached Lv. 160 or higher. Clear out as much as
possible from the rest of the dungeon, then head to the Maze of Tribulations or Sphere 211.
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It's back o the Sphere Corporation’s Headquarters af Sphere 211 for the final bonus dun-
geon. Defeating Gabriel Celesta unlocks the seal on Levels 101-210, providing access fo their
treasures and dangers.
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NARUIGATING SPHERE 21I'S SEALED LEVELS

Levels 101 fo 210 are unsealed once you defeat Gabriel Celesta at the bottom of the Maze of The setup is identical with the exception of
Tribulations and form the final bonus dungeon in the game. You need to clear this dungeon much in one thing: Each level follows one of eight level
the same way that you dleared the first 100 levels in Sphere 211 during the main game. plans. The items chart indicates which level
plan each level follows and any associated
treasures. To reach the top of the building,
however, you must walk from level fo level.
Unlike the main game, the elevators between

Levels 101-210 only go up a single level. To Return to the Lobby often to heal
get 1o the next level, explore the level until ond sove your gome.

you find a second elevator. After climbing o
level, it is locked into the elevator’s memory, allowing you fo take the down elevator to the lobby and
return to the last level you visited when you are ready to continue the trek.

The monsters that inhabit the tower change about every 10 levels. There is a sub-boss near the exit
around every 10 levels as well. It's a good idea to head back down to the lobby fo save your game
either before or after you face each boss. This also provides an opportunity to leave Sphere 211 to

do Item Creation.
LEVEL BOSSES AND THEIR PRIZES
_LEVEL «  BOSS NAME PRIZE
el gkl e v D
'. ‘ 126 Shadow Dragon Heauvenly Spirit
3 137 Vengeful Shelby Death Bringers
197 Frenzied Biung Fangs of the Wicked
{ 153 Green Mojara Hybrid Helm
170 Arch Demon Dragoon Laser
181 Angry Azazer, Raging Belzeber Valorous Gauntlets
192 Furious Berial Andelic Cape
200 Super Blair Levantine
. 210 Lenneth Vslkyrie Garb
ell Ethereal Queen Spirit of Lilith

_1,‘
‘ - Its relatively easy to level up in Sphere 211, so fake advantage of the opportunities. Try fo level up

é\ each character at least one level—if not two or three—on each level. The goal is to have your bat-
tle party at level 255 by the time they reach Level 210.

’é

. - N > y g The sub-bosses are the same mixture of familiar faces and big monsters who later become basic ene-
» . mies. Since you should be familiar with most of these enemies, you should be able to dispatch the

ones lurking in Sphere 211 without any problems. Just keep in mind that while they may have many
GETTING STRATED
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PREPRRING FOR THE BIG BOSSES AT THE TOP!

Before you get to the 210th level, make sure your battle party is really ready for the super bosses
that await them. Don't use your performance against the previous bosses as a guide! They were childs
play in comparison o what Lenneth, Ethereal Queen, and Freya have to offer. The basic guidelines for
these battles (in Galaxy Mode, mind you) are listed in the sidebar to the right.

Your bottle porty should be at Lu 255. Their ATK stat should be moxed out
' at 9999, with DEF ot 3000-4000 points or higher.

To attain those stats, make sure that your battle porty 1s weoring the
best armor [Valiant Mail, Dragon Leather, or Seraphic Garb] refined so that
all eight siots are filled with the DEF bonus with which the armor storts
out. Fill the Accessory slots with a Tri-Emblem ond a fully refined pair of
Boots of Prowess. For weopons, use the ones you found in the Moze of
Tribulations ond the Ursso Cave Temple os o base for your super weapon.
However, If you are playing on Universe or 490 mode, spend some time and
Fol refining the Ultimote Weapons you obtained as prizes from the Sphere
2l bosses. Fill the eight slots with “+30% ATK/DEF” factors if you like, or
save some room for some of the other helpful factors [like the fully refined
Red and Blue Talismen's “No HP domage 30% of the time” and “No MP domage
30% of the time."] If you don't plan to use the Ultimate Weopons [once
you've refined the negative foctors off), consider clearing the Single
Battle Mode at the Fighting Arena to get the “ATK +1000" factor on the
Imposing Scroll prize. Be careful when Synthesizing this to o weopon, os
you only get one of these items. If you are using Sophio or Adray in your
party, synthesize the “+30% INT increase” factor from a fully refined
Bangle of Intellect accessory to increase their weopons’ INT stat.

Stock up on all of your faovorite, battle-usable, healing ond resurrection
potions. Consider moking or buying 20 Resurrection Elixirs and 20
Resurrection Mists. Also, take along 20 Physical and Mental Enhancers
each. Regordless, the idea 1s to have a full inventory of healing options.

Rlong the same line, stock up on Stun-type bombs. These items work very
well if you need to knock an enemy out of a particulorly dongerous ottock.
This con often mean the difference between life and death.

Don't forget about the Shielding Device. It provides 30 seconds of invul-
nerability to the user, but the user can’'t attock. Use this on choracters
playing o support role to protect them during super powerful attacks.
Rithough the choracter con’t attock, he or she con still use recovery
items or bombs.

Shielding Deuice (s good Jor charac-
ters with low DEF stots who ore
usuolly ossigned healing duty.
Protected from oll horm, they can
hond out Resurrection Ehxirs or
other recovery items while warting
for the effects to wear off so they

can join the [u ogain.

Nibelung Valest! 1s o nasty ottock
You con’t defend against it, so just
hope that your DEF stot enables you
to suruive it.



&8

Celestiol Stor 1s onother attock thot
covers the entire bottlefield in its
effect range

Blinding Field 1s o prison mode of
hight

The Angel Orb: Present or trop?

If Freya pulls off Ether Strike
before you're reody, it's Gome Over!
Stun her as soon as the nome of the
ottack flashes on-screen

Ether Strike will most hikely pummel
your porty when you ore close to
uictory.
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PRIVATE ACTIONS

While playing through Star Ocean: Till the End of Time, you'll encounter small events that help shape the relationships between Fayt and the other main characters. These events are called Private Actions (PA)
and they exist to expand the storyline, increase your knowledge of the characters” lives, and determine what happens to the characters when the game ends. If you played Star Ocean: Second Story, then you are

probably familiar with this system. If you're new to the Star Ocean world, however, then read on!

Private Actions are unique events that provide glimpses into the characters' personalities and relo-
tionships outside of the main storyline. Basically, they explain more about the party members.
However, participation in these Private Actions impacts the relationships between characters (described
in Affection Points) both negatively and positively. Although this doesn't impact their performance in
the gome, it does determine which character Fayt is coupled with at the end of the game. So, if you
really like Sophia and want fo ensure that Fayt and Sophia end up together at the end of the game,
then make sure that Fayt doesn't alienate or insult her during any of the Private Actions in which you
parficipate.

At the start of the game, the characters are ossigned a spread of Affection Points (see the following
table) that describe the relationships between them. Reading the table horizontally indicates how each
of the characters feel about a single character. Reading the table vertically indicates how a character
feels about each of his or her teammates. For example, the information in this table indicates that
Fayt begins the game predetermined to like Sophia, his childhood friend, and Mirage, his instant
crush, more than any other character. In contrast, Mirage likes Cliff and Maria, her buddies in Quark,
slightly more than she likes Fayt. During the course of the game, you can use the Private Action sys-
tem fo change those figures and either strengthen or weaken those bonds.

STARTING AFFECTION POINTS

C

20 K 18 13 20 el 19 - 20 ee
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Adray 2

Private Adions begin automatically when you enter a designated room, initiate a conversation with o
cerfain person, or perform some other controlled action within a set time frame. Few Private Adtions
are associated with Main Events, so you can determine which ones you want to participate in and which
ones you want fo avoid.

PAS EXPLAINED
PAs associated with Main Events cannot be skipped, so read
up on their effects shead of time!

How a PA affects the relationships between characters largely depends upon the PA itself. Some PAs
require that you, as Fayt, respond fo the situation, leading to multiple outcomes, while other PAs affect
party relationships simply through the act of participation. Remember: PAs don't affect the main sto-
ryline, but rather whom Fayt ends up spending time with af the end of the game. As a result, unless
you have a preferred ending in mind, feel free to experience as many PAs as possible and respond
freely. If you want to view a particular ending (or attempt fo see them all), then the distribution of
Affection Points in the PAs will be of particular inferest.

As stated earlier, Affection Points are added and subtracted to the base stat based upon what occurs
in the PA. If you are asked fo respond fo a situation, then how you respond determines the final point
spread. Affection Points are added and subtracted based upon how all of the playable characters in
the game would respond fo the situation or your response. This includes characters who you may not
have even met or allied with yet. So, if you choose to treat Sophia badly in an early PA, not only does
this affect how Sophia feels about Fayt, but you will likely lose the respect of the other female char-
acters as well! In general, if you participate in PAs that are virtuous in nature or choose the most
respectful response, the other party members will—as a whole—like Fayt more. But if you choose
PAs that involve Fayt snooping through trash or being overly curious, or if you select responses that
are mean or hurtful, the other party members are more likely to dislike Fayt. Again, this doesn't real-
ly matter unless you want 1o see a specific ending.

The game’s ending is divided into two parts: the end of the storyline and the character endings. There
are two types of characler endings: solo endings and the couple ending. The endings are determined
based upon the final fally of the Affection Points. The couple ending is chosen based upon the follow-
ing criferia:

o The partner character must be o member of your party by the time of the finol
I boss fight.

o Foyt's offection stot for this person must be 21 points or higher, while the
l partner charocter’s affection for Foyt must be 50 points or higher.

If two or more characters meet the last criteria, then the person with the highest number of points
wins. If no one fulfills the second riteria, then Fayt's solo ending is shown in place of a couple’s
ending.

There are nine possible couple’s endings in Star Ocean: Til the End of Time. Check out the end of this
chapter for instructions on how fo see them all.




READING THE PRIVATE ACTION ENTRIES

The following section provides all of the information about the 60 Private Actions in the game. It explains where and when they are available, how to trigger them, and

how the points are alloted.

PRIVATE ACTION ENTRIES EXPLAINED

The number and name associated with
the Private Action.

Area 1n which the Private RAction
oCCurs.

Time frame in which the PR can be
experienced.

Any special requirements needed to
trigger a particular PA.

There are three types of PAs:
Conversation, Automatic, and Special.
Conversation types occur when
speaking to @ designated person at
the time and location specified.
Automatic PAs occur automatically
upon entering 8 room, approaching a
specific person, and so on. To trigger
Special PRs, you must perform a spe-
cific action or do something that falls
outside the realm of a Conversation or
RAutomatic type of PA. Private Actions
connected to Main Events are also
classified as Special.

The page on which the PA's location 1s
tllustrated on a map.

Lists instructions on how to trigger
the PR, along with a general descrip-
tion of what occurs.

The number of points that are added
or subtracted based upon the out-
come of the PA. If points are allotted
based on how you respond to a ques-
tion, separate tables are prouvided
based on the option you choose.

1 AKRBL

LOCATION | Grantier Resort Hotel, Private Beach

Between Main Events 1 and 2

“AVAILABILITY

REQUIREMENTS | Must nof have spoken wifh Fay?’s parents before starfing fhis PA.

TPt | Conversation

00000

MAPPAGE | 121

As soon as Sophia changes outfits and joins Fayt outside her
room, you can parficipate in this unusual invasion of privacy.
Enter Room 105 (Sophia’s room) and examine the garbage can

-—a by the first bed. Fayt finds evidence of a secret chocolate binge

inside the container. Naturally, this discovery doesn't please
Sophia very much, nor does it reflect well on Fayt's character
with the rest of the gang.

e Fayt -1 -3 -1 -3 -3 +1

#10 CHECKING THE GARBAGE CAN

@10 PARENTAL REFLECTION

LOCATION | Grantier Resort Hotel, Private Beach LOCATION | Grantier Resort Hotel, Private Beg
AVAILABILITY | Between Main Events 1 and 2 AVAILABILITY | Between Main Events 1 and 2
REQUIREMENTS | Must nol have spaken with Fay’s parents before starfing fhis PA. REQUIREMENTS | Must not have spoken with Fayt's parents before starfing fhis PA.
Pt Conversation TYPE Conversation
MAPPAGE | 22 MAPPAGE | 22

As soon as Sophia changes outfits and joins Fayt outside her
room, you can parficipate in this unusual invasion of privacy.
Enter Room 105 (Sophia’s room) and exomine the garbage can
by the first bed. Fayt finds evidence of a secret chocolate binge
inside the container. Naturally, this discovery doesn’t please
Sophia very much, nor does it reflect well on Fayt's character

While on the resort’s private beach and before you meet up with
Fayt's parents, strike up a conversation with Sophia. It seems

that she has something on her mind regarding Fayt's parents. | -

However, the entire conversation seems like nagging to Fayt,
causing him to dislike Sophia a bit. On the other hand, Sophia
likes him more for patiently listening.

FAYT

Feyt | - O T T 0

+2
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PR3- 12

—_—
PAI3 -2l
—r—
PAZE - 32
p— ————

PR33 -4

PR 42 - 51

— -
PR 52 - 58
p— ———

PAS3 - 60

LOCATION | Granfier Resort Hotel, Private Beach

AVAILABILITY * | Between Main Events 1 and 2
REQUIREMENTS | None
TYPE Conversation
MAPPAGE |22

While relaxing on the beach, talk to the attractive young women
wandering around. The girl in the blue bathing suit s particular-
ly responsive fo Fayt's tentafive advances. However, Sophia isn't
pleased af all. How you respond to the flirt's query about
Sophia’s relafionship to Fayt changes opinions in the following
ways:

CHODSE “MY GIARLFRIEND! SHE'S PRETTY CUTE, HUH?"

LOCATION
AVAILABILITY

Grantier Resort Hotel, Transporter fo Private Beach

Between Main Events 1 ond 2

REQUIREMENTS | Must ave chosen one of the first two options on PA 73.
TYPE Automatic I§

MAPPAGE |22

If you choose to have Fayt dismiss Sophia during PA #3, the two

friends will automatically make up upon entering the Teleporter

room between the beach and the hotel lobby. However, this pri-

vate adtion helps Sophia out more than Fayt. In fad, it couses

most of the playable characters to dislike him even more.

@10 MEET THE ROSSETTIS!

LOGATION | Granfier Resort Hotel, Rossetti Troupe's Waiting Room
AVAILABILITY | Between Main Events 1 and 2
REQUIREMENTS | None

TYPE Automatic

MAPPAGE |22
Enter the dressing room in the northeast corner of the hotel
lobby to automatically meet Peppita Rossetti, child star of the
famous Rossefti circus froupe. Although, she has yet to make her
debut, Peppita is convinced that she'll be a mega-star. Will you
humor her delusions or try to bring her back fo earth?

ERYT

CHOOSE “YOU'RE EXAGGERATING A BIT, AREN'T YOU?"

’
: L [ i
~>-4. \ 4

-3 N

@0 RESTRICTED ACCESS

LOCATION | Granfier Resort Hotel, Rossetti Troupe’s Waiting Room
AVAILABILITY | Between Main Events 1 and 2
REQUIREMENTS | None
TYPE Automatic
MAPPAGE |22
Be very careful while exploring the Rossetti’s dressing room, for
fear that you get too dose o the door to the animal stables. Get
too close fo this barricaded door on the south wall and prepare
for a scolding from Peppita. This is another occasion in which

IF YOU PARTICIPATE IN THIS PR:

L 4

o P Py P
ENEEENENE

| Fout --

Peppita 0

AVAILABILITY
REQUIREMENTS
TYPE | Special
MAPPAGE | 22
Main Event 2 starts when you access one of the four Game Room
panels in the hotel’s lounge. To play in the Battle Simulator, you
must persuade Sophia o join Fayt. How this task is accomplished
affects the way in which the playable characters feel about Fayt.
 CHODSE “DON'T WORAY. I'LL PROTECT Y0U."




#A0 SHOULD FAYT READ THE INSTRUCTIONS OR NOT?

LOCATION
AVAILABILITY
REQUIREMENTS
TYPE
[ WeRGE |2
When the Battle Simulator boots up, you are presented with o
menu of options. This PA tests how much of a “man” Fayt is. Is
he the type who reads the instructions first, or will he plunge
headfirst into the first battle with no training ot oll? Reading the instructions tends to make the girls like Fayt
m%dmuhﬂwtnbntﬂcnﬂadw\momhvﬂhlﬁem Note that choosing the Battle
Trophy option domlmnuﬂ\uwylnhd it's probably better o choose Battle Trophies and initiate the
lutlhlmphywloﬂmsymm fore doing anything else!

LOCATION | rantier Resort Hotel, Lounge, Game Room
AVAILABILITY | During Main Event 2 5
REQUIREMENTS | Must have won the first round of battle.
TP | Spedil
MAPPAGE |22 :
1 you win the first battle, you can choose whether or not to play [**
o second round. 1
| Ul H
ERYT
Fayt - -3 +2 -1 -3 +3 +2 -2 +3 +2
ophia | U
U uu
FAYT
Fayt | - 0 Tl 0 0 4 )] al]-2

@0 ARE YOU GAME FOR A THIRD ROUND?
LOCATION | Grantier Resort Hotel, Lounge, Game Room

AVAILABILITY

During Main Event 2

REQUIREMENTS

Must have won the second round of battle.

TYPE

Special

MAP PAGE

2

This PA is virtually identical fo PA #9. Do you continue your luck
in the Battle Simulator, or do you call it quits and do something &S
that Sophia likes?

IF YUU CHUUSE b GUESS THHT 'S RBOUT IT FOR TODARY.”

IF You ESCRPE FRDM BHTTLE

IF YUU ARE DEFERTED BH’ THE ENEM‘!‘

l r

> 4

2 | HEE--H

+| +1 -2 +] +1

al KU
Grontier Resort Hoel, Rossetti Troupe’s Waifing Room

AVAILABILITY

Main Event 3, before entering one of the fransporters.

REQUIREMENTS

TYPE

Conversation

MAP PAGE

] -

EAYT

Before hopping into one of the transporters and fleeing to the
safety of the Evacuation Shelter, stop by the Rossetti Troupe's
dressing room and make sure that Fayt's new friends are prepar-
ing to evacuate as well.

Fayt

Peppital +3
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@a> PEPPITA’S CONCERNS

154
LOCATION | Evacuation Facilty
AVAILABILITY | Between Main Events 5 and 6.
REQUIREMENTS | None
TYPE Automatic
MAPPAGE | 26
PRI-2 After meeting Peppita and the rest of the Rossetti Troupe in
Room 509, continue to explore the Evacuation Facility. Before
e proceeding to Fay’s room (Room 506), look for Peppita and
PR3- 12 Ursus by the staircase on the eastern side of the floor (across from the east Transporter Room). It seems the
little lody is having doubts as to whether or not she should have prevented Fayt from searching for his par-
ents. Do you let her off the hook or worsen her guilt trip?
IF '1‘DU CNODSE ‘NO, THRT'S NDT TRUE
e
PR 22 - 32 ' k e
—— — .
PR 33 -4 0 00 QULD 0 0 Y0 0
pr———e e
PR 4 - 51
fremmm— e
Fayt - -5 -5 -5 -5 -5 -5 0 -5 -5
PR 52 - 58 ophia 0 0 0 0 \ 0 0 0
TR Peppit -5 _+5 +5 +5 +3 +3 -2 - +3 +4
PA 53 - 60

LOCATION
AVAILABILITY
REQUIREMENTS | None
TYPE Conversation
MAPPAGE | 27
On the way to the Escape Pods and ofter the Vendeeni attack,
visit the bridge of the Herle and speak to the brave, self-
sacrificing crew. An obnoxious crew member asks Fayt's blood |§
type. In Japan, blood types are used os o personality indicator,
much as ostrological signs here in the US. Here is o brief run-
down on what a particular blood type says about a person’s personality, so that you can answer the crewman
honestly. (Or, simply check the following tables fo see which answer makes the appropriate people like Fayt
more!) An A blood type is associated with a colm, composed, serious person. In conrast, blood fype B
people are known for their cheerfulness and curiosity. Those with an 0 type are known for being easygoing,
bighearted, and generous. People with an AB blood type are sensitive, artistic souls.
|F ‘!'DU CHDDSE "TELL HIM IT S WPE R

FAYT {SOPHIAY CLIFF
Fayt - -1 0 0 - + 0 0 +| +
U ol U
EAYT 1SOPHIAY CLIFF
Fayt - +| 0 -1 0 0 +1 -1 0 0
0 0o
FAYT CLIFF

Fayt - 0 ol 0 0

@ap CHECKING ON THE ROSSETTIS—AGAIN!
AALBLTY mms,ummwm
REQUIREMENTS | The door fo the Escape Pods must be unblocked.

MAPPAGE |27
Here's yet another opportunity fo hasten the Rossetti Troupe
along during the evacuation. First, head up fo the Upper
Starboard Corridor and check with the attendants to see how the [ <l
loodingof the Ecape Pods i going. Then run back downstois [
wwmmmmhmmmmmmmm ‘

LOCATION

AVAILABILITY
REQUIREMENTS | None

TWPE | Special

MAPPAGE | 27

Tiis P s similr 1o PA #8 in fhat if fests FoyT’s desire 1o read
instructions. Will you choose to read the Underdeveloped Planet
Protection Pact while heading toward Vanguard Il when given
the chance?

CLIFF

FAYT




€0 WHERE'S MIRAGE?

Look for Clff near the entrance to the Airyglyph Aqueducts to
commiserate with him over Mirage’s potential whereabouts. Did

LOCATION al City 0 h, Entrance to Airyglyph Aqueducts
AVAILABILITY uuuem-uummmr-hhhmntmmum
REQUIREMENTS | None
(43 Conversation
MAP PAGE

LOCATION

Peterny, “The Bifing Kid" Tovern

@ RUMORS OF THE MOONSHADOW CLAN

AVAILABILITY

During ME 26

REQUIREMENTS

Must complete this PA before going to sleep of the inn during ME #26.

TYPE

Conversation

MAP PAGE

52

Strike up a conversation with one of the bar patrons and he asks
obout the Moonshadow Clan. Do you respond honestly and

FRYT

Fayt

Nel -2

While returning to Arias from the Kirlsa Training Facility, visit the
“Iron Maiden” Inn in Kirlsa. You don't have o spend the night,
but instead look for Clff and Nel in the upstairs sleeping cham-
ber. Talk to Nel and she’ll express her grafitude for rescuing her.
Your answer to the question of why you risked your life impacts

IF YOU CHOOSE “I THUUGHT | SHDULD MAKE IT UP TIJ YUU

FAYT

SOPHIAY CLIFF

Fayt

she escape or nof? reveal your ignorance (gaining some information in return), or
do you bluff and pretend like you know what he’s talking about?
0 oo 0 0 00 DO
ERYT FAYT |SOPHIA| CLIFF
Fayt +1 +1 +2 +1 +1 | +1 +1 +2 Fayt 2 +2 41 -2 +4 +3 3 -1 -2
. L U 00 U U0
U ud U 1 U U U
FAYT |S0PHIA| CLIFF
ERYT Fayt 2lwaloel2pn [io]e]al-e
Fayt 1 -2 3 -1 3 0 2 | -2
U U
200 010) ¢ XU d!
LOCATION | Duggus Forest, ind Area
AVAILABILTY | During ME #27
REQUIREMENTS | None
LOCATION TYPE Special
AVAILABILITY mum-dm. MAPPAGE | 55
REQUIREMENTS | Must view this before entering Arios afer finishing the quest of the The Fairy you meet in Duggus Forest needs a refreshing drink of
Tt | Conversation spring water. However, there are three types of spring fo draw
MAPPAGE | 40 from: boiling, gushing, and glittering. Ideally, its best fo bring

her a drink of water from the “glittering” spring. If you bring her a glass of water from the red and steamy
“boiling" spring, this PA occurs.

Fayt +2 -2 -1 +2 +3 -3 +2
Nel + 2 +1 +2 +4 +3 1
0 00 0o 0 0
FAYT
Fayt 1 +3 +2 -1 3 +3 2

Nel -1

+2 +| -2 - +2 |

+

+2

LOCATION | Duggus Fores’, Moo GETTING STARTED

AVAILABILITY | During ME 728 N

REQUIREMENTS | None
TWE | Spedal CHARRCTERS

This is another PA that occurs during o Main Event. After releas-
ing Roger from the cage the Moonshadow Clan’s Chief locked WALKTHAOUGH
him in, you con recruit him temporarily info your party.
Regardless of what you choase, you will alenate about half of IR —
your party. On the other hand, if you don’t accept him now, you BONUS DUNGEDNS
will never be able to recruit him. Take this choice seriously.

MINI-GAMES AND
SUB-QUESTS

ITEM CRERTION

ITEMS
AND EQUIPMENT

BESTIARY




#» RUDDLE AND RUMINA, PART ONE

@2 RUDDLE AND RUMINA, PART THREE
LOCATION | Peterny, West Side, “The Front Door” Luxury Inn LOCATION | Royal Gity of Airyglyph, “Wyvern's Tail" Inn
AVAILABILITY | Between ME #30 (must leave town first before Ruddle and Rumina appear af the Inn) and ME#38. AVAILABILITY | Between ME #30 and ME #61 (end of Chapter Three).
REQUIREMENTS | None REQUIREMENTS | Must have chosen answers #1 or #2 during PA #23.
TYPE Automatic VPt Automatic
MAPPAGE | 52 MAPPAGE |35
PRI-2 Look for two merchants nomed Ruddle and Rumina in the sec- Somehow Ruddle and Rumina misinterpreted the directions
ond guest room of “The Front Door” Inn in Peterny. This mis- again, overshooting Kirlsa and ending up in Airyglyph! Tell them
————1|  matched duo s in search of the fown of Kirlsa. However, neither for the losttime how to get where they need to be. To make sure
PRI -I2 one has o trustworthy sense of direction, so once you become that they arrive in Kirlsa safely, visit them later on in the “Iron
involved with this duo, you will be directing and re-directing Stomach” Tavern.
—T them over the course of your time on Elicoor I1. Ultimately, all of your hard work pays off later in the gome
1 2l when they open their final store in Aquios and sell the best armor and weapons in the game. Of course, fo 0 00 0 D D R
get them o open this store in Chapter Five, you must guide them correctly.
This is one of three PAs dealing with this couple. To coninue the series, you must give the correct answer each
time. If you provide them with the wrong directions, they'll get lost and you can visit them in the fown they
reached instead of Kirlsa (for this PA, that would be Surferio or Aquios). The correct answer for this PA is the
third choice: To get to Kirlsa, they need fo exit from the south gate. Faut| - .2 2 2 2 2 " .2 2 | s
S 0 00 0 OULD 0 . e . ST A
————————
PR Y2 - 5
FAYT CLIFF
————— I 3 e | -2 2 3 ) L WL L Fapt | - ST (e e e i - S [
PA 52 - 58 : “ I l
R ————— —
Wy @ ROGER AND HIS FRIENDS
LOCATION | Lost ity of Surferio
i R N N SR B e AVAILABIITY | Between NEF 30 ond 7 61 (end of Chapter Tivee).
el SUFBCIL REQUIREMENTS | Must have chosen answer #1 in PA #21.
TYPE Automatic
MAP PAGE
While in Surferio, look for Roger and his friends playing outside
in the residential district. When you approach, Roger introduces
st b R} 48 A k] e L his crew, Dribe and Meh. It seems that they have o bunch of
0 0o 00 Ancient Books that hint at the hidden locations of some rare
tems. If you recruit Roger fo help out temporarily, you receive
the Ancient Books in return. Note that if you didn't let Roger help
you in Duggus Forest, this PA will not occur.
EAYT ) SOPHIAY CLIFF
Fayt e e -2 4 2 -1 -2 -2 -2
RUDDU AND K A PAR
LOATION | Riverfront Village of Aras, “The Dozing” Inn
AVAILABILITY | Between ME #30 and ME #36
REQUIREMENTS | Must have chosen answer #3 in PA #22. T T
TYPE Automatic
MAP PAGE | 46

direction o take.

three routes, two of which are correct. The corredt paths enable
them 1o leave from the southwest gate and travel over the
Aire/Kirlsa Hills to Kirlsa, or they can take the northwest path through Bequerel Mountain Path and the Kirksa
Caverns. Sending them through the northwest gate makes your party members like you more, so choose that
option if you are frying 1o win their favor. The third route sends them to Surferio.

IF YOU CHOOSE “GO OUT THROUGH THE NORTHWEST GATE."

Once again, Ruddle and Rumina are lost and af odds over which

. This time, you can choose to send them via

ERYT
Fayt - -1 +2 +2 -1 -5 +2 o2 -2 -2

Roger | -2 +2 -1 -2 0 - -5 2 +2 +2

B |




PACD P 8 KV i

LOCATION | Aquios, East Side Private Home
AVAILABILITY | Before ME #32.
REQUIREMENTS | None
TYPE Conversation

MAP PAGE | 61
This is o two-part Private Action. It begins when you talk to the
Nervous Man in the house two doors down from the Grocer on
the east side of the city. He's a strange person, overly inferested
in your business with the Queen. With that in mind, perhaps it shouldn't come os quite a shock when he turns
up outside the Audience Chamber in the Castle after you finish your audience with the Queen? After Nel puts
the Nervous Man under surveillance, check back as the game progresses fo see how the investigation is going!

#a5 FOLLOW ME, PART ONE

LOCATION | Aquios, Castle Aquaria 1F
AVAILABILITY | During ME #32.
REQUIREMENTS | None
TYPE Conversation
MAPPAGE | 61
1F you get lost or choose to explore the first floor of the castle
agoinst Nel's orders, you can bet she’s going to be mad when you
catch up with her o the staircase. It looks like the rest of your
party won't be foo happy either.

PAD FOLLU PAR §
LOCATION | Aquios, Costle Aquaria 2F

AVAILABIUTY | During ME 732,
REQUIREMENTS | None
TYPE Conversation

MAPPAGE | 61
This PA s identical fo PA #27, except that it fakes place on the
second floor. There's not much to see on the second floor, but if
you decide o wander around, be prepared fo face Nel's wrath
when you meet her in front of the Queen’s Audience Chamber.
As with PA #27, her disapproval of your wanderlust resonates throughout the rest of the party.

FRYI | S
Fayt | - -2 Bl -3 -3 - -3 1 -3 -1

#a0 FAYT THE WORRYWORT
LOCATION | Peterny, North Side
AVAILABILITY | After ME #32, before you find the Copper Ore in ME #35.
REQUIRENENTS | None ;
TYPE Conversation
MAP PAGE | 52
On the way to the Bequerel Mines, you must pass through
Peterny. If you talk 1o Cliff, Fayt will unload his concerns about
mining the Copper Ore. Clff tokes o humorous approach fo this
problem, reminding Fayt that they can scan for the ore with their
Quod Communicators. What's another breech of the UP3 af this
point, anyway? Voicing your concerns fo Cliff makes the rest of
the team doubt Fayt's leadership abilities, so think twice before starfing this conversation.

IF YOU PRATICIPATE IN THIS PR:

LOCATION | Arias, South Gate

@0 FERVENT MAN AT THE GATES

AVAILABILITY | Between ME #33 and ME #35.

REQUIREMENTS | None
TYPE (onversation
MAPPAGE | 46

If you're in need of encouragement, talk 1o the Fervent Man by
the South Gate. He promises to defend the city while you help
the runologists in Aquios prepare their weapon. The response to
his enthusiasm impacts Fayt’s reputation with his comrades.

IF YOU CHOOSE “LERVE IT TO ME."

IF YOU CHOOSE “I'LL DD WHAT | CAN."

LOCATION | Arias, South Gate

@ THE FERVENT MAN REDUX

AVAILABILITY | Between ME #33 and ME #35.

REQUIREMENTS | Must have chosen option #3 in PA #30.

TYPE Conversation

MAPPAGE | 46

in your party appreciate Nel a whole lot more!

Talk 1o the Fervent Man o second fime and he starts eulogizing Rl
about Clair and Nel's bravery and loyalty. This makes everyone 8

IF YOU PARTICIPARTE IN THIS PR:

LOCATION

AVAILABILITY | Between ME #33 and ME #35.

REQUIREMENTS | None

TPt | Conversation

MAPPAGE | 46

Look for Clair in the Conference Room of the Lord's Mansion. She
asks if Nel is being helpful in your quest. Your response to her
question can make everyone like you more or, if you fell Clair
that you are disappointed in Nel, make everyone—especially
Nell—like you less.

n
=]
n

+

Fayt

EAYT
Feyt | - 41 -3 -1 -6 | -2
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158
LOCATION | Arios, Mansion, LOCATION | Arias, Mansion, Room
AVAILABILITY | Only affer ME # 36. AVAILABILITY | End of ME #38.
REQUIREMENTS | None REQUIREMENTS. | None
TPt | Conversation TYPE | Special
MAPPAGE | 46 MAPPAGE |46
PRI-2 After the ombush outside the Arias gates, you'll ikely want to The PA occurs af the end of ME #38. After resfing af the Lord's
check on the recovering Tynave and Farleen before heading Mansion, it's fime to go fo war with Airyglyph. To start the battle
——]|  back to Aquios. By attempting to speok with Farleen, you dis- proceedings, head down o the Conference Room and speak with
PR3- 12 cover that she’s sleeping. What do you do next? Clair. When she asks if you're ready, give her your answer. This PA is unusual becouse you only score points
if you say “No.” This answer causes the women in your party fo like you more. If you need their emotional
m—— . a0 0 points, then by all means ask for more time to prepare. If not, let the battle begin!
PRI3 -2l 0 00 0
B — r————
PREE -3 FAYT | SOPHIA | CLIFF
Fayt ol 0 0 *2 0 +l ol -2 ravr |sopuia | cLier
- 00 . - Fayt +2 -3 +3 +4 | -3 | -5 __ﬁ +4 -B
RN FAYT |SOPHIA| CLIFF ®an DO YO A ' W ARO '
e ? 0 | 0 +l +2 | -1
LOCATION | Peterny, Center
PR 52 - 58 0 00 DO 0 AVAILABILITY | Between ME #41 and ME # 46
—— —— REQUIREMENTS. | None
143 Conversation
PR 59 - 60 MAPPAGE | 52
EAYT You'll find a Gossiping Peddler at a table around the food stand
Fayt | - 3 0 -2 0 +2 0 2 }3 in the middle of Peterny’s Center Plaza. Talk to him to hear the

LOCATION

@2 MEET ADRAY LASBARD!

Aquios, Castle Aquario, Audience Chamber

AVAILABILITY

Between ME #37 and ME #38.

REQUIREMENTS

None

TYPE

Automatic

MAP PAGE

64

latest rumors about the flying ship that appeared during the war.
Keep in mind, however, that some members of your party aren't really info gossipmongers.

If you are in need of a Symbologist for your party and you don't
want fo wait unil you see Sophia ogain, then return fo the Castle
for a quick visit with the queen before leaving for the war. When
you attempt to leave the Audience Chamber, you are confronted
by Adray Losbard, feared warrior and father of Clair. Do you
want 1o recruit him now (on a femporary basis) or wait until much later in the game?
On a practical note, this PA impacts o couple of things. First, if you recruit Adray in this PA, he stays in your
party until the end of Chapter Three when all of the Elicoorians return to their homes. You regain him os a
party member on a permanent basis later in Chapter Five. However, recruiting him in Chapter Two means
that you regain him much later in Chapter Five than if you decide to pass on his offer right now. On the other
hand, if you refuse to take Adray during this PA, you lose the opportunity fo see his “coupled” ending with
Fayt. Consider this fact if you're trying to see all of the “coupled” endings. If you can't live without a magic-
user in your party, recruit him now. Between the time you lose him af the end of Chapter Three and regain
him on o permanent basis in Chapter Five, you'll have Sophia to fill in o Symbologist.

IF YOU CHOOSE “YES.”

ERYT LLIFE
Fayt - -2 +2 -2 +3 +2 -3 +2 -2 +3
0 Ul
ERYT |SOPHIAY CLIFF
Fapt - +2 -1 +3 -3 -3 +2 -2 +2 -3




#» THE COST OF WAR

LOCATION | Avias, Cemelery

AVAILABILITY | Between ME #41 and ME #46.

REQUIREMENTS | None
TYPE Automatic
MAPPAGE | 46

Look for Maria in the cemetery by the chapel. She's over-
whelmed by the loss of life coused in the wars between Airyglyph
and Aquios. When she mentions that Fayt’s powers would couse
an even greater loss of life, how do you respond?

LOCATION | Kirlsa, House by the “Iron Maiden” Inn

AVAILABILITY | Between ME #41 and ME m (Mm battle with Crosell).

REQUIREMENTS | None
TYPE Conversation

MAPPAGE | 40
In the house by the “Iron Maiden” Inn in Kirlsa lives an
Unrealistic Girl with some serious concerns about the recent
Airyglyph-Aquios war. Talk to her and see if you can straighten
her out and ease her mind.

FRYT | SOPHIAY CLIFF
Fayt - -3 -3 -3 -5 -3 0

ERYT
Fayt +3 +3 +3 +5 +3 +3

€ A TALK WITH ADRAY

LOCATION | Airyglyph, Entrance fo the

AVAILABILITY | Between ME #47 and ME #50.

REQUIREMENTS | None
T q -
MAPPAGE | 35

If you're in the neighborhood—and you're frying o get endings
with the guys—look for Adray on the clff by the entrance to the
Airyglyph Aqueducts and have a chat with him. The resulting
conversation makes the women in your party think less of you,
but the guys will like you a bit more. | wonder what the Queen,
with whom you are traveling ot the time, thinks of all of this?

FAYT
Fapt | - -2 . : -4 2 s -2

#a> HURRY UP, WOLTAR!

LOCATION _ | Airyglyph, Airyglyph Castle, 1F
AVAILABILITY | During ME #52

REQUIREMENTS | None
TYPE Conversation
MAPPAGE |34

This PA may occur during the event in which Woltar leads you
through Airyglyph Costle to the dungeons downstairs, where
Albel Nox is waiting to join the party. To trigger it, you must do

one of two things: 1. Not follow Woltar to the Guard Room; or 2. Talk to Woltar twice, asking him to walk
faster. Ignoring Woltar’s instructions and exploring the castle on your own doesn't sit well with any of the party
members. Asking the elderly Woltar to walk faster also doesn't make them think any better of you.

IF YOU DON'T FOLLOW llJl'JLTFIR TO THE GUARD ROOM:

FAYT |SOPHIAL CLIFF

Fayt - -4 -2 -2 -3 -2 +2 -4

GETTING STRRTED

md 10 WANDER OR NOT 10O WANDER

LOCATION _ | Airyglyph, Airyglyph Cosle, Guard Room BIF
AVAILABILITY | During ME #52.

REQUIREMENTS | None
TYPE Conversation
MAPPAGE | 34

This PA is similar to PA #40 except that it takes place in the base-
ment/dungeon. This PA occurs if you decide to explore the treas-
ure room off the Guard Room or refurn fo the first floor instead

but the party certainly feels the disapproval!

FAYT 1SOPHIAY CLIFF
Fayt - -2 -2 -3 -2 -1 -3

of following Woltar into the dungeon cell where Albel is being held. Woltar won't scold you for your fruancy,
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®A> ALBEL TRIES TO UNDERSTAND THE WAR'S OUTCOME

100
Between ME #52 and ME 7 61. AVAILABILITY | Between ME #52 and ME 761 (before batle wifh Grosell.
REQUIRENENTS | None T REQUIREMENTS | None
MAPPAGE |40 MAPPAGE | 52
PRI-2 With Albel in your party and the truce between Airyglyph and Considering that he spent the war confined in o joil cell in
Aquios is finalized, certain areas that were off limits before are Airyglyph Costle, it seems understandable that Albel would have
S now accessible. One of these is Lord Woltar’s Mansion and the questions and concerns about the war's outcome. Talk to him in
PR3- IR Storm Brigade Garrison in Kirlso. Visit Woltar's Mansion o find Peterny and see if you can help him get over his existential cri-
Nel having an earnest conversation with her old foe. Eavesdrop sis. If you are currying Albel’s favor, choose answer #3.
T while they discuss her father's death and while Woltar returns something of value fo Nel—just don't get
13- 2] caught! At the end of the event, Nel receives the Blades of Rywsen, the best weapons available until lafer L oo UU LRCRED LOMFR
e e———
IF YOU PRATICIPATE IN THIS PA:
PR22 - 32 : s e~ meyoams
S Fayt 4l ]2 ]93] 5] ] 2 |
PR 33 -4 -
U Ul U HO
PA 52 - 58 Fayt alwfle]a]o ] -2] o
—
LOGATION glyph, Airyglyph Costle, King's Of .
PAS3 - 60 AVAILABILITY | Between ME #52 ond ME 761 (before OU CHOD OULD 0
REQUIREMENTS | None
TYPE Automatic
MAPPAGE | 34 Eavr
Once Albel Nox joins the party, head upstairs to the King’s Office. . ’
Whil the King isn't iniill thilld by this visit, he does present L L e B B 00 B =58l

an opportunity to do o favor for him. Agreeing to the errond
opens up a chain of events that culminates in o joyous scene in
Chapter Five of the game during PA #59. If you're trying fo get
the coupled ending with Nel, these PAs are o must!

The sequence of events unfolds as follows: First, take o Letter
from the King of Airyglyph to Elena Frahm in her room in Castle
Aquaria in the city of Aquios. She asks you fo relay her response
1o the King. Next, return to Airyglyph and tell the King Elena’s
response. Both of these events must be viewed before you defeat
Crosell af the end of ME #61. Then, before you leave Elicoor af
the end of Chapter Three during ME #62, visit Elena’s room to
hear o frank discussion between Arzei and the Runologist.

After defeating Crosell (before the end of Chapter Three), head
1o Elena’s room again fo see a quick cutscene between Elena and
the King of Airyglyph. This sets the scene for the return to Elicoor
Il in Chapter Five. At that point, return to Airyglyph Castle and
speak 1o the Unflappable Old Woman in the room set aside for
the future Queen of Airyglyph. Upon hearing her news, rush to
Aquios and Castle Aquaria for PA #59.

With the exception of the events that comprise PA #43 and PA #59, none of these vignettes affect the relo-
tionships between your characters, but they are required if you want o see the happy ending in PA #59.

IF YOU CHOOSE “OKAY, I'LL DELIVER THE LETTER.”

A MO IRT R ¢

IF YOU CHODSE “I'M SORRY, BUT | MUST REFUSE."”

r
' 1}
- he -2y i\‘
MAAIA mm HLG FEF HUAA

¥ '
%
FRYI 1SOPHIA

-2

Fayt

LOCATION

Peterny, West Side, “The Front Door” Inn

AVAILABILITY

Befween ME #52 and ME #61 (before batile with Crosell).

REQUIREMENTS

Maust spend night in the Inn.

TYPE

Automatic

MAP PAGE

52

To trigger this PA, purchase o room for the night. Unable fo sleep,
Albel wakes you up for a man-to-man chat. Basically, Albel wants
to know how you feel about him. Do you hate him? Or, do you
just really not care?

FAYT

SOPHIA Y CLIFF

Fayt

+| -1 -1 0 +2




K> REBEL CLIFF

LOCATION | Battleship Aqualie, Private Room (Cliffs)
AVAILABILITY | Affer ME #67, before you rest in your guest room.
REQUIREMENTS | None
TYPE Conversation
MAPPAGE | 96
Want to know how Cliff, founding member of Quark, an anti-
Federation organization, feels about being on a Federation

ship Aquaelie, Private Room (Sophia's)

LOCATION | Battles
After ME #67, before you rest in the Guest Room.

AVAILABILITY
REQUIREMENTS | None
TYPE Conversation
MAPPAGE | 96
After that eventful debriefing on the Aquaelie, check on Sophia
and make sure that she’s feeling okay. A lot has been revealed
in a short amount of fime and your childhood friend must be
reeling in shock! If you choose to soothe her worried brow, you'll
gain the respect of ll the party members.

IF VUU CHOOSE * SHE MUST HAVE KNOWN,

DON'T YOU THINK?"

IF YUU CHUDSE ‘SHE MUST N[]T HAVE KNOWN RBOUT IT."

. r
b [ \ ¢
mmmmmm
Foyt ---

Sophia  +l +| -1 +2 +l

+2

#0 DID YOU SLEEP WELL?

LOCATION
AVAILABILITY
REQUIREMENTS | None

TYPE Conversation

MAP PAGE | 96
After resting in the Guest Room, and before you assemble on the
bridge for the trip down to the Moonbose, visit Sergeant Gilm's = =
room down the hall. Mind your manners when he asks how you
slept!

ME“T dtumnslblh&nsllwu

ERYT

LOCATION

@0 PEPPITA AND THE STOREROOM OF WONDER

Moonbase, Main Recreational Area, “The Red Eye” Bar

AVAILABILITY

After the battle with the Proclaimer, until the start of ME #71.

REQUIREMENTS

Must have Peppita in your party.

TYPE

Automatic

MAP PAGE

99

Once Peppita joins the party after the battle with the Proclaimer, jgs
refurn to the Main Recreational Zone and fake the elevator down
to the bar. Peppita is good friends with the guy running the
place, Leon. They are such good friends that she persuades him
to open the storeroom in the back where they keep a cache of
weapons and other stuff. Grob what you need, then head back out into the Moonbase to find Professor

IF YOU PARTICIPATE IN THIS PA:

Peppita)

LOCATION

» Aquaelie, Guest Room (Sophia's)

AVAILABILITY

After ME #72, before you rest in the Guest Room.

None

TYPE

Conversation

MAP PAGE

9

Sophia  +8

LOCATION

A trip to Sophia’s room finds her hard at work af the computer

terminal trying fo uncover what happened to her family. The
prognosis is not exactly favorable, as neither Ryoko Leingod or
the Esteeds are listed on any of the rescue lists. Still, Sophia and
Fayt refuse to give up hope.

Fot ----

- +3 +8 +5 PR

ives, Off the Main Square

AVAILABILITY

After ME #76, through the end of the game.

REQUIREMENTS

None

TYPE

Conversation

MAP PAGE

102

The strange serenity of Arkives is driving the bloodthirsty Albel &2
insane! Talk to him and try to keep him from doing anything
stupid—like killing someone! How you accomplish the task
determines who likes you better: Albel or the rest of your party.
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@ PICK A NAME

LOCATION

Gemity, Fighting Arena Mini-Game

AVAILABILITY

After ME #77, through the end of the game.

REQUIREMENTS

None

TYPE

Conversation

PA2e - 32
pe e

PR3 -4l
p—— ————

PR 42 - 5I

MAP PAGE

IM

AvmﬁghﬂngWorldeunify,youmustdwmummofm .
your team. Everyone on your feam has o name preference, but M-
you can't please them oll. If you have a couple’s ending in mind, choose the name that person likes!

r
!

;v)

PA 59 - 60

FAYT |SOPHIA) CLIFF
Fayt | | I 1 +2 | +] 0 +2
U 00 d U H
FAYT 1SOPHIA) CLIFF
Fayt ] +1 +l +2 -1 +l 2 0 1
U Ul 2 R H UR 0 8LA o HO
FAYT |SOPHIAY CLIFF
Fayt 1 +| +| +2 | + e 0 |
U ol URRGU
FAYI |SOPHIAY CLIFF
Fayt +1 0 +l -1 0 -1 0 +l -1
U i U HAUO! O U U R A
FRAYT {SOPHIAY CLIFF
Fayt 0 1 1 2 0 -1 +2 -1 +2
U ul H HNU LU H
FAYT {SOPHIAY CLIFF
Fayt +2 ] 0 +1 -1 0 +] 0 +1

@ REMEMBRANCES OF DAYS GONE BY

LOCATION
AVAILABILITY
REQUIREMENTS
TYPE
MAP PAGE
Talk to Sophia at the top of the Watchtower in Airyglyph Castle.

The perpetual snow that falls over Airyglyph puts Fayt ond
Sophia in the mood to reminisce. But, how do you react when

Sophia starts feeling guilty for taking the fime out to simply enjoy the snow?

IF YOU CHOOSE * THEHE S NO NEED T0 I.UUHRY SD Muc

IS THERE?"

IF You EHDDSE "EVERYTHING HRPPENS FOR A HERSDN

IF YOU CHODSE * YUU SHOULD BE R LITTLE MORE SERIOUS *

LOCATION | Aquios, Casfle Aquaria, West Library of Runology
AVAILABILITY | Between ME #78 and #79.
REQUIREMENTS | None

TYPE Conversation

MAPPAGE | 61
If you visit Costle Aquaria (perhaps to visit Nel?), stop by the
West Librory of Runology and talk fo the Bookwormish
Runologist. He wonders what the light was that destroyed the
Vendeeni ship o while ago. What you tell him impacts your party’s feelings.

EAYT \SOPHIAY CLIFF

Fayt - -3 -2 -5 +3 +5 +3 -3 -5 -3
0 00 A 0BRB DDED FRO 0
FAYT | SOPHIAY CLIFF

Fapt - -1 -2 -3 -3 -3 -3 -1 -3 +3

IF YOU CHOOSE “IT'S PROBABLY JUST LIKE YOU SAID.”




IF YOU DEFERT ALBEL, BUT YOU DON'T HRVE ROOM IN YOUR PARTY:

#x> ROGER HAS A GIRLFRIEND?

LOCATION | Kirksa, “Master Si Armorer, 2F
AVAILABILITY | Between ME #78 ond #79.

REQUIREMENTS | Must have Roger in your pary.
TYPE Conversation

MAP'PAGE |40

Head up to the second floor of the “Master Slayer” Armorer,

where the young invalid Reen lies in her bed. There you'll find

Roger, something that comes as quite o shock to Roger and Fayt.

Tolk o him 1o find out why he’s there. Is Reen his girlfriend or

something?

IF YOU PRATICIPATE IN THIS PR:

' 4
b ’

b
eaer [sopua cuer {uani | ses |
el [ oo [ ]

Roger +2 +3 +3 @2 +3

i | \ &

mmm "

@> FIGHTING ALBEL

LOGATION | Urssa Lava Cave, Crosell’s Lair >

AVAIABIITY | Between ME #78 through the end of the game. 5 DIPLU ' i
REQUIREMENTS | Albel can't be in your party and you must have talked to Woltar in his mansion in Kirlsa first. LOCATION | Diplo, Upper Deck

TP | Automatic AVAILABILITY | Between ME #84 and ME #65.
MAPPAGE |90 REQUIREMENTS | None.
1f you didn't make Albel your seventh party member earlier, now TYPE Automatic
is the first opportunity to recruit him s your eighth. However, MAPPAGE |93

you must fight him first! By falking o Marietta and Steeg, you learn that Lieber is nurs-

To trigger this PA, talk to Woltar in his mansion office in Kirlsa.
He fells you that Albel is training in the Urssa Lava Cave for your
next encounter. Head to Crosells Lair in the Lova Cave and talk

ing a big crush on Maria. However, the feelings are not mutual,
as Lieber can't get the nerve to tell Maria how he feels. In the
meantime, it appears that Lieber is content to worship Maria from afar, while despising Fayt for being impor-

1o Albel, who challenges you to a battle, man-to-man, that you
connot refusel If you defeat him with Fayt alone, you have the
opportunity fo recruit Albel. You can also choose not 1o take him
with you, leaving him to train for yet another confrontation. You
con still porticpate in this PA even if your party is full.

tant to his lady love. Poor Fayt. What's he going fo do now?

FAYT
Fayt - 0 0 -1 0 0 0 0 0 0

® THE SWORD OF THE CRIMSON SCOURGE

| aL81 |peppiral Minage |
i N

LOGATION _ | Airyglyph, Airyglyph Castle, 2F
Sophia sl AVAILABILITY | After ME #85, through the end of the game. GETTING STRATED
REQUIREMENTS | Must have chosen Albel fo be your seventh party member.
TYPE Automatic. . l
MAPPAGE | 34
CHARACTERS
Albel goes to the King of Airyglyph to ask a favor. To help defeat
0 00 i 0 0 the Creator, Luther, he wants the use of the kingdom’s most pow- —_—
erful artifact: the Sword of the Crimson Scourge. This sword is f§
known for its power and fickleness in choosing an owner. Can WALKTHAOUGH
Albel overcome his negative ways fo prove himself worthy of the ——
EAYT sword, or will the sword poison his mind and body even further?
Fayt = +2 +2 0 +2 =8 4 -2 -2 -3 At the end of this event, you receive the Crimson Scourge, BONUS DUNGEONS
ophis 0 0 : Albel's strongest weapon until you dlear the game and get to the &
chff | -4 <3 - +l -3 -4 -B -4 -4 -2 Maze of Tribulations. However, if you didn’t choose Albel as your
aria 4 6 2 seventh party members, then this PA does not occur.
Albel -l -2 0 -4 -2 +] - 0 +] +2
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| SUB-QUESTS
N
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PAI-2

PRI-I2
-—
PRI3 -2l
=T
PRZE - 32
—————
PA33-4I
L ———
PA 42 - §I
b ——

PA 52 - 58

@ KING AIRYGLYPH XIII’S FIANCEE
LOCATON | hios, ol Aquario ret Tmple

@ ONE DAY MY PRINCE WILL COME...

LOCATION | Aquios, Castle Aquaria 2F, “White Dew” Gorden
AVAILABILITY | After ME #85, through the end of the game. AVAILABILITY | After ME #88 (you must leave the city of Aquios first), through the end of the gome.
REQUIREMENTS | Must have viewed PA #43 and the other related events. REQUIREMENTS | None
TYPE | Automatic TP | Conversation
MAP PAGE | 61 MAP PAGE | 61
Finally, the end to King Arzei's wedding woes is here. To trigger Sophia fakes time out from the busy quest to wax poefic about
the four non-PA events that accompany this sub-plot. To review, > the fairytale aspects of Castle Aquaria. When Sophia informs you
posal from the King of Airyglyph to Elena Frahm in Aquios. that she’s waiting for a handsome prince to arrive and sweep her

vey such intimate thoughts and fells you to relay her response to
Arzei, namely that he is to present his offer in person. The King
isn't pleased with this news, but meets with Elena when he visits
Costle Aquaria to help Aquios prepare for wor against the
Vendeeni. When Elena turns down his proposal, you'd think the
story would end. However, if you talk 1o the Unflappable Old
Woman in the room set aside for the future Queen, she tells you
that o wedding is in the works!

After talking to the Unflappable Old Woman and hearing the

good news, return to Costle Aquaria fo discover the identity of

the lucky lady. Look for Nel and her friend Rozaria in the Great

Temple to meet the bride-to-be. How do you respond when the bride’s idenfity is revealed? Are you happy
with choice or sad that things didn't work out for Lody Elena? Naturally, this reaction impacts the feelings of
your parfy members. If you are trying to get the couple’s ending with Nel, congratulate her old friend on her
happiness. If that's the ending you are trying fo avoid, then choose the second answer and Nel's affection for
Fayt will drop by 10 points.

off her feet, how do you respond?

This PA is complicated by the foct that Sophia’s response fo the

first answer is determined by the number of affection points she

currently has for Fayt. If Sophia likes Fay, this is o good PA for cementing the couple’s ending between she
and Fayt. If Sophia doesn't like Fayt enough, she’ll blow him off, causing the rest of the team to give Fayt
sympathy points. Similarly fo PA #59 with Nel and Rozaria, this is o good PA if you wanf fo prevent an end-
ing from occuring. If you choose either of the last two responses, Fayt and Sophia's affection for each other
will be compromised!

Fayt - +3 -3 +5 +5 +5 -5 +3 # =
2 0
0 0o AT A PO A :
FAYT
Fayt - 5 | 3 -10 0 +3 -3 +4
U
0 00 AIT A OND AT ABO AD 8
ERYT
Fayt +l 0 -1 -3 +1 +3 +l +2

FAYT
Fayt - +12 -5 -5 -5 -5 -2 -7 -7 -8
op 3 1 b H
0 00 ARE YO A 0
= AN 40 ON PO OR FR
FRYT
Fayt - -3 +2 -5 +3 +3 +l +3 -1 0
0 00 0
Fayt -5 -3 -3 -5 +5 0 +3 -5 3
op A U
0 00 DIO
ERYT
Fayt - -8 -2 +2 0 3 +2 -3 +2 +2




GETTING ALL THE ENDINGS

There's a trick you can use fo get to see all of the endings. First, you must play through the game twice: once recruit-
ing Nel and Peppita, and the second fime recruiting Roger and Albel. This enables you to set up an Emotion Point
array that is easy fo manipulate af the end of the game, before the fight against Luther. The possible Couple Endings
you can get per gome are listed here:

POSSIBLE ENDINGS

Sophia Maria
Nel Ribel
Peppits Rdray
Mirage Solo Ending

Next, you have fo see the PAs listed in the following tables and give the answers provided (there is o “— if the
PA doesn't require on answer). You cannot parficipate in any other PAs, other than thase in the fables or else you'll
mess up the Affection Point totals, so be very coreful.

PRS YOU NEED TO SEE
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Third, before the fight against Luther, you must create a bunch of potions through Compounding Item Creation that
affect a character’s Emotion points. There are four of these potions: Pheromone Enhancer, Tears of Aphrodite,
Tears of Ishtar, ond Tears of Venus. Each one does the same thing: it reduces the user’s Emofion points by 1.
Before you fight Luther, save the game, decide on the ending you want fo see and start handing out these Potions
to the characters listed in the table and in the quantity noted. For example, in the Nel and Peppita game, if you want
to get the Nel ending, give eight potions to Sophia, five o Peppita, three to Mirage, and three fo Adray.

There are four of these Emotion-reducing Potions that you can make through
Item Creation.

NEL AND PEPPITR ROUTE
[ e

FAYT SOPHIA NEL PEPPIIA MIRAGE ADAARY
Sophia — — — 5 - 3
Nel - 7 — 5 3 3

Peppita - - - L

w o

Mirage - ? [ S -
Adray - — - L] - -
Solo [ 7 - 5 — 3

ROGER AND ALBEL ROUTE
e A 2 S W Tl § L s T N SR E B A R R ST St

EAYT ROGER AORAY.
Maria i I 3
Aoger — — -
RAlbel - | 3
Adray - S =]
Solo 3 1 J

After you've defeated Luther and watched the credits, you can reload the pre-Luther game, choose another ending,
and use the Emotion-reducing poions all over again!
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Runic Chess

MINI-GAMES AN

SUB-QUESTS

GEMITY MINI-GAMELS

P———
Bunny Races
——
Fighting Arena
— .
Versus Mode
e

Battle Trophies

—)

The Retail Rabbit
e 1 —
fuminia and Ruddle
v s a——

The Treasure Hunt

The majority of the mini-games occur in the
Amusement Park in Gemity: Runic Chess,
the Bunny Races, and the Fighting Arena.
The first shot at mastering them occurs upon
your arrival in Gemity during Main Event #77.
However, unless you plan to suspend your
progress through the game’s storyline, you'll
probably spend more time playing these mini-
games after you finish the game.

A large circular icon on the floor marks the entrance to each of the mini-games. There are two
entrances each for the Bunny Races and Runic Chess. The lone entrance to the Fighting Arena is locat-
ed ot the very top of the circular walkway.

\

~r

=4/

AT RNV By

AUNIC CHESS

An icon with the following three chess pieces
marks the entrance to the Runic Chess venue:
the Warrior, the Thief, and the Symbologist.
You learn about the basic rules of Runic Chess
in the Ancient Ruins of Mosel, but it's still
important fo listen to Duke Guttarin's expla-
nation of how the game is played.

ﬂ Star Ocean: Till the End of Time is full of sub-quests and mini-games. If you are in need of fips, tricks or simply the solutions, you're in the right place.

PLAYING RUNIC CHESS

The basics are still the same. You have three basic pieces (Symbologist, Thief, Warrior), each of which
is strong against one piece and weak against the other. If you were to plot their relationships with one
another in a triangular format, here’s what you would get:

//47’"\;\‘ \
( WORRIOR 5
\\ //

/

=

In other words:
The Warrior overpowers the Thief, but is easily conquered by the Symbologist.
The Thief overpowers the Symbologist, but is easily conquered by the Warrior.
The Symbologist overpowers the Warrior, but is easily conquered by the Thief.

In a match, your pieces are white and the opponent’s black. Each piece moves at a given time. Thieves
move first, Symbologists second, and Warriors third.

Each level has its own board and the opponent
gefs to place his pieces first. Then you get to
examine the board and place your pieces
accordingly. Once you confirm the placement
of your pieces, the game begins and you can-
not make any changes.

The computer Al plays Runic Chess automati-
cally, so whether you win or lose is ultimately
determined by how you place your pieces
before the game begins. To win, consider the
order in which each piece moves and their
strengths and weaknesses. Or, you can refer to
the following information.

There are 11 levels of difficulty and, thus, 11
prizes. You can win up to four prizes for each
level of difficulty. The higher the difficulty, the
better the prize.




. Entrance Fee: 200 Fol

|
. Prize: Blueberries
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Thief Warrior Warrior Symbologist
Symbologist Thief Symbologist Symbologist
Symbologist Thief Warrior Warrior
Symbologist Thief Warrior Warrior
Symbologist Symbologist Warrior Warrior
Symbologist Warrior Thief Thief
Symbologist Warrior Thief Thief

Symbologist Warrior

Symbologist Symbologist

Symbologist Warrior Warrior Warrior
Warrior Thief Thief Symbologist
Warrior Thief Symbologist Thief
Warrior Thief Symbologist Symbologist
Warrior Thief Symbologist Warrior
Warrior Thief Warrior Symbologist
Warrior Symbologist Thief Thief
Warrior Symbologist Thief Symbologist
Warrior Symbologist Thief Warrior
Warrior Symbologist Warrior Thief
Warrior Warrior Thief Symbologist
Warrior Warrior Symbologist Thief

GETTING STRRTED
s
CHRRACTERS
——
WALKTHROUGH
—
BONUS DUNGEONS
T

PRIVATE ACTIONS

[TEM CRERTION

ITEMS
AND EQUIPMENT

BESTIRRY




Entrance Fee: 1600 Fol

Prize: Perfect Berries

. Entrance Fee: 1800 Fol
|

Prize: 50000 Fol |
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Thief Thief Symbologist Warrior
Thief Thief Warrior Symbologist
Thief Symbologist Thief Warrior
Thief Symbologist Symbologist Warrior
Thief Symbologist Warrior Thief

Thief Symbologist Warrior Symbaologist
Thief Symbologist Warrior Werrior
Thief Warrior Symbologist Thiefl

Thief Warrior Warrior Symbologist
Symbologist Thief Warrior Symbologist

Symbologist Thief Warrior Warrior

Symbologist Symbologist Thief Warrior

Symbologist Warrior Thief Thiefl
Symbologist Warrior Thief Symbologist
Symbologist Warrior Symbologist Thief
Symbologist Warrior Warrior Thief
Warrior Thief Thief Symbologist

Warrior Thief Symbologist Thief

Symbologist Symbologist

Warrior Thief

Warrior Symbologist Warrior
Warrior Thief Warrior Symbologist
Warrior Symbologist Thief Thief
Warrior Symbologist Thief Warrior

Thief
Thiefl
Symbologist

Warrior Symbologist

Symbologist

Warrior Warrior

Symbologist

Thief

Warrior [ ET )

Warrior Warrior Symbologist Thief

_PLAYER «]  PLAYER «2 PLAYER «3 PLAYER o4

Warrior Thief Symbologist Warrior
Symbologist Warrior Symbologist Thief

Thief Warrior Warrior Symbologist
Thief Thief Symbologist Warrior
Thief Symbologist Warrior Warrior
Thief Symbologist Thief Warrior
Thief Symbologist Symbologist Warrior
Symbologist Warrior Thief Symbologist
Symbologist Warrior Symbologist Thief
Warrior Thief Thief Symbologist
Warrior Symbologist Symbologist Thief

Thief Thief Warrior Symbologist
Symbologist Thiefl Warrior Thief
Symbologist Thiel Thief Warrior
Symbologist Thief Warrior Thief
Symbologist Symbologist Warrior Thief
Warrior Warrior Thief Symbologist
Warrior Thief Warrior Symbologist
Warrior Thief Thief Symbologist
Warrior Thief Symbologist Symbologist
Warrior Symbologist Thief Symbologist
Thief Symbologist Warrior Symbologist
Symbologist Thief Warrior Symbologist
Thiel Symbologist Warrior Thief

Thief Symbologist Warrior Symbologist
Symbologist Warrior Thief Symbologist
Symbologist Symbologist Warrior Thief

+

Thief Symbologist Warrior
Thief Warrior Symbologist
Symbologist Thief Warrior
Symbologist Warrior Thief
Warrior Thief Symbologist
Warrior Symbologist Thief

i

Thief Warrior Symbologist
Symbologist Thief Warrior
Warrior Symbologist Thief
Symbologist Thief Warrior
Warrior Symbologist Thief

Thief Warrior Symbologist

. Entrance Fee: 2000 Fol

. Prize: Synthesis Materials E
Thief Thief Warrior Symbologist
Thief Symbologist Thiefl Warrior
Thief Symbologist Symbologist Warrior
Thief Symbologist Warrior Thief
Thief Symbologist Warrior Symbologist
Thief Symbologist Warrior Warrior
Thief Warrior Symbologist Thief
Thief Warrior Warrior Symbologist
Symbologist Thief Thief Warrior

Symbologist Thief Warrior Symbologist

Symbologist Thief Warrior Warrior
Symbologist Symbologist Thief Warrior
Symbologist Warrior Thief Thief

Symbologist Warrior Thief Warrior

Symbologist Warrior Symbologist Thief

Symbologist Warrior Warrior Thief

Warrior Thief Thief Symbologist
Warrior Thief Symbologist Thief
Warrior Thief Symbologist Symbologist

Warrior Thief Symbologist Warrior

Warrior Thief Warrior Symbologist

Warrior Symbologist Thief Thief

Warrior Symbologist Thief Warrior
Warrior Symbologist Symbologist Thief
Warrior Symbologist Warrior Thief
Warrior Warrior Thief Symbologist
Warrior Warrior Symbologist Thief

{

Warrior Symbologist Thief Thief

Thief Warrior Symbologist Symbologist
Thief Thiefl Symbologist Warrior
Thief Warrior Warrior Symbologist
Thief Symbologist Thief Warrior
Thiefl Warrior Warrior Symbologist
Warrior Symbologist Warrior Thief
Symbologist Symbologist Thief Warrior
Warrior Symbologist Symbologist Thief
Warrior Symbologist Thiefl Thief
Warrior Warrior Symbologist Thief

Thief Warrior Symbologist Warrior
Warrior Symbologist Warrior Thiefl
Symbologist Warrior Symbologist Thief
Symbologist Symbologist Warrior Thief
Symbologist Symbologist Warrior Thief
Warrior Warrior Thief Symbologist
Warrior Thief Warrior Symbologist
Warrior Thief Symbologist Thief
Warrior Symbologist Symbologist Thief
Symbologist Warrior Thief Symbologist
Warrior Thief Warrior Symbologist
Thief Warrior Symbologist Symbologist
Thief Thief Warrior Symbologist
Thief Symbologist Warrior Symbologist
Symbologist Thief Warrior Symbologist
Symbologist Warrior Thief Symbologist

‘ Entrance Fee: 2200 Fol

. Prize: Lezard Flask

Thief Thief Symbologist Warrior
Thief Thief Warrior Symbologist
Thief Symbologist Thief Warrior
Thief Symbologist Symbologist Warrior
Thief Symbologist Warrior Thief

Thief Symbologist Warrior Symbologist
Thief Symbologist Warrior Warrior
Thief Warrior Symbologist Warrior
Thief Warrior Warrior Symbologist
Symbologist Thiefl Thief Warrior
Symbologist Thief Warrior Symbologist
Symbologist Thief Warrior Warrior
Symbologist Symbologist Thiefl Warrior
Symbologist Warrior Thief Thief
Symbologist Warrior Thief Symbologist
Symbologist Warrior Thiefl Warrior
Symbologist Warrior Warrior Thief
Warrior Thief Thief Symbologist
Warrior Thief Symbologist Symbologist
Warrior Thief Symbologist Warrior
Warrior Thief Warrior Symbologist
Warrior Symbologist Thief Thief
Warrior Symbologist Thief Symbologist
Warrior Symbologist Thief Warrior
Warrior Symbologist Symbologist Thief
Warrior Symbologist Warrior Thief
Warrior Warrior Thief Symbologist
Warrior Warrior Symbologist Thiefl




_PLAYER =] PLAYER »2 PLAYER »3 PLAYERA 9
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Thief

Symbologist Symbologist
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Thief
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Thief
Symbologist

Thief Symbologist Warrior

Warrior
Thief
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Symbologist
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Warrior

Symbologist
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Thief
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Thief
Symbologist
Thief

Warrior Warrior

Warrior

Warrior Warrior Symbologist

Warrior Warrior

Thief
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t
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Warrior Symbologist
Thief

Thief

Warrior

Symbologist

Symbologist

Warrior
Thief
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Symbologist
Warrior
Thief

Symbologist Symbologist

Symbologist Warrior

BUNNY RACES

The Symbol for the Bunny Races is none other than a big bunny. It is difficult to provide winning strate-
gies for this mini-gome because the details of the race are kept secret until affer you place a bet. This
makes winning on a consistent basis quite a challenge.

PLAYING THE BUNNY RACES
Simply choose a type of bet (“to win” or
“perfecta”), buy a ticket, and select a winner.
Then sit back and watch and cheer as the race

is run.

The races are divided into three grades: A, B,
and C. The higher the grade, the bigger the
point payout and the more expensive the
ticket. The game offers two types of bets: “to
win” and the “perfecta.” A “to win” ficket
enables you to choose which of the four com-
petitors is likely fo win. A “perfecta” ticket
enables you to choose which two bunnies will
come in first and second. Since you don't
actually specify in the bet who places first and
second, a win is simply based upon those two
bunnies finishing in the top two.

PRICES AND PRYOUTS

_BACECIASS  TICKETCOST ~ SINGLE WIN  PERFECTAWIN

Class C 100 Fol | Point 3 Points
Class B 200 Fol 2 Points 6 Points
Class A 300 Fol 3 Points 3 Paints

By winning a race, you are credited a certain
number of points based on the dass of the
race and the type of bet. “Perfecta” wins are
worth more points than a “fo win” win and
Class A race wins are worth more than Class C

races.

Points can be exchanged for prizes at the

Prize Exchange Counter across from the Ticket GETTING STRATED
Seller. Prizes are rewarded on a cumulative —p————
basis, so you win a prize whenever you meet CHARRCTERS
a cerfain point goal. This means that you can
P o]
win all of the prizes by accumulating 1000
points! WALKTHROUGH
e ———
PRIZE LIST BONUS DUNGEONS
—PRIZE POINTS NEEDED -
Commemorative Prize | Point
Laser Weapon 10 Points PRIVATE RCTIONS
Giant King Crab 50 Points

Bent Mystic Blade 100 Points

Scumbag Slayer 200 Points

Bunny Shoes 350 Points

Pomello Juice 500 Points
Bunny Race Trophy 1000 Points

ITEM CRERTION

—— ———
ITEMS

AND EQUIPMENT
———r——

BESTIRRY

e w—

160
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BEATING THE ODDS

There is one way fo outsmart this mini-game
if you're willing to bend the rules a little bit.
In fact, when you get 1000 points, the game
actually accuses you of using this trick.

If you were to play 100 races in a row, you'd
discover that the wins were pretty equally dis-
tributed among all four bunnies. One bunny
isn't more likely to win than the others, so it
doesnt matter which one you choose as long
as you sfick with the same bunny. If you were
to play this game manually and chose Bunny
#1, you'd ultimately end up doing nothing but pressing the X button over and over again. So why not
take away the middleman (you!) and use a turbo controller to handle the mindlessness of repefitious
button pushing!

FIGHTING RRENA

The Fighting Arena, which is marked with a fierce Sword lcon, is the place to prove your prowess as
a fighter. You can send members of your party to fight single battles or work as a team against waves
of enemies. In the Ranking Battles, the level of monsters grows along with your reputation. If you
reach the top of the Arena Ranking board, you can even battle the Reigning Champions!

Just plug in a turbo controller and turn the
turbo function on for the X button while stand-
ing in front of the ficket seller. Then tape
down the button and let the game play auto-
matically. Because the Bunny Races take a
while to play, you will only earn about 100-
200 points for every 8-hour period of game-
play. Since 100 points is all that you need fo
get the Bent Mystic Blade (an item that is
required fo recruit the blacksmith Boyd), you
may consider stopping there. But if you have
the fime and defermination, go for the whole 1000 points needed to get the Bunny Race Trophy.
This accessory has a whole bunch of factors that might come in handy in the Bonus Dungeons!

PLAYING IN THE FIGHTING ARENA

The rules for the Fighting Arena are pretty simple. Choose a mode, select your rank, and pay the
entrance fee to start the battle. The mode you choose determines the number of battles you fight and
the number of monsters per battle. If you lose or choose to escape the battle, you lose and your entry
fee is forfeited. If you defeat all of the enemies , you win a prize. The nature of the prizes depends
upon the battle’s rank. The higher the rank, the better the prize.

SINGLE BATTLE MODE

This may be the most challenging mode, because a single character must defeat five difficult mon-
sters in a row. If you want o know how each character will function in battle really quickly, this is the
best option.

In Single Battle Mode, you must choose a character in your party o participate in the battle. Prizes
for the D and C Rank Battles are rewarded on a one per character basis. The prizes for the B, A, and
S Ranks are given fo the first character to win in the rank—period. The prizes and entry fees for all
five ranks are listed in the following section. The following tables provide detailed information about
the monsters that appear in each battle.

FEES AND PRIZES FOR THE SINGLE BATTLE MODE

_LLASS FEE PRIZE NUMBER ALLOWED
D 100 Fol Magical Berries One per character
C 300 Fol Mallet Charm One per character
B 500 Fol Bunny Shoes Only one

w

2000 Fol Imposing Scroll Only one

_MAICH POSITION 0= ENEMY NAME HP MP IYPES OF SKILLS USED ~ SKILL STATUS ANOMALIES ~~ RESISTANT ~ WEAK
1 169 Fire Zombie 16200 50 Fire Paralysis Fire Water
[ 317 Noua Blaze 15000 60 Fire -~ Fire
3 e Magma Man 34000 22000 Fire Poison Fire Water
Y 413 Stinger 11000 300 Fire Water
5 135 Destroyer 28000 1600 Fire Water




C AANK

_MATCH POSITION 10 e ENEMY NAME HP. MP IYPES OF SKILLS USED ~~ STATUS ANOMALIES _BRESISTANT WERK

1 461 Yuan-ti 45000 1500 Water Freezing --

Giant Moth ot r Confusion; Silence Water
3 223 Incapacitator 4 1?7000 2600 -- -- Fire Water

Flaming Zombie

5 60 Blood Monster 70000 5000 -- -- Wind Earth

B RANK

_MATCH POSITION 10 ENEMY NAME HP MP IYPES OF SKILLS USED =~ STATUS ANOMALIES ~ RESISTANT ~ WEAK
I 192 Giant Mantis 45000 8000 -- Paralysis Wind Water
) Death Master { Water, Fire
3 183 Gas Oragon Zombie 82500 8000 Earth, Fire Poison Al -
347 Proclaimer 2500 B0OC - - Instant Death -~
S 100 Chimera 200000 28000 -- Paralysis Fire, Wind --
Y —
10« HP IYPES OF SKILLS USED ~~ STATUS ANOMALIES BESISTANT
I 443 Uile Lizard 76065 3‘15? Water, Fire Freezing Water Wind
e 453 Yellow Reaper 84000 7000 Water Paralysis Water Fire
3 130 Demon Beast 160000 7000 Fire, Demon -- Al

Dragon Corpse 240000 700 Earth, Fire
5 285 Master Demon 500000 30000 Deman Poison, Paralysis, Al .-
Instant Death

_MATCHPOSITION 0«  ENEMY NAME HP  MP  TYPESOFSKILLSUSED ~  STATUS ANOMALIES ~ RESISTANT ~ WEAK -

| 319 Noua Blaze 85000 1800 Fire -- Fire --

Masque Looter

3 330 Sharow 82000 5000 Wind Poison Earth Wind
Huge Chimera 182300 45 -- Paralysis
5 360 Render Tyrant 500000 13728 Water Freezing Water Fire
TEAM BATTLE

In Team Battle Mode, your active battle party takes on five groups of monsters, one right after the other. In most cases, the monsters are identical fo the Single Battle Mode battles. You can win up to six of the
prizes for the D and C Rank before you are cut off. The prizes for the B, A, and S Ranks are given out on a one fime only basis. The prizes and entry fees for all five of the ranks are provided here. The follow-
ing tables list detailed information about the monsters that appear in each battle.

FEES AND PRIZES FOR THE TEAM BATTLE MODE

_LLASS FEE PRIZE NUMBER ALLOWED
0 100 Fol Synthesis Materials Up to 6
300 Fol Tri-Emblum Up to 6
B

500 Fol Scumbag Slayer Only one

S 2000 Fol Ring of Slaughter Only one

T —
10«

I 169 F:re Zombie x2 IGEUD 50 Fire Paralysis Fire Water
- Earth

Poison

] K| Water
5 135 Destroyer x2 28000 -- -- Fire Water

.
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C RANK
T e e e e e Ll ] e e e e R Y S P S S S P T T < T W S R e | e e S
_MATCHPOSITION [0«  ENEMY NAME HP MP TYPES OF SKILLS USED ~~ SKILL STATUS ANOMALIES RESISTANT ~ WEAK
| 461 Yuan-ti x2 45000 1500 Water Freezing

|

93 Giant Moth x3 25600 2500 Wind Confusion; Silence Wind Water
2e3 Incapacitator 4 x3 17000 2600 -- -- Fire Water
171 Flaming Zombie x3 35000 3500 Fire Fire Water
60 Blood Monster 70000 5000 -- -- Wind Earth

w

|

B AANK
e T e e e B i S e S - S s £ e P T P e e e ST L
_MAICHPOSITION D«  ENEMY NAME HE MP IYPES OF SKILLS USED ~ SKILL STATUS ANOMALIES RESISTANT ~ WERK
192 Giant Mantis x3 45000 8000 -- Paralysis Wind Water

|

3 Agquaregia xé 33000 3000 Water Freezing Water
Gas Dragon Zombie 82500 8000 Earth, Fire Poison Rl

347 Proclaimer 82500 8000 Instant Death Al

100 Chimera 200000 28000 -- Paralysis Fire, Wind

w
@
w

|

w

{

HP MP IYPES OF SKILLS USED  SKILL STATUS ANOMALIES RESISTANT  WERK
443 Uile Lizard x2 76065 3457 Water, Fire Freezing Water Wind

453 Yellow Reaper x2 84000 7000 Water Paralysis Water Fire

130 Demon Beast 160000 7000 Fire, Demon - Al

145 Dragon Corpse 240000 7000 Earth, Fire Poison All

285 Master Demon 500000 30000 Demon Poison, Paralysis, Al

Instant Death

||

7]

_MAICHPOSITION 10 ENEMY NAME _HP MP IYPES OF SKILLS USED  SKILL STATUS ANOMALIES RESISTANT  WERK
| 27 Aqua Wisp x3 80000 8000 -- Paralysis, Confusion Al
- Masque Looter x3 -- -~ -- --
3 390 Sharow 82000 5000 Wind Poison Earth Wind
452 Winged Mantis 80130 3645 -- Paralysis Wind Water
4 218 Huge Chimerag 182300 3645 -- Paralysis All
5 360 Render Tyrant 500000 13728 Water Freezing Water Fire

RANKING BATTLE

The Ranking Battles are the heart and soul of the Fighting Arena. The first fime you choose this mode, After reaching the number one position, a special battle occurs. The Reigning Champions intervene
you are asked fo give your party a name. Choose the one you like (see the info on PA #52 for how before you can start the next battle and challenge you to a duel. If you manage to defeat them, you
your name choice affects your affection points) and the game begins. win the Victory Trophy.

The goal in this mode is to reach the fop of the Arena Ranking chart. You start at position #51 and
you must fight the 50 existing feams to reach the number one spot. However, the fun doesn't stop
there! Once you become #1, you get to take on the Reigning Champions to win the Victory Trophy!

The only prize in the Ranking Battle Mode is
the Victory Trophy, another accessory with
some awesome factors. However, you don't
win it unil you defeat the final team, which
takes a bit of ime and effort. When you beat
a team ahead of you on the ranking board,
you win the standard experience points and

Fol that you would win during @ normal battle.
In addition, your position on the board
improves. You can fight any team that is no
more than four rungs higher on the ranking

lodder.




THE BANDITS

. Starting Rank: 50

|
. Prize Money: 50 Fol

. Starting Rank: 492
|

. Prize Money: 180 Fol

0« ENEMY NAME ~~ HP MP SKILLS STATUS EFF  RESIS.  WERAK
424 Thieuing Scumbag (x3) 200 9

AAAAAAAA

. Storting Rank: 49
|
. Prize Money: 60 Fol

D «ENEMYNAME =~ HP MP SKILLS STATUSEFF  RESIS.  WERK
424 Thieving Scumbag [x3) 200 9 -- --

220 Hyper Nobleman

10 « ENEMY NAME HP MP
461 Yuan-ti 45000 1500
261 Lizard Man [x2) 2000 16

SKILLS  STATUS EFF  RESIS.  WERAK

Water

Freezing

Water,
Fire

Freezing

ARCH-SUMMONERS

. Starting Rank: 41
|

. Prize Money: 200 Fol

. Starting Rank: 48
|
. Prize Money: 70 Fol

M0« ENEMYNAME ~ HP MP  SKILLS STATUS EFF  RESIS. ~ WERAK
186 Ghostly Hag (x3)

13600 BS Fire, ind Earth

. Starting Ronk: 47
|
. Prize Money: 80 Fol

10 = ENEMY NAME HP. MP
235 Kobold (x3)

SECURE OF NOT?

. Starting Ronk: 46
|

‘ Prize Money: 30 Fol

M0« ENEMYNAME ~~ HP MP  SKILLS STATUSEFF RESIS.  WERAK
002 40 Security Soldier (x3)

16000 2000 Water

. Starting Ronk: 45
|

. Prize Money: 100 Fol

134 Demonic Hound (x2] 12000 350 Fire Poison Fire

Demon

FROG WARRIORS

. Storting Rank: 94
|
. Prize Money: 120 Fol

Fire

406 Spawn 6160 280 Water

Fire

Water

Water
Water

Poison

425 Toad Beast
427 Toadpole

8500 280 Poison Fire

BERSERKERS

@ storting fonk: 43
|
. Prize Money: 150 Fol

M0« ENEMY NAME ~ HP  MP  SKILLS STIATUS EFF RESIS. ~ WERAK
047 Berserkers (x3) 12800 300

136 Deuil Child [x3)
239 LIS Mage

16000
4488

2000
820

.- Fire
Wind -= All

GET’EM TWIN BEAST

’ Starting Rank: 90 > .
|
‘ Prize Money: 250 Fol

1D« ENEMY NAME ~ HP  MP  SKILLS STATUS EFF RESIS. ~ WEAK

289 Medusa Beast [x2] 80000 20000 Fire Poison Fire

Demon

KNIGHTS OF BABYLON

. Storting Rank: 38
|
. Prize Money: 275 Fol

077 Bogle Soldier
078 Bogle Soldier

20000
20000

2600
2600

Wind
Wind

Fire Water

Fire Water

‘ Starting Rank: 38
|

. Prize Money: 300 Fol

366 Robin Wind [x2) 200000 2600 Wind Wind

SOLDIERS OF MU

. Starting Rank: 37
|
. Prize Money: 350 Fol

GETTING STRRTED
T
CHRRACTERS
e
WALKTHAOUGH
———

BONUS DUNGEONS

10 « ENEMY NAME  HP MP

030 Rquaregia 11100 1800 Water Freezing Water
426 Toad Fighter 2552 2ch Earth Poison Water Fire
428 Toadpole 20000 2600 Poisan Water Fire

THREE WARRIORS OF FLAME

@ storting Aank: 36
|
. Prize Money: 400 Fol

250 LBO Fighter [x3] 20000 2600

PRIVATE ACTIONS
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. Starting Rank: 35

1 @
. Prize Money: 4950 Fol

PLAYER KILLERS

. Storting Ronk: 28
|

. Prize Money: 300 Fol

244 L2S Fighter [x4) 20000

2600

EURUS OF THE EAST WIND

‘ Starting Rank: 39
|
. Prize Money: 500 Fol

Versus Mode

Battle Trophies

—_ ——— .

The Retail Rabbit

s —

187 Ghostly Hag [x2) 20000

2600 Fire, Wind Earth

NOTUS OF THE SOUTH WIND

. Storting Rank: 33
|
‘ Prize Money: 550 Fol

uminia and Ruddle

i (- a—

he Treasure Hunt

44?7 War Vulture [x2) 20000 2600 Water, Freezing, Wind
Fire Confusion
Wind

BOREAS OF THE NORTH WIND

@ storting Aonk: 32
|

‘ Prize Money: 600 Fol

0« ENEMYNAME ~~ HP  MP  SKILLS STATUS EFF RESIS. ~ WEAK
188 Ghostly Hag [x2)

20000 2600 Fire, Wind Earth

ZEPHYRUS OF THE WEST WIND

. Storting Ronk: 3]
|
‘ Prize Money: 700 Fol

M0« ENEMY NAME HP  MP  SKILLS STATUSEFF = RESIS.  WEAK
260 Lihty (x2) 70000 6000 Demon, Al
Freezing

Confusion,

Silence

DON'T LOSE! TWIN BEAST

@ storting fonk: 30
|
. Prize Money: 750 Fol

097 Cerberus [x2] 16000 2000 Earth, Paralysis Fire
Water, Petrifaction
Fire

KNIGHT ROSERIA

. Storting Ronk: 29 ‘
|

. Prize Money: B00 Fol

70000

103 Cleaver Knight 6000

168 Fighter 700000 6000
361 Ridiculer 700000 6000 -
363 Robin Wind 700000 6000 Wind Wind

WILD BLOOD

. Starting Rank: 27
|
‘ Prize Money: 1000 Fol

6000 -- -- Fire
6000

048 Berserker King 70000
092 Brutish Beast [x3] 70000 Earth,
Water,

Fire

Paralysis Fire
Petrifaction

IMPERIAL GUARD

. Starting Rank: 26
|

. Prize Money: 1200 Fol

266 Lum Knight [x3) 70000 6000 Earth Wind

GIGANTOMAKIA

. Starting Rank: 25
|
. Prize Money: 1250 Fol

0« ENEMYNAME =~ HP  MP  SKILLS SIATUS EFF RESIS. ~ WERK
199 Golem SUS303 [x2) 68000 6000 Earth -- All

. Storting Ronk: 24
|
. Prize Money: 1900 Fol

10 = ENEMY NAME HP __ MP
005 Rdept Necromancer [x3) 70000 6000

SKILLS  STATUS EFF  RESIS. WERK

Water; Fire

Freezing Al

. Starting Rank: 23
|

‘ Prize Money: Fol

D =ENEMYNAME =~ HP ~~ MP  SKILLS STATUS EFF RESIS.  WERK
376 Scarlet Armor 70000 6000 Earth -- Fire

6000 -- Wind

069 Bogle Leader [x3] 70000

Water

DOUBLE EDGE

. Storting Ronk: 22
|
. Prize Money: 1700 Fol

0« ENEMY NAME  HP  MP  SKILLS STATUSEFF RESIS. ~ WERK

462 Yuan-ti [x4) 70000 6000 Water Freezing




. Starting Ronk: 2l

|
‘ Prize Money: 1800 Fol

INSECT LORDS

. Starting Rank: 19
|

. Prize Money: 4500 Fol

7000
7000

Wind -- Al
Wind -- Wind

84000
84000

248 LS5 Mage
364 Robin Wind

GO! GO! TWIN BEAST

. Starting Ronk: 20

|
. Prize Money: 2000 Fol

464 Zebras Wasp [x6) B0000 BOOD Poison Wind Fire

286 Master Ridiculer 80000 8000 -- -- o= ==

INTANGIBLE TRUTH

‘ Staorting Rank: 13
|

. Prize Money: 5000 Fol

0= ENEMYNAME ~~ HP ~ MP SKILLS STATUS EFF RESIS. WEAK
071 Bogle Leader [x2] 84000 7?7000 -- -- Water Wind

DADDY’S LITTLE RICH BOYS

. Storting Rank: 19

|
. Prize Money: 2200 Fol

D« ENEMYNAME ~ HP ~ MP  SKILLS STATUS EFF  RESIS. WEAK
063 Blue Golem [x2) =

80000 8OO0 Earth -- Al

ARMORED KNIGHTS

@ storting Aonk: 12
|

‘ Prize Money: 5200 Fol

0« ENEMYNAME ~ HP  MP SKILLS SIATUSEFF RESIS. ~ WERAK

435 Unholy Terror [x2] 84000 7000 Wind Silence Earth, Fire

DRAGON EYES

. Starting Ronk: 18

|
. Prize Money: 2500 Fol

SKILLS  STATUS EFF RESIS.  WEAK
Water Wind

10 = ENEMY NAME __HP MP
80000 7000

17?7 Forager [x4) Fire

. Starting Rank: 17

|
’ Prize Money: 3000 Fol

0= ENEMYNAME ~~ HP  MP SKILLS STIATUSEFF RESIS.  WEAK
151 Dragoon Knight (%3] 110000

3645 Wind

. Storting Rank: 16
|

. Prize Money: 3500 Fol

D« ENEMY NAME ~ HP MP  SKILLS STATUS EFF  RESIS.  WERK
42! Swordsman (x2] 80000 7000 - - Water
2200 100

207 Halberdier [x2)

UNDEAD MASTERS

. Starting Rank: 15

|
. Prize Money: 4000 Fol

MP SKILLS STATUS EFF RESIS. ~  WEAK
7000 Wind Earth, Fire
10000

10 = ENEMY NAME HP
434 Unholy Terror 80000
146 DOragon Tooth [x3] 83000

Silence

_I0=ENEMYNAME =~ HP  MP  SKILLS  STATUS EFF RESIS. ~ WERK
1?73 Flying Dark Armor 80000 B00D0 Earth -

. Starting Rank: 11
|
. Prize Money: 5500 Fol

0« ENEMY NAME HP ~ MP  SKILLS STATUSEFF ~ RESIS. WEAK
eel Immortal Lord 100000 8000 Demon Instant Death Rl -~
3645 Freezing

Confusion, Silence

110000

209 Heat Haze Demon

TWIN BEAST YAHOO!

. Starting Rank: 10
|

. Prize Money: 5700 Fol

GETTING STRRTED
0= ENEMY NAME =~ HP MP  SKILLS STATUS EFF  RESIS. WEAK
297 Monstrous Beast [x2]) B0130 3645 Fire Poison Fire ;I:
e CHARACTERS
L ]
WALKTHROUGH
. Starting Rank: 3 —
' 4
. Prize Money: 6000 Fol BONUS DUNGEONS

10 = ENEMY NAME HP MP

SKILLS STATUS EFF  RESIS.  WERK

396 Mecha Scumbag [x3] 82000 3450 Fire

WHITE LILLY BATTLEFIELD

‘ Storting Ronk: 8
|

. Prize Money: 6500 Fol
0« ENEMYNAME =~ HP ~ MP  SKILLS STIATUSEFF ~~ RESIS. WEAK
209 Hest Heze (x3) 110000 3645 Demon Freezing Al -

Confusion, Silence

PRIVATE ACTIONS

ITEM CREATION

T
ITEMS

RND EQUIPMENT
P

BESTIARY




Runic Chess

e ————

Bunny Races

e —

Battle Trophies

—_ ———

The Retail Rabbit
e 2o —

iminia and Ruddle

BOURGEOISE
‘ Starting Rank: 7

|
. Prize Money: 7000 Fol

KNIGHTS OF THE SACRED BEAST

. Starting Rank: 3
|

. Prize Money: 3000 Fol

413 Super Nobleman 1220 68 -- - -- =
151 Dragoon Knight (%3] 110000 3645 Wind - Water -~

SHERWOOD

. Storting Rank: 6
|
. Prize Money: 7500 Fol

377 Scerlet Knight [x3)
366 Robin Wind

130000
200000

3645 Earth
2500 Wind2 --

Fire .
Wind -~

KNIGHTS OF THE BLODDY SWORD
. Starting Ronk: 5
l. Prize Money: 8000 Fol ‘

_ID«ENEMYNAME =~ HP ~ MP  SKILLS STATUS EFF  RESIS. ~ WERAK
267 Lum Knmight [x3] 130000 3645 Earth

DEMON LORDS

. Starting Ronk: 2
|
. Prize Money: 10000 Fol

D« ENEMYNAME HP MP  SKILLS SIATUSEFF  RESIS. WERK
132 Demon Lord 2000000 500000 Demon Instant Death Al
295 Miriam 1800000 300000 Oemon Freezing Al

Confusion, Silence

DRAGOON KNIGHTS

. Starting Ronk: |

|
. Prize Money: 12000 Fol

ne Treasure Hunt

10 = ENEMY NAME HE MP
128000 3645

061 Bloody Knight [x5)

. Starting Rank: 4 ‘ )

|
. Prize Money: 8500 Fol

430 Tornado 130000 3645 Fire -- -- Fire
080 Bogle Soldier 120000 3645 Fire Water Wind
072 Bogle Leader 150000 3645 Water Freezing Water Wind

PARACELSUS'S TABLE [A.K.A. VERSUS MODE]

To unlock the Versus Mode mini-game, you

must have a special item called Paracelsus’s
Table. It's found in a treasure chest guarded
by the Sculpture Lord in the Aquatic Gardens
of Surferio. The entrance to the Aquatic
Gardens is located in the Surferio Annex in
Irisa Fields. Take the item to Welch Vineyard at
the Guild office in Peterny. Surprisingly, she
knows exactly what the item is and how o use
it. She'll keep it for you and allow you to play
whenever you want. All you need fo do is go fo
Peterny and ask her. You cannot play the
Versus Mode mini-game remotely.

116 Crystal Dragon 2500000 300000 Earth,
Fire

Instant Death Earth, Fire, Wind
Water

2000000 300000

150 Dragoon

Fire

REIGNING CHAPMIONS

. Starting Rank: N/R
|
. Prize Money: N/R

=
402 Solon Solute
133 Dirna Hamilton

500000 50000
3000000 500000 Fire
Magic

Wind

Fire
Earth, --

Confusion
Silence

Fire, Wind

Paracelsus’s Table is a standard fighting game
featuring the playable characters in the game.
You start with access to Fayt, Cliff, Nel, Maria,
Sophia, and Peppita. To add Albel, Mirage,
Adray, and Roger to the list, you must collect
their Trading Cards. There are 26 Trading
Cards and Trading Cards EX scattered through-
out the game. The basic Trading Cards (of
which there are four) add charadters to the
game, while the 22 EX cards unlock the exira
costumes for all 10 characters! The locations
of the 26 Trading Cards are listed in the
following section.




—LARAD USE LOCATION
Trading Card | Albel becomes a playable character. Moonbase

Trading Card 2 Roger becomes a playable character Sphere 211, 5F
Trading Card 3 Adray becomes 8 playable character Spiral Tower, IF
Trading Card 4 Mirage becomes a playable character Ancient Ruins of
Mosel, BeF
Trading Card EXI Fayt's 3P costume Moonbase

Sophia's 3P costume Sphere 211, 3F

Trading Card EX3 Maria’s 3P costume Bequerel Mine

Trading Card EXRY Chff's 3P costume Kirlsa Caverns

d EXS

ading Card EXB Albel's 3P costume Ancient Ruins of
Mosel, BIF

Nel's 3P costume Duggus Forest

Trading Car

Trading Card EX? Roger's 3P costume Sphere 211, 16F
Trading Card EX8 Peppita’s 3P costume Sphere 211, S0F
Trading Card EXS Adray’s 3P costume Urssa Cave
Temple
Trading Card EXI0 Mirage's 3P costume Urssa Cave
& Temple
Trading Card EXII Fayt's 4P costume Urssa Cave
Temple
Trading Card ERI2 Sophia's 4P costume Urssa Lava Cave
Trading Card EXI3 Maria’s 4P costume Maze of
Tribulations, B3F
Chff's 4P costume Maze of
Tribulations, B7F
Trading Card EXIS Nel's 4P costume Maze of
Tribulations, BSF

Albel’'s 4P costume Ruins of Coffir
Trading Card ERI? Roger's 4P costume Sphere 211, 109F
Trading Card EXIB Peppita’'s 4P costume Sphere 211, 140F

Trading Card E Adray's 4P costume Sphere 211, 141F
Trading Carc Mirage's 4P costume Sphere 2I1, 173F
Trading Card Fayt's 5P and 6P costume Sphere 211, 188F

Trading Card EXee Sophia's 5P and 6P costume Sphere 2ll, 193F

PLAYING PARACELSUS’S TABLE
After Welch boots up the game, the Select

SELECT MODE
Mode screen appears. This is where you
N IP vs.CPU
choose a Battle Mode and set the playtime. IP vs. 2P

There are four different modes: 1P vs. CPU, 1P IP vs. CPU vs. CPU

vs. 2P 1P vs. CPU vs. CPU; and 1P vs. 2P vs. e .
CPU. Only two live players can play ot a single e -
time. When you play o three-person game, the
computer always controls the third character.
The defoult length of o match is 180 seconds,
but you can change it to 90 seconds or infinite.

e e After choosing o battle mode, it’s fime to
choose a character(s). Human players choose
first, then you choose a character for the com-
puter. To use a costume other than the default
one, select the character by pressing the
Triangle button for the 2P costume, the Square
button for the 3P costume, the R1 button for
the 4P costume, and the L2 and R2 buttons for
Fayt and Sophia’s 5P and 6P costumes. Of
course, fo use any of the alternate costumes,

you must find the corresponding Trading Card
first!

Next, it's fime to choose a battlefield. There are up to 53 environments from which o choose, based
on which areas you've visited and fought in during the gome. If you see a gray screen with a large
“" in the middle, then you need to fight some battles in that area to unlock that stage.

BATTLE STAGES

Battle Simulator

Evacuation Corridor

Duggus Forest A

Duggus Forest B

Ruins of Coffir Outdoors

Ruins of Coffir Hideout

Ruins of Coffir Jail

Airyglyph Costle Oungeon
Riryglyph Agueducts

Elicoor Field Snowy Mountains
Kirisa Caverns

Elicoor Field Mountainous Region
Elicoor Field Wastelond

Kirlsa Training Facility

Rerial Arena

Elicoor Field Plains

Pesotto Forest

Aguatic Garden, Surferio
Bequerel Mine Inside Cavern
Bequerel Mine Outside Caovern
Elicoor Field During Wor

Sealed Cavern

Shrine of Kaddan

Passoge from Parch to Plenty
Mosel Dunes

Ancient Ruins of Mosel
Mountains of Borr Woterfoll Area
Mountains of Barr Bone Area
Barr Caves

The Ruins of Barr

Urssao Lava Coves

Dwelling of Crosell

Ancient ARuins of Mosel Waterway A
Ancient Ruins of Mosel Waoterway B
Ancient Ruins of Mosel Waterwoy C
Moonbase

Planet Styx Before Collopse
Planet Styx Time Gate

Arkives

Sphere Company Foyer

Sphere Company General Block
Sphere Company Computer Block
Sphere Company Elevator
Planet Styx After Collopse
Firewall

Spiral Tower A

Spiral Tower B

Spiral Tower C

Luther’s Private Lab

Maze of Tribulations

Urssa Cave Temple

Ethereal Queen Hall of Worship

Ethereal Queen Flower Garden

GETTING STRRTED

CHARACTERS
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Runic Chess

e
Bunny Races
- ———

Fighting Arena

Battle Trophies

pr— ——————

The Retail Rabbit
i o
Ruminia and Ruddle
e =S 05 - am—

The Treasure Hunt

Paracelsus's Table is a basic Battle Royale game.
To claim victory, you must HP or MP kill your
opponent(s) within the fime limit. A Draw is “\
declared when the battle ends without a victor.

——

fraw
N [

Battles are fought in the same manner as in
the gome, using the some button commands.
The main difference is in the assignment of
battle skills. Each character has three attack
sets from which to choose. These sefs represent
different fighting styles that utilize different
battle skills, so be careful when choosing one.
Using Battle Skills drains HP and MP as is the
cose in the main game. The only real differ-
ence is that you have no way fo minimize loss
or heal your character to compensate.

i R

1500

FAYT'S MOVE SETS

|

_AIKPOS  HIT NO. BAL STYLE
ws Blade of Fury Side Kick Blade of Fury
S5 Air Raid Charge Side Kick
SL Orain Ice Blade Stun
Support «l Max Fury -- Standby Healing
Support =2 -= - - -~

SOPHIR'S MOVE SETS

R PN T S 11 | T DR et e G [ T SO

ws Earth Glawe Charge Charge

WL Fire Bolt Orain Stun

5S Lightning Blast Efreet Critical Hit

SL Thunder Flare Fire Bolt -~

Support »l Standby Healing Critical Hit HP No Guard
Support =2 Max Fury -- Critical Hit HP




Maria Traydor

MARIAR'S MOVE SETS

HUnl-Aae U-HHNG UNG-BH

Grauity Bullet

Charge
Aiming Device

ws Crescent Locus
WL Pulse Blast
S5 Triple Kick Charge

g1 e =~ Radiation Bots

Laser Blast

Scatter Beam

Max Fury

Support sl

CLIFF'S MOVE SETS

Electric Fists Fists of Fury
Rerial Assault

Acrobat Locus Hammer of Might

ws Rerial Rssault
WL Fiery Tackle
SS Charge

SL

Support sl

Support =2

y

Max Fury

NEL'S MOVE SETS

ws Charge Lightning Chain Shadow Wave
Lightning Chain

Shadow Wave

5§ Dwine Wrath Shockwave Shadow Wave
Bl Whirlwind Flying Guillotine
No Guard

Support =l

port e

ALBEL'S MOVE SETS

ws Shockwave Swirl Aura Wall Rerial

] Palm of Destruction Palm of Destruction  Stun

SS Double Slash Hand of Doom Charge

SL Oemon Roar -~ Increase HP Damage
Support =l Max Fury

Support =2

GETTING STRRTED
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_
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e
Ruminia and Auddle
oo o -

The Treasure Hunt

sso0 |

500

Roger S. Huxley

#

750

B0

Peppita Rossetti

ROGER'S MOVE SETS

PEPPITA'S MOVE SETS

p - AIK POS =

ws Charge Raging Helmet Flying Torpedo ws Kaboom Charge Stun

WL Fiery Fury Whirling Heat wL Instanto Blast Instanto Blast Magic Hook
5SS - - -- SS Charge Rerial Faerie Friend
SL Max Fury No Guard Max Fury SL Magic Hook

Support =l Standby Healing Support el -- Max Fury No Guard
Support =2 Support =2 Critical Hit HP - -

oo

Adray Lashard 500 [

ADARY'S MOVE SET

AIK POS LONG -RANGE SIMPLE STYLE  CHARGING STYLE
ws Lightning Blast Fire Bolt Chaos Tide

WL Fire Bolt Fire Bolt Chaos Tide

SS Earth Glaive Titan Fist Charge

Support =l -- No Guerd Standby Healing

Support 2 . P e

MIRRGE'S MOVE SETS

_AIKPOS  HITNO BAL STYLE AGIL DRIENTED
ws Blade of Fury Side Kick Blade of Fury
wL -~ Shotgun Blast Dimension Door
S5 Air Raid Charge Side Kick
SL Orain Ice Blade Stun
Support =l Max Fury Standby Healing

Support =2 -




BATTLE TROPHIES

Collecting the Battle Trophies falls somewhere in between a mini-game and a sub-quest. There are
300 trophies, ranging from easy to get to extremely difficult. To collect all 300 Trophies, be prepared
to put serious hours into this game! At the very least, you'll need to play through the game multiple
times, once on each difficulty level (Galaxy, Universe, and 4D). Realistically, you may have fo play
through the game twice in Galaxy Mode in order to set up the conditions needed to get the “Defeat
X at Level 1" and “Defeat X at Level 10" Battle Trophies. Regardless, this is a huge task!

However, the rewards for collecting Battle Trophies are great. The following table lists the bonuses you
receive after collecting a certain number of Battle Trophies.

PERCENTRGE COMPLETED BONUS
_{AMOUNT OBTAINED)

15% (45) Activate 2P color during the Main Game. Press the
Triangle button at the Status Screen. [Works only
after entering the Riryglyph Aqueducts.)

25% (?75) Unlocks Universe mode. You must start 8
New Game to use this

40% (120) Activate 3P color during the Main Game. Press the
Triangle button at the Status Screen

55% (165) Activate Music Mode. Press the Square button
within the Battle Trophies Screen

85% (195) Unlocks 40 mode. You must start a New Game to

use this.
80% (240)

Activate 4P color during the Main Game
Press the Triangle button at the Status Screen

95% (285) Activate Full Active Mode In battle. You must
start & new game to use this

THE BATTLE TROPHIES
V1 BINO.  CONDITION V] BrNo.  cowpiTion

14 100 Battles [ se 10,000 button presses

O 100,000 button presses

O 3 5000 Battles O s4 1,000,000 button presses

By oooogatves [ ss 10 killing blous

O's 50000 Battles [ se 100 killing blows

@) 6 Sinulteneously defest 2enemes | 500 killing bious

e Simultaneously defeat 3 enemies [ s8 1,000 killing blows

O ] Reach Level ID

0.9 10 Hits O s0 Reach Leuvel 77

B0 s | TR S ST S
oo 50 Hits [ s2 Reach Level 255

O Guard broken 10 Times

o n 150 Hits O &4 Guard broken 100 Times

0 Guard broken 500 Tines

0 s 250 Hits [ &6 Guard broken 1,000 Times

s stohts NN 62 Aingered 10 tines

o nw Defeat enemies of 100 types [ s8 Angered 100 times

O Defeat enemies of 200 types W] &3 Angered 500 times

19 Defeat enemies of 300 types [ 70 Angered 1000 times

20 Defeat enemies of 400 types

O 2 Defeat enemies of 420 types
mg c: Chain of 3
O @3 Chain of 10
o Chain of 30
[J @s Chain of 60
O
O er Chain of 250

28 Chain of 500
15 o] Defeat enemy with a single blow
Defeat with exact damage
Defeat with exact demage with a single blow

{13

Defeat 300 enemies

Defeat 500 enemies
34 Defeat 1000 enemies
35 Defeat 5000 enemes

Defeat 10,000 enemies
kI Defeat 50,000 enemies

Finish battle in under 30 seconds
39 Finish battle in under 20 seconds
40 Finish battle in under 10 seconds

41 Escape 20 times

Escape 100 times

Incapacitated 20 times

Incapacitated 100 times

45 Win by Paralyzing all
46 Win by Freezing all
47 Win by a margin of 5 HP

Win by a margin of 4 HP

49 Win by 8 margin of 3 HP
50 Win by a margin of 2 HP

O
O
O
O
O
O
O
O
my
O 4
O
0O
O
O
O
O
&
O

5! Win by a margin of 1 HP

] 7 Maximum damage of 1000 damage

0 22 Maximum damage of 10,000 demage
Maximum damage of 50,000 damage

O ™ Maximum damage of 99,9398 demage

m] s Win with no damage

] 76 Cancel bonus 100 times

imy 77 Cancel bonus 1,000 times

O Cancel bonus 3,000 times

W] s Defeat Norton within 30 seconds

[ s0 Defeat Norton without taking damage

L Defeat Giant Crab within | minute

[ e2 Defeat Giant Crab without taking damage

[ EE Defeat Shelby within | minute

O sy Defeat Shelby without taking damage
Defeat Moonshadow Clan Chief within | minute

[ e6 Defeat Moonshadow Clan Chief without teking damage
Defeat Mudman within | minute

[ es Defeat Mudman without taking damage

] BEE] Defeat Cockatrice within | minute

[ so Defeat Cockatrice without taking damage

W] 5 Defeat Crystal Cerberus within | minute

O 92 Defeat Crystal Cerberus without taking damage

W] 33 Defeat Demetrio within | minute

O s Defeat Demetrio without taking damage

O ES Defeat Aurora Monster within | minute

[ 96 Defeat Aurora Monster without taking damage

] s7 Defeat Blue Dragon Zombie within | minute

O 98 Defest Blue Dragon Zombie without taking damage

[T BEE Defeat Robin Wind within | minute

100 Defeat Aobin Wind without taking damage

O
(W] 101 Defeat Crosell within | minute
O

102 Defeat Crosell without taking demage

GETTING STRATED
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¥ srwo.  cowiTion

103 Defeat Biwig within | minute

104 Defeat Biwig without taking damage

105 Defeat Proclaimer within | minute

106 Defeat Proclaimer without taking damage
107 Defeat Rzazer within | minute

108 Defeat Azazer without taking damage
109 Defeat Conuictor within 1 minute

110 Defeat Conuictor without taking damage

m Defeat Dark Armor within | minute

Defeat Dark Armor without taking damage

13 Defeat Crystal Statue within | minute

Oefesat Crystal Statue without taking damage
Defeat Dark Eye within | minute

Defest Dark Eye without taking damage
n Defeat Chimera within 1| minute

Defeat Chimera without taking damage

O0ooO0o0o00opoo0ooo0ooo

19 Defeat Stone Golem within | minute

[ e Defeat Stone Golem without taking damage
0 @ Defeat Spirit Trio within | minute

0 Defeat Spirit Trio without taking damage
O 113 Defeat Battlecopter within | minute

124 Defeat Battlecopter without taking damage
125 Defeat Berial & Belzeber within | minute
Defeat Berial 5 Belzeber
127 Defeat Luther

without taking damage

Defeat Luther within S minutes

129 Defesat Luther without taking damage [Including Suspended Time)
130 Defeat Luther at Lu |

131 Defest Luther at Universe Difficulty

Luther at Universe Difficulty without taking damage
133 Defeat Luther within 8 minutes at Universe Difficulty

Defeat Luther at Unwerse Difficulty at Lu 10
135 Defeat Luther at 40 Difficulty without taking damage

Defeat Luther at 40 Difficulty within 10 minutes

137 Defeat Luther at 40 Difficulty at Lu 10

19? Defeat Ethereal Queen
Defeat Ethereal Queen

149 Defeat Ethereal Queen within 10 minutes

thereal Queen

Defeat Ethereal Queen at Unwerse without taking damage

Defeat

153 Defeat Ethereal Oueen st 40

Defeat Ethereal Queen at 40 without taking damage
155 Defeat Ethereal Queen at 40 within 20 minutes

Defeat Lenneth

157 Defeat Lenneth without taking damage

Defeat Lenneth within 10 minutes

159 Defeat Lenneth at Universe

Jefeat h at Universe with taking damage

161 Defeat Lenneth at Universe within IS minutes

Defeat

163 Defeat Lenneth at 40 without taking damage

t Lenneth at 40 within 20 minute
165 Defeat Freya

Defeat Freya uithout taking damage

167 Defeat Freya within 1S minutes

Defeat Freya at Universe

169 Defeat Freya at Universe without taking damage
Defeat Freya at Universe within 20 minutes

171 Defeat Freya at 40

Defeat Freya at 40 without taking damage

173 Defeat Freye at 40 within 60 minutes

t Gabriel 10 times

175 Taunt Etheres! Queen 10 times

OoooOoooDo0o00000g0o0000000000000038a00REREINRES 00 EERCED D

7 srwo.  conpirion

O s Defeat Mighty Vox
177 Get item from Mighty Uox

0 s Guard against Mighty Uox
173 Emit Anti-Attack Rura against Mighty Vox
180 Break Mighty Vox's guard
181 Total of S hours in battle
182 Total of 50 hours in battle

183 Total of 100 hours in battle
184 Win using only minor attacks

Defeat Luther using only minor attacks

186 Defeat Ethereal Queen using only minor attacks
187 Defeat Freya Using only minor attacks

188 Win using only major attacks

Defeat Luther using only major attacks

190 Defeat Gabriel using only major attacks

Defeat Lenneth using only major attacks

192 Win using only Anti-Attack Auras

Defeat Luther using only Anti-Attack Auras
194 Defeat Gabriel using only Anti-Attack Auras

Defeat Ethereal Queen using only Anti-Attack Auras
196 Win using only items

197 Oefeat Rlbel | with items only

198 Defeat Albel 2 with items only

202 Defeat Gabriel using only Symbology

204 Win using only Charge

206 Defeat Gabriel using only Charge

a
a
a
O
a
O
O
a
a
a
O
a
a
O
O
O
O
O
O
O
O
O
O
L]
O
O
O
O
O
O
O
O
O
O 2
O
0O
] -
O
a
O
O
O
l.
0
DK
O
0O
a
O
O
O
a
a
a
a
O
a
O
O
O
O
O
O
a
O
O

207 Defeat Lenneth using only Charge
208 Win using only Battle Skills

Defeat Luther using only Battle Skills

2i0 Defeat Ethereal Queen using only Battle Skills

Defeat Freya using only Battle Skills
ele Win alone

Defeat Luther alone

2l Defeat Gabriel alone

t Ethereal Queen alone

Defeat Lenneth alone
2l? Defeat Freya alone

2i8 Win using only Metal Pipe

Defeat Norton using

220 Damage with attack 99,999 using Metal Pipe

Defeat Luther using only Metal Pipe

only Metal Pipe

eee Defeat Lenneth using only Metal Pipe
Complete win over Luther

2ed Ruoid Fire Bolt

23e Remain with Fury 15 consecutive times

234 Recover 7,777 HP
235 Recover 77,777 HP

236 77,777 HP remaining
237 11l damage
238 222 damage

333 damage

240 555 damage

242 5555 damage

294 77,777 damage
Get 10 Lucky Stars
246 Get 30 Lucky Stars

Win 10 consecutive times taking no damage

248 Win 50 consecutive times taking no damage




LONDITION

Win 100 consecutive times taking no damage

50 consecutive battles alone

25l 100 consecutive lone battles

500 consecutive lone battles

253 Auoid Fire Bolt 10 consecutive times

oid Fire Bolt S0 consecutive times

255 10 consecutive Killing Blows

) consecutive Killing Blows

257 Level up 5 consecutive times

Level up 10 consecutive times

259 Level up 20 consecutive times

10 consecutive successful guards

261 50 consecutive successful guards

100 consecutive successful guards

263 200 consecutive successful guards

500 consecutive successful guards

265 Rear attacked 5 consecutive times

267 Ambushed 5 consecutive times

tem received 10 consecutive times

263 10 consecutive blows

30 consecutive blows

erl 50 consecutive blows

31 consecutive escapes
273 No demage 30 times in 8 row

No damage S0 times in & row

] Defeat Ethereal Queen 5 times
t Defeat Freya 5 times
en Defeat the Princess and the Knight

279 Defeat Tiger-Striped Pair

Defeat Oaughter of the Beast Tamer

281 Defest Fayt

£ Defeat the Princess and the Knight alone
283 Defeat Uillain Pair alone

£ Defeat Tiger-Striped Pair alone
285 Defest Daughter of the Beast Tamer alone

Defeat Fayt alone

287 Defeat the Princess and the Kmight without taking damage

[ Oefeat Villain Pair without taking damage
289 Defeat Tiger-Striped Pair without taking damage
) Defeat Daughter of the Beast Tamer without taking damage

29l Defeat Fayt without taking damage
Jefeat Fayt at Universe
293 Defeat Fayt at 40
295 Hit with Battle Sphere 5 times
16 Fight over 60 minutes

297 Fight over 120 minutes

t get hit for | minute

298 Win staying more than 5 meters from enemy

000000000000 0000000000000000000000000O00000000000000

Moved a total distance of 42.135km in battles

[ A FEW TRICKS AND TIPS
. First, you must ploy the gome on Goloxy mode or higher to win Bottle Trophies.

. Second, turn on the Bottle Trophies module when you get to the Battle
Simulator in the Grantier Resort Hotel at the start of the game. If you
don't do so and create o save spot for the Battle Trophies on your memory
card, it's like this part of the game doesn’t exist.

. Next, 1t's not a good 1dea to move your Battle Trophies save from one mem-
ory card to onother. Once you create the save, leave it alone unless you
want to risk it becoming corrupted! Transferring this data i1s not recom-
mended due to its sensitive nature. In addition, you must also have that
card inserted into your PloyStation 2 when you play the gome to save any
Bottle Trophies you win.

. Once you win a Battle Trophy ond save it to your memory cord, i1t's yours to
keep. So, for example, if you ore fighting o boss and win o battle trophy, you
cannot win 1t again, even If you repeat the battle and meet the necessory
conditions. This enables you to go back to ony save spot and try to win any
BTs [Battle Trophies] that you may have missed or would be easier to get at
that time ond ploce. In addition, you con also use the some Battle Trophy
sove with different S0: TTEOT gomes regardless of the difficulty level [as long
os it's Galaxy mode or higher and the option to collect Battle Trophies 1s on).

If you win o Battle Trophy during a bottle and then lose the battle, you
| also lose the Battle Trophy!

. Some Battle Trophies, like those associated with bosses, are easy to get in
the course of the gome. Others require o lot of set up. Be sure to distin-
guish between the two types when you are making plons to collect them oll.

‘ Battle Trophies with conditions like “Defeat X without toking domage” or
“with X 1tem” or “using only X type of aottock” refer to the chaoracter you
were controlling ot the stort of the battle. Switching characters ot any
point in the battle breaks the BT's conditions. BTs with conditions like
“Chain of K", “X killing blows", “X consecutive ¥", etc. also foll into this
category. Basically, any BT that has an objective that requires you to
physically do something usually refers to your player chaoracter.

. When going after Battle Trophies ossocioted with o boss, sove your game
before the battle. This woy, If you foil to get one of the BTs, you can
reload and try 1t again. Incidentally, 1t 1s o good 1dea to try getting the
missed BTs while your experience with the boss 1s fresh in your mind.

. Try to obtain all of the boss and enemy-reloted Bottle Trophies in Goloxy
I mode, unless the conditions for the BT specify otherwise.

To win BTs that have comprehensive conditions [like numbers of ottacks,
button pushes, hours in battle, defeat X number of enemies, etc.], think
about purchasing o turbo controller and using this fun trick. Most of
these BTs can be fulfilled by toping over a turbo-enabled X button and
standing in front of one of the Drogon Tapestries in the Auins of Borr. All
you need to do 1s save one of the multi-faced topestries ot the end of the
eost ond west wings until loter in gome, when your party 1s ot a shightly
higher level and unlikely to be killed in one of these battles. Then stond in
front of the relief and put the X button in turbo mode. Tape down the but-
ton and once you moke sure that everything 1s in place, let the game play
outomatically. During this time, your party will repeatedly summon o drogon
ond battle i1t, helping you collect enough button pushes, time spent in bat-
tle, etc. to get those difficult BTs.

' For BTs that require you to win batties alone under o voriety of circum-

stances, you must eliminate two of your battle porty members before you
undertaoke the battle[s]. This is the only way that your player character

can fight by him or herself.

. BTs that require you to defeat high-level bosses ot Level | or Level 10
require o lot of preparation. The average of your bottle porty’s individuol
levels must equal the requirement. For the Level | BT, you have no choice
but to use the only Level | characters you get in the game. There are
three of them: Sophia, Peppita, and Fayt. To accomplish this feat, don't let
Fayt level up at all! This 1s easier to do once you meet up with Ciiff and
Nel. However, before you do that you have one boss fight to complete. When
you go up against Norton's stooges in the Ruins of Coffir, use their ten-
dency to scram to your odvantoge and hurt them just enough to maoke them
run oway. You do not receive experience points for enemies that run owoy
during the course of o battle. Once Cliff joins the porty during the battle
with Norton, eliminate Fayt so that he doesn’t receive EXP points ot the
end. For the rest of the gome, keep Foyt out of your active Bottle Party.
Now how you manage to defeat o boss like Luther with all Level | charac-
ters is up to you!
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SUB-QUESTS

In addition fo the mini-games, there are also a couple of sub-quests during the game. While these
sub-quests have nothing to do with the main storyline, they are sfill fun and beneficial o your party.

THE RETRIL RRBBIT

During Main Event #26, check out the rooms
in “The Front Door” Luxury Inn before turning
in for the night. In one of them, you meet up
with a young rabbit that is planning to start a
retail career in Peterny the next day. Look for
him along the side of the street on the west
side of Peterny as you leave for the Duggus

Forest.

The Retail Rabbit Youth, as he is called, hails
from Surferio and is only in fown for a short
while. Exactly how short this “short while” is
depends on you. Once you've spoken to or
shopped with the Retail Rabbit twice, he
leaves Peterny fo return to his home in

Surferio. This means that you need to make
your conversations count— especially since
the longer you keep the Retail Rabbit in town,
the better his wares become! If you keep him
around unfil after Main Event #78, you can
buy some of the best equipment in the game.

However, once he returns to his home in Surferio, the supply of new goods comes to an end. You can
still buy items from him, but his inventory is limited to the basic recovery items from his first shop.

Retail Rabbit Boy

"Hello, welcome!

We ofler goods from beneath the waves,
as well as imports from the Sanmite
mainiand

AAPID AABBIT [BETWEEN ME #26-+29)

PRICE
350 Fol
20 Fol
20 Fol
20 Fol
310 Fol

ITEM
Clone Generator

Basil

Sage
Lavender

Fresh Sage

RAPID AABBIT [BETWEEN ME #30-+61)

PRICE
350 Fol
20 Fol
20 Fol
20 Fol
310 Fol
8800 Fol

ITEM

Clone Generator

Basil
Sage

Lavender
Fresh Sage

Blaze Gun

AAPID AABBIT [BETWEEN ME «78-95)

IIEM PRICE

Mythril Sword 47500 Fol
Ice Falchion 61500 Fol
Grauity Laser 35500 Fol

Saint’'s Halberd
Biter
Crest Gauntlet

35500 Fol
48800 Fol
37500 Fol
36000 Fol
23500 Fol
49500 Fol
38000 Fol
13000 Fol
350 Fol

310 Fol

Lunatic Shoes
Rdept's Staff
Battle Armor
Battle Chain Mail
Wizard's Robe
Clone Generator

Fresh Sage

AUODLE AND RUMINA

The next fime you visit Peterny after complet-
ing ME #30, pay a visit o Ruddle and Rumina
in the middle guest room in “The Front Door”
Luxury Inn. Ruddle and Rumina are two mer-
chants out to make their fortunes in Kirlsa.
The only problem is that neither of them is
very good af following directions or reading

maps. Your job in this sub-quest is to direct
and redirect them to their final destination. By
doing so correctly, you not only score points
with your teammates in the corresponding
Private Actions, PA #22-#24, but you also gain
some nice perks.




The first perk is the ability to buy a special
item colled the “Blueprints.” You can use them
1o repair the ancient Greeton Mechanical Unit
outside the Village Chief's house in Surferio
after recruiting the Engineers Vanilla, Meryl
and Dejison. The other is a second shop that
opens in the duo’s home in Aquios when you
return 1o Elicoor Il after ME #85. This shop,
which is almost identical to the Retail Rabbit
Youth’s third shop, sells the best armor and
weapons you can buy in the game.

To win the rights to this shop, you must give
Ruddle and Rumina the correct directions each
time you run info them. The first time is in the
Inn in Peterny between ME #30 and ME #38.
You have four options when they ask how to

get fo Kirlsa. The correct answer in this event
is the third option: Kirlsa lies to the south of

Peterny.

Next, travel to Arias for your second meeting. Look for the dynamic duo in the lobby of “The Dozing”
Inn this time between ME #30 and ME #61. Although they followed your directions and went south,
they didn't go for enough and are at a loss as to where fo go next. This fime, send them to Kirlsa via
the northwest or southwest gates. The first path takes them through the Kirlsa Caverns and the sec-
ond one takes them across the Aire/Kirlsa Hills.

Ler's have this guy decid
should go, one more time, T

hich way we

the time of explaining it all over again.”

For the last event in this series, which takes
place between ME #30 and ME #61, go to the
Inn in Airyglyph to see how truly inept the
team is at following instruction. This time, they
went too far, passing through Kirlsa and end-
ing up in the snowy city of Airyglyph! Restrain
yourself and send the duo back a ity to Kirlsa.

Once in Kirlsa, the two set up shop in the “Iron
Stomach” Tavern. Visit them there and Rumina
will sell you the purloined “Blueprints” for o
mere 500 Fol. You can also purchase basic
items from Ruddle. After ME #85, the two can
be found in Aquios in a house in the northwest
corner of town. Ruddle still has his shop, but

he’s picked up some great items while you
were away.

RUDDLE AND RUMINRA'S ULTIMATE SHOP
[KIALSA, BETWEEN ME #30-+79)

AL L ST M T GO RST BT LI o R e I ¢ i Ao e . e i .~ L
ITEM PRICE
Symbol of Courage 2600 Fol

Regeneration Symbol 4100 Fol

Clone Generator 350 Fol

Basil 20 Fol

Sage 20 Fol

Lavender 20 Fol

RUDDLE AND RUMINR'S SUPREME SHOP

(ROUIDS, BETWEEN ME #B5-+95)

R R R R B e I R A Y = A - i e oo
ITEM PRICE
Mythril Sword 47500 Fol

Ice Falchion 61500 Fol

Grauity Laser 35500 Fol

Saint’'s Halberd 35500 Fol

Biter 48600 Fol

Crest Gauntlet 37500 Fol

Lunatic Shoes 36000 Fol

Adept’'s Staff 29500 Fol

Battle Armor 43500 Fol

Battle Chain Mail 38000 Fol

Wizard's Robe 13000 Fol

Clone Generator 350 Fol

Fresh Sage 310 Fol

If you decide to play a trick on the two mer-
chants and send them anywhere other than
Kirlsa, you may find them in Surferio or
Aquios selling their wares. The store they
open in this instance is similar to their Kirlsa
store. The only real difference is that you

con't purchase the “Blueprints” from
Rumina.

RUDDLE AND RUMINA'S LITTLE SHOP

(SURFERIO OR AQUIDS, BETWEEN ME #30-+73)

ITEM

PRICE

Blueberries

Aquaberries 15 Fol

Clone Generator

Basil 20 Fol

Sage

Lavender 20 Fol

Tri-Emblum

45 Fol

350 Fol

20 Fol

100000 Fol
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THE TREASURE HUNT

=N
\ S / ’

il han Tovchina ot o i Roger has acquired a set of Ancient Books that
Sociont Bocks el Boger S: i You et hint at the locations of seven treasures. If you
o 0k Roar: oo Masetiedow Cln's choose to toop.erme with him on the Treasure
Hideout in the middle of Duggus Forest, so s '?‘""' hi"_] e onulfzm-
take him along with you for the rest of the porary basis), he gives you the seven Ancient
A y P Books and the sub-quest begins.
quest. Doing this opens up a Private Action in

Surferio once you complete ME #30. You have
unil ME# 61 to see the event, but head over
to Surferio once you leave Ameena’s House

There are seven treasures of varying value

located throughout Elicoor II. All but one of the
locations are in places that you either have or
anyway so that you have the maximum will visit during the course of the storyline. You
have unfil the start of ME #61 (the battle with

Crosell) o get these treasures before they dis-

amount of time to complete the accompanying
sub-quest.

appear (or are taken by Lezard and his friends).

The clues for each of the locations are a bit sketchy, but once you figure out where to go, the riddles

ANCIENT BOOK #1

. Treasure: Heolth Berries

|
‘ Location: Duggus Forest, Innermost Area, Rock on the left side of Mudman’s Lair
L

make perfect sense. To help you out, use the following images as a guide.

ANCIENT BOOK #2 PP ANCIENT BOOK #3

. Treasure: Mog: Berries . . Treasure: Intellect Berries
| |

. Location: Kirlsa Coverns, Entrance Area, Torch by the Houler Terminal ’ Location: Sealed Cavern, Coffin in Magic Hommer Retail Robbit Room
L

|




. Treosure: Strength Berries . Treasure: Elven Slippers
| |

‘ Location: Ancient Ruins of Mosel, B2F, Throne in the Runic Chess Room ‘ Locotion: Mountains of Barr, Part C, Humon Skeleton in Dragon’s Nest
L L

ANCIENT BOOK #6 ANCIENT BOOK #7

' Treasure: Demonbane Cross . Treasure: Rabbit Ears Cholice

| |
. Locotion: Bequere! Mine, Abondoned Foctory, Tree overlooking the lake . Location: Urssa Lava Cave, Torch to left of the Bunny Stotue
L

[ directly west of the north entrance into the Abondoned Factory area

The most difficult of these treasures to procure is the Strength Berries, which is hidden in the depths of the Ancient Ruins of Mosel. To get to this area, you must use the Ring of Disintegration on the left stone-
covered staircase in the Round Table room. This is fairly simple and easy, since you get the Ring of Disintegration before the event that brings an end to the treasure hunt.

However, the subterranean floors of the Ancient Ruins of Mosel contain dangers that are way beyond your party’s abilifies at your current level. If you are going to attempt fo get this piece of treasure, make
sure that you have lots of Resurrection Elixirs and MP and HP healing items and foods. Also, spend some time seriously refining your battle party’s weapons with the “ATK +500" factor in orichalcum. You must
defeat three bosses before you reach the room with the treasure, so don't be afraid to stop and return to town fo rest, heal, and restock after each battle.
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ITEM CREATION

Item Creation is one of the most important features within the game. You use it fo create items to do the following things: supplement—and somefimes replace—those sold in stores; make your existing items
and equipment more powerful; and most importantly to turn the characters' Ultimate Weapons from frash info treasure. ltem Creation is really easy to do, but becoming a master requires some work, knowledge,

ond o lot of fime, patience, and Fol!

AN INTRODUCTION TO ITEM CRERTION

Your introduction fo the world of Item Creation (IC) occurs when you register at the Craftsmen’s Guild
in Peterny. You'll receive a general overview of the industry, a handy (and suspiciously technologically
advanced!) compact communicator fo keep abreast of new developments in the Guild, and 1000 Fol
in seed money fo fix up the Workshop across the street.

Once you install a production line in the Peterny Workshop, you can start experimenting and creating
your own stuff. Before you get too excited and start spending all of your Fol, there are a few things
fo keep in mind.

HIRING INVENTORS

Your success af creating items largely depends upon the falents of the people at your disposal. One of
the functions of the compact communicator is to alert you when new inventors come on the market.
Although you can use the members of your party for Item Creation, you'll find that NPC inventors
have more fo offer. This makes them worth the time and Fol required to sign them.

Each inventor, either a party member or NPC, is gifted with certain talents. The members of your party

_ have falent levels for all eight IC categories. NPC inventors are singularly talented and can only be

used for creating or refining items in their category of expertise. More importantly, each inventor
knows how to make a certain set of items in their category. In general, the more talented the inven-
tor, the better the items that he/she can create. To take that concept a step further, the more complex
or special the item, the fewer the number of inventors who can create it. In fadt, there are some items
that only a single inventor can create.

So, how do you recruit these talented crafispeople? At specific points in the game, you'll receive an
“Entry” nofification from Guild Headquarters. The nofification provides some basic information about
the new inventors, but it's up fo you fo find them and determine what it will take to get them fo sign
up with you.

When you locate an unsigned inventor, strike up a conversation. They won't say exactly what they are
looking for, but they do provide subtle hints. When you have the item (or enough Fol) o recruit them,
simply return and give them the item or Fol they seek for their services. Upon signing an inventor,
place them in one of the five town Workshops fo put them fo work.

PLAYABLE CHARACTER INFORMATION
INVENTOR TRBLES EXPLAINED
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FINDING THE ITEMS FOR THE INVENTORS

R R e e e e e e e 2 S )
—INVENTOR  ITEM REQUIRED LOCATION
Philosopher's Stone Make through Richemy IC

Ansals

Balbados Antique Jewelry Treasure Chest in Kirlsa Caverns

Boyd

Bent Mystic Sword Win for 100 Points 1n the Bunny Races

in Gemity.
Damda Mooda

Winking Sage Cider Oropped by the Moonshadow Clan

Members in Duggus Forest and the
Sanmite Steppes

Ultimate Bomb

Dejison

Make through Engineering IC

Gossam Potion of Youth [Fake] Make through IC under the Compounding

category

The Killer Chef  Keen Kitchen Knife Purchase in Gemity

Cornelius Sunrise Dictionary Treasure Chest in Moonbase
lzak Al Program Get from Leiria in Sphere 2ll, 5F.
Blueprints Buy from Rumina at successful end of

Aumina and Ruddle sub-quest

Mackuwell Book af Prophecies | Treasure Chest in Shrine of Kaddan

Mayu Rdorable Kitty Doll Make through IC under the Crafting
category.

Meryl Oremela’'s Tool Set Treasure Chest in Sphere 211, 4F

Misty Lear Spirit Stone Treasure Chest in the Ruins of Barr.

Osman the Sage Strange Book Create through Writing
Richemy

Puffy Experimental Aemedy  Treasure Chest in the Maze of
Tribulations, B2F.

Rigel Golden Curry Make through Cooking IC

Stanice Limited-Edition Doll Treasure Chest in Duggus Forest

LOCATING WORKSHOPS

All Item Creation must be done at the Workshops in towns or dungeons. Most of them start out with
pretty basic facilties, like a single production line and the ability to perform one or two types of ltem
Creation. Until you have the Fol to spare and can go upgrade-wild, you may want o fully equip a sin-
gle workshop or use different ones for different types of IC.

WORKSHOP LOCATIONS AND FACILITIES: TOWNS

—MORKSHOP LOCATION EACILITIES LINES
Airyglyph Smithery 2 Lines
Kirlsa, Workshop | Cooking, Alchemy, Compounding
Kirlsa, Workshop 2 Crafting, Smithery 3 Lines
Peterny Cooking 0 Lines
Rquios Cooking, Crafting, Compounding 1 Line

WORKSHOP LOCATIONS AND FACILITIES: DUNGEONS

LINES

—WOARKSHOP LOCATION ERCILITIES
Kirlsa Traiming Facility Cooking 3 Lines
Bequere!l Mine Compounding, Synthesis | Line
Mountains of Barr Alchemy 1 Line
Urssa Laua Caves Engineering | Line
Ancient Ruins of Mosel Cooking, Richemy, Machinery 2 Lines

Shrine of Kaddan Richemy, Crafting, Smithery | Line

Maze of Tribulations RAll Facilities 3 Lines

UPGRADING FEES

FACILITY. L£ost _ERACILITY LOst

Cooking 800 Fol Engineering 6000 Fol
Crafting 8000 Fol Line | 1000 Fol
Compounding 4000 Fol Line 2 2000 Fol
Smithery 3000 Fol Line 3 3000 Fol

Writing

5000 Fol

In addition, there are virtual Workshops in Arkives, Moonbase, and on the Aquaelie. These workshops,
which are accessed through the VR terminals/Game Rooms in those locations, are based on the
Workshop in Peterny. For that reason, it's a good idea fo upgrade the Peterny workshop to handle the
types of IC you are likely to be using while on the road.

Town Workshops Vs. Dungeon Workshops

The differences between town and dungeon workshops are very minimal. The main difference is that
you can't transfer any hired inventors from the fown workshops fo help out. The other problem with
doing IC in dungeon workshops is the lack of Save Points. They may be fine if you need to make o
few Resurrection Elixirs, but not if you're attempting o create high-ficket items or refine materials. If
you plan fo do any risky or high-priced IC, make sure there’s a Save Point nearby so that you can
save and reload if things go wrong.

HOW ITEM CREATION WORKS:
READING THE MENUS AND SCREENS

To begin Item Creation, approach the paper-covered workbench and confirm that you want fo start creating items. This brings up the main Inventing
Menu. This is where you can upgrade the workshop, transfer inventors from one shop to another, or simply start inventing.

0

IC MAIN MENU

© (WORKSHOP LOCATION AND TYPES
OF FACILITIES

This lists the location of the workshop and the types of Item Creation you can perform here. Activated
facilities are shown in white. You must have at least one production line and one I facility to perform
Item Creation at a workshop.

© CURRENT PRODUCTION LINE SETTINGS

This indicates the number of active production lines, as well as the inventors and type of IC performed
during your last visit. The inventors shown on the production line are not listed again in the inventors
pool at the bottom of the screen

© INVENTORS POOL

Select your first ifem of business. “Invent” takes you o the actual Development screen where all ltem
Creation takes place. “Expand Workshop Facilifies” enables you to purchase new expansion modules
and production lines to increase the type of work you can perform here. “Transfer Inventors” lets you
transfer inventors from one workshop to another. You can house six inventors at each workshop.

This illustrates the pool of inventors from which you can draw while performing Item Creation in this
workshop. If you know that you'll need a specific inventor for your intended projects, check here to
make sure that he or she is in-house. If not, use the “Transfer Inventors” function before you start
inventing.



,l‘
Its here that the heart of Item Creation
takes place. This is where you can set up
production line(s) and determine the kind
of items you're going to make or improve.

INVENTOR POOL

This is a larger version of what you saw on the IC Main Menu screen. All of the inventors currently in-

house are displayed here. This list includes your party members and the NPC inventors you've recruit-
ed. You can choose any of these inventors to work on your production lines. To confirm talent levels,
press the Triangle button and move the cursor to the inventor you want to check out.

©® Funos

This is the current amount of Fol in your inventory. If you run out of Fol in the middle of Item Creation,

operations are suspended. Before you begin Item Creation, go into the Invention Info section on the
Field Main Menu screen and turn all of your inventor’s status to “Standby.” If you have any inventors
set o “Original Creation,” the Fol they are using for their own work is deducted from your total funds
in addition to your cost.

€© PRODUCTION LINE[S] AND TEAM[S]

You can set up different Item Creation teams on each production line in the workshop. The number of

lines determines the number of projects you have going at once. You can assign up to three inventors
to a production line. When using NPC inventors, make sure they all have their expertise in the same
IC category or you won't be able to confinue the setup of your production line.

When using a team of more than one inventor, the character who actually knows how to create the
item carries out the creation while the other team members support him/her. When assigning inven-
tors to a line, take three things into consideration: 1. One person on the line needs to have the abili-
ty to create the item. (Refer fo the tables on the following pages for more information.) 2. The com-
bined talent levels of the team members must equal or exceed the talent requirement of the desired
item. The more the team exceeds the required talent level, the greater the chance of success. 3. Make
sure your feams’ Time and Cost stats do not hamper the creation of the item. Obviously, you'll want
to use inventors who meet the first two criteria, but also minimize the fime and cost factors of the
item'’s production.

O ICTYPE

Use this command 1o select the type of ltem Creation you want to perform. There are eight different
types of Item Creation, each of which is used to create different types of items. The types of IC your
current production team con use are shown in white. The ones listed in red are those that your pro-

duction team can't use due to lack of talent. Lastly, the ones listed in gray are those categories for
which the workshop lacks facilities.

© PrLANS

After choosing the type of Item Creation, select between two plans. Original Creation enables you fo

create items from scratch. Specify Plan enables you to refine and improve items you currently own.

O cost

This lists the production cost for the item you're about fo create or refine (if you are using Specify

Plan). When production is underway, the production line makes a number of attempts fo create/refine
the item. Each attempt costs the amount of Fol listed in this field.

The Cost field is also helpful in determining which item you're about fo create in Original Creation.
Each item that you can create through IC has a base cost associated with it (see the tables later on in
this chapter). If you're trying to make a specific item, take note of ifs base cost and compare it to the
production cost shown in this chapter.

When you're ready fo start creating, move the cursor to the production line and press the Square but-
fon fo get the line running.

This  modified
Development Screen enables you to
monitor the progress of your line. For the
most part, the expressions on your inventors’

version of the

faces illustrate the story. If a production run is
successful, the team smiles or looks pleased. If
they fail, they look sad or discouraged. Each
run, successful or not, costs Fol, so it's up to you
to determine the number of runs.

INVENTORS" FACES

The look on your inventors’ faces indicates how well production is going. If they complete a produc-
tion run successfully, their faces light up with a smile or otherwise happy look. If the run fails fo pro-
duce, the inventors look unhappy. There is also a risk that an inventor will fall asleep during produc-
tion. If that occurs, that particular character does not perform any work (or provide any influence)
during the run.

© (QUALITY GAUGE

You start a production session with a full quality gauge. Each fime a run ends, the gauge decreases a
bit. When it runs out, the producfion session comes fo an end. The amount the gauge decreases dif-
fers depending upon the inventors on the line. In essence, the fuller the line, the better the chances
are that your team will create the item.

© TIME GAUGE

The time gauge that creeps across the screen illustrates the progression of a production run. When it
reaches the right side of the screen, the run comes fo an end and a new one automatically begins. The
amount of time it fakes fo create an item is determined by the Time stat of the inventors.

OETERMINING WHEN TO STOP A LINE

The success or failure of a production run is determined when the fime gauge fills up. The production
session confinues until the quality gauge runs out. Regardless of whether you're trying to create a sin-
gle item or twenty, keep on top of your number of successful runs. For example, if you're trying fo
create Resurrection Elixirs when you already have 12 in your inventory, stop the production line once
the team creates the eight elixirs needed fo fill the slot in your inventory. If you let the production
session confinue, each run will end in failure and you'll pay for it.

How you end a production line is also very important. If your funds run out or you choose to end the
run by pressing the X button and asking for item submission, all of the items you've created up to
that point are automatically added fo your inventory. However, if you choose to abort the line (press
the Circle button) or the quality gauge runs out, you lose all of the items that were created. In Specify
Plan mode or during Synthesis, the line is stopped automatically when the refinement is successfully
completed.

Knowing when to stop a line also comes in handy when using Synthesis. Synthesis enables you to move
the factors from one item to the weapon of your choice, imbuing it with new abilities and strengths.
You can control which factors are added to the weapon simply by when you stop the production run.
For example, if you are synthesizing an item with two factors onto a weapon and you only want the
first factor to be transferred, simply request item submission (press the X button) after the end of the
first production run. If you want both factors fo transfer over to the weapon, let the line run through
both of the production runs required.
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COMMUNICATING WITH THE GUILD

The Compact Communicator is a useful tool for
viewing information about new inventors and
new inventions, patenting new creations, and
for managing your signed inventors on the fly.
To acess it, select the Invention Info option on
the Field Main Menu.

REGISTERING PRTENTS

When you obtain a new item or create one
through Item Creation, check with the Guild to
see if you can file o patent for it. Patented
inventions are first evaluated by the Guild,
then added to their Invention List. From there,
the items are dispersed to shops around Elicoor
I, where you can buy them if you are in a
pinch. Shop items patented by a player char-
acter or a signed inventor can be purchased ot
one-fifth of their retail price.

INVENTION INFO

After getfing a patent for an item, check it out
in the Invention List under the Check Info
option on the Main Menu. This is where you
find the name of the item’s inventor, its price,
the number produced, rarity, and rating.

If the patented item is one that you found in a
dungeon or other location, then Fayt is listed
by default as the inventor. If you patent an item that you made through IC, the character who first
made the item (via knowledge of the recipe, etc.) is credited as the inventor. The price of the item is
the basic cost used to determine how much the item can be bought or sold for. The rating is deter-
mined by the guild and influences the number of ranking points assigned o the inventor.

RELEASING OF NEW PRODUCTS

Patented items are released o stores for sale about five minutes after the patenting process occurs.
Since time in the IC world is suspended while you're in a town, go outside in the field and fight some
battles while you wait.

ORIGINAL CREATION MODE

Buying newly-patented items is kind of risky. On the plus side, the longer an item is in circulation, the
cheaper it becomes and the more items are produced. However, the process is somewhat random and
takes a long fime. If there is an item that you're really desperate for, you'll probably find it easier o
make it yourself.

The cost of an IC-produced item is determined as follows:

BUY PRICE = BASIC PRICE K [1 + RARITY/100]

Items that your characters or signed NPC inventors created and patented are reduced in price by one-
fifth. When looking for your items in a store, remember fo look for ones on the sales lst that are dis-
played in blue. Items that appear white in color are either ones that can't be made through IC, or
ones that were patented by other inventors.

CREATOR RANKING

Inventors earn ranking points by participating in Item Creation. Reaching the fop of the Inventor
Rankings is tough, but it's an interesting challenge. Points are awarded in the following fashion:

NUMBER OF ITEMS CRERTED K ITEM EVALURTION VALUE = INVENTOR'S
RANKING POINTS

. WHEN ONLY ONE CRERTOR IS ON THE LINE: Rll points are given to that individual.

‘ WHEN TWO CREATORS ARE ON THE LINE: Two-thirds of the points go to the
creator who made the item, while one-third goes to the creator who pro-
‘ vided support.

WHEN THREE CRERTORS RRE ON THE LINE: One-half of the points go to the
creator who made the item, while one-fourth go to the two creators who
prouvided support.

AREMUNERRTION

After registering as an inventor, you start fo receive remuneration from the Craftsmen’s Guild every
30 minutes that you spend in the field or in o dungeon. The amount of Fol you receive increases as
your player characters and signed NPC inventors confinue to gather ranking points. While you may
not see much of a profit af the start of the game, it should start to accumulate later on after you sign
more inventors, allowing you fo monitor their output. To speed things up, put all of your inventors on
Standby under the Change Order option, then stand outside by the entrance to a fown or in o safe
spot inside a dungeon. If you leave the game running for o while, you'll still earn Fol.

CHANGE DRDER OPTION

Whenever you sign new inventors, they confinue to create new items os they did when they were
unsigned. However, you can change their status from Original Creation to Standby using the Change
Order option on the Main Menu. When set to Original Creation, NPC inventors confinue to spend Fol
(your Fol) on Item Creation as you continue your adventures. This is especially noticeable when you
visit 0 workshop to perform Item Creation of your own. When you set signed inventors to Standby,
they cease their activities and do nothing.

There are three basic modes in Item Creation: Original Creation, Specify Plan, and Synthesis. Each mode is unique and used for different reasons.
Original Creation is the mode at the heart of Item Creation, as it enables you to create new items for your party from scrach.

There are seven types of IC under Original Creation Mode: Alchemy, Compounding, Cooking, Crafting, Engineering, Smithery, and Writing. Each category
produces different types of items in accordance with its name. So, Cooking is the IC of choice for trying fo make food items; Compounding creates potions and
elixirs that heal and inflict harm; Crafting is responsible for the creation of helpful accessories; Writing enables you to craft books capable of teaching characters
new skills; Smithery is used to make new armor, bladed weapons, and even magical scepters; and Engineering is used to create bombs and guns.

THE BASICS OF TEAM SELECTION

COST AND THE CREATED ITEM

When setting up a team for a production line, keep these things in mind. First, if you have a specific
item in mind, make sure you have an inventor on the team who can create that item. Then add two
other inventors to support him or her in the creation process. Ultimately, you want a feam with a com-
bined talent level that meets or exceeds the falent needed to create the item. If talent level isn't an
issue, pick inventors with stats that lower the cost of production or add fo the speed of your line.

When setting up a production line for Original Creation, the projected cost of the production run defer-
mines the item that is produced. When the line is first set up and you choose the Original Creation
plan, an item is randomly chosen from the list of possible items for that category and the cost to cre-
ate it is displayed on-screen in lieu of its name. The cost given for the production run is calculated from
one-fenth of the price of the invention, plus or minus the cost alteration associated with the inventors
assigned to the line and a random 5% margin. As a result, if you enter Item Creation with  specific
item in mind, you can reset the plan unfil a price pops up that is dose to the base cost of the item.




CREATION SUCCESS RATE

The success rate in Item Creation is determined largely by the combined total of the inventors’ talent levels minus the evaluation value of the intended item. The more your team’s talent level surpasses the ifem’s

evaluation value, the higher the level of success.

0f course, there are other factors at work here too. On the plus side, possession of items like the Keen Kitchen Knife and the Multi-Flask, both of which increase IC success rates, increases your line’s chance of

success by 20%. The quality gouge also plays a part, decreasing the chance of success as the gauge drains. Unfortunately, this guarantees that you'll never achieve a 100% success rate.

JRIGINAL CREATION CHARTS

The following tables list all of the items that can be made through Original Creation. Each table, divided by IC category, lists the item’s base price and

evaluation score. The tables also indicate which inventors can create each item.

RLCHEMY

The items that you can create through Alchemy are mostly minerals and gems used for Synthesis. One of these items is the rare ore Orichalcum, which you can use to add +500 points fo a weapon’s ATK stat.

Dark Crystal, which boasts an INT +500 factor, is a good choice for those who favor magic.
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COMPOUNDING

Compounding enables you to create helpful potions and elixirs that you can’t buy in stores. Some of the most important ones are Resurrection Elixir and the entire party Resurrection Mist.
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Although you may not be able to use Cooking items to heal wounds in battle, they work just fine in the field. Using food to recover HP and MP in between battles saves the potions for battles!
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Cooking, continued
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Accessories are Crafting’s domain. Prior fo synthesizing your weapons, take a look at the factors on the game’s accessories and let your imagination wander. Try Red and Blue Talismen, Boots of Prowess, and
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If you want a gun for Maria or some bombs to use in battles, Engineering is the place to go. Various types of Stun Bombs should be a staple in your inventory. These bombs not only inflict HP and/or MP dam-
age, but they also stun enemies for a short while. They are perfect for knocking some bosses out of their attacks!
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SMITHERY

Explore the items in this category early on. Many of the armor and weapons that you can create through IC have helpful factors that their store-bought counterparts lack.
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WRITING
The importance of Writing cannot be overemphasized! Through Item Creation, Writing enables you o create fomes that teach you new skills that will help you complete your quests and defeat dangerous
enemies. " -
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Specify Plan is used when you want to refine and, hopefully, improve the factors attached 1o a specific item. There are four possible outcomes when using
Specify Plan. Ideally, you want Specify Plan 1o increase the power of the factor on the item you are refining. Sometimes it is possible, somefimes it isn't. If
the factor associated with an item has a number in parentheses following it, then the factor is refineable through Specify Plan. However, it doesn't guarantee

the end results.

When setting a Specify Plan line, choose your feam based largely on the alterations to speed and cost
the inventors bring with them. Talent level has no bearing on success with Specify Plan, so try to boost
the speed of production runs and, more importantly, bring down the cost.

After choosing a team, select the type of IC based on the item itself. This is easy if the item wos made
through IC in the first place, since you know what category it fulls under. If you aren’t sure about the
type, check the item's data in the Item Data chapter or follow the rules of common sense. Most pieces
of armor and bloded weapons fall under Smithery. Potions and recovery items belong to
Compounding, accessories to Craffing, food to Cooking, ore and gems to Alchemy, and bombs and
other mechanical items like guns to Engineering.

Next, you must choose the item you want to refine. If the item is grayed out, then either the item can-
not be refined or you've chosen the wrong category. As noted before, the success rate of Specify Plan
is not fied to Talent level! Make sure that the team of inventors you've chosen reduces the cost of the
endeavor as much as possible.

Specify Plan also requires the use of a corresponding material item. If you're doing a Crafting type of
Specify Plan, you must have at least one type of Crafting Material. One of the material items is con-
sumed each time Specify Plan is successful (regardless of how many factors are on the item) or the
line is halted. If you run out of the required material, you cannot proceed with Specify Plan. You can
purchase all of the IC materials (except for Synthesis Materials) from the Santa merchant on the third
floor of the Maze of Tribulations.
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SPECIFY PLAN RESULTS

One of four things occurs when you choose Specify Plan based on the nature of the factor(s).
Result I: The foctor i1s duplicoted
Result 2: The factor becomes stronger
Result 3: The foctor chaonges
Result 4: The foctor disoppears

In most cases, you'll want to see results 1 and 2 when you refine an item. For example, when you
refine o piece of armor with a “DEF +X" factor, you want to see that factor duplicate and fill all eight
factor slots.

EXAMPLE OF AN IMPROVED FACTOR: VALIANT MAIL
Before Specify Plan:

“Def +20 (1)"

= Result 1: “Def +20 (1)" is duplicated.

Before ond ofter using Specify Plan,

You will also want to improve other factors through Specify Plan. Take, for example, the Boots of
Prowess. This accessory has a factor of “ATK/DEF +5%." Through Specify Plan, you can increase the
sirength of that factor to +10% and finally o +30%.

EXAMPLE OF A DUPLICATED FACTOR: BOOTS OF PROWESS

Before Specify Plan: “ATK/DEF +5% (1)

= Result 1: “ATK/DEF +10% (1)"
Before Specify Plan, Round 2: “ATK/DEF +10% (1)"

= Result 1: “ATK/DEF +30%"

Sometimes a vague factor changes into some-
thing entirely else through Specify Plan. An
exomple of this is the Drill Helm. It possesses
the factor “Attack at your own risk (2),” which
may furn into “Strikes enemy with lightning
when attacking” when you refine it through

Specify Plan.

Rfter two rounds of Specify Plan,
you get an accessory to be
proud of!

0f course, you can remove this factor through
Specify Plan, which is the most common result.
Removal via Specify Plan is usually limited to
negative factors, like those found on the
Ultimate Weapons your characters can earn in
Sphere 211.

Before and ofter using Specify Plan.

Multiple Fffects

The number in the parentheses af the end of a factor indicates the number of alternate patters avail-
able when you refine it through Specify Plan. A “(2)" indicates that there are two possible paths, while
a “(3)" indicates that there are three. The better the factor, the harder it is fo achieve.

EXAMPLE OF A FACTOR WITH TWO RESULTS: THE DRAGOON LASER

Before Specify Plan: “Enemy ATK +30% (2)"
= Result 1: “Enemy ATK +30% & Fol x3 (1)"
= Result 2: Factor disappears.
EXAMPLE OF A FACTOR WITH 3 RESULTS: APPLE PIE
Before Specify Plan: “50% HP recovery (3)
= Result 1: 70% HP recovery
= Result 2: 90% HP recovery
= Result 3: 100% HP recovery

TIPS AND TRICKS FOR SPECIFY PLAN

Prior to finishing the game, the only IC materials that you can purchase in stores are the Cooking
Materials and the Compounding Materials. You must find the rest of them in dungeons or acquire them

by defeating monsters. This forces you fo not waste your materials. Here are a few tips to get you
through the main part of the game in style.

To sove on valuable Synthesis Materials (which are always in short supply),
refine ores, gems ond other items before synthesizing them to o weapon.
This olso preserves your Smithery Materiols for other uses.

Don’t waste Cooking Ingredients by refining dishes with the “30% probabil-
ity of breaking [2]" factor. The two results ore the rare 20% probability or
the more common disappearaonce of the factor altogether. A 30% chance 1sn't
thot bad and it does give these items o shot ot being more than o one-use
only item. Instead, spend the Fol on making more food.

Compounding 1s another area in which Specify Plan 1s largely unnecessary.
The only exception 1s the helpful Cinderella Tablets item. The factor on this
item, “I0% off shop prices [1]," can be refined up to 30%. Try making these
toblets before going on equipment-upgrading shopping sprees!

. Oon't get too corried woy improving accessories. It 1s very tempting to spend
oll of your Crafting Materials refining potentiolly owesome items like the

Boots of Prowess, the Blue ond Red Talisman, or the Ring of Erudition. But you

must restrain yourself. Wait until you finish the main story, then go for i1t!

Use your Smithery Moterials to duplicote any DEF bonuses. The more slots
on the armor you fill, the bigger the DEF bonus to the ormor. Since it 1s
tough to boost a character’'s DEF stat in this game [in comparison to the
ATK stat), this i1s o must!

When refining important ond irreploceable things like the Ultimote Weapons,
sove your game before you start refining. This way, If things go wrong, you
can olways reload ond stort all over!

SYNTHESIS MODE

Last, but cerfainly not least, is Synthesis. If the Original Creation mode is the heart of Item Creation,
Synthesis is the brains. Basically, Synthesis enables you to combine most any item in the game that
has a factor with @ weapon. This allows you-fo customize your weapons any way you want, as long
as you have the Fol and the Synthesis materials to do it!

Setting up the production line for Synthesis s similar to setting up for Specify Plan mode. Synthesis
is always successful, so choose your team of inventors based on what they can do to decrease the cost
of the enterprise. Note that only player characters can Synthesize; NPC characters cannot!

Once your team is set, choose “SYTH" as your type of IC. This automatically bypasses the choice of
plan and allows you to select a base weapon (the item to Synthesize) and the item whose factors you
want to move onto the base weapon. The base item must be a weapon—you can't add new factors
to armor or accessories! When the synthesis ends, the “item fo be synthesized” is lost, but its factors
live on as part of your weapon. Since there are eight factor slots on each weapon, Synthesis is a great
way to utilize some of the factors on items that you might not be able fo use otherwise.

Synthesis is expensive, however. The more factors you fuse to a weapon, the higher the price climbs.
In addition, each Synthesis session consumes a precious Synthesis Materials item. Since you cannot
purchase this item in a store, you are limited fo what you can find in dungeons or steal from mon-
sters. The Santa’s Boots are also a good way to replenish your stock.

The Importance of Attachment Order

The best way fo create awesome weapons through Synthesis is to plan them out beforehand. This is
especially important in the earlier parts of the game when materials and Fol are in short supply and
stronger base weapons lurk somewhere in the near future.

If you use factors that you want fo transfer over o other weapons, put them af the top of the factor
slots. The reason for this is simple: Synthesis always succeeds. If you are synthesizing an item with
multiple factors, you can always tell which factor is being transferred by tracking the production runs.
So, if you know that you only want to transfer the first two factors of a three factor item, you can stop
the synthesis process at the end of the second production run and prevent the third factor from being
moved over to the weapon.

However, since Synthesis destroys the item being fused 1o the base weapon, you cannot transfer the
first and third factor, skipping the second. So if you are careful and plot out the factors you want to
use, you can easily synthesize the best factors from an old weapon to a new one. Good factors fo keep
in the top slots of weapons are ones that increase the weapons’ ATK and DEF rafings, since you know
that they will always come in handy later on. Place experimental factors, like elemental attributes,
near the end, so that you can leave them off the next time when you go fo create a new weapon.




ITEM DATA

There are lots of items in Star Ocean: Till the End of Time! Some are available in shops, ready for purchase, while many others are hidden away in treasure chests inside dungeons and scattered around towns.
The majority of items can be created through Item Creation. If you're looking for something in particular, or just want fo know what's out there, rely on this chapter.

PLAYABLE CHARACTER INFORMATION

RERDING THE ITEMS DATA

Basic value of weapon. If you can create this item through the
“Original Creation,” this figure indicates the base cost [just subtract
the final “0"] of the item. Furthermore, If you sell the weapon as 1s
[1.e. without added factors through IC), this figure also indicates its
sell price. Weapons with an “N/A” before them cannot be sold.
Evaluation score of the item according to the Item Creation Guild.
Items marked with an “N/R” cannot be created through IC.

The weapon's base stats. These figures are added to the user’s base
Attack [ATK], Defense [DEF], Intelligence [INT), Hit Ratio [HIT], and
Agility [AGL).

Explains how to obtain the item. Most items are purchased in
stores, through item creation, or found inside treasure chests.
When an item is found in multiple locations, the initial location, or
most stable location [1.e. a store), 1s listed.

Special information about the item.

The factors originally associated with the weapon. If they can be
duplicated or erased through Item Creation, it 1s noted as such in
the Comments section.

W EA[)O N S In Star Ocean: Till the End of Time, the playable characters use weapons specific to their style of fighting. Fayt relies heavily on swords, while the Klausian
= brawlers Cliff and Mirage, who trained together under Mirage’s father, tend to use armored gauntlets. However, there are a few weapons, like the

highly versatile Laser Weapon, that can be used by all of the characters. When arming your party, don't be afraid to think outside the box (or weapon

category) o find the most powerful, and even the most adaptable, weapon for the job. And don’t forget: You can improve all of the weapons through ltem | GETTING STRRTED
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i ———

Useable Items

Other Items
e —————

Materials
. Y Sl

Usluables

Dropped Item, Super Blair
Smithery; can improve using “Select Plan.”

5% probability of breaking, Enemy DEF x5, Enemy ATK
+30%, -90% EXP acquisition, -1 MP ot certain intervals
during battle, ATK +1,000

Item Creation, Smithery
N/A
N/A

Treasure (es! Maze of Trlhulmmns‘ 7F

Smithery; can duplicate factor using “Select Plan

ATK +500 (1)

N/A
N/A

PULVERIZERS

Item Creation, Smithery
N/A

Emits long-range shock waves when attacking

DAMASK GAUNTLETS

Item Creation, Smithery

MYTHRIL GAUNTLETS
°
o o 10w [ 0

Item Creation, Smithery
N/A
N/A

GAUNTLET

S
L
Shop, Kirlsa
N/A

N/A

NENE
Shop, Peterny

N/A

N/A

DAMASK GAUNTLET

4000 WA L2001 0 [ 0|30 [0
Shop, Airyglyph

N/A

B CERAMIC GAUNTLET

Smithery; can improve through “Specify Plan
ATK +200 (1)

STEEL GAUNTLET

ltem Creation, Smithery

N/A

Strikes enemy with lightning when attacking

Item Creotion, Smithery

N/A

Dropped Item, Enraged Crosell

Smithery; Can improve item through “Specify Plan

Gives an uneasy feeling, Max HP -30

50% EXP acquisition

(2), 5% probability of breaking, 1/2 Defense (2), ATK

+1,000 (1)
CREST GAUNTLET

Shop Aquios
N/A
N/A




=

D REPLICA GUN

MARIA TRAYDOR'S WERPONS

OBTAINED
COMMENTS
FACTORS

OBTAINED

ltem Creation, Engineering
N/A

ltem (reation, Engineering
N/A
Emits balls of fire when attacking

Shop, Moonbase
N/A

OBTAINED

FACTORS

MICROBLASTER

o

Shop, Peterny
N/A
Adds fire-based damage

OBTAINED
COMMENTS
FACTORS

i

VAL | EVA | ATK | DEF | INT | HIT | AGL
12800 50 | 120 | 0 LS - B L

Dropped Item, Blue Dragon Zombie
N/A
2 Fury use

Itlem Creation, Engineering
N/A

DRAGOON

OBTAINED
COMMENTS

Item Creation, Engineering
N/A

Paralysis (Attack effect)
GRAVITY LASER

VAL | VA | ATK
35500 N/A | 800 | O | 0 | 50 | 0

OBTAINED
COMMENTS
FACTORS

N/A
N/A

N/A

N/A

GETTING STRRTED
—r———
CHARACTERS
—
WALKTHROUGH
E—————

BONUS DUNGEONS

VAL | EVA
305860 N/A | 1800 | O 0 48 0
Treasure Chest, Maze of Tribulations, B1F (AU Dropped ltem, Arch Demo
Engineering; can improve item through “Specify Plan.” COMMENTS gineering pro 0 p P
ATK +200 (1) FACTORS D D A
0 0 Po 0 000
FRAGILE METAL PIP! CRESCENT ROD
VAL | EVA | ATK | DEF | INT | HIT | AGL /ﬂ VAL
5 [ NA| 10 0 0 50 0 S | NA| 13 0 5 10 0
Item Creation, Smithery OBTAINED op de apon (o 0 OBTAINED op defo 0
COMMENTS A COMMENTS !
FACTORS A FACTORS
ORDO T o E \
VAL | EVA | ATK | DEF | INT | HIT | AGL f VAL | EVA | ATK | DEF | INT | HIT | AGL f VAL | EVA | ATK | DEF | INT | HIT | AGL
150 | 20 | 30 | 30 10 15 0 53400 30 | 70 0 0|2 0 55500 50 | 120 | 0 35 25 0
0 OBTAINED 0 OBTAINED aio :
COMMENTS COMMENTS
FACTORS 00 0 FACTORS 00 0
GLASS EYE SCEPTER MAGICIAN'S ROD < BUNNY’S SCEPTER
/ VAL | EVA | ATK | DEF | INT | HIT | AGL )‘é VAL | EVA | ATK | DEF | INT | HT | AGL
20000 0 |35 | 0 100 | 40 0 122800{ 90 | 360 | O 100 | 35 0
Item Creation, Smithery OBTAINED op, Moonbase OBTAINED 0
COMMENTS COMMENTS 0 g Plo
Shoots balls of light when defending FACTORS FACTORS 0% Move R
ROD OF THE EVIL EYE “”;;Ii WRAITH ROD
f VAL | EVA | ATK | DEF | INT | WIT | AGL / VAL | EVA | ATK | DEF | INT | HIT | AGL
62300| 100 | 650 | 0 130 | 40 0 283200( N/A | 1400 | 0 500 | 45 0
Shop, Aquios OBTAINED 0 OBTAINED of Tribulations, B
COMMENTS COMMENTS 0 0 Pla
FACTORS FACTORS 00

Dropped ltem, Freya

Smithery; can improve item through “Specify Plan.”
ATK +1,000 (1)

PRIVATE ACTIONS

———
MINI-GAMES AND
SUB-QUESTS

ITEM CREATION

—
ITEMS
AND EQUIPMENT

BESTIARY




‘ 204

OBTAINED
COMMENTS
FACTORS
Armor
p——— ——————

NEL ZELPHER'S WERPONS

Rccessories
OBTAINED

COMMENTS
FACTORS

o e

Useable Items

ATK DEF INT HIT AGL / VAL | EVA | A DEF INT HIT AGL
500 15]0 s (vl ofo]o]o
d eapo OBTAINED op 0
A COMMENTS A
g FACTORS A
LONG DAGGER
VAL | EVA | AIK DEF INT HIT AGL \; VAL | EVA | A DEF INT HIT AGL
Mo [ WA S0 | 0 [0 100 2400 0 [ s ] 0o f[a5] o0
op, Aria OBTAINED ofio e
A comments lIZ
A FACTORS A

. 3 B FLARE
| LAK

VAL | EVA | ATK | DEF

BLADES OF RYUSEN
VAL | EVA [ ATK | DEF

NA | 220 | O

——r———— | OBTAINED
COMMENTS
Other Items
FACTORS
o et
Materials \ l
o T e
OBTAINED
VUsluables COMMENTS
FACTORS
OBTAINED
COMMENTS
FACTORS

OBTAINED

COMMENTS

DEATH BRINGERS

Dropped Item, Vengeful Shelby
Smithery; can improve item through “Specify Plan.”

Gives o cursed feeling, Gives an uneasy feeling, Fury use

changes. . . but how!?, 20% probability of breaking (1),
20% probability of breaking (1), ATK +1,000 (1)

Item Creation, Smithery
N/A

\

OBTAINED
COMMENTS
FACTORS

VAL | EVA | ATK | DEF | INT | HIT | AGL

SILVER DAGGER
VAL | EVA | ATK [ DEF | INT [ HIT | Gl

[ OBTANED
COMMENTS
FACTORS

\

OBTAINED
COMMENTS
FACTORS

660 | N/A | 100 [ 0 | 0 | 20 0

OSPREY DAGGER

Shop, Mo
N/A
N/A

173200 N/A [1500 | 0 | o [ 55 | o

00

ROGER 5. HUKLEY'S WERPONS

OBTAINED
COMMENTS
FACTORS

A

OBTAINED
COMMENTS
FACTORS

;u

OBTAINED
COMMENTS
FACTORS

)D WA | A | 06 | T | T | AGl
NA| S0 | 0 0 [10]| 0
ali [T Shop, Aquio

comments L
k mcors  JUL
BARBARIAN'S HELM
AGL w VAL | EVA | ATK | DEF | N | HT | MGl
0 2500] 70 | 30| 0 | 0 | 30 | 0
0 OBTAINED on, Smithe
prove ifem through “Specify P COMMENTS pro ough “Specify P

Gl Attock of your o

BROAD

VAL | BVA | AT | o | m | W | et é VAU | oA | AT | ok | N | W [ Act

15800 [ N/A | 400 | O 0 40 0 50020| 90 | 600 | O 0 35 0

op, Airyglyp OBTAINED eation, Smithe

| COMMENTS pro ough “Specify P

maors [

£,

VAL | EVA | ATK | DEF | INT | HT | AGL

OBTAINED
COMMENTS
FACTORS

»

125 | 2 | 100 0 | 0 | 15[ 20

VAL | EVA | ATK | DEF | INT | HIT | AGL

OBTAINED
COMMENTS
FACTORS

)a

5750 | S0 [ 350 | 0 07251 20

VAL | EVA | AIK | DEF | INT | HIT | AGL

OBTAINED
COMMENTS
FACTORS

43000 N/A | 680 | O | 0 [ 50 | 0




)u

SAINT’S HALBERD
VAL | EVA | AKK

OBTAINED
COMMENTS
FACTORS

OBTAINED

Dropped Item, Green Mojora
Smithery; can improve item through “Specify Plan.”

Max HP -30% (1), -1 MP ot certain intervals during battle,
Enemy ATK +30% (2), 30% probability of breaking (2),
1/2 Attack (2), ATK +1,000 (1)

0

OBTAINED
COMMENTS
FACTORS

PALADIN’S HELM HELM OF THE DARK EYE
VAL | EVA | AKX DEF INT HIT AGL A VAL | EVA | A DEF INT HIT AGL
4000 [ 100 [1200] o [ o [ 40 [ 0 161000 N/A [ 1800 0 | 0 [ 45 | 0
eatio e OBTAINED aze of Tribulations, B
COMMENTS A
A FACTORS os (atta

ALBEL NOK'S WEAPONS

bes defoult weapon
N/A

Item Creation, Smithery
N/A
Strikes enemy with lightning when attacking

Shop, Moonbase
N/A
N/A

" OTANED
COMMENTS
FACTORS

OBTAINED
COMMENTS
FACTORS

150000 N/A | 1600

51350 | 20 | 50

Item Creation, Smithery

N/A

Emits balls of light when attacking

ltem Creation, Smithery
N/A
N/A

CRIMSON SCOURGE

OBTAINED
COMMENTS
FACTORS

Item Creation, Smithery
N/A

ltem Creation, Smithery
N/A
N/A

CLAW OF JUDGEMENT
VAL | EVA | AIK

VAL | EVA | ATK | DEF | INT
69000 | N/A | 800 | O 0 80 | 0
A e OBTAINED
0 0 Pla COMMENTS
R orma decision b FACTORS

Dropped ltem, Frenzied Biwig

Smithery; can improve item through “Specify Plan

20% probability of breaking (1), 20% probability of breaking (1)
20% probability of breaking (1), 20% probability of breaking (1)
20% probability of breaking (1), ATK +1,000 (1)

62000 100 | 900 | 0 | 0 | 45

Peppita’s default weapon
N/A
N/A

Treasure Chest, Moonbase
N/A

Shoots powerful balls of light when attacking, adds water
based domage

IRON CAPE
VAL | EVA | ATK

OBTAINED
COMMENTS
FACTORS

11300 20 | 50

CAPE OF THE KRAKEN

CAPE OF ACRIMONY

Smithery; can improve item through “Specify Plan.”
Raises normal attack decision by 1 (1)

GOLDEN CAPE

VAL | EVA | ATK | DEF | INT | HIT

AGL

Item Creation, Smithery OBTAINED
N/A COMMENTS
Raises normal attack decision by 2 FACTORS

OBTAINED
COMMENTS
FACTORS

9

OBTAINED

: COMMENTS

FACTORS

54500 90 | 400 | 0 R
BVA | ATK | OEF | INT | HT [ AGl
36000 | N/A [ 780 | 0 | 0 | 90 | 0

GETTING STRRTED
CHRRRCTERS

WALKTHROUGH
——
BONUS DUNGEONS
PRIVATE ACTIONS

———r
MINI-GAMES AND
SUB-QUESTS

s r———

ITEM CRERTION

ITEMS
AND EQUIPMENT

BESTIARY




DAMASK GAUNTLET ANGELIC CAPE

VAL | AL A [0 W] Hr ] AL
470000] WA [3200] 0 | 0 | 58]0

Item Creation, Smither e Che B Dropped ltem, Furious Beriol
y P
N/A N/A

Roises normal attack decision by 1 (1) Emits balls of light when attacking, shoots powerful balls of
light when defending, raises normal attack decision by 2

WERPONS

Armor

e
o— RORAY LASBARD’'S WERPONS

e

HEAVEN'S BLADE HEAVENLY SPIRIT

Useable Items m mmmmmm
, LR IR SRS

Treasure Chest, Urssa Cave Temple Dropped Item, Shadow Dragon
Food / N/A Smithery; can improve item through “Specify Plan
_ ! Adds fire defense (no domage) Gives o cursed feeling (1), gives on uneasy feeling (1), gives
a cursed feeling (1), -1 MP of certain intervals during battle
Other Items gives o cursed feeling (1), ATK +1,000 (1)

e

Materials
et t—

Usluables

v"’" (& o,

4 e N
,b & \e RSV SHARED WERPONS
A < ¢ ‘N ~ ~‘ a

i ‘} RICKETY GAUNT[ET BOTCHED SWORD NOTCHED SWORD
' VAL | EVA | AKX | DEF / VAL | EVA | ATK | DEF | INT | HIT AGL VAL | EVA | ATK | DEF
o 1 0] o L oo o[ oo w100
[CACCTON Item Creation, Smithery (31T Item Creation, Smithery ltem Creation, Smithery
[QUUIEL S For Cliff, Albel, and Mirage [GUVIT1S9 For Adray and Albel For Fayt, Albel, and Adray
FACTORS FACTORS L) N/A

BENT SWORD SCUMBAG SLAYER THE SAMURAI
VAL | EVA | A

Lo

Item Creation, Smithery Event, Fighting Arena Item Creation, Smithery
For Fayt, Albel, and Adray For all characters For Adray and Albel

Instantly kills scumbags

HAKUEN

Adray’s defoult weapon Item Creation, Smithery Item Creation, Smithery

For Albel and Adray For Albel and Adray For Albel and Adray

Shop, Airyglyph Item Creation, Snmhmy
For Albel ond Adray For Albel and Adray
N/A

(TS Shop, Aquios
[GUUTNSM For Albel and Adray
N/A

OBTAINED  JRLLTRCTL
[GEVITESM For ol charocters

N/A




ARMOR

The armor in Star Ocean: Till the End of Time is divided into five categories. Unique Armor is sort of a catch-all for armor that can be equipped by all
characters. It also relates to armor that has special requirements, like the Valkyrie Garb, which is for women only. The rest of the armor is divided into

groups based on which characters can wear it. The largest group of armor is the substantial heavy armor that Fayt, Cliff, and Roger can equip. Maria, Nel,
Albel, and Mirage require lighter armor that provides good defense while sfill providing maximum agility. Sophia, Adray, and Peppita are limited to cloaks and
robes. Finally, the last group of armor contains the frivolous and fun outfits geared toward Peppita and Sophia.

When choosing armor, don't forget o look at what is available through Item Creation. Most armor made through IC has an easily duplicated “DEF + X" factor that may help

boost its DEF stat way past the “factorless” armor that is available for purchase in shops.

Item Creation, Smithery
Equipped by all characters

Shop Whipple
Equipped by Fayt, Cliff, Mario, Nel, Albel, and Mirage

Dropped Item, Lenneth
Equipped only by Maria, Nel, Peppita, and Mirage

+5 Battle Bonus Gauge increase, +30% EXP acquisition
+30% Max HP increase, +30% Max MP increase

- r =

& % ¢

CRUDE ARMOR

Item Creation, Smithery

Equipped by all characters.

Shop, Moonbase
Equipped by all characters

”' (‘ L O

,' “tL‘ o

-

UNIQUE RRMOR

Shop, Gemity
Equipped by all characters, except Sophia

Item Creation, Smithery
Smithery; refine through “Specify Plan
DEF +5(1)

MASTERWORK PLATE

VAL | e [ A [ o | e [ W [ aal
24000 WA | 0 [ 60 | 0 [ 0[50

Shop, Airyglyph

ltem Creation, Smithery
Smithery; refine through “Specify Plon
EF+10(1)

Shop, Aquios
N/A
N/A

OBTAINED
COMMENTS
FACTORS  J&

STEEL ARMOR

Item Creation, Smithery

Smithery; refine through “Specify Plon
DEF +5(1)

Item Creation, Smithery

Smithery; refine through “Specify Plan
DEF +10 (1)

ABLATIVE ARMOR
VA | ATK

33200 | N/A

Shop, Moonbase

N/A

Treasure Chest, Maze of Tribulations, B1F

OBTAINED

Smithery; refine through “Specify Plan.”

DEF +20 (1), Adds water defense (No damage), Adds fire
defense (No domage)

SCALE ARMOR

VAL | EVA | ATK | DEF | INT | HIT | AGL

DAMASK PLATE
VAL | VA | AT

OBTAINED
COMMENTS

FACTORS

OBTAINED
COMMENTS
FACTORS

65000 ( N/A | O

GETTING STRRTED
CHARRCTERS
———————
WALKTHROUGH

| g S—

BONUS DUNGEONS

PRIVATE ACTIONS

———
MINI-GRAMES AND
SUB-QUESTS

Item Creation, Smithery
Smithery; refine through “Specify Plan.”

DEF +20 (1), Immunity fo petrification, Immunity to freezing
30% negote special attacks by magic users

150800

ITEM CRERTION

BESTIRRY




leapons

Other Items
e —————
Materials

o e

Usluables

~—

Item Creation, Smithery
Smithery; refine through “Specify Plan
DEF +5(1)

FACTORS

SUPERIOR LEATHER
VAL | EVA | ATK | DEF | INT | HIT | AGl

OBTAINED
COMMENTS
FACTORS

14700 95 [ 0 | S5 | 0 | 0 | 70

SUPERIOR CHAIN MAIL
VAL | EVA [ ATK | DEF [ INT | HT | AGl

OBTAINED
C(OMMENTS
FACTORS

OBTAINED
COMMENTS
FACTORS

26800 NA | 0 | 9% | 0 | O | 60

BA
b

38000 N/A | O | 180 [ O | O | %

s

OBTAINED em (reatio
COMMENTS 2 e through “Specify Pla

FACTORS

@ VAL | EVA | ATK | DEF | INT
6700 [ 80 | 0 | 35 | 0

OBTAINED eatio

COMMENTS e efine throug pe Pla

FACTORS  Ji

ANO D CHA A

ﬁ VAL | BA | AIK | DEF | NI
3500 | NA| O 58 [ 30

FTTR Shop, Pee

CONMENTS

maos L

@ VAL | BA | K | DEF | T
67200 | 95 0 [115] 0

OBTAINED oo

COMMENTS " :

FACTORS D arth d d

age Ad

N DRAGON LEATHER

Jssol WAl 0 [0 0 [0 |60

Shop, Aries
N/A
N/A

Item Creation, Smithery
Smithery; refine through “Specify Plon
DEF +5 (1)

. 0 | 180
Treasure Chest, Maze of Tribulations, B3F
Smithery; refine through “Specify Plan
DEF +10 (1)

Treasure Chest, Sphere 211, 111F
Smithery; refine through “Specify Plan.”

DEF +20 (1)

e &0 \".\Jf

OBTAINED

OBTAINED

A ;

ltem Creation, Smithery
Smithery; refine through “Specify Plan
DEF +5(1)

Sophia’s defoult armor
N/A

RUNIC CLOAK

Shop, Moonbase
N/A

+1 Battle Bonus Gauge increase

"ROBES—SOPHIA, PEPPITA, AND ADARY ONLY

SILK ROBE

Item Creation, Smithery
Smithery; refine through “Specify Plon
DEF +5(1)

Item Creation, Smithery

Smithery; refine through “Specify Plan
DEF +5(1)

Shop, Aquios

N/A

ELVEN CLOAK

Item Creation, Smithery
Smithery; refine through “Specify Plan
DEF +5 (1), Adds wind defense (Absorption)

CRYSTAL ROBE

Item Creation, Smithery
Smithery; refine through “Specify Plan.”
DEF +5 (1)




% Ma

FEATHERFOLK GARB

Item Creation, Smithery
Smithery; refine through “Specify Plan
DEF +5 (1)

SERAPHIC GARB
VAL | BA | A

120400) NA | 0 | 125 | 0 0 | 4
OBTAINED p 8
COMMENTS e ough “Specify P
[T Ol DEF +10

ACCESSORIES

SPECIAL ARMOR—SOPHIA AND PEPPITA ONLY

ligence, or resistance fo specific types of elemental and status-affecting attacks.

ADORABLE KITTY DOLL

Item Creation, Crafting
Increases recovery strength at end of battle

Enemy loses -5% Fury ot stort of battle

ANTI-FREEZING AM

* WAL | B | AT
8000 | 50 0 0 0 0 0
OBTAINED ation, (1o
COMMENTS
FACTORS 0 freezing

Item Creation, Crafting
N/A

Immunity to silence

Item Creation (ruhiug
(lnhmq con improve item using ‘Spenfy Plan.”
Restore HP lost to spell dmg. (30% break) (1)

ltem Creation, Craffing
N/A
Raging anger during battles (1/2 Defense)

Item Creation, Crafting

(raffing; con improve item using “Specify Plan
No HP damage 10% of the fime (1)

AEGIS PENDANT

Item Creation, Crafting

Crafting; con improve item using “Specify Plan

Recover HP of 1/20 dmg. from fire attacks (2), Recover HP
of 1/20 dmg. from water attacks (2), Recover MP of 1/10
dmg. from fire attacks (2), Recover MP of 1/10 dmg. from
water attacks (2), 10% probability of breaking (2)

Item Creation, Crafting
N/A
100% instant incapacitotion prevention

Item Creation, Crafting
N/A

Immunity to petrification

BANGLE OF ACCURACY

OBTAINED
COMMENTS
FACTORS

OBTAINED

VAL | EVA | ATK | DEF
22| 20 | 0 0 0 0 0
q, (0 pro ) 0
0% A a0se A

Item Creation, Crafting
(raffing; con improve item using “Specify Plon
1/5 physical dmg. (30% break) (1)

Accessories are the final pieces of equipment that a character can equip. Each character has two slots and it's a good idea o use them whenever possi-
ble. Try using one slot for items that reduce the HP/MP costs of battle skills or spells and the other for accessories that boost your party’s sirength, intel-

ANTI-POISON AMULET

Item Creation, Crafting
N/A
Immunity fo poison

Item Creation, Crafting
(rafting; can improve item using “Specify Plan

+30% damage for woter-based spells (1), Adds water
defense (1/2 damage)

Item Creation, Crafting
(rafting; can improve item using “Specify Plan
+10% INT increase (1), 10% INT increase (1)

Item Creation, Craffing
N/A
30% negate special attacks by warriors

Item Creation, Crafting
(rafting; can improve item using “Specify Plan.”

+5% ATK/DEF (1), Increases recovery power af the end of batile

OBTAINED
COMMENTS
FACTORS

v

[ ostameD

COMMENTS
FACTORS

>

0 0 p Plo
BLA PENDA
VAL | EVA | ATK | DEF | INT | HIT | AGL
3800 | 30 | 0 0 0 0 0
ofting; co pro p
Recover HP o 0 dmg

OBTAINED
COMMENTS

FACTORS

VAL | EVA | ATK | DEF | INT | HIT | AGL
1700 20 | 0 0 [
0 0

GETTING STRRTED
————
CHARRCTERS
——
WALKTHROUGH
—————

BONUS DUNGEONS

PRIVATE ACTIONS

———
MINI-GAMES RND
5UB-QUESTS
———

ITEM CRERTION

—
ITEMS

RAND EQUIPMENT

BESTIRRY




BUNNY RACE TROPHY CHARM OF INSIGHT

210 W VAL | EVA | ATK | DEF INT HIT A6l % VAL | EVA | ATK | DEF INT HIT A6l q VAL | EVA | ATK | DEF | INT HIT AGL
* [207600] WA | 0 0 0 0 0 3000000( N/A [ O 0 0 0 0 2030 | NA | 0 5 0 0 0
|TEMS OBTAINED ent, B Race OBTAINED easure Chest, Ruins of (o (01T Dropped Item, Yo eker (ID No. 458
AND EQUIPMENT C(OMMENTS GLIT esize COMMENTS eases recove ength at the end of battle COMMENTS A
FACTORS 0% Battle P use e, +10 ene eductio FACTORS 0% Movement Rate FACTORS ol rote
Weapons 0 .‘ ”-": e I. ol 0 .' ..'. b ‘ '-- ..”‘ 0

0015 00 0 q en ono q
= —

A CHARM OF TRANQUILITY
rmor
% VAL | VA [ ATK | DEF | INT | HT [ AGl

3600 | NA | O 0 0 0 0
OBTAINED  UETATY Azaze Shop, Whipple OBTAINED em Creation, Crafting
F(OMENTS | /2 (rafting; can improve ifem using “Specify Plan.” Cannot synthesize. JIRGITTTNH

FACTORS e Cures incap (100% break) FACTORS A

CLONE GENERATOR
ATK

0 VAL | EVA | ATK | DEF | INT | HIT | AGL

P - DEMONBANE CROSS DISGUSTING DOLL
—_———— + VAL | EVA | ATK | DEF | INT | HIT
Food 5500 | S50 0 0 0 0
OBTAINED e ation, Crafting (10120 Dropped ltem, Albe Item Creation, Crafting
e I A COMMENTS = ST S e [ | N/A
ORI UL O) -« negole speda aflacks By demo FACTORS ke
F!:! ! ! G OF ACCURACY EARTH CHARM
p VAL | EVA | ATK | DEF | INT | HIT
Materials 200 | 40 0 0 0 0
e el [} eatio 0 Treasure Chest, Aquatic Garden, Surferio OBTAINED em Creation, Crafting
RPRAM L LU Cofting, con improve fem using “Specly Pl /A FTTTII Crofting: con improve tem using “Specily Pl
FACTORS 0% A Adds earth defense (1/2 damage) FACTORS 0% damage for earth-based spe Adds earth de
ELDRITCH BROOCH ELVEN SLIPPERS EMBARRASSING EARRING
” VAL | EVA | ATK | DEF | INT | HT | AGL * VAL | EVA | ATK | DEF | INT | HT | AGL 1 VAL | EVA | ATK | DEF | INT | HIT | AGL
. ]Bs000| 99 0 0 0 0 0 10200 | 60 0 0 0 0 0 200 (1 0 0 0 0 1
QOBTAINED 0 g OBTAINED em (reatio g OBTAINED ; ation, Cro
COMMENTS A COMMENTS ! COMMENTS A
FACTORS 0 e A FACTORS e 8 ove R FACTORS A
EMERALD EARRING EMERALD RING FAERIE EARRING
VAL | EVA | ATK | DEF | INT | HIT | AGL > VAL | EVA | ATK | DEF | INT | HIT | AGL VAL [ EVA | ATK | DEF | INT | HIT | AGL
17000 | 90 0 0 0 0 0 6000 | 90 0 0 0 0 0 16000 | 80 0 0 0 0 0
OBTAINED em (re 0 OBTAINED em (reation, Crafting OBTAINED em Creation, Crofting
COMMENTS g; (0 ove g “Specify P [OLLISIN Crafting; co 0 pecify Plo ["comments N R g “Spe
FACTORS g FACTORS 0% Ba P use FACTORS 0% B P
FELINE GUARDIAN
(% VAL | EVA | ATK | DEF | INT | HT | AGL gk VAL | EVA | ATK | DEF | INT | HIT | AGL
6000 | 80 0 0 0 10 0 o | 2 0 0 0 0 0
) on, Crafting OBTAINED em (reatio g (LY{YTOMM Dropped Item, Flaming Zombie
COMMENTS pro g Plo COMMENTS JCV pro pecify P 0 COMMENTS U
| FACTORS 0% Battle P use eco eng e end ol battie Adds fire defense (1/2 domage)
FACTORS 0% dmg. reduction (20% brea
GRAB BAG R ALISMAN
& VAL | EVA | ATK | DEF | INT | HIT | AGL @ VAL | EVA | ATK | DEF | INT | HIT | AGL & VAL | EVA | ATK | DEF | INT | HIT | AGL
9000 | 40 0 0 0 0 0 9800000) N/A | 600 | 100 | O | 700 | O 4600 | 20 2 0 0 0 0
OBTAINED em Creation, Crafting OBTAINED op, Maze of Tribulations, B OBTAINED em (reation, Crafting
[CLUISIIM Crofting; can imp e g “Specify Plo COMMENTS UL anno esize ases recovery sireng [GLUITIIM Craffing; con improve ite g “Specify Pla
FACTORS 0% damage fo based spe Adds fire de ilhiaesiis FACTORS e 0 ; p (20
amag FACTORS 0 prese aying
HAM HEAVY BRAC
f) VAL | EVA | ATK | DEF | INT | HT | AGL p VAL | EVA | ATK | DEF | INT | HT | AGL
13900 | 70 0 0 0 0 0 50 | NA| 1 0 0 0 0
Event, Urssa Lava Cave OBTAINED em Creation, Crafting OBTAINED anta’s Boo
Cannot synthesize COMMENTS afting; can improve ite pecity Pla COMMENTS A
Enjoy heated battles aguinst even weaklings FACTORS e e AAA FACTORS
HUMILIATING EARRING LAUGHABLE BRA
VAL | EVA | ATK | DEF | INT | HIT | AGlL 9 VAL | EVA | ATK | DEF | INT | HT | AGL
300 1 0 0 0 0 1 800 1 0 0 0 0 1
OBTAINED eation, Crafting OBTAINED em (reation, Cratting OBTAINED em (reation, Craffing
COMMENTS A COMMENTS A COMMENTS A

FACTORS A FACTORS A FACTORS A




Q VAL | EVA | ATK | DEF | INT | HIT | AGL
4800 | N/A | 0 0 0 0 0
OBTAINED op
COMMENTS
FACTORS 0% Battle
& VAL | EVA | ATK | DEF | INT | HIT | AGL
3200 70 | 0 0 0 3 3
OBTAINED ation, (rafting
COMMENTS g; can impro g"“Sp 0
FACTORS 0
?) VAL | EVA | ATK | DEF | INT | WT | AGL
12800 | 99 0 0 0 0 0
OBTAINED ation, Crafting
COMMENTS A
FACTORS 0 g des AAA

MISCONCEIVED PRODUCT
VAL

VA | AIK

ltem Creation, Alchemy, Engineering
N/A
N/A

OVER-CARVI
VAL | EA

OBTAINED
COMMENTS
FACTORS

80 | 1 0 0 | 0 0

PITIFUL EARRING
VAL | EVA | ATK

OBTAINED
COMMENTS
FACTORS

Use Grab Bog
Cannot synthesize; increases recovery strength ot the end of battles

+10% Movement Rate (whole party), +30% escape speed
Raises normal attack decision by 2, +30% Fury increase rate
while incopacitoted

OBTAINED
COMMENTS
FACTORS

RING OF ERUDITION

Item Creation, Crafting
Crafting; con improve item using “Specify Plan
+10% EXP acquisition (1)

OBTAINED
COMMENTS
FACTORS

O | v [ [ [ [ [wr [ e
WA WAl 0] 0o o]o

OBTAINED

T Oy for Foyt. Comne T

maoes L

.g VAL | EA | ATK | DEF | T | MT | AGL
0] 0] 0 oo o]0

OBTAINED aion, Crafting

COMMENTS A

YL 30 negate special atacks by mog
MEDECENTRA PYROXENE

& VAL | A | A | DE | NI
00| WA 0 | 0 ] 0

OBTAINED :

omnens I

TRl 20 bo P use, -30% B

)

OBTAINED
COMMENTS
FACTORS

‘:ﬁa VAL | EVA | ATK | DEF | INT | HIT | AGL
1600 | NA | 0 (] 0 0 0
FTICTC Dropped lem, Cove Sp
comments 0L
Y +20% escape speed
OVERWRO ROD
@ VAL | VA | ATK | DEF | INT | HIT | AGL
(RN E a0
OBTAINED 0 T
comments. 02
FACTORS
PURPLE ORB
ﬁ VAL | EVA | ATK | DEF | INT | W | AGL
1500 30 ] 0] 0| 0] 0] 0
OBTAINED on, Crafting
COMMENTS
T +20% escop
RAPID INVOCATION
VAU | EVA | ATK | DEF | NG | HIT | AGL
240 WA | 0 | 0 | 0] 0] 0
[T Sho
COMMENTS
FACTORS 0
' VAL | EVA | ATK | OEF | INT | HWT | Aol
W[ 1.0 | s
OBTAINED on, A :
COMMENTS
maors UL

ltem Creation, Crafting
(rafting; con improve item using “Specify Plon
+5% Movement Rate (1)

RING OF ME
VAL | EVA

O

VAL

OBTAINED
COMMENTS

OBTAINED eation, (1o
comments WUZ
FACTORS. VG0
MAIDEN OF IRISA
VAL | EVA | ATK | DEF | INT | HT | A6l
860 | NA | 0 P T M
OBTAINED
COMMENTS ases reco gth at end of bo
[ZIG +20% escop

Shop, Gemity
N/A
30% Batile Skill MP use

MYSTIC ORB
VAL | EA

OBTAINED ation, Crafting

COMMENTS A

FACTORS 0% escape speed
PHILOSOPHES
VAL | EVA | ATK | DEF | INL | HIT | AGL
6000 | NA | 0O 0 T R 5

(101 Dropped Item, Alb

COMMENTS

FACTORS A
RABBIT EARS CHALICE

? VAL | EVA | ATK | DEF | INT | HT | AGL
30570 | N/A 2 2 2 2 g

OBTAINED Boo

COMMENTS g; can impro g “Specify P 0

FACTORS ommand v

k VAL | EVA | ATK | DEF | INT | HIT | AGL
2600 | 20 0 0 0 0 2

OBTAINED afion, Crafting

COMMENTS afting; can imp P

FACTORS o MP damage 10% o

> VAL | EVA | ATK | DEF | INT | HIT | AGL

7000 | 70 0 0 0 0 0

OBTAINED ation, (rafting

COMMENTS 0 P

FACTORS

(5 VAL | EVA | ATK | DEF | INT' | HIT | AGL

3000 ( 80 | O 5 0 0 5

OBTAINED 0

COMMENTS 0 g p

FACTORS andby Healing 0% reco

a VAL | ®vA | Ak | OFF | INT | HIT | AGL
[ 9 [ 5] oo o] o

OBTAINED ) g

COMMENTS g © g i

FACTORS D
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)
o

Weapons
— — - — -

RArmor

Useable Items

e - =

a VAL [ 6vA | A | e | INT | W | et
N el

OBTAINED g

comments. @ 0 g Plo

FACTORS educio broke
SANTA'S BOOTS

q VAL | EVA | ATK | DEF | INT | HT | A6l
S00000) NA| O | O | O [ 0[O
(AT Shop, Maze of Tribulations, 38

COMMENTS JITRD anno

FACTORS ou may g prese aying of o

O VAL | EVA | ATK | DEF | INT | HT | AGL
175 | NA | 0 0 0 0 0
OBTAINED op, Airyglyp

COMMENTS EEOLG
Food | | FACTORS D
e STAR TALISMAN
Other [tems VAL [ EVA | ATK | DEF | INT | HIT | AGl
3200 | 70 3 2 2 2 2
OBTAINED em Creation, Crafting
Materials | | COMMENTS afting pro pecify P
i ————
FACTORS 0% MAX MP increase
Valuables

SYMBOL OF COURAGE

OBTAINED

COMMENTS

FACTORS
UNBELIEVABLE HAIR ORNA
VAL | EVA | ATK | DEF
15| 1 [0 [0

OBTAINED

COMMENTS

FAcToRs. G

WAR GOD’S SYMBOL
‘v AL | e | A | oe [ e | mm | el

6000 | WA | 30 [ O | 0 | 20 | 0

[ oBTAINED
comments 02
mcors BIZ

Treasure Chest, Ruins of Barr
N/A
Adds wind defense (1/2 domage)

[ oBTAINED

OBTAINED atio g
COMMENTS arfing ove g Plo
[TTCO Red by 10 des AAN

©

RING OF SLAUGHTER
VAL | EVA | ATK | DEF [ INT

OBTAINED
COMMENTS
FACTORS

49700 N/A | 50 | 0 | O

SCHOLAR'S BRACELET
VAL | EVA | ATK | DEF [ INT

OBTAINED
COMMENTS
FACTORS

9

275 NA| 0 | 0 | 60

STAR GUARD
VAL | VA | ATK | DEF | INT

OBTAINED
COMMENTS
FACTORS

660000( N/A | 0 | 20 | 20

STRANGE FIGURE
VAL | EVA | ATK | DEF [ INT

OBTAINED
COMMENTS

FACTORS

o

120 | 1 00040 1

TACKY EARRING

PR VICTORY TROPHY

Shop, Maze of Tribulations, B3F

Increases recovery sirength at the end of battle

Adds earth defense (1/2 damage), Adds water defense (1/2
domage), Adds fire defense (1/2 domage), Adds wind
defense (1/2 domage), +5 Battle Bonus Gauge increase,
40% Battle Skill HP use, 100% instant incapacitation pre
vention, Raises normal attack decision by 2

VAL | EVA | A

OBTAINED
COMMENTS
FACTORS

145600( N/A | 0 | 0 L 50 L

Allock elfe ools balls of hig en allo

WARRIOR’S BRACELET

Shop, Peterny

5% ATK increase

OBTAINED
COMMENTS
FACTORS

RING OF VIGOR

Dropped Item, Biwig
N/A
+10% MAX HP increase

Item Creation, Crafting
N/A
30% negate special attacks by undead

Item Creation, Crafting
()
1/2 casting time

Item Creation, Alchemy, Engineering
N/A
N/A

THIEVES’ BOOTS
VAL | EVA | ATK

67000) VA | 0 | 0 [0 [0 [0
ATK | DEF | INT | M| Aol
S T T
OBTAINED 0
Commens A
FACTORS
VULGAR HAIR ORNAMENT
? VAL | EVA | ATK | DEF | INT | HT | AGl
10 | 1 D R IR
OBTAINED on, g
commets WO
FACTORS
WATER CHARM
& VAL | EVA | ATK | DEF [ INT | HIT | AGL
7800 (WA | O [ O [ 0 | 0 | O
[LTTT0 Dropped Item, Aquaregia (ID # 030
Commenrs 2
ZIQ( Adds woter de domage
WINGBANE CROSS
‘f- VAL | EVA | ATK | DEF | INT [ HT | Aol
550 50 | 0 |0 [0 ([ O0]0O
OBTAINED afion, Crafting
comments A2
L8[ 30% negate spe by flying




USEABLE ITEMS

ABSTRUSE SCROLL
VAL VA AREA OF USE
B 10000 N/A Field
OBTAINED : aze of Iribulations, B
COMMENTS ECTLD ophia o
FACTORS Bloo bo

AREA OF USE
Any fime

Item Creation, Compounding
Compounding; can improve item using “Specify Plan
Cures poison (one person) (2)

AREA OF USE
Any fime

Shop, Airyglyph
Compounding; can improve item using “Specify Plan.”
Cures parolysis (one person) (2)

BERRY POTION
& B AREA OF USE

VAL
20 20 Any time
OBTAINED ation, Compound
(011108 Compounding prove g “Sp p
FACTORS 0% HP recove
BLACKBERRIES
35 N/A Any fime
OBTAINED op, Whipple
COMMENTS
FACTORS: L ove
/ VAL VA AREA OF USE
120 1 Battle
OBTAINED on, Compounding
COMMENTS ETTIEITT 0 g “Specify Plo
FACTORS L
BURDENSOME FOLIO
VAL VA AREA OF USE
15000 N/A Field
OBTAINED 0 e 0 bulations, BF {and o (o p
COMMENTS NEIIN only fo g
[ maors | j
CRUMBLING TOME
VAL VA AREA OF USE
15000 60 Field
OBTAINED 0 q
COMMENTS EIUY
FACTORS 0 Ba

DAMAGED TOME
VAL

AREA OF USE
Field

[T (tem Creation, Writing
Cannot Synthesize

Learn “Lucky Star” Battle Skill

Item Creation, Compounding

Compounding; can improve item using “Specify Plan.”

Poisons enemies during battle (Lorge area) (1)

skills, and so on. Bombs are also included in this category.

/ VAL EVA AREA OF USE
3000 N/A Any time
OBTAINED op, Moonba
(CLUINE (ompounding; can improve ife g “Specity Pla
FACTORS ap ores up fo 30% of HP/MP (P

AREA OF USE
Any fime

(ATTTTI Item Creation, Compounding
Compounding; can improve ifem using “Specify Plan

30% MP recovery (2)

OBTAINED em Creation, Engineering
(OLLIZIE Battle Sphere has A
FACTORS

001s 0 ba phe

BERSERKER DE
VAL

1010 60 Battle
OBTAINED eation, Compounding, Engineering
COMMENTS ginee prove g “dpe Plo
YL 0 HP coups de grace for 30 sec during
BLUEBERRIES
b VAL BA | AREA OF Uk
45 NA Any fime
(YU Shop, Whipp
commnts. N2

FACTORS 0% HP reco

BUBBLY POTION
& VAL tA | AREA OF USE
2020 1 Battle
OBTAINED T —
COMMENTS omp g (0 pro £ P
YOl Poisons an ene
CINDERELLA TABLETS
# WAL A | AREA OF USE
10010 9 Field
ORTAINED T F—"—
[CLLICI Compound 0 g “Sp Plo
YTl 10% off shop prce
CRYSTAL CHALICE
? m A | AREA OF USE
50010 N/A Field
e ere 211, 179 Le
TG (oo
YRS Cores incop & restores 10% HP/MP (ol inerva
DATED TOME
. Vil oA | AREA OF UsE
15000 & Field
OBTAINED aion, Witing
T Cono
PY Tl Leor “Loot tem B
. VAL oA AREA OF USE
15000 0 Field
FTUTTTRl ftem Geation, Wriing
UG Conno
YL Leorn “Combat Training” Tocico

Usable Items are those that you can use on a single character or your entire party to recover HP/MP, heal status anomalies, improve stats, teach new

(PR ANKH OF DISM

.F VAL A AREA OF USE
2800 50 Battle
OBTAINED  WIEICCHE :
[Tl Disintegrote o EXP awarded
AQUABERRIES
VAL A AREA OF USE
15 N/A Any fime

OBTAINED
COMMENTS
FACTORS

ompound pro e g “Spe Pla

AREA OF USE
Field

Item Creation, Compounding, Engineering
Engineering; can improve item using “Specify Plan.”
10% off shop prices (1)

AREA OF USE

OBTAINED

Item Creation, Writing

Connot Synthesize; only for Sophia and Adray.
Learn “Quick Symbol” Battle Skill

FACTORS

BULKY FOLIO

AREA OF USE

15000 N/A Field
[T reosure aze of Tribulaio
TTTTCER Connot Synthesize; only fo
EYSEC Leorn “Divine Blade” Bo

COMPLICATED SCROLL
EVA AREA OF USE

Field

Maze of Tribulations, B2F
Cannot Synthesize; only for Roger.
Learn “Bug Triad" Battle Skill

. VAl A AREA OF USk
15000 /A Field
FTTRQl Treasure Chest, Sphere 211, 150
YT Connot Synthesize; only fo
PYGCTRl Leor “Max Shockwove” Bo
‘a Vil BA AREA OF USE
1850 9% Battle
OBTAINED o Ehnion
COMMENTS anno e: ho 0 600
“(TORS P dmg.. to arg a0 0
. VAl BA AREA OF USE
15000 N/A Field
PO Oropped ltem, Norto
FITT Conno on 56 vl By S hecers i

FACTORS earn “(ommo
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|
! 214
o

DETERIORATING TOME
VAL A

AREA OF USE

OBTAINED atio q
COMMENTS 0
FACTORS 0 ondition” lactico
Ueapons
P ELORICH FIRE S
—— ——————— ‘ VL A
Armor 1000 N/A
OBTAINED LY 0
COMMENTS 0 e bomb A 00
Accessories FACTORS P damage o arge areg
0 VAL A
1810 40
oo | | OBTAINED aion, Engineering
COMMENTS 0 g; can improve 9 an”; bo
e e — as A 600
Other Items FCTORS e
EM STUN BOMB MP
R T VAL oA AREA OF Usk
Materials 910 50 Battle
— T gineering
COMMENTS g 0 p g op P bo
Ualuables 0 00
FACTORS d 0
1 DORPHIN BOO
;‘ AL A AREA OF USE
180 1 Field
OBTAINED on, Compo
COMMENTS HC 0 p P
FACTORS 0 HP ofio
ES HYBRID EXPLOSIVE
. T A AREA OF USE
d 4310 80 Bottle
OBTAINED
COMMENTS BT 00 00
FACTORS P/MP

@)
OBTAINED

COMMENTS
FACTORS

9

OBTAINED
COMMENTS

FACTORS

AREA OF USE

Dropped Item, Dire Torantula
Cannot Synthesize; bomb has ATK: 800

HP domage to enemy

Shop, Whipple
Compounding; can improve item using “Specify Plan
Cures incap & restores up to 30% of HP/MP (1)

GRABBAG STUN BOMB-R?2

VAl oA AREA OF USE
7310 ] Battle

B 0

D 0
VAl A AREA OF USE
8010 100 Ay time

DUCK-DUCK BOMB
&= VAL VA AREA OF USE
(Y e 5 i
([3(1TO0 Item Creation, Engineering
COMMENTS L2
7Tq(i;1J Stuns enemy

EM BOMB
VAL

OBTAINED

Item Creation, Engineering

Engineering; con improve item using “Specify Plan.” Bomb
has ATK: 800

HP damage to enemy (1)

0 AREA OF USE
1810 [T Batlle
OBTAINED T —
a 00
Yl P domage o enemies (lorge areo
0 Wil A AREA OF USE
m & Batlle
OBTAINED I —
RITTGH Engineering; can impro : Plan”; bo
as A 000
PYC I HP domage fo ge are
ENIGMATIC SCROLL
Vil A AREA OF USE
N 15000 N/A Field
PO Treasure Chest, Maze of Trbulato
COMMENTS EGOOE Only for Maria
FACTORS Burst”
i VAL oA AREA OF USE
15000 » Field
OBTAINED oion, Writing
RITT Conno :
TYC T Leon “Incese NP 8
& VAL oA AREA OF USE
1520 i Batle
OBTAINED on, Compo
T Compound pro Plo
Tl oo
FRUITY POTION
/ AL A I AREA OF USE
130 0 Any fime
OBTAINED on, Compe
(L1119 Compound an impro g “Sp Plo

FACTORS 0% HP recove

Q VA AREA OF USE
50 Any time

OBTAINED e 0

COMMENTS A

FACTORS 0% HP reco

. VAL VA AREA OF USE

15000 N/A Field

OBTAINED of Tribulations, B

COMMENTS 0 Only for Pepp

FACTORS D B

DURIAN STUN BOMB-R4

OBTAINED
COMMENTS
FACTORS

OBTAINED
COMMENTS

FACTORS

OBTAINED
COMMENTS

FACTORS

OBTAINED

VAL EVA AREA OF USE
7310 40 Battle
Bo 6000
P dmg. fo e g e Reduces D
0 0
EM BOMB MP
VAL VA AREA OF USE
610 30 Battle
atio
g g; can impro g “Sp P bomb
0 600
P domage fo
EVA AREA OF USE
50 Batile

EM STUN EXPLOSIVE MP

EVA AREA OF USE
60 Battle
ltem Creation, Engineering

Engineering; can improve item using “Specify Plan”; bomb
has INT: 900

MP damage to enemies (large area) (1), Stuns enemy

ES HYBRID BOMB

¢b AREA OF USE
= 2310 70 Battle
OBTAINED afio g
[CLUILINE Bomb hos A 00 and 00

FACTORS P/MP damage to

/ VAL VA AREA OF USE

100 80 Battle

OBTAINED on, Compounding
(C1 L1 Compounding ove g P
FACTORS ost 0 MP for 30 0

Item Creation, Engineering
Bomb has ATK: 400
HP dmg. to enemies in area (allies too)

AREA OF USE

Treasure Chest, Sphere 211, 102 Level
Cannot Synthesize
30% MP recovery (usable at intervals)

FACTORS

AREA OF USE
4010 70 Any time
OBTAINED 0 g
COMMENTS
[Z1Q (LS 60% HP reco ole po
/ VAL EVA AREA OF USE
1100 80 Batlle
OBTAINED afion, Compounding
COMMENTS EETNT an impro g “Specify Plo

|




. m A AREA OF USE

e | 15000 N/A Field

FCTTR Treosure Ches, Sphere

FTTTIG Comnot Synthesize. Only for o

FACTORS ool Blos”

R JEWEL OF ALERTNESS

4 W A AREA OF USE
3010 N/A Field

TR Treosure Chest, Troum Mo

CTTTO (oo :

PYCTR Disoloys enemies o or 0 sho

) LARGE FOLIO

VAL AREA OF USE

15000
Treasure Chest, Sphere 211, 135 Level
Connot Synthesize. Only for Albel
Learn “Double Slash of Fury” Battle Skill

LIQUID HYBRID BOMB
/ VAL VA
8010 90 Battle
OBTAINED afion, Compounding
COMMENTS R0 000
FACTORS P domage to ene ge oreo

MALODOROUS BOTTLE

Item Creation, Compounding
Compounding; can improve item using “Specify Plan
Petrifies an enemy (2)

Item Creation, Writing
Connot Synthesize
Learn “Drain” Battle Skill

PERFECT BERRIES
VAL

4000 /A Any time
T Treasure Chest, Airyg
CONMENTS
[IYSCTR 60 HP recovery (entire po

. VAL VA AREA OF USE
| 15000 WA Field

OBTAINED asure phere B Leve

COMMENTS WELLT esize. Only for Mirg

FACTORS earn “Blozing cannon” Battle

AREA OF USE
Field

EVA

Treasure Chest, Airyglyph Castle
Cannot Synthesize
Displays chests on Minimap for a short time

AREA OF USE

20 N/A Any fime
OBTAINED op, Airyglyp
[GLLIL1A Compounding; can improve ife g “Specify Pla
FACTORS g (One perso
LIQUID MIND BOMB
(VAT Item Creation, Compounding
[CLUT1H9M Bomb has ATK: 3500 and INT: 3500
7TG(I3 MP dmg. to enemies in huge area (allies too)
MASS REDUCER
O W o l AREA O USE
1610 60 Battle
OBTAINED em Creation, Engineering
COMMENTS A
1a(//$ Y Reduces DEF of all enemies by 30
MEGA-FLARE BOMB
m
1850 70 Battle
OBTAINED em Creation, Engineering
[CLLIZIN Bomb ho 900
FACTORS P dmg. to enemie ge area (allies foo
VAL A AREA OF USE
15000 90 Field

P Damage” Battle

Item Creation, Writing

Cannot Synthesize; may be used by all characters except
Adray and Sophia

Learn “Max Fury” Battle Skill

PHEROMONE ENHANCER
/ VAL BVA AREA OF USE
360 1 Field
[TU ) !tem Creation, Compounding
OO Heals 20 HP. -1 Emotio

INTRICATE SCROLL

%0 G Learn “Rudiation Bots” B

VAL EVA AREA OF USE
15000 N/A Field
OBTAINED easure Che ohere 87 leve
COMMENTS onno esize. 0 or Maria

AREA OF USE

Treasure Chest, Aire/Kirlsa Hills
Connot Synthesize
Stops enemy movement for o short fime

AREA OF USE

6010 ki) Battle
PR !tem Creation, Compounding
T Tl Bomb ho 000
Pl P dmg. fo ge orea (alles too
» VAL BA AREA OF USE
11000 N/A Any fime
PRI Trecsure Chesl, Iisa Fie
comnents 02
YO 90% HP recovery (entire p
. Al A AREA OF USE
15000 WA Field
[Tl Treasure Ches, Urssa Cave Temp
[Tl Conno ool Tor Ak
PYC Ol Leorn “Sirocco” Bo
MENTAL ENHANCER
VAL A AREA OF USE
1000 N/A Any fime
PRl Shop, Moonbase
COMMENTS
CYCC O 50% MP reco
MIND BOMB
VAL BA AREA OF USE
650 15 Battle
PRl fem Greation, Engineering
TR Bomb has INT: 200
FYSLOM MP dmg. to enemies in oreo (allies oo
MOLOTOV STUN BOMB-R1
VAL A AREA OF USE
1210 40 Battle
AT 9000 « i Sy

Treasure Chest, Maze of Tribulafions, BSF

Cannot Synthesize; Only for Nel
Learn “Divine Wrath” Battle Skill

PHYSICAL ENHANCER

/ EA
800 N/A

(LA Shop, Moonba

COMMENTS

FACTORS 0% HP recove

Any fime
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PONDEROUS FOLIO
210 VAL A AREA OF USE
10000 N/A Field
OBTAINED easure Chest, Sphere 0
(OMMENTS WECIDT ¢; for Roger o
FACTORS 0 or Fall” Battle
leapons RECONDITE SCROLL
& Al oA | AREA OF USE
Armor OBTAINED sasure Chest Sphere 09 Leve
e e—— m anno esize; for Jopma o
FACTORS e0 e bo
Accessories
RESURRECTION MIST
* Wil A | AREA OF Usk
2100 10 Any time
OBTAINED em Creation, Compounding
COMMENTS ompounding; o prove ife g “Specity Plo
Food i FACTORS ap & 0 pto 30% o
e
Other Items x " s L]
2 N/A Any fime
——T———— | OMTAND op, Airyglyp
Materials | | COMMENTS WCUTEEIMASIILID g p .
__ FACTORS es petrification (one perso
m——————

VUaluables

Item Creation, Compounding
Compounding; can improve item using “Specify Plan.
Stuns enemy during battle (1)

SUPER POTION
‘ AREA OF USE

VAL VA
3020 1 Battle
OBTAINED : ation, Compounding
FACTORS  LCGIE e
TATTERED TOME
m
15000 40 Field
OBTAINED eatio g
COMMENTS BE ¢
FACTORS arn “Convert Domage” Tactico
/ VAL VA
560 1
OBTAINED eation, Compounding
:(WTS ompounding; con impro g “Sp 0
FACTORS eals 20 HP otio
TRICKY DUCK BOMB
e VAL &A AREA OF USk
il Rk
(AT Item Creation, Engineeing
[CTTTCI Bomb has INT: 300
[TI([I3 MP dmg. to enemies in large area (allies too)

VA

Item Creation, Compounding
N/A
100% HP recovery

OBTAINED asure phere 6 Leve
COMMENTS 0 esize; 0 or Peppita
I Leorn Dream Ho Battle

SOUL STRENGTHENIN

DEVICE
VA

PROFOUND SCROLL
il BA AREA OF USE
X 65000 N/A
FUT reasure Chest, p 0Le
YRl Leorn “Meteor Swarm” Symbo
Q VAl BA AREA OF USE
310 £ Batle
OBTAINED I S——
COMMENTS
Yl Reduces DEF of ol enemies by 30
RIPE BERRIES
VAL A AREA OF USE
3000 W/ Any fime
PR Treo of (o
omers L
Yl 30 HP reco b0
e VAl BVA AREA OF USE
810 70 Batle
OBTAINED aton, Compounding, Eng
connets L
Y TRl 30 sec invincibilty in batle (no ot

Item Creafion, Engineering

Engineering; can improve item using “Specify Plan.”

Spells cost 0 MP for 30 sec during battle (1)

EVA

AREA OF USE

Item Creation, Compounding

Field

Compounding; can improve item using “Specify Plan
Heals 20 HP, -1 Emotion (1)

UMAI-BO STU

‘ VAL VA AREA OF USE
1210 40 Batle
: 0 :u|“ pro g an.” Bomb
FACTORS domage fo e DEF of o
ene by 30
VIAL OF POISO
/ VAL VA AREA OF USE
400 10 Battle
OBTAINED eation, Compounding
COMMENTS ompounding; ¢o prove ife q Pla
FACTORS 0is0 during ba
g VAL EVA AREA OF USE
2100 70 Battle
OBTAINED ation, Compounding
COMMENTS g
TR0 30% HP recove po

PUZZLING SCROLL

VA

Treasure Chest, Sphere 211, 106 Level
Cannot Synthesize; for Sophia only.
Learn “Southern Cross” Symbol

EVA

Item Creation, Compounding
Compounding; can improve item using “Specify Plan
Cures incap & restores up o 60% of HP/MP (2)

' AREA OF USE
30600 99 Battle

[TUCeQl !tem Creation, Compounding

comments 7

[TYCC 30 sec invindibilty in battle (no atto

Treasure Chest, Sphere 211, 13 Level
Cannot Synthesize
30% HP recovery (usable ot infervals)

. SUBSTANTIAL FOLIO
. VAL VA AREA OF USE
15000 N/A Field

OBTAINED easure Chest, Sphe QU
COMMENTS CILE
FACTORS e 0

SYRUPY POTION
/ VAL VA AREA OF USE ‘
200 40 Any time

or Adray o

PR em Geation, Compounding
(0L Compounding; can impro g “Specify Plo
Y TR 30% HP/MP recove
TEARS OF ISHTAR
/ VAl oA | AREA OF USE
860 1 Field
OBTAINED eation, Compounding
[OLLIC109 Compounding; con improve ife g “Specify Plo
Y Heols 20 HP -1 Emotio
TRICKY BOMB
G Al A AREA OF USE
2600 1 Battle
POl em Creation, Engineering
(O L1198 Bomb has A 00
FYCC O HP dmg. to enemies in area (alles too
UNWIELDY FOLIO
. VAl A | AREA OF USE
15000 N/A Field
TR Treasure Ches!, Maze of Tribulations, B
Tl Connot Synthesize; only for Albe

[TYCTSI Learn “Air Slash of Fury” Batil

VOLUMINOUS FOLIO
VAL VA AREA OF USE
X 15000 N/A Field
OBTAINED easure Chest, Sphere 69 Le
COMMENTS QGOLN esize; only fo
FACTORS earn “Splitting Battle
WORN-EATEN TOME
VAL VA AREA OF USE
N/A Field
(TITTTT Treasure Chest, Airyglyph Aqueducts
[OITTTIM Cannot Synthesize; used on all characters, except Adray and
Sophio
7Ta ("I Learn “Common Attack Symbols” Battle Skill




FOOD

AGILITY + BERRIES
VAL £A
2000 WA
OBTAINED e Ches!, Sphere
commens O

FACTORS

Shop, Arias
Cooking; can improve item using “Specify Plan
B50% HP recovery (3)

i) BEAUTIFUL ICE CREAM

VAL VA
6943 99
OBTAINED eation, (o0
COMMENTS g prove ite g “Specity Plo
LIQ(UEI 90% MP recove e one perso
b P I' 0 »' b n. g ] 45

BOILED KING CRAB
Qe | A
40

VA

1000
Item Creation, Cooking
N/A

50% HP/MP recovery

CHEAP CIDER
‘ VAL A
320 1

Item Creation, Cooking

(ooking; can improve item using “Specify Plan.”

Gives o life-threatening feeling (2)

CHOPPED STEAK
e

VAL A
400 30

OBTAINED on, Cooking

CONMENTS pro g “Specily Pl

FACTORS Preco

@ L A
200 20

OFTAINED on, Cooking

CONMENTS Q"5

FACTORS :

DELUXE FRUIT BOWL
VAL

Item Creation, Cooking

N/A
30% HP/MP recovery

DEXTERITY + BERRIES

Treasure Chest, Sphere 211, 110 Level
Cannot Synthesize
Max HIT +4

OBTAINED
COMMENTS
FACTORS

ltem Creation, Cooking
Cooking; can improve item using “Specify Plan
Will likely interfere with life (2)

Item Creation, Cooking
N/A
70% MP recovery

OBTAINED
COMMENTS
FACTORS

oking; (o g “Specity Plo

[~ 1]

ond se app 0 P

(OLD SOBA

VAL EVA
400 30

OBTAINED

[ commenTs

FACTORS

p
0

DECORATED CAKE
o
&)

VAL A
20 50
OBTAINED aion, (oo
LGl Cooking; con impro - '
[TYSTT 30 HP reco
DEMONIC DURIAN
. Wil A
6493 %
OBTAINED eation, Cooking
TYSTT 90 MP recovery, Cures poison (one perso :
AL oA
Y 1
OBTAINED eation, Cooking
[ /A
FACTORS 0 HP

Food items comprise the vast majority of the items in this category. However, items like Health and Strength Berries also fall under this header. Think
of food as being any recovery or enhancement item that you can’t eat in battle. However, there are a few—very few—exceptions amongst these items.

AMAZING TENDERLOIN
- VAL A
6943 9

Item Creation, Cooking

Cooking; can improve item using “Specify Plan.”

90% HP recovery, Cures paralysis (one person) (1), Cures
petrification (one person) (1), Cures incap & restores up fo
60% of HP/MP, 30% probability of breaking (2)

R BBQ PORK RAMEN
L5 2N

P VAL A
1020 40

ltem Creation, Cooking
Cooking; can improve item using “Specify Plon
70% MP recovery, Cures petrification (one person) (1)

BLUE MOON CIDER
‘ VAL 1]

A
3050 40
OBTAINED
Comments U
ZIS[LE 30% MP re
BROKEN PROPHET CIDER
‘ VAL A
3400 50

Item Creation, Cooking
Cooking; can improve item using “Specify Plan
Cures incop & restores up to 30% of HP/MP (1)

CHOCOLATE BANANA
g VAL EVA

400 60
OBTAINED on, (ooking
COMMENTS !
FACTORS 0% MP reco
& CORN ON THE COB
VAL VA
0 2% GETTING STRRTED
(LAY [tem Creation, Cooking —————
N/ CHARACTERS
50% MP recovery
——
DEFENSE + BERRIES
‘ VAL WA WALKTHACUGH
2000 WA ——
OTAINED RS s BONUS DUNGEONS
COMMENTS EELLT
FACTORS ax D | e—————
DEVILISH SEA SQUIRT FRRE RS
. VAL VA I
6943 99 MINI-GAMES AND
OBTAINED ation, Cooking 5UB-QUESTS
COMMENTS ooking n e Pla = em—
FACTORS "' ‘ d o e sl ITEM CRERTION
of HP/MP 30 0 brea
DRAGON POT STICKERS
"\ VAL VA
&> 6943 99
S o Corling BESTIARY
COMMENTS EETIIN 0 g “Sp p
FACTORS 90 P reco es po one p
on (one perso p& 0 60




leapons

Rccessories
T -

Useable Items

—————

Item Creation, Cooking

Cooking; con improve item using “Specify Plon

30% MP recovery, Cures paralysis (one person) (1), Cures
petrification (one person) (1), Cures incap & restores up fo
60% of HP/MP, 30% probability of breaking (2)

OBTAINED
COMMENTS
FACTORS

yr—

ooking; ca pro g “Spe Pla

Other Items
e ——
Materials ‘
o e — -
Valuables Ll
COMMENTS
| PACTORS
OBTAINED
COMMENTS
FACTORS

Item Creation, Cooking
Cooking; can improve item using “Specify Plan

90% HP/MP recovery, Cures paralysis (one person) (1)
Cures petrification (one person) (1), Cures incap & restores
up fo 60% of HP/MP. 30% probability of breaking (2)

| OBTAINED
| CONMENTS
| FACTORS

3100 N/A
0% HP
GRILLED TUNA HEAD
VAL
400

HAUTE CHINESE SOUP

ltem Creation, Cooking
N/A
70% MP recovery

Event, Ancient Book #3
Cannot Synthesize
Max INT +2

Item Creation, Cooking
N/A
30% HP recovery (whole party)

OBTAINED
| COMMENTS
FACTORS

FIERY CYCLOPS CIDER
- w

A
3300 75

[TTLRl !fem Creation, Cooking

[CITTE00 Cooking; can improve item using “Specify Pla

FACTORS 0% MP recove

FRUIT PARFAIT
@ VAL EV)

A
400 70

Item Creation, Cooking

OBTAINED
Cooking; can improve item using “Specify Plon
Cures incop & restores up fo 60% of HP/MP

EE GOLDEN CURRY

VAL EVA
630 65
OBTAINED ation, Cooking
COMMENTS WCILD
FACTORS 0 HP

| GRANADILLA JUICE
‘ VAL EVA

i 3300
Item Creation, Cooking
N/A
30% HP/MP recovery

b HEALTH BERRIES

VAL EVA
1500 N/A

OBTAINED Boo

COMMENTS

FACTORS ax HP +10

HOWLING FOX CIDER
A VAL VA

3900 75

OBTAINED

ltem Creation, Cooking
N/A

50% HP/MP recovery

b INTELLECT + BERRIES

VAL VA
2000 WA
Treasure Chest, Sphere 211, 103 Level
Cannot Synthesize
Max INT +4

OBTAINED

JOYFUL BANDIT CIDER
‘ VAL VA
3050 5
(/TN Item Creation, Cooking
COMMENTS

30% MP recovery

Item Creation, Cooking

Cooking; can improve item using “Specify Plan.”

FACTORS

50% HP recovery (3)

FRESH SPRING ROLLS
&

WAl BA
10 o
o
T /A
YR Cores paralysis (one perso
GELATINOUS POTION
: WAl oA
250 60
FTQl tem Greation, Coo
omnents 00
PYC TR 30 probabilty o breaking

GOLDEN NATTO
VAL EVA
9. 6943 9

Item Creation, Cooking

Cooking; can improve item using “Specify Plan

90% HP recovery, Cures poison (one person) (1), Cures petri
fication (one person) (1), Cures incap & restores up to 60°
of HP/MP. 30% probability of breaking (2)

ltem Creation, Cooking
Cooking; can improve item using “Specify Plan
Cures incap & restores up to 30% of HP/MP (1)

ltem Creation (ookmg
Cooking; can improve item using “Specify Plan

90% HP recovery, Cures poralysis (one person) (1), Cures
petrification (one person) (1), Cures incap & restores up fo
60% of HP/MP, 30% probability of breaking (2)

. HEALTH + BERRIES
b A

VAL
2000 N/A
OBTAINED phe 0
COMMENTS [ETU
LI Mox HP
HUNGRY HARPY CIDER
A VAL VA
4200 90

OBTAINED

Item Creation, Cooking
N/A
Cures incap & restores up to 60% of HP/MP

ITTY-BITTY STEAK
—

VAL VA
300 60

({10 Item Creation, Cooking
[GITTENSM Cooking; can improve item using “Specify Plan.”
[TYa ({3 30% HP recovery (3)
JUMBO POT STICKERS
’—m
g 2800 40
OBTAINED em Creation, Cooking
COMMENTS /
FACTORS 0% HP/MP reco
OBTAINED ab Bag accesso
COMMENTS A
FACTORS e P or incopacita




OBTAINED

(0N VAL £VA
Y, = =
OBTAINED on, Cooking
COMMENTS oking ove ife g “Specity Plo
YOl 50% HP reco
LEGENDARY OTORO

m VAL £VA

4343 9

Item Creation, Cooking

Cooking; can improve item using “Specify Plan

30% HP recovery (3), Cures poralysis (one person) (1),
Cures petrification (one person) (1), Cures incap & restores
up to 60% of HP/MP, 30% probability of breaking (2)

OBTAINED
COMMENTS
FACTORS

A

3 LORD'S OZONI

VAL EVA
4100 80

60% HP reco 0

VAL EVA
1500 NA
Event, Ancient Book #2
NA
Max MP +10%

2100 70
OBTAINED ation, Cooking
COMMENTS
[T 30% HP re 0
MARBLED SIRLOIN 1000
Q VAL EVA
8700 60
OBTAINED on, Cooking
[ comments
FACTORS P

OBTAINED
C(OMMENTS
FACTORS

&

VAL EVA
1000 60

OBTAINED
COMMENTS
FACTORS

PEACH DESSERT SOUP

VAL VA
1300 60

PETITE SIRLOIN
- VAL VA
|* 4 300 5

OBTAINED
COMMENTS
FACTORS

é VAL
5700
OBTAINED em Creation, Cooking
COMMENTS A
FACTORS gl 0
‘ VAL
6943
OBTAINED em (reation, Cooking
(LTI Cooking; can improve ite p
FACTORS 90% HP recove para one p
:l 0 ; .' .' I' I'IIII of b i ‘1 ‘ ;
LUSCIOUS GRATIN
@ VAL EVA
6943 99
OBTAINED em (reation, Cooking
COMMENTS CLITIT pro g “Specify Plo
FACTORS 90% HP recove poison (o 0
ation (one perso e ap & ores up to 60
of HP/MP. 30 obab of breo

MAGI + BERRIES
b VAL A
2000 N/A
[/ \TTOM Sphere 211, 106 Level
N/A
Max MP +15%

(/[T [tem Creation, Cooking
COMMENTS U2
TGO 90% MP recovery

@ MONT BLANC

VAL EVA
500 50

ltem Creation, Cooking

OBTAINED

Cooking; can improve item using “Specify Plan

Cures incap & restores up to 30% of HP/MP (1)

[y VAL A

Q 4343 99

(L)TTTOM Item Creation, Cooking

Cooking; can improve item using “Specify Plan

on) (1)

30% HP recovery (3), Cures poison (one pers Cures

(s

60% of HP/MP, 30% probability of breaking (2)

PEAR TART
S

VAL EVA
400 70
Item Creation, Cooking
N/A
50% MP recovery

POMEGRANATE JUICE
‘ VAL £V

OBTAINED

A
5700 95
OBTAINED
COMMENTS
FACTORS P

LEAPING TITAN CIDER

ltem Creation, Cooking

30% HP/MP recovery

LUSCIOUS OYSTERS
C VAL VA
PR 6943 9
OBTAINED on, Cooking
COMMENTS 00 0 prove ife D Pla
ZTa (330 90% HP re es poralysis (o 0
:l 0 " " 0 |.| ab » : '
MAGICAL SALAD
Q VAL VA
12343 99

Item Creation, Cooking
Cooking; can improve item using “Specify Plan.”

90% HP/MP recovery, Cures paralysis (one person) (1)
Cures petrification (one person) (1), Cures incap & restores
up 1o 60% of HP/MP, 30% probability of breaking (2)

MARBLED BEEF SIRLOIN
Q VAL EVA
1100 70
Item Creation, Cooking
N/A

70% HP recovery

ltem Creation, Cooking
N/A
30% HP/MP recovery

PASTA SALAD
2 VAL

OBTAINED

Item Creation, (ookmg
N/A
30% HP/MP recovery

6943 99
90% HP 0
P/MP, 30

VAL VA

21500 N/A
OBTAINED
COMMENTS
FACTORS b

GETTING STRRTED
———————
CHARACTERS
—
WALKTHAOUGH
L
BONUS DUNGEONS

| o
PRIVATE ACTIONS

I
MINI-GRMES AND
5UB-QUESTS
e

ITEM CRERTION

BESTIRRY




220

Weapons
hem—— | e s

Armor

Rccessories
e —

Usesble Items

PREHISTORIC MEAT

Other Items

e ——
Materials
o - ——

Ualuables

<@

OBTAINED

@ VAL EVA
2100 20
OBTAINED ation, (o0
commints € -
CYCL 30% HP ole po
SACHERTORTE
‘ VAL VA
150 50
OBTAINED ofion, Cooking
commens
maoRs G 0
0 VAL VA
3300 N/A
OBTAINED Resort Ho
comments [l
LU 0% HP recove
SIRLOIN 140
e VAL VA
500 80
OBTAINED ation, Coo
[T L Cooking; can impro
TTCL 50% HP reco
s VAL VA
(=) %0 ]
OBTAINED on, Cooking
| commens L
FACTORS
» VAL A
1500 NA
OBTAINED
COMMENTS
maors L
° SUPER-SWEET CURRY
. VAL A
-« 310 ]
OBTAINED ation, (oo
COMMENTS
T Heals 20

Item Creation, Cooking
N/A
Heals 20 HP

©

OBTAINED
COMMENTS
RS

TUNA SALAD
150
0 P reco

‘ RAMBUTAN JUICE

OBTAINED em (reation, (ooking
COMMENTS :
FACTORS P reco

SAPODILLA JUICE

Item Creation, Cooking
N/A
50% HP/MP recovery

Item Creation, Cooking
Cooking; can improve ifem using “Specify Plon

90% MP recovery, Cures poison (one person) (1), Cures pet
rification (one person) (1), Cures incap & restores up to 60°
of HP/MP, 30% probability of breaking (2)

SLIMY GELATIN

ltem Creation, Cooking
Cooking; can improve item using “Specify Plan

90% MP recovery, Cures paralysis (one person) (1), Cures
petrification (one person) (1), Cures incap & restores up to
60% of HP/MP, 30% probability of breaking (2)

COMMENTS ooking ove P
naos AL P reco o bfe-fhreatening feckng
STRENGTH + BERRIES
h VAl BA

Treasure Chest, Sphere 211, 101 Level
Cannot Synthesize
Max ATK +4

OBTAINED

SUPREME DORAYAKI PIE
< b VAL VA
6943 £ 99

[T Item Creation, Cooking
Cooking; can improve item using “Specify Plon.”

90% HP recovery, Cures poison (one person) (1), Cures petri
fication (one person) (1), Cures incap & restores up 1o 60%
of HP/MP, 30% probability of breaking (2)

TEARFUL RISOTTO

VAL EVA
6943 99

[A(TI0 Item Creation, Cooking
[GUITTI Cooking; can improve item using “Specify Plan
[{TQ([I3M 90% MP recovery, Cures paralysis (one person) (1), Cures

petrification (one person) (1), Cures incap & restores up fo
60% of HP/MP, 30% probability of breaking (2)

$s ULTIMATE RAMEN
LN WAL A
6943 9

OBTAINED em (reation, (oo
COMMENTS 0oKking ove ile g “Spe Plo
FACTORS 90% MP recove pora one p

60 obab of b g

ltem Creation, Cooking
Cooking; can improve item using “Specify Plan
50% HP recovery (3)

Item Creation, Cooking
N/A
50% MP recovery

STEAMED BUN
VAL

200
Shop, Airyglyph

Cooking; can improve item using “Specify Plan
30% HP recovery (3)

SUPER-SPICY STEW
ﬁ W i
: ST )
OBTAINED ooking
| COMMENTS BT 0 pecity P
FACTORS 0% HP/MP reco 0 0 0
0 60% ot HP/MP. 30 obab of breaking
TAMARIND JUICE
‘ VAL EVA
3300 70
OBTAINED on, Cooking
[CLLITINE Cooking; co ove ite g “Specify P

FACTORS 0% HP recove

VA
1
Q appe 0 Yo
UMAI-BO 1
VAL VA
200 30
[TITT20 tem Creation, Cooking
FACTORS P reco




UMAI-BO 2
43 VAL BA
200 30

PRl e Greation, Cooking
[T Cooking: co g “Spedify P
PYC 30% HP recove
UMAI-BO 5
j VAl BA
200 30
OBTAINED —
COMMENTS R —
T 30% HP reco
UMAI-BO 8
&9 m A
200 30
OTAINED —
[GLUIC159 Cooking; can impro g “Specify Pla
YL 30 HP recove
UMAI-BO 11
y Vil A
200 60

OBTAINED

Item Creation, Cooking
Cooking; can improve item using “Specify Plan.”
30% HP recovery (3)

UMAI-BO 14
/ W o
200 60

OBTAINED

Item Creation, Cooking
Cooking; can improve item using “Specify Plon.”

30% HP recovery (3)

WATERMELON BAR
d VAL BA
400 70

OBTAINED

Item Creation, Cooking

30% HP/MP recovery

OTHER ITEMS

UMAI-BO 3
& VAl oA
20 ]

OBTAINED

Item Creation, Cooking

Cooking; can improve item using “Specify Plan

[T1a(\/i30 30% HP recovery (3)
B UMAI-BO 6
&’ VAL VA
200 30
OBTAINED eation, Cooking
COMMENTS NCI g ove ite a “Sp Pla
Tl 30% HP reco
UMAI-BO 9
j VAL BA
200 60
OBTAINED ation, Cooking
COMMENTS 00King; (a pro e q Pla
POl 30% HP recove
UMAI-BO 12
f VAL BA
200 60

OBTAINED

ltem Creation, Cooking
Cooking; can improve item using “Specify Plan.”

30% HP recovery (3)

OBTAINED

Item Creation, Cooking
Cooking; can improve item using “Specify Plan.”

Cures poison (one person) (1), Cures paralysis (one person)
(1), Cures petrification (one person),(1), Cures freezing (one
person) (1)

OBTAINED

Item Creation, Cooking
Cooking; can improve item using “Specify Plon.”

90% HP/MP recovery, Cures poison (one person) (1), Cures
petrification (one person) (1), Cures incap & restores up fo
60% of HP/MP. 30% probability of breaking (2)

VAL VA
200 30

(110N Item Creation, Cooking
[GI'TIZ19M Cooking; can improve item using “Specify Plan.”
TTQ( I3 30% HP recovery (3)

VAL VA
200 30

Item Creation, Cooking

OBTAINED

Cooking; can improve item using “Specify Plan.”
30% HP recovery (3)

VAL VA
200 60

Item Creation, Cooking

OBTAINED

Cooking; can improve item using “Specify Plan.”
30% HP recovery (3)

UMAI-BO 13
6& WAl A
9

(13{1CT8 Item Creation, Cooking
[OI'TIX13 Cooking; can improve item using “Specify Plan.”
[Ya ({3 30% HP recovery (3)
VANILLA ICE CREAM
9 VAL A
150 20
(L3(TTTO0 Item Creation, Cooking

N/A
30% MP recovery

COMMENTS
FACTORS

WINKING SAGE CIDER
A VAL EVA
3300 80
OBTAINED eation, Cooking
commens 2
[ZIGLEI 30% HP/MP reco

The Items in this section fall into the miscellaneous category known as “Other Items.” You can't use any of these items on a character in battle or in
the field. The majority of the items are minerals, gems, scrolls, and elementals that possess factors that you can synthesize onto weapons. The others

are items used fo recruit inventors or, in the case of the Bunny Statues, improve the lives and talents of your party members simply through their

existence in your inventory.

Map Complete Prize
N/A
50% Movement Rate (entire party)

OBTAINED 0
COMMENTS A
FACTORS |8 ased damag
ANTIQUE JEWELRY
‘ VAL
WA

[LATON Treasure Chest, Kirlsa Coverns

Connot sell or synthesize
N/A

FACTORS

1/144 SCALE BUNNY

180000
Map Complete Prize

OBTAINED

Treasure Chest, Mosel Dunes
Cannot Synthesize
Raises Alchemy success rate

BEAT-UP TEXTBOOK
VAL
10010
Dropped Item, Makafy

VA

OBTAINED
COMMENTS

Cannot Synthesize
Learn “Standord” AAA

1/60 SCALE BUNNY

[ oBTAINED Map Complete Prize
N/A

+5% Movement Rate (entire party)

OBTAINED e afio
COMMENTS A
FACTORS

OBTAINED Bunny Ro
COMMENTS 0
FACTORS A

GETTING STRRTED
e
CHARACTERS
—————
WALKTHROUGH
——
BONUS DUNGEONS
—
PRIVATE ACTIONS

—————
MINI-GAMES AND
5UB-QUESTS

b:

ITEM CRERTION

| e————
ITEMS
AND EQUIPMENT

BESTIRRY




Weapons

Rccessories
——

Useable Items
f— -

Food

Materials

e i———

Ualuables

BLEMISHED TEXTBOOK
VAL

EA
N/A

Treasure Chest, Ancient Ruins of Mosel, B2F

L4

OBTAINED
Cannot Synthesize.
Learn “Regeneration” AAA

BOOK OF PROPHECIES 3
. m T
N/A N/A
OBTAINED easure Chest, Sphe 8 g
COMMENTS  CTINETIY
FACTORS
BOOK OF PROPHECIES 6
. VAL EVA
N/A N/A
(AT Treasure Chest, Sphere, 205 Level
[OLLIUYESM Cannot sell or synthesize
FACTORS UL
w VAL EVA
103003 80
OBTAINED e on, A

[CQUTICLESM Connot improve factars thro pecify Plan” before
FACTORS oofs balls of lig d ding balls of lig

Event, Bunny Races
Cannot Synthesize
N/A

Item Creation, Alchemy
Can improve factors through “Specify Plan.”
ATK +100 (1)

Item Creation, Alchemy
Con improve factors through “Specify Plan

YOI DEF +50 (1)

DISINTEGRATION HAM
VAL VA
N/A N/A
OBTAINED A
COMMENTS
FACTORS

EARTH DISCHARGE
VAL
3500
Item Creation, Writing
N/A
Adds earth-bosed damage

| OBTAINED

ltem Creation, Alchemy

Connot improve factors through “Specify Plon” before Synthesis

Raises normal attack decision by 1 (1), 50% plnbuhlllly of
breaking (2)

| ostaINED

. BOOK OF PROPHECIES 1

VAL A
N/A N/A
POl Treasure Ches, Shine of Koddo
FITT Connot sell
naoks L
BOOK OF PROPHECIES 4
. VAL oA
N/A N/A
FTTTCE Treasure Ches!, Sphere 211, 30 Leve
RITTGR Connot sell o
naos L
BROWNIE STONE
& VAl oA
10500 70
PR tem Creation, A

COMMENTS REUQE a prove facto oug p Plo

OBTAINED of Kadd

COMMENTS meIIv ove factors throug P 0

FACTORS oofs balls of lig attocking
COPPER IDOL

& VAL VA
‘ 1000 N/A

OBTAINED

COMMENTS 0

FACTORS

DARK CRYSTAL
5 VAL [

A
37000 95

Item Creation, Alchemy

OBTAINED
Can improve factors through “Specify Plan.
INT +500 (1), Chaos (Attack effect)

. DILAPIDATED TEXTBOOK

VAL VA
10010 NA
Treasure Chest, Sphere 211, 211 Level

OBTAINED
Cannot Synthesize
Learn “Ring Wave” AAA

DREMELA’S TOOL SET
VAL
N/A

Treasure Chest, Sphere 211, 4 Level

Cannot sell or synthesize
N/A

EARTH FAERIE
g VAL VA
30050 WA
Treasure Chest, Sphere 211, 105 Level

Cannot improve factors through “Specify Plan” before Synthesis

30% probability of breaking (2), Raises normal attack deci
sion by 2, 1/2 Attack (2)

OBTAINED
COMMENTS pro
FACTORS J

. BOOK OF PROPHECIES 2

VAL B
N/A /A

[TV Treo a Lova Cave

(T Connot sell o

racors  JUQ

. BOOK OF PROPHECIES 5

VAL EVA
N/A NA
Treasure Chest, Gemity
Cannot sell or synthesize
N/A

(ElESTlAl FAERIE
$ VAL EVA
1 40050 WA
IR Treasure Ches,Sphere 211, 208 Lov
COMMENTS RLLGE 0 prove focto oug pe Pla
FACTORS 0% probab of breaking 00ls po balls 0
CHERUBIC BUST
# VAL EVA
55000 N/A

(AT Treasure Chest, Palmira Ploins

Cannot Synthesize
Raises Crafting success rate

Item Creation, Alchemy
N/A
ATK +50 (1)

OBTAINED

Use the Grab Bag accessory,

HP -1 for party ot intervals during battle

‘ DISINTEGRATION BOMB

VAl WA
WA N/A

OBTAINED

Tl (ool sel : T

FACTORS

. VAL )
31000 N/A

OBTAINED

COMMENTS

aaoRs L orpli

A
40
OBTAINED on, A
COMMENTS
FACTORS. |8
EARTH RESISTANCE
VAL VA
7100 30
OBTAINED 0
COMMENTS
FACTORS I




EARTH SHIELDING EFREET CRYSTAL

VAL A ‘ VAL VA
15500 N/A 25600 N/A
OBTAINED easure Chest, Sealed Cave OBTAINED easure Chest, Spiral Towe (LY/TTTI Item Creation, Alchemy
COMMENTS A COMMENTS A COMMENTS U
[Z1e( 33 Adds earth defense (no domage FACTORS oofs balls of fire when attacking 7Te(\[{30 INT +50
ESOTERIC SCROLL EXPERIMENTAL REMED
/ VAl A @ VAL A & VAL A
55000 N/A X 500 1 /A N/A
OBTAINED easure Che e of Kaddo OBTAINED em (reatio g OBTAINED easure Chest, Moze of Tribulations, B
COMMENTS TR esize COMMENTS ECLIT esize [O1LIT19 Cannot sell o
FACTORS  JLE g success rafe FACTORS g FACTORS
FENRIR'S CRYSTAL FIRE ABSORPTION FIRE DISCHARGE
‘ VAL . VAL VA VAL VA
15600 31000 N/A 3500 30
OBTAINED easure Chest, Spiral Towe (/YT Treasure Chest, Spiral Tower OBTAINED em (reatio g
COMMENTS A N/A COMMENTS A
FACTORS oots balls of ice when attacking Adds fire defense (absorption) [TV (" Adds fire-based domoge
WANTTTOMM Treasure Chest, Maze of Tribulations, B8F OBTAINED em Creation, Alche (LT Item Creation, Alchemy
[GUUTE0SM Cannot improve foctors through “Specify Plon” before Synthesis COMMENTS A ((UTTTE1S3M Cannot improve factors through “Specify Plan” before Synthesis

TYQ( T3 30% probabilify of breaking (2), Shoots powerful balls of fire [T a(11 Atta TYQ( I3 Emits balls of fire when attacking, 50% probability of
when attacking, 1/2 Attack (2) breaking (2)

FIRE RESISTANCE
. WAL WA
7100 30
Treasure Chest, Mosel Dunes OBTAINED eatio g OBTAINED 0 Aquoria
N/A COMMENTS A COMMENTS A
Shoots balls of fire when attacking Ya( I3 Adds fire defe damag [T (I3 Adds fire defense (no damag
GLUED BOOK GOLD IDOL
. WAL m @ T T
120 1 5000 N/A
OBTAINED 0 Airyglyph Aqued OBTAINED eatio g [T Dropped Item, Death Noble
[QUTIZIA Cannot sell o ; COMMENTS: CTTE e COMMENTS 0
FACTORS A FACTORS A FACTORS A
ILLEGIBLE BOOK IMPOSING SCROLL
6 W . W A ‘ AL A
1750 55000 N/A 500 15
[C1/\CI0 Item Creation, Writing OBTAINED ent, Fighting Arena (Single Battle OBTAINED o (reation. A
[GLLITISM Writing; can improve factors through “Specify Plan.” COMMENTS g; can improve facto ough “Specify Plo COMMENTS RIGE on improve facto ough “Specity Plo GETTING STRRTED
L1Q(:S Gives o cursed feeling (1), Gives a cursed feeling (1), Gives o JIRLISCLSNN A 000 FACTORS | 0 L
cursed feeling (1), Gives o cursed feeling (1), Gives a cursed
feeling (1), Gives o cursed feeling (1), Gives o cursed feeling CHARACTERS
(1), + 10% INT increase
—p—————
LEZARD FLASK LIMITED-EDITION DOLL
- ~$ *\m - WALKTHAOUGH
500000 § /A /A L:,:
Shop, Gemily . OBTAINED ent. R e [N Treasure Chest Duggu} Forest BONUS DUNGEONS
Cannot Synthesize. COMMENTS mEILD ¢ [OI'TI163M Cannot sell or synthesize.
Raises Cooking success rate FACTORS ! FACTORS. U ——
e PRIVATE ACTIONS
& Ej W A —
55000 N/A MINI-GAMES AND
[A/TCTM Treasure Chest, Arios OBTAINED em Creation, Alche [/ \TTI0 Treasure Chest, Moonbase SUB-QUESTS
[GLIT1 Cannot Synthesize [GLLILINM Alchemy; can improve factors through “Specify Pla [OLUIE) 9 Cannot Synthesize. —————
| FACTORS Compounding success rate FACTORS & 00 0 writical rate, +10 ene ductio TYQ([{3 Roises Engineering success rate TEM CRERTION
NEGLECED TEXTROOK
VAl BA A VAl BA 9 VAl A RO EOUIPNERT
10010 WA 15500 70 N/A N/A
OBTAINED easure (he a Troining Fo OBTAINED em Creation, Alche (1IN Treosure Chest, Urssa Cave Temple
COMMENTS CTLTY esize COMMENTS A [GUUTS1M Connot sell or synthesize. BESTIRRY
FACTORS earn “Homing” AAA FACTORS oofs balls of ice when attacking FACTORS UL




leapons

Rccessories

ORB OF ALERTNESS

8010
(137101 Treasure Chest, Duggus Forest
Cannot Synthesize

Display enemy size on Minimap

ORB OF EARTH

Treasure Chest, Urssa Cave Temple
Cannot sell or synthesize
N/A

[ PHIlOSOPHER’S STONE
— ——— * o B
Usesble Items 120 100
BRI tem Creation, Alche
omments JETTY
Food | | facroRs

Valuables

fE RAINBOW DIAMOND
6 :l VAL VA
~ 30800 - 95

(37T [tem Creation, Alchemy

Alchemy; can improve factors through “Specify Plan.”

DEF +100 (1), Recover HP of 1/20 dmg. from fire attacks
(2), Recover HP of 1/20 dmg from earth attacks (2)

OBTAINED easure Che €0
COMMENTS of sell 0
FACTORS

&

OBTAINED eaion, Wriing
conmenTs [T
T

Dropped Item, Super Nobleman
Cannot Synthesize
N/A

Treasure Chest, Ruins of Barr
Cannot sell or synthesize

Item Creation, Alchemy
Alchemy; con improve factors through “Specify Plan
Atack ot your own risk (2)

ltem Creation, Alchemy
N/A
Shoots balls of lightning when aftacking

ULTIMATE BOMB
VAL
1800

Item Creation, Engineering

OBTAINED

Cannot Synthesize.

N/A

VAl oA
N/A N/A
(TR Treosure Ches!, Ursso Cave Temple
[T Connot sell o

maos LG

VAL BA
N/A N/A

Treasure Chest, Urssa Cave Temple
Connot sell or synthesize
N/A

Item Creation, Compounding
Connot Synthesize
N/A

(3{TTTOM Item Creation, Alchemy

[GUTIZISM Alchemy; can improve factors through “Specify Plan.”
ATK +20 (1)

—
15500 70

OBTAINED em Creafion, A

COMMENTS A

FACTORS 0 0

SHABBY TEXTBOOK
. m oA
10010 NA

Treasure Chest, Shrine of Kaddan
Cannot Synthesize

Learn “2-Way” AAA

Treasure Chest, Arkives
Cannot Synthesize
Raises Smithery success rate

STAR RUBY
‘ VAL B

A
27000 80
OBTAINED em (reatio
COMMENTS on improve factors through “Specify Pla
FACTORS Battle Bonus Gauge increase
STRANGE BOOK
m
54000 65
OBTAINED eatio g
COMMENTS EGLET :
FACTORS :

OBTAINED

Item Creation, Writing
(GUT{N M Writing; can improve factors through “Specify Plan.”
20% Battle Skill HP use (1), +3 riical rate

WATER ABSORPTION
VAL
31000

o"”“m e e o phere 9 |leve
comments. U7

FACTORS

N/A

OBTAINED
COMMENTS
FACTORS

A

ORB OF FOE FINDING
VAL VA
8010 N/A

easure Che &0

OBTAINED
COMMENTS
FACTORS

Event, Shrine of Kaddan
Connot sell or synthesize.

SHELL SAPPHIRE

OBTAINED
COMMENTS
FACTORS

VAL A
23000 9%
OBTAINED eatio
COMMENTS A
FACTORS atta
SPIRIT OF LILITH
& VAL VA
45000 N/A
OBTAINED ob Bag Accesso
COMMENTS A
[71a([$3 Roises normal attack decision b
N STAR SPLASH
g VAL VA
51500 N/A
OBTAINED ghting Areno
COMMENTS
FACTORS balls of light when attacking
SUNRISE DICTIONARY
VAL VA
N/A N/A
OBTAINED easure Chest, Moonbose
COMMENTS ECILMEEIR
FACTORS
TOME OF PROWESS
VAL EVA
16700 70
OBTAINED afio g
COMMENTS g; con improve foclo ough “Sp Plo
Z18(V I3 Roises normal attack decision b 0
WATER DISCHARGE
VAL EVA
3500 30

Adds waler-bosed domage




WATER FAERIE
VAL

Treasure Chest, Sphere 211, 172 Level

Cannot improve factors through “Specify Plan” before Synthesis

30% probability of breaking (2), Shoots powerful balls of ice
when ottacking, 1/2 Attack (2)

Treasure Chest, Kirlsa Caverns
N/A
Shoots balls of ice when attacking

i 18003
Item Creation, Alchemy
Connot improve factors through “Specify Plan” before Synthesis

Emits long-range shock waves when attacking, 50% probabil-
ity of breaking (2)

Treasure Chest, Mountains of Barr
N/A
Adds wind defense (No domage)

MATERIALS

& :
40
OBTAINED em (reation, A
COMMENTS A
[TIQ([{3 Adds water-bosed domage
WATER RESISTANCE
. WAL A
7100 30
[T (tem Creation, Writing

COMMENTS JLPZ)

Adds water defense (1/2 domage)

. WIND DISCHARGE

VAL EVA
3500 30
Item Creation, Writing
N/A
Adds wind-based damage

WORN-OUT TEXTBOOK
VAL VA
o | WA
OBTAINED asure Chest, Spiral To
COMMENTS EGLOT
FACTORS e de Area Homing~ AAA

OBTAINED

WATER HOMUNCULUS
VAL EVA
18003 80
oofs balls o atta 0% probo 0

WATER SHIELDING

Treasure Chest, Duggus Forest
N/A
Adds water defense (no domage)

0%
Treasure Chest, Sphere 211, 203 Level
Connot improve factors through “Specify Plan” before Synthesis

30% probability of breaking (2), Shoot powerful balls of
lightning when attacking, 1/2 Attack (2)

Item Creation, Wrifing
N/A
Adds wind defense (1/2 domage)

These eight items are the materials that inventors use when improving equipment through the Specify Plan mode of Item Creation. They are located in
a variety of places: inside treasure chests, dropped by enemies, or even sold in stores. The Synthesis Materials are the most valuable of the bunch. You

can't purchase them from a shop, but there are lofs of them in the treasure chests inside Sphere 2111

i ALCHEMY MATERIALS
BRRN w AT
I | onwes

A __—_;w" Shop, Maze of Tribulations
8} COOKING INGREDIENTS
7.. Shop, Airyglyph
Used for Specify Plan mode in Item Creation
) SYNTHESIS MATERIALS
VAL 1000
Treasure Chests, Sphere 211

Used for Specify Plan mode in Item Creation

Used for Specify Plan mode in Item Creation

CRAFTING MATERIALS

Shop, Moz of Tribulations

Used for Specify Plan mode in tem Creation

MACHINERY MATERIALS
[ W]
Shop, Maze of Tribulations

Used for Specify Plan mode in Item Creation

2

L [120 :
OBTAINED op, Maze of Tribulatio
d for Sp Plan mod atio

COMPOUNDING ELIXIRS
BTN R T AN

m Shop, Airyglyph

Used for Specify Plan mode in Item Creation

SMITHERY MATERIALS

(AT\TTOM Shop, Maze of Tribulations

Used for Specify Plan mode in Item Creation

GETTING STRRTED
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e
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leapons

Accessories

Useable Items

Other Items

Materials

VALUABLES

given away af random.

ANCIENT BOOK 1
OBTAINED

Al PROGRAM
(CILLLUNE Event, Sphere 211, 5 Level
ICCCEIEN  Get from the progrommer Leiria. Use fo reboot the mechan

icol soldier and Engineer, Izak, Get from the programmer Leiria. Use to
reboot the mechanical soldier and Engineer, Izak.

Event, Surferio

Receive from Roger in Surferio if you decide to cooperate
with him on the Treosure Hunt.

ANCIENT BOOK 3 ANCIENT BOOK 4
LLICLIO Event, Surferio

ICCTIEIEN Receive from Roger in Surferio if you decide to cooperate
with him on the Treasure Hunt

Event, Surferio

IECCTIEIEN Receive from Roger in Surferio if you decide to cooperate
with him on the Treasure Hunt

ANCIENT BOOK 7
OBTAINED

ANCIENT BOOK 6
Event, Surferio

ICITTEIE  Receive from Roger in Surferio if you decide to cooperate
with him on the Treasure Hunt.

Event, Surferio

TN Receive from Roger in Surferio if you decide o cooperate
with him on the Treasure Hunt

| AQUA VEIL AUTHENTICATION DISK

Event, Arkives

ST Disc given to Fayt by Flad. Used to access the Eternal
Sphere

ICCTITIEN  Device used by the Craftsman's Guild to stay in touch with
their members

Treasure Chest, Ancient Ruins of Mosel

m Eliminates the need to stop ot oases for water in the Mosel
Dunes.

COMMUNICATOR COMPACT COMMUNICATOR

Event, Grantier Resort Hotel Event, Craftsman’s Guild in Peterny

IECTTTIEN  Stondard communication and translation device used by
Fayt and other members of the Federation and similarly advanced societies.

DRAGON’S CRANIUM

/ Ruins of Barr

IECCTIEN  Explore the laboratory in the Ruins. Used in an event o

open the sealed doorway fo the Urssa Lava Cave.

B CUPRITE KEY
N Event, Kirlsa Training Facility, 3F

IECCIITIEN 6ot from Mayw, the Cook's daughter. Used to open the door
to the Elevator room.

DRAGON’S WINDPIPE
LLCL IO Event, Mountains of Borr

IECCIIEIEN  Defeat the Blue Dragon Zombie. Use the Workshop in the
Mountains of Barr area to furn this item into the Dragon Bone Flute.

GOLD FIGURE

Event, Duggus Forest

I Defeot the Moonshadow Clan's Chief. Requ

Roger’s “Tough Man” Confest.

d proof in

LETTER FROM KING OF AIRYGLYPH MAP OF MOSEL DUNES

Private Action: Costle Airyglyph Event, Possoge from Parch fo Plenty

IECCTITIEN A letter from Arzei, King of Airyglyph, to be delivered fo
Elena Frohm.

) 4

ICCIIEN Bring to Welkch Vineyard in Peterny. Used in conjunction with
the Trading Cards to unlock the Versus Mode mini-game.

N
Purchase from Old Man by entrance fo Masel Dunes for
10000 Fol.

PARACELSUS’S TABLE QUAD SCANNER

[LICLN Event, Grontier Resort Hotel

G0N Muli-use item that belongs to Fay!.

Treasure Chest, Aquatic Gorden, Surferio

The Valuables category includes all of the items that you procure throughout the game. These are items that can’t be sold, used in Item Creation, or

ANCIENT BOOK 2
OBTAINED

Event, Surferio

Receive from Roger in Surferio if you decide fo cooperate
with him on the Treasure Hunt

ANCIENT BOOK 5
Event, Surferio

m Receive from Roger in Surferio if you decide to cooperate

with him on the Treasure Hunt

ANGEL ORB

Event, Sphere 211, 211 Level
m Defeat the Ethereal Queen. Summons Freya when used in

Grosell’s Lair inside the Ursso Lava Cave.

(N BLUEPRINTS

all

Purchase from Rumina for 5000 Fol if you successfully com-
plete the series of Rumina and Ruddle PAs

Shop, Kirlsa, “Iron Stomach” Tavern

COPPER ORE
Event, Bequerel Mine

IECCTTEIEN  Obtain in the mine after you defeat the Cockatrice bass.

DRAGON BONE FLUTE

Event, Mountains of Borr

G Forged from the Dragon's Windpipe. Use on the Dragon
Relief paintings in the Ruins of Barr.

KEY TO BARRED DOOR

IECCTTEIEN  Defeat the Brass Dragons in first boss battle.

Event, Bequerel Mine

MUSIC BOX PARTS
\ Event, Norton's Hideout

IECCIIEIEN  Hidden in Norton's computer room. Used to fix Mena's

music box.

RABBIT EARS KEY
\ Event, Ursso Lova Cove

Gl Search behind the Rabbit Statue. Used fo open the locked
door 1o Vanill’s Workshop.




RING OF DISINTEGRATION
Event, Urssa Lava Cave
TN  Obtain from Vanilla ofter poyment and retrievol of the

Glowstone from Airyglyph Aqueducts. Used to disintegrate cracked walls
and other barriers

SECRET ROOM KEY
Event, Maze of Tribulations, BS Level

Puffy drops this after the boss event. Used to open the room
10 her Workshop on floor BSF.

TRADING CARD 3
W Spiral Tower, 1Level

T Adray becomes o ployable character.

TRADING CARD EX2
(UL Sphere 211, 3 Level

I Unlocks Sophia's 3P costume.

TRADING CARD EX5
m Duggus Forest

TN Unlocks Nef's 3P costume.

TRADING CARD EX8
m Sphere 211, 50 Level

T Unlocks Peppita’s 3P costume.

TRADING CARD EX11
m Urssa Cave Temple

IECTEIEN  Unlocks Fayt's 4P Costume

TRADING CARD EX14
m Maze of Tribulations, B7 Level

I Unlocks Cliff's 4P costume.

TRADING CARD EX17
Sphere 211, 109 Level

TR Unlocks Roger's 4P costume.

TRADING CARD EX20
m Sphere 211, 173 Level

TN  Unlocks Mirage's 4P costume

UNINSTALLER
Event, Sphere 211, 5 Level

IECCTETEN  Obtain from the programmers in Sphere 211. Used to elimi-
note the Creator’s minions in the Eternal Sphere.

ROSSETTI PERFORMANCE TICKET
Event, Grontier Resort Hotel

ICCTIEIE  Obtain from Peppita Rossetti for being o fan.

TRADING CARD 1
- |48

G Albel becomes a playable character.

TRADING CARD 4
Ancient Ruins of Mosel, B2 Level

IECIITEN  Mirage becomes a ployable character.

TRADING CARD EX3
m Bequerel Mine

IECCTTEIEN  Unlocks Maria's 3P costume,

TRADING CARD EX6
Ancient Ruins of Mosel, B1 Level

ICCTTTIEN  Unlocks Albel's 3P costume.

TRADING CARD EX9
m Urssa Cave Temple

IECCITOEN  Unlocks Adray's 3P costume.

TRADING CARD EX12
m Urssa Lava Cave

IECCTTEIEN  Unlocks Sophia's 4P costume.

TRADING CARD EX15
m Maze of Tribulations, BS Level

IR Unlocks Nel's 4P costume.

TRADING CARD EX18
Sphere 211, 140 Level

TN  Unlocks Peppita’s 4P costume.

TRADING CARD EX21
’

IECCITIEN  Unlocks Fayt's SP and 6P costumes.

SACRED ORB
m Event, Shrine of Kaddon, Final Area

IECCCIEIEN  Divine artifact of the Church of Apris. Used to find and con-
nect o Luther’s private space in the Eternal Sphere.

TRADING CARD 2
m Sphere 211, 5 Level

ICCTTEIEN  Roger becomes a playable character.

TRADING CARD EX1
m Moonbase

IECIIEN  Unlocks Fayt's 3P costume.

TRADING CARD EX4
m Kirlsa Caverns

IR  Unlocks Cliff's 3P costume.

TRADING CARD EX7
m Sphere 211, 16 Level

ICCTTTN  Unlocks Roger's 3P costume.

TRADING CARD EX10
m Urssa Cave Temple

IECCITEIEN  Unlocks Mirage's 3P costume.

TRADING CARD EX13
m Maze of Tribulafions, B3 Level

m Unlocks Maria’s 4P costume.

TRADING CARD EX16
m Ruins of Coffir

IECCTTIN  Unlocks Albel's 4P Costume

TRADING CARD EX19
m Sphere 211, 141 Level

ICITIEIEN  Unlocks Adray's 4P costume.

TRADING CARD EX22
m Sphere 211, 199 Level

TN Unlocks Sophia's 5P and 6P Costumes.

GETTING STRRTED
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ENEMY DATA

There are 466 diffeent enemies in Stor Ocean: Ti the End of Time. Thi chapter provides comprehensive dota on ol of them, induding theirattoc st locations, efc

HOW TO READ THE ENEMY DATA ENTRIES

qb Enemy Name: The name given to the enemy In the game.

[ ) Identification Number assigned to each enemy. This allows you to distinguish between enemies with
? 10 e the same name.

(3] Type: Designates whether the enemy 1s a Boss, Normal or both.

(4] Critical Hit Ratio: Percentage of the time that the enemy lands a Critical Hit during a physical attack.

© Support Skill Resistance:

Percentage of time that the enemy resists the effect of a support skill like Silence, etc.

[
© Status Anomaly Resistance:

Percentage of time that the enemy resists basic Status Anomaly [1.e. Poison, Freezing, etc.)
attacks or the SA component of an attack.

|
[
@ Instant Death Resistance:
L

Percentage of the time that the enemy resists Instant Death-type effects like those from the item
Miracle Power.

[
@ Resistance to Disintegration:

Tells whether or not the enemy can resist the disintegration effect of items like the Ankh of
Dismissal. This 1s marked with a ¥ for yes or an K for no.

Attack Strength:

Strength position of the attack. Either S [Strong] or W [Weak).

Damage Type:

Indicates whether the attack does HP damage, MP damage, or both.

Down, Stun, Back:

This denotes the likelihood that one of these conditions will result during the attack. For these
fields, the following symbols are used: CC = High; C = Average; T = Low.

Additional Effects:

This lists any additional effects the attack might have like Poison, Fury Drain, etc.

Special Attacks:

These are the Special Attacks that the enemy knows and can use during the battle. Position of the
attack i1s also given: S [Strong); W [Weak]; Sp [Spell); X [Special]. Special indicates that the attack 1s
not influenced by the target’s guard.

6 Speed: The enemy’s basic speed of movement. This 1s graded on a letter scale from R to E.

Cﬁ 2N Casting Speed This shows the enemy’s casting speed. It 1s graded on a letter scale from A to E.

I This shows the ability of the enemy to defend against attack. It 1s graded on a letter scale from

(11 Defense

1 AtoE.

l This shows what type of resistance the enemy has to the four different elements: U = Vulnerable
Earth= O lllatarno [enemy takes 2x the amount of damage]; H = Half [enemy takes half the normal amount of damage];

® Fires Q Wind= @ D = Drain [enemy recovers HP/MP equal to the normal amount of demage); A = Resistant [enemy takes

l no damage from the attack].

® HP and MP: The enemy’s Hit Points and Magic Points.

(14) EXP and FOL: The amount of experience and Fol you receive when you defeat this enemy.

® L The enemy’s experience level.

(16 ATK, DEF, AGL, HIT, INT The enemy’s Attack, Defense, Agility, Hit, Intelligence stats.

® Anti-Attack Rura Type: The type of AAR the enemy uses, If any.

(18] Drop Item: The item[s) that the enemy might drop when defeated in battle.

(ID HP/MP Multiples: Multiply the HP and MP of the enemy with the multiples provided to get the enemy’s HP/MP stats in

L Universe and 40 mode.

@ Location: Main area in the game where you can find this enemy.

(21) Attack Name: Names of the enemy’'s Basic Attacks.

@ Fury: Amount of Fury points consumed by the attack.

(23] Element: Elemental attribute of the attack, if any. The Elements are: Wa [Water]; Wi [Wind); Fi (Fire); Ea (Earth).

24)

6?

?

T

L
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TENTH ANNIVERSARY

BradyGAMES published its first strategy guide in November of 1993, and every
year since then, we've made great efforts to give you the best guides possible.
Now celebrating our 1oth anniversary, we'd like to take this opportunity to say a
few things and extend a special invitation to you—our readers.

First of all, THANK YOU! Whether you're a long-time customer, or this is your first
BradyGAMES guide, we appreciate your support. We hope that our guides have
enhanced your overall experience when playing games. These days, completing
a game isn't just about how quickly you finish. It's about uncovering absolutely
everything a game has to offer: side quests, mini-games, secret characters, and
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER®
banner at the top of our guides is all about.

Many games deserve more than just a standard strategy guide, and we recognize
that. Our guides are produced with the highest quality standards and are tailored
specifically for the games they cover. With the introduction of our Signature
Series and Limited Edition guides, we raised the bar even higher.

Now for the “invitation” part. Although we constantly challenge ourselves to
improve our guides, we'd like your help too. You're formally invited to tell us what
you think about our guides. Like something we do? Let us know. Think some-
thing we've done is totally lame? Please let us know. We want your feedback no
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the
addresses below, and we will read what you send. Your opinions are important to
us, and may influence the direction for our guides in the future.

Send e-mail to:
feedback@bradygames.com

Write to:

BradyGAMES

800 E. 96th Street, 3rd Floor
Indianapolis, IN 46240

For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES.
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Special Thanks
Everyone here on the BradyGames staff would like to extend a special thanks o th ed
folks at Enterbrain, who helped provide a lot of the information you'll find in this sirateqy guide.
In parficular, we need o thank ENTERBRAIN, INC., CHOP, and Michel Mizuhashi. Thanks for all of,
your support!

It would not have been possible without the support of Mohammed A.C. Wrig
Cooperson, Jin Kimura, and Michiko Miyazaki of Square-Enix. We ofo need to recognize Yutakg

Sano for his efforts and continued support. Thanks everyone! " o
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This two-sided foldout contains a complete reference chart of items
: that can be made through Original Creation. Every inventor in the
gome is included! It also details the intricacies of bonus dungeon
Sphere 211. A complete set of maps is induded, along with o
comprehensive list of items available on all eight levels. This is
\‘5 a must-have for anyone who seeks fo master this game!

: @ (0MP| ETE PRIVATE ACTIONS LIST
A detailed breakdown of every Private Action in the game! Learn how these Private
3 Amons and their accompanying Affection Points affect the game's multiple endings.

. @ MINI-GAMES, SUB-QUESTS & BONUS DUNGEONS
Runic Chess, the Bunny Races, the Fighting Arena, Versus Mode, and a complete list of all 300
Battle Trophies! Plus, detailed coverage of all three bonus dungeons: Aquatic Gardens of

Surferio, Maze of Tribulations, and Sphere 211. It's all here!

4
(. ITEM CREATION MODE EXPLAINED

Learn how o create the most powerful weapons for each character. Vital inventor
infarmaﬁon revealed, complete item creation tables, plus much more.

\
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| @ ITEMS & EQUIPMENT

(omprehmve lists and statistics on weapons, armor, useable items, food, and valuables.

. ENEMY DATA

All-inclusive bestiary coverage, including special attacks, Hit Points, Magic Points,
and enemy weaknesses. Over 450 entries listed!

F' @ ARFA MAPS, BOSS STRATEGY,
E ~ WALKTHROUGH § MUCH MORE

Fight through every location in the game, using our area maps to point the way.
Utilize game-tested boss factics to breeze through even the toughest battles.

l $15.99 U.5./$22.99 C#
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