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GETTING STARTED
Welcome to the worldof StarOcean: Till the End ofTime (SO:TTEOTJ! If thils ihe firlt Star Ocean game you've ever played, then you're in foratreot! If you'rea fanofTri-Aceand count StarOcean: TheSecond

Story and ValkyrieProfile01 twoof your favorite gamel, then you shouldhave on ideoof the fun that liel! Regardlels, sit bock ond enjoythe ride!

~D 1.8

GeleH~ 1.0

ThiS IS where you manage your characters' Symbologlcol

spells. You can use any recovery -type spells highlighted In

white . or turn on or off any of the characters' known spells.

When you turn off a spell, the owner of that spell con ·t use

It In bottle. ThiS IS good to do If you're trying to get a char ­

acter to level up a speCific spell, or If you're about to enter

a bottle where the use of certain spells would be lneffectlUe

due to the enemy's elemental resIstances.

ThiS IS where you set up your characters' Skill sets. Under

the Bottle Skills option, you can determine which Bottle Skills

and Support Skills you wont your characters to use In bot­

tIe . Thenumber of Bottle/Support skills you can set IS deter ­

mined by the number of CPyour character has available. The

maximum number for all playable characters IS IS, which IS

enough to equip some Skills , but not all of them. Rs your

character grows In eHperlence and learns more power[ul

attacks (which cost more CP to set). you'll be faced WIth

tough deCISIons when setting up your character's skill sets .

You can also configure your character's Tactical Skills and

assign Skill POints earned In bottle from thiS screen.

Select the Items option to VIew, use, or eqUip any of the Items

currently In your Inventory. Item, are automatically diVided

Into nine categories, based on their [unctIon In the game. The

' New Items!!! ' category IS essentially a list of all the recent ­

ly gathered Items.

ThiS option enables you to view and change your characters'

current eqUipment. You can manually SWitch out their eqUip­

ment or press the Triangle button to have It done automatIcal­

ly. Note, however, that accessories must be eqUippedmanually.

Select tm«option to view your character', current stots. ThiS

screen lists all of the character's personal information (stots,

eqUipment, and Bottle Skills set -up) . You can also change a
character's bottle costume once you collect enough Bottle

Trophies to unlock that mode. To use the ' Color TWinS ' [unction,

press the Triangle button untIl you find the costume yov prefer.

tms feature IS also only aVailable by unlocking Bottle Trophies.

The configuration screen IS where you can reset the system

settings and customize them to SUIt your needs.
• Conflg

I
• TactiCS ThiS IS where you can customIze your characters ' tactics In

bottle, which affects their behaVior In bottle when controlled

by the computer, Under the Replace menu, you can SWItch

characters In and out of the octlUe bottle party. During the

game, you have eight slots that Will eventually be filled With

por-ty members. Until all of the slots are filled, you can cre­

ate a bottle party comprised of less than the recommended

three players: do thiS at your own risk, however. Finally, the

Formation screen lets you determine which of 10 bottle for­

mations you wont your bottle party to use. You can also set

the party's leader on thIS screen. The character set as the

"leader" IS, by default, the character who the player con­

trols at the start of a bottle. If you have a character pref­

erence. set him or her as the party's leader,

• Dictionary ThiS IS a collection of articles that prOVide background

I

information about the story's locations, people. organiza -

tions. and so on. If you have a question about a character or

location, look It up In the dictionary!

• Invention Info ThiS option appears once you register With the Craftsmen 's

I
GUIld In the town of Peterny. For more information about thiS

module, please refer to Chapter SIX. ' It em CreatIon. '

• Cord ttu« IS where you save or load a game. Youcan load or reload

at any POint In the gamewhere you can access the HOInHenu.

Saving, however, IS done at speCifiC save POints found

throughout the game's environments.

• Symbology

• Skill Setup

• EqUipment

I
• Status

• Items
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INCRERSEIOECRERSE IN ENEHY'S HP/HP

UOluerse

OIFFrcUL TY lEVEL

Eerth

ENEMY DIFFERENCE BETWEEN DIFFICULTY LEVELS

The storyline and the playable characlers remain the some regardless of the level you select. The only

other difference is that on the Earth level, you can't collect Bottle Trophies. Without Banle Trophies,

you can't unlock the other modes. This makes Galaxy mode the besl rheke for the firsl playthrough,

ifyou wont to ploy on the other difficulty levels.

RN INTRODUCTION TO THE GRME'S BRSICS

THE MRIN CRMP MENU

Collecting Bottle Trophies IS the only way to unlock the higher diffiCUlty levels .

Rfter meeting these reuuireeent» (see Chapter S,H for more information). the

new diffiCUlty level IS unlocked. However, you must start a new game to use the
new mode.

You can perform a large number of the major management tasks from the Main Menu. You can do

things like sening your characlers' Bottle Skills and alloning Status points, to equipping your rhome­

ters and checking their Slots, among other things.

StA RTING OFF:
CHOOSING Til E
RIGHT Dl FFIC LTY LEVEL
Before you start playing, you must select a

difficulty level. The firsttime you ploythrough

the game, your choicel are limited to Earth

level (Easy) and Galaxy level (Normal). There

are two other difficulty levels that you can
Collecting Bottle Trophies IS the ontu

unlock by collecling Bottle Trophies as you •
way to unlock the higher diffiCUlty

ploy through the game the lirsttime.They are levels. Rfter meeting these requlre-

Universe level (Hard) and 40 level (Very ments (see Chapter 6 for more

Hard). The main difference between the diffi. information}. the new diffiCUlty level
IS unlocked. However, you must start

culty levels revolves around the HP and MP a new game to use the new mode.

levels of the monsters. The following table provides the basic multiples used between the levels. (For

the exacl multiples used to strengthen a specific enemy unit, refer to Chapter Nine, the ' Beltiary:

Star Ocean: Till the End ofTime is0 classic RPG withmodern, science fiction themes and some cool

lectures. Ihis chapter deals withthe basics of playing the game and i5 divided into two helves, The

first port dealsmainly withstandardgame operation, while the second half preperes you for banle.



PRIURTE RCTIONS BRTTLE TROPHIES
Near the start of the game, you have the

Ullnmng Bottle TrophIes prouldes a
good sense of accomplishment . Some
may seem minor and easy to attain,

whIle others toke a lot of planning

and skIll.

Although you won't access the bulk of the

mini-gnrnes until near the end of the game,

there are plenty of things goingon parallel to

the storyline. You can help two diredien­

challenged merchants find their way 10 Kirlso,

or you can figure out how to repair on old

mechanical soldier from on ancient war. In

addition, you cantryyourhandatmenhmak­

ingand helpthe King of Airyglyph findawife.

In the town of Gemity, there are three big

mini-games to learn about. They range from

the perplexing Bunny Races to the cerebral
Runic Chessand the challenging Fighting Arena.

MINI-GRMES RNO SUB-EVENTS

opportunity to activate the Banle Trophies

module. This storts a collection frenzy that
doesn't end until you've finished the game on

all three of the "reel" difficulty levels (Galaxy,

Universe, and40)and even then may contin·

ue based on how strong your desire is to pick

up all 300 Trophies. Banle Trophies (BT) are

awarded when you meet certain conditions.
The majority of the BTs involve meeting condi­

tions during boss banles. Chapter Six, "Mini­

Gomes & Sub-Quests" covers all 300 Banle

Trophies inthe game,The rewords for gatheringcertainnumbers of trophiesare kind of cool, too. For

example, you canunlock the higher diHiculty levelsand activate the Color Twins feature of the game,

along with other cool stuH.

ITEM CRERTION

To make Ihings more interesting, thereare invento~ who you can hire to work for you. These people

have the obility and talent tocreate items that your party members might not be able to create. In

addition, youralliancewith the Craftsmen'sGuild enables you to potent items and sell them instores,

thus earningsmall residuals when thingssell well. To learn more about thewondm of Item Creation,

refer to Chapter Seven, "lIemCreation:

One of the things that's always mode Slor

Ocean games unique lsthe Item Creation sys.

tem. As the nome suggests, this system

enobles you to create your own items. But

lIem Creation is octually abitmore complicat·

edthoninprevious games. This time around,

in addition to simple creation, items have fac·

tors associated with them that can be
To actIVate t he Item CreatIon sys-

enhanced and ultimately forged onto a tem, talk to Uletch Ulneyord In the

weapon. Th~ allows you to create more pow· Craftsmen 's Guild In Peterny. _

erful armor lsimplyby duplicatinganyexisting fact ors), amazingaccessories (byduplicating and/or

improving existing factors), and ultimate weapons (by synthesizing refined accessories and other

items to your weapon'sempty factor slots),

Sometimes, PrivateActions areintegratedinto main eventsto test you-the gomer- personally. Are

you the type of person who reads oninstructionmanual when faced with a tOlally unfamiliar banle

simulator, or are you daring enough tojumpinwith both feet?

The end result delermines what happens to Fay! at the end01 the game. Doeshe endup withthe girl

of his lor your) dreams, or is stuck by himself? Youcanconlrol what happens by the responsesyou

provide during aPrivateAction. For acomplete list of the PrivateActionsinthegame, referto Chapter

Five, "PrivateActions:

The fi~tthing that you need to understand is that SO:ffEOT has a certain psychological bendto it.

Th~ isbrought to life in the game's Private Actions (PA). APrivate Action lsa brief scene with other

members of your party or on NPC who helps determine the type of person your character will be. Your

actions, or even just participation, ina PA aHects how your party members feel about you. Atypical

PA provides ascenario to seehow you 'll respond. For example, while in Sophia'sroom atthe Grantier

Resort Hotel, does Fayt snooparound in the trashcanstocheck onSophia's junkfood binging, orwill

he not even bother? later on, does he squash ayoung girl'sdreams of stardom, or does heploy along

with her delusions because he'sa nice guy?



ENEM'r ENCOUNTERS

Look {o r Ihe purple hOze w~

deCIding whelher 10 dod e or uord.

Beat-Up Iaxtbunk

Worn -Out TaKtbook

Ollapldatad TaKtbook

Star Guard [must ba aqulppad to usa]

08T81N

RNTI -RTTRCK RURRS

Damage

Damage

Damage

EffECT

Slun (100 .. )

Ring Waue

Wide Area Homing

NRHE

Star Guard

Standard

Re enereunn HP/MP racouerv Blemished TeKtbook

2-Wav Stun (70..1 Shabbv TeKtbook

Homing Damage Naglacted TeKtbook

Al TTl-AlTACK A RAS
When someane'sGuard is broken, there is a chance that itwill produce on Anti ·Anack Aura in return.

An Anti-Attack Aura (W) isa type of defense that you must activate through the Tactical Skills menu

in banle or under Skill Setup an the Camp Menu.There are seven different types of MAs that you can

acquire from different textbooks and accessories. Their effects run the gamut from simply knocking

the triggering enemy aut, to inflicting damage, or healing the user.

STROt G "5. WEAKATJACKS
Your choracters can perform either weak or strong anacks. Aweak anack is quick and easy to pull

off, but equally as easy to guard against ifthe enemy hos 100%Fury. In addition, ifthe enemy hos

its Anti-Attock Aura turned on, then itis activated along with theirGuard, possibly causing damage to

you.

Strang anackstake longer to produce, but are

guaranteed to perform aGuard Break, smosh­

ing through an enemy'sGuard. They also tend

to inflict mare damage. You can tell when an

enemy is about to produce astrang anack due

to the purple aura surrounding it.

The some principles apply to any Battle Skills
you have set to the weak and strang anack

buttons. The exception to this rule is the

Symbalogicalspell. All spells, including those set as weak Battle Skills (an aptian unique to bath Adray

and Sophia), can perform Guard Breaks os ifthey were a strang attack. Another exception is when

you use a weak anack against a dizzied enemy. In this situation, the weak anack produces a Guard

Break. Same enemies even lack the ability to Guard!

Unlike many RPGs, the enemies in this game

appear an the field, so you can initiate banles

ordodge them.Sometimes, however, you rcn­
nat escape from an aggressiveenemy and you

are farcedinto banle. There are four different
types of banle encounters based an who initi­

ates the conflict and under what circum­

stances.

An Ambush battle is one of three types that

occur when the enemy isthe aggressor. In an

Ambush anack, extra farces appear in battle

as asurprise.Tomake things mare interesting,

you start the battlewith an empty Fury gauge.

In a Normal banle, your party is the aggressor and enters the banle with full Fury gauges, ready to

anack. Obviously, when you'reencountering enemies for the first time, this is the type of banle you

want to get into, because it gives you the

advantage-iltleast for a while.

Moreover, certain enemy attacks and your

defenses against themdrain Fury. AGuard

Break tokes 50%of the gouge and being

dizzied tokes 100%, while Guarding an anack

tokes 30%. If you move when the gouge is

100%, itdrops one percentage paint to 99%.
The best way to recover Fury is to stay in one

place for a short period of time. You also

recover 30%each time on enemy unit is ~ain .

THE FUR'r GRUGE

Keep on ell e on1I0'iirCiiCirocle;:;;­
furll gouge dur ing on Inl ense baIlie.
I{ ,1 ru ns out, lIou'lf bedead In Ih e

wol erl

The Fury gauge is vital for performing almost

any kind of action during bcnle, When anack·

ing, the type of anack used reduces the gauge

by a certainnumber of points. Obviously, the

stranger the attack, the mare Fury itrequires.

The state of your character's Fury gauge also

has an effect on the success of any spells you

anempt to test, The lower the Fury amount, Tha Slondo rd Rnl l -Ruro RlloC~

the greater the chance of failure. When your effecl/ue because II o/wOIIS sluns
character's Fury runs out, try to get aut of Ihe enem!! who Irlggers ...'1.... _

harm'sway while you wait for the gouge to refill. Support skills like Max Fury come in handy during

banles in which Fury consumption is high.

Rear anacks occur when the enemy catches

you off guard and from behind. You start the

banle with your back to the enemy and with

an empty Fury gauge. Before you can enetk,
you must recharge your Fury gauge, then

dash into the battle. This type of anack puts

you ata severe disadvantage against power­

ful enemies.

The final type of anack is the Surrounded

anack. Unless you're using the Escape forma­

tion, your party starts this banle surrounded

by the enemy an all sides with an empty Fury

gauge.

Unlike ather RPGs, death occurs when the

opponent runs aut ofHP or MP. This is agreat

addition, because itgives you options on modes of death. Sometimes it's easier to MP-kill a monster

thon HP-kill il. But for those who ore concerned oboutself-MP/HP kills, take heart. The game is set

up so thot ifyou don't have enough MP or HP to perform on attock, itwon't let you. The only way

youcan Mp·kill yourself is ifyou let your MPget too lawwhen fighting on enemy that deals aut MP

domage!



Bettie Skill Increesed Recovery Rete Upon WIn

Week Rtteck Irrple EHP

THE BONUS BRTTLE GRUGE

WRLKTHROUGH

PRIURTE RCTIONS

CHRRRCTERS

BO NUS DUNGEONS

MIN I·GRMES RNO
SUB·OUESTS

2S0"

INCRERSE IN ORHRGE

CHANGES IN DAMAGE VIA CANCEL BONUS

~ or more 300"

3

CRNCEL NUHBER

USING SYMBOLOGY
With the exception of Adroy and Sophia, who can set seme of their spells as Bottle Skills, you musl
select most characters' spells from Ihe Symbology option on the Bottle Camp Menu. Since you don't
have to set them beforehand, spells provide greater flexibility inbottle, allowing you to respond as 1-:====
the situationchanges. Additionally, Symbologyspells cannot be protected ogoinsl.

CRNCEL BONUSES
During certain attacks, it'spossible to inputthe command for analher attock, cutting the current attock
short and adding the second attock on Iheend. This technique, called Canceling, enables you to per­
form acombination of attacks indose succession.

The basics of (onceling are simple 10 remember and understand. Basically, you start wilh a weak
attock and cancel it with aweak Bottle Skill, followed by astrong Bottle Skill and so on. However, you
will find Ihotsome characters can get away with skipping the first weak attock and go right intochain·
ingweak Bottle Skills and strong Bottle Skills.

When Canceling Bottle Skills, a"Cancel Bonus"isawarded according 10 Ihe number of times you suc·
cessfully cancela skill,whichcan result inmassive damage. Plan your strolegies to make Ihe 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 itlost as long. Before starting a Cancel Bonus sequence, make sure your Fury gouge
is full and your MP and HP are in good shope.

Incr eesed Chenge ror Item

BONUS BRUL E BONUS

Double Fol

rYPE Of RrrRCK

Strong Rtteck

Symbology

TilE IJ\\PORIAI 'CEOF li n AI II) AGt
The most important factors when determining whether or not on attock will hitare the HIT stat of the
attacker and the AGL of the torgel.The higher the HIT and Ihe lower Ihe AG~ the more likely it isthat
on attock will succeed. There are some exceptions though. 11 the target has his bock to the attacker
when hit, the attock will always land. The some holds true ifthe target's Guard activates and the
attacker uses a Strong attock. Keep inmind Ihol Symbologicol spells always hit any torgel in their
oreo of effect.

The basic damage of a normal attock or Bottle Skill is determined bythe ATK stat of the attacker, the
DEF stat of Ihe torgel, and Ihe damage multiplier of Ihe attockused. 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 attock and Ihe torgel.

RLL RBOUT ORMRGE

1I0W A PARTY J\\ [J\\BER BECOJ\\[ SANG RY
Ifa party member is defeated during bottle, Ihere is a chance Ihot remaining party members will
become Angry. The probability of this occurring depends upon their relationship with the defeated
character. Thisisanother reesonwhy you need to be corelul when taking port inIhe Private Actions.

Ihese benles are aptly named because the EXp, Fol, Items, and/orRecovery bonusesare provided at
Ihe end of each Bonus Bottle. As longas you don't do somethingthai ends the 80nus Bottle, itton­
tinu~ on and on. At the end ofevery five bottles, encther bonus is added to the lisl. To get all four
bon~, you need 10 keepthe chain going for 20 or more bottles. You can affect the first type of
bonus by the type of attock used to fill the losl bit of Ihe gouge.

The Bonus Bottle Gouge breaks and returns 10 0 (zero) if one of the following happens to the char,
oder you conlrol: tokes a Critical Hit, is incopocitoted, or ifyou escape from bottle. The Bonus Bottle
Gouge isreset when you reload agame.

The basic damage of aSymbologicolspell is delermined bythe INT statof the attacker and the dam­
age multiplier of the spell used. As withBottle Skills and physical attacks, the amount of damage
inflicted is 0110 affected by Ihe elemental relationship(if any) between the attock and the lorgel.
Symbology damage does no/ increasewhen Angry.

The Bonus Bottle Gouge is located on the right side of the bottle sceen. As long as the rate on Ihe
bottom·leh of Ihisgouge is not at0", Ihe gouge will increasewith each hit you land upon on enemy.
Each attock increases the point total inthe gouge by the following amount:Current Rate (x%) x128.
The higher the role, Ihe slronger the enemiesare intomperison to your party. The rate decreases by
10" every three seconds oher Ihe bottle storts. When Ihe gouge posses 6400 points, a Bonus Bottle
begins.

F RY'SSAVII G GRACE
There are fimes in which the Furygouge may save acharacter from deot,h, leaving him or her with a
single HP or MP. When this occurs, the word Fury flashes en-srreen 10 quickly heal that character.
ObviouYY, the more Fury pointsa character has whenhis or her life isjeopardized, the more likely
he or she is 10 be seved. However, the chancesof successare rare unless you have afactor on on item
Ihot increo~ the chance.

USINGBRTTL E SKILL S
Bottle Skills are unique ottockslhot have the ability 10 produce insaneamounts of damage in return
for some of the user'sHP or MP. To use a Bottle Skill, set itup through Skill Setup on the Camp Menu.
Upon doing so, you canuse il atany time on the battlefield as long as you meet the HP/MP/Fury
requirements.

However, spells toke time to cost10 they can be interruptedifyou aren't for enough away from the
heat of the bottle. The time ittokes to costaspell is fixed for each character. You can reduce the cast­
ing time required with the Support Skill, Quick Symbol, or items like Rapid Invocation.

ITEM CRERTION

ITEMS
RNO EOUIPMENT

In general, Bottle Skills reuse more damage when set as a Strong skill rather than a Weak one.
However, the cost of the skill risessharplywhen sella the Strong slots. Until you have enough HP (or
MP) 10 handle the costs, consider keeping your Bottle Skills set to the Weak slots.

BESTIRRY



USING ITEMS IN BRTTLE

-

Rt the end of a successful bottle,
the character who dellUered the
final blow gets to flash hiS or her
ulctaql"p'~as~e,,-! _

The bottle ends when there arenounits left on

one of the two sides. II youare defeated, the

screen fades to block and it'sGame Over! II

your enemies are defeated, EXP poinls are

divided amongslthesurvivingparticipants, Fol

is acquired, and your characters recover aper­

tion of Iheir HP/MP. If a character earns

enough EXP points to increase a level, Skill

Points and newSkills/Spells are awarded at

this lime. In oddilion, if you win a Bottle

Trophy, itissoved to your memory cord.

Many bombs canstuntheirlargels. Use this to your advantage to keep powerful enemies from using

their s1rongest attacks. It also helps when you're facing swift enemies that are tough to corner and

attock.

Olfferent bombs haue dIfferent blast ranges and different effects. Keep thIS In

mind when creatln or bu In them.

When using bombitems in bottle, there areseveral things to keep inmind. First, watch the effects of

the bombs.Some of Ihem distinguishbetween enemiesand allies,while others don't. If youare forced

to use a bomb that canwoundallies, move all of your party members out of the blast radius.

INCRERSING RBILITIES THROUGH EHPERIENCE

THE ENO OF THE BRTTLE

There will be timesduring a fight whenyou need to use on item. Items have the added benefit that

youcanuse them from any point on the battlefield on any ally-or enemy-regardless of how for

or near. Plus, items tokeeffect immediately. So ifyou usea healing potion right as on enemy isabout

to strike, its effects are counted before you gethit. The downside is that once you've used one, you

must wait for a few seconds before youcanuseanother one. Furthermore, you can't use on itemif

you'rein the middle of on attockor rushing erress ihe field about to start one.

Theonly way to increasea character'sproficiency with Bottle Skills or Symbalagical Spells is through

use.The more often you use askill orspell, thefoster it levelsup. High·levelskillsand spellscan often
inflict more damageorhavea higher rate of success. Bottle Skills levelup each time the skill isused.

Spells level up eachtime the nome of thespell appears on-sneen. Skills like Stun or Loot Item level

up each time the effect istriggered.



CHARACTER BATTLE SKILLS ANU SIJtLLS
This chapter describes all you need to knowabout the player chorollers and theirvarious physical ollocks, bailie skills, and Symbologicol/Runologicolspells.

RERDING THE CHRRRCTER INFDRMRTlDN
Al10ck information is given inavariety of formatsfor each choraller. The legends belowexplain howtoread each table.

BATTLE SKILLS
This list indicales what skilh and spelh lhe charoller learns and at whatlevel or underwhat circumstance.

o 9 20 50 80 100 120 I~o 160 200 879

J 39 90 I~o IBo 220 2~0 255 255 255 167~

F 19 30 ~o 60 80 110 ISO 200 250 939

8 9 20 30 ~o 50 60 70 80 100 ~59

~o ~o 269

I~o I~o 709

220 255 135~

255 255 175~

200 255 122~

160 200 90~

LV 9 LV 10 TOTRL

so

I~o

200

120

255

180

LV 8

30

180

2~0

160

120

100

LVZ

30

an

220

100

160

I~o

LV6

80

60

30

uo

200

120

LVS

~o

60

30

120

150

100

30

20

20

60

50

120

LV3

I~

19

59

LEVELING -UP PRTTERNS FDA BRTTLE SKILLS RND SPELLS

H 19 ~o 70 100 ISO 200 200 220 255 125~

G 19

R

PRTTERN LV i!

The leuel at whIch th is spell or Bottle Skill IS

learned by the character. I[ the skill IS acquIred

through use o[ on Item, that IS noted too.

Denotes the type o[ skill: B • Bottle; S • Support;

T • TactIcal ; and 14 • Spell

CPreqUIred to set the spell or skIll on a character's

Bottle SkIlls roster under Skill Setup.

The pattern that the skIll or spell [allows when

leuellng up. Re[er to the table to the right [or

more detaIls .

The length o[ time It tokes to cost the spell

(indIcated In seconds).

• Lu. (Leuel Learned)

C1(Costing TIme)

• Type

I
• CPI
• LuP(Leuel-Up Pattern)

I•
L 99 160 200 230 250 255 255 255 255 1959

RERDING THE CHRRRCTER INFDRMRTION
mfarmatian is giveninavariety 01 formats for each choraller. The legendsbelow explain how to read each loble.

BASIC ATTACK TABLE
This following is detailed information about each of the theruder'sbosic physical ollacks. These are
normal, weapon·type ol1acksthat do nal cost HP or MP touse.

WRLKTHROUGH

ITE~ CRERTION

BESTlRRV

ITE~S

RNO EOUIP~EN T

~ IN I-GR~ES RNO
SUB -OUESTS

GETT ING STRRTEO

PRIURTE RCTIONS

BONUS DUNGEONS

ExplainS how HP or I4P damage,s 1n[llcted. The

SImple multiple "'. 00" indicates that the damage IS

calculated uSing the straight "(Char ac t er RTK ­

Enemy OEF) H multIple " [ormu/o. In more complex

[ormuloe, "0" re[ers to the character's RTK stat,

"0" re[ers to the Skill's Leuel and "n" re[ers to

the number o[ attacks. When re[errlng to the

power o[ a spell used as a Bottle SkIll , the "0"

re[ers to the coster's INTstat.

The number o[ HP or I4P needed to use the Bottle

SkIll .

The number o[ Fury POints reqUIred to per[orm

the attock.

The strength and cost o[ the attock IS based on

whether you set It to the Weak POSItion (X but ­

ton) or the Strong POSItion (CIrcle button).

DeSIgnates whether or not the bottle skIll has on

elemental attrIbute. The elements are F • FIre ;

E • Ear th ; W • Water ; and R • Wind.

The number o[ hi ts the attock may land, I[ the

number o[ tuts vanes. the symbol "n" IS used.

Itu« uvucete» whether or not the attock IS capable

o[ knocking down the opponent. H • hIgh probabilI ­

ty; L • low probabI lIty; and K • does not down the

opponent.

The recommended range setting [or the attock.

BATTLE SKILL TABLE
With the exception of Sophia'sMelear Swarm, thestrengthof all Bailie Skillsarebased on the char­
oller'sATK stet.Sophia'sMelear Swarmis treatedlike aspell, 10 itsstrenglh is bosedon her INTsIal.

• Element

I• Hit.

I• Down

• Range•Strong/Weak PosItIon

I• Fury Cost

I• HP/I4P Cost

I• HP/I4P Damage

The number o[ Fury POints requIred to per[orm

on attock.

Since baSIC attacks don't houe names, ttu s sec­

tion describes the attacks In terms o[ range ,

strength, and type . BaSIC phySIcal attacks are

Long, I4ld, or Short In range , Strong (CIrcle but ­

ton) or Weak (X button) In strength,

ExplainS how HP or I4P damage IS 1n[llcted. The

Simple multiple " /.00" indIcates that the damage IS

calculated uSing the straIght "(Char ac t er RTK ­

Enemy OEF)X mult iple " [ormu/o .

LIsts any additIonal effects assocIated WIth the

attock, lIke status anomalies and Fury Drain .

IndIcates whether or not the attock IS capable o[

knocking the opponent down. H • hIgh probabIlity;

L • low probabIlity; and X • does not down the

opponent.

Fury Cost

RddltlOnol Effects

Down



Foy1leingod is 0 normol, ordinary collegestudent who justhappens to findhimself in extremely strange circumstances. As his life is turnedupside down, he manages toremain fair·minded and cheerful as

chaos reigns around him. Fayt'ssaving grace is his fantasticswordsmanshiphoned through years of playing virtual reality fightinggames and RPGs. Well that, and his ability to make friends 'thalmost

everyone he meets!

Chor e

810deof Fu
Sidekick
Ice 810de W
li hmin 810de A
Shol un 81os1 F
Air Roid
Divine 8100e
Oimension Ooor -
0.18
Ethereol 81011

I +1+ 3

7+1

15

: .
.,

fURY HP (OST MP (OST HP DMG MPDMG

20 20 1.50 0.30
10 10 0.60 0.15

20 +5+5 20 0.80 +0.95 +1.40 x3
10 30 0.80 x3
10 12 1.00 0.13
10 16 0.50 0.17
20 25 0.80
40 300 0.50
30 150 0.70 0.25

20 +a 200 0.06 xn +3.30 0.03 xn+0.12

Lon 70 500 0.90 0.10



ITEMCRERTION

MINI -GRMES RNO
SUB·OUESTS

0.15LSD
Meleor Swrm
<here

ITEMS
RNO EOUIPMENT

BESTIRRY



Cliff ila KlaUlian fighter with a heart afgold. At first glance, he seems to be all brawn and linlebrain. However, yousoonlearn that he founded the anti-Federation groupQuarkand you reallyhave to
wonder... On the banlefield, Cliff il a madman with superhuman IIrength and endurance.

I X 20 20
4 l IS 20
2 l 20 15
1 H 12 20
3 H 9 20
1 H 20 80
21 H 20 300

I +n H 15 +5 xn 200
IS H 20 400
11 H 30 600 0.05
7 H 30 700 0.05



.,
NAME m HIT , DOWN fURY HP COST MP COST HP DMG MPDMG

Aeria 1. O.
Char e 1 X 20 20 LSO 0.15
Aimi Device 1 H 25 1.20 0.16 ITEM CRERTION

xaner Beam 5 X 20 15 0.50
lIM! Biosl 1+2 X 20 80 0.70

ITEMS
Cr~enllDC~ 4 H 20 SO 0.60
Puke 8east 4 X 25 60 0.50 RNO EOUIPM ENT

M nelic Field 1+1 X 10 20 1.50 +0.30
Tri IeKicll 3 H 20 60 1.00 BESTlRRV
Grovi Bullet 25 H 40 300 0.25
Ener Bu~1 2+n X 30 500 O.SO 1.00 120
Radialian Ba~ X SO 150 0.50 0.05 O.OB



CHRRRCTERS

Sophia Ealeed

Maris Traydor

4.7

2.6

2.6

- e 2.4
- e 2.1
- I 2.4
- 9 2.4
- e 2.4
- e 2.4

Nel Zelpher is the leader of the Secret Legion, aspecial detcrhment of the Queen of Aquaria's personal guard that reports dire<lly to her and is responsible for intelligence gathering. Her loyalty 10 her queen

and lountry mOlivates her every move and actian. Nel is a skilled fighter wha uses shart swards and Runalogy interlhangeab~ .

MP COST HPDMG

1 20 1.50 O.OS
3 12 0.30 0.10
4 12 0.40
2 12 0.70 0.10
IS 40 0.30

80 0.50
3 30 1.00
7 60 0.30 O.OS
10 100 0.60

4+0 160 0.50 0.10
18 2S0 0.60



IWIl IU HIT ,

I H 20 20 2.20
1 X 10 20 1.00 ITE~ CRERTION

5 l 20 20 0.70
1 H 20 25 2.5 0.10

ITE~S
2 H 20 20 0.70
18 H 30 150 0.30 0.03 RNO EOU IP~ENT

6 H 25 120 0.70 0.04
28 H 25 50 0.03 BESTIRRY

1+n X 20+8xn 500 0.50 0.05
- 2+2xn H 20 10 0.60

1+n X 20 +5 xn 600 0.60 0.03



CHRRRCTERS

Marla Traydor

Rdray lasbard

Peppito is 0 fledgling member of 0 troupe of Velboysion circus performers known os the Rosseni Troup. Orphoned by her mother ot on eorly oge (ond obondoned by her fother), this young girl now lives

with her uncle Piccolono, who monoges the Troupe. However, she longs for 0 life of odventure ...

HIT , DOWN HP COST MP COST HPOMG

20 20 1.0 0.10 2
20 10 0.80 ~7

IS 20 35
IS 100 9s
IS 250 3S<
15 20 35

2+8 20 80 1.00 x10 0.10 x10 47 ~lhlO

1+I 15 15 LSO 0.05 47 0.08
1 25 SO 0.60 1.40 S7 I 2
N 20 100 0.60 47

I +n 22+5xn 120 0.80 0.08 52+10xn 0.16



1I!I~.Dn_

ROGER'S BRSIC RTTRCKS

ATIACK DEsc. HP DAMAGE MP DAMAGE fURY COST ADD. EFfECTS DOWN

Ell HIT • DOWN HP COST

I 20 20 2.20 42 3.30
2.2 10 20 1.50 0.40 35 2. 5 06 ITEMCREATION

214 15 25 0.70 40 1.05
I 12 30 1.00 42 1.30 ITEMS
7 25 50 0.6016 . 1.00 57 0.78 6 1.30

AND EOUIPMENT
3 15 30 0.70 0.07 40 0.84 0.08
I 20 50 2.00 0.20 57 4.00 0.40
6 20 250 0.70 47 1.12 BESTIARV
n 30 300 0.40 0.08 65 0.60 0.12
3 35 200 0.40 72 .052
15 50 750 0.3315 .0.22110 1.08 x5.0 .04 x10 92 0.50 IS ;, 0.33 1 10 0.081 15



CHARRCTERS

Sophia Esteed

l nrrFlttlr

MarIB Traydor

Mirage Koas k Oiff's long-time friend and partner in Quark. Although sheseems quiet and mild-mannered, Mirage k a lalenled fighter, as befits the daughler of a dojo·owner. Rumor has il lhat she bests
Oilfinsparringcontests on a regular basis.

HP COST MP COST HPDMG MPDMG

20 20 1.50 0.10
IS 20 0.40
20 IS 1.50 O.OS
2S 410 0.47
9 20 0.70
20 80 3.S0 (US) 0.53 (0.26)

30 +Sxn SSO 0.40
20 3S0 0.40
30 SSO 0.40 O.OS
20 SO 0.60
20 ISO 1.00



MAMI ill HITI DOWN RANGI fURY HP COST MP COST HP DMG

Chore X 20 20 1.50 0.10
5iro([0 H 26 200 0.50 0.30 ITEM CAEATION

TIton r~t l 20 150 2.00 0.20
Choos fide l 20 50 0.50 0.15
leaGate X 25 200 1.50 0.15
Emolioo Torrent H 20 250 1.00 0.10

BESTlAAY



Select Anti-Attack Aura When turned on, you can ectruata an Anti-Attack Aura (AAA). The t~pes of AAA auailable are determined by the spaCial books and Itams you'ue gathered

Combat Training Relses EHP acqursrnon b~ ~D" by t ripling Fury costs When on, tms bonus IS only applied to monsters kiliad by that character. Learn from the

Dacayad Toma Item.

Cure tcnmucn When turned on, trus sk ill weakens the effects of person, par-alusrs, pet r ifaction, freeZ ing, and st unmnq but lowers a cher act ar 's DEF by 20" . POison

damage IS reduced by half and paral~sls , petrrtactmn, freeZing, and stunning last only half as long. Learned from the Daterloratlng Toma Item

A chence that stars Will fell from the sky when

the user takes damege. Picking up a star fills

the Battle Bonus Geuge by 30" . The probabIlity

of felling stars grows from ~ " at Lu. I to 10"

at Lu. 10. Learn from the Oemaged Tome Item.

Cherecter does not flinch, auen when taking

demage equal to 1/15 the current HP emount .

ThIS skill IS elways actlue onca set .

Cuts casting t,ma In half. Leern from tha

Brittle Tome Item.

Chance of recouerlng 20 of maKlmum HP

emount when HPdamage IS taken . The

probability of thiS occurring Increases from

5" et Lu. I to 10" at Lu. 10.

Increases the chance of daellng a major blow

to en enel1l~ 's HP. If successful , the attack

deels 50" more damege. The probability of

success grows from ~ at Lu I to ~B et Lu.

10. Itus can be uled In conjunction WIth Bettie

Skill , Critical Hit

Enables the use of bUlc ettack Ipells dur ing

battle . Tha spall s gluen to char act er s who use

the Worm -Eatan Toma are as foliowl : FIre Bolt ,

Ice Needles. and Earth Glalue,

3

cp LUP DESCRIPTION

Lucky Ster

Common Support S~mbols 2 h Enables the use of baSIC suppor t spells during

battle The spells gluan to charecters who use

the Oecreplt Tome are as follows Healing.

Ant ldot a, and Silence .

Stendb~ Heeling I J Heals a character 's HP graduall~ as the

character r est s dur ing bat t le, The amount of

HP recouered IS det armlned by t ha skill 's leuel

K 20. HP IS r ecouer ed euery four seconds your

cherecter stands suu.

Common Attack Symbols

MaK Fury 2 J Whi le re sting In bettie, thiS skill prnvrdas t he

user With e chence for mstent full Guts

recouery Learned from th e Moldy Tome Item.

OU lck S~mbo l

Cr ltlce l Hit MP 2 J Incr eeses the chence of dBBling a meJor blo w

to an enemy's MP If successful, the etteck

deels 20' . more damege The probebility of

success grows from 3'. et Lu I to ~2, et Lu

10. ThIS cen be usad In conjunct ron With Battle

Skill , Cri tical Hit

Increese MP 3 f Increese s MP by ~O ... Leern from Fedlng Tome

Item.

Critical Hit HP

No Guard

NRME

First Aid

S PPORT SKILLS
You can allach these Support Skills to your characters throughSkill Setup onthe Main Menu. These

skills work inthe background by healing, protecting, orotherwiseaiding yourcharocters.

BATTLE SKILLS

Attack has the pOSSIbility of knocking an enemy

uncunscrous. The probability of success grows

from 6" at Lu. I to 30" at Lu. 10. Learn from the

Musty Tome Item.

Attack has tha POSSlblllt~ of terrifYing an enamy,

redUCing ItS attack fraquency, The probability of

success grows from lB" at Lu. I to ~2" at tu , 10.

Prn urdas the user WIth the chance of causing

major HP/MP damaga to an enam~ . The mcraase In

damage IS 35" more than usual. Tha probablllt~ of

succass Increasas from 2" at Lu. I to 20" at Lu. 10.

Reduces Fury costs by 30" at Lu. I, rising to 50"

at Lu. 10. Laarn from the Crumbling Tome Item.

When used In bettla, trus anables you to take a sneak peek at the target enemy's stats .

When used In battle , ttus skill drews the enem~'s attention to the user.

Automatically recouars/reducas HP and MP so that they remain proportional. Choosa betwaen Preserue Hp, which conuert s HP damaga to MP damage

(7 HP • I MP) or Preserua MP, which conuerts MPdamage to HP damage [I MP • 13 HP). Learn from the Teltered Tome book.

Raises ATK by 30" and lowers Fury costs by half. Howeuer, In axchanqe . the user's DEF drops b~ 3D" .

DESCRIPTION

Cp LUP DESCRIPTION

Teunt

Improues HP and MP damage by 30" at Lu. I,

Incraaslng to 60" at Lu. 10. Laar n from the

Mildawad Tome Item.

Berserk

Scan Enemy

Conuart Damage

Increase HP Oamage ~ J Improues HP damage b~ 50" . Oamage Increases

to 95... b~ Lu. 10. With attacks that don't inflict HP

damage, ttns Increases ATK b~ 15" at Lu I up to

IB", at Lu 10.

Stun

NRME

Loot Item 2 b Enables the user to loot the It ems an enemy might

drop when It IS downed by an attack. Chance of

successfully looting an Item Increases as the ski ll

IS leueled up. Learn from the Oated Tome Item.

OraIn 2 J Attack has the POSSlblllt~ of draining an enem~'s

Fury by SO" , The probability of success grows

frolll IB" at Lu I to 30", at Lu 10.

Increase Stamina

Critical Hit

Fear

Incraase MP Oamage ~ J Improues MP damage by SO" , Oamage Increases to

BO" by tu , 10. With attacks that don't cause MP

damage, this Increases HP damage b~ 16" at Lu I

up to 20" at Lu 10

NRME

COMMON BRTTLE SKILLS, SUPPOR T,
RNO TRCTlCRL SKILLS

TACT ICAL SK I LL~

Most Tactical Skillscan be turned on and off under the Skill Setup on the Main Menu screen. There are only two skills inthisl~tthat cannot be conlrolled through Skill Selup:Taunt andScan Enemyareonly used

inbailie. You can also turn Ihese skills on and off on the fly during bailie.

The following Bailie, Support, and Tactical Skills are held in common by almost all of the playable

characters. These skills do no/ vary from character to character, so they will work the same way

regardless of who uses them. Many of these skills are learned from books created through Item

(reotion, courtesy of the the Writing Talent.

18

CHRRRCTERS

Fayt Lalngod

Sophia Estaad

Cliff Flttlr

~ar18 Traydor

Nel Zalphar

Rlbal Nox

Pepplta Rossetti

Rogar S. Huxley

Mirage Koas

RdrayLasbard

~



S'rMBDLOGICRL RND RUNDLDGICRL SPELLS
Regardlessof what you cali lhe Ilhaol ofmagic (Symbologyis the Federation'sterm and Runolagy is the Elicaarian term), this section isall abaulthe spells.Remember, the strength of a spell is based an the cast·

er'sINTsIal. In the damage equations, the "0"refers to INT, not ATK as inthe BailieSkills tables noted previously.

Sophia and Adrayboth have the ability tousetheir allack-ariented spells as Bailie Skills. When set asa Weak cttcrk, the damage amounts are calculated as listed in this lable. When set as Strang uttotks, Ihe

damageamounl is multiplied by 1.3.

ProtectIon

Gremli ns

ITEMCRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



HOW TO USE THE WALKTHROUGH

I"

Illo..,..Qy"..,.;,;. _,,__ ~",..,;,;.. II "'.. 9
1;nd W k"' iI ,..,;,;.("* "oht~ Illodty \y

_ ...,...- "'.,......... ....---.. '='

When there IS an DppDrtuOltlltD sign an rnuentor, IDDk

rer thiS ICDn.

IoIaln Euenls, Dr plot, PDlnts In the stDrll largelll

characterized bll culscenes.

Prluate RctlDns that the plaller can eheese tD

partiCipate In Dr nat. The PRs ultlmatelll affect the

character endings at the end Df the game.

Rnll scripted bDss fight InfDrmatlDn IS listed here.

Rnll pDtentlal Ballie TrDphll chances are shoum here .

Outline Df euents fDr the area. ThiS sectlDn prDuldes a

qUick reference Df sDrls t.n all the accesSible happen­

Ings In the area, frDm bDss fights tD Prluate RctlDns. The

Circular ICDns are:

The enemies In each araa appear here. FDr mDre detailed

mrermat.ren on anll particular enemll , slmplll IDcate ItS

10. and search fDr It In thiS gUide 's "Best lar ll" chaptar.

IoIaln Euenls Dr Prluate RctlDns that accur- In thiS araa

Df the game. The number Within the small white Circle

curr-eaponds t.e the IoIEs and PRs In the euthne Df auenls

sectren .

Duerhead maps Df the area. TeKt callDuts In bDKes refer

o to llems Df Inlerest Dr ImpDrlance, while the numbered

catlnut.s refer t.e the Items ccntamed Within the area .

o Rrea In the game.

o llem auallable fDr clearing the entire map.

llems te obtam In the area. The llam numbars refer t.n

o the callDuls on the meps. NDte the regular Item

callDuls are green In cDIDr.

llems tD nbtam bll uSing the Ring Df DlslntegratlDn Item

Dnill . FDr the mDst part, these Items are inaccessible In

o SDme wall Dr ancther, The Dnlll wall t.e acquire them IS tD

use thiS llam In the area In quest.ron. NDte that the Ring

Df DlslntegratlDn Items are an aqua blue cDIDr.

l
l



ITEM CAEATIDN

PAIUATE ACTIONS

ITEMS
AND EOUIPMENT

MINI-GAMES AND
SUB-OUESTS



Shake

Beach

The Grantier Resort Halel is located an sunny, tropical Hyda IV, Ihe fourth planet in the Kappa

Sedor'sHyda system. Due to Ihe planet'snatural beauty and lack of dangerous organisms, it

has became apopular resort localion with members of the Pangaladic Federation.The Grantier

Resort features luxury amenities like a private beach, exotic entertainment, and cuNing-edge

VR game rooms.

MRP COMPLETE: N/R

GRA Il lER
RESORI HGIEl

Chapter Flue

Chapter Four

Chapter Three



The RossellI Troupe IS baSIcally a
cIrcus oct hIred to perform at the

hotet. PeppIto IS making her debut as
the show's host .

Private Actions are events between characters

that help determine their feelings towards one
anather. They also nesh 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 ofTime
occur at any time, in any place, and oMen

without any warning! Since yaur response to

these events (and sometimes just even partic­

ipating in a PA counts os a response} affects

the relationships between characters, use the

infarmation in the "PrivateActions"chapter to

determine which ones to see and which to avoid.

For example, the "Meet the Rossellis" PA not only introduces Peppita but italso provides achance to

make her like Fayt more. If you agree with her boest thct his autographed shirl will be valuable some

day, Peppita'saffection for Fayt increases. In addition, choosing the "No, Ibelieve you: option has

acumulative effect, causing Fayt to rise in the estimation of most of his teammates-including those

you hoven't met yet!

ELCOME TO THE GRRNTIER
/ RESORT HOTEL!

KeepFoyt's promIse to SophIa and eHplore the hotel grounds before returning to
the Game Room! Talk to euer one Includln F. t 's orents a the be h!

The opening culscene introduces Fayt and Sophia, two childhood friends vacationing with family atthe

Grantier Resort Hotel. Follow Fayt'ssuggestion and explore the hotel and surrounding areosthorough­

~ before enjoying any of the hotel'samenities. This is important for two reesens; One, italllM time to

get accustomed to controlling the characters and familiarize yaurself with the area.Second, access to the

firs1 group of Private Actions (PA) ends once you activate the console to one of the VR Game Rooms in

the hotel'sLounge. It'sdefinitelybener to explore firs! and ploy on the Banle Simulator later!

MEET THE ROSSETTlS!
RN INTRODUCTION TO THE
PRIURTE RCTION SYSTEM

look for the Rosselli Troupe's Waiting Roam inthe northeast corner of the lobby. This presents an

opportunity 10 meet Peppita Rosselli, one afthe characters you can recruit for your party later on in

the game.This introductorycutscene also serves as one afthe Private Actions in the game.
RTf ReT/ON #5

"Meel l he Ros s ellls" IS e lso unusuel becaus e Il s eruas as l he

lrlgger fo r lhe naxt Ma in Euenl . Unl ll you mael Papprt e, you

cennol eccess lhe Bel l ie Srmutatnr- and sler l Me ln Euenl .2 .

GETTING STRRTED

CHRRACTERS



5 MP

7MP

5MP

HP
115 HP

HP

120 HP

120 HP

26B

296

1~9

BATTLE SIMULATOR MONSTERS

:.

l unat ic Bat

/ EURCURTION PROCEOURES

lDnely Bat 26~ B5 MP J MP

DragDnfly

Mythrll Brute JD5 BBD HP ~D MP

Moa

HOlmER NRHE

"/0. refers to the monsters' Ident ifIcatIon number m th iS gUIde's bestiary.

4

In case of alien allack, the Grantier Resort Holel isprepored to help evacuate its guests to the

Evacuation Facilities deep underground. During on evacuation, all hotel transporters are redirectedto

the Evacuation Terminal. Alargetransporter will toke the occupants to the Evacuation Shelters. Wa~

in your assigned roam 01 the Shelter until the escape ships arrive to ferry your party to safely.

Ulhen you ulew the Rossetti PR

before entermg the Lounge. a tme]
cutscene pomts you m the direct Ion

a the Game Room consoles .

HONING YOUR SKILLS IN THE
I

JBRTTL E SIMULRTOR

Sophia isn't really keen on Ballie Simulators, so Fayl must persuade her to join him in lhe Game Room.

This counts os a PA, so oct like a gentleman ifyou wanl Sophia (and everyone elsel to like Fayl!

Alter explDring the hDtel and meeting Peppita

Rosselli, it'stime tchead to the Game RDam

in the hotel lounge. This room contains the

latest in virtual entertainment, including the

Bailie Simulators that Fayl loves. To activate a

BailIe Simulator, examine the console nexlto

the door to the Game RDom. There are four Df

lhem around the perimeter of the lounge, so

you should have no problem finding one.

The Ballie Simulator isbasically an inleractive bcnle tutorial. It also allows you to activate the Ballie

Trophy feature ifyou so desire. (For more detailed informalion about the Ballie Trophy collection,

refer to the "Mini·Games and Sub-Quests" chapter.) You can fight up to three ballies before you are

forced to stop, so use this time to become familiar with the bailie controls.

Chepter Flue

Chapter FDur

To act Ivate the Bottle Trophy feature. you must InitIalize a speCial save file on
your memory cord. Once actIVe, you can collect Bottle Trophies by fulfillmg cer ­
tom requirements durmg combo!. Bottles fought m the Bottle SImulator count
toward Bottle Tr o hIes so IVe I y"'ou"-r....o"'I1z,! _

Be aware, however, that the Bailie Simulator doesn't provide agood indication of haw you'll perform
during your first few "real"bnnles, For one thing, the monsters in the Bailie Simulator are stranger

than the ones you will encounter once the game really gets underway. Treat your time in the Bailie

Simulator like practice and you'll do fine when danger approaches for the first time.



Even with no lIrmor lind pipes for we'8Jl0ns, l" 'o.,,, , ,.,,~,

together nd lItiempi to score uttrple

JOin th frllY sha 1\0 Fayi should iIIork

simple term9. play Feyt and Just beat t

more

GETTING STRRTEO

CHRRRCTERS



Chepler Four

Chepter Flue

EVACUATION
FACILITY

MAP COMPLETE: N/A

Deep belowthe surface of Hydo IV, within range of the largest cilies, lie several Evacuation

Facilities. They were constructed to protect citizens and visitors in the rare tese of on enemy

attock. In case of such on emergency, all of Ihe transporters on the surface of the planetare

redirected to these facilities and people are ordered to make their way ihere, Refugees are

expected 10 remain calm and stay in theirassigned rooms untiltronsporl shipsarrive in orbit to

tokethem to safety. Foyl, Sophia, and their friendsare senltotheEvacuation Facility inIhe Irubo

sector ofHydo IV.

~~~

I Room 502 1

1Room 506 1 I Room 509 1

L..---J L..-J L....-J

rEvacuation Facility 1

HE NEHT MOUE

But which bed IS Foyt 's? IJllth so many beds In the room, It con be difficult to
determine which one you ore supposed to use. 5tond neHt to the one below

50 hlo 's and ress the button to brln uJ1. he ues Ion Window.

Unfortunately, the Evacuation Facility is only the Iirst stop on Foyl's great escape. When you enter

Room 506oher the meeting wilh the Rossetti Troupe in Room 509, Sophia decidesto toke a nap. You

have the optionof following her lead or continuing to explore the floor on your own. (However, with·

out Sophia, you cannot see PA #13.) Putting Faytlo bed triggers the secondpart of this event, Ihe

arrival of the Transport Ship Helre. To travel10 the Helre, follow the instructions given and head 10

one of the two Teleporter Rooms on the floor.

Ta lking to the Rossettls sets the

stage for the ne"t chain of euents.

If you are ready to proceed to the

ne"t euent , go to Room 506. Howeuer,
If you wont to eHplore further, ouold

gOing to Room 506, for fear that you
mo tri er the neHt euent !

LOOK FOR THE
1

JROSSETTI TROUPE

Upon reaching the Evacuation Facility, look

for the Rossetti's in Room 509 in the south­

eastcorner of the floor. You'll find Ihol all of

the troupe's members have managed to lind

eachother during the evacuation. Aher tclk­

ing to them, return to Foyl'Smsigned room

(#506)for awell·deservednap or continue to

explore the floor and itsother inhabitants.

FIRST RID RVRILRBLE!
lf you are In need or healing

arter the battle with the

Incapacitators, look tor the

Expahan Man In Aoom 502. He

knows some baste Healing

Symbology and will gladly

heal Fayt 's wounds ror rree.



CHARACTERS

GETTING STARTED

The Transport Ship Helre is based atRemote Stotion 117 orbiting around Hyda III. As its name
implies, the Helre belongs to the Tronsport doss 01 ships, agroup 01 spaceships designed spedl­
ically to lerry goods and personnel between stations, etc. Since these ships were not designed
to engage in banle, they carry linle in the way 01 shields or firepower.

[(!iitfU1s.;;b~ord Corridor I

~\ \ .,,,
(.,

Much like the Evacuation Facility, Foyt'stime
on Ihe Helre is brief. Shortly alter the ship
warps away Irom the banle around Hyda IV,
anolher catastrophe arises. To trigger the sec­

and half of ME 1170, talk to everyone in the
Cenlral Starboard Corridor area.This includes
the seven people in the Lounge and the 10
people milling around in the corridor. Upon
doing so, return to the Lounge to hear about
the lotest Vendeeni anackl

TRANPORT
SHIP HELRE

MRP COMPLETE: N/R

Alter the Vendeeni anack the Helre, rush
upstain to Ihe Upper Starboord Corridor to
the Escape Pod chambers. Upon arriving,
you'll lind the doors blocked by a line 01 crew
members. To clear the obstruction, simplytalk
to one 01 the Helre's crew, then leave the
floor. You can take this opportunity to view
one or bolh 01 the PAs that take place atthis
time, or you can return to the corridor imme­
diately. Regardless, when you do return to the
door 01 the Escape Pod room, you 'll lind the
entrance unblocked and empty pods waiting.

THE RUDE PRSSENGER
If you head to the Spira l

Stelrcase between the Upper

and Centra l Starboard corr i ­

dors once the ship warps

away from Hyda tU, you'll see

a disturbing scene between a

disgru ntled tourist and one

of the ship's crew members.

BESTIARY



In Star Ocean: nil the Endof r;;;;:­
enemIes ar e ulsible on the mop. You

can at tock or oVOId hem asJlo wIsh.

The Peso"o Forest isthe fi~t "field" area to

explore. There arenot many enemies to fight

here, but Ihey do respown whenever you

leave and return to on area. Since you can

save your game andheal your wounds atthe

crash sile, toke Ihe opponunity to gain some

ballie experience before heading oil to

Whipple Village.

HP

9 HP

HP

198 HP

0 1 ' [

ne
10.

NobI n

Young Slime ~S9 187HP 8 HP

HONSTER NRHE

PESOTfO
FOREST

Welcome toVonguord III, on under­

developed plonet in the Vanguard

systemwith on atmosphere similar

to Earth. Fayt's escape pod crash­

lands in thesecludedPeso"o Forest.
If you are a big fan of the

Underdeveloped Planet Protection

Pact (the UP31, then you're inluck

as there are very lew sentient

beings in the area. look forasmall

village in the northeast corner of
the nonhern section of the forest. L No~



GETTING STARTED

CHARACTERS

600 Fal

Blackberries

'f "

~5 Fal

310 Fol

PRICE

IBOFol

:, '"

The Village of Whipple is located in the northeast corner of the narthern sectionof Pesollo Forest.
This small, pravincialtown is under siege by a band of thieves wha make their hideout inthe
Ruins of (oHir nearby. Because aftheir leader, Norton, many villagers have gone missing. No
one knows where they are arwhat might have happened tathem. Talk to the Village (hief, or
any of the villagm, to learn more about their predicament.

Ring Me,l

ITEM

Pamella Jurce 3271B Fol

Blueberries

Bleckberrles 35 Fol

Clone Generator 350 Fol

Fresh Saga

GENERRL STORE : "MRNYBLOOM"
I

Th,s ,s the only Save Pomt between

yau and the f,rst bass f,ght tn the

Rums of Caff'r. Save here f,rst
be are roceedma .

/ NIKLR5 RND MEENR
Regardless of whether you 've fought many ballies or nat, Fay! arrives atthe villageatthe point of
collapse. Two youngste~ , Meeno and her big brother Niklos, resuehim and take him back to their
house to nurse him bock to health.

C"

Upon awaking, Fay! notitesthot his sword isgone. Before you can leave the village, you must find
away to gel it bock. Fortunately, thisonly involvestolking 10 one of two villogersand learning about
the stranger who'svirtuollyholding the village hostoge. Look forthe Village (hief inthe house direct­
~ above Niklosand Meena'scollageon the hill or the Adolel<ent Girltoking careof theempty house
across Irom the General Store. After talking to one or both of them, return to Niklos and Meena's
house for the rest of the event. At the end, Fay! will have his lWord and a newquest.

WHIPPLE
VILLAGE

MAP COMPLETE: N/A

When Niklos runs oH to seek revenge against Norlon,
~'s time to spring into action.After all, Niklas and his
sister lOVed Fayt'slife,10he owes them. Before heed­
ing out for the Ruins of (oHir, take afew precautions.
Fim, lOVe your game at the Village Chief's house.
Then, open all of the treasuremesls intown and use
some FoIto purchase Ring Manand agood handful
of Blueberries.Heal atthe Doctor's, then head oH.
Whne traveling through the Ruins of (oHir, return to
lown to heal, restock and seve, You shoulddo this
at least once before taking on Norton's henchmen
outside the door to Norton'sunderground lair in the northern part of the ruins.



Chepter Three

Chepter Four
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'I' \ .

....-"'=- c..,,?- The Ruins of Coffiris romprised ofthe broken remains of Ihe tombs of the areas' amient ruling

doss. Here amidst the rubble, Norton and his gong of delinquents make their hideout. While

exploringIhe grounds, look for hiddentreasure thesis and wily enemies. Graffiti pointed on the

walls of the old tombs also provides a due 10 a puzzle later on.

Nobleman 31Z 19B HP 9 MP

Shr,eker 393 Z6~ HP IZ MP

6 MP

1/ HP

9 MP

13MP

HP

, ., ., .

Blackberries

ZOO HP

HP

ZSO HP

300 HP

1~3 HP

Cooking Ingred,ents

: ,

~Z3

10.

Z79

lepek,

Th,eulnp Scumbog ~Z~ ZOO HP 9 MP

Hokofy

Buster

HONSTER NRHE

L
Young Shr,eker ~S7

rnmnOItlJ : , , 2

" .. S

" .. "
Cooking Ingred,ents

65000 Fol

[lliIilHI!lf ITIIillJ 0 ' .
o

tn D'
0:

o
o

Trading Cord EXI6

35000 Fol



THE ENEMIES IN THE RUINS OF COFFIR
loo'K lor three ly~ 01 enemies in the Ruins of Coffir: the easily fr ightened Nobleman, the cowardly
Thieving Scumbog, andrhefeisty Shriekerwithits brood of Young Shriekers. You will encounter them

inthe following combinations: ThievingScumbog(x1I;Thieving Scumbog and Nobleman; and various

combinationsof Shriekersand YoungShriekers.

Finally, the Shrieker and its young appear further inside the Ruins. Theyare the first mersters to
inflict MP-based damage, so keep an eye on Fayt'sMagic Points whenfighting them. Remember, char­

acters die not only ifrun out of H~ Points but also when they run out of Mp, toa! lastly, watch out for

the poisoning power of the Young Shrieker'sSpare Jump Aalfack.

GETTING STRRTED

MINI·GRMES RNO
SUB·QUESTS

BESTIRRY

ITEMS
RNO EQUIPMENT

ITEMCRERTION

PRIVRTE RCTIONS

: "

Before Feyt can enter Norton's Hideout , he must teke out the geng of hood­

lums guerdlng the door These arrogant lads think he's e pushouer, so

roue the IIrong Th three henchmen [Buster Mekefy end Tapekl] heul

Identlcel ettec s that ere beslcelly beefed up uer srons of the stenderd

ThllVlng Scu beg's attecks. They III euen scram If you hurt the III enough.

If Feyt I at Leuel 3 or ~ , this fight shouldn 't ba too difficult. Use the

three -hit Blede of Fury to strrke one from the middle ground , then try to c~li~ii!i!I~~~tiki out the newt closest bully With Feyt's strong, short attack combo. For

winning tn rs fight , you receive the But-Up TlIKtbook . Itus Item enables I-=====;.
you to use the "St ender d" Antl-Atteck Aura during battle.

NORTON'S HENCHMEN

Th"'iSiiiiiiiiird bottle In the RUinS o[ Cof[lr PIts Foyt against a Single Thleulng
Scumbog and a Nobleman. RllIIoys toke the Scumbog out [Irs!. then work on
the Nobleman.

The Thieving Scumbagsand 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 mare

of theirhit points, at whichpoint they will mostlikely alfemptto flee. Since you don't get experience

points for escapedenemies, toke them out nrst whenever possible. The Noblemen, which you may

have fought while exploringPesono Forest, are timid gentlemen, prone to great fits of tears. Since

their olfocksdon't couse HP or MP damage, focus on dispatching any accompanying enemies firsl.



ITo Ruins 01 (olrleI

Norton'sHideout lies beneath the large crypt inthe northern port of the Ruins 01 (oHir. To en

his lair, youmustlirst deleatthe three henchmen guardingthe entrance. II you can do that, Y

shouldhave linleproblem with the chollenges inside.

HP
9/.1P

10/.IP

Hp

198HP

ceo HP

MRP COMPLETE: N/R

~\ \ .

c.\"

0 1'[

ThieVing Scumbog ~e~ cOO HP 9 /.IP

Nobleman 3/e

Skeleton Warrior 398

HONSUR NRHE 10,

Narton 313 1600 HP 3S800 /.IP

NORl N'S
HIDEOUT

Fresh Sage

JRE5CUlNG NIKLR5

•

Inside Norton'sHideout, look lor hisstoreroom to the west 01 the entronce room to lind 0Sove Point

ond acomputer. Activate thecomputer and input the possword when asked. II you poid onention to

the groHiti pointed on the wolls 01 the ruins, you should knowthe possword. II not, look lor the

answer inthe ' Outline01 Events' section atthe start01 this chapter. By entering the correct password,

the door to the cells where Niklas islocked up opens.Save your game, then head over to the cellson

the eastern side 01 the hideout.



PRIURTE RC TIONS

CI'ff calls tus sh,p, the fogle , from th ,s barren patch of earth. If Ijou aren 't
read to leoue Vanguard III, ouo,d th,s area!

Aher concluding your business inWhipple land on Vanguard III for that matter). it's time 10 rejoin

Cliff andhead to his rendezvous spot inthe southern port of Pesotte Forest. look for the bore patch

of cliff near the crosh siteof Fayl'sescape pod. From here, Oiff contadshisportner, Mirage, and Cliff

and Fayl are beamed onto theirship, the Eagle. It'stime for the next leg of the journey to begin!

TRKING CRRE
OF BUSINESS

feature 15 the

lasllr gun hs proudlu hoots all

ouer the place. To qualify for Bailie Trophy lOBO you must euord Its spray of bull t [To get BT .079, you mu t

Ilu.I up qurt a bit, perh.ps to leuel B or h gher l) Since Norlon's gunfire saslly dalllllg s Fayt , keep an eye out

for m Shooting Spree attllck and dodge out of range before h starts ()ring At the end of trns bettie, Cliff Flttlr

permanently JO ins the party

fitting that Norton, the big

of thrs area , IS a much

jreater challange han tile ene­

Ie uou'u faced hus fllr If nut

~ r Cliff fitter JOlntng Fayi In thrs

b. Ie th I'Ig auld be ucn

Don't euen bother leoulng Nor ton's
HIdeout unt llljou pIck up the reqUIred

eorts to IH Heeno's mus,c bOHI

Aher disposingof Norton'sevilness, ii'stime to think about leaving. First, you must fix Meena'smusic

box.There are replicated ports in Norton'sstoreroom, but you mustget them before leaving the hide­

eut se that Oiff can blow the place up. Then return to Whipple and leave Niklas inthe core of his sis·

ler.Before leaving the town altogelher, talk to the Village Chief. As a reword for gelling rid of Norton,

he hands over the Med centre Pyroxene, a useful accessorythat halves the amount of HP need­
ed for the wearer's Bottle Skills. This item will come invery handy throughout the rest of the game,

10 immediately equip iton the charader ofyour choice.



WRlKTHROUGH..
Chapter One

CHRPTER TWO

Chapter Three

Chapter Four

Chapter F,ue

ROY~[CITY

OF AIRYGLYPH

The Royal City of Airyglyph is ihe (enter of government for Ihe Kingdom of Airyglyph. Here you will
find the well fort ified keep that is Airyglyph (oslle, home to the king.The city itself is surrounded by

mountains and has asnowy disposition that extends for beyond its dimote.

ICastl!.Airyglyph, 2F

[Castle Airyglyph, 1FJ
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ZO

~P
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3Z

36

3S00

79Z

70~

70~

HP10.

~OO

06S

190

Skeleton Soldier 397 70~ 3Z

Toad Beast ~ZS 70~ 3Z

~QNSTER NR~E

Bogle Soldier 07~ 79Z 36

Bogle t: eoder

Water Reaper

Giant Crab

:.

I) . .

Cooking Ingredients

~oglcal Berries

'f II
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Worm-Eaten Tome

: .

Rntl -Freezlng Rmulet

Compounding E/,Hlrs

Warrior s Bracelet



ITEH

"TIRMRT" HIGH-DURLITY RRMORER

PRICE IWI

"DRRGON'S DUNGEON" DUTFITTER

PRICE

Hal~ Sword 19600 Fal Compound109 Elixirs 120 Fal

WRLKTHROUGH Ospre~ Oe ger lSIOO Fal CaaklOg Ingredients 120 Fal

Broad Axe ISBOO Fal Slluer RIOg 17S0Fal

Nadachl 2~000 Fal Clone Generator 3S0 Fal

Chapter One Oamask Gauntlet ~~OOO Fal Basil 20 Fal

Sage 20 Fal

Lauander 20 Fal

Fresh Sage 310 Fal

"UJyuer n's Itu! " Inn: 150 Fol/NlghtPRICE

"LEFT -HRNOEO L1ZRRD" RRMORER

ITEH

CHRPTER TWO
,l-:=-:..::..:....:.. iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii

Gaasebarr~ JUice 3100 Fal

Aquaberrles IS Fal

CRRSH LRNDING RND CRPTURE
The landing on Elicoor \Iisa bit ofaspectacle.

Since the trash occurred in a well·populated

city, you won't be able toescape without notice.

Talk toMirage ond aiR until they devise a firm

plan, then leave the Eagle, later on, once you

can wanderoround the city freely, return tothe

site togaze at the wreck.

~S Fal

PRICE

3S Fal

200 Fal

2~000 Fal

"DRRGON TRERSURE" GROCER

Steemed Bun

lTEH

Blackberries

Blueberrlas

Superior tnain Mall 26BOO Fal

Masterwork Plate

Chapter F,ue

Chapter Four

Chapter Three

THE INQUISITOR
With I full bettie

pertll this fight IS

kind of elSII None

stetus effects, so

1I0U b8SIcIIIII haua

to tough this one

out Since this IS

uour first bettie IIJlth Nel Zelphlr consrder pllllln9 throUlih thl b ttll I h her to lISt I fell

for whet she IS cepabla of Rlthough e second-string 11111.. fight r hi I thl I'trst pertu memo

ber With knoll/ledge of SIImbol091l (I.e RIegle) Mltth e Flrlbell p II hen little fro fIr e III

and, 19 I bonus, she can heel. IIIhat more could 1I0U Isk for?



Nfl ZELPHER JOINS THE PRRT'r'
Rt the stert of Chepter Two, Nel Zelpher JOinS your party.
Rlthaugh she stays with the party until ME .62 at the end of
ChapterThree, Nel Isn't one of the "per manent" members like Fayt
end Cliff. Instead, Nel IS one of four alternate characters who
you cen use to fill the seuenth and eighth slots In your party.

Nel IS en interesting addition to the party. She grows Into one
of the most powerful fighters In the game with tha most flexible
set of attacks. Howeuer, she's not as rasruant as Cliff and Fayt
when It comes to fighting monsters at malee range . She does not
leern enough spells to makeher work well as a dedicated maglc­
user alther. Instead, It'S best to use Nel as a mid-range fighter,
dertlng In for a closa-range phusrcal attack and then skipping
beck for a mid to long-range battle skill or spell.

Fartunataly, the computer R.1. IS really good at handling melee
charecters like Fayt and Cliff as long as you're careful when
esslgnlng Battle Skills, Tactics , and the like . Set Cliff's bat­
tle skills In both short -range attack slots, then set him to
"Rct In a well-balenced manner!" under Tactics. Fayt IS more
difficult because many of his early Battle Skills are weapon­
enhancement spells, which take a 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
"Rt ta ck enemy With all your might! " until he learns a few magic
spells, then suntch him to "Rct In a well-balanced manner! ".

SLIPPING RND SLIDING

The Airyglyph Aqueducts are a collection of ire-revered tunnels inhabited by strange creatures. Since
there'sa Healing Point atthe entrance, try to level up your new party a couple of levels before ven­

turing further into the dungeon toward the boss.

Healing paints like these are [elIl and [or between . Think o[ them as a Sign that
he location a are n IS a goad lace or leveling up'. _

When It comes to healing, you can do the healing yourself With
potions or through Nel's Healing spell. Rlternatluely, you can
use the Decrepit Tome Item on either Cliff or Fayt and set the
Use Common Support Symbols to one of their support slots
when you haue the extra two CP requlrad. Ttns Item (and the
corresponding support skill) enables the user to cast Healing,
Silence, or Rntldate In battle like a standard Healer. From an
MP standpOint, Fayt IS a good choice In this capacity until he
learns his first attack-Oriented spells. Rt that pornt , you may
want to saue his MP for casting those spells. RII of thiS makes
Fayt somewhat unreliable as a healer at that POint.

R possible solution IS to use Cliff as a part-time healer since
none of his Special attacks require MP and he doesn't lear n
eny spells on his own. We found that Cliff was remarkably
skilled as a Healer when controlled by the computer and was
more likely to heal himself and the other party members when
needed compared to Nel or Fayt and did so Without sacrtfrc­
Ing his attack potential on the battlefield! Howeuer, there are
some dlsaduantages With uSing Cliff as a healer. One IS that
Cliff has the lowest Magic POints of any character In the
gama, which puts him at a higher risk of being MP-killed by
enemlas. Howauar, once he starts to Increase his MP, his
erractluanass raally grows . Ultlmataly, which character you
playas and how you set up their battle skills depends on
your styla and prafarencas. Whan you gat Into tha Rqueducts ,
use your proximity to both a Saue and Healing POint as a raa­
son to axparunent With the dlffarant characters until you
determine what arrengamant works best.

The closer to the Airyglyph exityou get, the icier the floors become until eventually you'rewalking

over frag ile sheetsof ice.To cross them without causing them to break, press the Grcle bullon to force

Fay! intoa careful walk. Once you return to solid stone,start running again!

Ultimately, which character you playas and how you sat up their
battle skills depends on your styl e and preferences. When you get
Into the Rqueducts, use your proximity to both a Saue and Healing
POint as a reason to experiment With the different characters until
you determine what arrangement works best.

GETTING STRRTEO

CHRRACTERS

----
WRLKTHROUGH



The IC~ conditrons of the Alr~gl~ph Aqueducts should proulde a hint es to thl

n9 ~'s elamental alignment One of the Giant trab 's wellk ettscks I potan ­

tlally delldly as It can freeze Its target. Frozen ccmbstants [reg rdles of

lllign ent] can be Instantly killed rth Just a simple phYSIClll llttllck. So, If you

fMleza tha Glent Crab tak full aduentage of tlus little trick-It eu n ork

U1lth bosses But, If a party mamber gets frozen , heal the condition or pro­

tect tha charactar from harm until he or she thaills out I FreeZing attack

asida this IS another bettla that shouldn't proue too difficult

FREEDDM!

Aher leaving the Airyglyph Aqueducts behind, you can freely explore the city. In fact, you should visit
the 'Wyvern's Tail" Inn to heal your characters and save your game. Then head to the "Dragan

Treasure" Grocer to stack up on the necessities, like Blueberries and Blackberries.There are Armorers

in town, but ihelr items are for too expensive right now. Remember them for later! When you're

readyto continue onward, look for the gates on the easl side of town next 10 the Inn.

The Inn IS neHt to the gates . Rest and heal there {,rst be{ore continuing ~our

great escop'~e."-- __
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Venomous Pme

Blade Hoster
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sorcuom« 3~0 9000 eoo

Kobold Kmght e36 9900 e50

aragon BrIgade 50Id,er

Bogle Soldier 073 70~ se

KIller UJosp i!33 BOO 100

Bogle Leader

P,C Tarantula

The Traum Mountains are a snowy mountain range that stretches between the cities of
Airyglyph and Kirlso. The jagged peaks and c1iHs have made itdiHiwlt to wt just one path
through the mountains.

• Between HE . 50-,95

Ochre Jellv

• Between HE . 17-.50

TRAU
MOUNTAINS

\ \\' 0

Jewel of Rlertness

~OO Fol

: .

ITo AlryglyphI
---'J

'NI1en you're reody to leove Airyglyph, exit
through the gate and head to the ho~e-drawn

cart at the end of the bridge. This is your
escape vehicle! Of reerse, it'sno motch for 0

squadron of dragon·mounted soldien, so
don'tbe surprised when you'redropped oH 0

short distallle from the entrance to Kirlso.
Just wulk eos! to the entronce of the town of
Kirlso---ond hope thot the women driving the
wagon make it away sofe~ 1

GETTI NG STRRTED

CHRRRCTERS



Kirlso is the home to (aunt Woltor and the Storm Brigade. Since the war between Airyglyph and

Aquaria began, tensions have risen in Kirlso due 10 the fad that mony ofits inhobitonts were memo

bers of the Church of Apris, a religion now banned in Airyglyph. Its dose proximity to the city of

Airyglyph itself hasn't helped metiers.

Wallar's Mansion I

MAP COMPLETE: N/A

MINI GlOW
OFKIRLSA

Chapter Flue

ChapterFour

[fQTIJ . Cooking IngredIents 3 " " IRON RRGE " OUTFITTER

Clone Generetor 350 Fol'f "

", .
BlueberrIes

:, ,-

: "f

ITEM

suuer Alng

PRICE

1750 Fol

: r , BlackberrIes Fresh 5ege 310 Fol

8esll 20 Fol

5ege 20 Fol

Leuender 20 Fol

" IRON CURTRIN" GROCER "MRSTER SLRYER" RRMORER

ITEM PRICE ITEM PRICE

BlueberrIes ~5 Fol Longsword 50 Fol

AQuabarrles 15 Fol FalchIon ~5 Fol

Bleckberrres 35 Fol Gauntlet 55 Fol

Gooseberr~ JUlca 3100 Fol Ring Mall 180 Fol

5teemed 8un 200 Fa! 5cele Armor 200 Fol

" Ir on Malden " Inn: 100 Fol/Nlght



IFOLLOUJINGNEL
After dearing the west gates, Nel takes Fay! and Oiff to a nearby Inn and leaves them to theirown

devices while she meetsup with herinformanls.This downtime provideson opportunity to look around

town, explore the shops, and speak with the inhabitants. To continue the event, look for a Sermonic

Old Man inthe southwest corner of town, near the entrance to a boerded-up mine. He mentions the

perserution that members of the Church of Apris faced at the startof the war. Next, head to the

burned down templenorthof the Inn and laokfor Nel and her informont by the old cemetery.

Then look for Nel and her mfarmant m tnie cemetery near the west gates of
~JI _

UPGRRDING EQUIPMENT
Kirlsais the first town inwhich you can actually upgrade weapons and armor. Head tathe "Moster

Slayer" Armorer and plunk down some hard earned Fol for new stuff. However, ifyou can wait, don't

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

The "Hoster Slayer ' Rrmarer sells goad quality eqUIpment. euen If t he sales­
woman IS a bIt eccentric.

RETURNING TO RIR'tGLYPH

Ifyou refer to the Outline of Events, you'll find that a Private Action has opened up inAiryglyph. II

is sofe to travel back there through Ihe Traum Mountainsas long as you don't get intoany benles,
Seriously, the monsters that inhabit the area around the enlrance to Airyglyph are a liNle too tough

atthis point of the game. You can probablydefeat them without dying, but youwill likely spend a

lot of Fol on Blueberries and Inn costs. There are bener places 10 level up, like the Kirlsa Caverns or

the areas around Arias.

ITEN CRERTION

ITENS
RNO EOUIPNENT

BESTIRRY



I Mines I

The Kirlso Caverns are basically a huge network 01 tunnels connecting Kirlso with the Bequerel

Mountain Path.The Kirlso Caverns are no longer used lor mining minerak. Inslead, the tunnek are

used specilically lor the hauling of materials mined in the Bequerel Mountain Path to Kirlso for pro­

cessingand refining.

~\ \ .

c." :-

\ \'I (I

KIRLS
CAVERNS

e

Chapler Flue

Chapler Four

ut: 'f .,

SynthesIs HaterlDls Entrancs

Entrancs

R8ER

68

68

HP

16]]600

800

He

800

1~06]SS

IS]

eir

10,

OS6

rarantula ~i'e 500 600 Entrance

Caue Spldsr

Earth Smasher

Hornet

Huqe smaer els 600 ~OO Entrance

HONSTER NRHE

Clant 8at 18S 1~08 6~ Entrancs

O,re Tarantula 1]7 I~S6 68 Hones

Rntlque Jewelry

) ] 000 Fal

RIpe Berries

o
e

Charm of InSIght

· 0

Earth ewe

.. ' .

0·, ,: ,

"" 0.

D II.: '

o
: :

Trading Cord EH~

; .

0· '
O·

lJIater Reaper 600 68



RCCLlMRTlNG TO THE CRUERNS
It takes a certain amount of backtracking to get through the first part of the caverns. When you enter,

fallow the tracks to the right and fully explore the areo until you reerh the Save Point and Heoling Point.

Since there is a bass lurking beyond the doors, prepare your party for bollie and enter the next room.

Aher defeating the Earth Smasher, pull the lever an the platform in the middle of the room, then leave

by the west door. If you anemptta leave by the east door, you'll find that itis 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'sexit in the north.

There are two one,wolJ doors m the

Caverns: One leads mto the boss

chamber whIle the other one leads out.

Pull the level o[ter defeotmg 1ii8biiss
to open up the Hauler Beasts' stables.

Vou need these beasts of burden to

travel tnrou h the 14mes area.

SMRSHER
the surroundmns

the tvpe of enemy

re about to face The Earth

her IS a sllmdard ouergrown

elemental eqlJlpped

such 8~ Earth Glalue and

Storm Bolh spalls haue

decent rang , so keep a sharp eye

out for the and prepare to dodge

During trus bllttle lel Fayl and Cliff lend lo lhe fronl lines eeptng the onsler off·gulll'd

attack [assigning Cllf s Sphere of Mlgh to tha strong short pnattmn IS perfect h re]

from afar with her Fireball spell or her strong cannonhell-tupe attack

ASIde fro the Earth S asher there are additional dangers the boulder hezerds 80uld r hllurdJ fa

boUld rs that roll through lh. battleground dur Ing the flllllt. causing damqa and In ,r

tho who get In thBlr way [both ne II and aille 1 Thev are cum onlv found on anvba tl

whether Il be inside a rockv ceua or on a mountem range . If VOU re gOing for the No Oem g

mu t dodg the e hazards as well as the Earth Smasher's attacks

GETTING STRATED

ITEM CAERTlDN

MINI ·GRMES RND
SUB·OUESTS

CHRARCTEAS

BONUS DUNGEONS

PAIURTE RCTlDNS

ThiS Hauler has no patience with commands, so

~ou must let It go where It wants . Howauar, It's

a whiZ at Jumping and can leap farther than 1-=====
an~ of the other Heulers. Use tms Hauler to

ccuect Item .10.

The default t~pe of Hauler. Use thiS one to get

to the end of the dungeon and pICk up the

meJorlt~ of the treBSures on the Mones arae .

Medium

MediumWhimSICal

Ste e d~

Cere free High Ihrs Hauler onl~ turns right, excapt for when

It senses thet rt 's close to home, et urtuch

poont It turn s leftEHomme the console to deCIpher the
buttons' purpose,

Once you defeat the Earth Smasher, pull the

lever and return to the bonk of machinery on

the east side of the [Dverns. Now it's time to

move onto the Mines section of the caverns.To
auess this area, you must summon a Hauler

Beosl using the bunons on the machines. Read

through the online instruction manual before

deciding which bunon to push.

THE HRULER BERST PUZZLE

III -Natured low Ifus Heuler turns on the opposite direction uou

mdrcata, mekong It fun to commend

BESTIRAY

ITEMS
RND EOU IPMENTThiS Heuler, whICh IS uer~ fest , IS cepeble of

bustong through stona wellS. Use thiS Hauler to ~=====
breek th rough ell of the walls on the southeast

corner of the Mines. then use the Steed~

Haular to co llect the treasures .

H,ghAggresslue



if your Hauler runs Into the wall.
don't pOnlcl Just get It bock to the
main cIrc le of t rack . then stop at a

re~o reduce Its stress leuel.

THE TRIP TO THE EHIT

Don't worry ilyour Hauler gets too stressed or

doesn't make ihe linol turn. Just get the
Hauler balk on trolk, lonfinuing around the

renter lirde until you IOn do itall over again.

Do not let the Hauler return to the station at

the entrome, or else you will have to start

over Irom slrotlh! II you Ion get balk on

trolk, stop the Hauler atone of the pit slops to

relieve its stress, then tontinue onward. Sinle

you 've already destroyed the blolkodes, your

Hauler'sstress level should remain within nor-

mol limits until you teeth the end.

Fi~t, cheese the 'Sleody' Hauler type. From
the start of the Mines, set your speed to about

20 km/h and pass by ihe li~tstop . Turn left
and then righl throughthe gale. You Ion stop

here to retupercte stress or lontinue onward.

Turn left and left again, being tereful around

the two sets01 lolling rorks, You Ian ovoid ihe

lirst set 01 rerks by ~owing down to 5 km/h,

but you may consider storming through the

second set. Bump your speed to about 25

km/h while bulldozing through ihe next lour

gates. As soon as the 'Switlh?' signnppecrs, push left and slow your Hauler down to below 25 km/h
as you make the linolleftturn into the exit.

There are spelilil points along the trolk

where you Ian switlh to another trolk going

in a different direction. Press left or right to

theose a tralk and make sure that your speed

is below 25 km/h belore you get to the cdu­

01 switlh.

Onle behind your hauler, you are somewhat in control 01 where you go. You tontrolthe Hauler'sspeed

by pressing up or down on the analog sfkk, Stay ator near 20 km/h throughout mast 01 the mine,

slowing down or speedingup when necesserj, However, the speed you rheose isentirely up to you.

For Ihe most port, stilk to using Ihe 'Sleody" type 01 Hauler. II gets you 10 all the Ireosures, as well

as to ihe exit, whilh is lhe important aspect atthis poinl. Use the "Whimsilal' Hauler to get to Item

#10,while the ' Aggressive' Hauler Ian break down the wallslhat prevent you Irom allessing Items
#6,B, and 9. Unlike the lolling rOlks, wooden gates and other minor obstodes, these walls, onle bro­

ken, do not reappear soyou Ionlhange Haulers and take the 'Steady" one to pilk up the treasure.

You can only change the course or
your trIp at these "SWItch" p'Olnts,

Chepter Flue

Chepter Four

Chepter Three

_-.1..__--, When you reeth on area where you Ion stop

and explore, you 'll be notilied on-sueen. Slow

down to below 15 km/h and the Hauler will

lome to a stop automotilolly. When you are

ready to lontinue your trip, jusl epproorh the

Hauler.

lLyou choose to return tDKi'r lso UIO the Couern!!..- talk to Grl!90ry.

THE OLD SOLDIER RT THE EHIT

The exit to the Kirlsa Caverns is guarded by on elderly soldier named Gregory von Dermein III.Sinle

he doesn't know the latest goings on inAiryglyph, he doesn't prevenl you Irom lontinuing your trav­

els. II you need 10 go balk through the KirllO Caverns to Kirlsa, talk to him and he'll let you lake the

Hauler balk 10 the entranle or he'll drive you there himself.

Jumps and lolling rOlksare the only obstades

that wonont notililotion. Speed up to 25

km/h or higher lor jumps and slow down to a
lrawl (5km/h or lower) to avoid lolling rerks.

Walking through woOiiMfencesar getting hit by rocks tends to stress out a
Hauler. SometImes these obstacles are unouoldoble, so 1J0u are better off
speeding through them then wolkln slowl and core lIy,'-- _

Obstodes lOUIe a Hauler to beceme stressed, ruining itsendurnnce. II itsstress level gels too high (as

monitored by the Slress Gouge at the upper-left lamer 01 the srreen), Ihe Hauler will slop listening

and make trolks lor home. You Ion eliminate all 01 a Hauler'sstress by stopping atone 01 the rest

stops along the way.



OJ

BEQUEREL
MOUNTAINPA

This mountoin poth is the first of two poths between Kirlso and Arios that you'll encounter during

your time on E1icoor II. However, because of the dilliculty traveling along this path, ilisrarely

used, unless you are specifically trying to get to the Bequerel Mines, Kirlsa Caverns, or the

Mountains of Barr.

Black Bnqade SoldIer OS~ ~ZZO 19Z "sao

300

300

.,"
IZOOO

'ZOOO
" ,,

16000

330

OS7Blade Hoster

PIt Tarantula

Uenamaus Pine

,,600

HP

19Z

17716

~/OO

I~BOO

HP

<SOOO

/0,

IZ9

009

01.Rlbel (lJ

Rlryg/yph SoldIer

HONSTER NRHE

RlrlJqllJph SoldIer 010 ~ZZS 19Z

Oemetna

Olre Waif 13B 600 6B • Between HE . 50-.95
lZ~ ThIeVing Scumbag Z~3 IZZO 6B

legIon Oraqan ZS~ 3000 19Z
t: , & 00 BOO

Sta Beetle ~09 sao ZZO

Super Nobleman

Between HE.ZO .~O

~/9 IZZO 6B

fill
: . Compounding EIIH,rs

RIpe Bernes

•

BONUS DUNGEONS

PRIVATE ACTIONS

MINI ·GAMES AND
SUB ·QUESTS

ITEMCREATION

ITEMS
AND EQUIPMENT

BESTIARY



[hepler Three

[hepler Four

[hepler Flue

,\ \\, O

(I)

RIVERFRONT
VILL GE OFAR~~">,1-/

MAP COMPLETE: N/A

"JACK POTATO" GENERAL STORE

Arios is the closest city in the Kingdom of Aquaria to the Airyglyph borders. As a result, ithas ohen

been the target of the Airyglyph militory. It has withstood these skirmishes in large part to Clair

lasbard'scapable command of the city'sgarrison and the Aquarian runological corps. However, there

is still concern that the city will eventually fall into Airyglyphian hands.

Cooking Ingred,entsITEH

Slluer Ring
PRICE

17S0 . : :, . Rquoberrles

BlueberrIes ~S Fal
AquaberrlBS IS Fal "MOONLIGHT GAUNTlET" BAKERY
Bleckberrles 3S Fol

Braedsward 120 Fal

Steel Geunllet 120 Fal

Steamed Bun 200 Fal

Goaseberrv JUIce

lang Dagger

3100 Fal

110 Fal

ITEH

Apple Pie

Cooking Ingredients

PRICE

~OO Fal

120 Fal

Clone Generator 3S0 Fal
Steel Chain Mall

Frash Saga

700 Fal

310 Fal

Pamella JUice SSI9B Fal

" The Oallng " Inn: e50 Fal/N,ght (between HE .eo· .61J or 500 Fal/Nlght (between HE

.81·.95J

PRRT ONE:
I

JNEGOTIRTIONS WITH CLRIR
Upon reaching the gates to Arias, it'stime tofulfill part of your bargain with Ne!. Ahhough you don't

have to fully agree to help the Aquarians, you do have tosit through theirsoles pitch. Heed tothe

large mansion in the middle of the small town and go tothe Conference Room at the back of the

houseon the right. This is where you meet Clair lasbard, Nel 'sbest friend and the commander of the

AquariaRunological Unit. Aher brief introductions, you are assigned a guest room upslai~ (free rest

and a Seve Poin!) and dismissed for the night. At this point, you can explore the city, gather treas­

ures, or shopfor new equipment. When you'reready tocontinue, head back to the mansion and take

a rest in your room.

The headqUOrters of the Rquar,an

mllltarlJ aren·t hard to spot. ThelJ

a e I t e orgest house In town.

The lodging, In the Hon,ionremoln

1J0urs throughout the rut of the
game. ThIS moku Rr,o, a gr eat

stopouerPOint during monlJ port,
of thIS great quut. _



PRRT TllJO: NEL 'S
I

" ORNGEROUS MISSION
Once you go to sleep in your guest room in the Mansion, the event continues. It seems that an

important task has called Nel away suddenly. (Iiff isn't fooled by Gair'sdissemblingandcalls her

on the mission'strue nature. It'snow time to rescue your rescuer!

With Nel out of your party, it's time to reassess your battle strategies, especially ifyou 've been con­

trolling Nel. If you are unsure, you can switch between Fayt and Gill on your way to the Kirlso

Training Facility. To continue, leave the town of Arias by the west gate (across from thecemetery)

and head southwest through the Aire/Kirlso Hills. Once in Kirlsa, takethe firstlehand head south

to the south gate and the entrance to Granah Hills. The Kirlsa Training Facility is located at the

southernmost tip of the Granah Hills. Beware of the challenges that lie within, though.

810ckberrles

GETTING STAATED

CHARACTERS

MINI· GAMES ANO
SUB·QUESTS

PRIVATE ACTIONS

ITEM CREATION

ITEMS
ANO EQUIPMENT

~OOO

35000

68

5000

68

68

HP

HP

<;5000

8i'000

70000

1~96

1i'i'0

HP

1i'i'0

HP

/58

10 .

10.

~19

075

060

i'~3

Enforcer

li'~ ThieVing 5cumbog

Proctaieer

Super Noblemon

HONSTERNRHE

Storm 8rlgode ~16 1900 100

80gle SoldIer

8100d Honster

Glont Hoth /93 i'5600 i'500

HONSTER NRHE

Convlctor 107 ~5000 5000

O,re lIIolf 138 600 68

CompoundIng EIIHlrs

AIRE
HILLS

Elernal Sphere
Transporler Poinl I-------rt-­
(Ihls appean alrer
ME'Ta InGemily)

(0

Both Airyglyph and Aquaria claim sovereignty over the stretch of hills

that lies between Kirlsa and Arias. Each country wants this land for dif·

ferent reasons. Airyglyph wants ta plant crops in its fert ile soil, while

Aquariawannto minethe area for its resources. However, atthe present
moment, both kingdomsare resigned to shore the area.

BESTIARY



Vouno Shr,eker ~SB 1~!J6 6B

The Gronah Hills connects Kirlsa to the Kirlsa Training Grounds. 01 all the lands in the Kingdom 01
Airyglyph, this is the only one suitable lor agriculture. 01 course, the areas flat enough to plant are
small, few, and for between!

HP

6B

6B

iee«

HP

1150

Blockberrles

10,

33~

053

~,,
,:'-

C.\

AH HILLS

(I)

POlSonou /lIo

Elder Shr,eker 155 1~!J6 6B

Block Brlgode Sold,er

HONSTER NRHE

GRA

Chapter Flue

ChapterFour

The Kirlsa Training Facility was once an abandoned fort before if 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 inwhich hundreds of innocent men and women have been unjustly imprisonedand even killed.

Hog,col Berries Compoundmg El'Hlrs

., If

: ,

Blueberries

Cookmg Ingredients
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:", I
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KIRLSy\ TRAININ
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Inventor: MOJu

Arena

•

Prison

Devotor

I Training Area I

GETTING STAATED

CHAAACTEAS

BONUS DUNGEONS

PRIUATE ACTIONS

810ck 8rlqode SoldIer OS3 lisa 68

Horned /IIo/{ ne 1500 lie

ITEM CREATION

ITEMS
AND EOUIPMENT

MINI·GAMES AND
SUB ·OUESTS

leo

leo
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HP
e6~0

e6~0

11000

HP

o

~/3
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oe6
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Stmoer

Rmmoted Rrmor

Hecho{ ly HP e88 8800 sao

Hyper Noblelllon

8,wlq as;> e6000 13816

HONSTER NRHE

o

leo

leo

/00

HP
e6~0

e6~0

eeoo

HP10.

eeo

oe«
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Hyper Nobleman

HONSTER NRHE

RmmotedRrmor

800/e leader

l,~ord Han ~e6 eooo 116 Vendeem SoldIer ~39 13000 sao

Skeleton leader 396 1900 116

39/ S/OO /3816 • 8etween HE . 6~ - . 6S BESTIARY

Toad F,qhl er ~e6 eese 116

• 8etween HE ;>e .95

SoldIer 1600 lie



The Cuprite Kay opens the locked
door In the northeast corner on the
first f loor. InSide you'll find the ele-
vator ... and a surp.rls""el'-- _

Of course, you'renot the only one who knows

that the elevator isthe only way up to the 4th
floor. When you return to its entrance on the

lst floor with the (uprite Key, you find Hel

cornered by a group of Block Brigade

Soldiers. Defeat them to get Hel bock in your

party where she belongs!

The main goal inthe Kirlso Training Facility is to find Hel.However, before youcando that. youmust

travel up to the Kitchen on the 3rd floor to get the key to the elevator. It seems that the elevator shah

is isolated from the rest of the building by locked doors. Using the Cuprite Key. unlock the door on

the first floor and toke the elevator up to the top floor. The elevator is the only wayto reach the 4th

floor, which iswhere Tynave and Farleen are being held. The hope is that you'll run intoHel on the
way there.

THE ELEURTOR

ohll I' are Identical to the ones uou'ue fought IIIready . Shelby on the other hand IS a bulked up uar srcn

of the tandard soldier. HIS two special attacks are Ice Bre8th, which freezes Its target(s) and Giant SWing an

I ctncaliV charged SMe attack that does multiple hits If you get him between two of your charactllr • you By

pr- vent hi. fro pulling one of these off With the constant attacks For thiS battl , t r y haVing N 1 flgM fro

back line , pelting the enemy With Fireballs or dOing qUick attsck-and -run strrkes With her long. tronll attaCk

Naturally put her healing skills to use. keeping the two men on the front lin hllalthy.

dIfficulty with ttus battle IS the

hit I 5 e second In e con-

II af ft 9 reeVIng

011 Ollthou lin opportUnIty to heal

II fdre It 18rl Unlsss you're try-

g to C t th a Battle Trap es

d Ith tJle bat Ie It 's besl

ad Into \1'18 bsttle fOCUSing

I'll' l on the eotoUl-agll of three

81 cit BrIgade Soldlsrs before serIOusly fighting Shelby.

From the time you enter the Kirlso Training Focility to the time you leave, you must fight three dif­

ferent groups of Block Brigade Soldiers. Each bonle features the some enemy. olbeit in different num­

bers. so the strotegy you use for one should suffice ogoinst all of them.

THE OERL WITH THE BLRCK BRIGROE SOLDIERS

The firsttwo bcnles, ot the entrance of the focility and the entrance to the elevator room (both on

the firstfloor). pits youogoinst a group of three soldiers. Even without Hel, these bonles shouldn't

be too tough ifyou leveled up your chorocters 0 bit during the journey to the Facility. Since the Block

Brigade Soldiers appear in weaker form in the Gronah Hills area, use a bnnle against them to gouge

your readiness to enter the Kirlso Training Facility.

The Block Brigode Soldiers don't have any fancy special nrtcrks and rely merely on brute force.

However, they do seemto prefer to anack en masse, so don't let either one of your characters get

boxed inby them. You can use this lendency against them by anacking the squadron with Oill's mul­
tiple target Hammer of Might.

Cliff gets caught between t;;:;e-
Block Brigade Soldlers,,-. _

The final banle against these soldiers tokes

place on the 4th floor arena. Here you face a
squadron of four. Since this banle is the prel­

ude 10 the larger boss fight with Shelby, keep

tabs on the amount of damage you toke. Have
one character on healing duty during the bot­

tle to insure that you go intothe Shelby banle

with asmuch HP aspossible!

hepter Flue



Palmira Plains is a fertile plain that lies between Arias and Peterny. Its proximity to the river gives

the plain unparalleled fertility, as do the frequent floods that are responsible for recycling its sail.

•

• • •

GETTING STRRTED

CHRRRCTERS

BONUS DUNGEONS

60

HP

120

HP
3500

2300

2/5

319

usar« Inut; 262 2000 120

• Bel ween HE .25 - .BO

EL
HOMSTER MRHE

Horned Turtle

Scorpion

Jewel of Refuqe

Blueberries, :

" .,

PRIURTE RCTIONS

MINI·GRMES RNO
SUB·OUESTS

ITEMCRERTION

HP
5000

2000

35000

HP
10000

22000

B2000/5B

10,

~60

060

[onu,ctor 101 ~5000 5000

Yuon·I,

GianI Holh 193 25600 2500L
HOMSTER NRHf

Blood Honster

Enforcer

• Belween HE .B5 -.95 ITEMS
RNO EOUIPMENT

BESTIRRY



St eemed Bun 200 Fol

Blueberr.es ~S Fol

This walled city is perfectly positioned to connect the Sacred Kingdom of Aquariawith its two neigh·

boring kingdoms,Airyglyph and the Sanmite Republic. As a result, Pelerny is best known asthe com­

mercial hub ofthe Kingdomas well 01 the entire continent of Gai".

\,'10

310 Fol

~S Fol

PRICE

PRICE

35 Fol

PRICE

~oo Fol

IS Fol

120 Fol

,s' \
(.\ '

SAINT LUCIA

THE FLOWER

GIGANTOOR IUE

(I)

AqueberrlBS

SUMMIT STREET ARMORER [BETWEEN ME 1126-1132]

MAP COMPLETE: N/A

AqueberrlBS IS Fol

ITEH

Apple Pie

Blueberries

Bleckberrles 35 Fol

ITEH

Bleckberrles

ITEH

Cooking Ingred ients

Fresh Seae 310 Fol

Fresh Sege

TRADING TOWN
OFPETERNY

Chepter F,ue

Chepter Four

Chepter Three

ITEH

Besterd Sword

PRICE

750 Fol
LOUE STREET

Fine Geuntlet 700 Fol ITEH PRICE

Stluer Oegger 660 Fol Loquet JUIce 3050 Fol

Heeu~ Armor 950 Fol Gooseberrv JUIce 3100 Fol

AnOinted Cheln Mell 3500 Fol Pomello Jurc e Verleble

SUMMIT STREET ARMORER [BETWEEN ME 1133-1195] TWILIGHT HOUR OUTFITTER

ITEH PRICE ITEH PRICE

Besterd Sword 750 Fol Compoundi ng E" Klr s 120 For

Fine Geuntlet 700 For Cooking Ingredients 120 Fol

Slluer Oegger 660 Fol Slluer Ring 1750 Fol

Heeuv Armor 950 Fol Clone Generator 350 Fol

AnOinted Cheln Mell 3500 Fol Fr esh Sege 310 Fol

Scholer 's Bracelet 2750 Fol

Werrlor 's Brecelet 3250 For "The Front Ooor " LUKury Inn: 300 Fol (If Nel IS In your portYl/3000 Fol {If Nel IS not

In your portYl



RMEENR RND
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HE MRIDEN DF IRISR
When you first orrive intown, Nellokes off to

meet with her subordinotes ond (liff chooses

to look oround town, leoving Foylto his own

devices. Toke a look around the town, then

return to the center plazn and opproach the

stairs in front of the large Temple. This is

where you meet Ameena, a young girl who

looks olmost exoctly like Sophio Esteed. Uke

many young girls, her family and friends have

been torn apart by this war between Aquaria

and Airyglyph. As you continue to journey

throughout this land, try to help her reunite

with her best friend.

Registering With the GUild aist: prompts the flrst o[ many "Inuentor s Ruolloble "
announcements. Once a group o[ Inuentors becomes ouolloble through the gUild,
you can Dttempt to hire them through Fol payments or the eHchonge o[ deSired

I s. EachInuentor has hiS or her own riCe' It 'S u to DU to determine the rice .

SIGNING UP WITH THE CRRFTSMRN'S GUILD
Peterny, being the center of trade and commerce inthe Kingdom ofAquaria, is else home to the heed­

querters of the (raftsman'sGuild. 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 theland andremote licens·

ing and pagingservices throughout the continent of Gait!via their remarkablyadvanced (ampact
(ommunicator.

IlE~S

AND EOUIP~ENT

~INI ·GA~ES AND
SUB·OUESTS

PRIURTE ACTI ONS

BONUS DUNGEONS

1lE~ CREATION

...- ~~--------- ------- ----~----

Registering Dt the CrD[tsmDn's Guild
nets YDU the CDmpDct CDmmUnlCDtDr
Dnda new opt ion on the 1401nl4enu
screen . Use tni« to contact lUelch
and check on DII the new Inuent lOn
In ormatIon.

i: ' 'j I~~:~l~
~" .. ) . ~ I. . ,
.~ '.r-..- ' ,.

UieiCti VlneyDrd runs the shDw ;;­
Peterny. She'll be the mDIn cDntDct[Dr
DII things cDncernlng Item t reeuo«
thrDughDut the rest Df the gDm_e.__

While inPeterny, sign up atthe (rahsman'sGuild ifyou want to start usingthe Item (reatianmode,

Item (reatian playsahuge part in thisgame, so it's important to registerquickly sothat you can start

hiring lnventers, creating your awn products, and saon.The Guild helps out by providing 1000 Fol in
seed money sa that you can renovate the workshop across the street. Use the 1000 Fol as directed to

add asingle line to the workshopsathat you can slart creating.

Since the Peterny workshop only has (aoking

equipment, you must invest your awn money if

youwant to expand its facilities to any of the

sevenother types of Item (reation (Alchemy,

(ompounding, (rahing, Engineering,Smithery,

Writing, and Synthesis).Aher you start recruit·

ingInventors, you can sendthem to any of the

tawn-based workshops you've encountered or

transferthem to the warkshopin whichyou are

currently working. For mare detailed informa­

tion on how Item (reation works, check out
(haplerSeven, "Item(reation:

BESTIARY



The Sanmile Steppes isa semi-arid plain that runs between the Kingdom of Aquaria and the

Sanmite Republic. Be<ause 01 itsproximity to the mountains, the ahitude of ihe Steppes varies

greatly, anraeling different types of monsters depending onIhe area. Currently, this area seems

to be overrun with thieves. Could Ihey have anything 10 do with the Moonshadow Clan?

HP

3000

1i!0

600

60

~SOOO

i!6~0

3000

HP

3600

10000

) Cookmq Ingredients

Perfect 8ernes

: ,

Schwelmer 3'8 16800 I~OO

(t)

Lady 8eost i!Si! 8600 ~OO

Legion aragon i!S~

LIlord Ufornor i!63 3000 160

Hoonshodow Clan lIember 300

R~e 8eok 03!!

Horned Turtle i!16

HOlmER NRHE 10,

Conulctor lOS Si!OOO I~OBO

Grophlos Z03 3000 Ii!O

H~col1ld 30~

TWO SETS OF MONSTERS

Ufoter Stnder ~SO i!800 1i!0

• 8.tw~ n Hf .i!6 ,SO

HONSTER NRHE 10. HP HP

80SlIIsk O~I ~5000 5000

SANMITE
STEPPES

You may nalice thatlhere are two sets of enemies inhabiting the Sanmite Steppes. The first set (the

easy set) lives on IhePelerny sideof the Sleppes. The second set dwells inthe highland acrass the

bridge near Ihe entrance to Sur/erio. These monsters are a Iinlemore fierce but easy to dodge if

you wont to head over10 Sur/erio for avisit.



ITEMS
AND EOUIPMENT

BESTIARY

GETTING STARTED

CHARACTERS

" ,.

SmIthery "IoterlOls

R,pe Berr,es

) Sm,thery "'oterlols

Blockberr,es

o
o
o

Blackberries

Wind P,,,,e

Rlchemy "'oterlols

"logIcal Berries

Compounding EI,H,rs

Trading Cord EHS

o
D

o

" ,
, ..

Heouy Rrmor

Compounding EII",rs

Crafting MaterIals

aW ,m2i'1)

DUggU5 Forest ishome to many medicinal flowers and herbs, including the rare Palmira flower used inthe creation of

the popular Palmira'sWishing Charm. This forest has retently become home to the Moonshadow aan, agrowing band

afthieves that preys an the neighboring city of Peterny.

IZO

16~

16~

UP

Z6~0

360B

3000

HP10.

06~

\ \\'0

PUllP I 01 350

Rau,tch 3S~ 3608 9000

Bogle 'ald,.r 076 Z900 16B
,.

"
098 ~OOO 16B

."
Z3S 3~00 168

"
HaanshlJdaw Clan He ber Z99 ZZOO 100

80gle Leader 06B 3Z00 ZOO

Haanshodow Clan Hember 301

Hudman 303 BOOO SOO _

"Ioonshodow Clan Hember 300 Z6~0 IZO

DUGGUS
FOREST



Chepter Three

Chepter Four

Chepter F,ue

THE GRRPEBINO PROBLEM

Upon first entering Duggus Forest, you are

faced with a conundrum: Many of the paths

are blocked by what appear to be sentient

trees (they have faces, oher all). Approach

one and examine it. Nothing happens, right?

Keep exploring the forest and yourun intoa sickly Fairy who needs some super-hashspring water

to revive her spirits. Lookfora glillering 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 glillering one,

quickly grab the water. Examining the spring indicates what kind itis: Boiling springs are red in color

and steamy; Gushing springs are greenish·blue and aquatic plants are visible growing down below;

Glillering springsare bright blue incolor and oeluolly glimmer.
RlternotlVellj. ljou can trlj to dodge the boulders by ducking Into the uegetotlon
on the Side a the oth as they r oll blj.__

Roger may be a little guy. but he IS
determined to proue hiS worth In

bottle

Ultimately, whether you choose to recruit him

or not depends upon your personal prefer­
ence. Roger S. Huxley ~ one of the four char­

aelers (along with Nel, Albel Nox, and Peppita

Rosselli) who you can rheose to fill 'he two

alternate slots in your party roster. At this

point in the game, Roger joins the party tem­

porarily (until you find Ameenol. so it'sworth

taking him on a "test drive: Just remember

that you don', have to recruit Roger when the

opportunity presents itself later on. However,

ifyou decide not to toke Roger with you dur­

ing this even', you will nofhave the chance to
have him as a party member-either tem­

pororily or nof.

ROGER 5. HUXLE'r

Since Roger's position With your

party IS only temporary. you might

as well toke him alan .

Hallway through the trek in the course of the

Falling Rocks seelion of the Duggus Forest,

you find the Moonshodow aon's Hideout.

Inside the hideout is one Roger S. Huxley, a

young Menodix from the nearby city of
Surferio who'sconstantly gelling into trouble.

This time, young Roger decided to infiltrate

the Moonshodow aon's hideout and steal

something belonging to the Chief. When the

bandits caught him, they locked him inside a

cage until they hod the time to deal with him

further. Now that you are here, you can

relecse him from his prison and adopt him es

a member of your party.

The Falling Rocks area of Duggus Forest is

aptly named. While venturing along the path,

watch out for traps set by the membersof the

Moonshodow aon. These traps areprelly emy

'A spa', so just look for areas where the path
skirts alongside a lowcliff or any elevated

place where on enemy could store boulders to

push down on unsuspeeling travelers. If you
get hit by any of these boulders, you're

returned 10 Ihe beginning of Iho' segment of

the path. To ovoid the falling rocks, hug the

sides of Ihe path and especiallythe cliffs.

WR TCH OUT FOR FRLLlNGROCKS!

Once refreshed, theFairy offers to oel as a guide, revealing which trees are oeluolly the hibernating

Gropebinds. There are eight of these trees throughout the first two ports of the forest. Defeolthem
all for the experience points. They aren't that difficult, especially ifNel has learned Shadow Wove.

Shadow Wove reuses HP and MP damage, making itemy to "MPKill" the Gropebinds in about three

or four ollocks. This is important because their special ollocks can be quite deadly, especially the
10-hn comboI



OONSHRDOW CLRN MEMBERS
Thl battl occurs In till! middle orf Melfi went 28, bellore you free Roger

from his c ge These Moonshado Clen Member s ar8 basrcatly Identlcel to

thl ones you fought eerlier In the Grapeblnd erea of the forest . Use sun­

rler hetlc hire 85 pcu used In thll preurous fight

DNSHRDOW CLRN CHIEF

rr-om afar or tries to atrlke hIm with hal' magnlflcan

u etteck

THE MISTY WOODS

When you firstenter the Innermostoreo of Duggus Forest, it isshrouded inon impenetroble white

fog. While thisfog exists, you connot enter ony of the niches oround the perimeter of the oreo. Ifyou

onemptto do so, you will be thrustbock to the middle of the field.

iiiin 't trll to explore thIS area whIle the fog "iSii'ro und. Just go straight [or the
Hu m n's I II'

To dispose of the white fog, you mustdefeot the Mudmon inthe onlypossobleniche atthe north end

of the field. From the entrance of the area, head west, then turn north at the Gropebind. Once the

white fog dissipates, you can access the entire field and complete your quest.

GETTING STRRTED

CHRRRCTERS



Muel an epecral attacks consrst of the Mud en Punch Mud en Brit t

Ind the POI enous Punch The t D Mud en attacks dram the terglt 5 Fury

hIla thll POisonous Punch can Inflict pmson on Its target To pr •

v nt the attecks frolll lending constently .tteck the Mud en 0 reatlng thl Muel lIIl ciller til

hi Inner ost area IIf the DUQllU9 Forest, eking It possible to Bxplorl thl erIe fullll end find R • nl

Ih Mud en IS another earth ele sntst -tppe on Sf' This onl tek,. ttll

for of a hu an- shaped pool of uel that he decent speed and rln a-not

o III ntlon po er If a charactar gilts s eckll'd Ith the uel an !I gll~entlc

hands he Dr she ill Incur e slue de ege In additIon Itch out for th

5 po rut IlIrl md-tup ettack

JRE5CUlNGRMEENR!

RIter locating Rmeeno, Ijou are outomoti colllj transported bock to her home In

Peterny.

Aher defeating the Mudman, head directly to the niche to the west of the Mudman'sspring. Ameena

ishere inthe middle of a f1ower·filled grana. During the cutscene, you are automatically transported

back to Ameena'shome inPelerny. At this time, Roger leaves the party and returns to Surferio. Aher

this event, youcan go to Surferiaand recruillhe young Menodix for a longer--illthough stilltem·
parary-periad.
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BESTIRRY

Rquaberrtes

20 Fol

PRICE

350 Fol

20 Fol

PRICE

310Fol

350 Fol

310 Fol

"The faerie Tear"
Ge era! Store

Inventor: CluDeo

RRP ID RRBB IT

THE FRERIE TERR

Sege

Bas,l 20 Fol

ITEH

BaSil 20 Fol

Sege

Lauender 20 Fal

Clone Generetar

Lauender 20 Fol

Clone Generetor

'TEH

Fresh Sage

Fresh Sage

THE MECHRNIZEO SOLDIER

When yau first arrive in Sur/eria, examine the
dilapidated robot in front of the Villoge Chief's

House. It is on old mechanized soldier thatwas

used in the ancient Aquor·Greeton war and is

an example of Greeton'stechnological superi­
ority over the rest af their planetary neigh.

bors. Keep this robot in mind, because you

might be able to resurrect it later inthe game

ifyou can get enough Engineers and a set of

Blueprints.

You'll knalll IIIh,n lIau find an, of th,
lIu,n tr , a.urll from th, Rncllnt
Book. R, m, mb, r, thll' ,t,m. anlll
app,ar 'f lIau r,crUit Rag,r and g,t
th, lIt of Rncllnt Books .

LOCRT/ON
Du us Forrest Innermo.t Aree

RNCIENT BOOK TRERSURES

o. : :

'TEH
He Ith Barr.u

:.,

BOOK
Book I

S,rlou"I/. It', a goad ,d,a to recrUit
anll of th, ",g,b', Ellcaar,an. during
th, f,r.t part of th, gam,. Eu,n 'f
I/au n,u,r UII th,m In mar, than an,
battl,. ,t /I a goad ,d,a to ' " IIIhat
th'lI p'lali I,k, .

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

tiol islandinSur/erio. To recruithim on a temporary basis, you must have token him intoyour party

during theeventsinthe Duggus Forest. If you didn't, thenyou've lost your chance to recruit Roger at

anypoint inthe game!

On your arrival, Roger is bragging to his fr iends about his latest exploits. After sening him straight,

you can have him in your party until the end of Chapter Three. Recruiting him has its advantages.

Roger has aset of Ancient Books that hint atthe locations of seven rare items. You have until ME

#61to find the items. You will run into sixof them while completing tasks associated with the story·

line. The seventhrequiresthat you to enter on optional dungeon way before you'reactually prepared.

The items and localians are revealed inthe fallawing section. (For mare detailed infarmalion, check

aut Chapter Six, "Mini·Games &Sub·Quests.)

LOST CITY OF
SURFERIO

MRP COMPLETE: N/R

(II

RECRUITING ROGER

The city of Surferio hos on interestinghistory as the former

capitol of the Ancient Kingdom of Aquor, the kingdom that

eventually split up to become the Kingdomsof Airyglyph and

Aquaria. When the city sank into the sea at the end of the

Aquor·Greelon war, it becomehome to agroup of humanoids

who are suitedto living underwater. At the present time, this

city is port of the Sonmite Republic.

Book ~ Strength Berr,es AnCient RUins or Mosel. B2F
Suled Cauern

Mounte,"s of Berr Part C
. I, ; If 0' ' ::., : :

UrSls Laua Caue
I , I' .
Rsbb,t Ears Chsl,ce

Eluen 511 er

Intallect B,rr,eBook 3

:., .Book 5

Book 7



I Surferio Annex I

(tl

\ \\' 0

IRISA FIELDS

This pleosont expanse 01 plains lies between Pelerny and the Sacred Gty 01 Aquios. Follow the ancient

nee-lined rood along the riverside to lind a small glade Ihol'shome to the enlronce 01 the Aquatic

Gardens 01 Surlerio. This narrow sliver 01 land would conned Aquios with Ihe Sonmite Steppes and

Surlerio, ililweren'l lor the broken stone bridge attheend.

CheplerF,ue

Chepler Four

Han trao ZBO ~OOO 17Z

Romper Bot 37~ 37B~ 17Z

War Chamellan

• Betwun HE .30-.BO

Hp

17Z

37B~

9000

) Jewel of Blertness

HP
37B~

37B~

360B

10.

Z~O

3S~

SyntheSIS l4atenals

:, ,,.

HONSTER NRHE

Rav/teh

Ll6 Raulteh

TWO MRP COMPLETE PRIZES

ENTRRNCE TO R HIDDEN DUNGEDN

Thisarea is unusual in Ihot you get Mop Iomplete prizes lorcompleting themops lor each01 the two

areas. However, if you haven't won a Mop (omplete, the SurlerioAnnex piece is very easy to tom­

plete becauseit isboth small and uninhabited by monsters. Give it a try! The addedspeedboost that

the 1/ 144Scale Bunnyprovides isveryhandy inbottle.

KIller Hath Z3a IBoaa BaD

Yuan· t I ~6a zzaaa zaao

~aaa

Hp
zsaaZS60a

HP

6s0aa

10.

193

3~6

HONSTER /tRHE

Proela,mer

GIant Hath

• Belwun HE .BS·.9S

The BquatlC Gorden of Surferla can

be a deadly place If your party Isn't

st rong enough. Try taek lmg th IS dun­

geon tn Chapter Three a the ame,

The Surlerio Annex port 01 the Irisa Fields is

home to the entrance01 the optional dungeon,

the Aquatic Gorden of Surlerio. ReIer to

(hopter Four, ' The Bonus Dungeons' lor a

walkthrough 01 Ihisdungeon. It's reternmend­

ed that you save thisarea until belare or after

your trip to the Shrine 01 Koddon in Chapter

Threeof the game. At this point, you can hen­

die the enemies Ihot dwell in the Aquatic

Gorden wilhsome ease.



The city 01 Aquios is located inthe northern region01 the conlinent 01 Goin. It is the capital althe
Kingdom 01 Aquaria and home tathe Queen and the Church al Apris. The city is built araund the
lavely Castle Aquaria. The castle serves as the home lor the largest, most advanced runolagjcallab
inthe kingdom, but alsa the Great Temple 01 Apris, a sacred site lor devout pilgrims.

BESTIRRY

ITEM CRERTION

ITEMS
RNO EOUIPMENT

MINI·GRMES RNO
SUB·OUESTS

PRIVRTE RCTIONS

GETTING STRRTED

CHRRRCTERS

'f I.

'f If

Compoundlllg fll",rs

21 "

Fire Sh,.ldlng

12

Compounding f"",rs

Cooking Ingredlenls

'I If

• . 2

:J' I

Jewel of Rlert ness

17.

Synlhesls "'olerlols

Synlhesls "'olerlOls
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MRP COMPLETE: N R
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SACRE CITY
\
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Leuender 20 Fol

Clone Generetor 350 Fol

20 Fol

20 Fol

PRICE

1750 Fol

120 Fol

IS Fol

PRICE

950 Fol

~OO Fol

PRICE

660 Fol

750 Fol

120 Fol

DIMA 'S BAEATH

AlAE 'S BLESSING

EAIN IA'S HAMME A

Besll

ITEM

Compounding EIo.,rs

Silver Ring

Apple Pie

AqueberrlBS

ITEM

Cooking Ingredients

AnOinted Cheln Mell

Besterd Sword
ITEM

Silver Oegger

Bettie A.e 600 Fol

BlueberrIes ~S Fol

Heeuu Armor 950 Fol

Bleckberrles 35 Fol

Fresh Seqe 310 Fol

Fine Geuntlet 700 Fol

Steemed Bun 200 Fol

Cooking Ingredients 120 Fol

' So/on's GUidance" Inn: sao Fol/nlgh t

Chepter Flue sege

Chepter Four

j R MEETING WITH THE QUEEN
The whole purpose for coming 10 Aquios is tosee the Queen. Aher completing your errands intown,

head to the entrance of(ostle Aquariatomeet with Hel.What heppens next is the first oftwo "fol·

lowing" exercises Ihot you'll encounter inthe game (the s8<ondone occurs during ME #52with Woltor

in Airyg~ph (astle). Helasks youtofollow her tothe Queen'sAudience Chamber on the second floor.

Unlessyou wont toincur the wrolh ofyour party through the PAs nssodcted with thisevent, go ahead

and walk alongside Hel. Follow her to the start ofthe staircase, followed by the second floor, then to

the enlronce ofthe Audience (homber. Don't worry about exploring the castle, yet; you 'll have plen­

tyof time oher youmeet the Queen.

Nel o,ks UOU to [allow h,r to t-h,- ­

Rud"nce Chomb,r on th, ..con.!1Jloo.f:...

RGREEING TO HELP OUT

It should come asno surprise when Fay! agrees tohelp the Kingdom of Aquaria with their problems.

However, itdoes start a newquest tocomplele. Howit'soff tothe Bequerel Mountain Path and the

Bequerel Mine. Before prD<eeding, however, check in with (lair Lasbord inArias. She'sproviding the

manpower and transportation for thismining endeavor. Look far Gair and Iheteam atthe north gale

ofArias. Before you venture into this dragon·lilled dungeon, make sure your preparation includes

plenty ofBasil and Soge since paralysis and petrifodion are a big problemin theMine.



ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRV

PRIVRTE RCTlDNS

MINI·GRMES RND
SUB ·OUESTS

GETTING STRRTED
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Trodmg Cord EX3

Fire P,x,e

Blackberries

) Compoundmg ~oterlols
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Rlchemy Mat er ials
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Croftmg Materials
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6000

10.

10<

cOB

113
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£REL7MINE

liar Chameleon ~~6 37B~ 17Z

Killer Treont Z3Z BODO ~OO

CockatrlC

Bross Oro on OB6 5600 SOD

Harpy

Romp Bot

Feral Dragon 166 7050 300

059

1mIlIl!iii:.=

Abandoned Refinery

BEQ

On the Bequerel Mountoin Poth, neor the fork thalleods to Arios, lies the
entronce to the Bequerel Mine. This mine belongs to the Kingdom of
Airyglyph ond used to produce enough copper to support the kingdom's
finonces. However, due to excessive mining 01thot time, the copper ore
hos been strippedfrom 011 but the deepest oreos of themine. Complicating
mo«ers are the many dragons that have mode the mines their own. Now
it is saidthal onlythemost foolhardy would dare enter the mines!

O- -f:·J



B,fore you can entar the Bequeral Mine you II1US dispatch tha an II so!

dl rs guerdlng the door These flYing troops can be deadly With Utelr OIl

Ing brellth attacks. In addition their height aboua tha bettlaf eld put

them out of ranga of some popular attacks (like Hal' Shadow WllU

Inllt ad u e ho Ing type attack or Allrlal Jumps, or try freeZing them WI

I Ie Ollgg rs llttack or the Sf II r Ice Neadles spell If you fra %6 U

o the and hft fu Ith e phYSical attack, It s Instant deeth l I IS a q ck

lind III y ey to get dispose of a pesky enemyl

Chapter Flue

Light o{ any kind causes th iS door to
shut. When the r oom IS pitch block,

you can walk th rou gh th e door s

uns en.

Ught, and the absence of light, plays a large

part in the puzzles that occur in the fi~t two

parts of the Bequerel Mines.The first puzzle is

in the large chamber paslthe dark interset­
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 itconnects the two terrh­

es in a straight line. When done correctly, the

door into the maze section opens,

The nexllight puzzle occurs in the final room

of Part 1. Use the Key to Barred Door to enter

the room, then extinguish all the light sources

(i.e. unequip the Ughtstone). Head into the

darkness toward the exit an the north wall. If
you approach this door with the Ughtstone

equipped, the door will dose in response to the

bright light. If this occurs, leave the room to

reset the puzzle.

LIGHT PUZZLES
The Bequerel Mine is a dark place. There are

several torches in the Ii~t part of the dungeon,

which you can light to help you on your way,

but itquickly becomes obvious that you need

something mare stable, more reliable, and

more portable! Enter the Ughtstone! This glow.

ingstene, which only Fay! 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.

The{Irst group o{ Br oss Dragons

comes {rom the room With a barred
door. north oJ the entrance"", _

The second set of bcnles is against three met­

ley groups of Brass Dragons, War Chameleons,

and Blood Bats in the dark iatersenion right

aher you leave the fi~1 Brass Dragon's lair.

Once again, this isa scripted bailie, so you

can't escape il even ifyou'realready wearing

the recently acquired Ughtstone to dispel the

darkness.

Finally, the third Brass Dragon is found in the

maze section of the fi~t part of the Bequerel

Mine. You must chase itdown and defeat it

before you get the Key 10 Borred Door that

leis you into the second part of the mine.

Since these dragons are land based, you can

hit them with any allack you choose.

However, watch out for their ability to para·

Iyze opponents with theirshock breath, If a

party member ends up with this status effect,

heal them with Basil or another Paralysis nnfi-

dote, You do not want to end up in asituation where multiple party members are paralyzed! In addi·

tion, avoid those rolling boulder hazards! The Brass Dragons inthis scripted bailie also appear else­

where in the dungeon.

There are sev a «esiers during which

you'regoing to run into suipted ballies with a

group of Bross Dragons. The first Brass

Drogons appear neor the start of the dun­

gean, behind an unlocked barred door. They

hold the Ughlslone, an important accessory

for this dungeon. To acquire the item and

move onward, you must defeat them.
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Once you'ue e"tlngu,shed the fights by the two doors you oren ·t USing, you can
sorely walk throu h the one you wont.

It kl~ to aunrd p trirectrcn during this fight H8ue some Sage In ~our Inuentory to cure snuone lIIho gets stuck

U/11tJ"I till 81llEly If 1111 thrlle pllrly Illamb!lrs end up turned to stone It s GlIml Ouerl HOUllluer, If the pllrt~ ke p

thl Cocketrlce bus~ defending Itself from constant ettsck. uou U/III hop.full~ b~pllss this status effect end aim

th bettl In good tuna .

Upon entering the second pori of the dungeon, you conre-equip the lightstone but only for 0 short

while! The next area features a similar Iight·bosed puzzle as the one you just solved. In the large
chamber tothe north of the entrance to thesecond pari, you'll findthree doors, eachwitha light

source shaped like a dragon's head. When you enter the room, all of the doors shut and you are

plunged intototal darkness. Head toward the middle of the room and look for a circular medallion

on the noor. Slep on the medallion 10 turn on the lights and open the doors. The doorsinthis room
shut whenhit withyour shadow.The three lightsourcesinthe room createthree shadows, so Ihe trick

is to turn off the two Iighl sources near the doors you aren't going to use. This leaves onlyone light

sourceand one shadow, positioned directly behind you, whichmakes ileasy to leaveiheroom with·

out making ihe doors shul. You can even leave the lightstone on for this puzzle!



MRP COMPLETE: N/R

Explore the heart of the mine freely for capper ore. Look along the north wall for a seam! When

you lind it, follow Ihe train lracks out of Ihe tunnel 10 Ihe wesllo Ihe Abandoned Factory located

on an enemy-infested patch of land outside the mine. Inside the Refinery, Ihere are two Aquarian
soldiers standing guard over a couple of mine carts. Talk 10 the one an lhe right to lake a nap,

while the ethers work to refine and pack thecopper for the Irip back to Aquias. When you awake,

talk 10 Ihe soldier on Ihe left to take ihe mine cart to the mine entrance 10 that you can help guard

the wagon full of copper.

~,,
, i"-

e..'
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THEABANDONE
REFINERY

Chapter Flue

Chapter Four

Look {or t he copper along the nor th wolf When you hIt the seam. a cutscene

storts.
Rlt era short r est, toke the hauler bock to the mlne's entranc e.

THE RETURN TRIP
Surely you didn't expect the Irip home from

Ihe Bequerel Mine 10 be easy? Before you gel

tao for away, a group of Airyglyph Soldiers

appears boeked up by the fierce Demetrio.

Further dawn the path on Ihe way 10 Arias,

you run into Albel Hox. These are lough bat­

tles, made worse by their dose proximity 10

one another. Since there isa break inbetween

the banles withDemetriaand Albel, heal your

charactm with items or head back into Ihe

mine and use the shorlcut to relurn to ihe

Abandoned Relinery where you can rest for free .

If you sustained a lot of do;;;age
during the f Ight wIth Demetno. toke

the hauler bock to the Ref inery and

r est belo re r eturn ing to Rrlos .

After dearing lhe way of enemies, head 10 Arias

and check in wilh Clair and the others before

continuing back to Aquios.
,., .....

"~l" :1~, l, ' . .' J
\ " . ~~..

Rt the end of the bottle wIth Rlbel, It
becomes euen more Impor tant to get

bo k to Rqu,os with the copper.
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a consecutive battles 50 lIIatch

ough Hes very fast 811d has two powerful special attacks : Charge

r Sia h Dnc agam take out the entourage first [so that they don t

I roup attack agalllsl Albel] then try to squeeze Albel In between

ch.r cters If you cen keep til he med III and reeling from can

Jill you can pile on the de age lDlthout fear of hi gettmg

url1lng the Ida

on Dragons are basically Identical to the two you facad at the

rt of this trek while Demetrio IS the beefed-up uer sten . The dlffl­

ell V in thIs flght lIlS In the fact that these nYlllg soldrer-s can be dlf-

cuI a hit Use hOIllHlg spells/attacks like Hel's Ice Daggers or oves

the dragon aunts out of the sky Dispatch the Legion

h gang up on De etrrc lIIatch out for their Searing

at cks and the Master Co bo

au h D ge e BalUe Trophy associated Ith tnrs battle . To cia so

agtng bo bs Ith only 26DDMP. ttus IS Rlbel s Rchllles heell

of II good Engineer Will limit the strength of the bnnbs Stick With th EM Bo b MP or-even bet­

rue stuns the ene y 10 addition to causing MP da egll Nlill forc all en rae rs to

.J a-nd choon one to control In olher words only one character can partlclpete In the battle and, to be safe

s au d u your ao bs 0 kill the entIre group . If you get trus Battle Trephy you r elly ara e mester player l

LYPH SOLDIERS

TRIO RND HIS TWO LEGION DRRGONS

BEL NOH s BLRCK BRIGRDE SOLDIERS [H2]



Rfter the brlefmg, prepare for your port m the upcommg bottle {thmk boss

f Ight WIth Va''}, then head up to yourguest room and sleep. In the mornmg. te/l

ClaIr that ou're re d to start the bottle.

CHECKING IN WITH THE TROOPS IN RRIRS
To start the Airyglyph-Aquorio War, head 10Arias and speakwilh Oair inthe (onference Room01the

Lord's Mansion. You are told tomake preparations and rest in the guesl room. Whenyou'reready,

return tothe (onference Room and tell Ooir that 'Yes' you are ready.

..." .

The uOlCe that seems to st nke terror m tiiBiieor t 01 the Queen's odul~

Al Ihis paint in the game, you can recruithim

on a temporary basis. If you need a dedirot·

ed magic user, then Adroy's your man. The

mosl compelling reason for taking Adroy now

isthat you have 10ifyou wont toseeIhe cou­

pled ending withAdroy. Ifyou don't odd him

toyour party here, or yau missthe scene alto­

gether, your next shot 10recruitAdroy comes

in Ihepter Five.

II, .-. . i
i~·

~1

How can !lou r ef use that fa ce?

RORRV LRSBRRO

PREPRRRTIONS FOR WRR

Two old frIends appear at the
entrance to RqUlos upon your return
[rom the 8equerel Hme. _

Before heoding to Arias10joinihe army, return tathe Oueen'sAudience (hemberone last time. Here

you 'll meet Oair'sdad, Ihe infomous Adray Losbard. Adray is a fierce Runologisl warrior, who com­

bines his vosl knowledge of magic with a love lor swordplay. Unfortunately, his unbounded enthusi­

asm tends to put people off and the powers-that-be in Ihe Aquarian military try their hardest tosend

Adroy on missions that require him to be out of the country for long periods of time.

Bock inAquios, iI'slime 10stortpreparing for the worIhot is soonto come. This is 0 good lime toc1eor

up ony loose ends by cotching up withPrivote Actions, recruiting Inventors, etc. Once you checkinwith

Ooir in Arios, your freedom of movement is corrolled until the end of the Airyglyph-Aquorio wor.

ChepterFlue

Chepter Four



The battlefield 15 crowded With

fight ing soldiers. The cto eer you gilt

to the Rlryglyph Side, the mare son­
geraus the traaes became.

GETTING RCROSS THE BRTTLEFIELO
The gool here is to trovellrom the AriM sideof the
bo"lefield to Vox'slamp by the Kirlso Gales. Sime
you are going Ihere 10 IOnfront and, hopefully,
defeat Vox, don't getlaughl up in 100 many ba"les.
In many ways, Ihis is eosier said than done. The
"fogof war" is quite literal here,limiting your sighl.
During the fi~t half of the journey, be on the wotlh
for loot soldiers. The ones already engaged in bot­
tle are no problem; iI's the ones looking for foes
that you need to guard against. As you draw doser
10 the Kirlsa Gates, keep on eye out for the lelltole
shadows of dragon-mounled seldiers. At Ihis point
in Ihe game, ifyou 've been keeping up wilh Private
Actions and Inventory, you've probably traveled OUMS the Aire/Kirlsa Hills enough 10 have the route
memorized. If nol, refer 10 Ihe mops 10 ovoid gemng lost in the hills' nooksand uannies.
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MAP COMPLETE: N/A

The area hasn't ph~lolly lhonged between Ihe lirstlime you visiled here and now, during the war.

However, during thisone event alog obslUresyour vision and tons01 Airyglyph soldiers liII the lield.

The slight lhonge 10 your angle 01 view doesn't make the trip any easier.

VaH ~~S 30000 eoooo

ITEM CREATION

ITEMS
AND EOUIPMENT

MINI ·GAMES AND
SUB ·QUESTS

BESTIARY

PRIVRTE ACTIONS

h'!l battl. a (hsml ses hiS ntoureg

lIIeens thllt you cen concentrete ell

he 111m. IS capped

rW IIIl1r between feud·

end II bIg bettIe

Beslcetly

up uers on of

"ping I on the beck lrnes elso enable you to use her

s If YIW eep P slm hi on a co 5 ant basis ho •

III 0 dll uc Rnd eue f he doe get allley ro

us 109 II tecks [like Ice Oeggers) ccntmus to pile

on he de B II un II your front line gets close enough to engage him egem



MRP COMPLETE: N/R

ro

R new characler orrwes .

DOle the lituotion with Ameeno ond Dian

drOWlto itssed tendusien, 0 new nililcrises.

Heod to the Audienle (hcmber in the (oltle

ond find the Queen.

The Itunningtondusion10 Ihe Airyglyph/Aquorio war hes Iefteveryone Ilunnedand indsbeliel.
When Fay! wakes up, he's balk in his room at (oltle Aquaria in AquiOl. Before you Ion stert

explaining what happened on the bonlefield to the Queen, you mustdeal with Dian and Ameeno

firl1. Slorl by lhelking on Dian in his room in the (ollie, then venture into the lily totheek on

Ameeno in Ihe Inn.

Before Itorling the next quest, however, toke

lome time 10 get your newesl porty member

outlined ond reody to go. Morio Troydor ~

interesting bemuse she hOI both melee-type

ottcrks ond mid-to-long diltonle gun onolkl.

In mony woys, she~ verysimilnrtoNel; Ilrong

ond powerful but not duroble enough towith·

standIhe types ofhillthot melee Iighterl like Cliff ond Foy!toke with ease, In oddition, it'l eOIY to

rreete (onlel Bonuseswilh Morio right from the stcrt, Simply let her Aiming llevke bOllle skill in both

the weok, long ond Itrong, long positlons ond Iwitlh berk ond forth between the Xbullon ond the

Circle button while her Fury points lest, With Berlerk mode on ond 0 full Fury gouge, it'l posslble to

gel her up to 250%or more with eesel- ---------fHp'lanallans WIll have 10 wa,11

AFTER1\!\ TH OF
THE \\!, R\ THE RETURN
TO QU IOS



The Reto,1 Robb,t In the Sealed

Couern sells replacement
O,slntegrot,on Hammers.

When the O,slntegrotlDn UllndoUl IS

open. breakable areas are hIghlight ­

ed In green . lIke the spot shoUln In

th,s screenshot.

To break the highlighted block!s), press the X

buncn and move aut of the way. Disintegrating

a block usually causes a chain reaction of

falling bricks, rocks, and so on. If Fay! gets hit

with any of the debris, Ihe area is reset and

Fay! relurns to its entrance to do it all over

again. Once Ihe initial block and resulting

debris dissipate, itis safe to enter the passage

you've just uncovered.

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 bunon to call up

the Disintegration Hammer window. While the

window is open, a green outline appears

around the "disintegrable"parts ofany cracked

wall you'restanding by. If you don't see any

green blocks, then you are nat standing in the

correct place (i.e. move around a linle bitl) or

you cannot break through the wall.

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

an specific walls. Areas an the map with trees­

ure that requires the Ring of Disintegration

cannot be accessed with the Disintegration

Hammers. The Disintegration Hammers are

one·use·only items and you can only carry 10
of them ata time. The 10 Hammers given by

the Priestess should enable you to do every-

thing you need. If you run out, just look for the

special Retail Rabbit in the Sealed Cavern to buy more.

SECRET PRSSRGES RNO
/ STRRNGE HRMMERS

The Pr,estess blj the ent rance to the secret passage has on Important tool to
pass along.

If Ijou Ulont to use "'or,o In Ijour portlj r,ght OUlOIj. IjOU can make both of these
weapons th rough Item Cr eot, on. Each one 's a b,g step up from her default

"' ,crobloster.

Unfortunotely, Moria starts 011 her lenure wilh a very weak gun. Unless you can access the Retail

Rabbil inPeterny and buy the Blaze Gun, you are stuck with her Microblaster until you either creole

one through ltem Creation or defeat the Blue Zombie Dragon in the Barr Mountains and get the Pulse

Gun. The Pulse Needle is easy 10 create using Fay!, Oill and Maria (look for a cost around 1100 Fall,

butlhe mare powerful Pholonic Blaster may be astretch for your team'sabilities and pocketbook (the

cost is around 5400 Fol).

To access the Shrine of Kaddon, the Queen has given you permission to use the secrel passageway

that the Royal family uses. Head 10 the Great Temple of Apris and let Nel cast the spell needed to

reveal its entrance. Before you descend the staircase and startlhis next quest, speak to the Priestess

standing nearby. She possesses an unusual item that you'll need to get through certain spots in the

Shrine: Disintegration Hammers.



ITo Costlt A

THE MOUING BLOCKS

SEALE
CAVERN

The Seoled (avern is port of the serret passage between (astle Aquariaand the Shrine of Kaddan.

However, il has been a long time sime the Royal Family took Ihis palh 10 the shrine and the dun­

geon is full of monsters, hidden rooms, and broken machinery. To get to the shrine'sentrance, you

need the magical Disintegration Hammers inyour invenlory!

Chepter Flue

Chepter Four
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FlumQ Rrmor 17Z flOOO 1000

e Z76 6500 8900

The Sealed Icvern looks like it hasn't been used in a long lime. The machinery key to progressing

through the dungeon has been turned off, the entrames to key rooms have been bricked over, and

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

machinery (which tokes the form of moving sets of blocks) are hidden in statues of ancient soldiers.

The first lever is in the northwest corner of the Bronze Brute room.This lever turns on ihe row of blocks

suspended over the hallway in between this room and the entrame.After turning on the blocks, return

to the entrame hall and go through the door to the right. Now you can walk across the line of mcv­

ing blocks to the next hallway.
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The second set of moving blocks ebstrurts ihe entrance to the final room of ihe Sealed Cavern. The

lever for this machine isin a room that is hidden behind a crocked brick wall. To gel there, you must
possthrough two more hallways with blocks moving up and down. When you arrive in asmall room

where another Bronze Brute monopolizes all available lleor space, you 'll know you'realmost there.

You need to turn on the two large blocks sitting motionless in the bock of the room. Defealthe Bronze

Brute (it's difficult to dodge him), then head down the narrow hallway 10 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 crock in Ihe wall. Use a Disintegration Hammer to break through the bricks, then

examine the statue 10 find Ihe lever.Alter pulling the lever, revisit those two big blocks and slip under

them and into the shrine'santechamber where a boss awaits.

Break Ihrough Ihe croc"k;;ithls Uloll 10 u;;;';;;r a h,dden slolrcose. Pull Ihe
leuer 01 Ihe boll am of the slOlrs to open a door Into the firs I Bronze Brule
£!!!1m.Qer. NOUl you never have to Ulolk ovI!LJhol Irsl sel of moving blocks again!

ThiS battle 111111 get your blood pumpmg for the quest IIl1thm the Shnne of

Klddan The Flymg Knight. although not 8S buff as t he Bronze Brutes. stili

picks quite a allop If you get caught IIlthm Its Sword Ouake attack

Ho ulr Its great weakness IS ItS lOll I4P At ttns stage of the game, It should

only taka about three hits With Hel's Shadow laue to deCimate tms boss.



The Shrine of Koddon is the holiest of the shrines dedicated to the sun god Apris. II is the home

of the Sacred Orb, on 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 to prated the Sacred Orb. Be careful during your travels, as the Vendeeni are the

least of your worries.
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The Cryshl Statues are qurck and fast allth their Ian e . fond of che ga attack

ba ad pells and attacks ith the excaptton of ater: If csn dodge th rr a lac you h

Fayt Ith hiS Ice Blade skill and Hel With Ice Dagger an he Crystal Statu s should bl hr to

The e enemy units appear fre­

quently In the Shrine of Kaddan e

beautiful-but deadly-sentrlas.

Thil most Important on appear In

the southarn part of tha shrms.

right after you enter thil bUilding

10 search of the Uendean! scrcrer-s

Dlfaat both of the to get the all­

Important Ilnl 'lI Slonn You an

then bypass the rest of the Crystal Statues locat d further ahead In the hrrn If you choo

ERRTHQURKES LERO TO CRRCKS IN THE IlJRLL S

; THE SRINT RMULET

Rppraach the forge In the Workshop w,th three Salnt 's Stone ,tems to create the
Saint's Rmulet.

The hidden workshop ploys on important role inyour trek through the South area. Defeat the two

Crystal Statues to get the item they drop: the SainI's Slone. There is even a third Saint'sStone with·

in a treasure chest inthe Workshop. With all three stones in your inventory, approach the forge and

Fay! automatically neeteson item called the SainI's Amulel.Thisitem, which is simply held inyour

inventory, gives you the ability to inflict damage on the guardiansof theshrine. You need thisitemif

you wanl la defeat the Crystal Cerberus guarding the entrance intothe Middlearea of the Shrine!

B~are the earthquake..

There are several locations on the mop where there aresupposed10 be (Jocks in the walls that indi­

cate the location of ahiddenroom. However, these (Jocks only appear aher you've triggered a spe­

dficevent:on earthquake!

Thereare twoearthquake trigger points inthe Shrine of Kaddan: oneinthe South area and the other

inthe Middlearea. The first one isto the southeast of the second Crystal Statue chamber. Followthe

' l'-shaped hallway post the Vendeeni Soldiers (Ihis is the only place inthe South area where Ihey

appear) to the rectangular roomatthe end. Once inside, the roomstorts to shake and pieces of ceil­

ing plummet to the floor. When the dustsettles, examine the west wall 10 find a newly formed (Jock

inthe wall. Use aDisintegration Hammer to break ahole inthe wall to uncoveron alternate way into

the locked workshop. Examinethewalls in the twoCrystalStatuechambers for other (Jackedwalls!

Rn earthquake {triggered blJwalking around the room] sends tueces of ceIling
fOiling to the ground . Dan't get tut!



II Meke ~h eppro­

II you csn t u e

STRL CERBERUS
t things first! If you don't haue

the Selnt's Amulet In your musnto­

don t bother trYing to atteek

lI onst r because you ilion t

inflict eny demege On the other

hend euen With the selnt's Amulet,

It II stili difficult to knock off thrs

Tha Cryslel Cerberus is are

t _lce el po erful as the

Crystel stelues you fsced earner,

It IS also resl tent to 0/1 forms of

slemsntel-besed spells end attacks. which Includes weapons With elementel ettrlbule as

prlste changes to your perty s eepons end Battla Skills b fore entering battlel Ttll

Feyt s Ice Blede or BlaZing sltord, Cliff's Fiery Tackle or He er of Might or Hal s lei D

The Crystal Cerberus has the same attack/specie I attack setup es the Crystel statues: ~"r II be IC ettecks

including a cherge etteck and the Trt-Spika special attack Hcurauar. these at ae ere more po er ul In thiS

boss's hands, especially Irr-Sp rke IIIhen you see thet attack co lng, moue out of It p, dIll Iy

To defeet the Crystal Cerberus, try to maneuuer It between clirr end Fayt In one of til t 0 nn:hll on the I rt

end right sides of the battlarrald. Ttus preuents It from moulng eround too much, dodging your perty s tteck

In ract , Its speed and mobility will likely be your biggest concern. If you can II It ths IIffectlu n of It

by pinning ths Crystal Cerberus In a corner, you can are effectluely ccncentr-ste your ellac

there 's e good chancs that meny of your ettacks Will IS annr- 'V, dra Ing out the bll tie nd pu ling you

et risk . Onci you deplete the Crystal Carberus ' HP/MP by about to -thirds , prapare fa, I po erful Trl-splk

special skill. Itus attack sends out t hr ee freeZing beams. If one of your eheracters gets ellght In the bill t ,

there I e good chance he or she 111111 die be frozen-or both-at ths same tlms For that ree

at Isest one cheracter on pertlel heeling/resurrectIOn duty during tha bettla

f-10RE ERRTHQURKES,
/ MORE CRRCKS

GETTINGSTRRTED

CHRRRCTERS

The selondearthquake trigger is inthe northwestroomof the Middle area, along with five opened
treasure chests. Examine any of the opened chests to trigger the earthquake. This causes crocks to
appear inthe eastwall of thetreasure room inwhich you are currently located and the eastwall of
the room attherenter of the floor, Break throughthe wall inthatroom and head northeast to find
theennnnce to the North 01eo of theShrine.

[Hamlne one of tiiiiOpened treasure
chests to trIgger the second earth­
quake.

Return to the center room and break
a hole In the east wall to continue
your q.~ue<.;s~t. _ ~INI·GR~ES RNO

SUB·QUESTS

I1E~ CRERTION

I1E~S

RNO EQ UIP~EN T

BESTIRRY



CI'ff knocks Ihe Unholy Terror oul of
,Is Steal Life at l ock,

The fou rth and final enemy is the Ghostly Hog,

another floating enemy. This creature is some­

what sluggish and, with the exteption of its

Dark Hatchet allotk, has a fairly short range.

Try using Nel and have her pummel the

enemy withher Shadow Wove ollo(k,

Shadow UJoue does I he Ir,ck everu
I,me, Inf l ,c lln g damage and knocking
down I he enemy,

The third enemy is the Unholy Terror, a ghOSI·

ly creature who carries a large scy1he. This

enemy has the ability to warp around the but­

tlefield and its shotkweve-type encek has

good range. On the magic side, the Unholy

Terror has Steal life and Thunder Flore, which

il only pulls out in emergencies. Try using a

melee fighter like Cliff against this enemy,

because Cliff can reuse damage and still with­

stand the nttorks from the Unholy Terror.

The challenge here is to send four party

members into bailie 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: on Anti·Stone
Amulet,

THE CHRLLENGE OF THE FOUR ODORS

To slorl Ihe challenge , read tire
10 ue on the slolue.

In the nen-te-lcst room, there's a statue

looming in front of four doors. Examine the

statue and read the plaque atits bose. Itsays

' Hold thy head high and prove thyself:

Enigmatic words until you are asked to choose

a single player to send to one of the four

rooms!

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

(rystal Statues guarding two of the rooms, ifyou wont, asa greater bailie lies ahead.

The Rnl, -Slone Rmulel does Jusl
whol Ihe nome ,mpl,es ,1 prolecls

the wearerJ.r ompelrljicol,on

first up is the Stalker in the lehmost room.

This armored soldier is prelty slow.Send in the

weakest of your four best characters, sincethis

enemy is easy to dodge and run from ifyou

need to heal or unleash long·ronge

allacks/ spells.

Rdroy hurls Ice Ne'edies01 I-he- ­

Sloiker bef or e dodging to I he olher
s,de of Ihe bollleJj"",e""ld...., __

Aher defeating the four enemies, your team

regroups in the hallway on the other side of
the rooms, Toke your hard earned prize from

the treasure chest and continue on your way,

If you choose not to toke on this challenge,

you ton follow in the Vendeeni'sfootsteps and

toke the shortcut they carved out with their

loser guns! If you don' l wont 10 lake on Ih,s
challenge, use Ih,s sharI cuI pos l
Ihe area Insleod'

Unholv Terror ~32 9000 1000 North

If you don'l touch Ihe red gemos
Ind,coled, you con 'l open I he door 10
Ihe Sacred Orb's onlechomber.
Howeuer, II,s a good Ideo to clear

Ihe mOl8 r ooms of all Ihe t reasu re

belore gOing 10 Ihe red gem.

)
/ORNGER LIES RHERO

Read Ihe plaques 10 learn whol 10 do

newl.

To get anywhere in the final area of the Shrine, you need to read the plaques on either side of the

door to the first maze room.The plaque on the leh says to ' Sendina fool to touth the red gem: The

word ' fool' makes you think thottouthing the red gem might not be a good ideobut, unfortunate·

Iy, ifyou wont to get to the Sacred Orb thomber, you 've got to!

North1000

Second comes the Dark Rider. This is a more

powerful version of the mounted soldier torn­

man on the Kirlsa side of the Kirlso/Aire Hills.
He's a bit foster than the Stalker, but his

attcrks are limited to spear cncrks. This bailie

is good for characterswho possess some long·

distance allacks, but can still withstand dose­

range bailie.

9000~IOStalker

Foyt tuts Ihe Oor k R,der w,lh Blade

a Fury.

Ghostlv Heg IBS 9000 1000 North



The red gem is housed in a room allhe end of

Ihe hallway at the eastern end of the noor.
Just follow the hall to the end, enter the room,

and examine Ihe large red gem. This not only

unlocks Ihe door to the Sacred Orb's

antechamber, italso turns on the slidingblocks

inthe two maze rooms that lead you to that

chamber. The red gem IS unmIstakable In Its

glary.

After touching the red gem, return 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 10

the door from which you entered, forcing you

to stan over again.

Ruald the sliding blacks whIle trau­

ellng through the maze.

DEFERT THE UENDEENI SOLDIERS
To eleer h. Shrine or ~addan Quest, you ",usl defeal lhe four Vendee",

Didier llu'lIrdlOg he Secred Orb These cltnars er slightly ora

dueneed then he one you ue encountered thus ar They neue a few more

Hr'/MP and therr QUIck fire atteck now has the ability to petrify tergets

alll one 10 your perty aquip the AntI-Stone Amulet, If you ilion It 10

he op lonlll fOllr pSI' on batlle 10 the orth Area of the shrine . Irus I e

p at til nderd ba tie The easiest ey to defeat the UendeeOl Solders 18

II' at ach anI Indluldually unth Hel's Shadow Wsue IIttack

THE EMBRSSY
Once you return from ihe Shrine of Koddon, relurn to the Queen'sAudience Chamber in the Castle.
There you learn of the Queen's meeting with the King of Airyglyph, plus you receive your next mis­

sion: esconing the Queen10 the Ancient Ruins of Mosel. Heal your team and restock your invenlory,

ihen head out of town f rSurferia and the Mosel Dunes.

The Queen's deCISIon 1!!Jnal.

EIMER RND LEGION DRRGONS [H2 ]

lie lllllbu h whsn you

dlulliing the

chwelmllr and hiS entourege should be a preca a caka efter Demetrio end VOM Taks out the two legIOn Dragons

by hiS Iclll, then foeus an Schwel ar hen you are done Ith hi , ontmus slang to the pUCI meet109!

GETTING STARTED

CHARACTERS

ITEM CREATlDN

ITEMS
AND EDUIPMENT

BESTIARY



The Poslllge from Porchto Plenty is a lunnellhrough the mountain Ihot separates Surferio from

the arid Mosel Dunes and theAncient RuinsofMosel.lrevelers seekingthe Sonmite Republic who

cannot swim or nymusl use this passageanIheir way.

L31 Raultch Z¥7 7600 ¥8¥0

ITo Surferlo I

HP

550
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HP

DUUU

fUOO

to.
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HONSTER NRHE

UU Hug..

Oork Hunter IZ3 3600 550

#40", tUG/ s, tJu

THE MRN WITH THE MRP!

ITo Mosel

\ \I RI r

0)

Before you exit the Passage, talk to the Old

Man of Ihe Dunes guarding the exit. Aside

from providing information an how 10 safely

pass through Ihe deserl, he also offers to sell

you a mop of the Dunes for 10,000 Fal.

Buying ihe mop basically reveals Ihe enlire
area an the mop streen'smap. IIissamewhol

useful. although the oasesare not highlighted

in any meaningful way. This makes il difficult

to use the mop, even 01 fullsueen size, 10 hap

from one pool of water to the ather.

PASS EFROM
PARCH TO PLEN

Chapter Flue

Chapter Four

JZOOO

GIant VIper 19¥ 60000 3800
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The way this works is simple: While in the

Dunes, awaler gauge appears an the leh side

of the screen. Your jab is to replenish the

gauge from the five oases spread throughout
the Dunes while anempting to reach your des­
tinatian. You tan recognize most ofthe oases

from afar by the fences or ather bits of green·
ery around their perimeter. To refill the water

gauge atan oasis, simply press the Xbunen,

81ueberrles

" "

Smltherv uoteriot»

le6

IBJ

J~7

10.

1~8

10,

oes

Rquobernes

~ochmerv ~oterlo/s
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Cookmg Ingredients

GIant ~OIl!lS IBe %000 8000
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HONSTER NR~E

Chameleon Kmq OBB ~Be8 ee~

Orogon lomb Ie

The Mosel Dunes isan arid desert located in the eastern part of the Sanmite Republic. Itis rarely

visitedby human types and lacks the basic amenities. Your survival is inyour hands.

Your portv does not consume water
whIle stondmg m It, whIch makes on
00515 a good place to catch your

breath and gam your beormgs. Just

remember to pr ess the X button to
re ,1/ the water au e!

Proclolmer

'~om t» nt .85 .Bs

If you run out of water before reaching the

safety of an oasis, Fay! collapses and returns

to the entrance of the Dunes! The best way to

keep this from happening is to take some time ateach watering hole to line up with the next oosis on

the map, then run straight in that direction until you reach the oasis. Consider holding off an collect·

ing any treasures until you receive the Aqua Veil from the Ancient Ruins of Mosel. Dnce you have
the Aqua Veil, there'sno need to worry about water any mare.

Until you obtain a certain item from the

Ancient Ruins of Mosel, you must risk heat

exhaustion and extreme thirst while making

your way to the Ruins' entrance.

,-

-'-----

-

.­-

-

DUNES

MRP COMPLETE: N R



IFloor 82F, Deepest Reaches I

IFloor 81 F, Subterranean PassageI

The Ancient Ruins of Mosel markthespot where the scriptures soythe sungod Aprisand thethree

moon goddesses new 0" intothe sky. The scripturesalso indicate thatlhe eight children of these
gods ohen gather here in the sacred"RoundTable" chamber.

Blackberries

Perfect Berries

,,,, , 3 ',. .

: .
SI/nthes,s foIateriols

ANCIENT RUINS
OFMOSEL

(,)

Treasure co ex, I an floors Blf and Bi!F of the Rums but I/au mal/ want to wa,t

untili/au Bcolld tr u: to the Rums '" Chopter Ftue vf the walkthrauqh before

heuo, q 00 n to the au. lit to oel th t "UL ust nau« the Rmq of

Of l t VI auc tu ~LI. .::J th oneOfi [I rs ord your Characters should

LU U U 00 IIIqh r m ra r tu flqnt the OSIC marsters that roo there

Hu " 'f I/ou ..ant the exll '" /lenqe tnct th, oreo presents (Dr uou are

trl/lllq to q t all oJ tn Items 1/1 Raq I 1/ ... ure Hunt! skip ahead to Chapter

FlUe of h ,ll<th qh to qe! Ih. It I I 10 st: oleq,e

unmlliUl
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In other words.. .

The Warrior overpowers the Thief, but is easily ronquered bythe Symbologisf.

The Thief overpowers the Symbologist, but iseasily conquered by theWarrio r.

The Symbologist overpowers the Warrior, but is eosily lonquered by theThief.

If you choose correctly. your piece
Will deCImate the other!

There ore three puzzles that follow this fer­

mot in the Ruins. You must lorrectly solve

eeeh one to goin ndmittcnre to the Round

Tobie ehamber and the negotiations with

Airyglyph. When you find one of these puz­

zles, examine the statues ond you 'll releive

the option to thcose on opponent piece,

Choose theone thot youthink will defeat the

bletk piece.

If you ore having trouble solving the puzzles, the solutions are os follows. To defeat the Thief in the

room to the west, thcose the Warrior. To defeat the Warrior intheeast room, choose theSymbologisf.

Finally, to defeat the Symbologist in the cnte-thember to the Round Table room, select the Thief.
uOO
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THE WRTER VEIL

The Rqua uell IS like the camel of the
Star Ocean world. It holds more
water than you could euer use!

The rnest important itemon the main floor of

the Ruins is the Aqua Veil, whilh is 1010ted

inside a treasure thest in the enterhcmber to

the RoundTable room. With this item in your

inventory, you Ion travel through the Dunes

without fear of running out of water.

Pay ollentlon to thi5cut ;e;;,e~

determllle how to solue the puzzles
throughout the RUllls. In [oct. toke
notes!

~L·· -. I

, .,., .....~ ~ ;~, ,t'I ~· .
"

The puzzles that unlOlk lertoin doors in this

dungeonare roughly based on the rules of a

game remmonly known as ROlk, Paper,

xislOrs. The lomept shown by the animated

model is fairly simple. EOlh of the three pieces ISymbologist, Thief, Warrior) is strong against one

piece andweak against Ihe other. Ifyouwere to plot their relationships with one another ina men­

gular formot, here'swhat you would get:

There are three sets of statues orronged ina

triangle wilhin the initial lhomber of the

Antient Ruinsof Mosel.Stand inthemiddle of

Ihe tirde inbetween them 10 hear on explc­

notion of their purpose. You must view Ihis

rutsrene to open thedoor10the mainport of

the Ruins.

THE LOWER FL OORS OF THE RUINS

The lower floors of the Ruins are sealed allby large stone tablets. No one knowswhat or who inhch­

its that area, but rumor has itthat a mogilol Ring of Disintegration is all that is neededto euess the

area and its treasures. However, onee youget the Ring of Disintegration, you maywont to hold oil

exploring this area. The monsters here areextremely Iierle and youmust defeat three dillilult boss­

es before you recrh the lowestfloor. We retommend that you wait until youreturn here inChapter

Rve before venturing down below.

MINI·GAMESAND
SUB·OU ESTS

ITEMCREATION

ITEMS
AND EOUIPME NT

BESTI ARY



But the story doesn't end there. When you

return toElicoor II inChapter Five, check back

with the housekeeper who takes care of Ihe

room designated for the Queen-to-be.

Wedding plans are in the air, but the bride

might nol bewho youwouldthink!

Later on, aher you win Crasell aver to your

sideand return 10 Castle Aquaria, check back
withElena inher room to overhear aninter­

esting conversationbetween Ihe two ex-sweet­

hearts.

Look [or Rlbel's [rlen'dOUiS,de R,r~gl!Jph or the 8equere l Mine to travel to the

othe r tocotion.

THE SHORTCUT BETWEEN RIR'rGL'rPH RND RRIRS
The best thing about having Albel in your party is thatrt opens up a shortcut between Airyglyph and

the village of Arias. Look fora DragonBrigadesoldierhoveringoutside ihe entrance 10 Airyglyph in

theTraumMountains. He'll gladly fly you andyourparty members to a point byihe Bequerel Mine

outside the entrance to Arias. Thisshormn remains throughout the rest of the game!

Agreeing 10 deliver the King 'sleiter is onlyihestallof this large sub-event, Onceyougive Elena Ihe

leiter, sheasksyou to delivera messageof her awn. Relay her message back 10 the King and await

his response.

Now that relations between the kingdoms of
Airyglyph and Aquaria are thawing, King

Airyglyph is starting to think of marriage.

Specifically, he's thinkingof marrying hisold

childhood sweetheart, Elena frahm. You can
help bring Ihis union about by being theirgo­

between. Start by talking to King Airyglyph

while you're intownpicking up Albel Nax. If
you want to help, agree to carry a leiter to

Elena in Castle Aquaria.

THE BIG WEDDING PUSH

So. do ~ou [e el lIke plo~InO match ­

maker ?

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 musl esrcrt

the Queen to Pelerny, then trek to Caslle

Airyglyph 10 pick up a new team member.

Aher that, it's all 10 the Mountains of Barr

where you and your mates get a thenre to

tolk the Marquis of Drogons, 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

Inventorsyou've missed.

The first thing you should do before heading

all 10 the Mountains of Barr is to go to

Airyglyph Castle and pick up A1bel Nox. A1bel

Nox is Airyglyph's chasen representative on

your embassy to the dragon Crosell. Upon

reaching the Castle, you are greeted by Count

Woltor, who guides you to where A1bel is

being held. Follow him to the cell (or face the

consequences!) and Albel joins your party on

a temporary basis until the end of Ihis

Chapter.

EMBRSS'r RFTERMRTH

PICKING UP RLBEL NOH



PREPRRING FOR THE NOUNTRINS OF BRRR qUEST
Before enter ing the Barr Mountains, equip the three members

of your battle party with Rmulets of Freedom. The reason for

this IS simple: The dragons that hua In the Barr Mount ains

can cause paralysIs with their attacks . If more than one

member of your battle party gets hit with this malady, there

IS a good chance that you Will lose the battle or use up too

many healing/ r esur r ect ion Items. The Rmulet of Freedom pr o­

urdas Immunity from paralysIs, making It your best friend In

this dragon-Infested area. You can make It through Item

CreatIOn or, If you registered tha patent on the one you

found In th e Bequere l Mine, you should be able to buy two

more In the stores.

SerIously. the Rmulet of Freedom IS the best UJolj to i8U8i the ploljmg f Ield tn
the Nountoms of Borr reg Ion! BUIj or moke enough for oil th ree members of
your boWe p'",o:!..r.,t.~!__-+ _

"



I Barr (aves I

~\ \ ,

c.', ....

MOU TAINS
OF BARR

The Mountoins 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 Dragan Road, a path King

Airyglyph Iis saidtohave traveled to speakwiththe air dragons at the tap of the mountains.

Chapter Flue

Chapter Four
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Tiie entrance to the 81ue Dragon

ZombIe's caue IS under the waterfall.

~06

Toodoale ~C7 8500 eBD

Spo n

HIDDEN ENTRRNCE TO THE BRRR CRUES

Next, head north through the laves and turn right when the tunnel dead-ends. Balk outside, ronfin­

ue heading north up the path past a dilapidated workshop. Turn leh ctihe fork and follow the path
until you realh aSave Point. The first bass is leeoted insidethe cave: the Blue Dragon Zombie.

'RUinS Of BOlT

The Mountains afBarr is a fairly large area, sa ithelps taknaw where taga and when lagel yaur
laundry list afabjectives templeted, First, take an the Blue Dragan Zambie insidea lave atthe top
of the mountains. To get there, lUt Ihrough the Barr Caves. Look for a hidden emrnnce on Ihe leh
side of the waterfall midway up the path.



CDN ZDMBIE

Skill end spell so rli oue lh

fro 1I0ureh scters B!lttle SkIlls

lms-upe This crea ure can pmscn

your cher!leters ulIlh It s POison

Brll!lth ett!lck so equip ace s­

sarli thllt preuent pOisoning or

stock up on so e Rqu Garnes

The Blull Or gon Zambia Isn't terribly difficult If you'ue prapllred well for the bllttla

Fir Breath atteck hes II decent renge . If Nel has II!lrned her "FlYing GUillotlnl attack It It to thl strong

po men lind UII It frequantly (If you ra lucky you cen u e It to get both Battle Trophll !It onel]If not

on Shlldo IIUI to halp your ele fighters defelll the onster qUickly [2S00 MP rsn t thet ueh] Re,' .~

lin ey on your cner ecter-s HPI

FORGING THE ORRGON FLUTE

Aher defealing Ihe Blue Dragan lambie, take
the Dragan'sWindpipe and head balk dawn la

the warkshap yau passed an Ihe way up.
Appraalh the warkbemh talurn Ihe Windpipe

into the Dragon Bone Flule.

The Dragon Bone Rule emils four differentlunes depending on how hard and long you press ihe (irde

bunen, Use the expressions on the baby dragon'sfOle to learn how 10 play eeth song.

PRSSRGE TO THE ORRGONS' NEST

roper/ ar lll thB ' Rngr lJ' t"i;,e,p;:;s;­

!!!!Slrcls bullan Ion and hard.

Pral!ile playing the differentlunes until you Ian do them atwill. The Happy and Ployfullunes are

the hardest until you determine whatlonstitutes a soh button press. Aher mastering the flute, drop

down into the Barr (oveslhrough the thute 01 the end of Ihe love.

To cness Ihe next part of the Mountains, you

must balktralk ta Ihe entrenre of the Barr
(aves beneath the waterfall. Head north and

east up the mounlain unlil you renth a gully

filled with bones where a dragon flies over­

head. Stend beneath the dragon and eventu­

ally itwill grab you in its dows and ferry you

10 its nest on enoiher peak.This dragon lIon't attock 1J0u,
a/though I tS ti ght grip malJmake
you II lsh atherlll/se. Upon landing in ihe dragon'snest, head down­

hill post lois of baby dragons and portupines.

Ideally, you don't want 10 kill many of them,

but going on a rampage has no effel! on your relationship with your party members. AI the bnncm

of the hill you 'll find asmall lave inhabited by astrange looking baby dragon. It is here that you learn

how to use Ihe Dragon Bone RUle.



Basically, you must illuminate the tiles that comprise the lIOIS, then lind the Dragon'sCranium and

oller itwhile standing on the middle tile. This causes the door to the Ursso Lava Cove to open.

You'll fm d the Dra gon's CranIUm on/IJ

after 1J0u /IIltness the cutscene blJ the
lor e am m m the momchamber:

Four of the tiles in the crOlslight up when you step on them, but you must find switches for the rest

of them. There are two switches in the eest and west wings ofthe Ruins.The finolswilrh is inthe lost

room in the north wing, post two dragon paintings. Aher turning on all the liles, stand on the center

tile and watch what happens.

Finding the Dragon'sCranium is easy. Return

to the enlronce of the Ruins and look for ihe

pointing of the angry dragon on the east wall.

Open the door with the Dragon Bone Flute

and explore the lob within. The objective you

seek is inside one of the specimen jars on the

shelves.

The teo. looks at the large relief

and otte.pts to figure out theIr

nellt lila!!!...

THE TRPESTRIES RNO THE ORRGON FLUTE

This obstacle is common throughout the Ruins of Barr, with the most difficult puzzles leoturing tap­

estries Ihot change from one expression to another, forcing you to playa series of tunes to make Ihe
pointing disappear. You can identify the emotion(s) Ihe dragon paintings express by examining them

or by Ihe color of the dragon'seyes. Angry dragons are red, sad onesare agrayish.blue. Happy drag·

oos have yellow eyes and playful ones glow green.

THE PUZZLE OF THE CROSS

Once inside the Ruins of Barr, head into ihe
main chamber (oher opening the door with the

Dragon Bone Flute).Alarge uossthot is mode

of illuminated tiles isinthe middle of the noor.

Approorh the large dragon tapestry on the

north wollto lind oul about the next step.

The Dragon Bone Flute comes inlo ploy when you go to openthe door tothe Ruins 01 Barr. Alarge

relief pointing of a "happy" dragon blocks the entrance. The adjective "happy" provides a due to
your next move. Pull oulthe Dragon Bone F1ule and ploy the corresponding "Happy" tune. Do 10

correctly and the pointing lodes owoY,leoving on open door. Ploy the wrongtune and adragon mate­

rializes out 01 the pointing.

ITEMCRERTIDN

MINI-GRMES RND
SUB·QUESTS

GETTING STRRTED

If Dnll of your

t.hc

Sefare you clln enter the Url.1 Llul

elv thlrll e III probl D IOU

Robrn llOd IS In lotII'I nil I

For I III htt. 11111 • boll he

fl tend vlrll deed'" Fr t etch
for hll Rilling Str.. IItt,e

md-bl 'd IUeck look It e I torne­
do Ind It can rnnlct e lot. of HP III1d P

d Ige Ihunder Fllre IS anoth I'

etlack to eumd It. trep It target 10

I ph re of Ilctrlcltli end unllHl hIlS

can tInt burst, or dl ag RIMlt Stash ' elsa fll tll and puts the tll1l t In I conru ed shte
ch....ct.,. IIlta b.la 50 H~ heal tllat par on qUlc Iy tt lIuold deeth fro lth I' 0 of lh

To d rllt Robin Imd try to contrlll hI

HI I BO qu ck thouQh thllt t 19 tougll to

rI'O tart nil thl litoget r" mstllnll ISbe

Dille Battll Trophv. prapllr for B touQll tes

I II hI I goad 15. forcll'll h b t

Robin mo spsclal attacks hilUS good ren e and hi bow aHecks cen go euen further Good counUir attlcks for

thiS bettie ere Nel FIYInIl GUillotine end ell f's speedy Electrrc Fists or FIsts of Fury AID, tock up on Stun ­

type bomb before heldlng Into bettie Use the to stun him wheneuer he sterts one of hrs P clI I etteck

BESTIRAV
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The UrsSll Lava (avesare aseries oflava-infestedcaves wheretheairdragons are SlIid to live.

The King of these dragons isthe Marquis, also known as (rosell. However, explorers have alSll

found strange, rabbit-shaped artifacts, leading them to believe that the air dragons aren't the
only creatures that call these caveshome.__

THE RR88/T RRT/FReTS
While exploring the Urssa Lava (aves, you can't help but run into somerabbit-shaped artifacts. Take

the door to the northwest, the one with a carving of a rabbitan the front. There'seven a rabbit stat­

ue in the SlIutheast corner of the caves. To solvethe mystery, take the advice inadvertentlywrmen by

the Bunny and examine the back of the statue for a key.

~\ \ .

,-"I-ell

URSSA LAVA
CAVES



PREPRRRTlON FOR THE BRTTLE WITH CROSELL

Drlcholcum IS 0 weopon's best

f r lendl

Before 1I0U leaue the Barr

Mounta ins area to get th e

Glowstone In Rlrllgillph,

r ecruit the Rlchemlst

Mlst ll l ear uSing the Spirit

Stone 1I0U found In the

RUinS of Barr. Mlstll lear

hangs out bll the Bar r

Mountains Workshop.

One of the reasons 1I0U

hauen't been gluen anll

adurca about custo mizing

weapons through sllnthe­

SIS or making cool things

through Item Creat ion IS

because there raallu

hasn't been a need lIet.

Mlst ll lear changes that

not ion. SheIS an Important

hire because she has the

remarkable abllitll to cre -

ate the are Orlchalcum.

Ihrs material possesses

t wo factors that 1I0u Will want t o sunt hesize to 1I0ur partv's

weapons: "RTK +500 (I]" and "Sur uiue on Furll when mcap (SO'll. suc­

cess): The second factor IS nice to haue and can proue to be a

Iifesauer when It works, but the realill kell factor on Orlchalcum IS

t he "RTK +500 (I] : Itus factor, when sunthasrzed to a weapon,

Increases the RTK stat bll 500 POints. Furthermore , the (I] indi­

cat es that 1I0u can refine the Item With that factor (eithe r the

weapon It'S sllntheslzed to or the are It self ] uSing "Speclfll P!an"

and there's a good chance that It Will duplicate . The "RTK +500 (I]"

fact or stacks, so the mor e 1I0U haue on a weapon, the higher the

RTK stat!

x

,~ ...~
, , - I

• , . I " - " r
I ' · •• · - f

First Ihe gem! Vanilla needs a glowstone to

create the ring. The glowstone is located

behind a large block of ice near the exit of

the Airyglyph Aqueducts. Vanilla providesthe

Disintegration Bombs needed to break

through the ice, but you need to retu rn to

Airyglyph to do the dirty work. Basically,

Disintegration Bombs work only on ice. You

can use them as much as you wont in the

Airyglyph Aqueducts to get into new areas,

but they areworthless outside of that area.

Use the key to unlock Ihe door, then follow the

steamy path to the workshop hidden in the
large crag. Inside you 'll lind the inventor

Vanilla,who isacrohsmon of unparalleled tel­

ent. He knows how to create the one item that

you'll needtoget post the volcanic rock block·
ing the door into (rosell 's Lair: the Ring of

Disintegrotion. However, you mustlirst pay

him a fee and get him a required gem.

TIme l or 0 r ood trlpl

Next comes the fee! Vanilla graciously lets you

pay what you can for the Ring. You have your

choice of three fees: 1,000 Fa!, 10,000 Falor

30,000 Fol. If you have 10,000 Fol it is

strongly recommended that you give Vanilla

that amount. In return, youget the Ring of

Disintegrotion and the Gutsy Bunny

accessory os well. This item boosts the power

and value of older, weaker enemies. While it's

not likely to be on item you 'll use all the time,

this is the only time and place to acquire ill

If you pay 1,000 Fol, you only get the

completedRing.

NINI ·GANES AND
SUB·OUESTS

ITEN CREATION

ITENS
AND EOUIPNENT

BESTIARY

CHAAACTERS

GETTING STAATED

To create this crscmus are , use Mlstll lear, Mackwell and

Marla on a hne In Onglnal Creat ion mode and look fo r a cost

that's In the low 5000 Fol r ange. These t hrae ara the best

Rlchemlsts In the game so far and, If 1I0U haue the Rlchemlst's

Stone In 1I0ur Inuentorll [ It'S located rnsrda a chest In the

Mosel Ounes area], It Will boost 1I0ur hne's total talent pmnts

bll 20, glUing them more than enough talent to create the

Item. Saue 1I0ur game and put all of 1I0ur signed musn tors on

standbll status under Change Orders bef or e sta rting It em

Creat ion . Irus wall, If the muentors fa l l to creat e the gem

qUlcklll, 1I0U can reload the game and start again .

With t he Or lchalcum In

hand, 1I0U can trll to

r efine It through Speclfll

Plan to duplicate the

"RTK +500" factor or 1I0U

can sunthesue It rmme ­

dlat elll to a weapon and

per haps trll to refine It

th en. Ult imatelll, what

1I0U do With the are depends largelll upon how much Fol 1I0U

haue and the state of 1I0ur materials muentcru . You shou ld be

able to sunthasrae at least one Orlchalcum to t he waapons of

th e thrae people In 1I0ur batt le partll, or greatlll Impr oue a

Single weapon.

'fiiiGio"'iiiSione IS inSide 0 treosure chiSifiBorliieiii'rvo/UPh entronce to the
R ueducts . Cleor owoy the Ice With the Dlslntegrot /on Bombs..!!!!.!!..£!£!your p'r lze.

BRCKTRRCKING TO RIR'tGL'tPH
Aher talking to Vanilla, head out of the Mountains of Barrand toke the shortcut toAiryglyph. Head

intothe AiryglyphAqueducts and use the Disintegration Bombson theduster of icebergs to the right.
The treasure chest withtheGlowstone is at the end of the hidden niche.

With the Glowstone in hand, return to Vanilla 's

workshop in the Urssa Lava (aves and give

him Ihe stone. Once you have the Ring of

Disintegration, you can break Ihrough thevel­

conic rock covering the door 10 (rosell's Lair. Of

courn!, there are other things 10 do first! This

is agreat time to level up, catch missed Private

Actions (this is your last chance to see any of

the seventh member PAs!), recruit Inventors,

andsoon before fighting (rosell.



How, let's deal With the ethical Side of thiS Issue! Is thiS cheating? Well , the reason It was suggested to focus on one character's weapon

at ttus POint IS 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.

atch Since you haua

th fir b. tie

bllttle of 1l11llurllncll Once you a r It Crosell

no tl e a II YOllr cherecters In bet lien rig s you u

On the pOSitIVe Side, 000 Allid IS set es II allk attack which anabias you

to ekl good use of Rntl- R tllck Hures When you see la lit IIC clog

Il a sure your character IS In e defanslue po I Ion [I IIndlng III

faCing the dlractlon of the IIttllck) and there 's a good chllnell het yo

Rn I-Rttack RUrII III block ach waue of the .tt.ck R t I pcint y u

should haue the IIblllty to do Standard , 2-WIIY end HomIng RRRs lind any of

he thrn ettlngs Will do fine Crosell's other splclal attllck I the rarelll

a n Supreme Fire Brellth Irus IS the mother of ell brae h attIc end Ilke

he shockwlIUIlS of Doom Allid shaull! be lIuorde ot 1111 cos

If you'ul Increased the power of

your cher'acters' uraspcns With

thiS tlllo-pllrt bllttle

8ll y If not , then mil e

ure thlt you heue lots of helll nil

I [bo h MP nd HPI) snd resurrection

po n ThIS bettle IS g010g to be

taughl

Much of the demage your melee

flghtlr Will Incur comes from

being stspped on by CroseII The

rest of the da age comes from

Crosell s Doom Aald ettac In this

• tllck CrD ell JU ps up lind GOwn

ending IlIrge shock euas across

th bllttlefleld These shoe wllves

Inflict both HP lind MP dll .ge Ind

It IS mo t likely that your party

casueltra Will come from being MP killed . Milke sure thet you haua plllnty

of Blllckberries and other MP recouery potions on hand

Item Creation becomes a huge part of the game by Chapter Flue and IS a much more interesting way of making your characters more

powerfu l. In fact, by the time you return to Ellcoor In Chapter Flue, you should ensure that all of your battle party 's weapons haue been

boosted by 1000 to 2000 RTK POints. Rfter a While, you realize It'S Just a part of the game to be used as you Wish. In fact , the last bosses

In the after -game bonus dungeons can only be beaten With characters at the mall leuel uSing weepons maxed out With sunthas ized factors!

R SUGGESTION
Try refining the Orlchalcum once to duplicate the "RTK +500 (ll" factor, then synthesize It to Hel's Blades of Ayusen weapon . How refine the

Blades of Ayusen until you duplicate the factor two more trmas. adding 2000 POints to the weapon's RTK stat. Rt th is POint, you may be out

of Fol, so you can't do anything to your other characters ' weapons. It IS recommended that If you attempt to beef up only one character 's

weapon, make sura that the weapondoesn't haue any elemental attributes associated With It or elsa all of your work Will be r ender ed worth ­

less when you encounter some of the bosses In Chapter Frue.

Charlctllr like Mllrla snd Hsl [ones Wit long-ra g8 I oaun III y} I II bettll

on lind try to et up long-dlstllnce Cancel BlUIU Ilos II e R nil Deul

GUlllotln If Crosell IS IIbout to use rus Doom Rllid II lick , g au of r ng

other perty members' HP lind MP Heal when necessary, espeCially when you t Ink th t th first bllttl IS IIbout to

end or. fIlling that at t he beglnnrng of the second battls



]

ILower Deck I

I

IUpper Deck I

Al-IC
HII) DIPL

The Diplo is the flagship of the anti·Federation organization, Quark. Although rankedasa Diplomatic

Ragship class ship, the Diplo has been modified extensively using diverted military porn 'a boast ik

defensive and offensive capobilities While ilmight not be able to stand up to a direct ollock from a

Ballieship dess spaceship, itcan still handle itself in mllSl skirmishes

DIPI~

FLA

Once aboard the Diplo, the negotiations with 'he Vendeeni start almllSt immediately.While plans are

being finalized, make plans of your own. Since IpDving Elicoor II, your polly has dwindled to three

members: Fayl, Cliff, and Maria Outfit Ihem for the benles ahead. tweak their Bailie Skills, and heal

them in the infirmary on the Upper Deck

To trigger the departure cutscene, talk to 01114 new members (including Mirage, Cliff, and Maria) on

the upper deck and lower deck . Don't be misled by Maria's command Ihal you rest for awhile; there

is no room allolled to you onboard the Diplo. Aher speaking ,~ e eryone, change lIoors and an

announcement comes over the intercom ordering the away party to the transporter room.
If you're houlng trouble getting thIS
announcement to sound, go bock

around the two decks and make sure
that you've found all of the crew

members. There are 1/ on the upper
deck and three on the lower one.

~EGOTlRTlONS FOR THE
/ PRISONER EHCHRNGE



RET RN ro ELICOOR II AN

THE KIRLSA TR INING FA
MRP COMPLETE: N/R

THE RETURN OF RN OLD FRIEND

Bock on Elicaar II, Fay! 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/herofficial appearance once youheadbockup tothe Arena during ME

#65, aher the initial bottle with Biwig'sguards. Unfortunately, like Sophia, your chosen pol sustains

on injury that keeps him/her out of bottle lor awhile.

Remember, the character who joins you in this event is determined by your actions during the lost port

of Chapter Three. Please refer to the sidebar about choosing your seventh party member inthe walk·
through section for Chapter Three.



lUell this battle goes

depends I,rgely upon the strength

of the battle party. With the

departura of the Hrcoorrans at

the and of Chapter Three, you

are left rth Fayt Cliff, and Marla

If you r,llld on one or ore of the

(like Nel) during

Chaptars Two and Three, then It IS

likely that at least one of your

arty mambers IS lacking In battle

experience Hnaeuer If you used the baSIC trlumulrate of Nel, Cliff and Fayt the hole tr II then It s only Polarl

you haue to 1Il0rry about Fortunately, there are plenty of Uendeenl troops on the thi rd rloor t o'trllin II am t If

you IIIl1nt to lauel her up a little bit . The other good thing about Marta IS that It 15 uer-y easy 0 chain h r- Battle

Skills Into Cancel Bonuses. Set Riming Deulce to both the weak, long position and the strong, long position and

then-kaaplng her on the parimater of the battlefleld-alternete between the H and Circle buttons .

The Uendeent Soldiers are a mixed bag as an enemy. They aren 't uery fast and they don't poss eny f1ashll Bettie

Skills like so e of the other recent bosses . They rely entirely on their guns, but that s really all thllY rUI d R

single . extended shot fro one tands to cause enough damage to either seuerely ound one Qf your aaasnnsd

cherecters or outrrqht kill a weaker one The lesson from all tms IS to engage the at short r ange WII.I1 your­

stronger characters and from a good distance With your weaker ones.

Blwlg IS baSically an enhanced uar sron of the standard Uendeenl Soldier He has the same baSIC attack and a

couple of Battle Skills He also has a scary amount of MP, putting MP killing as e tactic out of the PiC ura R

1Il0st boss fights focus on eliminating the subordinates before concentrating on the am bo s !leue arte

on picking off the Soldier escorts from afar With Cancel Bonus-boosted RllRlng llaurca attacks, hll F"ytend Cltff

try to keep BIWlg too busy to pull off any of hrs powerful attacks . Rfter dispOSing of the tlllo soldier , add her

shots to the other two and finish BIWlg off Ultimately, though , the stretegy you employ here Will be based on the

state of your party.

GETTING STRRTEO

CHRRACTERS

BONUS DUNGEONS

PRIURTE RCTIONS

MINI·GRMES RNO
SUB·OUESTS

ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



ILower Deck I

IUpper Deck I

3S00 Fol

660 Fo l

3~SO Fol

PRICE

310 Fo l

PRICE

7S0 Fol

17S0 Fol

1~0 Fol

SUMMIT STREET ARMORER

TWILIGHT HOUR OUTFITTERS

Werrlor's Bracelet

Fresh Sage

/TEU

RnoIOted CheIO Nai l

BastardSword

suuer Ring

Compounding EII.,rs

Slluar Oaggar

'TEU

Scholer's Brecelet ~7S0 Fol

R NEW FRCILlTV
The Battlastup Aqueelle Introduces e new element to the geme:

The Geme Room. These ere slmller to the ones 1I0U encountered

wall back on Hilda IV at the Grentler Resort Hotel, except now

1I0U cen use them to eccess ulrtuel uer aicns of the Armorer,

Outfitter, end Workshop In Peternll. These "Geme Rooms" elso

appear on the Moonbese and In the town of Arklues. WhIle 1I0U

might not be eble t o use the Armorer or Outfitter uerll much, the

Workshop IS alwalls useful, especlelill since 1I0U cen st ili

transfer anll of the muent ors 1I0u'ue signed to th is urrtual shop.

The Aquoelie falls into Ihe Bottle Ooss ofships. As one ofthe newest types ofships inthe Federation's

arsenal, itsports the latest defensive and stealth lechnology. Its arsenal isn't bod either, Commodore

Wittcomb, a highly decoroled chief ofIhe Federation forces, commands the Aquoelie.

Clone Generator 3S0 Fol

Cook109 Ingredients 1~0 Fol

MRP COMPLETE: N/R

Heauv Rrmor 9S0 Fol

Flna Gauntlet 700 Fol

BATTLE HIP
AQUAELIE

Chapter Two

Chapter Dna

Chapter Three



TWO NEW PRRT'r MEMBERS

In between the time you return to the Diplo and transfer aver tathe Aquaelie, two characters re-join
yaur party an a permanent basis. The first is Sophia Esteed, Fayt'sbest friend. Sophio is a dedicoted

mogic user but, atLevell , you 'll need to spend some serious time troining her.The second party mem­

ber wha re-jainsthe crew is ihe Elicoarian who rescued yau during ME #65. Fram this paint an, you

only have ane empty slatleh in yaur party. (Mirage and Adray, party members #5and #6,join your

party permanently in Chapter Five.)

TRIP TO THE MOON
For the trip to the Moonbase and Prof. Leingod'sLab, the porty travels on the Federation Battleship

Aquaelie. This large ship has enough room for everyone to have their own stateroom.This meansthot

when the Commodare suggests that you rest for a while, yau have a place to do so. It even comes

complete with a Save Point. Remember its location lthe first room on the right in the ahstarboard

residential corridor), especially when you need to move the action along! lust be sure that you talk

to everyone befare you go to sleep, for fear that yau miss out on something cool!



ISouth Resear<h Zane I

I South Recreational Zone

Transparter Paint
(appean alter ME #78 In Gemity)

The Moonbose is the commonly used nickname of Federation Station #5, a multi-purpose facility

built in orbit around Earth'smoon, luna. II is here in the center of the Research Zone that Fayl's

parents built their research lob.

I West Habitation Zone I

(,)

c

MOONBA$[

I Main Recreational Area I

Chepter Two

Chepter One

Chepter Three



IProf. Leingod's Research Lab I

RblotlVe RrIDor

Sunnse Olctlonory

Cooking IngredIents

" ,f" ,

, :

;,

: ,

I( ntral Research Zone I

SynthesIs l4aterlols • II I ,

l4aglcol serrie»

Hlnl ·FII! ese Ii!OOO i!OOO

IncapaCItator eee 15500 SOO

PRIURTE RCTIONS

GETTING 5TRRTEO

Wha t 's Pepp.'ta dOln9",h",er-=ec.:..? _

When you first arrive atthe Moonbose, it

looks pretty deserted. However, before

long, you run into afamiliar face. It seems

that Peppito Rosseni and her family of dr­

cus performers are stranded on the

Moonbose with many of the other resi­

dents. Look for them inthe Auditorium.

THE ROSSETTI TROUPE RERPPERRS!

50000

IBOO

I4P

1500

.", ,

SynthesIS 140tenols

I4lnd Saver

i!8000

HP

SOOOO

15000

1/'

la,

13S

"

Jewel of Rlertness

HONSTER NRHE

Proeio lIDer

Li! Stinger

Oestroyer

ROKUMONOO ANTIQUE SHOP SHOPPING CENTER

MINI·GRMES RNO
SUB·QUESTS

ITEH PRICE ITEH PRICE ITEM CRERTION
Cerem,c Sword 32000 Fol PhYSical Enhancer BOO Fol

Clown Shoes 32200 Fol

CeremIC Geuntlel 35000 Fol

BaSil 20 Fal

Menlal Enhancer 1000 Fal
ITEMS
RNO EOUIPMENT

3000 FalAnaleplIC15BOO FalBraed AKe

Meg,c,an's Aod 21000 Fal 5ege 20 Fal

Fleming Gun 37000 Fal Lavender 20 Fal BESTIRRY

Carbanlla Armor 30000 Fal

htaruum Claw 35000 Fal Fresh Sage 310 Fat

350 FalClone Generelar

33200 Fal

32000 Fal

Ablallue Armor

CeremIC Oegger



PEPPITR TRGS RLONG

Procleuners are InteNlstlng enemies.

Thay are eMtremely powerful crea­

tures capable of darting around the

field with their Speed Hack spell or

draining HP from your party members

with Dark Sphere. The rest of the

Prnclei mar's attacks cause both HP and MP damage, endangering your charac ­

ters on both fronts . If you haue the Fol and materials, consider upgrading your

characters ' weapons and armor or euen muastrnq the Fol In refining your bat ­

tle party's weapons with Orrchalcum. With 50,000 HP and MP, the Prnclarmar' IS e

tough enemy likely to put up quite a fight.

The main objsct tue In this battle should be to preuent the Proctermer from

pulling off any of ItS major attacks like llrume Waue . srnce the boss 's attacks

haue some range , run away If you see It start emitting light. Two of the boss 's

attacks feature SWirling orbs or waues of energy , trapping and inflicting mul­

tiple attacks on those In their way. If you get caught In one, your character IS

baSically toast! As usual , put two melee fighters [like Fayt and Cliff) on her,

while a third character attacks from the sidelines. Multiple-hit attacks, like Cliffs Electric Fists O~

especially well at prausntmq the Prncleuner from dOing much.

If you alked to any of the people

holed up In the AuditOrium, you know

that the Research Zones are under

heauy guard by the EMecutloners .

The reality IS that the Proclarmera ,

angal -Ilke subordinates of the

EMscutlonars protect the entrances

to the Research Zone. Which direc ­

tion you choose to take from the main

Recreational Zone determines where

you ancounter this ommous enamy.

Fortunately, Peppito knows the people who workin the main Residential Zone. While she's inyour

party, and before youparticipate in ME 1170at Professor Leingod'slob, visit Leon in "The Red Eye"
Bar. Heknows where to getsome good quality equipmenlthot will definitely ceme in handy later on.

Alter the Prodoimer boss light, Peppito tokes herturn as a temporary party member. like Sophia,

she also joinsatLevell, soifyou really wont totry her out, level her up somewhat and get her het­
ter quality equipment.



TIME TO LERUE?

Aher finding the necessary informotion in Leingod'slob, iI'stime to return to the Aquoelie. Of course,

you don't hove to leave right now ifyou 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 time and effort and you have free

healing and aconvenient Save Paint nearby.When you'reready to leave, return to the transporter out­

side the main Recreational Zone.

If i;iDiiDr e In the mood tolBuel up
uour characters, look for clusters
of Oestrouers and fIght them over
ond ouer. Thelj proulde good amounts
of EXP and Fol, especlolllj during
Bonus Bollf~_

ITEM CREATION

ITEMS
ANO EOUIPMENT

BESTIARV

MINI ·GAMES ANO
SUB ·QUESTS

PRIVRTE AC TIONS

MP

i?000

3500

I Lower ParI I

HP

1i?000

55000157

Ia .

lui? Bobo Gunner ere 36000 ~OOO

MONSTER NRME

En[orcer

Proctoimer 3~~ 50000 50000

Transporter Point
(appears alter

ME #78 InGemityl

L

Tiiefiiiie Gotiis unmIstakable. I[ Ijou
[eel /Ike Ijou're lost. don't be o[rold
to tsts: to the mop.! _

If

I

t

The trip to Styx takes place on the Aquaelie. To moke the time poss, rest in your stateroom aher

speoking to the other party members and checking with the crew. When you owake, head to the

Bridge to find out the current situation, then head to the Ah Long·Distance Transporter Room and

teleport to the shuttle, (olnus. When itarrives on the surface, leave through the bock door.

THE TIME GRTE

The trip to the TIme Gote is fraught with dangers, mainly inthe form 01 Proclaimers and Enforcers,
two of the (reotor'ssubordinates. The Proclaimers that appear as a normal enemy here ore identical

to the one you foced osa boss enemy on the Moonbase. The Enforcers are similar in strength, but

you can use their lack of MP againslthem and try for an MP Kill.

Be careful while traveling 10 the TIme Gate. The dislance from the Shuttle'slanding site to the TIme

Gate isgreot ond the heavy fog and twisting paths make ileasy to accidentally run into enemies. Set

your party'sformation to Escope ifaccidental enemy encounters continue to occur. You 'll have plen­
ty of opportunities to level up in a safer environment later on, before you go up againstthe next

group of bosses. There is no need to needlessly endanger your party (or inventory)atthispoint.

TRIP TO THE 5URFRCE OF THE PLRNET 5TW<

MAP COMPLETE : N/A

The planet Styx is a mysterious place thot's been marked

as a prohibited zane by the Federation. On its surface are
the remains of an ancient civilization, the most striking

feature of which is the mysterious TIme Gate. Uttle is

known about the TIme Gote except that itseems to enable

people to travel through time.

STYX



I Satellite Oty I

I Spacetime Station I

Arkives is one of the IOtellile cities where many of the citizens of the 40Universe make their home.

II is comprised of three segments: the Satellite City itself where Foyt and his friends make their first

appearance, the residenliol area where Flod and his mom live, and the Spacetime Stolion that ties

together all of the cities inthe 40Universe. The strange sterility and calmness of Ihe city seems odd

to Foyt and his group.\ \,' l

~ \ '1,,,,
c.'

IS
ell

MAP COMPLETE: N/A

ARKl

(Iemal Sphere
Terminal Room

(AlltsS 10 VR Armorer
Oulfiller or Workshop)

Chapter Tlo

Chapter Four

Chapter Three



Lavender 20 Fol

Mental Enhancer 1000 Fol

Yovr [Irst v,eUl o[ the ~D Ulorld!

FLRO RNO THE
I

j RUTHENTlCRTlON OISK

Upon /irst arriving in 40Space, you meet a

young boy named Rod. Rod has a lot of things

to tell you about ihe situation wilhthe (reator.

The mast impartanl thingthat he gives youat

Ihis paint is an Authenti(Qtion Disk, which

you can use atan Eternal Sphere Terminal in

Ihe amusement park Gemily. Use the
Spacelime Terminal at Ihe heartof Arkives to

Iravellhere.

Cooking Ingred.ents", I

Sm.thy Hammer (ovO/lob/e after ME .n]

20 Fol

3000 Fol

BOO Fol

PRICE

THE AMAZING DDN OUIHDTE

. :

JeUielof,Rler/ness

lTEH

Ph~Slcal Enhancer

BasIl 20 Fol

Rnalept lc

Sage

[fi.IIi! OlHl

Clone Gener at or 350 Fol

Fresh Sage 310 Fol

CDSUP THE SPRCETIME STRTlON

Ceramic Gauntlet 35000 Fol

ITEH

Ceramic Sword

PRICE

32000 Fol

The Spacetime Sialion links all of the cities of the 40Universe together. However, citizens are only

granled access 10 the places they have clearance to visit. In your parly'scase, you can Iravel freely

between Arkives and Gemily, but nowhere else. Well, atleast not yet.

Clown Shoes 32200 Fol

Carbonlta Rrmor 30000 Fol

TItanium Claw 35000 Fol

To travel to Cem,ty. go to the

Sp.0cet,me Stot ,on.

21000 Fol

1000 Fol/nlght

33200 Fol

32000 Fol

IsBOO FolBroad RHe

CeramIc Oagger

Capsule Bed Zero -G Inn

Rblatlue Rrmor

Maglclan 's Rod

Flaming Gun 37000 Fol

URITY SERVICE
S,M SecurIty Serurca soldiers stand between you end the freedo

IIMplor Arklues end the rest of '10 Space. Fortunataly. these snldrar-s are

eMtremely weak and easy to defeat. If only the rest of the '10 enemies were



Book of Prophec,es 5. :

RapId tncocauon

MAP COMPLETE: N/A

Gemily is the great amusement pork created in honor ofthe Sphere Corporation's mcsterpieee,

Eternal Sphere. The [andy relered streets and plazas are lined with buildings, menhendse, and

mini·games that come straight from the virtual world. The park is also home to the largest Eternal

Sphere terminal.

Chapler Two

Chapler One

Chapter Four

Chapler Three



lTEH

REMUL STUDIO ARMORER

PRICE
WELCOME TO GEMIT"!

Rblellve ShIeld ~6000 Fol

[eremlc Geunllel 35000 Fol

[lawn Shoes 32200 Fol

Irtsrnurn [lew 35000 Fol

Upon orriving in Gemily, you hove full reign to explore the enlirepork. Gemily houses011 of the mini­

gomes inthe gome, so check them oul ond hove some fun. The prizes you conwinhere ore pretty

cool, olthough you might not be able 10 win some of the best ones until oheryou've completed the

story portion of the game. For more information on howto ployand winatthe Bunny Races, Runic

Chess, and the Fighting Arena, check eut ihe "Mini·Gomes &Sub-Quests" chapter. Keep inmind thaI

unless you plan to suspend your oefuol gomeploy and spend a lot of time here inGemily, your access

to these games (and their prizes) is limited 10 this one visit. Alter leoving Gemity for the Sphere

Corporotion, you connol return until olter you complete the gome!

21000 Fol

32000 Fol

~2S00 Fol

32000 Fol

~3000 Fol

Meglclen's Rod

[eremlc Dagger

[eremlc Sword

laser Weapon

Polee"e

Fleming Gun 37000 Fol

levender 20 Fol

Menlel Enhancer 1000 Fol
I[ lJau need healing ,tems, examin«
some a[ thIS stand's wares . Bcrass

the walJ, lJau'lI [lnd someone WIlling

to heal status anomalies [o r tre«
too .

Gem,tlJ is desIgned to look slm,lor to
the Eternal Sphere. Rs a result ,

1J0u'II [lnd monlJ o[ the some tlJpes o[
shops and stands that 1J0u'ue used
at other tImes In the game.

PRICE

20 Fol

3000 Fol

BOO Fol

33200 Fol

MUSCLE GARDEN OUTFITTER

ITEH

Sage

Basil 20 Fol

Phvslcal Enhencer

Rnalepllc

[arbonole Rrmor 30000 Fol

Rblellve Rrmor

lI1e Sever ~BOO Fol

Mind Sever ~BOO Fol

Repld tnucceucn 22~00 Fol

Keen Kilchen Knlle 55000 Fol

Fresh Sege 310 Fol

[lone Generelor 350 Fol

INTERLUDES IN THE ETERNRL SPHERE

Besil 20 Fol

Menlel Enhencer 1000 Fol

Once Har Ia enters all a[ lJaur
partlJ's In[a rmat,an Into the comput ­

et; lJau can choose to enter the
Eterna l Sphere at one a[ [ our

lacat ,ans.

The Eternal Sphere te ;:;;;m;;-;;

clear/lJ marked w,th the decal shown
In the screenshat abaue. Entrances
to the terminal are [aund on both
s,des 01 the ,rcle. __

The Eternol Sphere lerminol in Gemily provides occess 10 most of the worlds you've visiled over the

course of the game.The only one you connol re-visit is Hydo IV. If you missed any treasures (don't Ier­

get you have Ihe Ring of Disintegration now!) or just wonllo revisit old friends, toke advantage of this

unlimiled access.Once you leave Gemity for the Sphere Corporation, you forfeitlhe opportunity to visit

any other world other than Elicoor II until the end of the game.

20 Fol

PRICE

~OO Fol

PRICE

3000 Fol

Uerles

BOO Fol

120Fol

UNALTERABLE PAST EATERY

THE PRINCESS'S TEST SITE PHARMACY

lTEH

Sege

ITEH

[OOking Ingredlenls

Pamella JUice

Rnelepllc

Phvslcel Enhencer

Rpple Pie

Sleemed Bun 200 Fol

levender 20 Fol

Fresh Sage 310 Fol



If 'IOU wont Nel to occuplj the eighth

slot In 'lo ur portlj. UIS/t her at
Castle Rquorlo.

Head to Roger 'shome in Surferio ifyou want

to recruithim as your eighth party member. In

thisevent, you have three options: 1. You can

opt to recruit the Imle guy; 2. Say no to his

offer; or 3.Just walk away. The third choice

allows you to allempt to recruit him again if

yau change your mind about having him as a

partner.Mind you, this only works ifyou hOYt

that eighth party member slot open!

If you want A1bel in your party, you must defeat him in bailie first! First, visit Woltar in his ollice in

his Kirlsa Mansion to find out where he'shanging out these days.Woltar sends you to the llrsso Lova

(ave, where A1bel has been training night and day for another chance to defeat you. This battle pits

Fay! against Albel, mano-a-mano! If you choose to fight, consider upgrading Fay!'s current sword

through Item Creation and/or leveling him up to about Lv 50 or 10 (this version of Albel isatLv 49).

By winning the fight with Albel, you can choose to recruit him or leave him olone. If you don't recruit

him atthis point, you can wait for a later point in the game and/or take him on asecond time.

To recrUit Roger as on eighth portlj
member; t alk to him In tus parents'

home In Surferlo.

To recruit Nel, visit her in her room in (ostle

Aquorio. When she esks you to sit ond tolk,

choose the second option-thot you don't

have the time-toencourage Nelto 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 allempt to recruit

her a second time.

cii8ci( on Nlklos o~no whl"ieCin ­

Vanguard III .

ELlCDDR /I

Ent r once/ eHlt on fI,coor II.

VRNGURRD II/

There'sa lot to do inElicoor II during this return trip. You should recruit your eighth permanent party

member (if you didn't accept Peppita's affer to help, that is) and check up on all of your friends

and allies.

While on Vanguard III, pay a quick visit to Niklas and Meena to see how they are doing. Of course,

while you'rethere, finish clearing out the treasure chests inthe blocked parts of the Ruins of (affir.

With the Ring of Disintegration, nothing can standinyaur way!

Talk to lUo/tor In Klrlso to t r igger

the event with Rlbel.
Look for Rlbel In Crosell's Lair In the

Ursso Lava Coues. He's aching for a
f!9htL so come prepared.



If you thought the fir

e difficult you heuan t

I18n anything yeti Albel IS t Ice liS

POlll rrul no lind uen more deter

minld to defeat Feyt l To make mat ­

t rs worse , he grows more power ­

rul es tlllle go s by in the storyline

If you plan to recruit Rlbel as your

Ighth perty ember by all lIIe ns

r ecruit hI during the trip to Eltcuor ff frotll the Eternal Sphere termInal In lie

en In th gil

ElIPIlCt trus bllUle to b tough Albel IS lightning fest end hIS fondness for charge et

f ce before you can start one of Fayt s combo or specrat attacks In fact uen If you n t gOlll'

Only Defeat B tlle Trophy, the use of stun bombs IS highly recommended , If only to g t mUltIple hi en Rib I Ir

you do want to win the Battle Trophy associated with trus battle, stock up on pourer-rul. MP d mil Infllctln un

bomb I MagiC POints lire stiff Albel's weak POint espeCially If you taka rum on dUring th r t WlndlJOJ

I! ~ou didn'l recruil droy before the Air lyph·Aquios war, on event occurs when you enter the

Q en'sAudience ( mber inthe Coslle. her this event, Adray automoticallyjoins the party. I!you

chose 10 loke Adrayin ChapterTwo, thenI 's ventdoesn't occur.lnsleod, Adray joins the party when

you return 10 E1ic r III ter on in the chopter.

MOONBR5E
There's no real reason 10 return here unlessyou wonllo lake advontage of the greot leveling uppes­

sibilities of the Moonbose. Head 10 the South Research Zone and toke on Ihe twoDeslrayers inIhe

pork by Ihe northeasl exitover ond over ogoin until your porty reaches aboullevel 50 or so. The

Deslroyersare greot opponentsbecouse each one isworth 5600 EXP and 2630 Fol.l!you get a good

Bonus Banle Gouge chain going, your charaders will level up 01 the end of every banle or two and

you'll earn enough Fol for Item (realion, buying new weapons and armor or jusl recruiting Inventors.

Remember, the timeyou spend leveling up now is time thaI you wan'l have to spend loler on.Alleasl

on the Moonbose you have free heoling and a convenient Save Point nearby! revel ing up at the Maanbase IS a
great use of your tIme at tms POint

!!L1he game!



Look for the elevator to the second

floor around the perImeter of the
room. The treasure chest WIth the
SmIthy Hammer IS upstaIrs.

CLERRRNCE TO ENTER
/ SPHERE 211

and grab tha Smllhy Hammer

InsIda. You'll find the 20-polnt

talent boost to your Blacksmithing skill uery handy as you prepare

for the battles yet to come!

When you're ready to leave~

go to the Sl1ocet,me Stollon.

BLRCKSMITHING BOOST!
Once you enter the Sphere

bUilding, there's no leaulng It!

Rctually, you will get to leaua

It but you won't be returning

to Gemltyor Rrkluas any time

soon. Before you take the

Spacetime transporter ouer

there, reursrt Rrklues and

Flad's homa. Look for a treas­

ure chest on the second noor

When you're done in Ihe Eternal Sphere,

return 10 the Spacetime Slation.While you are

wailing for access to the Sphere, heal your

party and save your game.Aher all, ifyou get

in, you IOn bet you'll run into some sort of

security force!

fntroncyfHlt on the planet StyH.

Return 10 Styx ifyou'rein the mood for a more challenging place to level up your rhererters, Look

for monsters on the sauthern half of the rocky path. If you'reafraid 10 take on the Prodaimers, Ihere

are plenty of ather monsters to fight instead.



MINI ·GRMES RNO
SUB·OUESTS

ITEM CRERTION

BESTIRRY

ITEMS
RNO EOUIPMENT

PRIVRTE RCTIONS

GETTING STRRTED

i?600

JOOOO

600

!lao

PhySICDI EnhDncer

UP

Ripe Berries

", .

TrDdlng CDrd i?

SynthesIs lotalerlDls

I?OOO

HP

I~OOO

6i?000

17000

lotentDI EnhDncer

TrDdlng CDrd EHi?

I." , :

~O Securlly Soldier

mcapocnotor ~ ees

Securlly Soldier 3B3

Berlal ~6 70000 5000

Bzozer ~O !I!IOOO !l000

Lu3 Robo Gunner i?73 ~SOOO ~SOO

Belzeber ~S

1ot0NSTER NBUE /0.

I'

This building situated in the Last City afthe 40Universe is the hame af the famed tampany,

Sphere, rrecter afthe virtual warld Eternal Sphere. Attessis restricted taemployees and tere­

fully sneened guests. If yau are granted nrress to Sphere 211 , don't be surprisedwhen yau

are transparted directly inside the building. Ihs is just one afa number afsafety prereufiens

in plate to prevent terrorism or theh.\ \ \ ' I

Sphere 211 Maps,
Floors 1-5

Transport.r
(appears alterGame aear)

(I)

SPHERE en



Floor type S I

I Floor type 2 I

I Floor type 7 I

Floor type 4 I

Sphere 211 Maps,
Floors 6-21 0

I Floor type I I

I Floor type 6 I

I Floor type 3 I

Chapler TWD

Chapler One

Chapler Three

• The leltered col/outs correspond to the

large table on page 1/3



I Floor type8 I

After defeating Azazar's squad of

Securltll Soldiers, It'S time to take

on tha man himself. Azazer uses e

trange collection of attacks .

com on IS rus baSIC

slash/whip attack thllt Inflicts

precIous MP damage. If ucu 're con­

cantratlng on magic or MP uSing

Battl Skills . stall awall from ttus

attack HI two Battle Skills are Sniping, a gun attack IIllth good raach, and Crllstel Prt • r felll u d freez ­

Ing pell. If 1I0u'ue pant soroe time laullilng up 1I0ur charectar-s to the upper 90 or 50s IndIo IInprouJng 1I0ur

battle pertll 's weapons through Item Creation. 1I0U should find ttus bettie prettll ea II If not pr para ta psnd

a lot of time healing MP damage and running awall . Azazer IS uaru quick and tns ettac s combine In such a wall as

to bind 1I0U long enough for him to catch up and attack. putting weakar partras In th dire po Itlon of bllng killed

off 0 qurck III that 1I0U cannot ra pond epproprtatalu.

GETTING STRATED

CHRARCTEAS

At thispoinl, you mustwalk up to the fihh floor. From there, onre you meel up with Blairand the rest

of her team of developers, you Ion turn on the elevators and use them to travel from floor to floor.

But we are gettingahead of ourselves ...

~ INI ·GR~ES RNO
SUB·OUESTS

PAIURTE RCTIONS

BONUS DUNGEONS

)
/BLRIR RND THE DEVELOPERS

Heet 8101/; yovr new best frlenifStie
knows most everythrng there ,s to
know about the Eternal Sphere and
the Sp.here corp'~owro~ ,t, l.',o'.!.!n::.... _

Blair and her teamof developers have their offiles on the fihh floor of Sphere 211 , They've pre­

pared a bunthof goodies to help you, inaddition to the Uninstoller disk, Talkto Aire, ifyou need

healing. He correrts rherener parameters and is glad to reset yours free of lhorge! Shor Zeit 'ssister,

Leiria, has ueated same great items, Talk to Shar Zeit first, then Leiria ta get Blueberries,

Blackberries, Fruity Potion, Verdurous Polion, Resurrection Elixir, and the AI Program,

Talk to Leiria a leland time to visit her impromptu shop.

Upon flr"5'tenterrng Sphere cll, the
elevators are turnee off. Keep track
of theIr locot,ons on each floor for
later reference .

SPHERE 211

Sphere 211 is the lorporote headquarters of

Sphere, the lompony responsible for the

Eternal Sphere and ihe root of your terrent

troubles. The 211 refers to the number of

floors inthe building. At this point in the game,

you have Ollesslo 101 floors. The rest (from

Aoor 101 to 210) remain sealed until you

tomplete thestory porlionof the gome-ond

even then you must pass the Maze of

Tribulations firsl!



PhYSical Enhancer BOO Fol

Rnaleptlc 3000 Fol

e~ploslua

vall II after

Vall ust

hlch u r one 1I0u

itn you keeping

thl cond one

LeIria has some goodIes. Rfterwords,
you can pur chase basIc ,tems at her

shop~

Auto-Aim.

In tandalll , trns taam IS prettll harsh Therefora It s best to take one out . then the othar

choose to elr mate first , ake sure that one of the co puter -controlled allies IS rrght ther

hlln too bUSIi fending off attacks to release an attack of hrs own After defeating one of the

should be easu to defeat With three partll members piling on the ettacks

Ihrs duo possesses contrasting

fighting styles that make this bat­

tle a lot of fun. Again, If 1I0ur char­

acters are at tu 50 or above With

Improved weapons [from +1000­

2000 ATK] , thrs battle shouldn 't be

too difficult Berral relies most III

on gun attacks, while the sUllft

Belzeber uses his elsctrrc whip to

great effect Berra I IS like a

Oastroyer -type tank In human form; out of nOlllhere he pulls out a giant rocket launcher end r

volley of IlIlssiles l These baSIC launcher attacks are tus preferred ethod of dispatching hiS Inaml

cause some sarrous damage to hi If 1I0U want to see rus aptlV named Fire Dance battla Skill or h

Belzeber IS a sneakier opponent . He's ueru quick and accurate With tus whip To make things more rntsr-e tlng, hrs

whip attacks take on uerious elemental ettrrbutas, granting him the abilltli to freaz , pll r alli z or lmplll poison

hiS targats HIS special attacks are both HP draining skills rth a large range Th.,r dIrk lIurling clouds If'e

falrlll easy to dodge.

20 Fol

310 Fol

350 Fol

1000 Fol

PRICE

ERIRL RND BELZEBER

DEBUGGING MODE

Mental Enhancer

Sage

Lauender 20 Fol

BaSil 20 Fol

[lone Generator

Fresh Sage

/lEH

TRKING THE ELEVRTOR TO FLOOR 211
After the bo"le with Beriol and Belzeber, it

becomes obvious that you must infiltrate the
(reotor'sallites on the 211th floor of Sphere.

To do this, you need to turn on the elevators

atthe breaker box in a roam atthe north end

of the 51hfloor.

Examine the panel to dlscouer hOlD
to turn on the eleuotors.

Afterdoing 10, youhave atheke:you Ian ten­

tinue immediately to the 211th floor, or you

Ian explore floors 6·100 first. Exploring the

intermediate floors enables youto pkkuplots

of Synthesis Materials 01 well as some ather

rare items. However, onle you arrive on a

floor, the elevator you took rhonges its pro­

gromming, allowing you 10 travel downwards

an~. To lantinue an upward trek, you must

findtheather elevator an that floor.

The only eleuotor that can t oke you

to the upper leuels 's the one on the
5" loo""r. _

Roars 6·100 do nathave floor plans unique

to ealh spedfit floor. Refer to the fallowing table to determine whilhof the eight floor plans your
destinationfloor fall ows, along with potential treasures available. Ealhfloor plan has uptofive trees­

urerhestslereted anit; this table indilates whether the thests are full, empty, or simplynon-existent
at that time. The "must-visit" floors indude: floor 13 (Silver (holke), floor 16 (Trading (ard EXl).

floor 18 (Intelled+ Berriesl, floor 30 (Bookof Prophedess), floor 47 (Intellelt+ Berries), floor 50
(Trading (ord EXBI, floor B5 (Book of Praphedes 31, andflaar 86 (Intellelt+Berries).
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· , ,
72 3 Emctu Emctu -- .- Emctu

, , ,
" ·7 ~ 3 -- Emot Emot -- Jewel of Ruarlce

, ,
76 B -- Emot Emot -- Emotu

,
7B 6 -- Emctu -- .- Jewel of Rlertness

, , ,
BO B Emot Emot -- S nthesrs Mat er ials --
: , ..
B~ 6 Emotu -- -- Emctu --
: ,
B~ I -- Emct Emot -- --
: , , , , :,. , .. ,
86 7 Jawel of Refuoe Emot Intellect. Berr,es -- --
: ,
BB S -- Emctu Emctu -- --

90 I -- -- Jewel of Refuoe Emotu - -

·9~ 7 Emotu -- Emct S nthesrs Mat er ials --
: 0

9~ 6 Emct Emct Em ctu Em ctu Emctu, ,
96 3 -- -- Emot Emotu Emotu

0

98 B -- -- Emctu -- --.. , 0

100 3 Emctu -- Jewel of Rlertness -- Emct u

• Pfeose r ef er to mops on paqe 110 for eHact ,t ern facat,ans.
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BONUS DUNGEONS

PRIVRTE RCTIONS

MINI-GRMES RNO
SUB -OUESTS

ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



BAC~TO STYX

00

~ooo

~ooo

HP

35000

~'ooo

~~ooo

8eooo

HP

650003~5

106

10,

158

no IJlJr

HONSTER NRHE

Pr,»: almer

Inco/loc,tolor ~ ees 17000 e600

Phantom Striker 3e8 70000 5000

Enforcer

Coovlctor

Yvon- I' ~61 ~5000 1500

Convlctor 109 leoooo 10000

Reaching Roor 211 of Sphere issomewhat anticlimactic. You face linle resistance and the trip out

of 40Space bock to the TIme Gate on the planet Styx goes very smoothly, However, things heat

up quickly once you rematerialize on Styx, Prepare ahead of time for the three consecutive boss

fights that follow your arrival! Beware! Aher these boss lights, the geography of Styx is

changed forever!

\ \ "\

\i'~ \ \
(.,

(tl

MAP COMPLETE: N/A



[lCLR IMER, ENFORCER, RND CONU ICTOR

lit IIDU dont hau II brll k n

b t lin to heal \IOUI' P81"'ty You

p up the h 81mg during ng

o th,t you dont get caught at the

stlrl of th Onlli bllttl With IDw HP

end NPI

Ihl l:onlJlctor I JUst another euolu

tlon of the Cr ltDI' mmmns ThIS nneU B

rem mbllr RlrDbte t frDm a battle With the prlte Robm Uhnd It I e

dllmllQ to It tlrget{s] tDh n YDU see th,t tell ale emado

Flnilly th Cr .tor I Immune to Fire and lea de Il [ d ll'!lllr'ill~"

tak II heIf demag trom md-bs ed ettacks Prepere YDur PlIrt,y ec~tng

putsr-cnotro!l d charecters slttmg cut on the srdsun 5 baeeu e their t

THE DIPLO SRUES THE DRY BRCK ON ELlCDDR II

The southern half of the Styx mop changes

oher the earthquakes caused by the

(onvictor'ssummoning. This time, the path to

the Shuttle landing site is much narrower,

making it difficult to escape from theenemies

inhabitingthe!pOce.

The transporter on the Diplo sell you down on

Elicoor II in the Irisc Fields. Head over to

Aquias and seek on audience with the Queen

at (astle Aquaria. Once you get her permis­

sion, it'sdown the secret paslOge to the Sealed

(evem and the Shrine of Kaddan.

BONUS OUNGEONS

MIr age flnallJl JOinS your party!

Bock atthe Shuttle landing site, on old friend

picks you up and flies bock to Elicoor II and

the Sacred Orb. Once on the Diplo, colch up

with the crew and check on your party mem­

bers. There'splenty ofintrigue to be found,

as Ueber attempts 10 work up the courage to

confess his affection for Moria. Aher speak­

ing with everyone, return to the bridge and
check on the flight's progress with Mirage.

When you arrive in orbit around Elicoor II,

she finally joins the party.

The biggesl change you'll notice on Elicoor II

is the new monsters inhabiting certain areas

(basically the ones you are likely to travel

through during this port 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 newleveling up oppor­

tunities' 10 don't be afraid to spendsome time

beating them up. Theend of thegame is com­
ingsoon, and you'll need all the strength you

can muster for the final bottle! Plus, the extra

Fol will come inhandytoo!

PRIVRTE RCTIONS

MINI·GRMESRNO
SUB·OUESTS

ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



Crest Gauntlet 37500 Fat

Saint 's Halbard 35500 Fal

Adept 's Staff 29500 Fal

• II •

36000 Fal

~BBOO Fal

~7S00 Fal

35500 Fal

PRICE

RUMINA AND RUDDLE 'S SUPREME SHOP

tunauc Shoes

Grault~ Lasar

M~thrll Sword

Biter

ITEM

RUDDL E s RUMINR
If 1I0U correcuu completed th e Ruddle and Rumina sub-ques t ,

then 1I0u' \I find them In II house In northwast RqUios. When 1I0U

return to Ellcoor \I on tha Olplo (as opposed to returning

through the Eternel Sphere termin al In Gemltlll, 1I0u'\I find tha t

Ruddle has updated his urares Just for 1I0U. These ere the most

powerful weapons and armor 1I0U can purchase In the game, so

hapPIi shopplngl

Chapter Two

Chapter One

Battle Armor ~9S00 Fal

Battle Chain Mall 3BOOO Fal
Chapter Three W,zard's Robe 19000 Fal

Clone Generator 350 FalREVISITING THE SHRINE OF KROORN

Aside from the dillerent enemies in the area, not much has changed here sinte your losl visit. There
are new bosses prolecting Ihe entrance 10 the Shrine and the entrance 10 the Middle Area of the
Shrine. In addition, new Cryslol Statues have replaced the old.There is no new treasure inside, but if
you haven'ltaken the opportunity 10 get the Ring of Disintegration treasures, do so now. For this
quesl, simply Iighllo the Sacred Orb and take itback to Aquios wilh youl

Fresh Saga 310 Fal

The lesser Eve IS II frightening

100 Ing tentectsd flail ng elle . It

specllIllle In Circle IIttllCks,

hllrll It drllws II mllglclIl circle on

the floor blnellth It to snsnere end

thn e cllught In Ide Thllse

are SlIsli to dodge lI/1th

cllUI chllractlr. but It IS

unhk III thllt thl conputer-contrcned

Will tllke the lime preceu -

Tnll ettecks tl d to effect \lour mlfea flghtsrs IIkl Cliff th roo t Fortunllleill thl 1111 cnerec III'S

e~ III Itl I h higher defen I end HP Itat thll at IT' tI dll IIgl fro thl III' till CIr -

clea I long I 1I0U prepare hlllilng pe IOns or spe" for

Of cour-se the other denger spot With the Lesser Eye I the monster cornucopre of lie b em ,Ullck Thest

.UlIck can CUI htus IInomalies Ilks f eez pllrllJ\lz or pe fV If II plrty emb I' get It bll O~II of t

K RRMOR [H2]
cond trip through the Shrine of Klldden

111" Imller to the Flying Knights that 1I0U encountered on the first tnp ,

Th I Ilrl 10 pcnderuua bllllsis whos msm IItteck I the powerful

Hllm I' OUlkl Ho lIU r: 'f 1I0U surround them With elee fighters lind pu ­

mel thsm frolll IIfllr With spells-or Nel or Merill 's long dlstllnce Blltt/e

Skill -then 1I0U Will hllue much better luck defeating them before thell can

';;,jU\iIItI~n CIlUSl mllnll quakea Itu IS merely ani boss flllht on 1I0ur wey to tha

Sllcrld Orb's chlmbar



BOSS

FI STRL STRTUE
This CrysteI statue ('8nd the ones guarding the nortlTeJ'm

snrme] 15 prattl' much rdantrcel to the ones you facad dUring I1Bur firs

trrp througR the shrrne The sama stretegles apply here , too I<eIlP tha

boss s movement confined If posstele. by barrlDadIng It In 0 a of th t II

ruches ItR your alee flghter , hlle shootInll at the boss rra sf'8; h

long-dl tance fight r.

EYE
The Derk Eye 15 a fiercer uer-sien of the Lesser Eye thet once protected

the entrence to the Shrille , They shere the seme baste end special ettecks

howeuer, the Dark Eye IS f,ue experience leuels stronger then the Lesaer

Eye. U a the sallie strategy Rere that you used ag8Inst the Lesser ey

GETTING STRRTED

CHRRRCTERS .

NEXT STOP: THE RNCIENT RUINS OF MOSEL!
Once you have the Sacred Orb in hand and you've heard Blair inME #BB, it'stime to head to the

Mosel Dunesand pay another visit to the Ancient Ruins of Mosel. Again, not much has changed other

than the typesof monsters thaI now inhabitlhe area.

Rs you leove Surferlo on your lUOy to the Mosel Ounes. the flnol port/j member­

reJoins /jour group . ThiS event only occu rs If you elected to recruit Rdro/j tusr­

!!1g PR .3~ oLter ME . 37. I

BESTIRRY



this batt I

The Chi era la a ultlple beast concoction that can really pack a wallop If \IOU enter the '8

fond of fire and charge attacks and Its tall IS Just as deadl~ as Its outh Pr pare to •

fight take so e dalllag-e Just from alklng Into ItI

Tha good news IS that \IOU onl\l haue to fight ana Chimera and you haue your ntlrl bat III am to complete thd

te k The bad ne IS that the Chimera IS a normal enemy once you nter th !o1o!fel 0l0I I lit" I

this battle d,fncutt, then go back and leuel up your party and/or strengthen thBll'

Rt thiS pain In ha ga e you can recruit all of he tnuan or eXcllpt one (purN]

tant ynthe IS matenals like the Boals of Prowess If you raflne ttns Ite tunes th rlctor 8

ecc sorv changes from "RTK/OEF +5'10 [1) to "RTK/ OEF +30 ThiS factor stacks, so you can ynth 51 • II an\l

a possible to your characters weapons and reallv mcr-ee e therr RTK end OEF tet. cheat

weapon IS no yours to creata a lasar sapon Ith all alght ractor slots ri ll ed Ith

In thIS battle, watch out for the Chimera s tall attack as It can par Iyze Its hrget Th Chlmlrll I u ry f'Il t lind

likes to charga Its opponents from across the battlafleld If you see thrs beast pr parIng to do JU t that , gilt

your party embers out of the wa\l, BaSically long -dlstenc attacks are thll wa\l to go IIgaln this 8n II Hel

Filling GUilla In! ark Il<tre el\l ell as do co bmauons of Marla slang dlshnc! lIun I t ekS

FINDING THE GRTE ROOM
If you look otthe mop of lhe firsl floor of Ihe Ancient Ruins of Mosel, you'll notice thaI there'sone

room you haven't entered.That's because, up until now, ithas been inaccessible. The only visible way

in iSlhrough a one-way door Ihal opens-of caurs~the wrong way. To gel to Ihe room, you must

toke a serret passageway from the Round Table room. The Round Table room is where the King of

Airyglyph and the Queen of Aquios held their embossy bock in Chapter Three. Go there now, but be

prepared for anylhing! Alter defeating Ihe Stone Galem, go down Ihe staircase 10 the right and enter

the Gate Room.

How"'iiii8s"oneMler Ih,sroom?

t WilY to dlf at ttus monster IS to use It s slownell against It

elle l'pe flgMars pound eway It It [on antly preuenttng It

a 109 nd/lJr a Ie mg Hllue a thIrd party ember h alar at t ack

the rdelmes .
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You can ride this Hauler beast freely around

the floor. To gel off it, simply dock the beast

atone of the five romps around the floor. To

drain the water, travel to the southwesttor­

ner of the floor 10 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, bock 10 middle tunnel

and the lower section. From there, snoke your

way between the walkways until you reach

the romp atthe southwest corner. To drain the
water, you must defeat Ihe Amoeba Giant.

The Hauler 8east IS the anll} mode a[
transportation around the [Iaar

unti/yau drain the water.

Tiie"7imaebo Giant lurks In the south­

Ulest corner a[ the room. on a plot ­

[arm neNt to the staircase to the

w st floor.

ORRINING FLOOR BIF, THE SUBTERRRNERN PRSSRGE
Toke the lelt stairs down to Aoor B1F, the
Subterranean Passoge. To get to the next floor,

you must first drain the water. To do so, follow

the pathway to the northeast corner and look

for on aquatic Hauler Beast atthe water'sedge.

~OOO

HP

3500

6000

12000

25000

~oooo

58000

155000

68000

285000

HP

220000

ID,

a/~1

38

Robin IIIlnd 365 120000 30000

/loua 810ze 320 135000 ~OOOO

Nouo 81aze 317

Greater Demon 20~ 180000 30000

POISonous Lobster J33

Ralnballl Core 352 17860 812

Dorado

Rurara Hanster

HONSTER NRHE

RQuareqla 3/ 39000 3000

Current RIder 119 38000 3000

YellaUi IIIl.p ~5~

'F/oor 8ZF Oeepeet Reoche

./111 a th /lilSP ~51 37000 3700

'Floor 81F Subterranean Passage

Chepter TID

Chepter Three

HOlm ER NRHE 10, HP HP

Rquaregla 03~ 115~00 50000

RNT
m 8bs Br!!nt 15 s beefed -up uerston or the Earth Smssher frDm the

nes II e It predecessDr, It s not very fast SD It IS easy to sur ­

ecnstsnt attacks

Alter draining the water, it'seasier to walk around the floor. Now it'stime to return to the center of

the south wall. The route bock is virtually the reverse of the path you took earlier. Alter walking

through the middle tunnel to the lower portion of the room, look for on 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 aWill·

o'·the·Wisp over to the crystals to open the door to the next floor and trigger the appearance of the

next boss! Ifyour timing is good, you can use the WiIl·o'·the·Wisp that lurks nearby. Ifyou get caught

up ina bottle with it,either escape from the bottle or lure aWill·o'.the·Wispfrom another area. R[ter draining the wote"rout o[ the

room, look [or unusual features In
the landscape, l ike ttu« ladder cut

Into the pillar. Climb ttus to get to
on ISolated treasure chest .

Lure the UIlIl-a ' -the -/lIlsp over to

the gloUilng crl}sto/s to trIgger the

neNt boss I!Jlht .



MDNSTER
Rurorll Monster IS QUite tough . Youue fllced this type of monster

b fore In the form of the Phantom Strikers on the Plenet sty~ and the

Blood Man tel' In the Selliad Cauern lind tha PiliallI'll Plarns so they

houldn't hold IIny surprises . The Aurora Monster IS king of the lightnIng

IIttllcks a be cererul hen you gat close to It In case you get csuqht up

In ani of tha onstsr 5 electrified t ntacles. To make etters ucrse ost

of Its attllck ceuse MP demage aklng MP death are likely than anythlnll

all8 Knp an lye on your party 5 MP and hlllli IIhen necessary. Consld I'

u!llng t a mld-rllnge dlst!lnce fighters In your party to IIttllck outside the

rllnga of tha man till' 5 attacks .

THE SPIRIT TRIO, COUNT MRTTRLUN, RNO THE TRERSURE ROOM

The next noor marks the deepestrecehes of the ruins. Take the outer or inner path to the cnterhember before the final two rooms. This room ismarked by a Save Point and Ian only be reerhed through a one­

way door, of whilh there are three in this area. Save your game and heal your party before taking on the Spirit Trio in the next room.

ITEM CRERTION

MINI·GRMES RNO
SUB ·OUESTS

PRIVRTE RCTIONS

a Ind thiS bettie QUIckly try to herd tha three ans las togather liS uch I po Itil tile

ultlpll tllrgete lit once Since the ene res ere prone to chasmq dolin your chlrt

you Iy ent to uel 1111 elee flghters In tms battle Hel's close -range 1411'1'01' Sllc 1 re IV hendy her

e rt isn t Interrupted by en ene y etteck Interruption 15the bijjgesl facter In th • !fa t !I

nib lIe thl to unleesh QUick ettecks hIIe you re atlll p eparmg your PI p e to hau t

Ittecklng lit onca unul you start dlsplltchmg thell Keep your cool IInd.e h your ctlllf'ach.r HP/Mp totllls lind

you should hllue no proble defeetlng the SPIrit trro

ThiS bllttla IS tough csceuse you

U!lt bllttle three of the fastest

Ina II In the gam. the breezy

Robin Wind, the ICy RQuarllgla, lind

thl flBry Noull Blllze Youknow from

I~p.rllncll how tough Robin Wind IS

II10ne so JU t Imllglna the chaos

With two other enemres as a dls­

trlctlon l Each anemy specializes In

e dIfferent typ or elemental aglc

Ight get assaulted by Ice Coffin , Fillme Weue or RISing Strlem-or II combtnetlon of Y,

ITEMS
RNO EOUIPMENT

BESTIRRY



Aher the ba"le with the Spirit Tria, head intathe Iinallhamber and talk laCaunt Ma"alun. He lhal·

lenges yau taa raund of RunilChess. Ifyou played the Runil Chess mlni-qcme inGemity, then you
should be in good shape far this. Ifyou didn't and you need a refresher tourse on how ihe game is
played, let the Caunl give you an explanation. Otherwise, there is a solution10 the puzzle in the
board solulions for the Runil Chess mini-game (use Level #5) in the "Mini·Games & Sub·Quests"

thcpler, Aher plaling your pieces on the board, the game plays itself. If you win. the board dsop­

pears and yau gain alless to the treasure roam below. Next. head balk upstairs 10 Ihe Gale Room
and the Firewall.

To ulln the hIdden treasure. 1J0u must defeat the Count at Bunu: Chess. Be core ·
fUl where you put !lour pIeces!

PREPRRING FOR THE FINRL RSSRULT
The Firewall really does mark lhe slarl of lhe final assaul l on

Lulher, lhe Crealor. Upon entarmq lhe Firewall, rt IS unlikely

lhal you are gOing lo wanl lo relurn lo Ehcoor and reslock

on goods or do more Ilem Crealion. For lhal reason. make

your final praparatrons before entering lhe RUins of Mosel

for lhe lasl lima. Some recommendauons are as follows:

Haue your ballie parly belween Lu. 65-70 allhe leasl. If you

haue lo make a chmca , leuel up lhe characlers who you are

mosl skilled al uSing.

Spend some lime In Ilem CreallOn creallng lhe besl weapons

possible for lhe ballie parly. Those would Include: Uelnslay

[Faut]: Mylhr ll Gaunllels [Cliff and Mir age); Graully Las er

(Marla); Rod of lhe EUII Eye (Sophia); Ice Blades [Nel) ; Paladin's

Helm (Roger) ; Claw of Judgmenl (Albel); Lunette Shoes

[Pepprta] and The Immorlal (Adray). Oua lo l he elemenl al

at t r- ibutes on Nel's Ice Blades, you may wanl l o consider

uSing a Laser Weapon mstesd. Then Increase lh e weapon's

ATK slal s unth Orl chalcum, or re fined Bools of Prowess or a

combmauon of bolh . The ATK slal should be belween 3000­

~ O O O pomt s. Fully refined Bools of Prowess also make a nice

Accessory for lhe ballie leam.

Slock up on MP r acnuerp Ilems and food. Use lhe food it ems

lo replenish MP belween ballies and saue lhe pcuons for

ballie. HP healing Items should lake second place , since \IOU

haue al leasl lwo characters In your parly who know lhe

Healing spel l. Pul lhem lo use belween ballies and saue lhe

HP recouerv items for more Impor l anl limes!

Make or buy as many Resurrecllon Elullrs and Hasurr-ecuon

Mlsls as possible . Refine lhem If you wanl, allhough It'S nol nec­

essary. ResurrecllOn Mlsl ls especially handy In lhe final battle.
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The Firewall is a pawerful security zone creoted to proted the Eternal Sphere and the personal data

cache afluther lonsfeld, creotor ofthe Eternal Sphere and president of Sphere. The technology used
in the creation of the firewall ishighly proprietary and contains pawerful defensive borriers guoran­

teed to keep hackers and viruses aut.

ITEMS
AND EOUIPMENl

BESTIARV

ITEM CREATION

MINI ·GAMES AND
SUB·OUESTS

BONUS DUNGEONS

PRIUATE ACTIONS

CHARACTERS

GETTING STAATED

HP

6000

6000

ZOOOO

HP
58000

68000

Z68000

37
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Stalker ~II 58000 6000

HONSTER NRHE

Hosque

Rttock 80t

flder fye

80ltlecopter ~~ ZOOOOO 30000

1u~ Roba Gunner i!7~ 118000 30000

To Andeat Ruins ofMos.~ If

L

ISecond Holf I
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To oct luote the sWItch, step inS/de/

Watch out for the po/uhedrons ro ilin g around the Firewall . If one touchesyOu.
you're sent bock to the spot where !Iou entered the area .

Activating the switch causes Ihe door colors to

flip-flop.So ifa door was blue before (like ihe

door out of this room), then it will be green

and passable alter usingIheswit<h. Leave the

switch room and go as far west as possible

unlil you reach aSave Point infront of a large

blue door. To open Ihis door, you need to octi-

ThIS IS the door to the main trons- vate Switch Ifl at the northeast corner of the
porter r oom. From here, It 'S off to mop. Save your game and take the maze of
Luther's hldeou!. narrow walkways 10 Ihe northwest door, being

careful not to get hemmed in by the polyhedrons. Once through the door, head to ihe right down the

upper hallway and turn the switch back to green. Relurn to the Save Point and go through Ihe large

door 10 the room behind.

The lirst switch is marked as Switch 116on the

mop. From the entrance, take the lop·right

door and immediately head north. Take the

door at the end of the passageway to the lelt

and head north to the end of the hallway. Go

through the right door and head down the

passageway until you reerh the door facing

sauth. Go through that door, then go through

the door at the east end of the passage.

Proceed through the maze of narrow walk·

ways, heading north, through Ihe next green

door and post the Elder Eye.The green door 10

the right leads you 10 Switch 116.

Thecorridors In the Firewall are
prettu narrow . making It difficult to
ouold some enemies.

You cannot pass through bluBdoor

fields.

realm, the Spiral Tower. he se ds IIC1U a

II tie pr ent a Batllecopter Ihrs IS a new, larger uar-sron of the f1l1lnO

machss 1I0u ue encountered pr autnuslv. Expem {junflre/mJSSlle-tIlPIl

ettack St liar to t.he Oestroller-tllpe mechas and a spacial a tack call

lIec Thro If 1I0u can dodge the Battlecopter S lte h Ie ke p 3 Uta

the Battle!:opter III go ° n qJJlckl1i Heue mOl or t ° cller-

c er Itteck fro the Side lie S'Om one like Cllff- Ith hrs Ulul i-tnt

els tha BaUlecapte. up close

TRRUELING THROUGH THE FIREWRLL

You can pass through green door
fIelds.

The se<ond part of the Firewall is therederlzed by lo<ked passageways and roaming polyhedrons
ihet send yau balk to the startafthe area you'rein whentouched. Toget to the main transporter

inlo Luther's realm, you must find a path through the twisting maze of hallways and avoid Ihe poly·

hedrons. Door fields that resemble the generic green of the fi rewall's circuitry are passable; doors

thai are brighl blue are not passable. Eo<h door has a green and a blue side, sawhen you pass

th rough a green door, you cannot exit lhe area because the opposite sidewill be blue. The only way

10 flipthecolors is 10 lind aswitch.

There's no treasure 10 find in the Firewall, so

unless you are slriving 10 gel the Mop

Complele prize, it's not ne<essary to explore

every nook and <ronny. The first port of the

Firewall is fairly stroighlforword: get to the

entrance 10 ihe serend port leected al the

northern tip. Ignore the Iransporters; Ihey just

send you elsewhere on the floor. The most

trouble<ames in Ihe formof roomingenemies

along narrow hallways.
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The Spiral Tower isaspecial space where luther storeshis 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, isconsidered a threat by the operating system.
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Find the gem puzzle and use the

starting color of the crystals and
the number of turns allowed to
determine the solutIOn. Rltemotlvely.

you can use the informatIon provld·
ed In tm» gUIde!

Bleck-Wh,le-Vellow -Blue- Red

COLOR CHRNGE ORDER

Red Pedes lei

Rpprooch the colored door to reueol

the tocau on of the gem puzzle and
the number of turns you houe In

whICh to solve It.

If you solve the puzzle Uiiliiin the turn IIm,t , the door opens. If ijiiijSciiUe t~

puzzle uSing eHoct/y the number of turns allowed. you 0150 get a treasure

chest.

Blue Pedeslel Red-Blue-Vellow-Whlle-Bleck

THE GEM PUZZLES

The third floor ishome to the gem puzzles. Solving them requiresabasic knowledge of colormixing

and some logic skills. When you enter the firstroom, you'll find fwo crystals, one on a red pedestal
and the other on a blue one. Examine them closely and you 'll find that theyeach change color ina

specific pettern,

The firstdoor, the purple one, mustbe solvedin fwoturns. Thestartingcolors of the fwo gems are
yellow (on the red pedestal) and block(on the blue pedestal). Checking the change order of the fwo

gems, you'll find that ifyou turn each one once-using the Ring of Disintegration-thecrystalsturn

blue and red respectively, a color combination that creates purple, the some as the corresponding

door. Creating the target color within the number of turns alloned opensthe purple door; ueoting the

target color using the exact number of turnsopens the door and getsyou a treasure chest inreturn.

There are five colored doors with corresponding sets of uystals located Ihroughoutthe buildings on

this floor. At the time you examine a colored door, a quick rutscene displays the localion of the tor­

responding set of uystols and a number. The number refers to the number of times you can turn the

fwo gemsso that theircolorscombine to ueate the color of thedoor. Soundssimple, right?

30000

At Ihe end of the green corridor, you must

light the Ruktogios.The Ruktogias is a power·

ful monster that isa moster of pugilistic fight­

ing. Stay oul of the way of its Chain Smash

onack and out of range of itsfists!

The final corridor, the red one, is home to fwo

Death Monsters. Walch out for theirpoisoned

breath and fearsome charges.

2BDDDD375Ruklogles

Watch out for the Ruktoglos ' Chain
Smash!

Thetiir ee ChImera Hawks gather for

on attock.

Nel tomes a Death Monster wIth her
MIrror SlICe attock.

Look for three crystal statues like

thIs one at the end of each of the
three color-coded corncar».

Deelh Monster 127 120000 30000

To resrue the real Blair from her prison, you

need 10 reactivate the three uystolsatthe end

of Ihe north, east, and west corridors. Each

uystol is guarded by a different group of

monsters. Defeat the monsters to activate the

crystals.

Once you purify the three uystal stotues, head bock to Blair'scage and pick her up.With her help you

canget the transporter working againand head to the next floor.

Down the blue corridor, you'll encounler three

Chimera Hawks. These three are less danger.

ous than the Ruktogios, but just as challeng·
ing. Try large area anocksagainstthem or try

to onock one-an-one.

ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



The goal is two·fold: to open the doors and get the treasures. However, you cannot redoa puzzle

aher you complete a puzzle, so you must complete the puzzle correctly using the exact number of
turns the firsttime. If you think that you'rein danger of failing, leave the room to reset the puzzle.

The higher the number of turns you get to solve the puzzle, the more difficult solving itwill be.

WHERE RRE THE SWITCHES?

The next puzzle ison the 6th floor. To activate the elevator to the next floor, you must turn

on three switches. Unfortunately, the switches are hidden from view. To find them, exem­

ine the walls in the three buildings to the north, east, and west of the deactivated frons­

porter. You may find that ithelps ifyou have the Ring of Disintegration on while looking.

The eleualar an Ihe6lh floor IS lurnedaff. Find lhe lh ree sWllches 10

reacllVale II.

One of the walls in each of the three top buildings has cracks it in. When you use the Ring of

Disintegration an the crack, a passageway appears in the wall. The switch is on the otherside; stand an

it to activate it. Aher turning on all three switches, you can use the elevator to continue to the 7th floor.

ftiBCrocr;;r;;all s are dlfflcull 10 lacalewliiiTtre brlghl IIghl obscuring lhe
delalls . Use lhe RIn a O"lnlegra~ll~a!!.n..!.l!,a ..!.!/a~cc!!a~le,-l!!Ch~e!!!.m .:- _
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THE END?
p,e game ends aher Luther'sdefeot. Well, otleoslthe story port allhe game. Aher Ihe ending
and the uedils roll, your game is autamatilally lOved with a"Oear" lag.This lOve enables you

return to Elilaar (or ather lalatiansonessible through Ihe Eternal Sphere terminol inGemily)
andlake an Ihe three remaining Bonus Dungeons.



Aher you defeot luther ond watlh the ending dnemes, your game is automatilOlly saved with the ' Oear' flag. This save status allows euess to three spedcl ' bonus' dungeons. The main storyline may be over,

but there is still a lot of fun to be had.

THE BONuS DUNGEONS

Aher loading the ' Oear" save, you are returned to the Save Point in the Spiral Tower on the stairlOse

leading into luther's rhember. Go balk down the stairlase and look for a large rabbit atthe foot of

the stairs. He has the power to transport you to the entranle of the Fire Wall, the entrame to the

Anlient Ruins of Mosel or Surferio, ifyou don't want to walk all the way balk. He also provides di rer­

====~ tions to 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 01 the game, you 'll notilt thatlmle has lhanged in the major areas of the game.The
only real differenle is that you now have aness to Gemity and the 4th Dimension via the Eternal

Sphere port in the Aire/Kirlsa Hills area on ElilOor II. From Gemity, you have alless to the other

Eternal Sphere destinations (Vanguard III, Moonbase, and Styx), or you Ian revisit Arkives and Sphere

211 (whilh now features an exit transporter in the lobby). Ifyou missed any treasure lhests anywhere

inthe game'sworlds, now isthe time to lollellthem. Also, take the time to retruit any Inventors that

you may have missed during the course 01 the main game. lastly, take part in the mini-games in

Gemityl

PREPRRRTlON FOR THE BONUS DUNGEONS

Aher defeating luther, two of the three bonus dungeons are open to exploration. Try starting with

the Maze of Tribulations firsl. Sime your party withstood the bailie with luther, they Ian deal with

the lhallenges of the Maze of Tribulations. In general, use a party that is between lv. 70·80 with

de<ent ATK and DEF stats (ATK between 3500·4500 and DEF above 500). You Ian even use the

weapons you used against luther until you find new ones in the Maze.

The key to survival in the Bonus Dungeons is to keep upgrading your materials. When you get new

armor, thetk to see ifithas any good fallors that Ion be duplilated through Spelify Plan and do it!

At this stage of the game, shy away from the ' ATK +500' fallor from Orilhakum and use the ' +30%

ATK/DW fallor from fully refined Boots of Prowess instead.This has the added effell of raising that

all-impertent DEF stat, too. BasilOlly, don', 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 ifyou

want to survive.

COMPRRING THE BONUS OUNGEONS
There are a few differences to note between the Bilnus

Dungeons In Star Ocean: Till the End of Time , Star Ocean: The

Second Story, and Valkyrie Pra{lfe .

If you're a Irt -Rca Ianatrc , you probably alraady knew to

expect a ' Caue of Trials ' or other Bonus Dungeon once you

finished the game. So how do the Bonus Dungeons In SO: TTEOT

stand up against those In preumus Irt-Bca games?

Bctuel lu, they 're qurta different from the past games.

The Caue of Trials In Star Ocean: The Second Story was HRRD

perSOnified . Rlthough It was only 13 leuels long , each leuel

was filled With difficult puzzles and harsh enemies. To make

matters worse, there were no Saua POints and the construc ­

tion of the dungeon Itself really discouraged you from

leaulng once you got mora than a few leuals down. The bonus

dungeon In ValkyrIe Profile wasn't much bettar.

In SO: TTEOT, the bonus dungeons are much more

user-friendly. Each dungeon , With the excspuon of the Maze of

Tribulations, has a Saue POint at the beginning and a sourca

of healing nearby. Since the Maze of tnbutauons IS located In

the city of Klrlsa (remember that boarded -up mine?), you can

heal and saue at the Inn. In addition, the dungeons feature

eleuators (or a long central corridor In the case of the Urssa

Caue Temple) that enable you to leaue the dungeon and return

to where you lef t off With li tt le backtracking. Itus makes

sense once you realize how much Item Creation IS muolued In

getting through the dungeons and espeCially the final

bosses . [Successful Item Creation equals time , Fol, and the

ability to saue and restart In case things go wrong!) The

tradeoff IS that Instead of one marathon-style dungeon . you

get three different dungeons ! Rnd you also get an after -game

expsrrence that really becomes Just as Important and fun-If

not more so-as the main part of the game Itself.



This dungeon is only included in this thepter bemuse it's a lompletely optionol dungeon thot

doesn't really fit into the main storyline. Look for the entronce in the Surferio Annex section of

the lriso Fields. It is markedby avery visible Save Pointotthe top of the staillose that descends

into the garden.
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Puppet Galem 350 3608 16~

Sculpture Lord 381 ~OOOO 30000

The besl time to explore this dungeon is either right before or right alter you are sent to the

Shrine of Kaddan for the first time. If you anemptthis dungeon before that quesl, you'll find it

to be a difficulttaskbut not impossible. If you take onthe dungeon olter clearing the Shrine of

Kaddan, itwill likely be easier depending upon how mUlh you leveled up during that quesl.

Sculpture Guard 380 1/000 3200

Of reurse, the moin treasure in the Aquatic Gordens is Para(elsus's Table. This artifact opens

up the Versus Mode mini-game when you show the toble to Wellh Vineyard in the Guild offile in

Peterny.
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It IS dIsappOinting to reatue that 1J0u con't get onlJlUhere IUlthout SOtulng"'ihB
puzz le! When the puzzle IS off. t reasure chests are couer ed and the main e,,, t
IS gated! _

There'sno 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 coveredwith adear block and the ' true' exitblocked

by a gate. There'sno way to get the goods, then leaveother than by slidingthe blocks! Of course, if
you get stuck, you can always press the Select buttcn to reset the puzzle.

When1J0u enter the fIrst tlUO rooms.

1J0u houe no other cho'ce but to
turn on the puzz le. The slUltch for

the th ird one 's set further In the

room. ThIS enables 1J0u to attempt to
lUolk through poss,ble solutIons

be are turnln on the uzzle .

The ideo here is to slide the blocks around the

room until you unblock apath to the exn. Each

block travek along a track set into the level

(they are color·coordinated so that you can tell

where each block goes) and solving the puzzle

requires that you figu re out which blocks to

push and inwhich order.

SLIDING BLOCK PUZZLES

To push oliiOct:" stand In front of It

( In the dIrect ion 1J0u lUont to push

It ) and press the H button. Since the

blocks trouel on tracks. the d,rec ­

t,on In IUhlch 1J0u can push the block

IS limited. If the block's hemmed In

on that SIde. 1J0u con 't moue It until

you clea r 01U0 any obstacles.

The only obstodes inthe Aquatic Gorden 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 bunons

by the entrance. To turn onthe puzzle, stepon

one of the bu"ons.

Sphere 211

UrsseCeueTemple

PUZZL E ROOM ONE

WhIte

2 B Red

~ 0 Blue

WhIte

BLOCK COLOR

SOLUTION, PUZZLE ROOM ONE

BLOCH ,

R

STEP

Thispuzzle is straightforward and easyto solve. Simply push theblocks out of yourway. Followthe

steps listedhere:

o



PUZZLE ROOM TWO

White

6 F Green

~ 0 Red

BlaCK COLOR

Red

Red

SOLUTION, PUZZLE ROOM TWO

BLOCK.

E

R

Red

2 B Yellow

STEP

The second puzzle is a bit more complex and requires that you move pieces around and even move

one bock. This is the first room with treasure chests in it, so you might wont to consider doing some

~iding on the side to get to them.

[0;---++-:::;;-- 0

I[ot-;;-t---'F-- - O

[3---i-- - O

PUZZLE ROOM THREE

6 F White

Blue

Red

White

Yellow

BlaCK CalOR

Red

BLOCK.

E

R

H

SOLUTION, FOR PUZZLE ROOM THREE

2 B Red

~ 0 Red

10 I Yellow

B G Blue

STEP

This puzzle is a tough one! Ittokes 12 steps to solve and you can find yourself in a big mess ifyou

miss a step or push the wrong block. Ge"ing to the main exit is lough, but itpoles in comparison 10

accessing the treasure chest in the northwest corner!
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There is a small teleporter inside a once blockaded mine within the city ofKirlsa, behind a cave-in.

Step inside togotoone ofthe three bonus dungeons. Inside the Maze ofTribulations you'llfind dif·

ficult challenges and dangerous monsters, all very appropriate for a seasoned adventurer.
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OVERVIEW LEVELS 82 RND 83: SLIDING ROOMS I

..
.~

'~ l .\
tHamme the control m the cenTB; Of

the roam. If the roam can be moved
(I .e.. If It'S neHt to the open space).

you can opt to move the r q,gmJhere.

You must complete Levels B2 and B3 in ten­
dem to collect all of the treasures. From the

first roam, head right dawn the hallway. At

the end, go to the north to find a switch. Turn

an this switch to access the sliding roams puz­
zle inthe northern half of the level.

To Jump dawn tothe level below, US6 one of the doors that lead mta the empty

space and Jump off the ramp.

Use the large map screen to pmpamt
your locatIon wlthm the grId. You
may occasIonally need to t ravel all

around the puzzle to get to the neHt

roam! The red Imes mdlcate that the
door an that wall IS sealed shut.

TheS6 doors open once you've salved
the purzt« once.

Once you align the gap in the puzzleaver the rooman level B3 that you want 10 explore, jumpdawn

from one of the ramps outside the exitsfacingthe hole. Each hallway on level B3, withthe exception

of the hallway containing the boss, hasa teleporter that will return you to level 2B. However, jump­

ing down to level 3B resets the puzzle above, forcing you tostart over again.

Turn an the puzzle to play .__­

Here'showit works: In a 4 x4 grid of rooms, you mustslide the roams around in such a way that

you move the open hale from the southeastcornerto 'he northwest carner of the grid. Then jump

dawn to the level below(B3F). defeat that level'sboss, and continueonyour way. To getall of the

treasure an level B3, though, you need to slide the roamsaround an B2F sothat you canjump down

to B3F atspecific paints. Bylooking atthe maps for those twa levels, you'll see that thegrid ofroams

on B2F lines up exactly witha hub of unconnected roams an B3F.

tuen ClIff IS afraId of UaH'S remcar:­

noted farm!

No one knows who bUIlt the Haze of TrIbulatIons , but eueryane ;;;;;;; ta""iiCiiiiiil
lot of gU6SS6S.

The entrance to the Haze of TrIbulatIons IS located tn the mme tn the southwest

carner of ",rlsa . Look for an area blacked by debrIs and use the Rmg of
Olsmtegratlan to clear a path . The transporter ms de takes you mSlde the Haze.

For the most port, thk dungeon k very straightforward. Venture through a level to the boss that k

guarding the stairs to the next level. Aher defeating this foe, descend to the next level and do the

some thing all over again. You must complete levels 2and 3and Levels 6and 7in 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 atcertain points.

Aword obout the bosses: With the exception of

Gabriel Celesta, the "real" boss of the dun­

geon, all of the rest are monster-types that
you've fought before. In general, if you don't

encounter any problems fighting the monsters

on a wnent level, you won" have problems

defeating the boss. If the normal bottles are

rough, then level up your characters or

upgrade your equipment before fighting the

boss.

ITEMS
RNO EOUIPMENT

BESTIRRY



Crude Ring

Heavy Ring

Loose Ring

Tacky Earring

HumIliating Earring

Pltl[ul Earring

Heavy Broce/et

ThIrd -Rote Bracelet

Laughable Bracelet

EmbarraSSing Earring

The best item in Santo's shop is Sanla's

Boals. Reod onword to leorn howto eosily

recoup the money you spendon this item! By

purchosing Ihis item, you'll end up with Tri­

Emblems for yourentirebo"le porty for free!

SyntheSIS Hoter/ols

Bunny Shoes

Trl -Emblem

Trl-Emblum

Scumbog Slayer

Earth P,Hle

lJIoter P,Hle

FIre P,Hle

IJIlndP,Hle

CelestIal P,Hle

THE SRNTR CL RUS MERCHRNT

Yiiii"'iiremoreilkely to end up WIth a
useless I tem rather than something

reollv great. However, getting a Trl ­

Emblem [or [ree-whlch retails [or

606B~OOFa/-makes the work totally

worthwhIle .

POSSIBLE PRESENTS FROM THE SANTA 'S BOOTS

The Sonta's Bootshave the power to grant the

wearer (Faytl a present when he spends the

night at on Inn. You don't receive a present

each time, nor are you guaranteed to get a

great present. However, if you try long

enough, you may get something awesome!

Wilh the elevator now active, you can explore

Ihe annexes on levels B2 and B3. There's a

character known as Santo on B3F. This travel­

ingmerchant makes the section of ihe Maze of

Tribulations hishome for the rest of the game.

Sonia sells a variety 01 rare and precious

items,including all of the basic Item Creation

materials (except for Synth~ Materials), Tri­

Emblems, and Santo'sBoots

4321

O-J
ROOH
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SOLUTION TO THE SLiOING ROOM PUZZLE ON LEVEL B2

B-1

6 [-I

[ -2

[ -2

2 [-J

~ B-2

R-2

B B-2

HOVE ,

10 R-I

ThIS suutct: on B3F actIvates i he elevator on BIF. ThIS elevator IS the only way

down to levels B~ and below!

THE ELEURTDR

The reword lorcompletingthe Sliding Room puzzle is passage to the next level.However, this comes

in on unusual form. Before you leave the level by the staircase in the boss room, make sure you

locatetheswitch and turn it on. This switch activates on elevalor that runs from level Bl10 level B4.
However, il you toke the stoirs ond leave the treosure room without activating th~ switch, you're

forced to go bocktolevel B3 the hord way!

If you're still hoving trouble, 0more desuiptive solution follows.The room numbers listed inthe toble

refertothe room inthot position on the grid 01 thaI time, inslead of one specific room alilhe lime.



The main problem here is that wailing lor aworthwhile item Irom Ihe Sonta'sBoon can be somewhat

boring. However, itdoesn't have tobe. IIyou have a turbo controller, set itup so that ilplays the

game automatically.Jusl equip Fay! with the Sonta'sBoots and go toacheap Inn (like the Iron Maiden

inKirlsal. Pulthe XbuUon on turbo, then tape dawn the buuon securely. Since that'sthe only buuon

you press when you purchase a room lor the night 01 an Inn, your choroder will continue tobuy a

room and go to sleep over and over until you stop il.

However, it won't take long belore your inventoryIills up wilh the lots 01 presents. Naturally, you'll

get the max amount 01 the common items belore you get more than 5-)0 01 the rarer ones. To effi·

cientlyuse this asa way tomake Fol, therk back every 2-3 heurs and sell off your presents, You 'll

be amazed athow much Fol you can make Irom selling 20 Iri-Imblems and Celestial Pixies! The high·

ticket items lIike the Bunny Shoes and lri-lmblems) are handed out less allen, but you only need

three of each one inyour inventory belore you can start selling the res! 01 them lor Fa!.

LEUEL 86 RNO 87: SLIDING ROOMS II
There's quite abit 01 traveling involved toreach

the switch that turns on this puzzle. Once again,

take the passage to the right 01 the entrance

and lollow ij to the end, past an exming boule

with Mighty Vax.

You may recognize Vall. but who's
the kId who summons hIm?

When you get back tothe slart 01 the puule, brace yourself. In the second Sliding Roams puzzle,

mare than half 01 the rooms have one sealed door, which makes the task even more challenging. In

addition, the number 01 rooms you can jump dawn into on the level below grows Irom seven to11 .

Che<k out the lollowing sedion lor the salution.

LEUEL 8'1: TOILING IN THE ORRKNESS 1 2 3 4
The lourth level oHm a unique challenge. The entire level isdark, except lor the areas lit up by the

glow 01 the Aqua WISp. To summon the bass and open the staircase to the next level, you need to

extinguish the light Irom the Aqua Wisps. Head into the main chamber and deleatthase creatures.

There are three areas (marked on the map) where these enemies spawn. Aller deleating all 01 the

WISps in one 01 these areas, head tothe nexl one and start over again. When no more Aqua Wisps

remain, the main room becomes dark and this level'sboss nppecrs. Head lor the sautheasl corner 01
the room and look lor the dimly lit staircase.

GETTING STRRTED

0-)
ROOH

B

A

o

c

~ C-I

0-1

2 0-2

SOLUTION, SLIDING ROOM PUZZLE ON LEVEL 86

HOVE,
When the roam gets totally dark,

head to the staIrway to the nellt
level In the southeast earner of the

roam. If you've dane everything
rIght, a monster WIll be waIting In

the daarwa .

There o;:e;ever aTiOCat lans In the

main level where the Rqva WISPS
spawn. Oefeat them all In one area .
then head aver to the nellt area .

C-2 CHRRRCTERS

8-)

BESTIRRY

ITEMS
RNO EOUIPMENT

ITEM CRERTION

PRIURTE RCTIDNS

MINI-GRMES RND
SUB·OUESTS8-\

C-2

8-)

R-2

I~ 8 -2

0-)

II

6 0-2

8 C-)

I)

15

12 R·)

10 8 -2

18 R·I

16 Col

17

LEUEL 85: PUFFY
II you completed the Cave 01 Trials in Slar
Ocean: The Second Slary, then Puffy should

look lamiliar. The set up here is virtually iden·

tical. When you meet Puffy near the start 01
the level, she summons a monster and orders

it to aUock. Deleat the creature to make

Puffy run away. Aller exploring the level, you

run into her again. This time you can chaase

tohelp her or nol. By helping out, you can

recruit her asan Inventor. Puffy is the best atCompounding in the game and makes a nice addition

toyour crew. Simply deleat the monster menacing her and acquire the bperi ental Remedy

Irom level B2F.



hen Gabrl~ Celesta s HP/MP rsaches about on.e-half he starts usrng the Oregon ett

on the cen er of the fleld and has a IiIlde area of errect Because trus attack doun't II

can find places outside the circle of effact that are safe.

GlbrIel tia 010 brg attaeh that cgAler e-Illlost the sntrr-e bettlefleld Th

fll' t , '81TfI est GO ilion slight 109 Fea hill'; e lilian llg nmg stor- Ttl I

one cert era Itself ereund Gebrlel Celes-te, so Its renge IS determmed

large.ly bll he boss's c!lrrent poartum Lf Gabriel uses tlu specIal ettack

hili In a corner, It on't affect any ctrarac ers an the oppo rte Side of

the field . This attack IS somewhat weak, so you can defend against It .

As wIth 1Q0S major boss ba ties s orval comes from good heal109 pr-ecuc and your p

boss from pull ng eff major attacks . De llat4ng Gabriel Celesta unlocks the Sealed Level



WRLKTHROUGH

CHRRACTERS

GETTING STRRTEO

, ..

'" ,

Trading Card EHIO

Rlchemv Hatenals

Rlchemv Hat eriot«

HasslVe Falla

, ,.I ••

. :

Earth ShIelding

I ••

Burdensome Falla

, , ,

I ••

I, ,

, , ,

The entrance to this temple oppeors oller you deleot Luther ot the end 01 the moin game. Look
inside the room in the northeost part 01 (rosell's Lair to lind it. No one really knows what lies
inside this temple, but the rumors are dire! Look to the Books 01 Prophecies to uncover the secret
inside the temple!

I Level3 I

URSS~ CAVE

TEMPLE

PRIVRTE RCTIONS

WHICH COMES FIRST?
It'stough to judge the difficulty 01 this area. Therelore, it'swise to undertake the Urssa (ave Temple
oller completing the Maze 01 Tribulations.This way, you'll be better prepared for the boss fights atthe
end 01 the lirst and second levels. Save the final boss light until you'reabout one-third to one-hall 01
the way through the Sealed Levek 01 Sphere 211 . This will provide time to level up your banle party
and reline new weapons and ormor.

MINI-GRMES RNO
SUB·QUESTS

ITEM CRERTION

ITEMS
RNO EQUIPMENT

BESTIRRY



The third chamber is lilled with the horrier

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 to

access different areas.

Northeast Aoom [Item .~J , see map)

LOCBT/ON

Itam .~~ [see map)

FInal boss chamber

GETTING RROUNO LEVEL 3

AIr and Watar

FIre and AIr

FIre and Water

OR8 COH8/NRT/ON

Earth and AIr Itam . 7 [see map]

HELL HRTH NO FUR'r LIKE POTENTIRL
TERMMRTES SCORNED!

FIre and Earth Nor t hwest Room [Items .~o ·~~ . see map)

The fun part IS trying aut dIfferent
arb combinatIons to see whIch ones
a en u whIch areas In the roam.

The basses inthe Ursso (ave Templeareactually friends! Or atleast, 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 leh behind get to seektheir revenge atthis time. The bcnle at the end of

Level l features one of thecharacters you didn't recruit, while the other character storts inthe boss

bonleatthe end of Level2.

In the second level. all four orbs are already

placed on pilla rs so go around the level and

collect them. The easiest way to determine

whether or not on orb is ina 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 twolines of barricades inthe first room.

Then headnorth to thesecondof these center

chambers and place the remaining Orbs on the

three pillars infront 01 the exit.

Water

OPPOSI TE ELEHENT

You must octlUote more than one pll·
lor In some areas to rid the roo m of
Its barrIcades.

Core WISP, Nove Blede

CORRESPONOING HONSTERS

THE ELEMENTRL LOWDOWN

Orb or FIre Red

ELEHENTRL OR8 COLOR

The orb pIllars are easy to recog ·
nlze. Onc, you ploc, on orb on toP.
the platform storts to pulse wIth

the orb 's corresponding color, satu -
rating lhe""r....o""om"'. _

THE ELEMENT PUZZLES

Orb or Air Green AnCIent Bat, Breeze Huntar Earth

Orb or Water Blve AC id Gel. Aquareg la FIre

Orb or Earth Yellow Grand Shrleker, BotaniC Savage Air

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 oneon one of

the four pillars in the center of themainchamber.

Basically, thepuzzles work like this: In each level you must findfour special Orbs (the Orb of Water,

Orb of Rre,Orb of Earth, and Orb of Air). These orbs correspond with the barricade placedstrotegi·

co lly throughout the dungeon. To dispose of the barriers, place the Orb of the opposite element on

the special pillar in that room. However, there isa catch. Aher placing on Orbon a pillar, all of the

monsters whase elementscorrespond withthe orb'sbecome invincible.

The puzzles in the llrsse (aveTemplearebased aroundthefourelements: Water, Fire, Earth, and Air.

This theme is echoed throughout thedungeon inits borricodes, enemyunits, and treasures. To solve

the puzzles, you mustunderstondthe relotionshipbetween the elements.



BESTIRRY

GETTINGSTRRTED

CHRRRCTERS

If you enter this bailie with your bailie party ataround Lv. 100 or lower, you may be overmatched.

Fayt isa powerful opponent, but there'sagood chance that hisportnerwill beevenmore so. Consider

taking port inthis fight once your bailie leamhas reached Lv. 160 or higher. Gear out as much as

possiblefrom the rest of the dungeon, thenheadto the Moze of Tribulotionsor Sphere 211 .

Reset 'lour bottle party's costumes to the IP set (I[ 'Iou houe the abili ty to
change them). There IS nothing worse than entering thIS bottle With one or
more characters 1n!/eH!:.. orl!/~g Ihe some ZP oul!!t as the ene~

While this enemymight be manageable on itsown, it is pairedwiththe some character who starred

in Fayt's "couple" ending. If you received Fayt's solo ending, Ihen he appears here coupled wilh

Luther. Fayt's portner reallysetsthe tone of the bailie to come. If Fayt was pairedwithSophia or

Adray, prepare for a magic-imbued bottle. If Fayt was paired withHelor Albel, prepare10 runa lot.

At the end of the third level, Fayt makes on
appearance. In this bottle, Fayt's mirror

image appearsatLv 160 and has the ability
touse Fayt's"ultimate" allack, Ethereal8last,

inthe strongposition.Since youfind the scroll

with this spell in the Sealed Levels of Sphere

211 , there isa chance that youmay not actu­

allyhave it yourself.

THE UL TlMRTE B055: FR'rT

The difficulty level of ihese bcnles depends

lorgely upon whichchoracters youleft behind.

If youtook A1bel and Hel onthe rest of your

adventure, then you get to light Peppita and
Roger. If you took Peppita and Roger, you'll

benle Hel and Albe!. If you recruited each one

on a temporary basisand played around with

them, you should understand their bailie

strategies and allack capabilities.

In this bollle, acomplimentaryenemy accompanies each spurnedcharacter. Peppita fightsalong side

the chimera Hodge Podge, Helfightswiththe crystal statue larta, Roger with the mecha Farbnil, and

Albel witha demonic Romero. In the firslbailie, the choracters are atLevel 80, while inthe second

bailie, they increase 40 levels inexperience and strength. If you allemptthe Urssa Cove Temple right

after completing the Maze of Tribulations, your bailie party shouldbe around Levell 00. Thisshould

makethefirstfight somewhat easy, bUllhe secondone may be morechallenging, depending on your

opponent.



I Floor type 1 I

Down ElevolorI--+---'--'~

II'Sback to the Sphere Corporation'sHeadquarters atSphere 211 for ihe final bonus dun·

geon. Defeating Gabriel Celesla unlocksIhe seal an Levels 101 ·210, providing access 10 their
treasures and dangers.

(tl

SPHERE 21f,

SEALED LEVELSJrssa Caue Temple

ua or Tribulations

I Floor type 2 I

Up Elevolor

Floor type 4 I

'Lettered col/outs correspond to the table on page 1~6.

I Floor type 3 I



I Floor type 5 I

I Floor type 6 I

I Floor type 8 I

GETTING STRRTEO

CHRRRCTERS

WRLKTHROUGH

MINI-GRMES RND
SUB-OUESTS

ITEM CRERTION

ITEMS
RND EQUIPMENT
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Intellec t . BerrllS

Defense. BarrlB!

Oefenss. Berr-ree

R lil t .. BerriBS

EMPTY

: ,

Jewelor Alerlness

EMPTY
I ·

EMPTY

EMPTY

Svnthesls Meterlsls

S",nlhesisMalerl81s

tn

"

Jewel of Rter-tnees

EMPTY

EMPTY

EMPTY

EMPTY

Stran lh. BerrlBs

Me ,+ BerrlBs

5 nthesls Materials

Jewel of Ruarlce

jr-adm Card EXI1

Jewel of Rlertness

Health. Berr,es

EMPTY

EMPTY

Jewel of Ruarlce

Jewel of Alertness

Ora on luther

EMPTY

EMPTY

EMPTY

Earth Feerte
I

Earth Feer,sIDS
I .

125

115

121

111

111

123

119

109

101

113

103

101

121 Ore on leather A Iltt .. Berries

129 EMPTY EMPTY Defense. BerrlBs EMPTY

131 Earth Fur,s Stren th. Berries Jewel of Auerlce

133

135

131

139

I~I

1~3

1~5

I~I

1~9

lSI

153

155

151

159

161

163

165

161

169

111

113

115

m

119

181

183

EMPTY

ler e Foho

EMPTY

Jewel of Refu e

EMPTY

Hullh. aerr-res

EMPTY

Jewel Df Alertness

Jewel or Reru e

5tren lh. Bernes

Health. BerrIes

EMPTY

EMPTY

Jellel of Rlfu e

EMPTY

Trod,n Cord EH20

Jel&le! of Refu e
I

Cr stal Chalice

EMPTY
: ,

Defense. BerrlBS

Jewel Df Ruerlce

EMPTY

Jewel erAuerlce

EMPTY

S\Jnthesls Melenals

EMPTY
: ,

S ntneere Materials

EMPTY

Jewel of Rlertness

S\Jnthesls Meterlals
: .

DeKtent • Bernes
I

EMPTY

EMPTY

EMPTY

R lilt",. Barr-rae

EMPTY

SlInthesls Materlsls

EMPTY

EMPTY

EMPTY

S\Jnthesls lo4eterlal9

DBxterlt • Berries

Jewel of Refu B

DextBnt • Berries

EMPTY
I ,

EMPTY

Jewel of Rvarlce

EMPTY

EMPTY

EMPTY

EMPTY

Jewel of Ruerlce

Dedertt\J. Berries

Intellect. Bernes

Jeeel of aeru e

EMPTY

EMPTY

EMPTY

fred," Card[X19

Me 1+ Seeds

EMPTY

EMPTY

Jeee! of Refu 8

EMPTY

Intellect. Berries

Me I. Bernes

Earth Feene

VoluminOUS Falla

S ntheslS Materials

Jellel of Ruance

Health . Berries
tn

EMPTY

EMPTY

EMPTY

EMPTY

Jewel of aeru e

5 nthesls Meter ul ls

EMPTY

EMPTY

EMPTY

EMPTY

EMPTY

EMPTY

Water Rbsor non

185 EMPTY EMPTY EMPTY EMPTY
: ,

181 Jewel of Rlertness EMPTY Intncate Scroll Jewsl of RUBriCS

189 DeKtent • Bernes EMPTY Jewa! of Refu e

191

193

195

191

199

201

203

205

201

EMPTY

EMPTY

EMPTY

Wind Flllr'B

Stren th- Berries

Jewel or gcer-rce

EMPTY
I , tn

Jewel of Rlertness

EMPTY

S ntheSls Meterlals
I

Defense. Berrlss'.
EMPTY

Book of Pro hecls! 6

EMPTY

EMPTY

EMPTY

EMPTY

S nthesls lo4etertBI9

S nthesls Materlltls

EMPTY

S nthesls Matenals

Jewel of aeru e

EMPTY

EMPTY

S\JntheslS Materials

Jewel of neru e

EMPTY

EMPTY

rreem Cerd EH22

EMPTY

Jawel of Rlertness

209 Recondite Scroll EMPTY



NRVIGRTlNG 5PHERE 211'5 5ERLED LEVEL 5

Andellc Cape

Velkyrle Garb

SpIrIt of Llioth

PRIZE

Heauanl~ SpIrIt

Dragoon Leser

Fangs of the WIcked

Shadow Dragon

BOSS NRHE

Lenneth

FurIOUS Ber lal

FrenzIed Blwlg

Norton ReduM

Rrch Demon

LEVEL BOSSES AND THEIR PRIZES

210

170

LEVEL .

1~7

192

126

101

IS9 Green MOJara HybrId Helm

II 'S relatively easy 10 level up inSphere 211 , 10lake advantage of the opportunities. Try to level up
each charader 01 least one level-ifnoltwaor Ihre~n eachlevel. The gool is 10 have your bat­
~e porty atlevel 255 by the time theyreach level 21 O.

211 Ethereal Dueen SpIrIt of LIlIth

IBI Angry Azazer. RagIng Belzebar Valorous Gauntlets

200 Super BlaIr tauanune

The sub-bosses are the some mixture of familiar faces and big monsters who later become basic ene­
mies. Since you should be familiar withmast of Ihese enemies, you should be able 10 dispatch Ihe

r-----'--­
ones lurking inSphere 21 1withoul anyproblems. Jusl keepinmind Ihal while Iheymay hove many
of Ihe seme a"acks as before, Ihey are much more powerful.

137 Vengeful Shelby Death BrIngers

liS Enraged CroseII Valorous Gauntlets

It ', Super Bla,r. the enemyPeueda Blair wanted t o bel

BESlIRRY

The monsters that inhabit the lower change about every 10 levels. There is asub-boss near the exn
around every 10 levels es well. It'sa good idea 10 head back down to the lobby 10 lOve your game
either before or olter you foce eoch boss. This 0110 provides onopportunity 10 leave Sphere 211 to
do Item Creation.

The selup is identical with Ihe exception of
one thing: Each level follows one of eight level
plans. The ilems chart indicates which level
plan each level follows and any ossocialed
treasures. To reach the lop of Ihe bu~ding ,

however, you must walk from level 10 level.
Unlike the main game, the elevators between
levels 101 -210 only go up a single level. To
gel to Ihe next level, explore Ihe level until
you find a second elevator. Alter climbing a
level, il is locked into the elevator'smemory, allowing you to lake Ihe down elevator 10 Ihe lobby and
return to Ihe last level you visited when you are ready 10 continue Ihe Irek.

The transporter 's a new addition to the lobby. It 's prog ra mmed to toke you
d,rect/y to the Gem,ty Spocet,me Station.

levels 101 10 210 are unsealed once you defeol Gabriel Celesta 01 Ihe bottern of Ihe Maze of
Tribulations and form the final bonus dungeoninIhe game. You need 10 clear Ihis dungeon much in
Ihe same way thaIyoucleared the firsl 100 levelsinSphere 21 1during Ihe main game.



One sf the any BetUe Trop leg here 15 re erded for bellt l g lenneth wlthm

Don't forget about the Shielding Deulce. It provides 3D seconds of mvut­
nerability to the user. but the user can't attack. Use ttns an characters

playing a support role to protect them during super powerful attacks.

Rlthaugh the character can't attack, he or she can stili use recauery
It ems or bombs.

• Your battle party should be at Lu ZSS. Their RTK stat should be maHed aut

I at 9999, With DEF at 3000- ¥DDD paints or higher.

• To attain those stats, make sure that your battle party IS wearing the

best armor (Vali ant 14011, Dragan Leather. or Seraphic Garb) refined so that

all eight slats are filled With the OEF bonus With which the armor starts
aut. Fill the Rccessary slats With a Tr/-Emblem and a fUlly refined pair of

Boats of Prowess. For weapons, use the ones you found In the l4aze of

Tribulations and the Urssa Cave Temple as a base for your super weapon.

However. If you ar e playin g an UnlUerse or ¥Dmade, spend same time and

Fal refining the Ultimate Weapons you obtained as prizes from the Sphere

ZII basses. Fill the eight slats With ' , 30" RTK/DEF ' factors If you like , or

save same roam for same of the ather helpful factors (lIke the fully refined

Red and Blue Tallsmen's ' Na HP damage 30" Of the time' and ' Na I4Pdamage

30" of t he time. ") If you don't plan to use the Ultimate Weapons (once

yau'ue r efined the negat/ue factors Off), consider clearing the Single

Bat t le l4ade at the Fighting Rrena to get the ' RTK ,/DOD' factor an the

ImpOSing Scroll prize. Be careful when SynthesIzing ttus to a weapon, as
you only get one of these Items. If you are uSing Sophia or Rdray In your

par ty. synthesize the ' , 30" INT Increase ' fac tor from a fully refined

Bangle of Intellect accessory to Increase their weapons' INTstat.

Stack up an all of your fauarlte, battle-usable, healing and resurrection

potions. Consider making or bUying ZDResurrection EllHIrs and ZO

Resurrect ion I4lsts . Rlsa, t ake along ZO PhYSical and l4ent al Enhancers

each. Regar dless, the Idea IS to haue a fulllnuen tary of healing options.

Rlang the same line, stack up an Stun- type bombs. These Items work uery

well If you need to knack an enemy aut of a particularly dangerous attack.

tni«can Of t en mean the difference between life and death .

~ou

those who hauen t

Lenn_lih IS

m Special

I e super-

age potential of Nlbetllng Uelestl tFll s nln~ 8 ,ttllck With IIny one

the gllme's stun bombs. Or, use II Shrefdl'lg f1eulceto aro eGt lillY speer fly uulrtarebla pllrty members

thet covers the entire "eld It cen

oot your entire part\' In

'lo ake mlltters srse

lenneth only use this IIttack when

she 5 Mlnnlng 10 on life.

PREPRRING FOR THE BIG BOSSES RT THE TOP!

Before you get to the 210th level. make sure your bonle party is really ready for the super bosses
thaI await them, Don't use your performance against the previaus bosses as aguide! They were child's

ploy incomparison 10 what lenneth, Ethereal Queen, and Freya have to offer. The basic guidelines for

these bonles lin Galaxy Mode, mind you) are listed in the sidebar 10 the right.



'iOI!l ust It for- th pherl

tus statu forCing you to

iii

srpats before your char-acter can move agam

walt It out .

Ethllrll8l Duaen rIlles on a caupl of attaCk Frs II 511 8 pt of

real athcks Since they usuallll trauel aloll9 a sklllQ t lin t e~ 8rl! eo 8V

to dodge. Howeuer. one of them ceusss Parelysls 0 be readv to Ii I If

more than one charaet e

It seems unlikely, but the Ether-eel

Dueen 15 a bit easier to defeat then

L nneth Whlill she does aue a

1111 d8llcliV all-enco pi! srog

similar to Nib ung Va est!

(the louely Celestial Star], It

app aI's to do less damage and It s

ea IIII' to rntar-rupt n fact the

Ethereal Dueen IS eaSlllr to ccntrul

with a couple of melee fighters

like the battle with Lannsth. ttns

one m'lly last about 10 mmutes

RERL QUEEN

Arter her defeat the EthereB ~ re mqins e a sp eb e l10u to ummon e grillt auil to fight

To use the Angel Orb return to EI COOl' II and go to (r-o 5 Lelr- Wl hll Ur sa leve Caue Approach hi usual

resting place on the stairs . I'olf're then asked whether or not you ant to use the orb If you choose to use It ,

the flOel boss to the llalDe appe"8r reya like thl Celesl al bosses . Gsr-br-Iel and the Ethereal Dueen, you can

fight h I' mul pie tlllle SI PIli' return t.o the s IIII' In the Urssa laul C ua and 5 Ilk h I' out

REYR
Freya IS another character fr-om

Uolkl/r/e PrOfile. She IS uery dlffl

cult to defeat, euen Ith ell of the

appr-oprtat e precautions taken

Her all- encompasstnq a t

Ether Strike, IS Impossible to

dodge and can eaSily kill euen the

toughe t characters To ake at­

tel's orse she uses It routinely

throughout the battle . Your best

bet to sururve ttus attack 15 to preuent It all together. Use stun bombs [In fact , dedicate e character specrrr­

cally to bomb patrol I) h knock her out of the attack before It. beginS
MINI-GRMES RND
SUB·OUESTS

TI Ing IS truly the key tlere. as she summons the attack uery qurc Iy Another tactrc IS to use a Shielding Deulce

on ha character you're plaYing as to at least survive the attack Then use a Resurrection MI t to haal tho II

who didn't suruiue . It IS uery easy 10 lose focus neer the end of the fight only to haue her unleesh Ether Strike

whlla your character IS running to get Within attack range . You don't want to start the whole battle ell ouer

ag inl After you defeat her. you can su on her agam by taking the Angel Orb back to Crosall's lair

ITEM CRERTION

ITEMS
RNO EOUIPMENT

BESTIRRY



PRIVATEACTIONS
While playing through Star Ocean: Till the Ene! ofTime, you 'll encounter small events that help shape the relationships between Fay! and the other main charaders. These events are called Privote Actions {PAl

and they existto expand the storyline, increase your knowledge of the choraders'lives, and determine what happens to the charoders when the game ends. If you played Star Ocean:Secane! Story, then you are

probably familiar with this system. If you'renew to the Star Ocean world, however, then read an!

fAI • 2

fA 3• 12

fA 13 • 21

fA22 • 32

Private Actions ore unique events that provide glimpses into the characters' personalities and rela­

tionships outside of the moin storyline. Basicolly, they exploin more obout the porty members.

However, partilipotion inthese Private Actions impactsthe relationships between characters (described
inAffection Points) both negotively and positively. Although thisdoesn't impact their performance in

the game, itdoes determine which chorader Fay! is coupled with atthe end of the game. So, ifyou

reolly like Sophia and wont to ensure that Fay! and Sophia end up together atthe end of the game,

then make sure that Fay! doesn't alienate or insult her during any of the Private Adions in which you

partilipote.

At the start of the game, the characters are assigned a spread of Affection Paints (see the fallowing

toble) thot desllibe the relotionships between them. Reading the table horizontally indicates how each

of the characters feel about a single character. Reading the table vertically indilDtes how a character
feels about each of his orher teammates. For example, the information in this table indicates that

Foy! begins the game predetermined to like Sophia, his childhood friend, and Mirage, his instant
crush, more than any ather character. In contrast, Mirage likes (liff and Maria, her buddies in Quark,

slightly mare than she likes Fay!. During the course of the game, you can use the Private Action sys.

tem to change those figures and either strengthen or weaken those bonds.

Private Actions begin automatically when you enter a designated room, initiate a conversotian with a

certain person, or perform same ather controlled action within aset time frame. Few Private Actions

are ossoliated with Main Events, so you can determine which ones you want to portilipote in and which

ones you want to avoid.

PRS EHPLRINEO

IPRs essocrated With Main Euants cannot be skipped , so re ed

up on their effects aheed of ti me!

How a PA offeds the relationships between charaders largely depends upon the PA itself. Some PAs
require that you, os Fay!, respond to the situation, leading to multiple outcomes, while other PAs affect

party relationships simplythrough the adof partilipotion. Remember: PAs don't affect the main sto­

ryline, but rather whom Fay! ends up spending time with atthe end of the game. As 0 result, unless

you have a preferred ending in mind, feel free to experience os many PAs os possible and respond

freely. Ifyou wont to view a particular ending (or attempt to see them aliI, then the distribution of

Affection Points in the PAs will be of particular interest.

Asstated earlier, Affection Points are added and subtracted to the bose stat bosed upon what occurs

inthe PA. Ifyou are osked to respond to asituation, then how you respond determines the final point

spread. Affection Points are added and subtrocted based upon how all of the playable characters in

the game would respond to the situationor your response. This includes characters who you may not

have even mel or allied with yel. So, ifyou choose to treat Sophiabadly in an early PA, not only does

this affect how Sophiafeels about Fay!, but you will likely lose the respect of the other female char­

acters os weill In general, ifyou partilipate in PAs that are virtuous in nature or choose the most

respectful response, the other party members will---ils a whole-like Fay! more. But ifyou choose

PAs that involve Fay! snooping Ihrough trash orbeing overly curious, or ifyou seled responses that

are mean or hurtful, the other porty members are more likely to di~ike Fay!.Again, this doesn't real­

ly mcner unlessyou wont to see a spelific ending.

The game'sending isdivided into two parts: the end of the storyline and the chorader endings.There

are two types of character endings: sole endings and the couple ending. The endings are determined

bosed upon the final tally of the Affedion Points. The couple ending is chosen based upon the follow­

ing lIiteria:

o The partner character must be a memberof your party by the t Imeof the final
I bass f ight.

8 Fayt's affectIon stat for thIS person must be at POints or hIgher, while the
partner character's affection for Fayt must be 50 paints or hIgher.

If two or more characters meet the lost criteria, then the person with the highest number of points

wins. If no one fulfills the second criteria, then Fay!'s solo ending is shown in place of a couple's

ending.

There are nine possible couple'sendings in Star Ocean: Til the Ene! ofTime. (heck out the end of this

chapter for instructions on how to see them all.



RE DING THE PRIVATEACTION ENTRIES
The followingse<1ionprovides011 oftheinformation obout the 60 Private Actions inthe game. Itexploins where and when they areavoilable, haw toIrigger them, and

haw the painnore allaled.

MAP fAG£ 121
As saon asSophia lhanges outlin and joins fayt outside her
roam, you Ian partiopate in th~ unusual invasion ofprivacy.
Enler Roam 105 (Sophia'sroam) and examine the garbage can
by the first bed. faylfinds evidence ofa secret IhOlalote binge
inside the rentainer, Naturally, Ihis discovery doesn't please
Sophio very mUlh, nor does ~ reAed wellon fayt's chorocter_~~L

with the rest ofthe gang.

o

o

o

8
e
o
9
o

Prluate RctlDn
occurs .

The psge an which the PR's lncatrcn IS
Illustrsted en a map.

Time frame In which the PR can be
eHperlenced .

There sr e three types Df PRs:
CDnuersotlon, Rutomotrc, and SpecIal.

CDnuer.st'Dn types Dccur when
speaking tD s deSignated persDn at
the time and IDcat lon spec ified.
Rutomatlc PRs occur autDmatlcs lly
upnn entering s rnom, apprDachlng a
specific perSDn, and SD an. TD trigger
Speclsi PRs, you must perrcrm a ape­
err :c scucn Dr do something that falls
Dutslde the realm Df e CDnuersatlDn Dr
Rutomstlc type of PRoPr luate Rct lons
connected t.o Main Euents are alsc
claSSified as Specia l.

LISts instructions an hDW tD trlggsr
ths PR, slang WIth a genera l descrip ­
tion of what occurs .

Rny special requirements needed tD
trigger s particular PRo

The number of paints that are addad
or subtracted based upon the out­
come Df the PRo If paints are allotted
based en hDW yDU respDnd to a ques ­
tion, separste lables sre prourded
based an the ept rcn yDU cheese.

GETTING STARTED

CHARACTERS

AVAIWIUTY
IIOUlloom

lYPl
MAP fAGE 22

As saon asSophia lhonges outfin and joins fayl outside her
roam, you con participate in this unusuol invasion ofprivacy.
Enter Roam 105 (Sophio'sroam) and examine the gorboge Ian
by the first bed. foyl finds evidenceofa secret IhOlolote binge
inside the lontainer. Noturally, th~ discovery doesn'l please
Sophio very much, nor does il reAed wellon fayl'Schorocter
with the rest ofthe gong.

LounON
AVAILABIUTY

IIOUIRIM£NT5
TYPI

MAPPAGI 22
WMe onthe resort'sprivole beoch ond before you meet up with
fayt 's porenn, strike up 0 conversotion withSophio. It seems
thot she has something on her mind regording foyl'S porenn.
Hawever, the ennre conversolion seems like nogging to foyl,
causing him to dislike Sophio 0 bit. On Ihe other hond, Sophia
likes him more for patienl~ I~tening .

IF YOU PRRTlCIPRTE IN THIS PR:

• J~ . i ~ ~ . ~ ~ . ,< 1 ' .( ~ ' ''~
• . ~ , ~ . ,...,; .. I \ ' " , ."



LoollON Granlier Reso<I Hotel, Rossetti Troupe'sWaiting Room
AVAllABIUTY Between Main Events 1and 2

REQUIREMENTS None
TYPE AUlomatil

MAP PAGE 22
Enter the dressing room in the northeost lamer of the hotel
lobby 10 aUlorno~lally meel Peppita Rosse"i, child slar ofthe
lamous Rossetti lUlUS troupe. Although, she hos yelto make her
debut, Peppita ~ lanvinced thaI she'llbe a mega-star. Will you
humor her delusions ortry 10bring her bock to earth?

CHDDSE "YDU'RE EKRGGERRTlNG R BIT, RREN'T YDU?"

•• J ' " · ' I ~ f;~., . ~ ( I. , ~ , 1.. . . , .. :- ,,. 1 (. , ,J. fJ.l
. ~ , ., 1">- " I \ \ !'t.

LoollON Grantier Resort Hotel, Private Beo<h
AVAlLAlIUTY Between Main Events 1and 2

CHDDSE "UH, YERH. SDMETHING LIKE THRT."

TYPE Conversation
MAP PAG! 22

REQUIREMENTS None

Whilerelaxing on Ihebeo<h, talk to the a"ro<live young women
wondering around. Thegirl inlhe blue bathing suit~ particular­
~ responsive to Foyt'stenlotive advances. However, SophiaM't
pleased at all. How you respond to lhe flirt 's query about
Sophia's relationship to Foyt changes opinions in the following
ways:

• CHDOSE "HUH? DH, JUST SOME LITTLE KID . NEUER SEEN HER."

•. J ' · I '~ ", [ I. " , . " ' , ~4

. ':' 1 ~ ~ ~ . I " ~. " ~ \ ~' ~.

PR 13 • 21

PR ~2 . 51

PR 33 • ~ I

PR22 ·32

During Main Event 2
None
Special

LoonON Grantier Resort Hotel, Rosseni Troupe'sWaiting Room

MAP PAGE 22
Main Event 2slarts when you OlCesSone 01 the lour Game Room
ponek inthe hotel's lounge. To ploy inthe Ba"le Simulator, you
must persuade Sophiato join Foyt. How th~ task ~ aClomplMed
affects the way in whilh the playable lharacters leel about Fayl.

Grantier Reso<I Hotel, Lounge

Be very careful while exploring the Rosseni 'sdressing room, lor
lear Ihal you get too dose 10 the door 10lhe animal stcbles. Get
too dose 10 th~ borriladed door on Ihe sauth wall and prepore
lor a Slalding from Pepp"a. Th~ ~ another allusion in whilh
being too curious Ion negatively impact lharallers' leelings
toward Fayl.

REQUIREMENTS None

MAP PAGE 22

AVAllABIUTY Between Main Events 1and 2

TYPE Automatil

AVAIWIUTY
REQUIREMENTS

MAP PAGE 22
TYPE

Ifyoulhoose to haveFayl dism~s Sophiaduring PA #3,the two
fr iends willoUlomatilallymakeup upan entering the Teleporter
room betweenthe beo<h and the halellobby. However, th~ pri­
vote o<Iion helps Sophia out mare thon Foyt. In 10<1, " causes
most 01 the playable characters to d~like him even more.

Sophie '',i s - .3 0 .3 - I .3 ·1 0 0.
CHOOSE "MY GIRLFR IEND! SHE'S PRETTY CUTE , HUH? "

• J
\ Jr ;' ~ . ~ .. . 1 ' ,I , ~~#;

, ~ , ~ I " ~· " I \ ~ ~'I '.
PR 52 • 58

PR 55 • 60



During Main Evenl 2
MUlt have won the le<on
Special

TYPI
RlQOIRIMINT5
AVAIWIUTY

Gron~er Resort HOlel, Lounge, Game Room

MAP PAG! 22

MAP PAGI
Before hopping inlo one 01 the IrOlllpOl1en and fleeing tolhe
solely ofthe Evacuation Shelter, Slop by the Rossetti Troupe's
dressing room and make IIIre fhol Foyl'snew friends are prepar­
ing 10 evolUote 01well.

This PA ~ virtually idenlicol loPA #9. Do you conlinue your luck
in the Bonle Simulolor, or do you coli ilquill and do something
thol Sophialikes?

AVAILAIiUTY
lOCAnoN

MAP PAGE 22
TYPI Spe<io

REQOIRIMINTS

When the Bonle Simulolor booll up, you are presenled with a
menu 01 optiDnl. Th~ PA lesll how much ofa "mon°Foyl ls, Is
he lhe Iype who reads the illllrudiOlll lint, or will he plunge
headlint inlo thelirstbottle wilh no training 01 all?Reading the instruc1iOl1llends 10 make the girls like Foyt
llIOfe, wh~e choosing 10 slOl1 a bonle makesFoyt mole popular wilh the guys. Nole that lhoosing Ihe Bonle
Trophy option doesn'l coonl either way. In loll, Wsprobably bener fachoose Bottle Trophies and inijiote the
Bottle Trophy coliediOf1 s~tem beforedoing anything e1se1

IF YOU CHOOSE RNY OPTION BESIDES "STRAT GRME:"

•• J" r ' I t 4-l ~ ~', l • . · L , : ,A 1 (. ,' ~i_. ,.6 ' ~ ' l . ~"' .. I \ I ~ .

• IF YOU CHOOSE "LET'S JUST GlUE UP."

• J ~ I ' l. L ; . .J. ~l - ':.1j ~~~, ,.6 ' ~ , 1. -;' .. I \ I ~, ' '



During Main Evenl fl
None
Spelial

MAP PAG! 27

REQlJIREMINTS
AVAILAIIUTY

TYPE
MAP PAGE

Th~ PA ~ similar to PA #8 in that h tesll fayl 's desire toread
instrullians. Will you chOOle to read the Underdeveloped Planet
Pratedian Pall while heading toward Vanguard III when given
the chaOle?

Here's yet another opportunity 10 hasten the Rasselli Troupe
along during the evalUation. Am, head up to the Upper
Starbaord Corridor and lhelk with the anendantsla see how the
loading 01 the Eslape Pads ~ going. Then run bolk downstairs
and speak toany one 01 the Rassen~ to let them know that they
need 10get upstairs to evacuate.

IF YOU CHOOSE "1'14 SURE IT'S OKAY,"

•• J' " .,. I ~ '">-' {r 110 , . .. I ;'1

~, '- ~ ~ . ~ , I .~ " ~ \ l ' ;.

TYPI
MAP PAGI 26

RIQlJIREMINTS

Aher meeting Peppita and Ihe rest 01 Ihe Rassen' Troupe in
Room 509, lantinue 10 explore the EvalUation falility. 8efore
prOleeding to fayt's room (Room SOnlook for Peppha and
UrlU\ by the stairlOle an the eastern side01 the Roor (acrOll from the east Transporter Room). II seems the
lillie lady ~ having daubll asIa whether or not she should have prevented fayllrarn searlhing for h~ per­
enll 00 you let he! oK the hook or _sen her gu~t trip?

On the way to the Eslape Pads and aher the Vendeeni anadt,
visit Ihe bridge of the Herle and speak to the brave, sell·
101Iililing lIew. An abnaxiaus crew member asks fayl'S blood
type. In Japon, blood types are used asa personality indilatar,
mUlh asastrological signs here in the US. Here ~ a brief run­
dawn an what apartilular blood type lOy! about ape~an's pe~nality, so thai you Ian answer the lIewman
honestly. lOr, simply lhelk Ihe lallawing tables to see whilh answer makes the appropriate people like fayl
morel)An Ablood type ~ asSOliated with a calm, lamposed, serious person. In contrast, blood type 8
people areknown lar their lheerlulness and luriasity. Ihese with an 0 type are known lor being easygoing,
bighearted, and generous. People with an A8 blood type are sensitive, a~tillOuls.

MAP PAG! 27

AVAILAIIUTY

TlPl
RIQlJIREMINTS

IF YOU CHOOSE "WHY COULDN'T YOU JUST NINO YOUR OWN BUSINESS!? "

•• J " , I~ '"1," I · , . . ' .. ~l~" ~ ~ ~ I. "; .. ~ \ l' :-, .

IF YOU CHOOSE "NO, THAT'S NOT TRUE:'

• JI.,' r i. ~ , ; . .'. i (.1. It ~~-, ~ , ~ . I~~ " I \ l r , .

IF YOU CHOOSE "TEl L HIN IT'S TYPE A: '

•
. J ' e, , I ~ ~~ '"~., I · , . ' , , ~i

~, ~ ~ ~ I. '; .. ~ \ l' ~ -r • '

PR 59 • 60

IF YOU CHOOSE "TEl L HIN IT'S TYPE B."

•
• J" , I~ t.,\ I . • , .' - " . U~~. " ~ ~ ~ I.~· .. ~ \ l ' :< •

IF YOU CHOOSE "TEl L HIN IT'S TYPE D."

•• J ' , I "~ '"~';\c \.' I · ~ , . 0> 1 r , " ~j
I ~ , ~ I~" .. I \ l )!< ,-

IF YOU CHOOSE "TElL HIN IT'S TYPE AB ."

•• J " , ' I ~ "l~ ~ C I· ~ . , . ".' 1 r , , ~. _ F.t
_ . ' ~ , ~' I"'; .. I , l ~ , -



•2 -I

Special

This isanother PA that Olwrs during 0 Main Evenl. Aher releas­
ing Roger from the loge the Moomhodow Oon's ChiellOlked
him in, you Ion reauit him temporarily into your porty.
Regardless ofwhat you lhoose, you will alienote about hall of
your party. On the alher hand, ifyou don'l accept him now, you
win nerer be able 10re(fU~ him. Toke th~ lhaileseriously.

MAP PAGI
TYPI

During ME 127

1I0UlRIMINTS

AVAJUIIUlY
RIQUIRIM£Im

lYPl

DuggUl ForMt, Gropebind Area

None

lAP PAGI 52

MAP PAG! 55

AVlIUBIUlY

The Fairy you meet in DuggUl ForMt needs a refrMhing drink of
spring woter. However, there are three types of spring to drow
from: boiling, gUlhing, ond gli"ering. Ideally, it's bMI 10bring
her adrink of woter from the ' gli"ering· spring. Ifyou bring her aglOls 01 wafer from the red and steamy
·boiling· spring, Ih~ PA Olcurs.

Stril<e up a lonversotion with one of the bor po1raOl and he OIks
obout the Moomhadaw aan. Do you rllpOlld hanMtIy and
reveal your ignoranle (gaining some information in relurn). or
do you blull and pretend like you know whot he'stalking about?

AVAJUIIUTY
lounOH

RIQUlRIM£HTS
AVllWIUTY

IAPPAGI

Whae returning 10 Arias from Ihe Kirllo Training Facility, visilthe
' Iron Maiden· Inn in Kirllo. You dan'l have to Ipend the night,
but iOlleod look for ailland Nel in Ihe upltairs ~eeping Iham­
ber. Tolk 10 Nel and w 'll exprMS her gralitude for rllWing her.
Your alllWello the qUMlion of why you rillted your life impom

RIQUIRIM£Im

MAP PAGI 40
lYPl

lYPl

look for aillnear the entra/1(e 10the Ai~lyph AqueOudI 10

comm~ole with him overMirage'spotenlial whereabotm. Did
\he !YOp! or nol?

IF VOU CHOOSE "I THOUGHT I SHOULD MAKE IT UP TO VOU : '

•~J ' -, I--l"~ , I, , .. ,, ' - ~1

~ . r ,.6 ~ ~ I. '; .. ~ , , ' l" .'

Cliff . 2 . 3 • -I 0 -, 0 -3 .2 -I.
IF VOU CHO OSE "I NEUER DREAMED SOMETHING LIKE THIS WOULD HAPPEN: '

•• J ' ~, " I l"I· ~ . .r: , ,. ~1

~: V' ,.6 ~ , ~" l :~·' " . ~ , " x - .-



AVAILAlIUTT Between ME 130 ond ME 161(end 01 Chopler Threel.

IYP!
R!QUIRIMINTS

Somehow Ruddle and Rumino mslnterpreled lhe dirediolll
ogoin, oVerlhooling KirllO and ending up inAiryg~ph! Tell them
for Ihe loll lime how 10 get where Ihey need 10 be. To make lUre
that they arrive in Kirko IOle~, vilit them loler on in the ' Iron
Slomoch' Tavern.

RIQUIREM!NTS MUll hove chosen 01l\WO~ 11or12during PA 123.
IYP! Aulomalil

MAP PAGE

LOCAnON Royol Gty 01 Airyglyph, 'Wyvern'l Toil' Inn

lOCATION

MAP PAGI 35

AVAlLAllUTT

While inSurlerio, look lor Roger ond h~ Iriendl playing oullide
in Ihe relidenfiol d~lrict , When you opprDD<h, Roger inlrodUlOl
M crew, Oribe ond Melt. II seenll thaI they hove a bunch of
Anlienl Books that hinl at the hidden 1o<0liolll 01 some rare
ilems. IIyou reuu~ Roger 10 help oullemporor i~, you receive
Ihe Anlienl Books inreturn, Nole thaI ifyou didn 'llelRogerhelp
you in OuggUl lor011, Ih~ PA will nal OllUr.

---------------- - - - - - - - - - - -IF YO U CH OOSE "YOU'RE RLMoST RT KIRLSR."

• J1::1 , ~. ~ , . ; ." t : ,I ,' (. Il~
- , . ~ , ~" "'; .. I \ ' l ,

IF YOU CHOOSE "REFUSE TO CooPERRTE: '

• J() " ~' ~ . .r . ", 1 { ,I: (. ~~
r '. ~ , ~ ,.~ .. I \ ' ~" ' -

IYPI
MAl' PAGI 52

1000nOll Riverfronl Villoge 01 AriOl, "The Oozing' Inn
AVAlLAIIUTT Between ME 130ond ME#36

R!QUIRIMINTI MUll have chOlen olllwer13 in PA #22.

RIQUIREMINTS

Look lor two menhentsnomed Ruddle ond Rumino in Ihe sec­
ond guell room01 ' The IronlDoor' Inn in Pelerny, Thil ms­
mOlched duo ~ in seorlh ollhe lown ofKirko, However, neilher
one hOI a IrUltworthy sense ofdiredion, 10 DOle you become
involvedwilh th~ duo, you will be direding and re-direding
rhem over lhe 10urse 01 your lime on IlicOOl II.Ultimolely, all 01 your hard work poyIoff later in Ihe gome
when they open Iheir linoillore inAquiOl and selilhe bOlt armor andWOilpolll inthe game, Ol lourse, 10
gellhem 10 open Ih~ Ilore in Chopler five, you mUll guide Ihem lorrectly.
Th~ ~ one ofrhree PAs dealingwilh Ih~ louple.TolonlinueIheseries, you mUllgive Ihelorred onlWer eorh
rime, II you provide them wilhthewrong direltiolll, Ihey'ligellolt and youcan v~it them in the lown Ihey
reached illlleod ofKirko 1I0r Ih~ PA, Ihol wouldbeSurlerio orAquiOlI.The corredolllwer lor Ihil PA ~ Ihe
third choke: To gelID Kirko, Ihey need 10 elilfrom the lOulhgOle,

IYPI Automolil

MAP PAGI 46
Onle again, Kuddle ond Rumina ore 1011 and 01 oddl over which
diredion 10 loke. Th~ lime, you Ion lhoose 10 send Ihem via
Ihree routes, two ofwhilh are corred. The corred pothl enable '------------j
them 10 1000ve Irom the IOUthwell gole ond Irovel over Ihe
Aire/Kirko Hilk 10 Kirko, orIhey can lake the northwell poth through Bequerel MounloinPathand the Kirko
(overlll, Sending them through the northwOlI gale mokOl your porty memberllike you more,10choose Ihol
oplion ilyou ore Irying 10 win Iheir lovor. The Ihird roule sends ihem 10Surlerio,

fq) RUDDLE AND RUMINA, PART TWO
ImJD ~... ~ .: : _ . ,..

~-, .. , t ' ~ .~.
1If_ _ .J-" .

IF YOU CHOOSE " IT'S SOUTH , DIDN'T YOU KNOW THRT?

•
. Jr

or
, ' I ' t ~l ,. , ~I , . ~ .' , " ,,, 1 ' . ~, -. ~j.-,' ~ , ~ . ,.>-- .. 1\ ' \". .

IF YOU CHOOSE : WEST. NO QUESTION RBoUT IT."

•• J ' . , I·t", ,. . '" " ~I

~~ \0 ~ ~ ~ , ,:>- ' .. ~ \,' " .

IF YOU CHOOSE "GO ERST, OF COURSE ,"

•. J' . , ' I tt.l~ ~. '. ,. ~ - , . ,. 1 . ' ~ fJ I
- ~ , ~ : 1..-,;" .. I \ I k •

PR ~2 • 51

PR 52• 5B

PR59·60

IF YOU CHOOSE "GO OUT THROUGH THE NORTHWEST GRTE : '

•• J' " , I-t t.l ~ lJ: r , . ~ .• , . " 1 . , -:', ~4
- , ~ , ~ '.,;' .. I \ ' !C' , ,-



1000noN AquiM, (aslle Aquaria 1F
AVAILAIIUTY During ME #32.

REOUIREMENTS None
IYPI (anve~alion

lW PAGE 61
I you gel I or c 10explore Ihe fi~t floor ofIhe caslle
againsl NeI'sord~, you can bel she'sgoing 10be mad when you
catch up with her 01 Ihe sla;rcOl8. Itlooks like Ihe resl of your
party wan'lbe 100 happy either.

1000TlON Pelerny, North Side
AVllLAllUTY Aher ME 132, before you Find Ihe (opper Ore in ME 135.

RIOUIREMINTS None
IYPI (onve~alian

MAP PAGE 52
On the way 10Ihe Beque,el Mines, you musl pass Ihrough
Pelerny. If you lalk to Dill, Fayl will unload h~ loncerns about
mining Ihe (oppel Ore. Dill lakes a humoraus approoch 10Ih~
plablem, reminding Fayllhallhey Ian \lan for Ihe are wilh Iheir
Quad (ommunicators. What's analher breelh of the UP3 01 th~

painl, anyway? Voicing your lalllerns to Dill makes Ihe rest of
the leam daubt FayI'sleade~ip abilities, sathink !wile belore slarting th~ conversation.

Belween ME #33and ME 135.
None
(onversation

MAP PAGE 46
Ifyou'rein need ofenlouragement, lalk toIhe Fervenl Man by
Ihe South Gale. He p,amises 10defend lhe dly while you help
the runalog~ts in AquiM prepare their weapan. The response to
h~ enlhusiasm impalts FayI's reputation with h~ comrades.

AVlILAlllIIY
RIQUIREMENTS

TYPE
MAP PAGE 46

Talk 10the Fervenl Man a seland time and he starts eulogizing
about Dair and Nel'sbravery and loyally. Th~ makes everyone
in your party appredate Nel awhale lot more!

AVlIWllIIY
RIQUlRIMINTS None

TYPI (anve~atian

lUP PAGE 46
Look fOf Dair inthe (anference Room of the Lard'sMansion. She
asks ifNel ~ being helpful inyour quesl. You, response tohe'
question Ian make everyone like you mare or, ifyou lell Dair
Ihat you are d~appainted in Nel, make everyone-espedally
Nel!-like you less.

--~g



lO<AIlON Arias, lord'sMansion, (onlerelKe Room

lO<AnON Peleroy, (enler Plaza

REQUIREMENTS None

AVAIWllITY End 01 ME 138.
REOUIRIMlNTS None

TYPl Spe<ioI
IW'PAG! 46

AVAIWllITY Belween MEl41 and ME 146

IW'PAG! 52
TYPl (Ofl'Iersolion

The PA o<curs 01 !he end 01 ME 138. Ahet resting ollhe lord's
Mansion, Ws time 10 go 10 war with Airyg~ph . To slortthe bonle
pro<eedings, head down 10 Ihe (onlerelKe Room and speakwilh
Ooir. When she asks ifyou'reready, give her your answer. ThisPAisunusual because youon~ \[ore poinls
ifyou lOy "No: This answer COU\81 the women inyour parly 10 like you more. Ifyou needIheiremotional
poinls, then by all means ask lor more lime10 prepare. II not, lel lhe bcnlebegin!

You'D lind a Gossiping Peddler 01 a loble oround the lood slond
inthe middle 01 Pet roy's Cenlet Plaza. Talk 10 him 10hear the
Iolest IUmOlS about the flying ship that appeared during Ihewar.
Keep inmind, howeyet, that some members 01 youe party oren'l real~ inlogas~pmongers.

IF YOU CHOOSE "NO."

• J" '. ;. ~ ~ -' ; .' "- l ' ,I\.'.(.,,;
~ , ~" .~" I " . ,

IF YOU CHOOSE: "I THI NK I'LL PRSS ."

•• J ' , I~ "l . , J'" ' " • " i

. " r. ~ • ~ < ~ • I: "; ' .. l , " :'. 15..

r:-=l
~

Belween ME 137and ME 138.

None

Aquias, (astle Aquaria, Audience Chamber

Arias, lord'sMansion, Bedroom

(onyersation

On~ oher ME 1 36.

IW'PAG( 46

AVAILABILITY

IIyou areinneed 01 aSymbologisl fQ( your party and you don'l
wanllo wail untayou see Sophia ogoin, then return 10 the Castle
lor aquid< visit with thequeen beloreleaving lor !he war.When
you lIl1 mpllo leave the AudielKeChamber, you ore confronled
by Adrey lasbcxd, leared warrior and lothet of Ooir. 00you
wonllo reauilhimnow (on a lempOlory basis) Q( wa~ unla much Ioter inthe game?
On a prodicol nole, this PA impods a couple 01 things. rlf1t, il you re<ru~ Adrey inthis PA, he slays inyour
party unlil thl end ofChopler Three when all oflhe E1icoorions return10 their hames. You regain him asa
party member on a permonenl basis loler inChapter FiYe. Howeyer, re<ruiling him in Chapter Twa means
lhol you regain him much 10let inChapler Fiye than ilyou decide 10 pass on his oHer righl now. On Ihe olher
hand, il you refuse 10 lake Adrey during lhis PA, you lose the opportunily 10 see his"coupled" ending with
Foyl. (met this 100 ilyou'reIrying 10 see all 01 !he "coupled"endings. Ifyou con'l t.Ye without a mogi<·
US8finyour party, reau~ him now. Between the lime you lose him atthe end 01 Chapler Tlvee and regain
him on a permonenl basis inChaplet Five, you'llhove Sophia 10 lill inasSymbologist.

Aher !he ombush oulside lhe Arias gales, you'lI lih~ want 10
lheck on lhe re<oyeting Tynoye and Forleen before heading
back 10 Aquios. By lIl1empling 10 speak with Farleen, you OIS­
COyet that she'ssleeping. Whol do you do nexl?

TYPE Aulomolic
MAP PAG( 64

REQUIREMENTS None

" ~EET ADRAY LASBARD!

IF YOU CHOOSE "TAY POKING AT HEA CHEEK."

•• J ' , I~ ~, ~ I [ I · . . , . ' , . ~-1

~; t:. ~ ~ ~ ,'-> .. l , " ).. - .

IF YOU CHOOSE "TAY TICKLING THE END OF HEA NOSE."

• -_.--J--'-_._~- ""-r - " '1- ~ f. -.. Vl I . , , . , . ' , , - io 1
~ " - ~ ~ ,..-; .. . l , ,' ~ _ 'c-

PR 3 • 12

IF YOU CHOOSE "YES."

•• J ' · I~ ", I . . , . " , ,,-i
~~ \". ~ ~ ~ 1_-> " l , " ,'. .-



F8Vl

TYPE

MAP PAGI 34
TYPI (onve~tion

AVAlllllUTY

R!QUIRlMltrn None

loonOH

R!OUIRIM!HTI

MAP PAG! 35

loonaH Airyg~ph, Airyg~h (Oltle, Guard Room 8If
AVlIllIlUTY During ME 152.

Thil PA ~ ~milor 10 PA #40exceplthol illokes ploleinthebese­
menl/dungeon. Ihis PA Ollurl ilyou decide to explorethetrees­
ure room off Ihe Guord Room or return tothe firll floor il1\teod
01 following Woltor inloIhe dungeon lellwhereAlbel lsbeing held. Woltorwon'll [oldyoulor your truancy,
but the partylertoinlyleek the dilepprovol!

Ifyou'reinthe neighborhoocl--iJnd you'reIrying 10gelendings
withthe guys-look lor Adrey on the cliff by the enllonce10the
Airyg~ph Aquedu l~ and have a lhot with him. The resulting
[onverlelion makes the womeninyour party think lesl 01 you,
bUllhe guys will like you a bil more. Iwonder what the Queen,
with whom you are traveling 01the lime, Ihinkl ofall 01 Ihil?

TYPI

II

AVlIllllUTY
R!OUIRIMINTI

MAP PAG! 40

loonOH

AVAlLlIlUTY

MAP PAG! 46
TYP!

RIQUIRIMINTI

In the house by the "Iron Maiden" Inn in Kirho lives on
Unreol~lil Girl with leme serious [onlerl1\ oboul the relenl
Airyg~ph-AquiOl wor. Talk to her and see ilyou [on Itroighten
her oul and eose her mind.

look Ill( Moria in the cemetery by Ihe rhepel She's ever­
whelmed bythe loss 01 lile lOUSed in Ihe wo~ betweenAiryglyph
and AquiOl. When Ihe mentiol1\ that foyI'l powe~ wouldlouse
on even greater1011 ollile, how do you respond?



LOOnoN Pelerny, Wesl SkIe

MAP PAGI 52

AVAILABILITY Between ME 152and ME 161 (before banle wilh (roseill.
R!QUlRlMltm None

TYPI (onversation

(onsidering Ihat he spent the wur confined in a jail cell in
Airyglyph (Ollie, " seems understandable Ihal Albel would have
queslions and concerns aboullhe war'soulcome. Talk 10him in
Pelerny and see ifyou can help him gel over hkexklential m­
si\. Ifyou are currying Albel'sfavor, choose answer 13.

IF YOU CHOOSE "NOT RERLLY."

• J\.' [ I. ~ , ~ ~ . ,f _ 1 ',I ~~~" ... , ~ l . ~ .. I ' l l-. , -

ml
MAP PAGI 40

AVlIWIUTY
R!OUIRlMltm

RIOUIRlMItm

LOOnoN
AVlIWIUTY

MAP PAG! 34

Wilh Albel in your porty and Ihe Iruce between Airyg~ph and
Aquios k finalized, mloin areas Ihol were alllimits before are
now accessible. One ofIhese k Lord Wallar'sMansion and Ihe
Siorm Brigade Garrison in Kirka. I'IIi1 Wallar'sMansion 10find
Nel having an earnest conversalion wilh her old foe. Eavesdrop
wMe Ihey dillUls her falher 'sdeath and while Woltar retufTll IDmelhing of value 10Nel--jUll don 'I get
caughl! AI the end ollhe evenl, Nel receives the Blades ofRyusen, the best weapons available unt~ Ialer
in Ihe game.

Once Albel NOl joins Ihe party, head upllairslo Ihe King 'sOllke.
While Ihe King kn'l initial~ Ihrilled by Ihk vkil, he does presenl
on opportunity 10do a favor for him. Agreeing 10the errand
opens up a choin ofevents lhol lUlminales in a joyous Ilene in
Chapler fIVe of lhe game during PA IS9. 1f you'retrying 10gel
the coupled ending wilh Nel, Ihese PAl are a mUll!

The sequence ofevents unfolds 01 follows: firsl, lake a Lener
from Ihe King of Airyglyph 10Elena Frahm in her room in (OItie
Aquaria in Ihe city of Aquios. She asks you 10relay her response
10Ihe King. Next, relurn 10Airyglyph and leilihe King Elena's
response. Bolh ofIhese evenls mUll be viewed before you defeal
Crosell 01 Ihe end of ME 161. Then, before you leave E1koor 01

the end ofChapler Three during ME 62, visit Elena'sroom 10

hear a frank diIlUllion between Ami and the Runologkl.

Alrer defeating (rosell (before the end ofChapler Three). head
10Elena'sroom again 10see aquick culllene between Elena and
Ihe King ofAiryg~ph. This setslhe scene forlhe return 10E1icoor
II in Chapler five. AI Ihal poinl, relurn 10Airyglyph (OItie and
speak 10the Unnappoble Old Woman in the room set aside for
Ihe future Queen ofAiryg~ph. Upan hearing her news, rush 10

Aquios and (Ollie Aquaria for PAl59.

Wilh the exceplion ofthe events thai comprise PA #43and PA 159,none of these vignenes allect the rela­
lionshipl between your charaders, but lhey are required ifyou wunllo see the happy ending in PA IS9.

TYPI

IF YOU CHOOSE "OKRY, ru DELIVER THE LETTER."

•
. J ' ~ - -.- -. 'I -il,-I · .r , (. ~J

~\ \.' ... ~ , ,: ./.. ~, l ' l-.. .-

IF YOU PRRTlCIPRTE IN TH IS PR :

•
• J ' ~ -.-- . 1,·tA -, I · , . .. , . ~I

~ .. . ~ ~ , :.~ .. ~ , s ' ~J_. •

PA I • 2

PA 3 • 12

PA 13 • 21

PA 59 • 60

PA22 ·32

IF YOU CHOOSE " I'M SORRY, BUT I MUST REFUSE."

•
• J ' ~ - --.-~ , I -tl,-• \ [ I· , r- • " L I

~, ~ ~ I.>' .. ~ , , ' ~ .



BESTIRRY

loonON Ba"leship Aquaelie, Guesl Room (Sophia's)

Atrip toSophia's room finds her hard atwork at the remputer
terminal trying tounlOver what happened toher family. The
progn~ ~ not exactly favorable, esneither Ryaka leingad or
Ihe Esteeds ore I~led on any ofIhe restue lisll. Itill, laphia and
Foy! refuse togive up hope. L.II1:li....r.;

loonON

TYPl (onverlGtion

TYPE
MAP PAGE 99

RIQUIRIMENII

TYPE
REQUIREMENTI

MAP PAGE 96

MAP PAGE 102

AVAILAIIUTY Aher MEIfl2, before you resl in the Guest Room.
REQUIREMENTS None

AVAILAIIUTY

AVAILAIIUTY

The strange serenity ofArkives ~ driving the bloodthirsty Albel
insane! Talk 10him and Iry tokeep him from doing anything
stvpid-like killing semeenel How you OC(amplM Ihe tOllt
determines who likes you bener: A1bel orIhe resl ofyour porty.

Once Peppita joins the party aher the ba"le with the Pradaimer,
relurn 10 the Main Reueatianal Zone and toke the elevator down
10 Ihe bar. Peppita ~ good Friends wilh Ihe guy running Ihe
place, leon. They are SIKh good friends that she pellUades him
toopen the storeroom in the bode where they keep a coche of
weapons and other sluff. Grab what you need, then head bock out into Ihe Moonbme tofind Professor
Leingod'slab.

• I;

loanoN Ba"leship Aquaelie, Private Room (Sergeant Gilm's)

loonON Ba"leship Aquoelie, Private Room (Oill's)

TYPI (anvenotian

MAP PAGE 96
TYPE

RIQUIREMENTI
AVAILAIIUTY

Aher resling in the Guest Room, and before you msemble on Ihe
bridge for the trip down toIhe Maonbme, vi~tlergeant Gilm's
room down the hall. Mind your manners when he mks how you
~ept!

AVAIWIUTY Aher ME 67, ahe< you rest in the Guest Room.
REOUIREMINTS None

TYPl (anverlGtian

MAP PAGI 96

MAP PAG! 96

AVlIWIUTY AherMl 7,beltnyouresli1)'Ol1~1OlITl

RIQUIREMENTI None

Aher that evenrful demiefing on the Aquaelie, check on Sophia
and make lUre Ihat she'sfeeling okay. Alot hm been revealed
in a shoo amount oftime and your rnildhood friend must be
reeling in shock! Ifyou choose 10IOOthe her worried brow, you'll
gain the r8\Jl8ct ofall the porty members.

Wont toknow how dill, founding member ofQuark, on anli­
Federation organization, leels about being on a Federation
Ba"leship? Ask himl

IF YOU CHOOSE "NO."

• J~ r ~ . " ~ ~, i : - ~ . , ~ l ( , I '~ (. ~~
I ... , . ' lor.... .. I " ~, , ..-



lounON Airyglyph, Airyglyph (astle, Watchtower

TYPE (anversatian
MAP PAGE 34

AVllLABIUTY Between ME 118 and 119.
REQUIREMENTS None

Talk to Sophia atthe top ofthe Watchtower in Airyglyph (astle.
The perpetual snow that lalb over Airyglyph puts Fayl and
Sophia inrhe mood 10 reminisce. But, how do you react when
Sophia stam leeling guilty for taking !he time aulta simp~ enjoy Ihe snow?

F.~l

IF YOU CHOOSE "REBELS WITHOUT RN EKISTENCE:"

• J ~I " ;" ~ . ~ - . : ,. ,'~". 1 -, I , I', ~·, ~~~
~ ..6 ' . J .~l .. I " ~ _, ~ , ~

IF YOU CHOOSE "RRTHUR RNo THE KNIGHTS OF THE TERTRBLE :"

•• J ' " • ' I t"~... vl I . , ~ . " '. ':" ~ ~ 1 ".'. ' ~', ,.
• • ~ , ~ 1",>-" .. I , l ~. .-

IF YOU CHOOSE "STEEL KNIGHTS:"

•• J " , ' I ~ t "~~ ~ ( I . ~ ~ ~ ~ ~ , " ,~" 1 r • "1'-. 'I
, ~ ..6 , . ( J.,,;" .. I " ~-~~ ~

PA 33 • ~I

PA 22 • 32

MAP PAGE 61

II • . , :-:

AVAILABIUTY

TYPE
REQUIREMENTS

IIyou visit (astle Aquaria (perhaps to vilit Nel1l, stop by rhe
West library of Runolagy and talk to the 8ookwormilh
Runologist. He wonders what the tight was thot destroyed the
Vendeeni ship a while ago. Wha1 you tell him impam your party'sfeelings.

IF YOU CHOOSE "FRYT RNo CoMPR NY :"

• J(J . t ~ . ~ . : . ' ) l ' r •,I; ~ ..~
• . ~ , ~ I"'; .. I , ~ r. , .-

IF YOU CHOOSE "oNWRRo! DEFROSTED TU NR TERM:"

•• J " , ' I' t f\~'!o> \;J I I · , ~ '. - - , . ~~ 1 ( , ~~ , ..t
, ~ , ~ 1- -;' .. I " ::: . ,-

IF YOU CHOOSE "MYSTIC oRRGoN EYES:"

• Jl:' l ;" ~ , ' ; , 0', 1"',1'1' ~ ..~
~ ~ , ~ , I.~" .. I " 1;;.. ' '-

IF YOU CHOOSE "RRCRNE WRRRloRS OF THE BLRCK BRIGRoE:"

•• J , ., ~ · ' I t"~, _ ~ ... I . . , .' '_ ' ...: ,~' 1 r , I , \:>. ~~
~ ~ 1",>- " I ' i "-, .



Rlbal

AVAIWIUTT BelWeen ME 178 and m.

loonON Airyglyph, Airyglyph Cosrle, 2F

UKAnON Dipla, Upper Deck

MAP PAG! 93
TYPE Aulomolil

MAP PAGE 34

AVAILABIUTY Aher ME 185, through the end 01 Ihe game.

REOUIRIMlIm None.

REQUIREMENTS MUll have (hosen Albello be your Itventh party member.
TYPE Automati!.

AVAILABILITY Between ME #B4and ME #85.

Albel goes 10 Ihe King 01 Airyglyph 10 osk a lovor.To help deleal
the Creator, lurher, he wontlthe use of the kingdom'l mosl pow.
erful artilort: the Sword ofthe Crimson Slourge. lh~ !WOld is
known lor ill power and filkleness in lhooslng an owner. Can
Albel overcome his negaHve woys 10 prove himself worthy ofthe
sward, orwililhe sward poison his mind and body even further?

At the end of this evenl, you receive the Crimson Slaurge,
Albel'lltrongest weapon until you dear the game and gel 10 Ihe
Maze ofTribulations. However, ifyou didn'llhoose Albel os your
Itventh party members, then this PA does not OlIUr.

By talking 10 Marieno and Steeg, you learn thallieber is nurs­
ing a big uush on Maria. However, Ihe feelings are not mutual,
In lieber 10n'l get the nerve to tell Mario how he feels. In the
meantime, nappears thotlieber is rement to worship Maria Irom afar, while desp~ing Fayl for being impor.
tantlo his lady love. Poor Foyt. What'l he going 10 do now?

• I ~

Fa~l

lOCAnOll rorisa, ·Mostllf SIoyer· Armorllf, 2F

Ifyou 'In',moke libel your Itventh party member earlier, now
isthe first opportunity to reauil him os your eighth. However,
you mustlighl him first!

To triggllf Ih~ PA, talk 10 Woltor inhis molllion offile in Kirlsa.
He lells you that Albel is training in the UrllO lava Cave lor your
next tnlounter. Head 10 CroseII'I lair inthe lava (ave and talk
10 libel, wbo chanenges you toa banle, mon-Io-mon, lhat you
lannal refuse! Ifyou delea1 him with Foyl alone, you hove the
opportIIlity IIIreuuit libel.You Ian olsa chaase not tolake him
wi1II you, leaving him 10 train for yel onolher lonfrontoHon. You
llIlllil portidpo1e inthis PA even ilyour party is lun.

MAP PAG! 40

/AlP PAGI 90

RIQUIRIMlIm Mull hove Roger inyour party.

RIQUIREMINTI AhIll1l'lbe inYlUparty and you roost hove talked IIIWohar inhis rnoosion inKirIsa fi~.

TYPI lulomatil

TYPE ConverlOtion

lOCAnON UrslO lava Cave, CroselillOlr
AVAILlIIUTY Between ME fiBthrough Ihe end of the game.

Head up to Ihe Itlond "001 01 rhe ·Mlnler Slover· Armorer,
wilere the young invalid Reen lies in her bed. there you'llfind
Roger, something rholl~ os quile ashOlk 10 Rogllf and Fayl.
Talk IIIhim to lind out wf1y he'l !here. II Reen h~ girlfriend or
something?

Fa~l

curr

~ FIGHTING ALBEL

IF YOU CHOOSE "DON'T LET HIM CO ME WITH YOU."

•~I t ... I · . " . " ' . it~. .. ... ~ ~ , I:-"; ' .. ~ , , , ).,1. c-

BESTIARY



REOUIREMENn

MAP PAGE 61
TYPE

LOCATION
AVAILABIlITY

Sophia tokes lime oul from the bUly quesllo wax poelil oboul
the loirylole OIpedl 01 (Ollie Aquaria. When Sophia inlorms you
thai she'l woiting lor ahandsome prime to arriveand \Weep her
off her leel, how do you respand?
Thk PA k lompliloted by the fad that Sophio'l response toIhe
first oOlWer k delermined by the number 01 affection poinll she
lUJrenl~ has for Foyt. IfSophialikes Foyl, Ihk k a good PA lor (emenling Ihe louple'l ending belween she
and Foyt. IfSophiad08ll1'llike Foyl enough, she'llblow him off, (oUling Ihe resl ollhe leom to give Foyt
sympathy poinll. Similor~ toPA #59wilh Nel and Rozorio, Ihk k a good PA ilyou wont toprevent on end·
ingfrom alluring. II you thoese either clthe 100Ilwo responses, Foyl and Sophia'saffection for eo(h olher
will be rempremsedl

IF YOU CHOOSE "RRE YOU UNHRPPY WITH ME, MY PRINCESS?" [IF SOPHIR
HRS MORE THRN ~O RFFECTION POINTS FOR FRYT)---------------------------

• J
' , - 1--t..l . , . " • f..

~, ' ~ ~ ~ . .->= .. ~ \ s ' ;"

Rnolly, rhe end to King Ami'l wedding woel k here. To trigger
thefour non·PA evenllthat Ollompony thk lub·plot. To review, P
polOllrom the King 01 Airyglyph to Elena Frahm inAquiOl. E1en
veylU<hintimatelhoughll and lelll you 10relay her relpOl1le 10

Ami, nome~ lhat he k 10presenl hk offer inpersen, The King
isn't pIeosed wilh thk new5, bul meellwith Elena when he vkill
(OIrle Aquaria 10 help AquiOl prepare lor wor ogoinlt the
Vendeeni.When Elena lurm down hk propOlOl,you'dIhink the
ltory would end. However, ifyou talk to Ihe Unflappable Old
Woman inrhe room ll!1OIide lor the luture Queen, shelelb you
thai awedding k inIhe worksl

Alrer lolking 10 the Unflappable Old Woman and hearing the
good new5, relurn 10 COllie Aquaria10discover the identity of
lhe lucky lady. lDok for Nel and herIriend Rozorio inthe Greot
Temple10meel lhe bride-Io-be. How do you relpOnd when Ihe bride's idenlity k revealed? Are you happy
with moileor sod that things didn'l work out for lady Elena? Noturol~, thk reaction impadl Ihe feelings of
your porty members. If you are trying to gel the louple'sending with Nel, longrotulote her old friend on her
happiness. If Ihol'l Ihe ending you are trying 10ovoid, then moose the leland answer and Nel 'saffection for
Foyl will drop by 10 poinls.

TYPE
MAP PAGE 61

REOUIREMEIm

IF YOU CHOOSE "CONGRRTULRTlONS."

• J\ I ~ ' ~ ~ . : ' 1 .,I' ~~~
~ , ~ l~ " I \ ( . ,

PR 33 • ~I

PR 13 • 21

PR ~2 • 51

PR 22 • 32

PR 52 • 58



GETTING RLL THE ENDINGS

1heIe'l a lrkkyou Ian Ult lagel 10III all of Ihe endinl/l. Fi~I, you mUll play Ihraugh Ihe game !wile: alKe reuuil·
ing Nel and Peppila, and Ihe lIland time re<ru~ing Roger and Albel. Thisenablesyou 10leiupanEmotion Paint
array lhat isICIlY 10manipuillte atlhe end of Ihe game, befare!he fighl agail1\lLulher.The paslibleCouple Endi"lll
you Iangel per game are lisled here:

Third, before Ihe fight agail1\l luther, you must creole a bunlh of polial1\ Ihraugh Compounding hem Creolian Ihal
ailed aIharader'l Emalian points. There are lourofIhest polial1\: Pheromone Enhancer, Tears ofAphrodite,
Tears of Ishtar, and Tears ofVenus. Ealh one does Ihe seme Ihing: ilredulesIhe Ultr'sEmalian pointsby I.
Befare you fighl luther, lOve Ihe game, de<ide anIhe endingyou WlInt 10 leeand lIar!handing aut lkeltPalial1\
10ihe lharade~ listedinIhe lable and inthe quanlitynefed. Far example, inIhe Nel and Peppila game, ifyouWlInl
10gellhe Nel ending, give eighl polial1\ toSophia, five 10Peppila, Ihree10Mirage, and three 10Adray.

SOlO Ending
SoloEndong

Pepp,tB Adrav

There are four of these Emot/on- reduclng Pot/ons that you can make t hr ough

Item t reouo».

Albe l

ROGER RNO RL8EL GRME

MarIS

POSSIBLE ENDINGS

PRS YOU NEED TO SEE

RNSWER •PH.

Hel

Soptua
curr Roger

NfL RNO PEPPllR GRME

Next, you hove 10III !he PAs lisled in!he fallowing lables and give Ihe 01llWl~ provided llhere isa '-' illhe
PA doesn'l requilean a1llWll). You lannol porticipoteinany olher PAs, a!her rhon Ihllle inIhe lables areke you'll
mtsI up!he AHedion Painllalak, 10 be veryIOreful.

13

IS
NEL RNO PEPPITR ROUTE

IB FRyr SOPHIR NEL PEPPITR MIRRGE RORRY

cllrr I 7 - 5 - 321
Sophia 5

He l 5
22 Peppl!a - - - - - -

MIrage 5

Adrav - - - ~ - -
Solo

3B

ROGER RNO RLBEL ROUTE

FRyr ROGER RORRY

Marla 3
PRS FOR THE NEL RNO PEPPITR ROUTE Roger - - 3 GETTING STRRTED

pe , RNSWER .
Albel

Adrev - - --
Solo CHRRRCTERS

Aher you've defeated Luther and WlItlhed theuedits, youIanreload ihe pre-luther game, IhOOle analher ending, WRLKTHROUGH
and Ult lhe Emalion-reduling poliol1\ all aver again!

BO NUS DUNGEONS

pe «

PR S FOR THE ROGER RNO RLBEL ROUTE

RNSWER .

MIN I·GRMES RNO
SUB -OUESTS

ITEMCRERTION

51

SB

ITEMS
RNOEOUIPMENT

60 BESTI RRY



~~M~INI-GAMES AND SuB-QuESTS
Slar Ocean:Till the EndaF Time is full of sub-quests and mini-games. Ifyou are in need of lips, tricks or simply the solutions, you'reinthe right place.

In ather words:

In amatch, your pieces are white and the opponent's black. Each piece moves ofagiven time. Thieves

move first, Symbologists second, and Warrio~ third.

The Symbologisl overpawe~ the Warrior, but is easily conqueredby tha Thief.

The Thief overpawm the Symbologist, but is easily conquered by the Warrior.

The Warrior overpowers the Thief, but is easily conquered by the Symbologisl.

Each level has its own boord and the opponent

gets to place his pieces first. Then you get to

examine the board and place your pieres

accordingly. Once you confirm the placement

ofyour pietes, the game begins and you ten­

not make any changes.

PLAYI NG R NIC CHESS
The basics are still the some. You have three basic pieces (Symbologist, Thief, Warrior), each of which

is strong against one piece and weak against thaather. If you were to plot their relationships with one
anather inatriangular format, here'swhat yau would get:

'-

The majority of the mini-games occur in the

Amusement Park in Gemity: Runit Chess,

the Bunny Rates, and the Fighting Arena.

The firstshot at mastering them occu~ upon

your arrival inGemity during Main Event tT7.

However, unless you plan to suspend your

progress through the gome'sstoryline, you'll

probablyspendmore time playing Ihese mini·

games aher youfinish the game.

Versus Mode

Fighting Rrena

Battle Trophies

The Retail Rabbit

The Treasure Hunt

Alorge circular icon on the noor morks the entrance 10 each of Ihe mini-games. There are two

lu lOla and Ruddla entranceseachlor the Bunny Races and Runic Chess_The lone entrance to the Fighting Arena islocat·

==r:==::: ed atthevery top of the circularwalkway.

RUNIC CHESS
An ican with the following three chess pieces

marks the entrance totha Runic Chess venue:

the Warrior, the Thiel, and the Symbologisl.

You learn about the basic rules afRunic Chess

in the Ancient Ruins af Mosel, but it's still

important to listen to Duke Gullarin's expla·

natian afhow the game isplayed.

The temputer AI plays Runic Chess automati·

cally, so whether you win or lose is ultimately

determined by how you place your pietes

before tha game begins. To win, consider the

order in which eom piete moves and their

strengths and weaknesses. Or, you can referto

the following information.

There are II levek of difficulty and, Ihus, II
prizes. You can win up to four prizes for eam
levelofdifficulty. The higher the difficulty, the

bener the prize.



Werrlor S~ m bo l og l s t Thlaf

Thief Warrior S~mbologlst

S~mboloQlst WarrIOr Thlaf

Werrlor

Thief

Warrior

Thief

Warrior

Thief Warrior S~mbologlst

S~mbologlst Warnor

Warrior WarrIor Symbologlsl

pLaYER ,e PLaYER ,3 pLaYER , ~

Thief S~mbologlst Werrlor S~mbologlst

ThIef Wernor ThIef S~mbologlst

Warrior

S~mbologlst Werrlor

S~mbologlst Werrlor ThIef S~mbologlst

WarrIor

S~mbologlst ThIef

S~mbologlst S~mbologlst Warrior Thief

S~mbologlst Thief Warrior Thief

Thief Warrior Thief S~mbologlst

S~mbolo 1St WarrIor Warrior Thief

ThIef

pLaYER "

Thief

Warrior

pLaYER , e

S~mbologlst Warnor

Thlaf

ThIef

S~mbologlst Warnor

ENEHy ,e pLaYER "

Warnor

Thlaf
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ENEMY , I
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• Entrance Fee: BOO Fal
I

• Prsze : SyntheSIS Hater la/s

LEVEL FOUR I 1 ?
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Thlaf

S~mbologlSt

EIlEMy , e
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Warrior

Thief
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Werrlor S~mbol og l s t Thief
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LEVEL FIVE Warnor Warrior Thief Thief

Thief S~mbologlst Warrior
WarrIor

Warrior

ENEMY ,3

S~mbologlst S~mbologlst
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S~mbologlst S~mbologlst

S~mbologlst urarr.er

Thief
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Prue: Strength Berries

Thief Werrlor

Wernor
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Thief S~mbologlst Werrlor Thief
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ThIef S~mbologlst Thief Werrlor

S~mbologlst Werrlor

EIlEHY "

Warrior

Warrior

WarrIor

S~mbologlst

WarrIor

ThIef

ENEMY ,3

pLaYER, 3

2 3

Thief

ThIef
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LEVEL SIX
• Entrance Fee: IZOO Fal

I
• Prize : SOOO Fol

• Entrance Fee: 1000 Fal
I

• Pr Ize: RIpe Bernes
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Warrior

S~mbologlst

Thief
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Warrior S~mbologlst Thlaf
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• Entrance Fee: ~OO Fa!
I

LEVEL TWO

Warrior 5 mbolo 1St Thlaf

Thief Warrior S~mbologlst

S~mbologlst Werrlor Thlaf

CHAAACTERS

BDNUS DUNGEDNS

GETTING STAATED

mAlKTHRDUGH

Werrlor

5~mbologlst

Wernor

Thief

PLaYER , 3

Thief

Thief

Warrior

Thief

pLaYER , i!

Werrlor

Warrior 5~mbologlst ThIef

Thief 5~mbolog lst WarrIor

Werrlor 5~mbologlst ThIef

Warn or Thief S~mbologlst

S~mbologlst

5~mbologlst

pLaYER , /

5~mbologlst

Warnor

ThIef

S~mbologlst

Warrior

S~mbologlst

WarrIor

Warrior

Thief

S~mbologlst Warrior

ENEMY , 3 ENEMY d

Warrior

Warrior

S~mbologlst WarrIor

ThIef

S~mbologlst Thief

ENEMy ,e

Thief

Thief

Thief

Thief

S~mbologlst Thief

Thief

ENEHY ,I

Thief S~mbologlst S~mbologlst WarrIOr

Thief Warrior S~mbologlst Warrior

ThIef S~mbologlst Warrior S~mbologlst

S~mbologlst ThIef S~mbologlst S~mbologlst

Thlaf ThIef Warnor Symbologlst

S~mbologlst Thief WarrIor WarrIor

Warrior

Warrior

S~mbologlst

ENEMY ,3

Thief

Thlaf

S~mbologlst

ENEMy ,e

Thief

Warrior

S~mbologlst

ENEMY "

LEVEL THREE
• Entrance Fee: 600 Fa!

I
• Pru«: 1100 Fol

S~mbolog l st Thlaf Warrior

Thlaf War rior S~mbologlst

Warrior S~m bo l ogls t Thief ITEMCREATIDN

PRIVATE ACTIDNS
Thief

WarrIor

Warrior

uierrror

Thief

S~mbologlst ThiefThIefWarrIor

S~mbologlst Warrior

S~mbologlst S~mbologlst WarrIor

S~mbologlst Warrior

S~mbologlst Warn or Thief ThIef

Warrior ThIef ThIef Symbologlst

Warrior Thief S~mbologlst S~mbologlst

S~mbologlst Warrior S~mbologlst S~mbologlst

WarrIor

Warrior

Thlaf

pLaYER , 3

Thlaf

Thlaf

S~mbologlst

pLaYER , e

WarrIor

S~mbologlst

S~mbologlst

pL aYER"

Warrior Thief S~mbologlst WarrIor

Warrior Thief WarrIOr S~mbologlst

WarrIor S~mbologlst Thief S~mbologlst

Warrior S~mbologlst Thief Thief ITEMS
AND EDUIPMENT

Warrior S~mbologlst Thief Warn or

Warn or S~mbologlst Warrior Thief BESTIARY

Warrior Warnor S~mbologlst Thief

Warrior WarrIor Thief S~mbologlst



Thief Warrior S~mbologlsl Thief

S~mbologlsl S~mbologlsl Thief urarr.er

Thlaf

Thlaf

Thlaf

S~mbologlsl

S~mbologlsl

S~mbologlsl

S~mbologlsl
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S~mbologlsl Thlaf
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Werrlor Thief S~mbologlsl S~mbo logl sl

Warrior Thief S~mbologlsl Thie f

Werrlor Thief We r r lor S~mbologlsl

PLAYIi G TH E II I NY 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.
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Thief
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The races are divided intothree grades: A, B,

and C. The higher the grode, the bigger the

point payout and the more expensive the
ticket. The game oilers two types of bets: ' to

win' and the ' perfecto.' A' to win' ticket

enables you to choose which of the four com­

petitors is likely to win. A' perfecto' 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.
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ThiefWarrior

Warrior

S~mbologlsl Thief

S~mbo loglsl Thief

Symbologlsl Thief

Symbologlsl Werrlor

Warrior

WerrlorWarroor

Thief

S~mbologlsl Thief

S~mbologlsl Werrlor

Symbologlsl Thief

Symbologlsl Werrlor

S~mbologlsl Thief Werrlor S~mbologlsl

S~mbologlsl We r r lor Warrior Thief

Thief S~mbologlsl Werrlor S~mbologlsl

S~mbologlsl Thie f Werrlor S~mbo log lsl

S~mbologlsl Thief S~ m bo l og ls l Werr lor

S~mbolog"l Wer rlo r Werrlor Thief

PRICES RND PRYDUTS

RRCE CLRSS TICKET COST SINGLEWIN PERfECTR WIN

Cless C 100 Fol I Pornt 3 POlnls

Cless B 200 Fol 2 Pmnts 6 Pornts

BUNNY RRCES Class R 300 Fol 3 Pcmts 9 POlnls

Laser Weapon 10 POlnls

Bunn~ Aece Trophy 1000 POlnls

200 POlnls

SO Pnmts

500 Pmnts

I POlnl

POINTS NEEOEO

PRIZE LIST

Scumbag Slayer

Glenl King Crab

Pomello JUice

Commemorellue Prize

PRIZE

Benl Mysllc Blede 100 Pcmts

Bunn~ Shoes 350 Pornts

By winning a race, you are credited a certain

number of points based on the doss of the

race and the type of bet. ' Perfecto' wins are

worth more points than a ' to win' win and

Ooss Arace wins are worth more than Oass (

races.

Points can be exchanged for prizes at the
Prize Exchange (eunter across from the TIcket

Seller. Prizes are rewarded on a cumulative
basis, so you win a prize whenever you meet

a certain point gool. This means that you can

win all of the prizes by accumulating 1000

points!

The Symbol fOf the Bunny Races is none othef than abig bunny. Itis difficult to provide winning strate­

gies for this mini-game because the details of the race are kept secret until aher you place a bet. This

makes winning on aconsistent basis quite a challenge.

ITEMS
RNO EOUIPME NT

BESTIRRY



Uersus ~ode

Battle Trophies

HE:\111'G TI lEODDS
There is one way to autsmarlthis mini-game
il you'rewilling to bend the rules a Imle bit.

In lact, when you get 1000 points, the game

actually enuses you 01 using this trkk.

II you were to play 100 rOles ina raw, you'd

dislOver that the wins were pretty equally dis­

tributed among all lour bunnies. One bunny

isn't mare likely to win than the others, so it
doesn't mailer whilh one you lhoase as lang

as you stilk with the same bunny. II you were

to play this game manually and those Bunny

#1,you'dultimately end up doing nothing but pressing the Xbullan over and over again. So why nat
take away themiddleman (you!) and use a turbo tonlrcller to handle the mindlessness 01 repetitious

bullon pushingI

Just plug in a turbo lantraller and turn the

turbo function on for the Xbutton while stand­

ing in Iront 01 the tilket seller. Then tape
downthe bullon and let the game play nuto­

matilally. Belause the Bunny ROles take a

while to play, you will only earn about 100­

200 paints lor every B-hour period of game·

play. Sinle 100 points is all that you need to

get the Bent Mysti( Blade (an itemrhat is

required to retruit the blalksmith Baydl, you

may IOnsider stopping there. But il you have
the time and determination, go for the whole 1000 points needed toget the Bunny Ro(e Trophy.

This aClessory has a whole bunrh 01 Iartcrs that might lome inhandy inthe Bonus Dungeons!

The Retail Rabbit

lu Inla and Rudd le

fhe Treasure Hunt

2 317 Noua Blaze 15000 60 Fire - - FIre --

~ ~13 Stinger 11000 300 - - - - F,ra Watar

C 300 For Mallat Char m One per charactar

Watar

Watar

Watar

WERK

Only Dna

Only Dna

Dna par charactar

NUHBER RLLOWEO

F,ra

Flra

RESISTRNT

F,ra

ImpOSing Scroll

PRIZE

Magical BarrlBS

Bunny Shcas

POison

ParalYSIS

SKILI STRTUS RNOHRI/ES

2000 Fol

SOD For

fEE

100Fal

CLRSS

R 1000 Fol Star Guard Only Dna

FEES RND PRIZES FOR THE SINGLE BRTTLE MODE

511'GLEBATILE l\\ODE
This may be the mast lhallenging made, beccese a single rheruder must deleat five dilfilUltmen­

sters ina raw. II you want to know how ealh rhorerter will lunctian in bailie really quilkly, this is the

best option.

In Single Bailie Made, you mustlhaose a lharacter inyour party to parlilipate in the bailie. Prizes

for the 0 and CRank Ballies are rewarded on a one per lharacter basis. The prizes for the B, A, and

SRanks are given to the first rherarter to win in the rank-period. The prizes and entry fees for all

five ranks are listed inthe lallawing section. The lallawing tables provide detailed informationabout

the monsters that appear inecdi bailie.

PLAYING II ' THE FlGHTl l 'G ARb 'A
The rules for the Fighting Arena are prelly simple. Choose a made, select your rank, and pay the

entrame fee to starlthe bailie.The mode you theese determines the number 01 ballies you light and

the number 01 monsters per bailie. II youlase orrheese to estape the bailie, you lase 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 bailie'srank. The higher the rank, the beller the prize.

TYPES Of SKILI S USEO

Fire

F,ra

n RRNK

22000

SO

1600

HP

2BOOO

3~000

HP

16200Fire Zombie

ENEHY NRHE

Magma Man

Destroyer

to.

217

169

135

HRrCH POSITION

FIGHTING RRENR
The Fighting Arena, whilh is marked witha fiene Sword ken, is the plnce to prove your prowess as

a lighter. You Ian send members 01 your party to light single ballies or work as a team against waves

of enemies. In the Ranking Ballles, the level 01 monsters grows along with your reputation. If you
reerh the top 01 theArena Ranking boord, you Ian even bailie the Reigning Champions!



HRTCH POSIT/Oil /0 .

~61

EIIEHY IIRHE

Yuen-tl

HP

~5000

HP

1500

CRANK

TYPES Of SKILLS USED

Wet er

STRTUS RIIOHRLIES

FreeZing

RESISTRIIT WERK

~ 193 Giant Moth ~5600 ~500 Wind ConfUSion; Silence Wind Water

~~3 IncapaCitator ~ 17000 ~600 Watar

~ m Flaming lomble 35000 3500 Fire •• Fire Water

HRTCH POSIT/Oil

60

/0 «

19~

Blood Monster

EIIEHY IIRHE

Giant Mant IS

70000

HP

~5000

5000

Hp
BOOO

BRANK

TYPES Of SKILLS USED STRTUS RNOHRLlES

Paral~sls

Wind

RESISTRNT

Wind

Eerth

WERK

Watar

~ 1~6 Oeath Mastar ~5000 BOOO Water . FIre FreeZing All --

IB3 Gas Oragon lomble B~500 BOOO Ear th , Fire POison All

~ 3~7 Procla lmar B~500 BOOO - - Instent Oeath All • •

HRTCH POSIT/Oil

100

10,

Chimera

ENEHY IIRHE

U,le Lizard

~OOOOO

HP

76065

~BOOO

HP

3~57

A RANK

TYPES Of SKI! LS USED

Wat er, F,ra

Paral~sls

STRTUS BNOHBLI ES

FreeZing

Fire , Wind

RESISTRNT

Water

WERK

Wind

~ ~53 Yellow Aeaper B~OOO 7000 Water Par-alusrs Watar F,ra

130 OemonBeest 160000 7000 Fire , Oemon All

~ . 1 ~ 5 Oragon Corpse ~~OOOO 7000 Earth. Fire POison All _.

HRTCH POSIT/Oil

~B5

319

Mestar Oemon

EIIEHY IIBHE

Noua Blaza

500000

Hp
B5000

30000

HP

IBOO

Oemon

S RANK

TYPES Of SKILLS USED

Fire

POison, Paral~sls .

Instent Oeath

STRTUS BNOHBLIES

All

RESISTRIIT

Fire

WEBK •

~ ~B~ Masque Looter 79365 3607 • - •• •• - -

390 5harow B~OOO 5000 Wind POIson Earth Wind

~ ~IB Huge Chimera l B ~900 36~5 •• Paral~sls All --

360 Render T~rant 500000 137~B Weter FreeZing Weter Fire

TEAJ\\IIATILE
In Team Battle Mode, your active bailie party tokes on five groups of monsters, one right after the other. In most COSM, the monsters are identical to the Single Bailie Mode benles, You can win up to six of the
prizes for the 0and ( Rank before you are cut off. The prizes for the B, A, and SRonks are given out on aone time only basis. The prizes and entry fees for all live of the ronksare provided here.The follow-
ingtables list deloned informationobautthe monsters that appear ineach hollie. GETTING STARTED

FEES AND PRIZES FDR THE TEAM BATTLE MDDE CHRRRCTERS

C 300 Fol Trl- Emblum Up to 6

A 1000 Fol Star Splash Onl~ one

CLBSS fEE

100 Fol

500 Fa!

~OOO Fol

PRIZE

5~nthesla Materials

5cumbeg 5la~er

Ring Of Slaughter

NUHBER BLLOWED

Up to 6

Onl~ one

Onl~ one

DRANK

WRLKTHRoUGH

BONUS DUNGEONS

PRIVRTE RCTIoNS

~ IB6 Ghostl~ Hag 13600 65 - - •• Fire . Wind Earth

315 Noua Bleze "~ 15000 60 Fire - - Fire _.

HBTCH POSIT/Oil 10.

169

ENEHY NRHE

Fire lomble "~

Hp
16~00

HP

50

TYPES Of SKILLS USED

Fire

SKILL STBTUS BIIOHBLIES RESISTBNT

Paral~sls Fire

WEBK

Weter

~77 Megme Man 3~000 ~~OOO Fire POison Fire Watar ITEMCRERTIoN
~ ~13 5tlngar "~ 11 000 300 •• - - Fire Water

5 135 Oestro~er "~ ~BOOO 1600 Fire Water
ITEMS
AND EoUIPMENT

BESTIRRY



~ 3~1 Proclaimer B2500 BOOO - - Instant Oeath All --

2 193 Giant Moth M3 25600 2500 Wind tcnrusrcn. Silence Wind Water

2 31 AQuaregla M2 39000 3000 Water FreeZing Water --

Water

Water

Earth

WERK

WEBK

FIre

All

Fire, Wind

SKILl STRTUS BNOHBtlES BESISTRNT

FreeZing

Wind

SKILL STRTUS RNOHRLlES BESISTRNT

Psratusrs Wind

Paralvsls

POIson

Watar

TYPES OF SKILLS USEO

TYPES OF SKILLS USEO

Earth , Fire

8 RANK

CRANK

2600

2BOOO

1500

5000

HP

BOOO

BOOO

HP

~5000

200000

~5000

11000

10000

HP

B2500

HP

tncapecu et cr ~ M3

vuen-u M2

ENEHY NBHE

Blood Monster

Gas Oragon Zombie

Glent MantIS M3

Ch,mar a

ENEHY NRHE

60

~61

10.

223

192

IB3

100

10 .HRTCH POSITION

HBTCH POSITION

~ 111 Flaming ZombIe M3 35000 3500 Fire FIre Weter

Bettie Trophi es

The Retell Rebblt
A RANK

HRTCH POSITION 10 « ENEHY NRHE HP HP TYPES OF SKILt S USEO SKILL STRTUS RNOHRLlES RESISTRNT WERK

Ulle Lizard M2 16065 3~51 Water, Fire FreeZing Water WInd
lu IOle end Ruddle 2 ~53 Yellow Aeaper M2 B~OOO 1000 Water Paralvsls Water Fire

130 Oemon Bea~t 160000 7000 Fire , Oemon All

~ 1~5 Oregon Corpse 2~0000 1000 Eerth , Fire POison All --

~ 21B Huge Ch,mera2 IB2900 36~5 -- Paralvsls All - -

Wind

Water

F,ra

WERK

All

Weter

Earth

Wind

POison, Perelvsls ,

Instant Oeath

SKILl STRTUS RNOHRLlES RESISTRNT

FreeZing

Paralvsls, tonrusren All

POison

Peralusts

Aner reachingthe number one position, a special banle occurs. The Reigning Champions intervene

beforeyou canstart thenext bonle and challenge you toaduel.Ifyoumanage to defeat them, you

winthe Victory Trophy.

Oemon

Water

Wind

TYPES OF SKILl S USEO

5 RANK

30000

5000

36~5

1372B

BOOO

HP

500000

500000

HP

B2000

B0I90

BOOOO

Aender Tvrant

Aqua WISP M3

Master Oemon

Sherow

Winged MantiS

ENEHY NRHE

390

~52

2B5

360

10 .

27

HRTCH POSITION

2 2B~ Masque Looter M3 79365 3607 - - - - - - --

The only prize in the Ranking Banle Mode is

the Victory Trophy, another accessory with
some awesome factors. However, you don't

win it until you defeat the final team, which

tokes a bit of time andeffort. Whenyou beat

a team ahead of you on the ranking boord,

you win the standard experience points and

Falthat you would win during anormal bcnle.

In addition, your position on the board

improves. You can light any team that is no

more than four rungs higher on the ranking

ladder.

RANKI G BAil I.E
The Ranking Bonles are the heart and soul of the Fighting Arena.The first time you choose this mode,

you are asked to give your party a nome. Choose the one you like (see the info on PA#52 for how

your nome choice affects your affection points) and the gamebegins.

The goal in this mode is to reach the top of the Arena Ranking chart. You start at position #51and

you must fight the 50 existing teams to reach the number one spot. However, the fun doesn't stop

thereIOnce you become #1, you get to toke on the Reigning Champions to win theVictory Trophy!

Ihe Treesure Hunt



Prize Money: 180 FolPrIze Money: 50 Fol

10 , ENEMY NRME HP MP SKILL5 STRTUS EFF RESIS WERK 10 , ENEMY !tRME HP MP SKILLS ST8TUS EFF RESIS WERK

~2~ Thleulng Scumbeg (x3J 200 ~61 Yuan-tl ~SOOO 1500 Weter FreeZing

220 H~per Noblemen 26~0 120 - - - - - - - -

261 Lizard Man (x2) 2000 116 Watar, Free Zing Water
Fire Wind

WERKSKILLS ST8TUS EFF RESISMPHP

PrIZe Money: 200 Fol

ID , ENEM Y NRME

WERKRESIS

Prize Money: 60 Fol

~2~ Thleulng Scumbeg (x3) 200

10 , ENEMY NRME HP MP SKILLS ST8TUS EFF

Wind

WERK

WERK

Fire

ST8TUS EFF RESIS

POIson F,ra

ST8TUS EFF

Wind

SKILLS

20000 2600 FIre Weter

16000 2000

HP MP SKILL S ST8TUS EFF RESIS

200000 2600

HP MP

20000 2600

11I00 IBOO

HP MP

Prize Money: 350 Fol

Prize Money: 250 Fol

Prize Money: 275 Fol

PrIze Money: 300 Fol

~2B Toedpole

2B9 Medusa Beast (x2) BOOOO 20000 Fire,

Demon

~26 Toad Fighter 2552 226 Earth PO ison Weter FIre

239 LIS Mage ~~BB B20 Wind - - All --

ID • ENEM Y NRME

071 Bogle Soldier

01B Bogle Soldier 20000 2600 FIre - - Wat er WInd

136 llaurl Child (x3)

030 Aqueregle

10 • ENEMY NRME

10 , ENEMY NRME HP MP SKILLS

366 Aobln Wind (x2J

10 • ENEMY NRME

WERK

Water

WERK

WERK

WERK

F,ra

WERK

Fire, Wind Eerth

SKILLS ST8TUS EFF RESIS

Watar

SKILLS ST8TUS EFF RESIS

F,ra, POison Fire

Demon

SKILLS STRTUS EFF RESIS

SKILLS ST8TUS EFF RESIS

SKILLS ST8TUS EFF RESIS

MP

16B

MP

HP

HP MP

3~00

HP

6160 2BO

HP MP

PrIze Money: 120Fol

Pru« Money: 100Fol

Prtze Money: 80 Fol

rru« Money: 70 Fol

~06 Spewn

~21 Toedpole BSOO 2BO POison Weter FIre

Prue Money: ~OO Fol

10 , ENEMY NRME HP MP SKILLS ST8TUS EFF RESIS WERK

250 LBOFighter (x3] 20000 2600 BESTlAAY
PrIze Money: ISO Fol

10 , ENEMY NRME HP MP SKILLS STRTUS EFF RESIS WERK

0~1 Berserkers (x3) 12BOO 300 Fire

~2S Toed Bent 10~ 32 Water POison Water FIre

13~ DemoniC Hound (x2) 12000 350

235 Kobold (x3)

IU , ENEMY NRME

10 , ENEMY NRME

002 ~O Security Soldier [x3J 16000 2000

IB6 Ghosll~ Heg (x3) 13600 65

10 , ENEMY NRME HP MP

10 , ENEMY !tRME

10 , ENEMY !tRME

•I
• Prize Money: 90 Fol



PrIze Uoney: ~50 Fol

10 , ENEUY NBUE HP Up SKILLS STBTUS EFF RESIS WEBK

Pri ze Uoney : 900 Fol

10 , ENfUY NBUE Hp Up SKILLS STBTUS EFF RESIS /DEBK

2~~ l2S FIghter (.~] 20000 2600 16B FIghter 700000 6000

361 RidIculer 700000 6000 •• .. •• •

363 Robm Wmd 700000 6000 Wmd Wmd

Prize Uoney : 1000 Fol

Pr ize Uoney: 500 Fol

10 , ENEUY NRUE Hp Up SKILl S STBTUS EEE

IB7 Ghostl~ Heg[.2J 20000 2600
10 , ENEUY NRUE HP up SKILLS STBTUS EFF REStS WEBK

O~B Berserker Kmg 70000 6000 FIre

092 Brut rsh Beast [.3) 70000 6000 Eerth, Pare l ~s l s , FIre ••
Wate r, Pet r Ifact ion '
Fire

Pr ize Uoney : IZOO Fol

Prize Uoney : 550 Fol

10 , ENEUY NBUE HP Up SKILLS STBTUS EEE BEStS

~~7 WarVulture [.2) 20000 2600 Water, Freezmg , Wmd

Fire, ConfUSion

Wmd
10 , ENEUY NBUE HP Up SKILLS STBTUS EEE RESIS /DEBK

266 lum Knight [.3J 70000 6000 Earth Wmd

Pru« Uoney : 600 Fol •10 , ENEU Y NRUE HP Up SKILLS STBTUS EEE RESIS WERK I
IBB Ghostl~ Hag[.2J 20000 2600 Fire, Wmd Eerth • Prue Uoney : IZ50 Fol

10 , ENEUY NRUE HP Up SKILLS STBTUS EEE RESIS PlERK

199 Golem SUS303 [.2J 6BOOO 6000 Eerth All

•I• rru« Uoney: 700 Fol

10 , ENEUY NRUE HP Up SKILLS STBTUS EEE RESIS WERK

260 llht~ [.2) 70000 6000 Demon, All

Freezmg ,
Prize Uoney : I~OO Fol

tcnrusrcn.

Silence
10 , ENEUY NRUE Hp HP SKILLS STBTUS EEF RESIS WEBK

ns RdeptNecromancer IM3J 7lXXXJ 6lXXJ Water; FIre FreeZing All

097 Cerberus [.2] 16000 2000 Peral~sls , Fire

PetrIfaction
IIEBK

6000 Eerth FIre

up SKILLS STBTUS EEE BEStS

70000

HP

376 Scerlet Armor

10 , ENEUY NBUE

WEBKRESISSTBTUS EEE

Earth,

Weter,

Fire

SKtLLSu p

Pr ize Uoney : 750 Fol

10 , ENEUY NBUE HP

069 Bogle leader [.3) 70000 6000 _. . . Water Wmd

103 Cleauer Knoght 70000 6000

Pr ize Uoney: BOO Fol

PlEBKSTBTUS EFE REStSSKILLSupHp

Prize Uoney : 1700 Fol

10 , ENEUY NRUE

WEBKBESISSKILLS STBTUS EEEupHP10 , ENEUY NRUE

~62 Yuan-tl [.~) 70000 6000 Weter Freezmg



rru« Monel,/: 1800 Fol

10 , ENEHY NRHE HP MP SKIt LS STRTUS EFF RESIS UlERK

PrIze Monel,/: ~SOO Fol

10 , ENEHY NRHE HP MP SKtLLS STRrus EFF RESIS UlERK

2~8 LSS Mage 8~000 7000 Wind RII ~6~ Zebra Wasp [-6J 80000 8000 POison Wind FIre

36~ Robin Wind 8~000 7000 Wind - - Wind -- 286 Master RidIculer 80000 8000 - - _. - - - -

RII

REStS UlERK

srRTUS EFFSKILLS

Earth

SKIll S STRrUS EFF

Demon Instant Death

HPHP

eru« Honel,/: SOOO Fol

Pru« Monel,/: 5eOO Fol

Pru« Honel,/: 5500 Fol

10 , ENEHY NRHE

221 Immortal Lord 100000 8000

173 FI~lng Dark Rrmor 80000 8000

063 81ue Golem [~2J 80000 8000 Earth

10 , ENEM Y NRME HP HP

10 , ENEHYNRHE HP HP SKILLS STRrUS EFF

UlERK

UlERK

Wind

UlERK

Wind

REStS

Eerth , FireSIlence

STRrus EFF

SKI!LS STRrus EFF REStS

Fire Weter

HP

7000

HP

80000

PrIze Honel,/: eoooFol

rru« Honel,/: esoo Fol

PrIze Honel,/: eeoo Fol

~3S Unhol~ Terror [~2J 8~000 7000 Wind

10 , ENEHY NRHE Hp Hp SKI! LS

-..lJ1..LD EHY NRME HP HP SKILLS STRTUS EFF REStS

071 80gle Leeder [~2J 8~000 7000 Water

-..lJ1..LD EMY NRHE

177 Forager (~~J

1~6 Dragon Tooth (~3) 89000 10000 - - - - - - Fire

BESTIRRY

Fraezlng, RII

ConfUSion, Silence

srRrus EFF RESIS UlERK

SKILLS STRrus EFF RESISHPHP

PrIZe Monel,/: 5700 Fol

PrIze Monel,/: 6000 Fal

Pru« Monel,/: 6500 Fal

297 Monstrous 8east [~2J 80190 36~S Fire, POison Fire

Demon

10 , ENEHY NRHE

396 Mecha Scumbag (~3J 82000 3~SO Fire

10 , ENEHY NRHE HP HP SKILLS STRrus EFF RESIS

209 Heat Haze 110000 36~S Demon FreeZing, RII · ·
tcnrusrcn. Silence

209 Heat Haze (~3J 110000 36% Demon

10 , ENEHY NRHE HP HP SKILLS

UlERK

Water

UlERK

Water

RESIS

Earth , Fire

REStS UlERK

Wind Silence

SKILLS STRTUS EFF

SKI! LS SrRTUSEFF RESIS

HP SKILLS STRrUS EFF

7000

HP

HP

HP

80000

HP

HP

Pru« Honel,/: 3000 Fol

rru» Honel,/: 3500 Fol

Pru« Monel,/: ~OOO Fol

lSI Dragoon KnIght [~3J 110000 36~S Wind

to , ENfHY NRHE

~21 Swordsman [~2J 80000 7000

207 Halberdler [~2J 2200 100 - - • • •• Water

10 , ENEHY NRME

~3~ Unhol~ Terror

10 , ENEHY NRME



WERK

All

8ESIS WERK

Wind

RESISSTRTUS EEE

Instent Oeeth

Sl RTUS EEE

SKILLS

Eerth

2000000 500000 Oemon

HP HP SKILLS

Pru« Honey: /0000 Fol

PrIze Honey: 9000 Fol

PrIze Honey: IZOOO Fa/

267 Lum Knoght [M3J 130000 36~5

132 Oemon Lord

10 , ENEHY NRHE

10 , ENEHY NRHE HP HP

10 , ENEHY NRHE HP HP SKILLS STRTUS EEE 8ES/S WERK

116 Cr~stel Oragon 2500000 300000 Earth, Instant Oeath Earth , Fire , WInd

Fire Water

295 M,rlem IBOOOOO 300000 Oemon FreeZing, All - ­
tonrusron. Silence

WERKRESIS

SKIllS STRTUS EFF 8ESIS WERK

SKILLS STRTUS EFF

HP

6B

HP

HP

1220

HP

PrIze Honey: 8000 Fol

PrIze Honey: 7000 Fol

061 Blood~ Knoght (M5) 12BOOO 36~5

10 , ENEHY NRHE

~19 Super Noblemen

10 , ENEHY NRHE

151 Oregoon Knoght [M3J 110000 36~5 Wind -- Weter- -

366 Aobln Wind 200000 2500 Wlnd2 - - Wind --

OBO Bogle SoldIer 120000 36~5 FIre - - Weter Wind

130000 36~5 FIre

WERKHP HP SKILLS STRTUS EFF 8ES/S10 , ENEHY NRHE

150 Oragoon 2000000 300000 Fire - - Wind --

•I
• Prize Honey: NIRWERKSKILL5 STRTUS EFF RESISHP

PrIze Honey: 8500 Fol

~30 Tornedo

10 , ENEHY NRHE HP

072 Bogle Leeder 150000 36~5 Weter FreeZing Weter Wind ~02 Solon Solute 500000 50000 Wind

139 O,rna HamIlton 3000000 500000 Fire, tcnruaron. Earth, --
Meglc SIlence Fire, Wind

PRRRCELSUS'S TRBLE [R.K.R. VERSUS MODE]

To unlock Ihe Versus Mode mini·gome, you

must hove 0 spedolitemcoiled Paracelsus's

Table. II's found in 0 treasure chest guarded

by the S<Ulplure Lord in Ihe Aqualic Gardens

of Surferio. The enlrance 10 the Aquatic

Gardens is located in the Surferio Annex in

Irisa Relds.Take the item 10 Welch Vineyard 01

ihe Guild ollice in Pelerny. Surprisingly, she

knoW5 exactly whallhe item is and how touse
it. She'll keep ilfor you and allow you 10 play

whenever you wanl. All you needto do is go 10

Peterny and ask her. You cannol play the

Versus Mode mini·game remolely.

Paracelsus'sTable is astandard fighting game

featuring the playable characters inIhe game,

You start with access 10 Fayt, Gill, Nel, Maria,

Sophia, and Peppita. To add A1bel, Mirage,

Adray, and Roger 10 Ihe list, you must collect

their Trading Cards. There are 26 Trading

Cards and Trading Cards EX stcttered through.

aul the game. The basic Trading Cards lof

which there are four) add characters 10 Ihe

game, while the 22 EX cards unlock ihe extra

costumes for all 10 characters! The locations

of the 26 Trading Cards are listed in the

following section.



WALKTHAOUGH

ITEM CAERTION

BESTlAAY

BONUS DUNGEONS

CHARACTEAS

ITEMS
RNO EOUIPMENT

PAIVATE ACTIONS

GETTING STAATEO

Bottle Simulator

BATTLE STAGES

/oIoselDunes

Euocuotlon Carruior

Spiral Tower R

Spiral Tower B

Spiral Tower C

Luther's PrIVate Lob

Sphere Company General Block

Sphere Company Foyer

Rrklues

Rquot ,c Gorden, Surferlo

Berlol Breno

Rnc,ent RUinSof /oIosel Waterway B

Rnc,ent RUinS of /oIosel Waterway C

/oIoonbose

Ouggus Forest B

Ouggus Forest B

RUinS of Cofflr Outdoors

RUinSof Co[flr Hideout

RUinS of Co[flr Jo,1

R,ryglyph Castle Dungeon

Blryglyph Rqueducts

Dwell ing Of Crosell

Rnc,ent RUinSof /oIosel Waterway R

Ellcoor Field Wasteland

The RUinSof Barr

Eucoor Field Snowy /oIountolns

Klrlso Couerns

EI,coor Field /oIountolnous Reg,on

/oIountolns of Barr Waterfall Breo

/oIountolns of Barr Bone Rreo

Bar r Coues

Shrine of Koddon

Passage from Porch to Plenty

Rnc,ent RUinS of /oIosel

Klrlso Tro'nlng Foc,llty

Bequerel/ollne OutSide Couern

Ellcoor F,eld During War

Sealed Couern

EI,coor F,eld PlainS

Pesotto Forest

Bequerel/ollne Ins,de Couern

Ursso Louo Coues

Sphere Company Computer Block

Sphere Company Eleuotor

Planet Sty" Rfter Collapse

Planet Sty" Before Collapse

Planet Sty" Time Gate

F,rewoll

/oIozeof Trobulotlons

Ursso Coue Temple

Ethereal Oueen Hall of Worsh,p

Ethereal Oueen Flower Gorden

Moonbese

Bequerel Mine

SpIre I Tower, IF

Moonbese

Sphere 211, I09F

Maze of

Tribulations, BSF

Sphere 211, I~IF

Sphere 211. 16F

LOCRTION

Ouggus Forest

Urssa Caue

Temple

Urssa Caue

Temple

Maze of

Tribulations, BJF

Sphere 211, IBBF

Albel becomes a ple~eble charecter.

Adre~ becomes e ple~able character.

Aoger 's JP costume

Adra~' s JP costume

Marie 's JP costume

Nal' s JP costume

Fa~t's JP costume

Aoger 's ~P costume

USE

Nel's ~P costume

Fa~t's ~P costume

Mar,a's ~P costume

Adra~'s ~P costume

Fa~t's SP and 6P costume

TAAOING CAAO CONTENTS AND LOCATIONS

Trading Card EH9

Trading Card EHI9

Trading Card EHI7

Trading Card EHIJ

Trading Card EH21

Trading Card EHII

Trading Card EH7

Trading Card EHS

Trading Card EHJ

Trading Card EHI

Tredlng Card EHIS

Trading Cerd I

Trading Card J

CRRO

Trading Card ~ Mlraga bacomB9 e pla~ebla character. AnCient Hums of

Mosel. B2F

Trading Card EH6 Albel's JP costume AnCIent AUlns of

Mosel , BIF

Trading Card EHI6 Albel's ~P costume Burns of Coff,r

Trading Card EH~ C1lrr's JP costume Klrlsa Ceverns

Tredlng Card EH20 Mirage's ~P costume Sphere 211, 173F

Trading Card EH22 Sophie's SP end 6P costume Sphere 211, 199F

Trading Card EHIO Mirage 's JP costume Urssa Caue

- Temple

Trading Card EHB Pepplta 's JP costume Sphere 211. SOF

Tredlng Card 2 Aoger becomes a pla~able character. Sphere 211. SF

Trading Card EHI2 Sophia's ~P costume Ursse Laua Caue

Aher lhoosing a banle mode, it's time 10

cheese a lhora<ter(sl. Human players cheese

fi rst, then youthoose a thernrter for the tom­

puter, To use a tostume other than the default

one, sele<t the thcrnrter by pressing Ihe

Triangle button for the 2P lostume, the Square

button for the 3P lostume, Ihe Rl hutten for

the 4P lostume, and the L2 and R2 buttons for

Fayt and Sophia's SP and 6P testumes. Of

teurse, to use any of the alternate resmmes,

you musl find the LOrresponding Trading Card

first!

Trading Card EH2 Sophle 's JP costume Sphere 211. JF

Next, it'stime 10 lhoose a banlefield, There are up 10 53 environments from whilh10 rhoose, bosed

on whilh areos you've visited and fought in during the game, If you see a gray sueen with a large

"1" in Ihe middle, thenyou need to fight some banles inthat area 10 unlolk that stage.

Tredlng Cerd EHI~ Cliff's ~P costume Maze of

Tribulations, B7F

Tredlng Card EHIB Pepplta's ~P costume Sphere 211, I~OF

PI.AYI , 'G PAIV\CELS S'S lAHLE
Aher Wellh boots up Ihe game, the Sele<t

Mode screen appears. This is where you

lhoose a Bonle Mode and sel Ihe playtime.

There are fourdifferenlmodes:1Pvs. CPU, 1P

vs, 2P; 1Pvs. CPU rs. CPU; and 1Pvs. 2P vs.

CPU. Only two live players Ianplay alasingle

time.When you play athree-person game, the

rornputer always lonlrols Ihe Ihird thercder,

The default lengthof a metth is 1BO seconds,
but you Ian lhange it to 90 setcndsor infinile.



Paracelsus'sTable is abasic Banle Royale game.
To daim victory, you must HP or MP kill your
opponenf(s) within the time limit. ADraw is

dedared when the banle ends without avictor.

Banles are fought in the same manner as in
the game, using the same button commands.
The main difference is in the assignment of
banle skills. Each character has three anack
sets from which to choose.These sets represent
different fighting styles that utilize different
banle skills, sa be careful when choosing one.
Using Banle Skills drains HP and MP as is the
case in the main game. The only real differ­
ence is that you have no way to minimize lass
or heal your character to compensate.

Blada or FuryWS

RUnic Chess

Bunny Races

Fighting Rrena

G

WL - - Shotgun Blast DimenSion Door WL Fire Bolt Drain Stun

SS Rlr Raid Charge Side Kick SS Lightning Blast Efreet Critical Hit

SL Dr ain tee Blade Stun SL Thunder Flare F,ra Bolt - -

Support .1 MaMFury Standby Healing Support .\ Standby Healing Critical Hit HP No Guard

Suppor t .2 -- - - - - Support . 2 MaMFury - - Critical Hit HP



Maria Traydor CIII 8200 m 950.
Cliff Fittir .. 9800 13 300

_.: ' _ ''':'''w :_~' ~~l

SL •• •• ••

Support .~ -- -- --

BRL STl'LE

FISts Dr Fur~

Hemmer Dr !4lghtRcrobat Locus

HIT NO

!4aK Fur~

ElectrIC FIsts

CLIFF'S MOUE SETS

Charge

Rerlal Rsseult

CHRRGING STYLE

WL Fler~ Tackle - - Rerlel Rsseult

WS

Support .1

SS

RTI{ pos

I : .

! I :

Charge

Scatter Beam

: ;

Grault~ Bull at

Charge

Nel Zelpher (g 8800 m 800 Albel Nox .. 9900 13 700

1 ~, I .~J
_ _ '_~M

ITEMCRERTION

NEl'S MOUE SETS

"TIC pos SHORT.RRNGE HIO.RRNGE LONG.RRNGE RTI{ pos

ALBEL'S MOUE SETS

BRL STYLE HP.RTTRCK.ORIENTEO SIHPLE STYLE

ITEMS
RNO EOUIPMENT

WS Cherga lightning Chain Shadow Waua WS Shockwaue SWIrl Rura Wall Rerlal

WL - - Shadow Waue lightning Chain WL Palm Dr DestructIOn Palm Dr DestructIon Stun

SS D,ulne Wreth Shockwaue Shadow Waue SS Double Slash Hand Dr Doom Cherge
BE STIRRY

Support • ~ - • - - • •

SL Whirlwind - - FI~lng Guillotine

Support .~.. - - --

!4eK Fur~Support .1

SL Demon Roar - - Increese HP Damage

No GuardSupport .\



Battle Trophies

The Retell Rabbit

ROGER 'S MOUE SETS PEPPITR'S MOUE SETS

RUII",e endRuddle RTKPOSITION

WS

SHORT- RRNGE

Charge

RRNGE - ORIENTEO

Aeglng Helmet

LUNG-RRNGE

FI~lng Torpedo

RTKpos
WS

BRL STYLE

Kaboom

SIUPLE STYLE

Charge

RRNGE-ORIENTEO

Stun

WL Fler~ Fur~ - - Whirling Heet WL Inst ant o Blast Inst ant o Blast MagiC Hook

The Treesure Hunt SS SS Charge Aerial Faarle Friend

SL Me. Fur~ No Guer d Me. Fur~ SL lola IC Hook •• --

Support .1 Standb~ Haallng Support .1 lola. Fur~ No Guard

Support .2 - - - - -- Support . 2 - - Cr itIca l Hit HP - -

Adray Lasbard IlIII 8500 CI 1100

RORRY'S MOUE SET

Mirage Koas IlIII 9200 CI '100

. ~- . . - ~~

MIRRGE'S MOUE SETS

RTK pos
WS

LONG-RRNGE

Lightning Blnt

SIUPLE STYLE

FIre Bolt

CHRRGING STYL E

Chaos Tide

RTK pos
WS

HIT NO

Blade of Fur~

BRL STYLE

Side Kick

RGIL ORIENTEO

Blade of Fur~

WL FIre Bolt FIr e Bolt Chaos T.de WL - - Shotgun Blest DimenSion Door

SS Earth Gla.ua Titan Fist Charge SS Charge Side KIck

SL SIr occ o _. -- SL Drain Ice Blade Stun

Support e l No Guard Standb~ Healing Support e l lola. Fur~ Standb~ Haallng

Suppor t .2 - - - - -- Support .2 -- -- --



25% (15) Unlocks Unouerse mode. vcu must start a

New Game to use trns .

BRTTLE TROPHIES

Collecting the Bo"le Trophies foils 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 ploy through the game multiple

times, once on each difficulty level (Galaxy, Univernl, and 40). Realistically, you may have to ploy

through the game twice in Galaxy Mode in order to set up the conditions needed to get the "Defeat

XatLevell " and "Defeat XatLevell 0" Ba"le Trophies. Regardless, this is a huge task!

PERCENTRGE COMPLETEO
(RMOUNT OBTR(NEO!

15% (~ S)

~O '1o (120)

BONUS

Actluate 2P color during the Main Geme. Press the

Triangle button et the Status Screen. (Works only

after entering the Alryglyph Aqueducts.]

Actluate 3P color during the Main Game. Press the

Trlengle button et the Status Screen

55% (165) Actluate MUSIC Mode. Press the Square button

Within the Battle Trophies ScreenHowever, the rewords for collecting Ba"le Trophies are great. The following table lists the bonuses you

receive aher collecting a certain number of Ba"le Trophies. 65% (195) Unlocks ~O mode. vcu must start a New Game to

use ttns .
BO% ( 2 ~0) Rctruata ~P color during the Main Game.

Press the Trlengle button at the Status Screen

95% (2BS) Actluate Full Actlue Mode In battla . vcu must

start a new game to use trns .

THEIIAIlI.ElROl'llI F

f?1 BT NO CONOITION f?1 BT NO CONOITION

12 100 Hits

10 30 Hits

WRLKTHROUGH

GETTING STRRTED

ITEMS
RNO EOUIPMENT

ITEMCRERTION

CHRRACTERS

BESTIRRY

BONUS DUNGEONS

PRIURTE RCTIONS

Oefeet Robin Wind Without teklng damege

Angered 100 times

Oefeet Demetrio WIthout taking damage

Angered 1000 times

Defeat Crosell Without teklng damage

Defeat Crystal Cerberus Without teklng demage

Oefeet Aurore Monster Without taking demege

\,000 killong blows

Defeat Blue Dragon Zombie Without taking damege

Cancel bonus 3.000 times

MeKlmum demege of 10.000 damage

Oefeet Norton Without teklng demege

Oefeet Shelby Without taking damege

Defeat Cocketrrce Without taking damage

Cancel bonus 100 times

Guard broken 1,000 Times

MeKlmum demege of 99,999 demage

Guard broken 100 Times

Oefeet Mudmen Without teklng damage

Defeat Moonshedow Clan Chief Without taking demage

Defeat Giant Crab Without teklng damage

10.000 button presses

100 killong blows

1.000.000 button presses

Reach Leuel 255

Reach Leuel 11

65 Guerd broken 500 Tomes

B1 Oefeet Mudman Within I minute

61 Reach Leuel 120

93 Oefeet Demetrio Within I minute

B9 Oefeet Cockatrice Within I minute

95 Oefeet Aurore Monster Within I minute

91 Oefeet Crystal Cerberus Within I minute

91 Defeat Blue Dragon Zombie Within I minute

99 Oefeet Robin Wlnd Within I minute

BI Oefeet Glent Crab Within I minute

61 Angered 10 times

63 Guard broken 10 TImes

69 Angered 500 umas

BS Oefeet Moonshadow Clan Chief WIthin I minute

101 Oefeet Crosell Within I minute

59 Aeach Leuel 10

51 500 killing blows

55 10 killing blows

53 100.000 button presses

19 Defeat Norton Within 30 seconds

83 Defeat Shelby Within I minute

15 Win With no damage

13 MaKlmum damege of 50,000 demage

11 MaKlmum damege of 1000 damege

11 Cancel bonus 1.000 times

o 52

o
o S~

o
o 56

o
o SB

o
o 60

o
o 62

o
o 6~

o
o 66

o
o 6B

o
o 10

o
o 12

o
o 1~

o
o 16

o
o 1B

o
o BO

o
o B2

o
o B~

o
o B6

o
o B8

o
o 90

o
o 92

o
o 9~

o
o 96

o
o 98

o
o 100

o
o 102Win by a margin of I HP

Win by e margin of 5 HP

Win by a margin of 3 HP

Win by Peralyzlng all

Incapacitated 20 tlmas

Defeat SOD enemlas

Oefeet 5000 enemies

Escape 20 times

Finish battle In under 20 seconds

Defeat 50.000 enemies

Defeat enemy With a Single blow

Defeat With exact demage With e Single blow

Defeat enemies of ~20 types

Chain of 60

Chain of 250

Chain of 10

250 Hits

SO Hits

Defeat enemies of 300 types

100 Battles

Defeat enemies of 100 types

5000 Battles

ISO Hits

50000 Bellies

10Hits

Simuiteneously defeat 3 enemies

~~ Incapeclt at ed 100 times

% Win by FreeZing ell

~2 Escepe 100 t imes

~O Finish bettie In under 10 seconds

~B Win by a mar gin of ~ HP

22 Chain of 3

2B Chain of 500

2~ Chain of 30

32 Defeat 300 enemies

20 Defeat enemies of ~OO types

26 Chain of 100

3~ Defeat 1000 enemies

3B Fini sh ballie In under 30 seconds

36 Defeat 10.000 enemies

30 Oefeet With axact damage

SO Win by a margin of 2 HP

2 1000 Bettles

~ 10000 Bettles

6 Simultaneously defeet 2 enemies

16 300 Hits

B Simultaneously defeat ~ enemies

IB Defeat enemies of 200 types

I~ 200 Hits

o
o
o
o
o
o
o
o
o
o
o II

o
o 13

o
o IS

o
o 11

o
o 19

o
o 21

o
o 23

o
o 25

o
o 21

o
o 29

o
o 31

o
o 33

o
o 35

o
o 31

o
o 39

o
o ~I

o
o ~3

o
o ~S

o
o ~1

o
o ~9

o
o 51



13B Defeat Gabriel

156 Defeat Lenneth

162 Defeat Lennath at ~D

W,n 50 consecu t ive t rmes t aking no damage

Get 30 Lucky Sta r s

222 damege

77,777 damage

Win uSing only major attacks

Win uSing only Items

Win uSing only Symbology

Win uSIng only Rntl -Rtteck Rures

555 damage

Win alone

W,n uSing only Metal Pipe

77,777 HP remaining

5555 damage

Win uSing only Charge

Win uSing only Battle SkIlls

Defeat Ethereal Dueen uSing only Battle SkIlls

Defeat GabrIel alone

Defeat Rlbel 2 With Items only

Defeat Gabriel uSing only Charge

Dafeat Gabr,el uSing only Symbology

Defeat Lv 99 ThieVing Scumbag

Total of 50 hours In battle

Defeat Lenneth alone

Guard against Mighty Uox

Win uSing only minor attecks

Defeat Lenneth uSing only Metal PIpe

Defeat Soot Ie

Damage WIth attack 99,999 uSing Metal Pipe

Defeat Mighty ucx

Recover 7,777 HP

Break MIghty Uox's guard

Defeat GabrIel uSing only major attacks

Rvold Fire Bolt

Remain w,th Fury 5 cc nsecunue t imes

Remain With Fury 15 ccnsecuuue times

Defeat Gabrtel uSing only Rntl -Rttack Rures

Defeat Etherea l Dueen uSing only minor attacks

CONDITION

235 Recover 77.777 HP

2~7 Win 10 consecutive trmes taking no damage

2~1 777 damage

239 333 damage

2~3 7777 damage

237 III damage

2~S Get 10 Lucky Stars

231 Remain With Fury 10 consecutrce times

229 RemaIn WIth Fury 3 consecuuue times

225 Defeat Mecha Scumbag

201 Defeat Luther usrnq only Symbology

227 Encounter Soot Ie

205 Defeat Luther uSing only Charge

223 Complete Win over Luther

233 Recover 777 HP

203 Defeat Lenneth uSing only Symbology

217 Defeat Freya alone

221 Defeat Luther uSing only Metal P,pe

207 Defeat Lenneth usin only Charge

213 Defeat Luther alone

219 Defeat Norton uSing only Metal Pipe

215 Defeat Ethereal Dueen alone

209 Defeat Luther uSing only Bettie Skills

211 Defeat Freya uSing only Battle Sk,lIs

197 Defeat Rlbel I WIth Items only

179 Emit Rntl-Rttack Rura against Mighty Uox

199 Defeat Rlbel 3 With Items only

IBS Defeat Luther uSing only mrnnr attacks

IB3 Total of 100 hours In battle

191 Defeat Lanneth uSing only major attacks

195 Defeat Ethereal Dueen uSing only Rntl-Rtteck Rures

IBI Total of 5 hours In battle

IB9 Defeat Luther usmq only major attacks

IB7 Defeat Freya USing only minor attecks

193 Defeat Luther uSing only Rntl-Rttack Ruras

177 Get item from MI hty Uox

o 176

o
o 17B

o
o IBD

o
o IB2

o
o IB~

o
o IB6

o
o IBB

o
o 190

o
o 192

o
o 19~

o
o 196

o
o 19B

o
o 200

o
o 202

o
o 2D~

o
o 206

o
o 2DB

o
o 210

o
o 212

o
o 21~

o
o 216

o
o 21B

o
o 220

o
o 222

o
o 22~

o
o 226

o
o 22B

o
o 230

o
o 232

o
o 23~

o
o 236

o
o 23B

o
o 2~D

o
o 2~2

o
o 2~~

o
o 2~6

o
o 2~B

o efNO

Defeat GabrIel at Universe DIffIculty

Defeat Gabriel w,thout taking damage

Defeet Gebrlel et UnIverse WIthin B minutes

Taunt Et her eel Dueen 10 t Imes

Defeat Luther at ~D DiffIculty at Lv 10

Defeet Freya at ~D WIthin 60 mInutes

Defeet Gebrlel et ~D Without teklng demage

Defeat Luther at ~D DiffIculty Without taking damage

Defeat Ethe real Dueen

Defaat Etharaal Dueen WIthin 10 minutes

Defeat Luther Within B minutes at Universe DIffIculty

Defeat Lenneth et Universe

Defeat Freye at Universe WIthout taking damage

Defeat Luther at Universe DIffIculty

Defeat Freya WIthin 15 minutes

Defeat Lennet h Without taking damage

Defeat Lenneth at ~D WIthout taking damage

Defeat Luther WIthout taking damage [Including Suspended Tlma]

Defeat Etherea l Duean at ~D

Defeat Ethareal Dueen at ~D WithIn 20 minutes

Defeat Lennet h et UnIve rse WIthin 15 minutes

Defeat Stone Golem Within I minute

Defeat Ethereal Dueen at UnIverse WIthout taking damage

Dafeat Freya at ~D

Defeat Freya

Defeat Cryst al Statue Within I minute

Defeat Berlal & Belzeber Within I minute

Defeat Luthe r

Defeat ChImera Within I minute

Defeat Battlecopter Within I mlnuta

Defeat Dark Eye Within I minute

Defeat SpirIt trro Within I minute

Defaat Dark Rrmor Within I mlnuta

Defeat Rzazer WIthin I minute

Defeet Proclelmer Within I minute

Defeat tcnurcto r Within I mlnuta

Defeet BIWlg Within I minute

CONDITION

136 Defaat Luther at ~D DIfficulty Within 10 minutes

I~D Defeat Gabriel Within 5 minutes

13~ Defeat Luther at Universe DIfficulty at Lv 10

132 Defeat Luther at Universe DiffIculty WIthout taking damage

130 Dafeat Luther at Lv I

I~~ Defeat Gabriel at ~D

1~2 Defeat GabrIel at Universe DiffIculty Without taking damage

liB Defeat ChImera Without taking damage

152 Defeat Ethereal Dueen at UnIverse wlth,n 15 minutes

17~ Taunt GabrIel 10 times

172 Defeet Freye et ~D WIthout teklng damage

ISB Defeat Lenneth WithIn 10 mmutes

1~6 Defeat Gabriel at ~D WithIn 10 minutes

12B Defeat Luthar WIthin 5 minutes

I~B Defeat Ethereal Duean Without taking damage

160 Defeat Lenneth at Universe WIthout takIng damage

IS~ Defeet Ethereal Dueen at ~D WIthout taking damage

166 Defeet Freya Without taking damage

170 Defeat Freya at Universe WIthin 20 minutes

16B Defeat Freya at Universe

16~ Defeat Lennath at ~D WIthin 20 minutes

150 Defeat Ethereal Dueen at Universe

120 Defeat Stone Golem Without taking damage

126 Defeat Ber'al & Belzeber Without taking damage

122 Defeat Spirit trrc Without taking damage

12~ Defeat Battlecopter Without taking damage

116 Defeat Dark Eye Without taking damage

lOB Defeat Rzazer WIthout taking damage

II~ Defeat Crystal Statue Without taking damage

112 Defaat Dark Rrmor WIthout taking damage

106 Defeet Proclelmer Without taking damage

ID~ Defeet BIWlg Without teklng demege

110 Defaat tcnoictor WIthout taking damage

o ef NO

o 103

o
o 105

o
o 107

o
o 109

o
o III

o
o 11 3

o
o 115

o
o Il7

o
o 119

o
o 121

o
o 123

o
o 125

o
o 127

o
o 129

o
o 131

o
o 133

o
o 135

o
o 137

o
o 139

o
o I ~ I

o
o 1 ~ 3

o
o I ~ S

o
o 1~7

o
o 1~9

o
o 151

o
o 153

o
o 155

o
o 157

o
o 159

o
o 161

o
o 163

o
o 165

o
o 167

o
o 169

o
o 171

o
o 173

o
o 175



29~ Win Ruto Battle

27B Defeat U,llaln Pair

270 30 consecutive blows

ITEMS
RNo EoUIPMENT

ITEM CRERTIoN

WRLKTHRoUGH

PRIURTE RCTIoNS

BONUS DUNGEONS

CHRRRCTERS

GETTING STRRIED

A FEW TRICKS AND TIPS
• F,rst , IIOU must p/OIl the game on Go/oHII modeor h,gher to WinBottle Troph,es.

• Second. turn on the Bottle tropmes module when lIoU get to the Bottle

I
S,mulotor In the Grontler Resort Hotel at the start of the game. If IIOU
don't do so and create a save spot for the Bottle Trophies on qour memorll

cord, ,t 's like thiS port of the game doesn't eH'st.

• NeHt, It'S not a good ideo to move lIour Bottle Trophies save from one mem­
orll cord to another. Once lIoU create the save, leave It alone unless lIoU

wont to risk It becoming corrupted! Transferring thiS dat a IS nat recom­
mended due t o , ts sens ,t,ue nature, In oddlt,on, lIoU must also houe that

cord Inserted Into lIour PlolIStot,on i! when lIoU plOIl the game to soue onll
Bottle Troph,es lIoU Win.

• OncelIoU Wina Bottle Trophll and save ,t to lIour memorll cord. It'S lIours to
keep. So, for eHomple, 'f IIOU are fighting a boss and Wina bottle troph!/. lIoU

cannot WinIt again, euen If IIOU repeat the bottle and meet the necessorll
condiium« . ttu« enables lIoU to go bock to onll soue spot and trll to Winonll
BTs {Bottle Troph,esJ that lIoU mall have m,ssed or would be easier to get at

that time and place. In odd,t,on, lIoU can also use the some Bottle Trophll

save with d'fferent SO: TrEaT gamesregardless of the dlff,cultll level {as long

as ,t 's GoloHII modeor higher and the option to collect Bottle Troph,es '5 onJ.

• If IIOU Win a Bottle Trophll during a bottle and then lose the bottle, lIoU
I also lose the Bottle Trophll!

• Some Bottle Troph,es, I,ke those assoc,oted with bosses, are eosll to get In

I
the course of t,~e game. Others require a lot of set up. Be sure to distin ­
gUish between the two tllpes when lIoU are making plans to collect them all .

• Bottle Trophies w,th cond,t,ons like "Oef eot X without taking damage" or
"wi th X ,tem" or "using onlll X tllpe of attock " refer to the character lIoU
were controlling at the start of the bottle. SWitching characters at onll
POint In the bottle breaks the BT's cond,t,ons. BTs w,th conditions I,ke
"Chain of X ~ "X k,lIlng blows ", "X consecutive Y", etc. also fall Into th,s

cotegorll. Bos/coll!/. onll BT that has on objectIVe that require« lIoU to

phllsicollll do something usuollll refers to lIour ploller character.

• When gOing after Bottle troome» assOCiated with a boss, soue lIour game

I
before the bottle. ttus Wall, If IIOU fo,1 to get one of the BTs, lIoU can
reload and tr ll It again. Inc,dentollll. It '5 a good Ideo to trll getting the

m,ssed BTswh,'e lIour eHper,ence with the boss IS fresh In lIour mind.

• Trll to obtain all of the boss and enemll-reloted Bottle Troph,es In GoloHIII mode, unless the cond,t,ons for the BT spec'fll otherWise .

• To WinBTs that houe comprehens,ve cond,t,ons {I,ke numbers of attacks,
button pushes, hours In bottle, defeat X number of enemie«, eic .], think
about purchasing a turbo controller and uSing ttu«fun t r ick. /oIost of

these BTscan be fulfilled bll toping ouer a turbo -enabled X button and

standing In front of one of the aragon Tapestries In the RUinS of Barr. RII
lIoU need to do IS save one of the multi-faced tapestries at the end of the

east and west wings until later In game, when lIour portll '5 at a s/l9htlll
higher level and unllkelll to be killed In one of these bottles. Then stand In

front of the relief and put the X button In turbo mode. Tope down the but­

ton and once lIoU make sure that everllthlng '5 In place, let the gameplOIl
outomot,collll. Ourlng th,s time, lIour portll Will repeotedlll summon a dragon

and bottle It , helping lIoU collect enough button pushes, time spent In bot­
tle , etc. to get those d'/fIcult BTs.

• For BTs that require lIoU to Win bottles alone under a vorletll of arcus »

I
stances, IIOU must eliminate two of lIour bottle portll members before IIOU
undertake the bottle{sJ. Th,s IS the onlll Wall that lIour ploller character

can f,ght bll tnm or herself.

• BTs that requ,re IIOU to defeat high-level bosses at Levell or LeuellO
retunr« a lot of preparation. The oueroge of 1I0ur bottle portll's Ind,ulduol

leue/s must equal the requ,rement. For the Level' BT. lIoU have no ctunc«
but to use the onlll Level I characters lIoU get In the game. There are

three of them: Sophia, Pepp,to, and FOllt. To accomplish thiS feat , don't let
FOllt leuel up at all! ThiS IS easier to do once lIoU meet up with Cliff and

Nel. However. before IIOU do that lIoU have one boss f,ght to complete . When

lIoU go up against Norton 's stooges In the RUinS of Co/flr. use the,r ten­
denclI to scram to lIour advantage and hurt them just enough to make them

run owoll. You do not receive eHper,ence POints for enemies that run owoll

during the course of a bottle. Once CI'ff JOinS the portll during the bottle
w,th Norton, el,mlnote FOllt so that he aoeen't receIVe EXP POints at the

end. For the rest of the game, keep FOllt out of lIour oct,ue Bottle Port II.

Now how lIoU manage to defeat a boss like Luther with all Leuel I charac­

ters IS up to IIOU!

Win staulng more than 5 meters from enemu

SO consecuuue successful guards

Level up 5 consecutive times

200 ccnsscuuue successful guards

Win 100ccnsecuuue tImes t aking no damage

Level up 20 ccnsecuuue times

Fight ouar 120mlnutas

Oafeet Feut at ~O

SO consecutive blows

Oefeet Feut wIthout taking damage

Oafeat Tiger -Striped Pair wit hout t akin g damage

Rvold FIre Bolt 10 consecutive umss

Oafaat tha Prlncass and the Knight withou t t aking damaga

100ccnsacuuue lone battles

Oafeat Daughter of tha Beast Tamer alone

10 consecutive Killing Blows

Hit with Battle 5phare 5 tr mas

CONOITION

Rmbushed 5 consecutive times

10consecutive blows

Oafeat U,llaln Pair Blane

Rear attacked 5 consecutive t imes

Defeat Faut

Defeat Ethereal Oueen5 times

Defeat the Princess and the Knight

Defeat TIger-StrIped Pair

No damage30 tImes In a row

2BB Defeat Ulliain Pair without taking damage

296 F,ght over 60 minutes

29B Oon·t get hIt for I minute

2BO Defeat Daughter of the Beast Tamer

300 Moved e total distance of ~2 .195km In battles

2B2 Defeat the PrIncess and the KnIght alone

292 Oe faat Feut at Unlversa

2B~ Defeat Tiger -StrIped Pair Blane

290 Oafeat Daughtar of the Beast Tamer without takIng damage

2B6 Oefeet Faut alone

266 Surrounded 5 consecutive times

272 31 consecutive escapes

276 Defeat Freua 5 times

26B It em received 10 consecutive t imes

27~ No damage SO tImes In a row

26~ 500 consecutive successful guards

260 10 ccnsecuuue successful guards

262 100consecutive successful guards

25B Laval up 10consecuuue times

25~ Rvold FIre Bolt SO consecutive times

256 SO consecutive KIlling Blows

250 SO consecutive battles alone

252 500 consecutive lone battles
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BaSIl 20 Fal

lauender 20 Fal

RAPID RABBIT [BETWEEN ME 11 26-11 29]

20 Fal

350 Fal

PRICE

Sage

Clone Generalar

ITEMIn addition to 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 still fun and beneficial to your party.

SUB-QUESTS

RUnic Chess Fresh Sage 310 Fal

Bunny Reces RAPID RABBIT [BETWEEN ME 11 3D-1I 61)

ITEM PRICE

lauender 20 Fal

-Ice Falctncn 61500 Fat

310 Fal

~9500 Fal

36000 Fal

~BBOO Fal

~7500 Fal

35500 Fal

20 Fal

310Fal

19000 Fal

350 Fal

PRICE

RAPID RABBIT [BETWEEN ME 11 7B-95]

WIzard's Robe

Batlle Rrmar

Biler

Mythrll Sward

tunauc Shoes

Frash Saga

Graully laser

I TEM

Sage

Clone Generalar

Cresl Gaunllel 37500 Fal

Rdept's Starr 29500 Fal

Sarnt 's Halberd 35500 Fal

Blaze Gun BBOO Fal

Bellie tnam Ma.1 3BOOO Fal

Clone Generalar 350 Fal

BaSil 20 Fal

Fresh Sage

The Retail Rabbit Youth, as he is called, hails

from Surferio and is only in town for a short

while. Exactly how short this "shortwhile" is

depends on you. Once you've spoken to or

shopped with the Retail Rabbit twice, he

leaves Peterny to 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 until oher Main Event fiB, you can

buy some of the best equipment in thegame.

THE RETRIL RR881T

During Main Event #26, check out the rooms
in"The Front Door"Luxury Inn before turning

infor the night. In one of them, you meet up

with a young rabbit that is planning to start a

retail career inPeterny 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.

Uersus Mode

BattleTrophies

f ightingRrena

However, once he returns to hishome in Surferio, the supplyof new goods comes to on end. You can
still buy items from him, but his inventory is limited to the basic recoveryitems from his first shop. RUDDLE RNO RUMINR

The next time youvisit Peternyoher complet­

ing ME #30, poy a visilto Ruddle and Rumina

in the middle guest room in "The Front Door"

Luxury Inn. Ruddle and Ruminaare twomer­

chants out to make their fortunes in Kirlsa.

The only problem is that neither of them is

very good at following directions or reading

mops, Your job in this sub-quest is to direct

andredirect them to their final destination. By

doing sacorrectly, you not only score points

with your teammates in the corresponding

PrivateActions, PA #22-#24, but you also gain

some nice perks.



The hrst perk is the ability to buy a special

item called the ' Blueprints: You canuse them

to repair the ancient Greetan Mechanical Unit

outside the Village Chief's house in Surferia

aher recruiting the Enginee~ Vanilla, Meryl

and Dejisan. The other is a second shop that

opens in the duo'shome in Aquios when you

return to E1icoor II aher ME #B5. 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.

Once in Kirlsa, the two set up shop inthe ' Iron

Stomach' Tavern. Visit them there and Rumina

will sell you the purloined ' Blueprints' for a

mere 500 Fa!. You can also purchase basic

items from Ruddle. Aher ME #B5, 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.

BasIl 20 Fol

Regenerallon Symbol ~IOO Fol

PRICE

20 Fol

2600 Fol

3S0 Fol

RUDDLE AND RUMINA'S ULTIMATE SHOP
[KIRLSA, BETWEEN ME 1130-1179]

ITEM

Clona Generalor

Symbol of Couraga

Sage

To win the rights to this shop, you must give

Ruddle and Rumina the correct directions each

time you run intothem.The first time is in the

Inn in Peterny between ME #30 and ME #3B.

You have four options when they osk how to

get to KirllO. The correct anlWer inthis event

is the third option: Kirlsa lies to the south of

Peterny.
Lauender 20 Fol

RUDDLE AND RUMINA'S SUPREME SHOP
[AOUIOS, BETWEEN ME IIBS-1I 9S]

samt's Halberd 3SS00 Fol

Ice FalchIon 61S00 Fol

PRICE
Next, travel to AriOl for your secondmeeting. Look for the dynamic duo in the lobby of 'The Dozing'

Inn this time between ME #30and ME #61.Although they followed your directions and went south,

they didn't go for enough and are ata loss asto where to go nexl. This time, send them to Kirlsa via

the northwest or southwest gates. The fi~t path tokes them through the KirilO Caverns and the sec­

ond one tokes them auoss the Aire/KirllO Hills.

ITEM

Mylhr,l Sward

Graully Lasar

Bllar

~7S00 Fol

3SS00 Fol

~BBOO Fol

Ballie Chaon Mall 3BOOO Fol

Cresl Gaunllel 37S00 Fol

Clone Generalor 3S0 Fol

GETTING STRRTED

mRlKTHROUGH

CHRRRCTERS

Ifyou decide to playa trick on the two mer­

chants and send them anywhere other than

Kirlsa, you may find them in Surferia or

Aquios selling their wares. The store they

open in this instance issimilar to their KirllO

store. The only real difference is that you

can', purchase the ' Blueprints' from

Rumina.

~9S00 Fol

310 Fol

36000 Fol

19000 FolW,zard's Robe

Fresh Sage

Ballie Rrmor
Rdept's Slaff 29S00 Fol
Lunette Shoes

BONUS OUNGEONS

PRIURTE RCTIONS

Bas.1 20 Fol

Rquaberroes IS Fol
ITEM CRERTION

ITEMS
RNO EDUIPMENT20 Fol

~S Fol

3S0 Fol

PRICE

RUDDLE AND RUMINA'S LITTlE SHOP
[SURFERIO OR AOUIOS, BETWEEN ME 1130-1179]

lTE/4

BlueberrIes

Clone Generelor

Sege

For the 100t event in this series, which tokes

place between ME #30and ME #61, go to the

Inn in Airyglyph to see how truly inept the

team is atfollowing instruction. This time, they

went too for, passing through KirllO and end­

ing up in the snowy city of Airyglyph! Restrain

yau~1f and send the duo bock acity to Kirlso.

Leuender 20 Fol
Irr-Emblum 100000 Fol BESTIRRY



AUnic Chess

BunnvAaces

FlghtmgArena

THE TRER5URE HUNT

The final sub-quest involves a set of seven
Ancient boaks and Roger S. Huxley. You meet

up with Roger in the Moanshadaw Gan's

Hideout in the middle of Duggus Forest, so

take him along with you for the rest of the

quesl. Doing this opens up a Private Action in

Surferiaonce you complete ME #30. You have

until MEl61 to see the event, but head aver

to Surferio once you leave Ameena's House

anyway so that you have the maximum

amount of time to complete the accompanying

sub·quesl.

Roger hos ocquired 0 set of Ancient Booksthot

hint otthe locotions of seventreasures. If you

choose to cooperate with him on theTreasure

Hunt Ii.e recruit him into your party on atem­

porary basis), he gives youthe sevenAncient

Boaks and the sub-quest begins.

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

will visit during the course of thestoryline. You

have until the start of ME #61(the battlewith

Crasell) to get these treasures before they ds­

appear (or are taken by Lezard and hisfriends).

Battle trophies

The Aetall Aabblt

ANCIENT BOOK #1
Treasure : Healt h BerrIes

locat Ion: Ouggus Forest. Innermost Rrea, Rock on the left Side of Hudman's LaIr

The dues for each of thelocations are a bit sketchy, but once you figure aut where to go, theriddles

makeperfect sense. To help you out, use the following images asa guide.



ANCIENT BOOK #4
• Treasure : Strength BerrIes

I
• LocatIon: Rnclent RUins of />Iose/. BcF, Throne In the RUniC Chess Room

ANCIENT BOOK #6
• Treasure: Oemonbone Cross

I
• LocatIon : Bequerel />line. Rbondoned Factory. Tree ouerlooklng the lake

dIrectly west of the north entrance Into the Rbondoned Factory area

The most difficult 01 thesetreosures to procure is the Strength Berries, which is hidden in thedepths01 the Ancient Ruins01Mosel. To get to this oreo, you must use the Ring 01 Disintegrotion on the leh stone­

covered stoircase in the Round Tobie room. This is loirly simple ond eosy, since you get the Ring 01Disintegration belore the event that brings on end to the treasure hunt.

However, the subterranean floors 01 the Ancient Ruins 01 Mosel contain dangers that are way beyond your porty'sobilities atyour current level. II you are going to ottempt lc get this piece 01 treosure, make

lUre thot you have lois 01 Resurrection Elixirs and MP and HP healing items and loods. Also, spend some time seriously refining your banle party'sweapons with the ' ATK +500' lactor in orichalcum. You must

deleatthree bosses before you reach the room with the treasure, so don't be alraid to stop and return to town to rest, heal, and restock aher each bcnle,

BONUS DUNGEONS

PRIURTE RCTIONS

ITEN CRERTION

ITENS
RNO EOUIPNENT

BESTIRRY



ITEM CREATION
Item Creation isone 01 the most important leotures within the game. Youuse it to creole items to do the 10Rowing things: supplement-ond sometimes replace-those sold in stores; makeyour existing items
andequipment more powerful; andmost importont~ toturn thecharacters' UltimateWeapons from trosh intotreosure. Item Creation isreally easy todo, but becoming amasterrequires somework, knowledge,

and a lot of time, patience, and Fall

RN INTROOUCTION TO ITEM CRERTION
used lor creating or relining items in theircategory 01 expertise. More importantly, each inventor

knows how tomake a certainset 01 items intheircategory. In general, the more talented theinven­

tor, the bener the items that he/she can create. To toke that concept asteplurther, the more complex

or special the item, the lewer the number 01 inventors who can create it. In fact, there aresome items

that only a single inventor can create.

When you locate on unsigned inventor, strike up aconversation.They won't soy exactly what they are

lookingfor, but they do provide subtle hints.When you have the item (or enough Fall to recruit them,

simply return and give them the itemor Folthey seek lor their services. Upon signing on inventor,
place them in one 01 the live town Workshops toput them to work.

So, how do you recruit these talented crohspeople? At specilicpoints inthe game, you 'll receive on

' Entry' notilicolion Irom Guild Headquarters. The notification providessome basic inlormotion about

the new inventors, but it'sup to you to find them and determine what it wi ll toke to get themtosign

up withyou.

Each inventor, either aporty memberor NPC, is gihed withcertain talents.The members 01 your porty

have talent levels for all eightlC categories. NPC inventors are sing ulor~ talented and can only be

HIRING INVENTORS
Yoursuccess atcreating items largely depends upon the talentsof the people atyour disposal. One of

the functions of the compact communicator is to alert you when newinventors come on the market.
Although youcan use the members 01 your party lor Item Creation, you'll find that NPC inventors

have more to oller. This makes Ihem worthIhetime and Fol required to signthem.

Your introductionto theworldolllem Creation(I() occurs whenyou register atthe Crohsmen'sGuild

in Peterny. You'll receive ageneraloverview 01 the industry, ahandy (andsuspiciously technologically

advanced!) compact communicator to keepabreast 01new developments inthe Gu~d, and 1000 Fol

in seedmoneytolixupthe Workshopacross thestreet.

SyntheSIS Mode

Original CreatIOn
Charts

Original CreatIOn
Mode

SpeCify Plan Mode Once you install a production line in thePeterny Workshop, you can startexperimenting and creating

====~ your own stuff. Beloreyouget too excitedand startspendingall of your Fol, there are a few things
to keep in mind.





Tobegin Item Creation, approach the paper·covered workbench and confirm thai you wont to startcreating hems. 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,

HOW ITEM CREATION WORKS:
READING THE MENUS AND SCREENS

Cornelius Sunrise Dictionary Treasure Chest In Moonbase

2 lines

lIffES

ILlna

3 Lmas

3 Llnas

COST

1000 Fol

6000 Fol

3000 FollIna 3

Line 2 2000 Fol

SyntheSIS 9500 Fol

Llnal

Englnaarlng

ERC/lITY

Cooking

Cooking, Rlchemy, Mechlnery

RII FaCIlities

Rlchamy

ERC/lIT1ES

UPGRROING FEES

COST

BOO Fol

3000 Fol

BODO Fol

e CURRENT PRODUCTION LINE SETTINGS

8 WORKSHOP LOCRTION RNO TVPES
OF FRCILlTlES

Writing 5000 Fol

Cooking

Crafting

Smlthary

Compounding ~OOO Fol

Maza of Tribulations

Rnclent RUinS of Mosel

Mountains of Barr

Klrlsa Training FaCIlity

Rlchemy 2000 Fol

fRc/LIlY

UJORKSHOP LOeRTlOff

o INVENTORS POOL

This indicates the number of active production lines, os well os the inventors and type of IC performed
during your lost vis".The inventors shown on the production line are not listed again in the inventors
pool atthe bottom of the screen

This illustrates the pool of inventors from which youcan draw wMe performing Item Creation inthis
workshop. If you know thai you'll need a specific inventor for your intendedprojects, chock here to
make sure that he or she is in·house. If not, use the "Transfer Inventors" function before you start
inventing.

In addition, there are virtual Workshops in Arkives, Moonhose, and on the Aquaelie.These workshops,
which are accessed through the VR terminals/Game Rooms in thase locations, are hosed on the
Workshop in Peterny. For that reason, it's agood idea to upgrade the Peterny workshop to handle the
types of IC you are like~ to be using while on the rood.

Urssa Laua Caues Engineering I Line

This lists the location of the workshop and the types of Item Creation you can perform here. Activaled
facilities are shown in white.You must have atleast one production line and one IC facility to perform
Item Creation aIaworkshop.

Bequerel Mine Compounding. SyntheSIS I Line

WORKSHOP LOCRTIONS RNO FRCILITlES: DUNGEONS

Shrine of Kaddan Rlchemy, Crafting, Smithery I Line

Town Workshops Vs. Dungeon Workshops
The diHerences between town and dungean workshops are very minimal.The main diHerence is that
you can't transfer any hired inventors from the town workshops to help out. The other problem with
doing IC in dungeon workshops is the lock of Save Points. They may be fine ifyou need to make a
few Resurrection Elixirs, but not ifyou'reattempting to create high·ticket items or refine materiok.lf
you plan to do any risky or high·priced Ie. make sure there's a Save Point nearby so thai you can
save and relood if things go wrong.

2 Lines

3 unes

I Line

LINES

Treasure Chest In Ouggus Forest.

Meke through IC undar tha Creftlng

cetagory.

Meke through Rlchemy IC.

Purchese In Gemlty.

LOeRTlOff

Meke through Engineering IC.

Win for 100 POints In the Bunny Reces

In Gemlty.

Gat from Lalrla In Sphera 211, SF.

Buy from Rumina at succassful and of

Rumina end Ruddla sub-quast.

Crafting, Smlthary

Cooking. Creftlng, Compounding

Smlthary

ERC/LIlIES

Limited -Edition 0011

Spirit Stona Traesure Chest In the RUinS of Barr.

EHparlmantel Ramady Traasure Chast In the Maze of

Tribulations, B2F.

Rdorebla Kitty 0011

RI Progrem

Bluaprlnts

Bent MystiC Sword

Philosopher's Stone

ITEN REQUIRED

FINDING THE ITEMS FOR THE INVENTORS

Klrlsa, Workshop 2

Rqulos

Stenoca

WORKSHOP LoeRTIOff

The Killer Chef Keen Kitchen Knofe

WORKSHOP LOCRTIONS RNO FRCILITIES: TOWNS

Klrlsa . Workshop I Cooking. Rlchamy, Compounding I Line

Meryl Oremala's Tool Sat Treasure Chest In Sphere 211. ~F.

Osmen the Sage Stranga Book Create through Writing

Rlchemy.

Puffy

Rlgal Goldan Curry Make through Cooking IC.

Mackwell Book of PropheCies I Treasure Chest In Shrine of Kaddan.

Misty Laar

Meyu

Patarny Cooking 0 Lines

Balbedos Rnt,que Jewelry Treesure Chest In Klrlsa Cauerns .

Gossem Patlan of Youth [Feke] Meke through IC under the Compounding

cetegory

Izek

Oe)lson Ultlmete Bomb

Boyd

Oamde Moode Winking Saga Cider Dropped by the Moonshedow Clan

Members In Ouggus Forest end the

Senmlte Steppes

IffVEffTOR

Rnsele

LOCRTING WORKSHOPS
A1ll1em Creation must be done atthe Workshops intowns or dungeons. Most of them start out with
prelly bosic facilities, like asingle production line and the ability to perform one Oftwo types of Item
Creation. Until youhave the Folto spare and can go upgrade-wild, you may want to fully equip asin­
gle workshop or use diHerent ones for dillerent types of Ie.

o IC MRIN MENU
Select your first item of business. "Invent"takes youtothe actual Development screen where alillem
Creation tokes place. "ExpandWorkshop Facilities" enables you to purchase new expansion modules
and production lines to increase thetype of work you can perform here. "Transfer Inventors" lets you
transfer inventors from oneworkshopto another. Youcanhouse six inventors at each workshop.



o INVENTOR POOL

This modified version of the

Development Screen enables you to
monitor Ihe progress of your line. For the

most port, the expressions on your inventors'

faces illustrate the story. I!a production runis

successful, the team smiles or looks pleased. I!
they foil, they look sad or discouraged. Each

run, successful or not, cosll Fa!, 10it'sup to you

10 determine the number of runs.

CHAAACTEAS

DlAl KTHAOU GH

GETTING STAATED

Thisis a largerversion ofwhatyou\OW onthe IC Main Menuscreen. All ofthe inventors currently in­

housearedisplayed here.This list includes your party membersand the NPC inventors you've recruit­

ed. You can (hoose any of these inventors toworkonyour production lines. To confirm talent levels,

press the Trianglebutton and move the cursor to the inventoryou wonltocheckout.

8 FUNDS
This is the current amount of Fol in your inventory. I!you run out ofFol in the middle of Item Creation,

operations are suspended. Beforeyou begin lIem Creation, gointo the Invention Info sectionon the

ReidMain Menu screenand turn all ofyourinventor'sstatus to ' Stondby: Ifyouhave any inventors

set to' OriginolCreolion,' theFol they are using for their ownwork is deductedfrom your total funds

inaddition to your COlt.

e PRODUCTION LlNE[S] RNO TERM[S]
You can set up differenillem Creation teams on each production line in ihe workshop. Thenumberof

lines determinesthe number ofprojects youhave going at once. Youcan assign upto three inventors

to a production line. WhenusingNPCinventors, makesure they all have theirexpertise in the some

IC category or you won't be able 10 continue the setup of your production line.

When using a learn of more Ihon one inventor, the chorocter who actually knows how to create the

item carries out ihe creation while the other team members support him/her. When assigning inven­
tors to a line, toke Ihree things into consideration: I. One person on the line needs to have the abili­

ty tocreate the item. (Refer tothe tablesonihe foll owingpagesfor moreinformation.) 2. The com­

binedtalent levelsof the team members mustequalor exceedthe talent requirement of the desired

item.The more the teamexceeds the required tolentleve!, Ihe greaterthechance of success. 3.Make

sure your teams' TIme and COlt stots do not hamper the creation of the item. Obviously, you'll wont

to use inventors who meet the first two criteria, but 0110 minimize the time and cost factors of the

item'sproduction.

o IC TYPE
Usethiscommond to select the type of ItemCreation you wont toperform. Thereare eight different

types of lIem Creation, each of which is used to create different types of items. The typesof IC your

current production team can use are shown in white. The ones listed in red are thOle ihot your pro­

duction team can't use due 10 lock of talent. lastly, the ones listed in gray are lhose categories for

which the workshop locks facilities.

o INVENTORS' FRCES
The look on your inventors' faces indicates how well production is going. If they complete a produt­

tion run successfully, theirfaces light up witha smile or otherwise happy look. If the run foils to pro­

duce, the inventors lookunhappy. Thereis 0110 a riskthat on inventorwill fall csleep during produc·

tion. I! that occurs, that particular characterdoes not perform any work (or provide any innuence)

during the run.

8 QURLITY GRUGE
You starta production session with a full quality gouge. Each time a run ends, the gouge decreases a

bit. When it runs out, the production sessioncomes to on end. The amount the gouge derrecses dif·

fers depending uponthe inventors on the line. In essence, the fuller the line, the belter the chances

are rhot your team will createthe item.

e TIME GRUGE
The time gouge that creeps ocrOlS the screen illustrates the progression of a production run. When it

reaches theright side of the srreen, the runcomes to on end and a new one automatically begins.The

amount of time it tokes to create onitemis determined by the TImestat of the inventors.

DETERMINING WHEN TO STOP R LINE
Thesuccess or fail ure ofa productionrun isdetermined when thetimegougefills up. The production

session continues until the quality gouge runs out. Regardlessof whether you'retrying to createasin­
gle itemor twenty, keep on top of your number of successful runs. For example, ifyou'retrying to

createResurrection Elixirswhenyou already have 12 in your inventory, stop the production line once
the team creates the eight elixirs needed to fill the slot inyour inventory. I!you let the production ,..__....... _

session continue, each run will end infailure and you'll pay for it.

How you enda production line is also very important. If your funds runoutor youchoose to endthe

run by pressing the Xbulton and asking for itemsubmission, all of the items you've created up to

that point are automatically added to your inventory. However, ifyou rhoese to abort the line (press 1-=====
theOrcle bulton) or the quality gouge runsout, you lose all of the itemsthat werecreated. In Specify

Plan mode or during Synthesis, the line is stoppedautomatically when the refinement is successfully

completed. ~=====

PRIUATE ACTIONS

MINI·GAMES AND
SUB ·OUESTS

BONUS DUNGEONS
Knowingwhen tostopa li ne alsocomes in handy whenusingSynthesis.Synthesis enables you tomove

ihe factors from one item to the weapon of your choice, imbuing itwith new obililies and strengths. ~c::====
You can control which factors are added to the weapon simply by when you stopthe production run.

For example, if you are synthesizingon itemwithtwo factors onto aweaponand you only wont the 1-=====
first foctor to be transferred, simplyrequest itemsubmission(press the Xbulton) after the end of the
first production run. If you wont both factors to transfer over to the weapon, let Ihe line run through ...__,-__

both of Ihe production runs required.

o COST

8 PLRNS

This lists the productionCOlt for the item you'reabout to create or refine (if youare using Specify

Plen),Whenproduction is underway, theproduction line mokesanumberof oltempts to create/refine

theitem. Each oltempt COlts the amount of Fol listedin this field.

Aher choOling the type of Item Creation, select between twoplans. Original Creationenables you to

create items from scratch. Specify Plan enables you to refine and improve items you currently own.

The COlt field is 0110 helpful in determining which item you'reabout to create in Original Creation.

Each item that you can create through IC has a bose COlt associated with it(see the tables lateronin

this chapter). If you'retrying to make aspecific item, tokenote of its bose COlt andcompareitto the

productioncost shown in this chapter.

Whenyou're readytostart creating, move thecursor to the production lineand pressthe Square but·

ton toget theline running.

ITEMS
AND EOUIPMENT

BESTIARY



REGISTERING PRTENTS

INVENTION INFO

WHEN ONLY ONE CRERTOR /5 ON THE LINE: RII pomts are qtue« to that mdwlduol.

WHEN TWO CRERTORS RRE ON THE LINE: Two - thirds of the pomts go to the
creator who mode the Item. while one- th ird goes to the creator who pro ­
u.ded support.

WHEN THREE CRERTORS RRE ON THE LINE: One -half of the pomts go to the
creator who mode the .tem, while one-fourth go to the two creators who
prou ,ded support.

NUMBER DF ITEMS CRERTED H ITEM EURLURTlDN URLUE • INUENTDR'S
RRNKING PDINTS

BUY PRICE. BRSIC PRICE H [I + RRRITY/IDD)

Inventors earn ranking points by participating in Item Creation. Reaching the top of the Inventor

Rankings is tough, but it'son interesting challenge. Points are oworded in the following fashion:

REMUNERRTlON

CRERTOR RRNKING

Items that your characters or signed NPC inventors created and patented are reduced in price by one­

fifth .When looking for your items in astore, remember to look fo~ ones on the sales list that are dis·

played in blue. Items that appear white in color are either ones that can't be mode through !C, or

ones that were patented by other inventors.

Buying newly·patented items is kind of risky. On the plus side, the longer on item is in circulation, the

cheaper itbecomes and the more items are produced. However, the process is somewhat random and
tokes a long time. If there is on item that you'rereally desperate for, you'll probobly find it eosier to

make it yourself.

The cost of on !C.produced item isdetermined as follows:

After registering as on inventor, you start to receive remuneration from the Craftsmen'sGuild every

30 minutes that you spend in the field or in a dungeon. The amount of Fol you receive increases as

your player characters and signed NPC inventors continue to gather ranking points. While you may

not see much of a profit atthe start of the game, itshould start to accumulate later on after you sign

more inventors, allowing you to monitor theiroutput. To speed things up, put all of your inventors on

Standby under the Change Order option, then standoutside by the entrance to a town orin a sofe

spot insidea dungeon. If you leave the game running for a while, you 'll still earn Fo!.

••
I•After getting a potent for on item, check itout

in the Invention List under the Check Info

option on the Moin Menu. This is where you

find the nome of the item'sinventor, its price,

the number produced, rarity, and rating.

If the patented item is one that you found in a

dungeon or other location, then Fay! is listed

by default os the inventor. If you potent on item that you mode through !C, the character who first

mode the item (via knowledge of the recipe, etc.) is credited as the inventor. The price of the item is

the bosic 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 to the inventor.

COi\\i\\ I ICATII G WITH THE GUILD
The Compoct Communicotor is 0 useful tool for

viewing informotion obout new inventors and
new inventions, patenting new creations, and

for managing your signed inventors on the fly.

To access it, select the Invention Info option on

the Field Main Menu.

When you obtain 0 new item or create one

through Item Creation, check with the Guild to

see ifyou can file a potent for it. Patented

=====~ inventions are first evaluated by the Guild,

then added to their Invention List. From there,
_ _ -r-r-__-' the items are dispersed to shops around Elicoor

II, where you con buy them ifyou ore in a

pinch. Shop items patented by a ployer char·

acter or asigned inventor can be purchased at

ane·fifth of their retail price.

RELERSING OF NEW PROOUCTS
Patented items are released to stores for sale about five minutes after the patenting process occurs.

Since time in the IC world issuspended while you'rein a town, go outside in the field and fight some

benles while you wait.

CHRNGE OROER OPTION
Whenever you sign new inventors, they continue to create new items as 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 continue to spend Fol

(your Fo/) on Item Creation as you continue your adventures. This is especially noticeable when you

visit a workshop to perform Item Creation of your own. When you set signed inventors to Standby,

they cease their activities and do nothing.

ORIGINAL CREAlION MODE
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 atthe heart ofItem Creation, as itenables you to create new items for your party from scratch.

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 nome. So, Cooking is the IC of choice for trying to 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 croft books capable of leaching characters

newskills; Smithery is used to make new armor, bladed weapons, and even magical scepters; and Engineering is used to create bombs and guns.

THE BRSICS OF TERM SELECTION COST RNO THE CRERTEO ITEM
When selling up a team for a production line, keepthese things in mind. First, ifyou have a specific

itemin mind, make sureyou have on inventor on the team whocan create that item. Then odd two

other inventors to supporthim or herinthe creation process. Ultimately, you wont a team with a rom­

bined talent level that meets or exceeds the talent needed to create the item. If talent level isn't on

issue,pick inventors with statsthat lower the cost of production or odd to the speed of your line.

When setting up aproduction line for Original Creation, the projected cost of the production run deter­

mines the item that is produced. When the line is first set up and you choose the Original Creation

plan, on 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 nome.The cost given for the production run is calculated from

one-tenth of the price of the invention, plusor 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 aspecific

item in mind, you can reset the plan until a price pops up that is dose 10 the bose cost of the item.



CRERTION SUCCESS RRTE
The success rate in Item Creation is determined largely by the combined total 01 the inventors' talent levelsminus the evaluation value 01 the intended item.The more your team'slalentlevel surpasses Ihe item's
evaluation value, the higher the level 01 success.

01 course, there are ather lactars atwork here taa. On the plus side, possession 01 items like the Keen Kitchen Knile and the Multi·Rask, both 01 which increase IC success rates, increases your line'schance of
success by 20". The quality gauge also plays a part, decreasing the chance of success as the gauge drains. Unfortunately, this guarantees that you'll never achieve a 100" success rale.

) RIGINAL CREATION CHARTS
The following tables list all of Ihe items that can be made through Original Creation. Each table, divided by IC category, lists the item'sbase price and

evaluation score. The tables alsa indicate which inventors can create each item.

RLCHEMY
The items that you can create through Alchemy are mastly minerals and gems used for Synthesis. One of these items is the rare are Orichalcum, which you can use to add +500 points to a weapon's ATK stal.
Dark Crystal. which boasts an INT +500 factar, is a goad chaice lor thase who favar magic.

EUZA MACKWEll MISTTlW ANSALA fAll a1ff MARIA SOPHIA NEl ROGER AlBEl PEPPITA ADRAY MIRAGE

TALENTlLV. 4 31 SO 99 14 S 22 36 20 6 IS 12 4 18

TIME ·30% t4O% 0% ·m 0% tS% 0% 0% ·S% tS% 0% 10% ·2S% S%

IfOU'/. 0% 0% 0% 0% 0% 0% ·10% ·S% 0% 0% tS% tlO% t30% ·S%

NAME' BASE P.RICE EVA
Reoukivetumo 9 1 " " " " " " " " " " " " x "PhilO<ODher'sStone 12 100 " " "Ov_ouoh' Proouct 17 1 " " " " x " " " x " " " x "SlronDe tumo 18 1 " " " " " " " " " " " " x "Misconceived ProouC1 30 1 " " " " " " " " " " " " " x
Iron SO 15 " " " x " x " " x
Rubv 160 25 " " " " " " " " "SoDohire 160 25 " " x " " x " " "Slone 01 Evil 200 2 " "Emerold 200 25 " " " " " " " " " "AirGem 350 40 " " " " " " " " "Earth Gem 350 40 " " " " x " " " "r.eGem 350 40 " x " " " " x " "Wo1er Gem 350 40 " " " " " " " " "Crvstol 830 60 " " " " " " " " "8rownie Slone 1050 70 " x " " "Diamond 1290 60 x " " " " " " " " "Earth Homunlulus 1300 80 " " " " x " " "Oommlt 1440 60 " " " " " " " " " " "Nereid Slone 1550 70 " " " " "Svloh Slone 1550 70 " " " "Wo1er Homunculus 1800 80 x " x " x " " "Wind HomulKulus 1800 80 " " " " " " "She. SoDohire 2300 90 "Salomonder Slone 2550 70 " " " " "Slor Rubv 2700 80 "r.e HomulKulus 2800 80 " " " " " " "Mvthr~ 3070 90 "Roinbow Oiomond 3080 95 "OorkCr1l<Ioi 3700 95 "Anoel Slone 5050 70 " " " " "O'icholwm 5700 98 " " " " " " " " "(eles~ol HomulKulus 10300 80 " " " "
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COMPOUNOING
Compounding enables you to create helpful potions and elixirs that you can', buy in stores. Some of the most important ones are Resurrection Elixir and Ihe entire party Resurrection Misl.

GOSSAM MILINYA PUFFY LOUISE FAn CUFF MARIA SOPHIA NEL ROGER ALBEl PEPPITA ADRAY MIRAGE

T!ill!J ILV. 9 19 S7 98 30 10 25 15 10 6 16 11 5 27

TIME 0" 0" 40" +30" 0" +S" 0" 0" ·5" +S\ 0" 10" -25" -S"
fOL% +20" -20" 0" 0\ 0" 0\ -1 0" -S" 0" D\ +5" +10\ +30" -5"

NAME BASERRICE EVA
Potion of YOU1h lF1Jkel 5 65 It It It It It
Biner Potion 12 I It It It It It It It
8ubblino Potion 12 1 It
Molodo!om Bonle 12 1 It It It
Thick POlion 12 1 It
FruiIY Pofion 13 20 It It It It It It It
Endorohin B~t 18 1 It It It
Svruov Potion 20 40 It It It It It It It It It
Antidote 21 20 It It It It It It It It It It It
8errv Potion 21 20 It It It It It It It It It It It
Aouo Potion 22 20 It It It It It It It It It It It
Tears of Aohrodite 26 1 It It It
Pheromone Enhancer 36 1 It It It
Sleenino Gas 40 10 It
Viol of Poison 40 10 It It It It
Sweet Potion 40 20 It It It It It It It
TOOB of Venus 56 1 It It It It
Medicine Bonle 60 5 It It It It It It It
Neural Auomenter 61 I It It It
Shieldino Device 61 70 It
TeOB of Ishtor 86 I It It It
Mi ht Tobletl 90 4 It It It It It It It It
Berserker Device 101 60 It
SoU IhrdImo llMe 101 60 It
MirD<1e Power 102 I It It It It It It It It It It It It It It
foerieEh,ir 110 80 It It It It It It It It It
Heroic Eli,ir 110 80 It It It It It It It It It
MoIoIoY Sroo Boo1O-Rl 121 40 It

1mbo5too Boo1O-R3 121 40 It
Rewrredion Eli,ir 140 2 It It It It It It It It It
Fillino Potion 152 1 It It It It It It It It It It It It It It
Deodiv Poison 160 50 It
Bubblv Potion 202 I It It It It It It It It It It It It It I

Rewrredion M~f 210 10 It It It It It It It
Witch Tobletl 210 70 It It It It It It It It
Suoer Potion 302 1 It It It It It It It It It It It It It It
Verdurous Pofion 310 90 It It It It It It It
UouidFlore 80mb 601 30 It
liouidMind Bomb 601 30 It
Durion Sfun Bomb-R4 731 40 It
Grobboa Sroo Bomb-R2 731 40 It
liouid Hvbrid 80mb BOI 90 It
Boouilina Device 1001 80 It
Gndere"o Tablets 1001 99 It It It It It It It It It It It It
Roe Tablets 3060 99 It It It

COOKING
Although you may not be able 10 use Cooking ilems 10 heal wounds in benle, they work just fine in the field. Using food to recover HP and MP in between bonles saves the potions for bOllles!

NAME' BASEFlRICE EVA
Discordont Dessert 6 1
Vanilla ICI Croom 15 20
Tuna Salad 15 25 It It It It
Sachertorte 15 50 It It
Umeboshi 18 20 It It It It
(ur Rice 20 20 It It It It It It It It It
Umoi-bo 1 20 30 It
Umoi -bo 2 20 30 It
Umoi-bo 3 20 30 It
Umoi -bo 4 20 30 It It It

mol- 20 0 It It It



Cooking, continuer! DAMDA I MAYU

- iiiII ~. i..
NAME BASE p,RICEEVA

Umoi-bo 6 20 30 )C )C )C

Umoi-bo 1 20 30 )C )C )C

Umo~bo 8 20 30 )C )C )C

Umo~bo 10 20 60 )C )C

Umai-bo 11 20 60 )C )C

Uma~bo 12 20 60 )C

Uma~bo 14 20 60 )C )C

Umai-bo 9 20 60 )C )C

TmlelM~ Slew 21 1 )C )C )C )C )C IC )C )C )C IC )C )C )C )C

OelOraled (ake 22 SO It )C )C

GelalinaUl Palian 25 60 )C )C )C

Petite Sirloin 30 5 )C IC IC

11lY-8illY Steak 30 60 )C )C IC

Kid'~ Meal 30 60 IC )C

SuDer-Sweet (urlY 31 I )C )C IC )C )C )C IC )C )C )C )C )C )C )C

(heaa Gdef 32 I )C )C )C )C )C )C )C )C

Deluxe Fru~ Bowl 40 10 IC )C IC

Natla 40 20 )C )C )C )C

(arn an the Cab 40 25 IC

Chaaned Sleak 40 30 )C )C IC )C IC
(old Sobo 40 30 )C )C )C )C )C )C

FrMll Sarina Ralk 40 30 IC )C )C

Rom! Durk 40 30 IC )C

Pmta Solad 40 40 IC )C )C

KilTl(hi 40 50 IC )C )C )C IC

Almand Jel1v 40 60 )C )C )C )C

Cha<alale Banana 40 60 )C )C )C

Fried Turni", 40 60 )C )C )C )C IC

Grifted Tuna Head 40 60 IC )C )C )C )C

Ki~hlarte 40 60 IC IC

Fru~ Par/a~ 40 10 )C )C )C

Pear TlJf1 40 10 IC )C )C

Soh-Shelled Turrle 40 10 IC )C )C IC )C

Walermelan 8ar 40 10 )C )C )C

AwfulOder 42 1 )C

Gratin 50 30 It )C )C )C )C

Manl Blanr 50 50 )C

Sirloin 140 50 80 )C )C

Golden (um 63 65 )C )C )C )C )C )C )C )C

Soirv (ake 86 I )C )C )C )C )C )C )C )C )C )C )C )C )C

CheaD~imi 96 I )C IC )C )C )C )C )C )C )C )C )C It )C )C

B0I1ed Kina Crab 100 40 )C

81euo-. 100 60 )C )C )C

Haute Chinese Saua 100 60 )C )C

Otara 100 60 )C )C )C

88Q Park Ramen 102 40 )C )C )C )C IC

Marbled Beef Sirloin 110 10 IC It
Pearh DM~ert Saua 130 60 )C IC

Tauah Sleak 135 1 )C )C It It It It )C It It )C It It )C It
Prehklaric Meal 210 20 )C )C )C )C

Mammoth Meat 210 10 IC )C )C )C It It )C It
Jumbo Pal Slickers 280 40 )C )C )C )C

Blue Moon Oder 305 40 )C IC IC IC )C

Javful 8andil Gdef 305 15 )C

Granodi1la Juire 330 40 )C )C

Rambutan Juice 330 10 )C

Sifm Seealer fKler 330 10 IC )C )C )C

Tamarind Juice 330 10 It
fItlY (vdaos Ode< 330 15 )C It )C )C )C )C

Hooalum Juire 330 80 )C

Leaai.. TIlan Oder 330 80 It
Winkina Soae Oder 330 80 )C )C )C )C )C

Broken Praahel Oder 340 50 )C It
8rms Deman Oder 340 80 )C )C

Howlina Fax Oder 390 15 )C )C

Soaadilla Me 390 90 IC
Lard'sOlani 410 80 )C )C )C )C

Hu""'v HarDY Od.r 470 90 IC )C IC

Fochon 429 99 )C )C

Leaendarv Olara 434 99 )C )C IC

Olani of Madnm 434 99 )C )C

Jocklruit Juire 500 80 )C

Grawlina Fkl Oder 500 95 It )C It
Pamearanale Juice 510 95 )C It
Lalllium Julre 510 99 It It
Manaml.. nJuice 510 100 It It
Uhimale Ramen 649 99 It It IC

Amallne Tenderloin 694 99 It It

GETTING STRRTED

CHRRRCTERS

WRLKTHROUGH

BONUS DUNGEONS

PR IVRTE RCTIONS

MINI·GRMESRNO
SUB·OUESTS
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RNO EOUIPMENT
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(ooking, continued

BASE P.RICE EVA
694 99
694 99 It It
694 99 It It
694 99 It It
694 99 )( It It
694 99 )( )( )( )(

OriginalCreation 694 99 It It It
~ode 694 99 )( It

694 99 )( It It
694 99 )( It
694 99 )( )(

694 99 It It
694 99 )( It
694 99 )( )( )( It
694 99 )( )(

870 60 )( It
1234 99 It
1234 99 )( )(

1234 99 It It

2512 40 It )(

5010 99 It )( It

CRRFTlNG
Accessories are(rahing's domain. Prior 10 synlhesizing your weapons, lake a look allhe lactars on Ihe game's accessories and let your imagination wonder. Try Red and Blue Talismen, Boals 01 Prowess, and

B I II IIevena ang e a nle ect.
STANIO IAI.IADOS QUHEVU CNIUCO FAll CUFF MARIA SOPHIA NEL ROG£R WEl PEPPnA ADRAY MIRAGE

lliU!!!!'t; 20 31 49 60 20 2 10 33 IS 3S 12 oW 3 30

TIME ·30" .~ 0" t6O" 0" tS" 0" 0" ·S" tS" 0" ·10\ ·2S" ·S"
FOl ."/. ·20" t5O\ t l0" ·10" 0" 0" ·10" ·S" 0" 0" +S" t l0" +30" ·S\

-- ----NAME BASE P.RICE EVA ~
Yuloor Hoir Ornoment 1 1
Oi<n~tinn 0011 2 I )( )( )( It It )( )( )( )( )( It It )(

Over·(orved Fioure 8 I It )( It )( )( It It It )( It )( )( It
(rude Rino 10 I )( It )( )( It )( )( )( )( It It )( )( )(

Stronne Finure 12 1 It It It It It It It )( It It )( )( It
Henvv Rino 15 1 )( )( )( It It )( )( It )( It It It It It
To<ky Eorrinn 15 1 It x )( It It )( )( It )( It It )( )( It
U.......HaiOmw 15 I It It It It It
Emborrmsino Eorrino 20 I It It )( )( It
loose Rina 20 I It It It )( )( It It It It It It )( It It
Humiliatino Eorrino 30 I It )( It )( It It x )( )( )( )( It It It
Pitiful Eorrinn SO I It It )( It It It )( It )(

Third·Rote Brolelet 60 I )( )( It It )( It It It It
louohoble Brolelet BO I )( It It It It It )( It
PurDie Orb 150 30 )( )( )( )( It )(

Broolh of Foolwork 170 20 It It )( )( It
MY'itilOrb 200 60 It
Rino of lunolV 200 70 It
Eorrino 01 AccurolV 220 40 It
Rinn of Mentol POWllr 220 80 It
Fenne Guordion 221 2 It It It It )(

Bon Ie 01 AuurlKY 222 20 )( It )( It
Adoroble Kit1V 0011 241 2 )( It It )( x )(

81ue Toliwon 260 20 )( It )( )(

Red Tol~mon 260 20 )( It It It
Yellow Tol~mon 260 60 It It It )( It It It )( It It )(

Ankh 01 Oiw~101 280 SO )( )( )( )( )( )(

Bodne of Reflection 290 20 It
80doe of R~istonce 290 20 )( It It
Bodne of Shieldinn 290 20 It It It
Bonole 01 Intellect 300 20 It )( It It
Rino of Henlino 300 80 It )( )(

Rino of Mioht 305 99 )(

lunor Toliwon 320 70 )( It )( It It
StorTol~n 320 70 )( )( It )( )(

Blozino Pendont 380 30 It
Green Toliwon 460 20 It It It )( It )( It It
Berlelker'sPendont 490 70 It
Anti·Po~on Amulet 500 SO )( )( It )( It )( )( )( )( )( x It
Bolfle Bon~ Rino 00 80 )( It )(

Blodebone (rOSI 550 0 )( It
IOemonbone (rols 550 0 )(

Monebone Ankh SO 0 )( )(

I~ilv.r rrrK' m ;0 )( )(



Crohing, continued
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1 It It It
1 It It It

30 It It It
IS It It It
30 It It It
30 It It It
70 It It
10 It It It
IS It It It
SO It It It
SO It It It
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60 It It
60 It
60 It It It
80 It
40 It It
40 It It
70 It It
90 It It
SO It It
60 It
60 It
70 It It
1 It It

SO It It It
I It It

70 It
80 It It
30 It It
100 It
80 It It
SO It It
20 It It
70 It It
90 It

It

TIME

FOL %

TALENT LV.

If you W1lnt 0 gun for Moria or some bombs to use in barnes, Engineering is the place to go. Various types of Stun Bombs should be a staple in your inventory. These bombs not only inAict HP and/or MP dam­

age, but they also stun enemies for a shorl while. They are perfect for knocking some bosses oul of their a"acks!

DElISOH MERYl IlAX FAYT alFF



SMITHERY
Explore the items inthiscategory early on. Many of the armor and weapons that you can create through I( have helpful fadors that their store-bought counterparts lock.

GRATS LIAS GUSTO BOYD IAYT CUll MARIA SOPHIA NIL ROG£R ALBEL PEPPITA AORAY MIRAGE

~T'LY. 25 36 60 95 29 31 4 6 25 23 30 5 27 17

TIME 0% 0% ·20% +50% 0% +5% 0% 0% ·5% +5% 0% 10% ·25% ·5%

FOL % 0% +20% 0% 0% 0% 0% -10% -5% 0% 0% +5% +10% +30% -5%

NAME ,,""," ,~~
Crude Rod

1 I " " " """""""" " "RickelY Gounllet 3 1 " " " " " x " " " " " " "NOlched Sword 20 1 " " " " " " " " " " " " "BenlSWllId 30 1 " " " " " x " " " " " " " "BOlchedSword 50 1 " " " " " " " " " " " " "Crude Armor 50 1 " " " " " " " " " " " " " "dook 70 10 " " "RUlIv Axe BO 1 " " " " " " " " " " " x "Thin Almoc BO 1 " " " " " " " " " " " " " "Tonered Almoc 100 1 " " " " " " " " " " " " " "leath.r Almor 115 10 " " " " " "(ordon Seeoter 115 20 " "(uirOls 120 10 " " x "Rounlel Oooaers 123 20 " "Sword of the Blessed 125 10 " " "Ronoer 'sHelm 125 20 " " x
Mvthril Plaia 140 60 " " " "Silk Robe 170 20 " " "The Samurai 190 10 " " " "Reor,co Gun 200 1 " " " x " " " " " " " " "Chainman 210 20 " " " x " "Alomic Gounllell 220 90 " "Assolsin'lSickles 24B 30 " "IPIoteAlmar 320 20 " " " "(ull Boun~ 330 40 " " " " " "Proino Claw 360 30 " "I[I¥<I1II Robo 370 70 " " "PaIadin'l Helm 400 100 " "Yoindov 400 100 " "Mvrtml Gaunrlell 450 100 " "DtvioUl Aurora 460 30 " " " "51..1Almor 520 40 " " " "IShark Helm 575 50 " " "ICIook of the Stof1 620 50 " " "IMvthnMesh 670 BO " " " " " "Hokuen 1000 40 " " " "Iron (ODO 1130 20 " "I Oeath'sTalons 1220 70 " " "Oemon 510vtr 3000 70 " " "Rare BOIelords 3055 50 " " "Alc Wind Riooerl 3300 90 " " "Elven dook 3320 30 " " "(ODt of the Kroken 3320 70 " "Silvance 3400 BO " "DemonkClow 3450 90 " "OrDOon Blodel 3500 20 " "Storino Sword 4000 40 " " "Gallina Gounflets 4200 70 " " " "Altrol Armor 4530 99 " " " " "Y"~ored Helm 5002 90 " "Folse Gods' dow 5135 20 " "Rune Blade 5250 20 " " "(anon Sloff 5340 30 " "Galden (ODt 5450 90 "(uojd'ISloff 5550 50 " "Idow of Judoment 6200 100 " "Rod of the Evil Eve 6230 100 "Th,lmmortol 6300 90 ",Gloll Eve Suoler 6400 70 " "OomOlk (00' 6580 1000 "I Elemental Leolher 6720 95 " " " " " "Ice 810dll 6800 100 " "I Bunny'sSeeot. 12280 90 "Mvthril Orlls 1320 95 " " 11
(aDO of Acrimonv 1360 30 " "OomOlk Gounlllll 1450 50 " " It It
ISu""rlor leoth.r 1470 95 It " " " " "Silver (uirOls 1640 90 " " " "Pulverlzef1 1734 20 " " " "



Smithery, continued

It

It It It
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It It
It It
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WRITING
The importance 01 Writing cannot be overemphasized! Through Item Creation, Writing enables you to create tomes that teach you new skills that will help you complete your quests and deleal dangerous
enemies

CORNEUUS MlSHIll NOPPIN OSMAN fAYT niH MAR IA SOPHIA NIL ROGER AlBEl PIPPITA ADRAY MIRAGE

!!illUlli, IS 35 44 73 34 7 22 15 14 4 4 6 11 16

TIME ·40' 0' 0' +4ll' 0' t5' 0' ll' ·5' tS' 0' Ill' ·25' -5'
IfOl.% 0' t10" 0" ll' 0' 0' ·10' -5' 0' ll' +5' +l~ +30' -5'

BASE PoRI!!E EllA. ' ~ tli l
NAME' i1ibll

Crude Rod 1 I It It It It It It It It It It It It It
Glued Book 12 I It It It It It It It It It It It It It It
RlI<Hled Book lB I It It It It It It It It It It It It It It
Esoteri< won so I It It It It It It It It It It It It It It
Secret Teo<hin", 150 1 It It It It It It It It It It It It It It
lII..,ible Book 175 1 It It It It It It It It It It It It It
EMh Dmoe 350 30 It It It It It It It It It It It It It
F"nDiIdloI.. 350 30 It It It It It It It It It It It It
Water Diuhoroe 350 30 It It It It It It It It It It It It
WIIld Dischorae 350 30 It It It It It It It It It It It It
Tome of lminht 601 50 It It It It
Earth RMillance 710 30 It It It It It It It It It It
De<oved Tome Isao 40 It It It It It It It It It It It It It
DeterioloHna Tome Isao 40 It It It It It It It
Tonered Tome lSOO 40 It It It It It It It
Crumblinn Tome Isao 60 It It It It It
Doted Tome Isao 60 It It It It It It It It It It It It
M~tvTome 1500 60 It It It It It
Mildewed Tome 1sao 90 It
Domooed Tome 1sao 99 It
Fndi...Tome lSOO 99 It

IMoIdv Tome lSOO 99 It It It It It
Bril11e Tome Isao lao It It It It
Tome of Prowesl 1670 70 It It It It
Stronoe Book 5400 65 It It
Fire RMiltoll(e 710 30 It It It It It It It It It It
Water RMillal1(e 710 30 It It It It It It It It It It
Wond Rlliltllf1(e 710 30 It It It It It It It It It It

GETTING STRRTED

CHARACTERS

SPE TFY PLAN MODE mAlKTHRDUGH

BONUS DUNGEONS

Specify Plan is used when you wont to reline and, hopelully, improve the lactors a"ached to a specilic ilem. There are lour possible outcomes when using ~=====
Specify Plan. Ideally, you wont Specify Plan to increase the power 01 the lactor on the item you are relining. Sometimes itis passible, sometimes itisn't. II

the lactor associated with on item has a number in porenlheses following it, then the factor is renneable through Specify Plan. However, itdoesn't guarantee
the end results. 1-====

PRIVRTE ACTIONS

BESTIARY

ITEMS
AND EQUIPMENT

MINI· GAMES AND
SUB·QUESTS

Next, you must choose the item you wont to refine. If the item is grayed out, then either the ilem tnn­
not be refined or you've chosen the wrong cotegory.As nOled before, the success rote of Specify Pion
is not tied to Talent level! Make sure that the team of inventors you've chosen reduces the cost of the
endeavor as much os possible.

Specify Plan also requires the use of acorresponding material ilem. If you're doing aCrahing type 01
Specify Plan, you must have atleost one type of Crahing Material. One of Ihe malerial items is con­
sumed each time Specify Plan is successful (regardless of how many factors are on Ihe item) or the 1-====
line is halted. II you run out of the required material, you cannot proceed with Specify Plan. You can
purchase all of the IC materials (excepl for Synthesis Materials) from 'he Sonta merchant on the third I"'""';::=:J==::::;­
floor of the Maze of Tribulations.

Aher choosing ateam, select Ihe type of IC based on the item itself.This is easy if the item was mode
through IC in the first ploce, since you know whot cotegory it foils under. If you oren', sure obout the
type, check the item'sdolo in the hem Data chapter or follow the rules of common sense. Most pieces
01 armor and bladed weapons fall under Smilhery. Potions and recovery items belong to
Compounding, accessories to Crahing, food to Cooking, are and gems to Alchemy, and bombs and
other mechanical items like guns 10 Engineering.

When se"ing aSpecify Plan line, choose your team based largely on the alterations to speed and cost
the inventors bring wilh Ihem.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.



TIPS RND TRICKS FOR SPECIF'r PLRN

SYNTHESIS MODE

Don·t waste Cooking IngredIents by refining dIshes WIth the "3Ds probabIl­

It y of breaking [et factor. The two results are the rare eDs probabIlIty or
the more common dIsappearance of the factor altogether. R 3Ds chance Isn't

that bod and It does gIve these It ems a shot at being more than a one-use
only Item. Instead. spend the Folan making more food.

Compounding IS another area In whIch SpeCIfy Plan IS largely unnecessary.

The only excepuon IS the helpful Cinderella Tablets Item. Thefact or on thIS
Item. "IDs off shop tmces {I}. " can be refined up to 3Ds . Try making these
tablets before gOing on eqUIpment-upgrading shopping sprees!

Don·t get too carrIed way Improving occeesarte». It IS very tempting to spend

all of your Crafting Mater Ials refining potentIally awesome Items like the

Boots of Prowess. the Blue and Red Talisman. or the Ring of ErudItIon . But !Iou
must restrain yourself. Walt untIl you finIsh the main storlj, then go for It!

Use your SmIthery MaterIals to duplicate any DEF bonuses. The more slots
on the armor you fIll. the bIgger the DEF bonus to the armor. Since It IS
tough to boost a character's DEF stat In tme game [In camponson to the
RTK stat}. ttus IS a must!

When refining Impor t ant and Irrep laceable things lIke the UltImate Weapons,

save your gamebefore you start r ef in ing. ThIS way. If things go wrong, you
can always reload and start all over!

Sening up the produdion line for Synthesis is similar to sening 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. Notethat only playercharaders can Synthesize; NPC charaders cannot!

Lost, but certainly not least, is Synthesis. If the Origin~1 Creation mode is the heart ofllem Creation,
Synthesis is the brains. Basically, Synthesis enables you to combine most any item in the game that
hos a fador with aweapon. This allows you 10 customize your weapons any way you wont, os long
os you have the Fa! and the Synthesis moterials to do it!

Once your team is set, choose ' SYTH" as your type of Ie This automatically bypasses the choice of
plan and allows you to seled abose weapon (the item to Synthesize) and the itemwhose fadors you
wont to move onto the bose weapon. The bose item must be aweapoll-you can't odd new fadors
to armor or accessories! When the synthesis ends, the ' itemto be synthesized' is lost, but its fadors
live on as port of your weapon.Since there are eight fador slots on eoch weopon, Synthesis is 0 great
way to utilize some of the fadors on items that you might not be able to use otherwise.

•
I•
I•
I•

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 lind the rest of them in dungeons or acquire them
by defeating monsters. This forces you to not waste your materials. Here are a few tips to get you
through the main port of the game in style.
• To soue on uoluoble SyntheSIS Mat er Ials [WhIch are always In short supply).

I
refine ores. gems and other Items before syntheSIZIng them to a weapon.
ThIS also preserues your SmIthery Mot en o/s for other uses.

•

One of four things occurs when you choose Specify Pion bosed on the noture of the fodor(s) .
Result I: Thefactor IS duplicated
Result e: Thefactor becomes stronger
Result 3: Thefactor changes

Result ~: Thefactor dIsappears

In most cases, you 'll wont to see results 1and 2when you refine on item. For example, when you
refine a piece of armor with a ' DEF +1." foetor, you wont to see thatfador duplicate and fill all eight
foetor slots.

SPECIF'r PLRN RESULTS

EXAMPLE OF ADUPLICATED FACTOR: BOOTSOF PROWESS

Before Specify Plan: ' ATK/DEF+5%(1 I'
- Result 1: ' ATK/DEF+10%(11"

Before Specify Plan, Round 2: ' ATK/DEF +10%(1 I"
- Result 1: ' ATK/DEF+30%'

Sometimes a vogue fador changes into some­
thing entirely else through Specify Plan. An
example of this is the Drill Helm. It possesses
the fodor ' Anack atyour own risk (2): which
may turn into 'Strikes enemy with lightning
when anacking' when you reline it through
Specify Plan.

Of course, you can remove this fador 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 charaderscan earn in
Sphere 211.

You will also wont to improve other fadars through Specify Plan. Toke, for example, the Boots of
Prowess. This accessory has a fador of ' ATK/DEF +5%" Through Specify Plan, you can increase the
strength of thatfador to +10%and finally to +30%.

EXAMPLE OF AN IMPROVED FACTOR: VALIANT MAIL
Before Specify Plan: ' Def+20 (1)'

- Result 1:

Synthesis is expensive, however. The more fadors you fuse to aweapon, the higher the price climbs.
In addition, each Synthesis session consumes a precious Synthesis Materials item. Since you cannot
purchase this item ina store, you are limited to what you can find in dungeons or steal from mono
sters. The Santo'sBoots are also a good way to replenish your sto<k.

The Importance of A ttachment Order
The best way to create awesome weapons through Synthesis is to plan themout beforehand. This is
especially important in the earlier ports of the game when materials and Fol are in short supply and
stronger bose weapons lurk somewhere inthe near future.

M ultiple Effects
The number in the parentheses atthe end of a fador indicates the number of alternate paners avail·
able when you refine it through Specify Plan.A' (21" indicates that there are two possible paths, while
a ' (31" indicates that there are three. The better the fodor, the harder itis to achieve.

EXAMPLE OF A FACTOR WITH TWO RESULTS: THE DRAGOON LASER
Before Specify Plan: ' EnemyATK +30% (2)"

- Result1: ' EnemyATK +30%& Fol x3 (1 I"
- Result 2: Fodor disoppears.

EXAMPLE OF A FACTOR WITH 3 RESULTS: APPLE PIE
Before Spetify Plan: ' 50%HP recovery (3)

- Result 1: 70%HP recovery
- Result 2: 90%HP recovery
- Result 3: 100%HP recovery

If you use fadors that you wont to transfer over to other weapons, put them atthe top of the fador
slots. The reason for this is simple: Synthesis always succeeds. If you are synthesizing on item with
multiple fadors, you can always tell which fador is being transferred by tracking the produdion runs.
So, if you know that you only wont to transfer the first two fadors of0 threefador item, you con stop
the synthesis process ot the end of the second produdion run and prevent the third fador from being
moved over to the weopon.

However, since Synthesis destroys the item being fused to the bose weopon, you cannottronsfer the
first ond third fOdor, skipping the serend So ifyou ore careful ond plot out the fadors you wont to
use, you can easily synthesize the best fadors from on old weapon to a new one. Good fadors to keep
in the top slots of weapons are ones that increase the weapons' ATK and DEF ratings, since you know
that they will always come in handy later on. Place experimental fadors, like elemental anributes,
near the end, so that you can leave them off the next time when you go to create a new weapon.



ITEM DATA
There are lots of items in Slar Ocean: 1iI1 the End ofTime! Some are available in shops, ready for purchase, whilemany others are hidden away intreasure chests inside dungeons and \Canered around towns.

The majority of items can be created through Item Creotion. If you'relooking for somethingin particular, orjust wont toknow what'sout there, rely on this chapter.

BIIBIC uBlue Df weapDn. If IIDU can create lhls Ilem lhrDugh lhe
"Original Creal IOn: lhlB figure indicates lhe base cast [Jusl sublracl
lhe final "0") Df lhe Item . FurlhermDrB, If IIDU sell lhe urespcn BS IS
[r.e . wllhDUl Bdded fBclDrs lhrDugh IC), lhls figure alBD indicates Ils
81111 price. WeapDnB wllh an "Nf R" befDre lhem cermet, be sctd .

EUlllulIl,Dn SCDre Df lhe Item accDrdlng t.e lhe Ilem CreallDn GUild.
IlemB mBrked unth an "NfR" cannnt be created lhrDugh IC.

The weapDn'B basa slah. These figures are added lD lhe user 's base
Rllack [RTK). Defense [OEF). Intelligence [INT). Hil RallD [HIT). and
RgIIIlII [RGL).

EKplllln1l hDw te cbtsm lhe llem. MDSl llems are purchllsed In
slDres. lhrDugh llem creatrcn, Dr fDund InBlde lreasure chesh .
When an llem IS fDund In muiliple IDclIllDns. lhe Inillat lncattnn, Dr
mDlIl slabte tDclIllDn [1 .11 . a slDrll), IS IIsled.

Speclel mfurmat.um abnut lhe llem.

Thll faclDrs Drlgln.lI11 assDclaled wllh lhe ureapon. If lhell can be
dupllcllled Dr erBBed lhrDugh llem CreallDn. Il IS net.ed as such In

lhe CDmmllnls sllcllDn.

/
OBTAINED
COMMltm

IAaOil

o 0 o

WEAPONS In Slar Ocean:Tilllhe End ofTime, the playable characters use weapons specific to their style of fighting. Foy! relies heovily on swords, while the Klausian

brawlers aiR and Mirage, who trained together under Mirage's father, tend to use armored gauntlets. However, there are a few weapons, like the

highly versotile Loser Weapon, that can be used by all ofthe characters. When arming your party, don't be afraid to think outside the box (or weapon ,...'----'--­

category) to lind the most powerful. and even the mast adoptable, weapon for the job. And don't forget: You can improve all of the weapons through Item GETTING STRRTED

CreationandSynthesis.

CHRRRCTERS

FR't'r LEINGOO'S WERPONS

lIem (reallOn, Smithery
NIA
Emili bolls 01Iighl when ollo(klng

OITAINID
(OMMltm

fACTORS

lIemueaflon. Smithery
HIA
Em.ls bollsof fIle whenollo(king



Rccessorles

Useable Items

Food

Other Items

Materials

Shop, Socred City of Aquios
N/A
N/A

Dropped Item, Super Blair
Smithery; Ion improve U1ing "Selecl Plan '
5\ probability of breaking, InemyDIF x5, InemyATK
+30%, ·90% UPacquililion, ·1MP 01 cerlain inlervak
during bollle, ATK +1,000

OBTAINED
COMMINTS

FACTORS

Item Creohon, Smilhery
N/A

N/A

Shop, Moonbme
N/A

N/A

Trealure (hell, Maze of Trlbulalionl, 7F
Smilhery; can duplicale faclor uling "Selecl Plan:
ATK +SOO(I )

Valuables

CLIFF FITTIR RNO UIRRGE KORS'S IUERPONS

Shop, Arial
N/A

N/A

Item(reolion, Smilhery

N/A
SIr1kelenemywilhIighlning when allalking

Item(realion, Smllhery
N/A

N/A

Shop, Aquios

N/ A
N/A



O.IAINEO
(OMMENIS

fACTORS

O.IAINIO
(OMMINII

FACTORS

URRIR TRRYDDR'S IOERPDNS

SDPHIR ESTEED'S IOERPDNS

Shop, AquiOl

NIA
NIA

Oropped hem, FleYD
Smilhe,y, (on Imp,ove item Ihrough"SpeCIfyPion"

AIK " ,000 (1)

Item (,eolion, Smithery

NIA
NIA

lreesure Ch~I, MOle 01 InbuIDl io,", 81 F

Smithery; CDn improve IlemlIl10ugh "SpeCIfy Pion."

ATK . 200(1)

BESTIRRY



Accessories

UseableItems

Food

Shop, Airyglyph

N/A
N/A

NEL ZELPHER 'S UJERPONS

Item (reollon, Smllhery

N/A
N/A

Shop, Pelerny

N/A
N/A

Shop, Airyglyph .

N/A

N/A

Shop, Moonbose

N/A
N/A

Shop, Gemity

N/A
N/A



PEPPITR ROSSETTI 'S UJERPONS

GETTING STRRTED



Other Items

Metemls

Ueluebles

/
OBTAI ED
COMMENTS

FACTORS

OBTAINED
(OMMENTS

fACTORS

OBTAINED
COMMENTS

FACTORS

OBTAINED
(OMMENTS

fACTORS

RDRR'r' LRSBRRD'S IDERPDNS

Item (reotion, Smilhery

NIA
Shooll balk ofIlghlning when ollolking

Item (realion, Smllhery

FOf Fayl, Albel, and Adroy

NIA

AdraY'1default weopon
FOf Albel and Adray

NIA

Shop, Airyglyph

For Albel and Adray
NIA

Shop, Genuly
For all (hOrallerl
NIA

OBTAINED
COMMINTS

FACTORS

OBTAINID
COMMINTS

fACTORS

OBTAINED
COMMENTS

FACTORS

OBTAINID
(OMMINTS

fACTORS

OBTAINED
(OMMINTS

FACTORS

Treowre (hesl, Uma (ave Temple

NIA
Adds life defeme (no damage)

Evenl, Fighlmg Arena

FOf all lharallerl
100Ianliy kilk llumoo!JI

hem (reollon, Smllhery

For Albel and Adray

NIA

Trealure Chesl, Mounlainlof Barr
For Albel and Adray

NIA

Shop, AquiOl .
For Albel andAdray
NIA

OBTAINED
(OMMINTS

FACTORS

OBTAINED
COMMINTS

FACTORS

OBTAINED
COMMINTS

FACTORS

OBTAINED
(OMMINTS

fACTORS

Dropped Item, Fur ioUl Beriol

NIA
EmilI bolll ofhghl when ollolking, IhOOl1powerful bolll of
Ilghlwhendefending, rclses normal OllOlk del~ion by 2

Dropped hem, Shadow Dragon
Smilhery; Ian improve ilem through ·Spel,fy Plan·

GIVes a lUrled feeling (1), grvesanuneosy feeling (II, gives
a lUrled feelmg (II, ·1MP 01 lertain mlervafl during bollie
gives a lUlled feelmg (I),ATK +1,000(II

Item (reolian, Smithery
For Fay!, Albel,and Adray

NIA

Item (reollon, Sm,lhery

For Adray and Albel

NIA

hem (reallon, Smilhery
For Albel and Adray

NIA

Item Creolion, Smllhery
For Albel and Adroy

NIA



ARMOR The armor in 5/ar Ocean: Till/he End ofTime is divided into live categories. Unique Armor ls sort of a catch-all for armor that can be equipped by all

charadm. Italso relates to armor that hasspedal requirements, like the Valkyrie Garb, which is for women only. The resl of the armor is divided into

groups based an which charaders can wear it. The largest group of armor is the substantial heavy armor that Fay!, Oill, and Roger can equip. Maria, Hel,

Albel, and Mirage require lighter armor that provides good defense while slill providing maximum agility. Sophia, Adray, and Peppita are limited to dooks and
robes. Finally, the lest group of armor contains the frivolous and fun outfi~ geared toward Peppita and Sophia.

When choosing armor, don't forget to look atwhat is available through Item Irenfien, Mast armor made through I(has an easily duplicated "DEF+X" fador that may help

baasl i~ DEF stat way past the "fadarless" armor that is available for purchase in shops.

HERVY RRNOR-FRYT, CLIFF, RNa ROGER ONLY

Dropped lIem, Lennelh
EqUipped only by MOI io, Nel, Peppilo, and Mirage.
•SBonle Bonus Gouge increase, . 30%UPacquisition,
. 3D~ Mal HP increase, . 30\ Mal MP increole



Food

Other Items

Materials

LIGHT RRIrIOR-IrIRRIR NEL RLBEL RNa IrIIRRGE ONLY

AlIMlI '1 default armor

N/A
N/A

Shop, Alios

N/A
N/A

ROBE5-50PHIR, PEPPITR, RNa RORRY ONLY

Shop, Aquios

N~ .
N/A

lIem (reollon, Smithery
Smithery; refme through ·Specify Plan "
OEF +S (11



SPECIRL RRNOR-SOPHIR RNO PEPPITR ONLY

Item Creolion, Smithery
Smithery; refine Ihrough 'Spellfy Plan.'

DEF +5(1)

ACCESSORIES Accessories are the final piecesof equipment that acharacter can equip. Each character has two slots and it'sagood ideo to use them whenever possi­
ble. Try using one slot for items that reduce the HPIMPcosts of ba"le skills or spells and the other for accessories that boost your party'sstrength, intel­

ligence, or resistance to specific types of elemental and status-affectinga"acks.

WALKTHROUGH

CHAAACTERS

PRIUATE ACTIONS

BONUS OUNGEONS

GETTING STAATED

Item (reolion, (rafting

(rafting; can improve item using 'Specify Plan '
+1Bonle Bonus Gouge increOle (I)

Item (reation, (rafting

N/A
10" increOle in ATK/HIT

OBTAINED
(OMMENTS

fAGORS

Item (reollon, (rafting

(rafting. Ion improve item using ' SpellfyPlan."
115ph~(ol dmg 130\1 break) (I)

OBTAINED

COMMENTS

FAOORS

Item Creollon, (rafting
(rafting. Ion improve Item using' SpeliFyPlan '
Reltore HP Iosl lospell dmg. 13011 break) (I)

Item (reallon, (rohlng

(roIling; (on improve ilemusing 'Spellfy Plan.'
I/S dmg.from spells (30%break) (I)

Item Creollon, (rafting
(rafting; can improve item using ' Spellfy Plan '

No HP damage 10" ollhe lime (I)

OITAINED
(OMMENTS

FAOORS

OBTAINED
(OMMENTS

FAOORS



Ualuables

OITAINED
(OMMENTI

fACTORI

OITAINED
COMMENTS

fACTORI

hem (reolion, (rafting

(rafting, can improve item Uling ·SpecifyPlan:
·20% Bailie Sk,ll HP UIe

Item (reollon, (roIling

Crafting; can improve Item Uling ·Speofy Plan ·

+30" damage lor fire hOled spells (1), Adds file defense
(1 /2 damage)

Item Creation, (roft,ng

N/A
N/A

OITAIHED
(OMMEHlI

FACTORI

Dropped Item, Young Shrieker lID No, 4S8)

N/A
+5critical role

Item (reolion, (rafting

N/A

N/A

Item (reoMn, (rafting
N~ .

N/A

Item (reollon, Crafting

(rafting, can improve uem Uling ·Specify Plan:
+30%damage for ecrlh-besed spells (11. Adds earth defense
(1/2 damage)

Item (reotion, (rafting

N/A

N/A

Item (reolion, Crafting
Crafting; [on improve Item Uling ·SpecifyPlan:

·30" 801lie Skill MP use

j

Dropped Item, Flaming Zombie

N/A
Adds file defense 11/2 damage)

Use Santo's Boots item

N/A
N/A

Item (reotion, (rafting

N/A

N/A



OITAINED
COMMENTS

FACTORI

Ule GrabB01J
(annal lynl~le , incleolellecavery Ilrefl<Jlhal lhe end of banle!

t 10%Mavemenl Rate (whale POlty), t 30~ esrepe speed,
Raile!normal allack decilion by 2, . 30~ fury inrreose role
while incapaCilated

lIem (reahan, (rafting

Crafting, can improve uem uling ' SpecifyPlan '
Standby Healrng .2 (100'" recoveryspeed)

MINI·GAMES AND
SUB·OUESTS



Useable Items

Food

Other Items

MaterIals

Ualuables

OBTAINID
(OMMINTS

IAcrOIS

OITAINID
(OMMINTS

IAcrOIS

Item (reotion, (rolling
(rolling, (On improve item U\ing ·Spelify Plan · Increll\e\
relovery \tlength01end 01 bonle.

+IOUIAXMP increll\e (I)

Item (reotlon, (roiling

NIA

NIA

Item(reation, (rafting
(roiling, can improve Item U\ing ·SpelllyPlan·

ledule\ \tunchance by 10%IExllude\MAs) 11)

Item(recficn, (rafting

NIA
NIA

Dropped Item, Biwig

NIA
+10%MAX HPintrense

Item Creation, (rafting

NIA
30%negate \pedol anolhby undead

Item (realion, (ro iling

NIA
1/2CO\llng time

Item(remien, Alchemy, Engineering

NIA
NIA

Dropped hem, Aquaregio (10 # 030)

NIA
Add\ water de lense (1 /2 damage)

Item(reotion, Crafting

NIA
30%negatespedel onoch by fly ing uecnne



USEABLE ITEMS ilscble Items are those that you can use on a single character or your entire party 10 recover HP/Mp, heal stolus anomalies, improve stcts, teach new

skills, and Sll on. Bombs are olSll included in this category.

OBTAINED

COMMENTS

fACTORS

/
OITAINED
COMMENTS

fACTORS

TreoltJre Chell. Maze ofTribulaliaRl. BIF

(annal Synlhelize. larSophia only

learn "Blood xylia" Symbol

Item (realion. (ampaundong

(ampaundong. Ian improve otem ~ng "Spellfy ptan "

POIWRI anenemy (2)

Item (reallon. (ampoundong

(ompoundmg. Ian improve IIem U\lng "Spellfy ptan."

Poisons enemies during bailie (large area) (1)



Tr eOlure (hesl, Maze ofTrobulalions, B5F

(annal Synlhesrze. Only 101 Pepplla.
learn "Mogllal DonIe" BailieSk,ll

Item (reotion, (ampounding

Bomb has INT: 6000.
MP dmg 10enemies (huge oreal. Siuns enemy, Reduces OEF
ofall enemiesby 30%

llem(reallan, Engineering
Bomb hOI ATK: 1500 and INT 1500.

HP/MP damage 10enemy, Siunsenemy

Irem (realion, (ompoundlng
(alnpounding, tun ilnprove nern using "SpelllyPlan "
Spells lOll 0 MP for 30sel during bailie (II

Item (realion, Engineering
Bomb hOI ATK: 400

HP dmg 10enemies inarea(allieslaol

Item (reallan, (ampounding

(ampoundlng, Ian improve Ilem Uling"Spellly Plan "

oHP laups degrale lor 30leIduring bailie (II



OITAINID
(OIUIINTS

fACTORS

TreasureChell, Airyglyph
NIA
60;' HP recavery (enl,reparty)

I
OITA/NID
(OUOOS

FACTORS

lIem uealian, Campaunding
Campaunding, can imprave ilem ~ng ·SpecilyPlan ·
Heak 20 HP. .) Emalian (l)

I
OITAINID
(OUINTS

fACTORS

Treasure (hell, Maze afTnbulalians, B5F
Cannal Synrhelize; Only far Nel.
Learn °OivlneWralh ' BanleSk,lI

Shap, Macnbase
Nil
501i HP recavery

MINI-GRMES RNO
SUB-QUESTS

BESTIRRY



Rrmor

\

OITAlNED
COUINTS

fACTORS

Item Creation, Engineeing
Bomb has IN!. 300.
MP dmg. 10 enemies in Iorge area (allies 100)

OITAINED
COMMENTS

fACTORS

Item Creation, Compounding
CompoundlOg; Ion improve item using "Spe<ify Plan." Bomb
hOI IN!. BODO

MP damage 10enemy (II.Stuns enemy, Reduces OEF ofall
enemies by 30%

Item Creohon, Compounding
Compounding, can improve ilem using "Spe<lfy Plan."
Poisons enemy during bollie (I)

Item Creation, Compounding
NIA
30%HP relOyery (entlle party)

OITAINED
COMMENTS

fACTORS

OITAINED
COMMENTS

fACTORS

fACTORS

Treasure (h~I, Sphere 211 , 106leyel
Cannot Synlh~ize ; lor Sophiaon~.

learn "Southern CrOls"Symbol

Item Creation, Compounding
Compounding; Ion improve item using "Spedfy PIon "
Cur~ incop &r~tor~ up to 60%of HP/MP (2)

Item Creolion, Compounding
NIA
io Ie( inyindbihty in bollie (no ollolks)

TreOlure (h~t, Sphere 211 , IS6leyei
Connol Synthesize, for Adroy only.
learn "EmohonTorrent" Bailie Skill

Item Creolion, Compounding
Compounding; Ion improve item using "SpecifyPlan "
30%HP/MP recovery (2)

Item Creation, Compounding
Compounding; Ion improveitem using "Specify Plan:
Heals 20 Hp, ·1Emohon (I)

lreesure Chesl, Maze ofTribulolions, B6F
Cannot Synthesize; only for Albel.
learn "AirSlosh of fury" Botlle Skill

Treasure Chest, Sphere 211,169 level
Cannot Synthesize; only for Nel
Learn "SplllllOgSky" Bailie Skill



FOOD 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 osbeing ony recovery or enhoncement item thot you con 'teot inbo"le. However, there ore 0 few-very feM'-i!xceptions omongstthese items.

TreOlUre (h~l, Sphere 211 ,110Level
(annal Synthe~ue

MaxHII +4

VAl
400

Item (reollon, (ooklng

N/A
50%MP relovery

Treasure (h~l , Sphere 211 , III Level
(annal Synlh ~ile .

Max OU +4

IVA
25

NA

CHRRRCTERS



Item (reahan, Cooking
Cooking, Ian improve ,fem~ng ·Spelify Plan,·

30%MP relavery, Cures paralys~ (one persan) (I), (ures
pelnflcalion (one per lon) (I) , Iures inlap & restores up to
60%ofHP/MP. 30%probability ofbreaking (2)

Item (realion, (ooking
(ooking, Ion improve itemusing ·Specify Plan ·

(ures incop& restores up to60%01 HP/MP

90
IVA

60
IVA

" ,

VAL

4200

I '

Item (reollon, (ooking

N/A
(ures inlop&restoresup to60%ofHP/MP

Treasure (hest, Sphere 211 ,107 Level
(annal Synlhesize

Mal HP t IS~

Item (reotian, (ooking

N/A
30%probability 01breaking (2)

70
IVA

400
VAL

·1 ' I

Item (reotion, (ooking

(ooking; Ion improve item using ·SpelifyPlan,·

SO%HP recovery (3) ,

99
IVAVAL

4293



OlTlJNED
(OMIIENTl

F1ClORI

VAL

1500

Evenl, Anlienl Book i2

NIl
Mal MP ,lOll

EVl

NIA

hem (,eolian, (ooklng

NIA
1014 HP/MP lelove,y

lhop, Whipple

P,"ellle'oYe! lime (ooklng Ion 11IljlI0Yt nem UIlI19 "\petllyPIon •
100%HP ,elOve,y

BESTIRRY



30

70

EVA

VAL
3300

I •

Item (reatlon, (ooking

(ooking, ron improve item Il\ing ·SperilyPlan:
30~ HP rerOVelY (3)

Item ueotion, (ooking
(ooking, ron improve .tem Il\ing "Sperlfy Plan:
SO%HP rerovery (3)

Use Grab Bog orres\ory

NIA
(ures all HP or inropadtotes

Item (reotion, (ooking

(ooking, ron improve item Il\ing ·Spe<lfy Plan.·

SO" HP re<overy (3)

OBTAINED
(OMMENTS

fACTORS

99
EVAVAL

3943

Item (reotion, (ooking

NIA
50%HP/MP rerovery

Item (reollon, (ooking

(ooking; ron improve item Il\ing ·Spedfy Plan."

90jO MP rerovery, (ures poson (one per\Onl (I). (ures pet
rillrotion (one persen) (II, (ures inrop & restores up 10 60%
01 HP/Mp, 30%probability ofbreaking (21

EVA
I

VAL
860

1500
VAL

Event, Runir (hess
(onnot Synlhesize,

Mal ATK +2

Item ueation, (ooking

NIA
Use th~ and see whot hoppem toyour MPI

\.....J) 1--=--+-- - -.;--- -1

OBTAINED
COMMENTS

fACTORS

OBTAINED
COMMENTS

fACTORS

Rrmor

Rccessorles



hem (reolion, (ooking
(ooking, (on improve item ~ng ' Spe(lfyPlan '

30\ HP recovery (3)

Item Cleolion, (ooking
(ooking, (on implove item ~ng ' Specify Plan '

30\ HP recovery(3)

Item (reollon, (ooking

(ooking; Ion improve ,'em ~ng 'SpellfyPlan '

30" HP recovery (3)

30

30

IVA

IVA

VAL

200

200

; 1

; 1 :

VAL

: 1 '

200
VAL

Item (reollon, (ooking

(ooking, Ion ,mplove Ilem ~ng 'Spel'fy Plan '
30%HP recovery (3)

Item (reollon, (ooking

(ooking; can improve ilem u\ing ' Spec,fyPlan '
30%HP recovery (3)

OBTAINED
(OMMENII

fACTORI

OITAINID
(OMMINTS

fACTORI

OBTAINED
(OUINTS

fACTORI

OTH ER ITEMS The Items in this section foil into the miscelloneous cotegory known os ' Other Items: You con't use ony of these items on 0 chorocter in bo"le or in
the field. The mojority of the items ore minerols, gems, scrolls, and elementols thot possess factors that you con synthesize onto weapons. The others

ore items used to recruit inventors or, in the case of the Bunny Statues, improve the lives and talents of your party members simply through their
existence inyour inventory.

GElliNG STRRTED

CHRRACTERS

WALKTHROUGH

PRIVATE RCTIONS

BONUS DUNGEONS.1

moo
VAL

Evenl, Bunny ROle\
(ollnol \ell or \Ylllhe\ile.

II/A

Mop (omplele Prile

N/A
+5" Movemenl Rate (enlire porly)

OBTAINED
(OMMINTS

fACTORI

EVA

N/A
VAL

180000
Mop (omplete Prile

N/A
+5%Movement Role (enfire porly)

OBTAINED
COMMINTS

fACTORI

IVA

N/A

VAL

ooסס41

Mop (omplele Prile

N/A
·50% Movement Role lenlireporly)

OIlAINED
(OMMINTS

fACTORI



Ivenl, (Ollie Aquaria
(annal sell OI lynlhelize, Ion only be M in the Scaled
(ovemand Shrme 01 Koddan

H/A

Treasure Ch~I, Gemity

(annal sell 01 Iynlhelize.

N/A

T,easu,e (h~I, Sphere 211 , 134 Level

N/A
Addl eonh defense(Absorption)

IVA

IVA

N/A

N/A
VAL
N/A

Ivenl, UlllaLava (ave

(annol seU or Iynlhellze, Ian OI1ly be usedintheAlryg~ph Aquedul~

N/A

Trealure Ch~I , Sphere 211 , 208 Level
Allhemy; Ian improve ladOlllhrough ' SpelifyPlan.'

30" probability ofIxeaking (2), Shoo~ powerful balk 01
lighl when allolking, 1/2Allolk (21 .

IVA
N/A

VAL
NA

fACTORS

OBTAINED
(OMMINTS

Rccessorles

Valuables

Useable Items

llem (,eahon, Allhemy

(annol Improve ladarl lhrough Speu/y PIan°belare Synlhesi!
RD~C\ normal Dllolk dCl ~lon by I (II, $0%p,obab,l,ly 01
breaking (21

"CO\ore (hC\I, KnM (ovClm
(Dnnol ,mprDvefDdarllh,ough "Spe<llyPIan°be/are $yntw

RDlIe\ normal Dllolk dClIYon by 1(II •





Weepons

Rrmor

Rccessorles

" : ,
VAL
MIA

Tremure (hell, Umo(ave Temple
(annal sell or lynlhesize.
MIA

MIA
VAl

8010
Tremure (hell, Shrine of Koddon
(annal Synlhelize.
Widens enemy deleltion range on Minimop

VAl
MIA

[venl, Shrine of Koddon
(onnollell or lynlhe~ze .

N/A

UseGrab Bog AllellOry

N/A
RO~eI normal ollock dec~ion by 3

EVA

MIA

EVA

MIA



IVA

NIAISOIO
VAL

lreesure Chelt, Ruinl of 8arr

NIA
Shaall balb of lightning when ana(king

OBTAINID
COMMINTS

fACTORS

80
IVAVAL

18003

I I

Item Creation, AI(hemy
Cannat improve looDlllhr01l9h ·Spe<I~ Plan"belare Synlhelil.
Imilliang range shDlk waVeIwhen anDlking, 50\ probabil­
Ity of breaking (2)

OBTAINED
COMM!NTS

fACTORS

MATERIALS These eight items are the materials that inventors use when improving equipmentlhraugh the Specify Plan mode of Item Creation. They ore located in
ovoriety 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'l purchasethem from a shop, but there are lots of them in the treasure chests inside Sphere 211!

GETTI NG STARTED

CHARACTEAS

BESTIARY



BLES The Valuables category includes all of the items that you procure throughout the game. These are items that can't be said, used in Item (reatian, or
given away atrandom.



n TRADING CARD 3U. Sptlol TOWl:r,llevel

Ell:!:!B Ad,oy be<omM 0 ployoble choroder.

..TRADING CARD 1

.... Moonbme

B:ll:ilI Albel be<omes 0 p1oyoble [horode<.
EI TRADING CARD 2

• Sphere 211 , Hevel

B:ll:ilI Roger be<omes 0 ployoble [horlKler.

n TRADINGCARD EXIU. Moonbose

B:ll:ilI Unlotks foyl's 3P c(Klume

BESTlAAY



0 Enem\l Neme:

0 ID II:

0 T\lpe:

0 Crill cal Hil Aallo:

8 Supporl Skill Aeslslance:

0 Slalus Anomal\l Aeslslance:

0 Inslanl Dealh Aeslslance:

0 Aes lslance lo Dlslnlegrallon:

0 Speed:

~ Casllng Speed

4D Defanse

Waler -

Wlnd - @

CD HP and MP:

tD EKP and FDL :

6) LV

0 ATK, DE F, AGL , HIT, INT

4D Anl l-AllB ck Aura T\lpe:

to Drop llem:

6) HP/MP Muil ip les:

e t eeatr en:

fD Alleck Name:

fD Furu:

fD Elemenl:

€I) Allack Slrenglh:

tD Damage T\lpe:

e Dawn, Slun, Back :

f» Addilional Effecls:

Spec ial Allacks:

ENEMY DATA

I IOW TO REA D THE EI Ei' \Y DAIA EN" RIES

Tha name gluen lo the enem\l In the game.

Idenllflcal lon Number BBslgned lo each enem\l . This allows \IOU lo dlsllngulsh belween enemies wllh
lhe 88me name .

Das lgnales whelher the enem\l IS a Bass, Normal or bolh.

Percenlage of the lime lhallhe enem\l lands e Crilicel Hil during e ph\lslcal allack .

Percenlage of lime lhellhe enem\l reslsls the effecl of a support skill like Silence, elc.

Percenlage of lime lhallhe enem\l reslsls baste Slalus Anomal\l [r.e , POison , Freezing, elc.)
allacks or the SA componenl of an allack.

Percenlage of the lime lhal the enem\l reslsls Inslanl Dealh -l\lpe effecls like lhon from the Ilem
Mirac le Power.

Tells whelher or nol the enem\l can reslsllhe dlslnlegrallon effecl of llems like the Ankh of
Dism issa l. This IS marked Wllh a Y for \les or an K for no .

The enem\l 's basIc speed of mouemenl . This IS graded an a leller scale from A lo E.

This shows the enem\l 's casllng speed. Il IS graded an a leller scale from A lo E.

This shows the ab llll\l of the enem\l lo defend agalnsl allBck. Il IS graded an a leller scele from
Ala E.

This shows whal l\lpe of reslslance the enem\l has lo the four dlfferenl elemenls: V - Vulnerable
[enem\l lBkes 2K the amount of damage); H - Half [enem\l lakes half the normal amounl of damage) ;
D - Drain [enem\l recouers HP/MP equal lo the normal amounl of damege); A - Reslslenl [enem\l lBkes
no damage from the alleck).

The enem\l 's Hil POlnls and Magic POlnls .

The amount of experrence and Fol \IOU recelue when \IOU defeallhls enem\l .

The enem\l 's exper-ience leuel.

The enem\l 's Allack, Defense, AgllIl\l, Hll , Inlelilgence slals.

The l\lpe of AAA the enem\l uses , If an\l .

The Ilem[s] lhal the enem\l mlghl drop when defesled In ball Ie.

Mu il lp l\l t he HP and MP of the enem\l unth the mUlllples prou lded lo gel the enem\l 's HP/MP slBls In

Unlue rse and ~D made .

Main area In the game where \IOU can find lhls anem\l .

Names of the enem\l 's BasIc AllBcks .

Amounl of Fur\l pOlnls consumed b\l the sllBck.

ElemenlB l ellrlbule of the alleck, If an\l . The Elemenls are: Wa [Waler]; WI [Wind]: FI [Fire]; Ea [Earlh].
Slrenglh pas ILion of the allBck. Ellher S [Slrong) or W[Weak] .

Ind lcales whelher the allBck does HP dsmage, MP damege , or bolh.

This denoles the like lihood lhal one of lhen condil ions Will resull during the allBck . For lhese
fie lds , the fallOWing s\lmbols are used: CC - High; C - Auerage; T - Law.

ThiS IIsls an\l addiliona l effacls the allBck mlghl haue like POison , Fur\l Drain, elc.

These are the SpeCial AllBcks lhallhe enem\l knows and can use during the ballie. Posilion of lhe
allBck IS aleo gluen: S [Slrong]; W[Weak] : Sp [Spell]: K [Special]. SpeCial Indlcales lhallhe altack IS
nol Influenced b\l the targel's guard .
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GETTING STRRTEO

CHRRRCTERS

WRlKTHROUGH

BONUS DUNGEONS

PRIURTE RCT ION

MINI·GRMESRNO
SUB·QUESTS

ITEM CRERTION

ITEMS
RNO EQUIPMENT



LOCAIIOH(I): UrIIG Cm 1emp1t



WRLKTHROUGH

BONUS OUNGEONS

PRIVRTE RCTION

MINI·GRMES RND
SUB·DUESTS



265·2BB

2B9·312

313·36D

1.83/1."
361·3B~

3B5-~DB

11S400 NAIll

~D9-m SOCOO

11100
1110m·m 1Way

ll'Il/ 01 le!uge IC\I

m·~66
HPI MPMULTlPlEl 186/205

SPICIAI All Am :



tWll2

GETTING STRRTEO
HP/MPMulll1'LU 1.90/1.9\

S~IOAI A"Am:

CHRRRCTERS

WRLKTHROUGH

NU ll

BONUS OUNGEONS

PRIVRTE RCTION

HP IMPMUl1I~Ll\ 1.13/1.12

SPE<IAI AllAm : MINI·GRMESRNO
SUB ·OUESTS





BONUS DUNGEONS

PRIVATE ACTION

MINI·GAMES AND
SUB ·OUESTS





WRLKTHRO UGH

BONUS OUNGEONS

PRIVRTE RCTION

MINI-GRMES RNO
SUB-OUESTS



313·360

361 ·3B~ Lou_ ls): (1M 1empIe



mRLKTHROUGH

BONUS OUNGEONS

PAIURTE RCTION

MINI·GRMES RNO
SUB·OUESTS



313-360

361-3 8~

. ,
9000 HAMI

1000

120

1.I01l.1lI

\.14/1 .12



I •

35m NUll

ANTI-AnKll AUlAlYPl Hoaii1g

IIdOO rfl~1lM 14\1

HP IMPMUITl'llS
SPl(IAI AnAm :

GETTING STAATED

CHAAACTEAS

mAlKTHAOUGH

BONUS DUNGEONS

PRIVATE ACTIONS

MINI-GAMES AND
SUB-OUESTS





1.ISnJO

186/lI5

GETTING STRRTEO

CHRRRCTERS

WRLKTHROUGH

BONUS DUNGEONS

PRIVRTE RCTIONS

MINI·GRMES RNO
SUB ·QUESTS



INI 1000 SPlCIAI Anms: I lut~lim lW1; fi, Ilara (I}

DROP In. Ingelil !alt lloo\)
DH 100 HP /MPMUlnPu<IUNl'IlIIf lV I 1.50/1.50 14DlIVIL

A~TI·Ar ' . AI.,U h~. 12-l ay

I 300/300

Ilou_ (s):I\iIh«1211,192f

-lOi 24) SSii'OO.lSi11 00.ilD; l ooX~ HIn: HJ
(PA11 s.r'-XeJ -I lltfiB [f.1 H I"~l v

FUI Ell. An. DMG Tm llow~ SIU~ BAli ADu. Erx.HP lOOOOOO NUll

MP SOOIXlI

AGl I 460 IHITI 1S40

DROP IrUl lacnd [1iw 11110\1

: I

"



L10MO

RLKTHROUGH

MINI·GRMES RNO
SUB·QUESTS





1.18/114

GETTING STRRTEO

CHARACTERS

WRLKTHROUGH

BONUS DUNGEONS

PRIVRTE RCTIONS

MINI -GRMES RNO
SUB-OUESTS





WALKTHAOUGH

BONUS DUNGEONS

PAIVATE ACTIONS

MINI·GAMES AND
SUB·QUESTS





130IlOO HAMI F u~y

183/183

GETTING STRRTED

CHRRRCTERS

WRLKTHROUGH

BONUS DUNGEONS

PRIVRTE RCTIONS

MINI·GRMES RNO
SUB·QUESTS





1.13/1.13

WALKTHAOUGH

BONUS DUNGEONS

PRIVATE ACTIONS
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For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES.

Send e-mail to:
feedback@bradygames.com

Write to:
BradyGAMES
800 E. 96th Street, 3rd Floor
Indianapolis, IN 46240

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 10th anniversary, we 'd like to take this opportunity to say a
few things and extend a special invitation to you-our readers.

First ofall , THANK YOU! Whether you'rea long-time customer, or this isyour first
BradyGAMES guide, we appreciate your support. We hope that ourguides have
enhanced your overall experience when playing games. These days, completing
a game isn't just about how quickly you finish. It'sabout 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 ourguides, we'd like your help too. You 'reformally invited to tell us what
you think about ourguides. 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 ourguides in the future.
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SpeCial Thanks

Everyone here on the BradyGames staff wauld like ta extendaspeciallhanksto the I ted
folks atEnterbrain, who helped provide a lot of the informationyou'll find in this rategyguide.

In particular, we need to thank ENTERBRAIN, INC, CHOp, and Michel Mizuhashi. Thanks for all of
your support!

It takes the dedication afmany talented people to ensure the accuracy of these strategy guides.
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(copersen, Jin Kimura, and Michiko Miyazaki ofSquere-Inix, We arso need to re<ognize Yutaka
Sano for his efforts and continued suppart. Thanks everyone!
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thot can be mode through Original Creation. Every inventor in the
game is induded! IIalso details the intricacies of bonus dungeon
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