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1. Introduction

1.1 MAIN STORY ELEMENTS

Last Dream combines several important RPG elements to create an epic gaming experience:
replayability, strategy, sidequests, and storyline.

Replayability: Last Dream allows the freedom to choose any 4 character party you wish from 8
distinctive character classes. With 330 unique party variations, you’ll never run out of new experiences.
In addition to a myriad of party combinations and various selectable difficulty levels, you can also build
each character as you see fit, so the possibilities are nearly endless.

Strategy: Experience a highly non-linear RPG where the decisions you make change the world
around you. Will you gather and trade the Ancient Elven Relics for a Dorian ship, or trek through the
uncharted depths of the Woods of Despair? By virtue of the choices available in Last Dream, there are
over five hundred unique paths in your journey through the mystical land of Terra.

Sidequests: Whether you love the rush of gambling at Lucky’s Casino, the sensation of adrenaline
pumping through your gauntlet-covered veins as you stare down your opponents at Cecil’s Arena, or
even the feeling of frantically racing your Giant flightless bird to win first place, Last Dream has it all.
You’ll find much more waiting for you to explore in the world of Terra...

Storyline: Delve into a sprawling storyline spanning nearly one thousand years and experience
the world of Terra through over an hour of flashback cutscenes. Uncover the destruction of the once
grand Elven culture and the rise of Human civilization. Follow the path of a modest main character and
companions on their ascent to glory.

Note: This document contains hyperlinks which easily allow you to navigate to referenced sections. Simply
click on the bolded Section numbers to navigate to a particular section. For example, try clicking on the
bolded “1.2” in the following text: Section 1.2.




1.2 QUICK START GUIDE

When you begin Last Dream, you will find yourself at the Title Screen. You have three options:
1) New Game — Begin a new game.

2) Load Game — Continue a previously started game from your last save.
3) Quit Game — Quit the game.

Load Game

If you choose New Game, you'll be directed to the “Character Selection” screen where you can
choose your party. Your party is composed of 4 characters (though you may remove characters from
your party, see Section 4.5 for details).

CHARACTER SELECTION

PRESS "DASH BUTTON" TO SEE CHARACTER DESCRIPTION

HUNTER

ENGINEER

After you’ve selected and named your four characters, you'll be directed to the “Game Options”
screens. First, you’ll choose the Encounter Rate.




Encounter Rate

Rare
Standard

Grind

The Encounter Rate determines the number of steps between random encounters. Rare
encounters occur every ~150 steps, Standard encounters occur every ~100 steps, and Grind encounters
occur every ~50 steps.

Game Difficulty

Very Easy
Easy
Normal
Hard

Very Hard
Legendary

After choosing the encounter rate, you can choose the Game Difficulty. There are six options:
Very Easy, Easy, Normal, Hard, Very Hard, and Legendary. In Last Dream, Hard is treated as the
“standard” difficulty and monsters can be thought of as “100%” strength. In comparison, monsters are
25% strength on Very Easy, 50% strength on Easy, 75% strength on Normal, 150% strength on Very Hard,
and 200% strength on Legendary (where “strength” corresponds to the following enemy attributes: HP,
MP, ATK, DEF, INT, AGI, ACC, and CRT). PRE and MGD are scaled down on Very Easy, Easy, and Normal;
however, they are not scaled up on Very Hard and Legendary. EXP, SP, and enemy drop rates are
constant regardless of the difficulty.




Save Options

Save Anywhere

Save at Designated
Locations

No Saving in Dungeons

After choosing the game difficulty, you will choose the Save Option. Here, you have three choices:
Save Anywhere, Save at Designated Locations, and No Saving in Dungeons. If you choose No Saving in
Dungeons, then you can only save on the World Map with sleeping bags, tents, or cottages or with priests
scattered across Terra. Choosing Save at Designated Locations allows you to save at specific points in
dungeons in addition to all the locations as the previous option. If you choose Save Anywhere, you'll
have access to the save menu at any time through the main menu as well as all of the save points from
the previous two options.

Include Cutscenes?

Yes

Finally, after you’ve chosen the Save Option, you’ll choose whether or not cutscenes are included
in the game. If you choose no, then the normal cutscene prompts will no longer appear. This is intended
as an option for an experienced player who is well acquainted with the storyline. If you choose yes, you
will still have the option to decline each cutscene if you don’t wish to view it.




Show me your basic movement: skills by moving to the
location of the blue, green, and red hexagrams I have
created.

>

Josh - Game Mechanics Expert

After choosing all of the Game Options, you’ll be able to play through a short tutorial, if you wish.
In the tutorial, movement, treasures, and more advanced game concepts are discussed. If you aren’t
familiar with RPGs, the tutorial is time well spent. After the tutorial, you can view the opening cutscene
(if Cutscenes are ON). In the end, you’ll find yourself outside a small town where your journey begins.

New Game

Reborn
Load Game

When you complete Last Dream, you’ll have the opportunity to save your game after the end
credits. If you do so, you can continue your game in either a New Game + or a Reborn game. In the New
Game +, your Collections and Achievements will be transferred whereas your equipment, money, and
items will be erased. In a Reborn game, you will start a new game with all of your equipment.
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2. Gameplay Elements

Last Dream is a Role Playing Game (RPG) inspired by the original Final Fantasy as well as other
NES and SNES era RPGs. As already discussed (Section 1.2), the player selects the composition of his 4
character party from any combination of the 8 character classes. Each party might have a different
path/strategy to completing their adventure. Like most classic RPGs, encounters with enemy groups on
the World Map and in dungeons are generally random and the average number of steps between
encounters may be set by the Encounter Rate option (see Section 1.2). However, the encounter rate is
doubled when traveling through forests or bushes on the World Map. There are several occasions (most
notably the Old Alexandrian Outpost and the Hunter’s Guild targets) when encounters are deterministic
and controlled by the player and the enemy running into one another.

Last Dream does not just emulate NES and SNES era RPGs; it has incorporated and improved upon
many of the best elements of old school RPG games to give Last Dream incredible depth. Do you enjoy
a non-linear world in which you have many options? Do you want to try out different parties? For
example, you could select a physical-based party or a magical-based party and have completely different
battle experiences. What about taking the same party twice, but building each differently as they level
up? Below are descriptions of the various gameplay elements of Last Dream — from player controlled
character development and skill selection to in-game puzzles and achievements.

2.1 MULTIPLE DUNGEON PATHS & OPTIONAL DUNGEONS

The journey you'll experience in Last Dream is highly non-linear. Your first major choice occurs
once you gain access to the Central Continent. To acquire a Ship and sail the vast oceans, you can either
gather two ancient Elven relics for the Relic Collector of Doria or traverse the Woods of Despair and earn
such renown that the King of Doria enlists your help. These two paths are completely unique with no
overlap although, if you choose, you can experience both paths in a single game and earn extra rewards.
Later, when you’re tasked with acquiring the shards of the Ultima Crystal, you can choose the order in
which you acquire the four shards. Any order is acceptable and the enemies and treasures you’ll
encounter in each dungeon are unique. How will you escape from the Pandora Castle dungeon? Through
the jail cell door or will you mine your way out? How will you slay the Kraken? Which offering and trial
will you choose in the Magi Towers? Will you take on several battalions of the Pandoran military by
yourself or will you call on Atticus and the Spartans for help? While there is often not a “right” or “wrong”
choice, the optimal choice is frequently dependent on your party composition and character builds.

Throughout Last Dream, there are many dungeons which are completely optional. You may wish
to explore these dungeons to gain additional treasures or gather specific monster remains for synthesis.
One special dungeon with unique properties is the Abyss. The Abyss will truly test your strategizing skills
because you'll always enter at Level 1. If you delve deep enough into the Abyss, you'll find treasures
beyond your wildest dreams.




2.2 LEVELING UP: ABILITY POINT SYSTEM

One of the most important aspects of Last Dream is the ability to build characters as you see fit
through the Ability Point (AP) system (described in detail in Section 3.3). Upon leveling up, many RPGs
increase your character’s attributes in a pre-defined manner (e.g. ATK +2, DEF +1, etc.) for each class. In
Last Dream, you have the power to determine your character’s attributes. Upon each level up, you’ll gain
a pre-determined amount of AP (starting at 40 AP and increasing upon each consecutive level up) which
can be allocated to ten character

ACC, CRT, PRE, and MGD — see Section

3.2 for more information on the |EEEEIEHRING Knight
character attributes) as you see fit. —

In addition, each character Attribute Cost Rate Current Status
attribute has an AP cost and rate by C 0 HPp 30
which the attribute is increased when , 6 +3 0/1000 MP
a point is spent on that attribute (seen ATK +1 0/1000 ATK
in the screenshot to the right). Note =F +1 0/100C DEF
that only HP and MP have a rate higher [N ; +1 0/100C INT
than 1. Meanwhile, the AP cost of each AGI 6 +1 0/1000 AGI
character attribute varies depending ACI ' +1  0/1000 ACC
on the character class. For example, CRI L 0/1000 |} CRT
ATK is a relatively “cheap” attribute for 0y 00 A5
a Knight whereas INT is expensive. In et
comparison, INT is cheap for a White
Mage while ATK is expensive.

=
(@)
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2.3 LEARNING SKILLS: SKILL POINT SYSTEM

Just like experience, characters gain Skill Points (SP) in each battle they fight (and live). Unlike
experience, Skill Points are not shared between the party. For example, a single character defeating an
enemy group acquires 4x more EXP than each character in a four character party that defeats the same
group. Meanwhile, a single character gains the same amount of SP from the battle as each character in
a four character party defeating the same enemy group. Characters can use their SP to acquire new skills
which they can use in battle (see Section 3.4 for more details on the skills each class can learn).

Every skill requires a pre-defined amount of SP to learn. In addition, many skills have pre-
requisites such as other skills or a particular level requirement in order to learn the skill. The first physical
skills cost 100 SP whereas magical skills (spells) start at 40 SP and both increase to 50,000 SP at Level 50.
When a character learns a new skill, it is automatically equipped to a skill slot so that it can be used in
battle. Each character class has a limited number of skills slots that slowly increases throughout the
game. If the number of skills you’ve learned exceeds your number of skills slots, you’ll have to replace
certain older skills in your skills slots in order to use the newer, more powerful skills.
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Each character class has
unique skills that are available only to
that class (or at most one other class).
For example, Smite and Berserker are
special physical skills available only to
the Knight and the Gray Mage. Skills
that are shared between many classes
(e.g. Gym Rat) are often passive skills
meaning that they cannot and need
not be used in battle for them to be
effective. Furthermore, Passive Skills
don’t need to be equipped and their
effect is instantly felt upon learning
them. Passive skills generally increase
a particular character attribute (e.g.
ATK) although some allow for special
abilities such as Tunneling and Taming
Giant Moas. See Section 3.4 for more information on the various skills.

+3 STR, +3 ACC, +1 CRT

Press Shift to view skill | =<  learning Datar >>
< JP Cost 500 SP
D Required LV, level 4
Required Skills
¥ Gym Rat (passive) 100 SP
-Focus (passive) 100 SP

2.4 PUZZLES

There are 50 puzzles scattered throughout the world of Terra.
Oddly enough, no enemies are present in these regions, though some
puzzles do have “enemies” that cause the puzzle to reset if they touch
you (causing no physical damage to your party). Each puzzle will test
your wits building from a simple puzzle in the Oakwood Sewer to the
mind-bending puzzle in the Great Southern Marsh. Nearly all of the
puzzles are unique although a few build upon a previous puzzle in a
more complicated fashion.
Some puzzles will test your geometric skills, others will test
your memory, and finally, others will test your mathematical acumen.
Once you acquire the Ship, you can visit the Puzzle Master who will
reward you for every 5 puzzles that you complete. If you manage to
complete all 50 puzzles, you will be handsomely rewarded.
The puzzle to the right is located in the Dread Woods. Here, you
must isolate the yellow blocks and push them south to the four yellow
hexagrams. If you're successful, the spikes will lower and you’ll gain & . .
access to two magnificent treasures. If you make a mistake, you can reset your progress using the
mysterious white clouds located near the entrance and the wooden sign. Note that the puzzles only
sometimes tell you the objective required to solve them; however, it is usually obvious, and if it is not,
then that is part of the challenge!




2.5 BATTLE MACROS

To avoid extra tedious battle commands, Last Dream includes a Battle Macros sub-menu where
you can pre-define a set of commands for your entire party which can be called in battle to quickly issue
instructions. Note, however, that battle macros do not allow you to attack specific enemies in specific
ways. A common early Macro is the “all attack” macro which simply issues a physical attack to each of
your four party members. Later, as your party members learn new skills and acquire new items, you can
choose to use a particular skill or item. Finally, if you simply want to protect a character, they can use
the “Defend” command (a.k.a. guard) to put them in a defensive stance that only takes half damage. You
can set up to five unique macros which can be redefined at any point during the game.

2.6 PARTY ROWwsS

Another element of strategy in Last Dream involves the row in which you place each character.
The row determines the odds that a particular character will be targeted. Characters in the front row are
targeted more often than those in the back row while characters in the middle row are targeted at an
intermediate rate. Proper use of rows to protect weaker characters is an important piece of battle
strategy. See Section 8.1 for all the gory details on how the enemy chooses which row to target during
combat.

2.7 ACHIEVEMENTS

To help players get the most out of their gaming experience, Last Dream has over 200
Achievements ranging from collecting all of the treasures on a specific Terran continent to completing
the game without using an Inn. It is impossible to complete all of the Achievements in Last Dream in a
single playthrough and you’ll have to use the New Game + option (see Section 1.2) to acquire them all
over multiple playthroughs.

2.8 COLLECTIONS

To aid you in acquiring all of the Achievements in Last Dream, you’ll need to often check the
Collections menu which tracks the number of treasures you’ve collected from every dungeon and town,
the number of different species of fish you've caught, recipes and synthesizable equipment collected
among other records. All of the items in the Collections menu are continued between New Game +
playthroughs. For example, if you acquire 460 treasures in your first playthrough, those treasures will
still be recorded in your second playthrough and you’ll only have to acquire the other 435 treasures in
order to acquire all of the Treasure Collection Achievements.




2.9 FISHING

An immersive mini-game in which you can participate throughout Last Dream is fishing. Fishing
docks are scattered around Terra where you can buy bait and then cast your line in hopes of a bite. At
the beginning of the game, you’ll acquire an OIld Fishing Pole from the Long-haired Fisherman in
Oakwood. Once you have a Fishing Pole, I
you can head to the Oakwood Dock, buy
some bait, and then try to catch some fish.
At first, you will be limited to catching
Saltwater Fish and only small ones at that.
Saltwater Fish will restore HP and MP to
either a single character or the entire —— L ERY , .
party. Better bait will catch larger fish
which  have  improved restorative R Thin Fishing Pole
properties. To catch very large fish, you'll . Strong Fishing Pole
have to synthesize better fishing poles by J| More Poles
catching certain fish and defeating certain
enemies.

When you acquire the Deluxe Rod,
you can visit special Docks scattered
around the world where Icewater and
Freshwater fish live. These fish have special properties. Icewater fish have explosive properties and
Freshwater fish have tonic-like properties. Finally, the best fishing pole, the Master Rod, catches special
fish at the Icewater and Freshwater fishing locales that can miraculously resurrect characters. Note that
the Master Rod requires special bait that cannot be bought and requires synthesis from powerful
monster remains. For additional details on fishing, see Section 4.6.

Which fishing pole do you want te use?

2.10 SYNTHESIS

Sometimes, normal equipment just isn’t good enough and you’ll need to head to the local
Synthesis Shop to create better equipment. To create new equipment, you’ll need to find the Recipe for
a piece of equipment (e.g. Recipe for Blaze Sword). Recipes are scattered in treasure chests throughout
dungeons, available for purchase from townspeople, and also given as rewards for certain sidequests.
When you’ve acquired a Recipe that you want to synthesize, head to a Synthesis Shop (most towns have
one) and talk to the Synthesizer. In the Synthesis Shop, all of your Recipes will be displayed in the lower
left pane. In the lower right pane, the required items to synthesize that specific item are displayed. For
example, in the image on the next page, the required items to create a Mid-Potion are 30G (G = gold
pieces), 2x Goblin Scales, and 1x Potion. If you don’t have the required number of items or gold, those
items will be grayed out in the menu.

Most of the recipes you’ll find are for new pieces of equipment which follow a fairly simple
formula. To synthesize each equipment recipe, you’ll need a piece of base equipment (always of the
same type as the Recipe), monster remains from one or more enemies, and some gold. Generally, the
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limiting factor in synthesizing a piece of equipment is the monster remains. You’ll have to fight many

battles to acquire the monster remains that you
equipment. Unfortunately, this competes with

your primary source of gold: selling monster |Eysrsees e
remains. Selling monster remains is so profitable
that you’ll actually be stalked by a man known as |BESRERZEEN J . Knight

Recipes Known: 1
or Mid-Potion

the Monster Remains Collector who will offer to
buy all of your monster remains (or everything in
excess of 15). Fishing can be a good source of gold BCebmEel
to replace the money lost from using monster e

remains to synthesize new equipment; however,
the lost income is always worth it because
synthesized equipment is generally ~2 tiers
stronger than the base equipment. You can battle
your way through Terra at much lower level if you wisely synthesize equipment.

2.11 LOCK PICKING

The citizens of Terra are protective of their valuables and nearly always keep them in locked
chests. To steal treasures from these locked chests, you’ll have to attempt to pick the lock. Without a
Thief in your party, every chest opened in towns will increase your Wanted Level by 1% (starts at 0%)
and this Wanted Level is worldwide. Each time a chest is opened, the probability of guards discovering
your actions is equal to your Wanted Level. Guards increase in strength in each consecutive city. For a
price, the Thieves’ Guild in Doria will remove your Wanted Level by bribing all the officials across the
world. If you have a Thief in your party, you can steal treasures in towns with impunity and you will never
be caught by the city guards when you have a Thief picking the lock.




3. Characters

As discussed in Section 1.2, your party is composed of 4 characters as picked by the player. The
following sections describe the unique properties of each character class, the character attributes (stats),
the specifics on how each class levels up, and finally, the specific skills each class can learn during their
adventure.

3.1 CHARACTER CLASSES

There are 8 character classes that may be selected to compose a 4 character party. Characters
may be repeated (e.g. 4 Knights is a legitimate party). Each character has equipment they can use,
various character attributes that can be increased (Attack, Defense, etc.), and skills (some unique to
his/her class, others shared by several classes). Skills can be learned once a character has achieved a high
enough level by using Skill Points (SP) acquired through combat or buying SP orbs in town.

Character Classes

Initial Class Class Upgrade Unique Skill

Knight [KN]
Monk [MO]
Thief [TH]
Hunter [HU]
Gray Mage [GM]
White Mage [WM]
Black Mage [BM]
Engineer [EN]

Dark Knight [DK]
Blackbelt [BB]
Ninja [NJ]
Beast Tamer [BT]
Sage [SG]
Priestess [PR]
Warlock [WL]
Physicist [PH]

Human Shield
Fists of Fury & Cleanse

Steal & Greed

Scan Enemies & Tame Moas

Some White & Black Magic
White Magic

Black Magic
Tunnel, Item Boost, Grenadier

The 8 character classes are listed in Table 1 along with their class upgrade and (some of) their
unique abilities. One of the Knight’s unique skills is Human Shield which increases his defense and causes
the enemies to preferentially attack him instead of his fellow party members. The Monk on the other
hand has Fists of Fury which allows him to strike the targeted enemy multiple times dealing massive
amounts of damage and Cleanse which makes him 100% immune to status effects. For the Thief, it’s all
about the Benjamins — Steal is obviously used to take items off enemies in combat and Greed gives your
party money after each battle. The Hunter has two unique skills: Scan and Beast Tamer. Scan allows her
to scan enemies while at the same time increasing the effectiveness of your party’s attacks. Beast Tamer
allows her to tame the wild Giant Moas so that your party may ride them quickly across continents and
avoid random encounters. The Mage classes can perform powerful White and/or Black magic.
Meanwhile, the Engineer can learn Tunnel which allows your party to use various tunnels under barriers
on the World Map and in dungeons, Item Boost which increases the effectiveness of items such as health
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potions, and Grenadier which greatly increases the damage that bombs do when used by the Engineer.
All of the skills that each character class can learn are shown below in their respective sections for
reference; see Section 3.4 for more details on all the skills.

As mentioned earlier, the equipment that a character can equip varies by their class. For example,
Knights can equip heavier armor and weapons, while Mages can equip robes and staffs. For the complete
list, see the table below. Note that while the Thief cannot use swords, spears, or shields, the Ninja (the
Thief’s class upgrade) can use these pieces of equipment. For a complete, detailed list of all the
equipment in the game (including the attribute bonuses the equipment confers) see Sections 7.4, 0, and
7.7.

List of Equipment Types and Which Classes Can Equip a Given Type

Equipment Who can Equip
Swords KN, GM, NJ
Knives KN, TH, GM, WM, BM, EN
Axes KN
Spears KN, GM, NJ
Whips TH, EN
Bows HU, EN
Staffs GM, WM, BM, EN
Breastplates KN, HU, TH, GM
Robes GM, WM, BM, EN
Shields KN, GM, NJ
Cloaks MO, TH, GM, WM, BM, HU, EN
Hats GM, WM, BM, EN
Helms KN, HU, TH, GM
Gloves MO, TH, HU, GM, WM, BM, EN
Gauntlets KN, MO, TH, HU, GM
Shoes MO, TH, HU, GM, WM, BM, EN
Boots KN, MO, TH, HU, GM




3.1.1 The Knight (Dark Knight)

The Knight (which can upgrade to a Dark Knight during the game) is a physical damage dealer and
absorber with easily increased attack and defense stats. His natural stats are enhanced by his ability to
wear heavy armor and use shields. A Knight should ideally be positioned in the front row so that he can
take damage that would otherwise kill weaker classes such as Mages. For weapons, the Knight can use
swords, axes, spears, and knives. His natural strength allows him to use shields which drastically increase
his defense. He is able to wear heavy armor and helms to further boost his defense. Because of his
tremendous physical assets, the Knight lacks any special abilities such as the Hunter’s ability to tame
Giant Moas or the Engineer’s ability to tunnel; however, he does have many offensive and defensive
skills (given below) that he can learn as he gains Skill Points during battle.

Gym Rat

+2 ATK

Hardiness

+2 DEF

Focus

+2 ACC

Evasion

+2 AGI

Smite

Attack & Stun

Veteran's Scars

+25 Max HP

Adv. Combat

+3ATK, +2 ACC

Leadership

+5 PRE

Critical Strike

+4 CRT

Nimbleness

+3 AGI & ACC

Berserker

Attack 3 times

Harden Skin

+5 DEF

Magic Training

+30 MP, +3 INT

Taunt

Enemies attack user

Warcry

+10 ATK, PRE, INT to party

Defender

+30 DEF & +10% DEF to ally

Zeal

Attack all enemies

Healthy Living

+50 HP & +25 MP

Demoralize

-35% PRE to enemy party

Steroids

+10 ATK

Magical Defense

+30 MGD & +10% MGD to ally

Destroy Armor

Attack & -25% Enemy armor

Adamantine Vest

+30 DEF, 2xM ax HP for battle

Groundslam

Attack all, paralyze, -10% ATK

Mana Surge

+20% INT & Half MP Cost

Human Shield

2xDEF & Enemies attack user

Offensive Master

+10 ATK & ACC

Defensive Master

+5 AGl, DEF, MGD, PRE

Crush

250 + 2xNormal DMG attack

Dark Ward

2xMGD

Whirlwind Massacre

Attack 5 times

Devastation

250+5xNormal DMG attack




3.1.2 The Monk (Black Belt)

The Monk (which can upgrade to a Black Belt) is a master of bare-fisted fighting. He has a natural
resistance to status effects and does not need (nor can he carry) most weapons or armor making him a
very inexpensive character. Although he is initially weaker than the Knight, he can do more damage at
higher levels because of his special Passive skill Fists of Fury which allows him to attack an enemy multiple
times. Note that Fists of Fury does not stack with other active attack skills (e.g. Roundhouse Kick, Chakra)
meaning that these skills do not hit the enemy multiple times based on the Monk’s ACC. Another special
skill, Cleanse, available to the Monk after the class upgrade to Black Belt makes him completely immune
to status effects (prior to learning Cleanse the Monk has an increased resistance to status effects
compared to the other classes). He generally has only moderate defense, but can be built to have very

high HP.

Gym Rat

+2 ATK

Hardiness

+2 DEF

Focus

+2 ACC

Evasion

+2 AGl

Roundhouse Kick

Attack & Confuse

Defensive Stance

+5and +5% AGI & DEF

Adv. Combat

+3 ATK, +2 ACC

Leadership

+5 PRE

Critical Strike

+4 CRT

Nimbleness

+3 AGl & ACC

Leg Sweep

1.5xDMG & Stun

Sidestep

+500 ACGI & +10 PRE for battle

Magic Training

+30 MP, +3 INT

Black Arts Defense

+7 MGD

Concentration

+8 ACC

Double Attack

Attack two random enemies

Silence Strike

Attack all, half DMG & Silence

Healthy Living

+50 HP & +25 MP

Fists of Fury

# attacks = 1 + (ACC+rand(25))/50

Healing Trance

+200 HP/turn for 5 turns

Strength of Spirit

Restore 3% HP per turn

Precise Strike

+12 CRT

Ninja

+5 AGl, ACC, PRE

Mana Taint

Damage enemy MP

Jujitsu

Attack DMG = 2x(ATK+ACC)

Agile Strike

Attack DMG scales with AGI

Lightning Reflexes

Prevents enemy criticals

Chakra

Attack 3 enemies

Cleanse

Immune to status effects

Offensive Master

+10 ATK & ACC

Fast Attack

Always attack first

Giant Killer

Reduce enemy HP by half

Enter the Dragon

+100 ACC for battle

8th Degree Black Belt

Criticals do 2.5xDMG

Dragon Fists

+100 ACC

Nirvana

+100% DEF & MGD for battle




3.1.3 The Thief (Ninja)

The Thief is the key to a strong economy. His true strengths lie in his ability to steal from enemies,
to pick locks in town without arousing the guards’ suspicions, and finally in his passive skill, Greed which
gives you extra gold for every battle you win. Before the class upgrade, the only weapons that the Thief
can equip are the knife and whip; however, he can equip heavier armor allowing his defense to be higher
than the Engineer’s. The Ninja can also equip swords, spears, and shields. The Ninja’s late game physical
defense is behind only that of the Dark Knight and Sage.

Gym Rat

+2 ATK

Hardiness

+2 DEF

Focus

+2 ACC

Evasion

+2 AGI

Steal

Chance to steal item fromtarget

One Jump Ahead

+2 PRE & +3AGI

Adv. Combat

+3 ATK, +2 ACC

Leadership

+5 PRE

Critical Strike

+4 CRT

Nimbleness

+3 AGl & ACC

Hamstring

Normal Attack & Weakens target

Healing Steal

Steal and Heal party

Magic Training

+30 MP, +3 INT

Smoke Bombs

40% Normal DMG & Blinds all

Concentration

+8 ACC

Greed

+5xParty Level Gold per battle

Backstab

Always hits & doubles CRT

Silence Strike

Attack all, half DMG & Silence

Healthy Living

+50 HP & +25 MP

Mug

Steal & Normal Attack

Behind Enemy Lines

Weakens all enemies

Precise Strike

+12 CRT

Ninja

+5 AGl, ACC, PRE

Poison Dagger

2x Attack with Poison/Confusion

Bxpert Thief

Steal from all enemies

Agile Strike

Attack DMGscales with AGI

Lightning Reflexes

Prevents enemy criticals

Throwing Stars

Attack all; DMGscales with ACC

Runaway

+50 AGI to party

Offensive Master

+10 ATK & ACC

Fast Attack

Always attack first

Giant Killer

Reduce enemy HP by half

Initiative

+10 PRE & AGI

Assassinate

Mug with 50% chance to kill

Slash and Grab

Attack and steal from all enemies

Dancing Daggers

3x Attack all & steal

His base parameters build at moderate cost, but he can increase his agility (AGl) and preemption

(PRE) very quickly making him important for running from enemies or getting preemptive strikes on
enemies. As described in Section 2.11, the Thief has the ability to pick locks in towns as well some doors
in dungeons. The Thief also has the ability to steal in battle. The success for each steal attempt scales
with the Thief's AGI divided by the target enemies’ AGI. The Thief can also get higher level steal
commands that also deal some percentage of his normal damage or heal the party.




3.1.4 The Hunter (Beast Master)

The Hunter’s strengths, unlike most other classes, lie outside the battlefield. The Hunter is a

mediocre warrior who can only use bows, but she is able to wear heavier armor which makes her a good
choice for the Front or Middle rows in battle. The Beast Master does not gain access to any additional
weapons or armor. The Hunter’s real value lies in her ability to scan enemies (thus enhancing the damage
output of the rest of your party) and tame Giant Moas (thus allowing faster and safer travel on the World

Map).

100

Gym Rat

+2 ATK

Hardiness

+2 DEF

100

Focus

+2 ACC

Evasion

+2 AGl

100

Scan

Scan, +10 ACC to party

Slow Enemy

-20% PRE, AGl, -10% ACC

500

Adv. Combat

+3 ATK, +2 ACC

Leadership

+5 PRE

500

Critical Strike

+4 CRT

Nimbleness

+3 AGlI & ACC

500

Critical Scan

Scan, +25% CRT to party

Beast Tamer

Allows taming of Moas

500

Hamstring

-10% ATK & DEF, -25% AGI

2000

Magic Training

+30 MP, +3 INT

Smoke Bombs

40% Normal DMG & Blinds all

2000

Concentration

+8 ACC

Sleeping Darts

25% Attack, 60% to sleep

2000

Lifesteal

50% DMG returned to your HP

4000

Silence Strike

Attack all, half DMG & Silence

Healthy Living

+50 HP & +25 MP

4000

Meta Scan

Scan all, buffs party

Healing Trance

+200 HP/turn regen state

4000

Strength of Spirit

+3% HP Regen

4000

Native

25% more drops fromenemies

6000

Steroids

+10 ATK

Moa Master

Moa evades all encounters

6000

Precise Strike

+12 CRT

6000

Toxic Darts

75% DMG w/Paralyze & Poison

8000

Agile Strike

Attack DMGscales with AGI

Forest Cure

Cures all non-fatal status effects

8000

Ultra Scan

Scan all, buffs party

12000

Offensive Master

+10 ATK & ACC

Defensive Master

+5 MGD, DEF, PRE, AGI

12000

Deadly Accuracy

+20 CRT

Healing Herbs

Heals party for 250 HP

25000

Rain of Death

75% DMG with status effects

50000

Hunter's Poultice

Heals status effects & 500 HP

As mentioned earlier, the Hunter has two special skills: Scanning (Scan, Critical Scan, etc.) and

Taming (Beast Tamer and Moa Master). The Scan skill can be learned early in the game (with upgrades
at higher levels) and allows you to view enemy parameters such as HP, MP, etc. while in battle as well
as in the Bestiary. In addition, Scan also shows enemies’ elemental weaknesses and what items (if any)
can be stolen from them. Perhaps most importantly for the experienced player, higher levels of Scan
give the party different bonuses against the enemy or enemies that were scanned. Note that each bonus
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can stack on each other so that if the Hunter casts Ultra Scan and Meta Scan then the entire party will
receive +50% CRT (along with other bonuses) for the entire battle. As one can imagine stacking several
Scans is incredibly powerful.

Beast Tamer allows the Hunter to tame Giant Moas which are gigantic flightless birds (located in
several breeding grounds around the World Map) which, when tamed by the Hunter, can be ridden by
the entire party. When riding a Giant Moa, the party moves faster and the encounter rate is cut in half
on normal grassland, desert, and badlands and reduced by a factor of 4 in forest and bushes. This means
that the encounter rate on a Moa is independent of the terrain. Furthermore, once the Hunter learns
Moa Master, your party will avoid all encounters while on a Giant Moa making travel around the World
Map much quicker.

3.1.5 The Gray Mage (Sage)

The Gray Mage is a jack-of-all-trades. Not only is he the only character capable of using both the
White and Black Arts, but he is also the only character able to learn physical skills and magic spells. He is
also an excellent warrior since he can equip heavy armor, shields, swords, spears, and knives. Note that
he is the only class other than the Knight that can initially equip a shield. The fact that he can learn
several powerful, early physical skills (e.g. Smite and Berserker) as well as early spells (e.g. Ice 2, Thunder
4) adds to his early game abilities. However, while he is able to learn many Physical and Defensive skills
as well as both White and Black spells, he does not have his own unique physical skills.

The Gray Mage is best built as a class that tends heavily toward either physical or magical skills.
If he is split evenly between magical and physical types, he will end up weaker than either of the two
types. He is best as a Paladin-type class that acts as a Knight with some healing or buffing capabilities or
as a Defensive Mage who can annihilate foes with magic spells but still boost his own defense with
Knight-like skills such as Adamantine Vest.




Fire 1

~30 HP damage to one enemy

Cure 1

+30 HP to one ally

Thunder 1

~30 HP damage to one enemy

Swift

+5 & +10% AGI to one ally

Blind

Blinds enemy party

Ice 2

~30 HP damage to enemy party

NullFire

+50% fire resistance

Sleep

Puts enemy party to sleep

Loosen

Cures paralysis/stun

Purify

Cures poison

Wind 3

~60 HP damage to enemy party

Cure 2

+100 HP to one ally

Paralyze

Paralyze enemy party

NullThunder

+50% thunder resistance

Weaken

-10% DEF to enemy party

Wind 4

~100 HP damage to enemy party

Life 1

Revive one ally with ~50 HP

Thunder 4

~100 HP damage to enemy party

Nullice

+50% ice resistance

Warp

Allows leaving dungeons

Silence

Enemies can't use magic

Doom

Kill one enemy

Cure 3

+250 HP to one ally

Ice 5

~160 HP damage to enemy party

Amplify

Cures silence

NullWind

+50% wind resistance

Vampirism

Absorb 200 HP from enemy

NullDark

+50% dark resistance

Genius

+40 & +20% INT to party

Fast Cure

First action +250 HP to one ally

Fire 7

~350 HP damage to enemy party

Cure 4

+500 HP to one ally

Mana Sacrifice

Distribute MP to allies

Sentinel

+30 &+10% DEF to party

Juggernaut

+30 & +10% ATK to one ally

Fast Life

First action Revive with +250 HP

Merton

~1,000 HP damage to enemy party

Citadel

+30 & +10% DEF, MGD to party

Rebirth

Revives party with ~100HP

Hell Fire

Gym Rat

~750 Fire DMGto all enemies

+2 ATK

Hardiness

+2 DEF

Focus

+2 ACC

Evasion

+2 AGI

Smite

Normal Attack + 40 DMG & Stun

Defensive Stance

(+5 & 5%) AGI & DEF

Adv. Combat

+3 ATK, +2 ACC

Leadership

+5 PRE

Critical Strike

+4 CRT

Nimbleness

+3 AGl & ACC

Berserker

Attack 3 times

Magic Training

+30 MP, +3 INT

Black Arts Defense

+7 MGD

Concentration

+8 ACC

Warcry

+10 ATK, PRE, INT to party

Magical Imbue

Attack DMG =50 + 4xINT

Healthy Living

+50 HP & +25 MP

Silence Strike

Attack all, half DMG & Silence

Healing Trance

+200 HP/turn for 5 turns

Zeal

75% Attack all enemies

Destroy Armor

Normal Attack with -25% DEF

Magical Defense

+30 MGD & +10% MGD to ally

Steroids

+10 ATK

Mind Drain

DMG MP = 3xINT-(DEF+MGD)

Mana Surge

+20% INT & Half MP cost

Offensive Master

+10 ATK & ACC

Dark Ward

+100% MGD




3.1.6 The White Mage (Priestess)

The White Mage is the best healer in the game as she excels in the art of recovery by both
restoring HP and curing adverse status effects. Her support spells are mostly defensive in nature (e.g.
NullAll, Immortal, Citadel) and are invaluable during battle; however, one must not overlook Blessed —
one of the most powerful stat boost skills in the game adding to both offensive and defensive stats. In
addition to her healing and support spells, her White Arts are the bane of the undead; she can single-
handedly destroy entire groups of undead enemies with her Holy spells. Besides the Gray Mage, the
White Mage is the only character that can learn to resurrect characters outside of towns. See Section
3.4: White and Black Arts for the complete list of the many spells available to her.

The only weapon she is able to wield is the staff and she can only equip light armor such as robes
and hats. This makes her physical attack and defense quite low and, due to her low natural defense, she
should likely stay in the back row in battle.

3.1.7 The Black Mage (Warlock)

The Black Mage is a master at destroying large groups of enemies with his potent Black Arts that
(often) target all enemies. His damage output can surpass even the Knight and Monk, but his spell-based
damage is not unlimited like their physical attacks. His weakness is his limited amount of Mana Points
(MP) which constrains him to have to pick and choose which enemies he wants to annihilate. In addition,
the Black Mage is the only character (except the Gray Mage) capable of learning Warp which allows the
party to leave dungeons in the same way as a Warp stone. See Section 3.4: White and Black Arts for the
complete list of the many spells available to him.

He can only wield a staff and wear light armor such as hats and robes and thus, like the White
Mage, this makes his physical attack and defense quite weak. Therefore, he should also remain in the
back row during battle. Despite his weak physical defense, he can be built to have a very high magic
defense which will protect him from enemy magic.




3.1.8 The Engineer (Physicist)

The Engineer is another utility character who can only wield bows, knives, and whips and wear
light armor such as robes and hats. In addition, he can also learn several powerful attack skills which
scale with INT instead of ATK (e.g. Debate, ICBM). He is therefore an average attacker with below average
defense; however, the Engineer has several skills and unique abilities that make him a great support
character. On the skill side, he can learn Bio Lab which can heal the entire party, and Null Magic which
substantially reduces the damage taken by magic attacks for the party. His unique abilities include
tunneling, increasing the effectiveness of certain items and bombs, and increasing the experience gained
during battle.

Throughout Terra there are a myriad of tunnels that may or may not provide shortcuts (or paths
to hidden treasures) through dungeons or on the World Map. Only the Engineer has the expertise and
ability to navigate these dangerous tunnels once he has learned the Tunneling skill. Some tunnels are so
treacherous that they require the Engineer to know Advanced Tunneling. Additionally, the Engineer can
boost the effectiveness of certain items and bombs. Item Boost doubles the amount of recovery (HP or
MP) done by potions (Advanced Item Boost triples the amount). In order to double the amount of
damage done by bombs (costly single-use weapons that hit all enemies), the Engineer must learn
Grenadier. Finally, once the Engineer learns Intense Study he may increase the EXP earned by the entire
party during a single battle by 10%. This can substantially increase the EXP earned during boss fights and
increase the rate at which the party levels up.

Gym Rat +2 ATK Hardiness +2 DEF
Focus +2 ACC +2 AGI
Party can use simple tunnels 2x effect using items in battle
+3ATK, +2 ACC +5 PRE
+4 CRT +3 AGlI & ACC
+25% PRE to entire party +10% EXP for party
+30 MP, +3 INT 40% Normal DMG & Blinds all
2xDM G from bombs (+15, +10%) DEF to all

Evasion

Tunneling Item Boost
Adv. Combat
Critical Strike

Sensor

Magic Training

Grenadier

Leadership

Nimbleness

Intense Study
Smoke Bombs
Fortify

Magical Imbue

DMG = 50 + 4xINT - (DEF+MGD)

Healthy Living

+50 HP & +25 MP

Advanced Tunneling

Party can use advanced tunnels

Genetic Engineering

Each character gains a level

Steroids

+10 ATK

Magical Defense

(+30, +10%) MGD to one ally

Debate

Attack all DMG=2xINT, confuse

Bio Lab

Heals 300 HP to one ally

Mind Drain

DMG MP= 3xINT-(DEF+MGD)

Mana Surge

+20% INT & Half MP cost

Advanced Alloy

-50% weapon weights for party

Null Magic

50% resistance to all elements

Offensive Master

+10 ATK & ACC

ICBM

DMG=250+4* INT-(DEF+MGD)

Advanced Item Boost

3x effect using items in battle

Stronghold

+50% DEF to entire party

Megaton Bxplosion

Attack all DMG~= 1,500




3.2 CHARACTER ATTRIBUTES

Each character has a total of 10 attributes which can be increased upon leveling up through the
Ability Point (AP) distribution system (see Section 3.3). Additionally, most of the attributes can be
increased either by items or, temporarily, by skills in battle. The attributes affect many aspects of the
game; for the specific equations on how, see Chapter 8: Game Mechanics Equations.

MAX HP

Maximum Health Points: MAX HP is the maximum HP a character can have (barring the
use of items or skills which temporarily increase a character’s MAX HP). The character’s
current HP is the amount of damage that can be taken by a character before dying.

Maximum Mana Points: MAX MP is the maximum MP a character can have (again barring
the use of items/skills). Whenever a skill is used, the MP cost of the skill is deducted from
the character’s current MP; if the character does not have enough MP, then the skill
cannot be used.

Attack: ATK, along with the weapon currently equipped, controls the amount of damage
done by a character when using a physical attack or skill.

Defense: DEF, along with the character’s current DEF from armor, controls the amount of
damage taken from enemies’ physical attacks.

Intelligence: INT controls the amount of damage done by a character when using the Black
Arts or the amount of recovery when using the White Arts. INT also affects certain skills
(e.g. Magical Imbue, Debate, ICBM, Bio Lab, etc.)

Magic Defense: MGD controls the amount of damage taken from enemies’ Black Arts
skills. Note that this does not control the chances of a character succumbing to an enemy
status effect.

Agility: AGI controls the chance to be hit by an enemy, the chance for your party to escape
from battle, and the chance for a preemptive strike against an enemy party or a surprise
attack by the enemy party. Also, several skills are affected by AGI (e.g. Steal)

Preemption: PRE controls the order in which characters act in battle and, along with AGI,
the chance for a preemptive strike against an enemy party or surprise attack by the enemy

party.

Accuracy: ACC controls the chance to hit a targeted enemy with a physical attack or skill.
ACC also affects some skills (e.g. Fists of Fury)

Critical: CRT controls the chance to deal a critical strike (double damage) to an enemy.
Note that both physical and magical skills can critical.




3.3 ABILITY POINT (AP) DISTRIBUTION SYSTEM

Upon leveling up, each character gets Nap ability points (AP) which can then be spent to level up
the character’s various attributes (see below for definitions of the AP distribution system terms). The
number of cumulative AP gained at a particular level, Ncap, is based on the following equation:

Ngap = Floor[(39 + LVL®?) x (LVL — 1)]

LVL Ncar LVL Ncar LVL Ncar

0 11 476 21 1089
40 12 531 22 1158
83 13 588 23 1227
14 646 24 1298
15 706 25 1370
16 766 26 1444
17 828 27 1518
18 892 28 1594
19 956 29 1671
20 1022 30 1750
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The number of AP gained per level is defined by the difference between two consecutive levels
in the previous table:

Nup = Floor[(39 + LVL*®) x (LVL — 1)] — Floor[(39 + (LVL — 1)°9) = (LVL — 2)]

LVL Nap LVL Nap LVL Nap
0 11 54 21 67
40 12 55 22 69
43 13 57 23 69
44 14 58 24 71
46 15 60 25 72
47 16 60 26 74
48 17 62 27 74
50 18 64 28 76
51 19 64 29 77
53 20 66 30 79
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In order to increase a given attribute, the player must spend a given amount of AP. The AP cost
to raise an attribute a single attribute level, ATT_LVL, is a function of the character classes’ initial point
cost, IPC, and point cost increase, PCl, as well as the current ATT_LVL for that attribute:
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AP_,s = IPC + Floor(PCI » ATT_LVL)

Note that the Floor function simply rounds the floating point number down to the nearest
integer. Each new attribute level is obtained by spending a certain number of AP, APcost, Which gives a
defined attribute increase, Al, in the attribute depending on the character classes’ initial point stat
growth, IPSG, and point stat growth increase, PSGI, in addition to the current ATT_LVL:

Al = IPSG + Floor(PSGI * ATT_LVL)

ATT_LVL Attribute Level: This is the number of times a given attribute has been increased using AP
points.

IPC Initial Point Cost: This is how many AP it costs to increase a given attribute the first time
(i.e. buy the first ATT_LVL of this attribute).

Initial Point Stat Growth: This is how much the stat will go up upon buying the first
ATT_LVL of the given attribute.

Point Cost Increase: For every ATT_LVL in the given attribute, the cost of increasing the
attribute increases by this amount.

Point Stat Growth Increase: For every ATT _LVL in a given attribute, the number of points
you gain in the stat increases by this much.

Note that there is no limit on the number of times a particular attribute can be increased.
Therefore, character development is essentially unlimited since there is no LVL 99 level cap.




3.3.1 Ability Point Chart: Knight, Monk, Thief, and Hunter

KNIGHT MONK THIEF HUNTER
IPC| PCl |PSGI IPC| PCl |PSGI IPC| PCl |PSGI IPC| PCI

MAX HP 0.03|0.00 0.02 | 0.00 0.04 | 0.00 0.04

MAX MP 0.05 | 0.05 0.02]0.15 0.04 | 0.05 0.04

ATK 0.03|0.00 0.02 | 0.00 0.04 | 0.00 0.04

DEF 0.03 | 0.00 0.02 | 0.00 0.04 | 0.00 0.04

INT 0.05|0.00 0.02 | 0.00 0.050.00 0.05

AGI 0.04|0.00 0.02 | 0.00 0.03 | 0.00 0.03

ACC 0.04]0.00 0.02 | 0.00 0.04 | 0.00 0.04

CRT 0.04 | 0.00 0.02 | 0.00 0.03 | 0.00 0.03

PRE 0.04]0.00 0.020.00 0.03(0.00 0.03

0.05 | 0.00

e S o S S S Y = S
O W 00 O W o w»u u»un ~ WU
OO W W Ui W o v »un u wu

MGD 0.05|0.00] 1 0.02 | 0.00 0.05

3.3.2 Ability Point Chart: Gray, White, Black Mages and Engineer

GRAY MAGE WHITE MAGE BLACK MAGE ENGINEER
IPSG| IPC | PClI | PSGI|IPSG| IPC | PCI | PSGI|IPSG| IPC | PCI | PSGI|IPSG| IPC | PCI | PSGI

=
o
~N

5 10.04( 0.00 5 1004|000 7 5 (005(000]| 8 4 (0.04(0.00

3 |10.03(0.05 3 [003]|0.15] 5 3 (003|015 5 5 10.04(0.05

0.04 | 0.00 0.05 | 0.00 0.05 | 0.00 0.04 | 0.00

0.04 | 0.00 0.05 | 0.00 0.05 | 0.00 0.04 | 0.00

0.04 | 0.00 0.03 | 0.00 0.03 | 0.00 0.04  0.00

0.05 | 0.00 0.04 | 0.00 0.04 | 0.00 0.04 | 0.00

0.04 | 0.00 0.05 | 0.00 0.05 | 0.00 0.04 | 0.00

0.04 | 0.00 0.04 | 0.00 0.05 | 0.00 0.04 ( 0.00

0.04 | 0.00 0.04 | 0.00 0.05 | 0.00 0.04 | 0.00

L o = T = S €
L S e S = W S €
L = =
N N = R T =N SE SN

0.04 [ 0.00 0.03 | 0.00 0.03 | 0.00 0.04 [ 0.00




3.4 CHARACTER SKILLS

Character skills are broken into 5 types: Offensive, Defensive, White Arts, Black Arts, and Ultimate
skills for only the most experienced characters. The White and Black Mages can only learn the White and
Black Arts, respectively, while the Knight, Monk, Thief, Hunter, and Engineer can only learn Offensive
and Defensive skills. The Gray Mage can learn some of the skills in each of the 4 types. Additionally, there
exist Ultimate skills for each class once they reach levels 40 and 50. These skills are listed separately from
the other skill types and only rarely required any pre-requisite skills to be learned. New skills are learned
by spending SP which is obtained after battle and can be bought through SP orbs at Skill Shops in most
towns. All skills have a minimum level requirement and some skills require pre-requisite skills to be
known by the character before they can be learned.

Most skills require that the character use them in battle as their action during the current round
of combat, though some Offensive and Defensive skills are Passive (see below). In order to use a known
skill, the character must have equipped the skill. If a skill slot is free, a newly learned non-Passive skill is
automatically equipped. The number of skills a character can equip starts at 12 for the Mage classes
(White, Black, and Gray) and 4 for physical classes. Characters gain an additional skill slot after every 6
to 7 levels (based on an increase of 0.15 skill slots per level). The healing amount or base damage dealt
when using a White or Black Arts skill scales with the character’s intelligence (INT), see Section 4.2.1 for
details. Similarly, the effects of Offensive and Defensive skills scale with various attributes including
attack (ATK), intelligence (INT), accuracy (ACC), and agility (AGI). Precisely how the Offensive and
Defensive skills scale is given in the tables below.

Many skills provide active attribute buffs (or debuffs and status effects against enemies) which
expire at the end of the battle. Furthermore, unless otherwise specified, the active buff (or debuff/status
effect) lasts 5 rounds and will expire after those 5 rounds. To determine the attribute increase due to all
active attribute buffs, the following rules apply. First, all Passive buffs are applied to the appropriate
base attribute value (which includes all equipment modifiers) for the character. If a Passive skill gives an
attribute bonus, it is a constant value added to the base value before applying any other active attribute
buffs used in battle. For example, Passive skills Critical Strike and Gym Rat give attribute bonuses of +4
CRT and +2 ATK, respectively, that are applied before the bonuses of META Scan (+10% ATK, +10% INT,
+25% CRT to the party). For active buffs, first the skill’s constant bonus (if there is one) is added to the
attribute and then any percentage bonus is applied. Note that the active attribute buffs are applied
serially. If Critical Scan (+25% CRT) is cast and then after that Crackshot (+30 CRT) is used on the Hunter,
then first Critical Scan increases CRT by 25% and then Crackshot adds 30 to the Hunter’s CRT. Obviously,
the Hunter would have 7 more CRT after both skills were cast if Crackshot were cast first and then Critical
Scan was used. Finally, active attribute buffs from the same skill cannot stack (e.g. casting Intense Study
twice still only increases the party EXP from the battle by 10%); however, buffs from different skills can
stack (e.g. casting Defender on your Knight and Fortify would increase the Knight’s defense — ignoring
the %DEF increase component — by +45, and the rest of the party’s by +15). Note that all attribute values
are reduced to the nearest integer; an ATK of 7.9 (due to bonuses) is really an ATK of 7 for the character.

Every status effect (e.g. Confusion) applied by a skill/spell has a 60% base chance to apply to
enemies (see Section 4.2 for all status effects); however, like attribute buffs/debuffs, status effects do
not stack. The one exception is that status effects cannot be applied to bosses, mid-bosses, super bosses,
or Hunter’s Guild targets (see Section 7.9 for a list of these special enemies). Thus Roundhouse Kick which
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has the description “Normal Attack with Confuse” performs a normal attack (Damage = 4xATK - 2xDEF)
and has a 60% chance to confuse the enemy. Furthermore, skills which apply multiple status effects
check whether each effect is applied independently. Poison Dagger has a 60% chance of applying Poison
and then, whether or not Poison was successful, it has a 60% chance of Confusing the enemy. Skills which
deal damage via a normal attack (e.g. Roundhouse Kick, Hamstring, Lifesteal) have the standard Attack
base chance to hit as if you were attacking without the skill (see Section 4.2).

3.4.1 Offensive and Defensive Skill Trees:

For the physical-type characters (all but the White and Black Mages) there are two skill trees
based on attack and defense. Some physical skills are Passive and, once learned, the benefit of the skill
is always present with no input from the player (e.g. Gym Rat permanently gives +2 ATK to the
character’s attributes). Non-Passive skills must be cast in battle and equipped as described above. Please
note that none of the Monk’s active attack skills (e.g. Leg Sweep, Mana Taint) utilize the multiple hits
provided by Fists of Fury; however, despite this they have utility in certain battles.

Offensive and Defensive Skill Tiers: Level Requirements and Skill Point Costs

Tier |Level Requirement|Skill Point Cost
1 1 100

4 500

8 2000

13 4000

18 6000

24 8000

30 12000

As mentioned above, in order to learn a skill, the character must be above a certain level and
spend a given amount of SP based on the skill’s tier. The table above gives the SP cost and level required
for each offensive and defensive skill tier. Note that these do not apply to the White and Black Arts skill
tiers. In addition, in order to learn higher tier skills the character must have learned the pre-requisite
skills as shown in the offensive and defensive skill trees below. Skills connected by an arrow require the
skill above in order to learn and multiple arrows indicates multiple pre-requisite skills. Each skill box gives
the general effect(s) of the skill (if the skill is Passive then the skill name is shaded orange) and the classes
that can learn the skill. Note that the two skill trees are independent of each other (i.e. defensive skills
do not require offensive skills to be learned) except for the defensive skills Healing Steal and Expert Thief
which requires the Thief to have learned the offensive skill Steal.

After the skill trees there are two tables which sort the skills by their Tier and give more detail on
each offensive and defensive skill (such as MP cost, DMG equations, etc.). Each skill has the classes that
can learn the skill, the MP cost, and the effect(s) of the skill listed in the table. Note that Passive skills do
not have any MP cost associated with them and their effects are automatically applied (e.g. once the
Engineer learns tunneling your party may use tunnels provided your Engineer is alive).
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Offensive Skill Tree

Gym Rat
+2 ATK

KN, MO, TH, HU,
EN, GM

Focus
+2 ACC

KN, MO, TH, HU,
EN, GM

L

Smite

DMG =40 +
Normal Attack &
Stun Enemy

KN, GM

Roundhouse
Kick

Attack &
Confuse

MO

Steal

Steal from
enemy

TH

Scan

Scan enemy, +10
ACC to party

HU

Tunneling

Can use “simple”
tunnels

EN

\

\

A

A

Advanced
Combat

+3 ATK, +2 ACC

KN, MO, TH, HU,
EN, GM

Critical Strike
+4 CRT

KN, MO, TH, HU,
EN, GM

Berserker

-25% DEF to user,
30+%xDMG to 3
enemies

KN, GM

Leg Sweep

1.5xNormal
attack DMG &
Stun

MO

Hamstring

Normal attack,
-10% ATK & DEF,
-25% AGI

TH, HU

Critical Scan

Scan enemy,
+25% CRT to

party
HU

Sensor

+25% PRE for
party

EN

—

r~

IS

Magic Training

+30 MAX MP,
+3 INT

KN, MO, TH, HU,
EN, GM

Concentration
+8 ACC

MO, TH, HU, GM

Warcry

Stun ALL Enemies
& +10 ATK, PRE,
& INT to party

KN, GM

Double Attack
Attack 2 enemies

MO

Backstab

Normal Attack
with 2xCRT

TH

Lifesteal

50% ATK attack;
Damage added
to HP

HU

Grenadier

Double Damage
when using
bombs

EN

v

A

N

Ry

_

Magical
Imbue

DMG = 50+4xINT
- (DEF+MGD)

EN, GM

Silence Strike

Attack all,
% DMG, &
Silence

MO, TH, HU, GM

Zeal

-10% DEF to user;
Hit ALL enemies
at 75% DMG

KN, GM

M

Fists of Fury

N_Attacks =1+
ACC/50 + Rand/2

MO

Mug

Normal Attack &
Steal

TH

META Scan

Scan enemies,
+25% CRT, +10%
ATK, INT to party

Advanced
Tunneling

Can use
advanced tunnels

EN

N

\

| —

)

\

RN

—

Steroids
+10 ATK

KN, HU, EN, GM

Precise Strike
+12 CRT

MO, TH, HU

Destroy
Armor

Normal Attack &
-25% DEF

KN, GM

Mana Taint

Deals 50% ATK to
enemy MP

MO

Poison Dagger

DMG = 2xNormal
Attack, Poison &
Confuse

TH

Toxic Darts

Attack All 40%
DMG, Poison &
Paralyze

HU

Debate

Attack all:
DMG=2xINT,
Confuse

EN

—

A

_

A

A

_

—

Mind Drain

DMG to MP =
3xINT =
(MGD+DEF)

PH, SG

Agile Strike

DMG = 2x(ATK-
DEF) + 2.5xAGlI

BB, NJ, BT

e

Groundslam

Attack all, -10%
ATK, & Stun

DK

Chakra

™~ Attack 3 enemies

Chance for each
status effect

BB

Throwing Stars

Attack All, DMG =
3x(ATK-
DEF+2xACC)

NJ

Ultra Scan

+25% CRT, +10%
ATK, INT, DEF,
MGD to party

BT

-50% Weapon
weight for party

EN

A

A

N

A

\

v

Offensive
Master

+10 ATK & ACC

DK, BB, NJ, BT,
PH, SG

Giant Killer

Reduces enemy
HP by 50%

BB, NJ

Crush

DMG =250 +
2xNormal Attack

DK

8™ Degree
Black Belt

Critical Damage
does 2.5xDMG

BB

Assassinate

Mug and 50%
chance to instant
kill enemy

NJ

Deadly
Accuracy

+20 CRT
BT

ICBM

Attack All, DMG =
250+4xINT-(DEF
+MGD)

PH




Defensive Skill Tree

Hardiness
+2 DEF

KN, MO, TH, HU,
EN, GM

Evasion
+2 AGI

KN, MO, TH, HU,
EN, GM

Vetern’s Scars
+25 MAX HP
KN

Defensive
Stance

(+5, +5%) AGI &
DEF

MO, GM

One Jump
Ahead

+3 AGl, +2 PRE

TH

Slow Enemy

-20% PRE, AGI,
and -10% ACC

HU

Item Boost

Effect of HP &
MP items
doubled in battle

EN

A

A

\

A

N

A

Leadership
+5 PRE

KN, MO, TH, HU,
EN, GM

Nimbleness
+3 AGI & ACC

KN, MO, TH, HU,
EN, GM

Harden Skin
+5 DEF

KN

Sidestep

+500 AGI & +10
PRE

MO

Healing Steal
(Pre-req Steal)

Steal, Heal Party
2xAVG_LVL HP

TH

Beast Tamer

Allows taming of
Giant Moas

HU

Intense Study

+10% EXP gained
for party

EN

A

\

T~

——

)

Taunt

Enemies favor

3 rounds

KN

attacking user for

Smoke Bombs

40% Normal
DMG and blinds
all enemies

TH, HU, EN

Defender

(+30, 10%) DEF to
ally

KN

Black Arts
Defense

+7 MGD
MO, GM

Greed

+5xAVG LVL gold
per battle

TH

Sleeping Darts

25% Normal
Attack DMG,
-50% AGlI, Sleep

HU

Fortify

(+15, +10%) DEF
to party

EN

NERN

v

Healthy Living

+50 MAX HP &
+25 MAX MP

KN, MO, TH, HU,
EN, GM

Healing
Trance

+200 HP/turn for
5 turns

MO, HU, GM

Demoralize

-35% PRE to all
enemies

KN

Strength of
Spirit
Each round heal

3% of MAX HP

MO, HU

Behind Enemy
Lines

-20% PRE, AGI &
-10% ATK to all

TH

—

Native

25% more item
drops from
enemies

HU

Genetic
Engineering

Every character
gains a level

EN

A

NN

.

NN

A

A

A

Magical
Defense

(+30, +10%) MGD
to ally

KN, EN, GM

Ninja
+5 ACC, AGI, PRE
MO, TH

A

Adamantine
Vest

+30 DEF &
2xMAX HP

KN

Jujitsu

DMG =
2x(ATK+ACC) &
+30 AGI to user

MO

Expert Thief
(Pre-req Steal)

Steal from all
enemies

TH

Moa Master

Moas evade all
encounters

HU

Biolab

Heals single ally
for 300 HP

EN

Mana Surge

+20% INT &
% MP costs for
battle

DK, PH, SG

N

Lightning
Reflexes

Prevents enemy
critical attacks

BB, NJ

N

/

Human Shield

Enemies attack
user for 3
rounds, 2xDEF

DK

Cleanse

Immune to all
status effects

BB

b fh——

—

Runaway
+50 AGI to party
NJ

Forest Cure

Cures all non-
fatal status
effects

BT

Null Magic

+50% resistance
to all elemental
damage

PH

\

~N

NN

\

P

Defensive
Master

+5 AGlI, DEF,
MGD, PRE

DK, BT

Fast Attack

Character always
attack first

BB, NJ

Dark Ward
+50% MGD

DK, SG

Enter the
Dragon

+100 ACC for
battle

BB

Initiative
+10 AGlI, PRE
NJ

Healing Herbs

Heals party for
250 HP

BT

Advanced
Item Boost

Effect of HP &
MP items tripled

PH




Gym Rat KN, MO, TH, HU, EN, GM +2 ATK
Focus KN, MO, TH, HU, EN, GM +2 ACC
Smite KN, GM Stun enemy with Normal Attack + 40 HP damage
Round House Kick MO Normal attack with 60% chance to confuse
Steal TH Chance to steal item from target (scales with AGI/AGlenemy)
Scan HU Scan one enemy, +10 Accuracy for party for 5 turns
Tunneling EN Allows party to use simple tunnels
Advanced Combat KN, MO, TH, HU, EN, GM +3 ATK, +2 ACC
Critical Strike KN, MO, TH, HU, EN, GM +4 CRT
Berserker KN, GM 3x attacks (30 HP+50%*normal attack); user in -25% DEF state
Leg Sweep MO Physical attack with +50% DMG that stuns enemy
Hamstring TH, HU Normal attack with -10% ATK, -10% DEF, -25% AGI to enemy
Critical Scan HU Scan one enemy, +25 CRT to party for 5 turns
Sensor EN +25% PRE to entire party for 5 turns
Magic Training KN, MO, TH, HU, EN, GM +30 Max MP, +3 INT
Concentration MO, TH, HU, GM +8 ACC
Warcry KN Stuns all enemies and +10 ATK, PRE, INT to party for 5 turns
Double Attack MO Attack two random enemies; each with full damage
Backstab TH Normal attack with doubled critical chance
Lifesteal HU Deals 50% damage and heals equal to that damage
Grenadier EN Gives 2x damage from bombs
Magical Imbue EN, GM Attack with damage = 50 + 4*INT - (DEF + MGD)
Silence Strike MO, TH, HU, GM Attack all (50% damage); 60% chance to silence enemy party
Zeal KN, GM Attack all (75% Damage); user is put in -10% DEF status
Fists of Fury MO Number of attacks = 1 + (ACC+rand(25))/50
Mug TH Steal an item from the enemy and do 100% damage
Meta Scan HU Scan all enemies, +25 CRT, +10% ATK, INT to party for 5 turns
Advanced Tunneling EN Allows party to use advanced tunnels
Steroids KN, HU, EN, GM +10 ATK
Precise Strike MO, TH, HU +12 CRT
Destroy Armor KN, GM Normal Attack and DEF -25% to one enemy for 5 turns
Mana Taint MO Deals 50% strength attack to enemy MP
Poison Dagger TH 200% normal attack; poison, confusion to a single enemy
Toxic Darts HU 75% DMG Attack; 60% chance to paralyze and poison targets.
Debate EN Attacks all (DMG=2.0*INT); 60% chance to confuse
Mind Drain PH, SG Deal MP damage equal to 3*INT-(DEF+MGD)
Agile Strike BB, NJ, BT Scales damage with 2.5*AGI + 2.0*ATK - 2*DEF
Groundslam DK Attacks all; lowers their ATK 10%; 60% chance to stun
Chakra BB 3x random attacks; chance to inflict any/all status effects
Throwing Stars NJ Attacks all enemies with damage = 3*(ATK+2*ACC-DEF)
Ultra Scan BT Scans all enemies, +25 CRT, +10% ATK, DEF, INT, MGD for
Advanced Alloy PH -50% to weapon weights for party
Offensive Master DK, BB, NJ, BT, PH, SG +10 ATK and +10 ACC
Giant Killer BB, NJ Reduces enemy's current HP by 50%
Crush DK 250 base damage + 200% Normal Attack to one enemy
8th Degree Black Belt BB Increases Critical Damage from 2x to 2.5x
Assassinate NJ Mug with 50% chance to instantly kill enemy
Deadly Accuracy BT +20 CRT
ICBM PH Deals Damage=250+4*INT-(DEF+MGD)




skill
Hardiness
Evasion
Veteran's Scars
Defensive Stance
One Jump Ahead
Slow Enemy
Item Boost
Leadership
Nimbleness
Harden Skin
Sidestep
Healing Steal
Beast Tamer
Intense Study
Taunt
Smoke Bombs
Defender
Black Arts Defense
Greed
Sleeping Darts
Fortify
Healthy Living
Healing Trance
Demoralize
Strength of Spirit
Behind Enemy Lines
Native
Genetic Engineering
Magical Defense
Ninja
Adamantine Vest
Jujitsu
Expert Thief
Moa Master
Bio Lab
Mana Surge
Lightning Reflexes
Human Shield
Cleanse
Runaway
Forrest Cure
Null Magic
Defensive Master
Fast Attack
Dark Ward
Enter the Dragon
Initiative
Healing Herbs

Advanced Item Boost

Classes
KN, MO, TH, HU, EN, GM
KN, MO, TH, HU, EN, GM
KN
MO, GM
TH
HU
EN
KN, MO, TH, HU, EN, GM
KN, MO, TH, HU, EN, GM
KN
MO
TH
HU
EN
KN
HU, TH, EN
KN
MO, GM
TH
HU
EN
KN, MO, TH, HU, EN, GM
MO, HU, GM
KN
MO, HU
TH
HU
EN
KN, EN, GM
MO, TH
KN
MO
TH
HU
EN
DK, PH, SG
BB, NJ
DK
BB
NJ
BT
PH

Effect
+2 DEF
+2 AGI
+25 Max HP
AGI & DEF (+5 and +5%) for 5 turns
+2 PRE, +3 AGI
-20% PRE, -20% AGl, -10% ACC to target for 5 turns
2x the effect when using items in battle
+5 PRE
+3 AGI, +3 ACC
+5 DEF
+500 AGI and +10 PRE for battle
Steals from enemy and heals party +2x (AVG Party
Allows taming of Giant Moas
+10% EXP for the party
Causes enemies to attack user for 3 rounds with 80-
Blinds and deals 40% normal damage to all enemies
+30 DEF & +10% DEF to one ally for 5 turns
+7 MGD
+5 x (Average Party Level) in Gold per battle
25% DMG Attack all; -50% AGI; 60% chance to sleep
+15 DEF and then +10% DEF to all allies for 5 turns
+50 Max HP and +25 Max MP
+200 HP/turn regen state for 5 turns
-35% PRE to enemy party for 5 turns
Restores 3% HP per battle round
-20% PRE, -20% AGl, and -10% ATK to all enemies for 5
25% more item drops from enemies
Each character gains a level
+30 MGD & +10% MGD to one ally for 5 turns
+5 AGI, ACC, PRE

Doubles Max HP ; current HP remains constant; +30
+30 AGlI to self and attack with damage = 2*(ATK + ACC)
Steal from all enemies

Giant Moa Evades all Encounters
Heals ~300 HP for one ally
Halves MP cost for battle and increases INT +20% for 5
Prevents enemy critical attacks to character
Enemies attack user at 88-96% odds; +100% DEF state
Immunity to status effects
+50 AGI to party for 5 turns
Cures all non-fatal status effects
50% resistance to all elemental damage for battle
+5 MGD, DEF, PRE, AGI
Character always attacks first
MGD +50% for 5 turns
+100 ACC for battle
+10 PRE and +10 AGI
Heals 250 HP for entire party
Increases the efficiency of items to 3x




3.4.2 White and Black Arts

Unlike the physical classes, the mage classes (White Mage, Black Mage, and Gray Mage) utilize
the White and Black Arts in order to defeat their enemies in Terra. Unlike the physical skills, there are
no Passive spells to learn (all cost MP either in or out of battle) and there are no pre-requisites for any
of the spells (e.g. Life 1 is not required to learn Life 2). The amount of MP required to cast a spell is given
on the next page in detailed spell tables. Note the MP cost is fixed though the spells effectiveness
(amount of DMG, amount of HP healed, etc.) scales with the caster’s INT (see Section 4.2.1).

Like the physical skills, the magical spells of the White and Black Arts are divided into tiers of
spells that become available to learn at designated levels and each spell on a given tier costs a certain
amount of SP as shown in the table below. For example, Tier 1 black magic will be available at “character
level” 1. Tier 2 black magic will be available at “character level” 3, and so on. Each tier of white magic
will become available at the same level as the corresponding black magic. In addition, the higher tiers
require not only the specified level, but that the mages have undergone their class change as shown in
the detailed spell tables on the following pages.

White and Black Arts Spell Tiers: Level Requirements and Skill Point Costs

Tier Level Requirement | Skill Point Cost
1 1 40

3 200

6 500

10 1000

15 2000

20 4000

25 8000

30 12000

As mentioned earlier, in order to use a spell it must be equipped in a skill/spell slot. Like skills,
spells are automatically equipped until there are no more slots available. The mage classes have 12 slots
initially and gain an additional slot every 6-7 levels. At level 30, a mage will have 16 slots but could have
learned 40 spells, so remember to equip your newly learned high-tier spells!




The White Arts — Tiers 1 through 4

Skill

Classes

MP Cost

Effect

Curel
Reinforce Armor
Swift
Wake
Magic Ward
Balloon
Bright
Holy Water

WM, GM
WM
WM, GM
WM
WM
WM
WM
WM

10
5
5

10
5
8
8

10

Heals ~30 HP for one ally
DEF +5 and then +10% to one ally for 5 turns
AGI +5 and then +10% to one allyfor 5 turns
Cures sleep forone ally
MGD +5 and then +10% to one ally for 5 turns
Max HP +25% for one ally for battle; Current HP remains constant
Cures blindness forone ally
Deals ~60 HP damage to all undead enemies

Heal 1
NullFire
Spry
Flash
Mute
Loosen
Vanish
Purify

WM
WM
WM
WM

WM

20
18
15
20
15
15
15
14

Heals ~30 HP for entire party
+50% elemental resistance to Fire damage for battle
PRE +10 and then +10% to one ally for 5 turns
Cures blindness for entire party
Silences one enemy
Cures paralysis for one ally
AGI +30 to user for 5 turns
Cures poison forone ally

Cure 2
Holy Light
Cover
Magic Shelter
Invisible
Null Thunder
Expansion
Lucidity

30
28
32
30
28
26
28
25

Heals ~100 HP for one ally
Deals ~200 HP damage to all undead enemies
DEF +10 and then +10% to entire party for 5 turns
MGD +10 and then +10% to entire party for 5 turns
AGI +10 and then +10% for entire party for 5 turns
+50% elemental resistance to Thunder damage for battle
Max HP +50% for all allies for battle; Current HP remains constant
Cures confusion for one ally

Heal 2
Life 1
Nimble
Purge
Clandestine
Nulllce
Soften
Silence

40

38
50
40
36
35
32

Heals ~70 HP for entire party
Revives one character with ~50 HP
PRE +20 and then +10% to all allies for 5 turns
Cures poison for entire party
AGI +100 to user for 5 turns
+50% elemental resistance to Ice damage for battle
Cures stone forone ally
Silences all enemies




The White Arts cont. — Tiers 5 through 8

Skill

Classes

MP Cost

Effect

Cure3
Holy Fire
Magic Shield
Bubble
Ethereal
Amplify
NullWind
Protect

WM, GM
WM
WM
WM
WM

50
55
55
45
50
45
48
55

Heals ~250 HP for one ally
Deals ~500 HP damage to all undead enemies
MGD +20 and then +10% to entire party for 5 turns
Max HP +100% for all allies for battle; Current HP remains constant

AGI +50 and then +10% for entire party for 5 turns

Cures silence forone ally
+50% elemental resistance to Water damage for battle
DEF +20 and then +10% for entire party for 5 turns

Heal 3
Quicksilver
Surge
Remedy
Life 2
NullDark
Regen
Fast Cure

65
70
65
70

64
80
90

Heals ~150 HP for entire party
PRE +30 and then +10% to all allies for 5 turns
MP +100% for all allies for battle; Current MP remains constant
Cures all status effects for one ally
Revives one character with ~250 HP
+50% elemental resistance to Dark damage for battle
Regenerates 100 HP per round for entire party for battle
Heals ~250 HP for one allyand is always the first action

Cure4
Sentinel
Magic Bulwark
Dissolve
NullAll
Immortal
Panacea
Fast Heal

85

Heals ~500 HP for one ally

DEF +30 and then +10% to entire party for 5 turns

MGD +30 and then +10% to entire party for 5 turns
AGI +500 to user for 5 turns

+50% resistance to all elemental damage for battle
Prevents instant death for entire party for battle
Cures all status effects for entire party
Heals ~150 HP for entire partyand is always the first action

Heal 4
Citadel
Giant
Fast Life
Life3
Wrath of God
Sacrifice
Blessed

Heals ~300 HP for entire party
DEF & MGD +30 and then +10% to entire party for 5 turns
HP & MP +100% for all allies for battle; Current HP & MP remain constant
Revives one character with ~250 HP and is always the first action
Revives one character with ~500 HP
Deals ~5000 HP damage to all undead enemies
Kill userto resurrect party with 100% HP and +30 ATK, INT and +20 DEF, MGD
+30 ATK, DEF, +50 AGI, ACC, MGD, and INT to one allyfor 5 turns




The Black Arts — Tiers 1 through 4

Tier Skill

Classes

MP Cost

Effect

Firel
Icel
Thunder 1
Wind 1
Darkness 1
Blind
Strengthen
Lucky Shot

BM, GM
BM
BM, GM
BM
BM

BM
BM

10
10
10
10
10
12
8
8

~30 HP damage with fire element to one enemy

~30 HP damage with ice element to one enemy
~30 HP damage with thunder element to one enemy

~30 HP damage with wind element to one enemy
~30 HP damage with darkness element to one enemy

Blinds all enemies
ATK +5 and then +10% for one ally for 5 turns
CRT +10 for one ally for 5 turns

Fire2
Ice2
Thunder 2
Wind 2
Darkness 2
Sleep
Wisdom
Bullseye

BM

BM
BM
BM

BM
BM

25
25
25
25
25
16
18
18

~30 HP damage with fire elementto all enemies

~30 HP damage with ice element to all enemies
~30 HP damage with thunder element to all enemies

~30 HP damage with wind element to all enemies
~30 HP damage with darkness elementto all enemies

Puts all enemies to sleep
INT +10 and then +20% to one ally for 5 turns
+15 ACC for one ally for 5 turns

Fire3
Ice3
Thunder 3
Wind 3
Darkness 3
Paralyze
Weaken
Stupefy

BM
BM
BM

BM

35
35
35
35
35
28
28
32

~60 HP damage with fire elementto all enemies

~60 HP damage with ice element to all enemies
~60 HP damage with thunder elementto all enemies

~60 HP damage with wind element to all enemies
~60 HP damage with darkness elementto all enemies

Paralyzes all enemies
-10% DEF to all enemies for 5 turns
-10 INT then -10% INT to single enemy for 5 turns

Fire4
Iced
Thunder 4
Wind 4
Darkness 4
Powerhouse
Confuse
Warp

45
45
45
45
45
36
34
45

~100 HP damage with fire element to all enemies
~100 HP damage with ice elementto all enemies

~100 HP damage with thunderelementto all enemies

~100 HP damage with wind element to all enemies
~100 HP damage with darkness elementto all enemies

ATK +15 and then +10% for one ally for 5 turns
Confuses all enemies
Warps out of a dungeon




The Black Arts cont. — Tiers 5 through 8

Fire 6 ~250 HP damage of fire element to all enemies

Ice 6
Thunder 6
Wind 6
Darkness 6
Direct Hit
Genius

~250 HP damage of ice element to all enemies
~250 HP damage of thunder elementto all enemies
~250 HP damage of wind element to all enemies
~250 HP damage with darkness elementto all enemies
+30 ACC for entire party for 5 turns
+40 INT and +20% INT for entire party for 5 turns

Vampirism Absorbs 200 HP from one enemy; Scales with INT

Fire7
Ice7
Thunder 7
Wind 7
Darkness 7

~350 HP damage of fire element to all enemies

~350 HP damage of ice element to all enemies
~350 HP damage with thunder elementto all enemies

~350 HP damage of wind element to all enemies
~350 HP damage of darkness elementto all enemies

Grim Reaper Instant death to all enemies

Devil's Breath
Mana Sacrifice

Atomic Flare

Applies all status effects to all enemies

Sacrifices your own MP and distribute it to allies

~500 HP non-elemental damage to all enemies
ATK +30 and then +10% for one ally for 5 turns
Absorbs HP from all enemies

MGD -25% to all enemies for 5 turns

Juggernaut
Gravity
Crumble
Implosion ~1000 HP non-elemental damage to one enemy
Osmosis
Kamikaze

Merton

Absorbs a small amount of enemy MP
50% chance to kill self and deal ~2,000 HP damage to all enemies
Damages all enemies (~1,000 HP) and all allies (~100 HP)




3.4.3 The Ultimate Skills

The highest tiered physical and magical skills/spells shown earlier only had a level requirement
of 30. However, exceptionally experienced characters who have undergone their class change can gain
the ability to learn 2 additional Ultimate skills (the first once they reach level 40, the second upon
reaching level 50). These skills are very powerful for that class — Rebirth allows the Sage (Gray Mage) to
revive the entire party with 100 HP, Dragon Fists passively adds 100 ACC to the Black Belt (Monk) which,
if they have Fists of Fury, will give the Monk two additional attacks. There are rumors of a penultimate
skill tree for incredibly high level characters; however, they are nothing more than gossip unworthy of
discussion.

Super Skills — Tier 1 (LVL 40) & Tier 2 (LVL 50)

Tier Skill Classes MP Effect
Whirlwind Massacre DK 35 Attacks 5 random enemies with 100% damage but puts userin-10% DEF state
Dragon Fists BB = Adds two attacks to Fists of Fury (+100 ACC)
Slash and Grab NJ 45 Steal items from all enemies and do 100% damage
Rain of Death BT 45 Attacks all enemies with 75% damage and adds 5 status effects
Stronghold PH 45 +50% DEF to entire party for 5 turns
Rebirth SG Revives entiry party with 100 HP
Heaven's Breath PR Heals ~750 HP for entire party
Godlike WL Bestows +100% HP, +50% ATK, and +50% DEF on one ally for 5 turns

Devastation DK 250 HP damage +500% Normal Attack to one enemy
Nirvana BB Increases user's DEF +100% and MGD +100% for 5 turns
Dancing Daggers NJ Attack all enemies at 3x strength and steal from them
Hunter's Poultice BT Heals party +500 HP and removes all status effects
Megaton Explosion PH ~1,500 HP damage to all enemies
Hell Fire SG ~750 HP fire damage to all enemies
Divine Intervention PR Ressurects all dead allies with full HP

Annihilation WL 2,500 HP non-elemental damage to one enemy




4. Combat

Classes and skills are cool, but how about COMBAT! You aren’t going to get far in this game
without it, so it’s best that you learn how it works.

4.1 CoOMBAT CYCLE

When you’re wandering
around a dungeon or exploring the
World Map, you're likely to run into
enemy groups through random
encounters. When the enemies
engage you, you'll be transported to
the battle screen which first tells you
which monsters you’ve encountered
and whether or not you were
surprised by the enemy group or you
surprised them. Let’s assume that
neither group surprises the other
(see Section 4.4 for information on
surprise attacks). The next step a o e
. . . Macros s hw 3k i ok Sl
involves choosing whether to Fight, SN 2S =
use a Macro, or Escape. Notice that S { L o S ool o el oyl sk sl ol s o o Bl B
Escape is grayed out in the image to W P2481248n A1 P2B74207a 1V LB 5851 111 P05/d:05:
the right because this is battle is not
a random encounter but is instead
spawned by a trap door. In this case,
you can’t run away.

If you choose to Fight, then
you’ll be able to issue individual
commands to each of your
characters. Each character has four
commands: Attack, Skill, ltem, and
Guard. Attack commands your
character to do a normal physical
attack. Skill allows your character to
use any skill they’ve learned (and ;Monl: | Thief Engineer Attack
equipped in a skill slot) in battle [ENET3 'a'w ]u g QQT %) Skill

provided they have the required MP.  [SRIESSPIEI BPSE L ATy = et rane 91t il | INCIEIC
For more information on attacking 11 P20 74207 41 Ps2831208: Il P2 411 P220/2206: Item

o




and using skills see Section 4.2. Guard allows your character to defend and only take half damage from
enemy physical and magical attacks. Finally, Item allows a character to use any combat item (bombs,
potions, fish, etc.) during the battle round.

If you instead choose the Macro command, you can choose from any of the 5 macros you’ve set
in the Battle Macros menu. Once you’ve chosen the desired Macro, the battle round will commence. See
Section 4.3 for more information on setting up Battle Macros. Finally, if you choose Escape, your party
will attempt to run away. Escape will issue the command for your entire party (e.g. you can’t run with
one character and attack with another). For more information on running away, see Section 4.4.

If you chose Fight and issued commands to each party member, you were able to specify the
enemy targets for each attack unless it is an attack all or multi-hit skill (e.g. Berserker, Thunder 2, etc.).
Meanwhile, Battle Macros do not allow you to specify a target. Once you’ve issued battle commands to
each of your party members, the battle round will commence.

When all enemies and party members have acted, and if some enemies remain and your party is
alive, then another battle round will commence starting at the “Fight, Macro, Escape” option. This
continues until you defeat the enemy party or vice versa. If you are defeated by the enemies, then the
game is over (except in very special optional boss battles). If you defeat the enemies, then you proceed
to the Victory Aftermath screen to collect your spoils. See Section 4.5 for more information on the EXP
and SP gained from battle.

4.2 ATTACKING AND USING SKILLS

As mentioned above, once you choose to Fight during the current round of combat you have the
option to Attack, use a Skill, use an Item, or Guard with each of your characters. If you selected to Attack
or use a skill that targets a single enemy, then you must select the desired enemy target for your attack.
If the targeted enemy dies, then a random enemy becomes the target of your attack. While this is almost
always better than entirely wasting a round of combat, your attack can be less effective since you might
now be casting Fire 1 on an enemy resistant to fire when your original target was weak to Fire.

Certain skills and spells “Attack all” which, obviously, attack all the enemies and thus you do not
select a specific target. Furthermore, note that the damage these “Attack all” skills deal is determined
independently for each enemy target based on the skill/spell damage. Thus these skills do more total
damage, the more enemies you face. Other skills attack only a certain number of enemies (e.g. Beserker,
Double Attack, Whirlwind Massacre). For these skills, the target is randomly chosen however many times
the skill is supposed to attack. This can lead to the same enemy being hit multiple times; in fact, if there
is only one enemy to target then these skills will hit that one target multiple times making skills like
Beserker (attacks 3 random enemies) very powerful against bosses.

Instead of targeting the enemy, many skills and spells target members of your own party (e.g.
Cure 1, Magical Defense) in which case you must select which member of your party you wish the
skill/spell to target. If that party member dies before you perform your skill/spell on them, then the
skill/spell targets the first alive party member (the character at the top of the main menu) instead. Full
details on how the skill and spell buffs and debuffs stack was mentioned in Section 3.4. The most
important point is that using the same skill or spell twice does not stack any attribute buffs/debuffs or
status effects. Therefore, you will get no additional increase in attributes if you cast Bullseye twice on
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the same character or decrease in attributes from using Slow Enemy on the same enemy; however, the
number of rounds until the effect of the skill/spell can wear off is reset.

After issuing commands to all of your currently alive characters, the enemies and party members
will act in an order determined by their PRE. The PRE of each enemy or party member is sorted from
highest to lowest with the highest PRE battle participant acting first. Each battle participant will then act
in order of their PRE with the lowest PRE participant acting last. The skill Fast Attack which can be learned
by the Thief and Monk (after their class upgrade) supersedes PRE and allows them to act before any
other participants, regardless of their PRE. Note that Fast Attack only works for their normal physical
attack and physical skills and doesn’t apply to using items such as HP or MP potions.

4.2.1 Damage

So how much damage will an attack deal to its target you ask? And what is the chance you get hit
by an attack, or that the enemy targets a specific character? Well, we hate to get to technical here so we
will only go into the very basic damage equations (for physical and spells) and the steal mechanic here.
If you want all the gory details (read: Math) please head to Chapter 8.

Damage: You aren’t going to defeat the enemies of Terra just running away all the time, so you
need to understand how much damage you will be able to put out on average. There are two main
formulas for damage. The first is for physical damage dealt when the “Attack” command is selected (and
for many skills which deal “Normal Attack DMG”, see Section 3.4). Please note that the following
equations give the average damage you will inflict (or take) and that there is a 20% variance for each
individual attack (including damage due to skills). Therefore, if your character would take 100 damage
based on the appropriate damage formula from the attack, then that attack might cause damage
anywhere from 80 to 120 HP.

The following formula is used to compute the physical damage dealt by an attack from the USER
(hopefully you) to the TARGET (hopefully the enemy):

[ Physical DAMAGE = 4 X ATKysgr — 2 X DEFr4pcET ]

So we see that the physical damage dealt is decreased by 2 for every point in DEF that the target has,
but the damage dealt can only be decreased to 1. Thus, if you only had 1 ATK and the target had 20 DEF,
you would still deal the target 1 damage. On the other hand, the physical damage dealt increases by 4
for every additional point of ATK the user has. This means that Champion's Sword you just synthesized
(+26 ATK) gives you an additional 104 damage provided that your damage wasn’t previously being
limited to 1 by the target’s DEF.

The other main form of damage is magic-based, and the formula for it is a little more complicated
since it includes a base spell damage, BASE_DMG, which are given for all the spells in magic tables in
Section 3.4:

[ Ma‘Cchal_DAMAGE — BASE_DMG(l + 0.0l[INT"gF:R - MGDF.'NF.'MV]) + [INT"S'F:R - MGDF.'NF.'MY] ]

Again, we see that the damage dealt is reduced by the target’s defense, specifically their MGD, and that,
at the minimum, one point of damage is dealt. Similar to the physical attack damage, the magic damage
dealt increases based on the caster’s INT. Note that the damage dealt primarily scales by the difference
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between the caster’s INT and target’s MGD multiplied by 0.01*BASE_DMG. Thus the damage dealt by
spells with high base damage (e.g. Implosion) is more sensitive to the difference between the caster’s
INT and the target’s MGD.

Before being dealt to the targets HP, the magic damage computed using the above formula must
be scaled by the appropriate elemental resistance of the target. If one of your party with Null Fire active
is targeted by a fire spell, then the magic damage computed by the above equation is cut in half. On the
other hand, if the same character where targeted by an ice spell, then the magic damage dealt to his HP
would be equal to the magic damage computed above. Similarly, enemies have base elemental
resistances (as given in Section 7.11), and one would be wise to attack enemies with the elemental
damage against which they are weakest. Note that this also applies to attacks made with equipment
with elemental modifiers (see Section 7.7).

While the two damage formulas above cover nearly all attacks, there are several skills whose
damage formulas are unique. In those cases the appropriate damage formula is given in the skill tables
in Section 3.4. For example, ICBM does non-elemental damage equal to 250+4xINT-(MGD+DEF) to all
enemies. Therefore, if your Engineer has 200 INT and the enemies all have 100 MGD and DEF, then ICBM
will do ~850 damage to each enemy. Of course there will be some variance as the damage can vary by
1+20%. Finally, remember that bombs deal elemental damage (enemy resistances effect their damage)
to all enemies, and that the Engineer’s skill, Grenadier, doubles the damage dealt by a bomb.

4.2.2 Stealing

Once the Thief learns the Steal skill, he may attempt to steal an item from enemies during combat
instead of performing his normal attack. Every enemy has items that can be stolen and only a single item
can be stolen with each Steal attempt; however, Expert Thief, Slash & Grab, and Dancing Daggers all
allow the Thief to attempt to steal an item from each enemy in a single round. As more advanced stealing
skills are learned (e.g. Mug), the Thief will attempt to steal and perform additional actions (such as
attacking the enemy). To steal, the Thief must have the desired steal skill equipped, select it from the
skill menu, and select the target enemy in the same manner as for all other skills.

Each enemy has a defined set of items at the start of combat (see Section 7.12 Enemy Stealable
Items), each with a given base percent chance to be stolen. When the Thief attempts to steal from the
enemy, the chance that he successfully steals a given item from the targeted enemy is determined if a
random number (from 0 to 1) is less than the ratio of the Thief’s AGI to the target’s AGI multiplied by the
base percent chance.

AGIUSER
STEALcyance = (

AGIENEMY) ~ BASEcance

The Thief first attempts to steal the lowest probability item and continues trying to steal items
until either he is successful or there are no more items to try and steal. This has some interesting
consequences, namely that if the Thief has an AGI that is greater than the target enemy’s AGI divided by
the base percent chance for an item, then the Thief will always successfully steal that item. For example,
say you are fighting the Kraken (100 AGI on normal) and your Thief has 400 AGI. If you attempt to steal
from the Kraken you will have a 20% chance to steal the Skillful Ring then, if you fail that, a 20% chance
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to steal the Lure Ring, and then a 100% chance to steal a Large Cottage. However, note that once you
steal an item from a given enemy, you cannot get that item again when stealing a second time from the
same enemy (unless multiple items of a given type are noted in the Enemy Stealable Items tables). So, if
you got a Large Cottage on your first attempt stealing from the Kraken, on your second attempt you
would have a 100% chance to get one of the three Full Potions available (assuming you missed on the
20% chance for each of the rings).

4.2.3 Status Effects

While in battle, an attack can do more than just damage the target. If the non-damage effect due
to the skill or spell directly changes the targets attributes (ATK, DEF, CRT, etc.) then it is a buff (or debuff)
as discussed in Section 3.4. However, there are other effects, called “status effects”, which cause unique
effects to you or your enemy. For example, Confusion causes the one confused to physically attack their
allies — whether that is one of your party turning on your other characters or one of the enemies
attacking the other enemies. Finally, note that all the character classes have a 40% base chance to resist
status effects except for the Monk who has a 60% base chance to resist status effects until he learns
Cleanse at which point he has 100% resistance to status effects.

Status Effects

Release chance each

turn after [Nth] turn
Blindness 20 [1st] Eyedrops Reduces chances to hit via Normal Attack by 75%

Status Effect Release Conditions Description

Confusion 25 [1st] After DMG, Smelling Salts Attack Allies
Paralysis 33 [1st] Muscle Relaxer Cannot move or evade attacks
Poison 0 Antidote 10% MAX HP DMG per turn in battle or 1% for movement on map
Silence 25 [1st] Vocalizer Serum Cannot use magic spells/skills
Sleep 20 [1st] After DMG, End of Battle Cannot move or evade attacks
Stun 75 [1st] Relaxer Cannot move or evade attacks

Ice Encasement 30 [3rd] End of Battle Cannot move or evade attacks
Ink Jet 30 [3rd] End of Battle Reduces chances to hit by 25%
Mind Flay 100 [3rd] End of Battle Cannot move or evade attacks
Stone 0 Soft Cannot move or evade attacks, removes all other status effects
Venom 0 End of Battle Take 10% MAX HP DMG per turn in battle

The full list and description of the status effects in the game are given in the table above including
the release conditions (what potion if any can cure the effect and if it is cured at the end of battle) and
the chance that the status effect releases (is cured) each turn after it is applied. The top section of the
table below shows status effects that you may apply to your enemies (and them to you), whereas the
bottom section starting with Ice Encasement can only be applied by your enemies onto your characters.
Besides the listed potions, there are spells and the skills such as Forest Cure and Hunter’s Poultice that
will remove/cure status effects, see Section 3.4 for more information. The description “Cannot move or
evade attacks” means that the character cannot perform any battle actions (Fight, Skill, Guard). Note
that these effects do not actually reduce the character’s AGI; therefore the parties’ chance to
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successfully escape does not change if any member of the party has this type of status effect. Finally,
Silence prevents the use of all White and Black magic.

4.3 COMBAT MACROS

Select battle macro slot ...

Ando's Macro # 1

Ando's Macro # 2
Ando's Macro # 3
Ando's Macro # 4
Ando's Macro # 5

Fire 6
Thunder 6
Ice 6

Press [A] To Clear All Of This Character's Macros

Battle Macros allow you to specify a preset collection of in-battle commands to your party. You
are limited to 5 different macros (e.g. 5 different battle command collections). In each Macro you have,
for each character, the choice to have the character perform a normal physical Attack, a Skill, use an
Iltem, Guard, or do nothing. In the image to the right, you can see that Macro #1 has the Knight set to
Attack, the Hunter set to Attack, the White Mage set to Attack, and the Black Mage set to cast Fire 6.
Macro #2 and #3 have similar formulas except with the Black Mage casting Thunder 6 and Ice 6. Using
Macros in battle is simple. When you first enter the battle you’ll be presented with several options: Fight,
Macros, or Escape. Choose the Macro option and then choose the appropriate Macro number.

One downside to the speed provided by Macros is that you can’t target specific enemies with the
Macro. For example, if you have a Macro which is set to command every party member to do a physical
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attack, then they will all target a seemingly random enemy. The actual choice of the enemy is not random
and is repeated whenever you use the same Macro against that enemy party; however, you have no
control of which enemy they target first and this significantly diminishes certain strategic elements of
battle.

There are certain special cases for Macros when you choose to use a skill or an item. If you have
a Macro set to use a specific skill and you don’t have enough MP to cast that skill, that character will
instead use a physical Attack. Similarly, if a character is set to use an item and there is none of that item
left, then they will also default to a physical Attack. Although you have the option to use the “None”
command, there is realistically no reason to do so when you can instead use “Guard” and take only half
damage.

4.4 SURPRISE ATTACKS AND RUNNING AWAY

The complexion of a battle can drastically change if you are surprised by the enemy or you
preemptively attack them. When an enemy group surprises you, every enemy gets to attack prior to the
battle starting in earnest. This can be particularly devastating if a group of ~5 — 7 enemies attacks you.
Late in the game, you can be completely annihilated before you even draw your weapons. On the other
hand, if you surprise the enemy with a preemptive strike, then you might wipe them out before they
have a chance to even hurt you. Whether or not one group surprises another is dependent upon two
attributes: PRE and AGI. You can avoid being surprised altogether if your average party PRE or AGI are
66% or higher than the enemy party’s average PRE and AGI, respectively. Similarly, you’ll never surprise
the enemy group if their average party PRE and AGI are 66% of your party’s respective values.

Kim's Party has attempted to escape!
However, they were unable to escape!

g

Outside these bounds, the probability of surprise attack peaks at 20% and the probability is scaled
by the product of your average party PRE and AGlI divided by the product of the enemy party’s average
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PRE and AGI. For the specific equations that control surprise attacks, see Chapter 8. Finally, certain
situations do not allow for surprise attacks. For example, you may not gain a preemptive strike on any
Boss, mid-Boss, City Guard, or Hunter’s Guild foe throughout the game. Similarly, they can never surprise
attack you.

Sometimes, you'll encounter any enemy group that you don’t want to fight, either because they
are too strong, you’re trying to race through a particular section of the game, or you’re simply tired of
fighting. In these situations, you’ll want to choose the Escape battle command and run away from the
enemy. The chance for your party to escape from the enemy is controlled by a single attribute: AGI. The
probability to run away has no limit (e.g. you may run away 100% of the time if you have high enough
AGl). Specifically, the probability to escape from an enemy group is directly proportional to the ratio of
your party’s average AGI to the enemy party’s average AGl. When your average party AGl is equal to that
of the enemy, you have a 50% chance to escape. If your average party AGl is double or higher that of the
enemy, then you have a 100% chance to escape. Finally, if your average party AGI is half that of the
enemy or lower, then your chance to escape is 0%. Remember that you can boost your chance to run
away with in-battle skills that increase your party’s AGI.

Just as there are certain battles in which surprise attacks are not allowed, there are certain battles
where you may not escape. You may not escape from Bosses, mid-Bosses, Hunter’s Guild targets, and
City Guards. Similarly, any enemy that you engage through touch on the Dungeon Map (e.g. Outpost
Soldiers in the Old Alexandrian Outpost) may not be run from. Wise use of Escape can mean the
difference between life and death, but at some point you’ll have to stand and fight to get the experience
to grow stronger.




4.5 VICTORY: EXP AND SP

After defeating any enemy party, you’ll be taken to the victory aftermath screen where your
party’s gains are summarized. Among gold, monster remains, and item drops, you’ll also acquire
Experience (EXP) and Skill Points (SP). To level up, each character must gain a preset amount of EXP. The
amount of EXP to reach the next level increases rapidly at first but becomes constant at high levels. For
example, for level 1 to 3, the amount of EXP to gain for the next level increases by over a factor of 3. In
comparison, the amount of EXP required to gain the next level at LVL 30 and 40 increases by less than
35%. The table below shows the EXP required to get to the next level for each level between 1 and 100.
Note that you can surpass the traditional LVL 99 limit in Last Dream. Levels beyond 100 all require nearly
the same amount of EXP for the next level up.

Level EXP to LVL Level | EXP to LVL Level | EXP to LVL EXP to LVL EXP to LVL

40 21 17888 41 43186 48206 48857

74 22 19737 42 43729 48280 48866

23 21573 43 44223 48346 48874

24 23379 44 44673 48406 48881

25 25140 45 45083 48460 48888

26 26844 46 45454 48508 48894

27 28483 47 45791 48552 48899

28 30047 48 46097 48591 48904

1
2
3
4
5
6
7
8
9

29 31532 49 46374 48627 48909

[
o

30 32935 50 46625 48659 48912

(Y
[

31 34253 51 46852 48688 48916

[
N

32 35488 52 47057 48714 48919

=
w

33 36638 53 47243 48737 48922

[y
H

34 37708 54 47410 48758 48925

[
(%}

35 38698 55 47562 48777 48927

[
()}

36 39613 56 47699 48794 48929

[y
~N

37 40456 57 47822 48809 48931

[
o

38 41231 58 47933 48823 48932

Y
o

39 41941 59 48034 48836 48932

N
o

40 42592 60 48124 48847 48932

It is also useful to know the cumulative amount of EXP required for each level. The cumulative
amount of EXP required for every level up is shown in the table below. The values in this table for a
particular level are simply the sum of all the lower levels from the previous table.
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Total EXP Total EXP Total EXP Total EXP Total EXP
0 21 96314 41 742490 61 | 1669461 81| 2641879

40 22 114202 42 785676 62 | 1717667 82 | 2690736
114 23 133939 43 829405 63 | 1765947 83 | 2739602
244 24 155512 44 873628 64 | 1814293 84 2788476
454 25 178891 45 918301 65 | 1862699 85 | 2837357
821 26 204031 46 963384 66 | 1911159 86 | 2886245
1377 27 230875 47 | 1008838 67 | 1959667 87 | 2935139
2212 28 259358 48 | 1054629 68 | 2008219 88 | 2984038
3425 29 289405 49 | 1100726 69 | 2056810 89 | 3032942
5131 30 320937 50 | 1147100 70 | 2105437 90 | 3081851
7461 31 353872 51| 1193725 71| 2154096 91 | 3130763
10559 32 388125 52 1240577 72 | 2202784 92 3179679
14575 33 423613 53 | 1287634 73 | 2251498 93 | 3228598
19662 34 460251 54 | 1334877 74 | 2300235 94 | 3277520
25971 35 497959 55| 1382287 75 | 2348993 95 | 3326445
33643 36 536657 56 | 1429849 76 | 2397770 96 | 3375372
42807 37 576270 57 | 1477548 77 | 2446564 97 | 3424301
53574 38 616726 58 | 1525370 78 | 2495373 98 | 3473232
66038 39 657957 59 | 1573303 79 | 2544196 99 | 3522164
20 80268 40 699898 60 | 1621337 80| 2593032 | 100 | 3571096
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Each defeated enemy vyields a pre-defined amount of EXP (see Section 7.9) and the total EXP
gained at the end of the battle is the sum of the individual enemies’ EXP. The total EXP is equally divided
among your surviving party members. For example, if you fight 6x Spiders, who each give 16 EXP, then
your party will acquire a total of 96 EXP. If all of your characters survived the battle, then each character
will acquire 96/4 = 24 EXP. If only one character survives the battle, then that character will acquire all
96 EXP and the other 3 deceased party members will receive no EXP.

You can also remove characters from your active party using the “Party” menu option. These
characters are reserve party members and function exactly the same as deceased party members. For
example, if you remove two party members from your party and defeat the same 6x Spider enemy party,
then your two active party members will each receive 48 EXP and the reserve party members won’t
receive any EXP regardless of whether or not they are alive.

Along with EXP, you'll gain SP for every enemy you defeat. Unlike EXP, SP is not shared among
party members, but the total is given in whole to every surviving party member. For example, if your
party defeats 6x Spiders, you’ll acquire 3 SP per Spider for a total of 18 SP. Regardless of how many party
members survive the battle, each surviving member will acquire 18 SP. Any deceased or reserve party
member will not receive any SP.

As described earlier in Section 3.4, SP is used to learn new skills. SP is most often gained in battle
but it can also be bought at Skill Shops through the purchase of SP Orbs. SP Orbs come in a variety of
sizes; however, every type gives the same amount of SP per gold piece.
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4.6 FISHING MECHANICS

While fishing is not required in Last Dream, it can be highly beneficial, especially if you have an
Engineer in your party who can double the effectiveness of Saltwater, Ice Water, and most High-Level
fish. Fishing can also be quite profitable if you use the correct rod & bait combination. As you create
better rods, the profitability of fishing increases greatly. Throughout your journey, you’ll encounter a
variety of different types of fish. There are four types of fish in Last Dream:

1) Saltwater Fish
2) Freshwater Fish
3) Icewater Fish
4) High-Level Fish

Saltwater Fish

Saltwater fish are the most plentiful and you can catch them at any Oceanside dock on Terra.
Saltwater fish are also required to synthesize better fishing poles. You acquire the recipes to create
better fishing poles throughout the game and the table below shows the location where you acquire
each recipe (and the initial fishing pole):

ITEM CHARACTER LOCATION
Old Fishing Pole Long-haired Fisherman Oakwood

Recipe for Thin Fishing Pole Long-haired Fisherman Oakwood

Recipe for Strong Fishing Pole | Fisherman Fisherman's Hovel

Recipe for Deluxe Rod Expert Fisherman Rubicon or Rubicon Dock

Recipe for Luring Rod Rod Maker Gaia

Recipe for Master Rod Master Fisherman Master Fisherman’s Camp

When attempting to catch Saltwater Fish, there are five primary types of bait you can use:

Bait Price (G)
Junk Bait 10
HQ Veggie Bait 50
Worm Bait 100
Magic Bait 500
Super Bait 1,000

These bait are used with the all the fishing poles / rods except for the Master Rod which requires
special bait discussed later. Junk bait will allow you to catch the base set of fish for a specific fishing pole.
In the base set of fish, you have the following probabilities to catch each fish level:




Fish Level

Fish Name

Probability

Level 1

Goldfish

50%

Level 2

Anchovy

25%

Level 3

Catfish

10%

Level 4

Albacore

5%

Note that these probabilities only add up to 90%. You also have a 10% chance to not catch
anything (“No Bites”). Each increasing tier of bait will increase the level of each fish caught by one,
meaning that rather than being able to catch Level 1 — 4 fish with Junk Bait, you’ll be able to catch Level

2- 5 fish with HQ Veggie Bait. Both examples assume the Old Fishing Pole.

Fish Level

Fish Name

Probability

Level 2

Anchovy

50%

Level 3

Catfish

25%

Level 4

Albacore

10%

Level 5

Cod

5%

As mentioned earlier, you can also acquire better fishing poles through synthesis as you progress
through Last Dream. While each increasing tier of bait will improve the level of fish by one, each
increasing tier of fishing pole will increase the level of fish by five. Therefore, you must create new fishing
poles if you want to have access to some of the most valuable fishes that inhabit Terra’s waters. The fish
levels for all the bait types and fishing poles are summarized in the table below:

Fishing Pole

Junk Bait

HQ Veggie Bait

Worm Bait

Magic Bait

Super Bait

Old Fishing Pole

1to4d

2to5

3to6

4to7

5to08

Thin Fishing Pole

6to9

7to 10

8to 11

9to 12

10to 13

Strong Fishing Pole

11to 14

12 to 15

13 to 16

14 to 17

15to 18

Deluxe Rod

16to 19

17 to 20

18to 21

19to 22

20to 23

Luring Rod

21to 24

22to 25

22 to 26

23 to 27

24 to 28

The Master Rod requires special bait that must first be synthesized before you can purchase it.
The different Master Rod baits are:

Bait Value (G)
1,500
2,500
3,500

5,000

Required Remains for Synthesis

Mysterious Bait 5x Dragon Horns, 5x Liquid Evil Oozes

Amazing Bait 5x Vampire Fangs, 5x Devil Wings

Captain's Bait
Perfect Bait

3x Mini-Kraken Tentacles, 3x Revenant Bones, 3x Sand Worm Scales

5x Titan Hides, 5x Asura Horns, 3x Kali Servant's Hearts

You can acquire the recipes for each of these special baits from the Master Fisherman who you
can visit once you’ve acquired the Ship; however, he will not give you the recipes until you’ve acquired
the Master Rod, which requires having the Luring Rod and to prove yourself by catching an Orca. Once
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you’ve synthesized these special baits, you can purchase them for a price from the Master Fisherman.
Before you have to worry about the Master Rod, you’ll have to work your way through the lower level
fishing poles through synthesis.

You won’t always be able to use the cheapest bait in order to catch the fish required to synthesize
the next fishing pole. The most efficient fishing pole and bait combination can be found by first finding
the minimum tier of bait required for the synthesis fish and the searching for the most profitable of the
remaining bait. In each case, the minimum tier of bait required turns is the most profitable. The table
below shows the best pole and bait combinations for rod upgrades:

Pole / Rod Upgrade | Best Pole / Rod + Bait Combination | Required Fish

Thin Fishing Pole Old Fishing Pole + HQ Veggie Bait 3x Cod, 6x Albacore, 9x Catfish

Strong Fishing Pole Thin Fishing Pole + Magic Bait 1x Goby, 5x Bull Trout, 10x Bluegill

Deluxe Rod Strong Fishing Pole + Super Bait 3x Pike, 6x Kingfish, 9x Lionfish

Luring Rod Deluxe Rod + Super Bait 5x Marlin, 10x Tuna, 15x Red Snapper

Master Rod Luring Rod + Super Bait 5x Orca, 10x Great White Sharks, 15x Saw Sharks

The table above also shows the required fish for the synthesis of the specific fishing pole upgrade.
The monster remain requirements aren’t listed but can be found in Section 7.1.

Saltwater fish have great restorative properties for HP and MP; however it can also be very
profitable when you don’t want to fight enemies and sell their remains. Therefore, it’s very important to
know the most profitable rod and bait combinations. The table below summarizes the average profit for
the most profitable baits at each fishing pole tier:

Fishing Pole / Rod Best Bait Average Profit (10 casts)

Old Fishing Pole Junk 140

Thin Fishing Pole Junk 648.5
Strong Fishing Pole Worm 1623.5
Deluxe Rod Worm 4975
Luring Rod Super 20000
Master Rod Perfect 33375

The specific profit for each fishing pole and bait combination for each fish are also of interest.
The tables on the next three pages detail fish that can be caught with each fishing pole and bait. In
addition, the probability of each fish, the sale price (half the value), the profit (the sale price minus the
bait cost), and the average profit or loss over 10 casts of the fishing pole. The average profit or loss, Gy,
is computed from the following formula:

4
Gavg = 10( ) (S, = C)P; | - C
i=1

where S; is the sale price for the i*" fish, P; is the probability for the /™" fish, Cy is the cost of the bait.
Those bait cost must be subtracted one additional time to account for the 10% chance of no bites.
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Old Fishing Pole

Goldfish 50 20 10
Anchovy 25 30 20
Catfish 10 40 30
Albacore 5 50 40
Anchovy 50 30 -20
Catfish 25 40 -10
Albacore 10 50 0

Cod 5 62 12
Catfish 50 40 -60
Albacore 25 50 -50
Cod 10 62 -38
Bass 5 75 -25
Albacore 50 50

Cod 25 62

Bass 10 75

Salmon 5 87

Cod 50 62

Bass 25 75

Salmon 10 87

Carp 5 100

Junk Bait (10G)

HQ Veggie Bait (50G)

Worm Bait (100G)

Magic Bait (500G)

Super Bait (1,000G)

Thin Fishing Pole

Bass 50 75 65
Salmon 25 87 77
Carp 10 90
Mackerel 5

Salmon 50 37
Carp 25 50
Mackerel 10 62
Bluegill 5 75
Carp 50 0
Mackerel 25 12
Bluegill 10 25
Bull Trout 5 50
Mackerel 50

Bluegill 25

Bull Trout 10

Goby 5

Bluegill 50

Bull Trout 25

Goby 10

Guppy 5

Junk Bait (10G)

HQ Veggie Bait (50G)

Worm Bait (100G)

Magic Bait (500G)

Super Bait (1,000G)




Strong Fishing Pole
Fish Name Percentage Chance Sale Price (G) Profit (G) Average Profit/Loss (10 casts)

Bull Trout 50 150 140
Goby 25 187 177
Guppy 10 250 240
Halibut 5 312 302
Goby 50 187 137
Guppy 25 250 200
Halibut 10 312 262
Koi 5 375 325
Guppy 50 250 150
Halibut 25 312 212
Koi 10 375 275
Lionfish 5 437 337
Halibut 50 312 -188
Koi 25 375 -125
Lionfish 10 437 -63
Kingfish 5 500 0
Koi 50 375
Lionfish 25 437
Kingfish 10 500
Pike 5 625

Junk Bait (10G)

HQ Veggie Bait (50G)

Worm Bait (100G)

Magic Bait (500G)

Super Bait (1,000G)

Deluxe Rod
| Bat  FishName  PercentageChance SalePrice(G)  Profit(G)  Average Profit/Loss (10casts)

Lionfish 50
Kingfish 25
Pike 10
Flounder 5

Kingfish 50
Pike 25
Flounder 10
Perch 5

Pike 50
Flounder 25
Perch 10
Red Snapper 5

Flounder 50
Perch 25

Junk Bait (10G)

HQ Veggie Bait (50G)

Worm Bait (100G)

Magic Bait (500G)
Red Snapper 10

Tuna 5

Perch 50

Red Snapper 25
Super Bait (1,000G)

Tuna 10

Marlin 5




Luring Rod
Fish Name Percentage Chance  Sale Price (G) Profit (G) Average Profit/Loss (10 casts)

Red Snapper 50 1000 990
Tuna 25 1250 1240
Marlin 10 1500 1490
Bull Shark 5 1750 1740
Tuna 50 1250 1200
Marlin 25 1500 1450
Bull Shark 10 1750 1700
Thresher Shark 5 2500 2450
Marlin 50 1500 1400
Bull Shark 25 1750 1650
Thresher Shark 10 2500 2400
Saw Shark 5 3750 3650
Bull Shark 50 1750 1250
Thresher Shark 25 2500 2000
Saw Shark 10 3750 3250
Great White Shark 5 5000 4500
Thresher Shark 50 2500 1500
Saw Shark 25 3750 2750
Great White Shark 10 5000 4000
Orca 5 6250 5250

Junk Bait (10G)

HQ Veggie Bait (50G)

Worm Bait (100G)

Magic Bait (500G)

Super Bait (1,000G)

Master Rod
Fish Name Percentage Chance  Sale Price (G) Profit (G) Average Profit/Loss (10 casts)
Saw Shark 50 3750 2250
Great White Shark 25 5000 3500
Orca 10 6250 4750
Whale Shark 5 7500 6000
Great White Shark 50 5000 2500
Orca 25 6250 3750
Whale Shark 10 7500 5000
Blue Whale 5 8750 6250
Orca 50 6250 2750
Whale Shark 25 7500 4000
Blue Whale 10 8750 5250
Giant Squid 5 10000 6500
Whale Shark 50 7500 2500
Blue Whale 25 8750 3750
Giant Squid 10 10000 5000
Leviathan 5 20000 15000

Mysterious Bait (1,500G)

Amazing Bait (2,500G)

Captain's Bait (3,500G)

Perfect Bait (5,000G)




Freshwater Fish

Freshwater fish are rarer than Saltwater fish but you can catch them at the docks located in Gaia
and Alfheim. Unlike Saltwater fish which have restorative properties, Freshwater fish act as party-wide
tonics. Furthermore, Freshwater fish cannot be caught with any rod less powerful than the Deluxe Rod,
which you’ll have to synthesize through Saltwater fishing and monster battling. Another difference
between Saltwater fish and Freshwater fish is that there is only a single bait that can be used for
Freshwater fish: Freshwater Bait (2,000G).

You can catch Freshwater fish with either the Deluxe Rod or the Luring Rod at the Gaia and
Alfheim dock locations; however, using the Master Rod at these locations will result in catching very rare
High-Level fish discussed later. The Deluxe Rod allows you to catch the 10 base level Freshwater fish.
Meanwhile, the Luring Rod unlocks an additional 10 unique Freshwater fish. Each of the 10 base level
Freshwater fish acts as a party-wide tonic that increases one specific character attribute. Similarly, the
10 Luring Rod Freshwater fish are simply more powerful versions of the base level fish. Both the Deluxe
Rod and Luring Rod are profitable when catching Freshwater fish; however, the Luring Rod is ~5x more
profitable. The table below details the Freshwater fish caught with both the Deluxe and Luring Rods. For
each fish, the percentage chance to catch, the sale price (half the value), and the profit (the sale price
minus the bait cost). In addition, the average profit/loss for each rod over 10 casts is given:

Freshwater Fish

Blackfish

Deluxe Rod + Crestfish
Freshwater Bait Darter

Dory
Flathead
Frogfish
Gar
Hagfish
Jackfish
Knifefish
Louvar

Luring Rod + Marblefish
Freshwater Bait Nase

Tetra
Opah
Paddlefish

Pearleye

9
9
9
9
9
9
9
9
9
9
9
9
9
9
9
9
9
9
9
9




Icewater Fish

Icewater fish are also rarer than Saltwater fish but are a bit more plentiful than Freshwater fish.
You can catch them at the docks located near Aunlak, Borea, and the Igloo. Icewater also have unique
properties that differ from Saltwater fish. Icewater fish have explosive properties and function as
powerful single target bombs. Like Freshwater fish, Icewater fish cannot be caught with any rod less
powerful than the Deluxe Rod. Finally, Icewater fish also require a unique bait to catch these fish:
Icewater Bait (2,000G).

You can catch Icewater fish with either the Deluxe Rod or the Luring Rod at the Aunlak, Borea,
and Igloo dock locations; however, using the Master Rod at these locations will result in catching very
rare High-Level fish, just like the Icewater dock locations. The Deluxe Rod allows you to catch the 7 base
level Icewater fish. Meanwhile, the Luring Rod unlocks an additional 7 unique Freshwater fish. The
Deluxe Rod Icewater base level fish are composed of 6 elemental single target bomb-fish and 1 non-
elemental single target bomb-fish. The non-elemental bomb-fish has a lower probability to be caught, is
worth more money, and deals double damage compared to the base damage of the other elemental
fish. Meanwhile, the Luring Rod level fish are simply more powerful verisons (double damage) compared
to the Deluxe Rod level fish. Both the Deluxe Rod and Luring Rod are profitable when catching Icewater
fish; however, the Luring Rod is ~5x more profitable, just like Freshater fish. The table below details the
Icewater fish caught with both the Deluxe and Luring Rods. For each fish, the percentage chance to catch,
the sale price (half the value), and the profit (the sale price minus the bait cost). In addition, the average
profit/loss for each rod over 10 casts is given:

Icewater

Yellowtail 14
Poacher 14

Lamprey 14
Goosefish 14
Devil Ray 14
Cobia 14
Hoki 6
Longneck Eel 14
QOilfish 14
Remora 14
Dragonfish 14
Warmouth 14
Zingel 14

Deluxe Rod +
Ice Water Bait

Luring Rod +
Ice Water Bait

Spiny Eel 6




High-Level Fish

High-Level fish can only be caught at Freshwater and Icewater locations when using the Master
Rod. These fish require the same Master Rod type baits as Saltwater fish. To acquire these baits, you’ll
have to complete the Master Fisherman’s sidequest. High-Level fish act largely as resurrection potions;
however, there are a few exceptions. The White Croaker acts as a powerful multi-attribute boosting
tonic and the Tilapia acts as a Remedy for the entire party.

Fishing for High-Level fish is much more profitable than either the Luring Rod level Freshwater or
Icewater fish. High-level fish are comparable in profit to Master Rod level Saltwater fish.

High-Level Fish
Fish Name Percentage Chance  Sale Price (G) Profit (G) Average Profit/Loss (10 casts)
Porgy 25 2500 1000
Ribbonfish 25 3750 2250
Mysterious Bait (1,500G) Sand Diver 20 5000 3500
Sand Tiger 15 6250 4750
Seamoth 10 7500 6000
Ribbonfish 25 3750 1250
Sand Diver 25 5000 2500
Amazing Bait (2,500G) Sand Tiger 20 6250 3750
Seamoth 15 7500 5000
Tench 10 8750 6250
Sand Diver 25 5000 1500
Sand Tiger 25 6250 2750
Captain's Bait (3,500G) Seamoth 20 7500 4000
Tench 15 8750 5250
Tilapia 10 10000 6500
Sand Tiger 25 6250 1250
Seamoth 25 7500 2500
Perfect Bait (5,000G) Tench 20 8750 3750
Tilapia 15 10000 5000
White Croaker 10 15000 10000

Detailed descriptions for the attributes of each Saltwater, Freshwater, Icewater, and High-Level
fish can be found in Section 7.1.




5.  Strateqy Overview

5.1 PARTY SELECTION

One of the most important
decisions in the game, party selection, CHARACTER SELECTION
is made immediate|y after startin ga PRESS "DASH BUTTON" TO SEE CHARACTER DESCRIPTION
New Game. There are eight character .
classes and only four party members 'fji:r
to choose. You’'ll have to lose out on <t
the strengths of at least four of the
character classes. Remember, that
you don’t have to choose four  } 'Eﬁ.ir.i-"i',*-
different character classes. You can At s AR
choose 4x Knights, if you so choose. w
The most important point to consider E.’ILES:E{ ENGINEER
when choosing your party is balance.

In this respect, balance means
that you’ll need to fill several
different party needs. The most
obvious party need is damage dealing. Damage dealers largely come in two classes: single target killers
or party killers. The Monk is an ideal example of a single target killer. Late in the game with Fists of Fury,
he far surpasses the damage output (dealt to a single enemy) of any other character class. This makes
him ideal for slaughtering bosses in short order. Meanwhile, the Black Mage is the epitome of a party
killer. All of his elemental spells beyond Tier #1 will attack all enemies and, if you choose the element
that those enemies are weak to, it will annihilate the entire party. The Black Mage’s limitation is his finite
amount of MP. The Knight straddles the line between single enemy and party killer although he is more
effective as a boss killer than any other character besides the Monk in the late game. The Engineer can
fill the slot of a party killer in place of the Black Mage with his Grenadier skill and a copious amount of
bombs.

The second party need is healing. The White Mage is by far the best healer in the game but lacks
the ability to deal significant damage to any but undead enemies. The White Mage and Gray Mage stand
alone as the only characters that can resurrect party members. Without a White Mage or Gray Mage in
your party, you'll have to return to a Church and have the priest resurrect your characters or manage to
acquire the Master Rod and catch some high level fish. The Master Rod won’t be available until very late
in the game so a character dying halfway through a dungeon can be particularly crippling without a White
Mage. The Engineer can also double as an extremely effective healer when you couple his ltem Boost
skill with Saltwater Fish which can restore large amounts of HP and MP.

The third party need is damage absorption. Even if you have an excellent healer, you’ll eventually
run out of items or MP to cast healing spells if your characters have no DEF or MGD. The Knight is a
superior physical damage absorber because he can equip heavy armor, has cheap DEF through level up,

KNIGHT HUNTER
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and also has a variety of skills to boost his DEF. The weakness of the Knight is his relatively low MGD
which is expensive to build. The Gray Mage can also be built as a physical tank but doesn’t have the MGD
weakness. The advantage of the Gray Mage over the Knight is that the Gray Mage can equip all of the
Mage’s equipment and bridge the gap in MGD and has cheaper MGD AP costs. The White and Black
Mage suffer from low physical DEF; however, they have excellent MGD and therefore won’t take much
damage from magic spells.

The fourth party need is agility and preemption. Although this may seem unimportant at first,
you’ll find out later in the game that an untimely surprise attack by a powerful enemy party can easily
spell your doom. To avoid surprise attacks, you’ll need to build agility and preemption. The characters
that excel in these character traits are the Thief and the Hunter. The Thief benefits from agility more
than the Hunter because it boosts the Thief’s chance to steal; however, the Hunter has access to the
Moa. Preemption is an invaluable trait because it allows your characters to act before the enemies.
Consider a party member on the verge of death and the difference between your Thief/Hunter acting
before any of the enemies or the enemies striking first. Although expensive to build, preemption is
particularly powerful for party killer characters like the Engineer and the Black Mage because it allows
them to wipe out an entire enemy party before they have a chance to act.

With these four needs (damage dealing, healing, damage absorption, and agility/preemption),
you are now ready to select your party. Your goal should be to select a party with characters that will fill
all of these party needs. For example, consider a 2x White Mage and 2x Black Mage party. This party
excels in healing and damage dealing but suffers when it comes to damage absorption and
agility/preemption. You’ll likely find yourself continuously healing and often getting surprise attacked
late in the game. A better choice would be a Knight (damage dealing, damage absorption), Hunter
(agility/preemption, damage absorption), White Mage (healing), and Black Mage (damage dealing). An
equally valid party choice might be a Gray Mage (damage dealing, damage absorption), Thief
(agility/preemption, damage absorption), Monk (damage dealing), and Engineer (damage dealing,
healing).

5.2 CHARACTER BUILDING

Even if you choose an excellent party,
you may have a rough time on the journey if
you don’t build your characters in an
intelligent manner. As described in Section 3.2,
there are 10 unique character attributes that Attribute Cost Rate Spent Current: Statis
vary in cost by character class. For example, . =0 3 HP 30
the Knight has inexpensive HP, ATK, and DEF. +3 ) Mp 1
When building your character, you should : = e ﬁgﬁ
consider the cost of your character attributes. = { 000 INT
In addition, many character classes have skills AG] 6 t1 0/1000 AGI
that are based on certain attributes. Building AC( 5 t1 0 ACC
these attributes can create extremely | ‘ 4 ik
powerful skills for use in battle. Another way F:(\ED
to combine equipment with character building i

Stat Distribution - Press L or R to switch characters.

31» Knight Knight
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is to equip items that your character needs but are expensive. For example, consider a Knight built with
ATK, HP, and DEF but equipped with rings that boost MGD and PRE. This Knight would be stronger than
one built with MGD, PRE, and HP with equivalent rings that boost ATK and DEF.

If the whole idea of building your |

. Stat Distribution - Press L or R to switch che} -Balanced
character seems overwhelming, you can

& Ando Dark Knight Lv Lzl s

use the AP auto-distribution feature
built-in to the Level Up menu. To access
this feature hit the “Shift” key or the
analogous button on your gamepad. Attmbute (051 Rate Spent: Curent: Statis

There are three auto-distribution options ol 51U J9/1000 i) L5

that you can choose from: Balanced 4 ! gl o i s

! ATK 7 +1 74/1000 ATK 168
Offensive, and Defensive. Each of these [BN== 4 +1 28/1000 || DEF 168
options has been tailored to each specific NG 6 +1 0/1000 INT 4
character class. For each character class, [Xei 6 +1 3/1000 AGI 20
the various auto-distribution options Eee 5 +1 17/1000 ACC 44
determine a probability for each [REeNE 10 +1 0/1000 CRT 15
character attribute. If you choose the [RANE 7 +1 36/1000 || PRE 53
same option, Balanced for example, [HAS 6 +1 13/1000 || MGD 43
twice in a row, you may not find that your
character gains the same character attributes because the auto-distribution is based on a sequence of
random numbers. This is because the number of AP varies at each level up and it also allows you to
manually distribute some of the AP and auto-distribute the rest.

In general, alarge portion of the AP goes to HP for the balanced distributions. For physical classes,
like the Knight, Monk, Hunter, and Gray Mage, ~15% of AP goes to ATK. For all the classes ~15% of the
AP goes to DEF. Mage classes get a higher percentage of MP than the other classes. Hunters, Thieves,
and Engineers also get a higher percentage (¥10%) for AGI. The Offensive AP distributions tend to
increase ATK for the physical classes or MP for the Mage classes. Similarly, the Defensive AP distributions
increase DEF and MGD for the physical classes. In the following tables you’ll find the probability
distribution for the character attributes for each character class.

Balanced AP Distributions

HP MP ATK DEF INT AGI ACC CRT PRE MGD
Knight 30 10 17 17 10 12
Monk 35 2 15 25 10 7
Thief 25 11 12 15 7 12
White Mage 25 20 0 20 0 16
Black Mage 22 20 0 20 0 16
Gray Mage 30 10 15 15 10

Hunter 30 12 12 18 13
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Engineer 25 15 4 19 14




Offensive AP Distributions

MP ATK DEF INT AGI ACC CRT
Knight 10 25 10 0 0 15
Monk 2 27 15 0 1
Thief 15 22 10 0 15
White Mage 20 0 15 25
Black Mage 20 0 15 25

Hunter 15 23 10 0

N N U N O N U W

0
0
Gray Mage 10 25 10 0 0
5
0

Engineer 20 8 12 25

Defensive AP Distributions

ATK DEF INT AGI ACC
Knight 10 25
Monk 10 25
Thief 20
White Mage 24
Gray Mage 25

Hunter 20

0
0
0
0
2
0
2
9

O W O O O N u wm
o O O o o o u o

5
0
Black Mage 0 24
0
5
0

Engineer 29

5.3 SKILL - ATTRIBUTE SYNERGY

For certain character classes, there are skills that you simply can’t do without. The best example
of this is Fists of Fury for the Monk which increases the number of hits that his normal attack does based
on his ACC. A Monk without Fists of Fury is a pale imitation of what he should be; however, other special
skills are a bit less obvious. The Gray Mage can acquire the skill Magical Imbue which scales with INT.
The Gray Mage can be built effectively either as a physical attacker or as a magic caster. To make the
most of Magical Imbue, you should build the Gray Mage as a magic caster with very high INT. A similar
skill is Agile Strike which scales with AGI and is an excellent skill for the Thief since he already benefits
from AGI improving his chance to steal. The Engineer is a special character in that all of his character
attributes increase in cost at the same rate. At the beginning of the game, he has very little use for INT;
however, after the class change, he acquires several skills (Magical Imbue, ICBM, etc.) that scale with
INT. This introduces an odd character shift after the class change to Physicist where you may want to
massively boost his INT to improve his damage output.
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5.4 CHOOSE YOUR PATH WISELY

With all the forking paths in Last Dream, it will make your life much easier if you choose your
path wisely. At first, you have the choice to traverse the Woods of Despair or to gather the two ancient
Elven Relics. The primary difference between these two paths is the distance you must travel on the
World Map. The Woods of Despair is an extremely quick route to Doria whereas you’ll traverse most of
the Central Continent if you gather the two ancient Elven Relics. If you have a Hunter in your party, you
can tame a Giant Moa and journey across the Central Continent quite quickly. Therefore, it is a wise
decision to gather the Relics if you have a Hunter in your party.

Later, when you attempt to gather the four shards of the Ultima Crystal, you can collect them in
any order. The treasures between the dungeons differ between Ice equipment in the Ice Cave, Mage-
aligned Elven equipment in the Babel Citadel, Physical-aligned Titanium equipment in the Dread Woods,
and a mix of Titanium and Elven equipment in Crescent Canyon. Depending on your party, you should
seek out either the Babel Citadel, Dread Woods, or Crescent Canyon. The Ice equipment in the Ice Cave
is the best available; however, the monsters inside can cause instant death if you haven’t gathered the
Protect Rings from the other 3 dungeons. If you have a Physical-heavy party, you should seek out the
Dread Woods first; meanwhile, collecting the treasures in the Babel Citadel can well outfit a Mage-heavy
party.

Late in the game when you choose the Magi Tower Trial and Offering, you must also base this on
your party. A Physical-heavy party can breeze through the Trial of Silence since physical skills aren’t
silenced like magical spells. The Offering you give can also be party dependent. If you’ve amassed a large
guantity of gold, the Offering of Gold is the best; however, if you don’t want to take the time to acquire
that much gold, you may wish to choose one of the other Offerings. If you have a Physical-heavy party
built to avoid MP, the Offering of Mana gives up very little.
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6. Walkthrough

In this Chapter — the Walkthrough — you’ll find detailed maps, tables, and text for everything in
Last Dream from Oakwood to the Abyss. The Chapter is broken up into several major sections starting
with the Kidnapping of Dante’s Daughter and ending with the Well of Souls. In nearly every section, you’ll
find high quality, labeled maps that can be zoomed in on for a closer look.

Every town, dungeon, etc. are labeled with special locations and treasures. In addition, dungeons
have excavated chambers, boss, and mid-boss locations labeled. For every location with treasure, there
is an accompanying treasure legend to tell you what each treasure chest contains. Furthermore,
numbers are used to indicate connections between sections of the same dungeon when it spans multiple
maps.

A special thanks goes to Omegas7 for his invaluable Map Saver script, without which, this
Walkthrough would not have been possible. We hope you appreciate the level of detail in this massive
Strategy Guide. Happy reading!

HITE GIANT
RPG StuDIOS, LLC




6.1 THE KIDNAPPING

6.1.1 Oakwood

Treasures from Non-Playable Characters (NPCs): Old Fishing Pole, Recipe for Thin Fishing
Pole, Treasure Map #1, Traveler’s Vial, 6x Potion, 3x Antidote, 3x Eye Drops, Recipe for Mid-
Potion

Treasure Chest Legend

20G

Sleeping Bag
Rusty Sword

100G

Gnarled Staff, 50G

When your journey begins,
your party has just returned from
hunting outside Oakwood. You've
earned 1,000 gold from the
bounty, which will be enough to
outfit yourself with most of the {
equipment you'll need for your [ HEESrErs L CoT
adventures. Enter the town and SHOPL ,SH(SP
explore. ‘

In Oakwood, you’ll find
weapon, armor, and item shops.

Other places of interest include

the church, inn, and the skill shop.

Once you’ve equipped yourself, RE

talk to the people in town to learn about the world of Terra. Be sure to talk to the long-haired fisherman
standing next to the pond to get an Old Fishing Pole, enabling you to fish. He will also give you the Recipe
for Thin Fishing Pole. Make a trip to the Inn on the west side of town and talk to the Weathered Traveler
to buy Treasure Map #1 for 100G. Later, when exploring the Central Continent near the Forest Tower,
you can make use of the Treasure Map. Also, if you talk to a small girl and boy alone in an orange-roofed
house in the northeast corner of Oakwood, they will divulge that they buried a stock of potions near the
Ancient Ruins. You won’t be able to dig up the potions until you receive the Drill, but the location will be
marked on your World Map.

A few people will direct you to Dante’s house, the mayor of Oakwood, who lives in the northeast
corner of town. Dante informs you that his daughter, Elizabeth has been kidnapped. He believes that she
may be kept in the Ancient Ruins to the southeast of Oakwood. He also reminds you to rest up before
setting out for the Ancient Ruins, and that you can use the room upstairs to rest for free. In the room
upstairs, you’ll find the combination code 07312013 by inspecting papers on the table which will be used
later to open a secret room in Asgard.
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Weapon Shop

Rusty Sword 50G NO
Rusty Dagger 40G NO
Rusty Axe 70G YES
Rusty Spear 60G NO
Warped Bow 50G NO
Worn Whip 60G NO
Gnarled Staff 50G NO

Armor Shop

Worn Breastplate 80G
Torn Robe 80G
Old Shield 60G
Tattered Cloak 60G
Weathered Hat 60G
Rusty Helm 60G
Worn Gloves 60G
Rusty Gauntlets 60G
Worn Shoes 60G
Rusty Boots 60G

[N TN N N O N N SR R Y

Item Shop

ITEM NAME SUMMARY

POTION Restores 30 HP for one ally

ANTIDOTE Cures poison

EYE DROPS Cures blindness

SLEEPING BAG Recovers 30 HP for party and saves game

Skill Shop

ITEM NAME SUMMARY
TINY SP ORB Gains 40 skill points (SP)




6.1.2 The Oakwood Sewers

Suggested Level: 1

Enemies: Slime, Spider

Treasure Chest Legend Treasure Chest Legend - With Skeleton Key
Potion Small Cottage J | 500G

100G Long Sword K | Small SP Orb
Antidote 1,000G L | Crossbow

Tent Iron Helm M | Iron Shield

High Potion

The monsters outside Oakwood are quite formidable, so it would be wise to enter the Sewers
and fight some of the weaker monsters that live down there. There are two entrances: one in the bottom
left hand corner and the other in the upper right hand corner. If you enter from the bottom left entrance,
head south across the bridge and then right past the first bridge to the second bridge. Go north across
the bridge and then right across another bridge. Continue to go northeast and cross another bridge.
You'll find a set of locked doors (ignore them for now) and another bridge past the doors. Go south
across the bridge and get the treasure (100G - B). Go back across the bridge to the north and then west.
Continue west and then head a few paces north and across another bridge. Head south and then west
to enter the puzzle room in the center of the Oakwood Sewers. When you complete the puzzle, the
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spikes will lower and you can acquire the treasure (Tent - D). See Puzzle #1 - Oakwood Sewers for help
with this puzzle. After completing the puzzle, continue west crossing the bridges to the north as
necessary. You’ll reach another locked door (again ignore it). Go past the locked door and then cross the
bridge to the south and pick up the treasure (Potion - A). Cross back to the north and then continue
around the locked room and across another bridge. Head east and get the final treasure (Antidote - C).
Continue east and you’ll find a metal ladder that will take you back to the surface. Make sure to visit the
pond in the center of town after leaving the Sewer or else you’ll be ostracized for your stench!

Once you've leveled up to LVL 2, you will be strong enough to venture outside Oakwood. Before
exiting Oakwood, sell the remains of the monsters you’ve slain. At this point, this is your primary way to
make money. You can quickly sell all your monster remains to the Monster Remains Collector in the
Oakwood Item Shop. He will follow you throughout your journey, usually showing in near town Item
Shops. He can also be used as a storehouse to keep specific items, especially monster remains that you
may want to set aside. You may want to keep monster remains for ingredients in synthesizable items.
Lastly, be sure to stock up on potions, rest, and save your game at the Church before you leave Oakwood.

Battle Notes: In the Oakwood Sewer, you’ll find the two weakest enemies on Terra: Slimes and Spiders.
Both are limited to a normal physical attack. Slimes are easier because they have low PRE and you can
thus attack before them if you equip a pair of boots or shoes. Spiders, meanwhile, are a bit more
dangerous because they will generally attack before you. You can steal potions and more rarely, high
potions, from Slimes. Spiders have antidotes and jolt tonics to steal.




6.1.3 Oakwood Dock

Suggested Level: 2

Treasures: None

OAKWOOD
DoCK

43
43
A2
;
4
A
A
A
A

When you exit Oakwood, you’ll see a wooden dock to the west. Enter the dock and talk to the
fisherman standing on the dock to purchase some bait. At this point, junk bait is all you can really afford.
After buying some junk bait, walk to the end of the dock and you’ll be prompted to fish. Select your
fishing pole and bait and then wait to see which fish you caught.

Fishing can be profitable but it is also time consuming. As you progress through the game, you’ll
have the opportunity to find recipes for better fishing poles and rods that will allow you to catch more
highly prized fish. In addition, you can buy better bait that will increase your odds of catching better fish.
See the Section 2.9 a summary of Fishing and Section 4.6 for detailed information.

After catching a few fish, you should head back to Oakwood and rest. Now, once you have
reached LVL 3 by fighting in the Oakwood Sewers and outside Oakwood, you are ready to head to the
Ancient Ruins to rescue Dante’s daughter. The Ancient Ruins is located at the southeast end of Oakwood

Island.




6.1.4 The Ancient Ruins

Suggested Level: 3

Enemies: Skeleton, Ghoul, Spider, Goblin, Bat

Treasure Chest Legend With Skeleton Key

Potion Sleep Ring

High Potion H | Iron Boots

Antidote High Potion

Potion 1200G

100G Tent

Sleeping Bag Augury Ring (with Kali's Medallion)

When you first enter the Ancient Ruins, you’ll find a
locked door (that can only be opened with a Skeleton Key) to the
north. Don’t worry about that now because later you’ll return
with the Skeleton Key and gather the treasure. Instead head to
the west and skip the first path north. Grab the treasure (Potion
— A) along the western wall and then take the path south to the
puzzle area. See Puzzle #2 — Ancient Ruins for the solution to the
puzzle. After you’ve completed the puzzle, retrieve the treasure
(High Potion - B).

Head back up from the puzzle room and continue north
until you have only a path to the right. Head right and you’ll find
a path to the north, and a little further right you'll find another
locked door. Ignore the door (it can only be opened with the
Skeleton Key) and head north. Take the first path on the left and
follow that path until you find a 3" locked door and two treasure
chests (Antidote - C and Potion - D). Gather the treasures and
head back along the path to the main corridor. Continue north a
few steps and then take the first path on the right. You’ll find
two more treasures (100G - E and Sleeping Bag - F) at the end of
this path. Return to the main corridor and continue north and
then take a sharp left. You'll witness a short scene where
Elizabeth is in the room to the north and is surrounded by Bats.
To rescue Elizabeth you'll have to fight your way through the
Bats and scare off a Bat that is sitting next to Elizabeth.

e

Pro Tip: You don’t have to kill all the Bats to rescue Elizabeth. If
you move quickly, you can avoid two of the Bat groups if not all
three. Dash to the Bat next to Elizabeth to finish.




After you scare off the Bat, Elizabeth will flee the ruins and you’ll find yourself back in Oakwood
at Dante’s home. Talk to both Dante and Elizabeth because they will gift you some items (Dante:
Traveler’s Vial, 3x potions, 3x Eye Drops, and 3x Antidotes; Elizabeth: 3x Potions and Recipe for Mid-
Potion). The Traveler’s Vial is a mysterious item whose purpose will only become clear much later in the
game. Dante will commission the rebuilding of the bridge connecting Oakwood to the rest of the Central
Continent. This will allow you to venture south from Oakwood Island to the larger Central Continent
where you’ll find larger cities like Alfheim and Doria.

The next step in your adventure will be to obtain a ship. There are two ways to do that. First, you
can collect two Ancient Elven Relics and trade them to the Relic Collector in Doria in exchange for a ship.
For the second option, you can accept a mission from the King of Doria where you travel to a Deserted
Island and retrieve the Ancient Hermit.

Battle Notes: The Ancient Ruins is filled with undead monstrosities like Ghouls and Skeletons. You’ll also
encounter Spiders. Lastly, you’ll have to fight some Bats to reach Elizabeth. Ghouls and Skeletons are
both weak to Fire and Holy. You won’t have any Bombs at this point unless you happened to steal them
from Ghouls or Skeletons. The Black Mage’s Fire 1 spell can easily kill either one Ghoul or Skeleton while
the White Mage’s Holy Water spell will annihilate an entire group of undead enemies. Both Ghouls and
Skeletons have a physical attack that can inflict blindness on a single character. You’ll definitely want to
have Eye Drops in stock to cure the blindness. Skeletons also have a weak magic spell called Shock. You
can steal Eye Drops and Holy Bombs from both Skeletons and Ghouls.

See the previous Battles Notes for the Oakwood Sewer (Section 6.1.2) for details on Spiders. You’ll
also encounter Goblins. They have a moderately powerful normal physical attack and a Fire spell, Scald.

They have no elemental weaknesses so you should kill them with normal physical attacks. You can steal
Potions and Tiny SP Orbs from Goblins. Finally, Bats are significantly stronger than either Ghouls or
Skeletons; however, you will only ever meet them in groups of two. They are limited to a powerful normal
physical attack. They are extremely quick and will usually attack before you. They have no elemental
weaknesses and your physical attacks are the best way to kill them.




6.2 THE RACE FOR THE SHIP

Suggested Level: 4

Enemies (in Grassland & Forest): Slime, Spider, Skeleton, Ghoul, Goblin, Wolf

We will first focus on the Ancient Elven Relics: the Rune of Tyterium and the Rune of Deimos.
Head across the recently rebuilt bridge connecting Oakwood Island to the Central Continent and watch
the cut-scene. Then head to the southeast following the river until you reach the town of Dry Gulch.

D

5 ' ANCIENT

Battle Notes: The enemies that you’ll find in the Grassland and Forest are primarily the same as those in
the Oakwood Sewer and Ancient Ruins: Slime, Spider, Skeleton, Ghoul, and Goblin. For details on Slimes
and Spiders, see the Battle Notes for the Oakwood Sewer in Section 6.1.2. For details on Skeletons,
Ghouls, and Goblins, see the Battle Notes for the Ancient Ruins in Section 6.1.4. The only new enemy type
is the Wolf. Wolves only have a physical attack. They have no elemental weaknesses and therefore should
be dispatched with physical blows. They are moderately quick but if you have a few points in PRE, you’ll
attack before them. Lastly, you can steal Potions and Sleeping Bags from them.




6.2.1 Dry Gulch

Suggested Level: 4

Treasure Chest Legend
A 100G

In Dry Gulch, you can buy new
Leather tier equipment, synthesize any
new recipes you may have found, and
restock on items. You can also stay at
the Inn three times for free if you can
defeat the Pirate standing by the
lakefront on the west side of town. Be
sure to pick up the lone treasure (100G
— A) in town at the Inn. If you talk to
Ahmad Khan — The Mysterious Traveler
in the northwest corner of town, you’ll
acquire a combination code 6754 that
will be useful in opening a secret room
in Doria.
Once you’ve bought all the new
equipment you can afford it’s time to
head back out. If you have an Engineer,
you can take a shortcut using the Tunnel to the west of Dry Gulch. Otherwise, follow the river back the
way you came. This time go south across the second bridge to the west.

Mid-Boss Battle: Pirate

Attacks
Normal Attack (33.3%), Darkness Attack (33.3%), Poison Attack (33.3%)

Items to Steal
High Potion (50%), Large Potion (5%)

Note: The elemental affinities A — F are defined in Section 7.11.

HP MP | ATK | DEF | INT | MGD | AGI EXP
300|300| 15| 10| 10 8| 10 400

THUNDER | WIND | HOLY DARK\
C C
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Weapon Shop

Short Sword

Dagger

Heavy Axe

Pitchfork

Wrapped Bow

Leather Whip

Oak Staff

Armor Shop

Leather Breastplate

Robe

Leather Shield

Leather Cloak

Feathered Hat

Leather Helm

Leather Gloves

Copper Gauntlets

Leather Shoes

Copper Boots

WINININWINIWDd| DOV

Tonic Vendor

BLITZ TONIC

Boosts ATK +10 & ATK +10% during battle

WALL TONIC

Boosts DEF +10 & DEF +10% during battle

MIND TONIC

Boosts INT +10 & INT +10% during battle

WARD TONIC

Boosts MGD +10 & MGD +10% during battle

JOLT TONIC

Boosts AGI +10 & AGI +10% during battle

SHOCK TONIC

Boosts PRE +10 & PRE +10% during battle

BUBBLE TONIC

Boosts Max HP +50% during battle

SURGE TONIC

Boosts Max MP +50% during battle

VIGOR TONIC

Boosts CRT +10 & CRT +10% during battle

EAGLE EYE TONIC

Boosts ACC +10 & ACC +10% during battle
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Item Shop

ITEM NAME

SUMMARY

POTION

Restores 30 HP for one ally

HIGH POTION

Restores 100 HP for one ally

ANTIDOTE

Cures poison

EYE DROPS

Cures blindness

MUSCLE RELAXER

Cures paralysis and stun

SLEEPING BAG

Recovers 30 HP for party

FIRE BOMB

~50 HP damage with fire element to all enemies

THUNDER BOMB

~50 HP damage with thunder element to all enemies

HOLY BOMB

~50 HP damage with holy element to all enemies

DARK BOMB

~50 HP damage with dark element to all enemies

WIND BOMB

~50 HP damage with wind element to all enemies

ICE BOMB

~50 HP damage with ice element to all enemies




6.2.2 The Oasis

Suggested Level: 5

Treasures (from Chests): 3x Mining Bombs, 200G

Treasures (from NPCs): Drill, Treasure Map #2

From the bridge, head southwest into the desert until you reach an area surrounded by
mountains where you’ll find the Oasis. In the Oasis, you should talk to the Gold Hunter in the house. He
will give you a Drill, which you can use to uncover buried treasure on the World Map. If you buy Treasure
Maps from people, the treasures will be marked on your World Map. Simply go to the marked spot on
the World Map and press the action button. You can buy Treasure Map #2 from the Dusty Traveler for
50G. Also, be sure to restock on healing items and sleeping bags from the Gold Hunter in the Oasis, and
gather the two treasures in the shack. In a chest to the right you’ll find 200G while in an odd looking
wooden chest in the lower left corner there are 3x Mining Bombs.

With the Drill in hand, it is time to do some treasure hunting. Head back toward the Ancient
Ruins. If you talked to the small girl and boy in Oakwood, you should have a marker on the World Map,
accessible through the Main Menu. If not, the buried treasure (5x Potions) is located three paces south
of the southeast corner of the Ancient Ruins (denoted by the red X on the map in Section 6.2).

Next, it is time to travel to the Miner’s Cave for some valuable recipes and more Mining Bombs.
From the buried treasure south of the Ancient Ruins, head southwest across the two bridges. Once
across the southern bridge, head west and then follow the western coastline north until you reach a
small patch of mountains. If you bought Treasure Map #2 in the Oasis, you'll see a second buried treasure
on your Map just to the north of the Miner’s Cave (also denoted by the red X on the map in Section 6.2).
Use your drill to acquire the buried treasure (3x Sleeping Bags) and then enter the Miner’s Cave.

Oasis Shack

ITEM NAME SUMMARY

POTION Restores 30 HP for one ally

ANTIDOTE Cures poison

EYE DROPS Cures blindness

SLEEPING BAG Recovers 30 HP for party




6.2.3 Miner'’s Cave

Suggested Level: 5

Treasures (from NPCs): 3x Mining Bombs, Recipe for Nimble Knife, Recipe for Massive
Axe, Recipe for Spry Robe, Recipe for Magic Defense Shield, Recipe for Rugged Cloak

Treasures (from Puzzle Area): Medium SP Orb

Treasures (from Excavated Area): High Potion, 150G

Enemies:

If you're feeling strong, you can attempt to gather the treasures from the Miner’s Cave on the
Northwest Peninsula. The cave layout is very simple but the monsters can be brutal if you are not ready
for them. Be prepared for enemies that can poison, paralyze, and cast some very nasty magic attacks. If
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you have an Engineer and have developed the Tunneling skill, you can take a large shortcut to the end
of the Miner’s Cave, but you’ll miss an excavated chamber and a puzzle area. When you enter, head
directly north and if you’ve collected the Mining Bombs from the Oasis, then use one on the large crack
(1) at the end of the path. Enter the excavated area and take the treasure (High Potion, 150G - 1).

Leave the chamber, and then head right along the northern wall and go north at the north/south
fork. Up the northern path, you’ll find a puzzle area. See Puzzle #3 — Miner’s Cave for the puzzle solution.
After completing the puzzle, you can get the treasure (Medium SP Orb). Leave the puzzle room and
return to the main cave. Head south along the path and then follow the path as it curves back around to
the north.

You'll find a gate blocking your way. Simply find the door in the center of the gate and open it.
Inside you’ll find the Paranoid Miner and the Passer-through. Talk to both and they will give you 3x
Mining Bombs (Passer-through) and five unique recipes (Recipe for Nimble Knife, Recipe for Massive
Axe, Recipe for Spry Robe, Recipe for Magic Defense Shield, Recipe for Rugged Cloak from the Paranoid
Miner). Once you've collected these items, it is time to leave the Miner’s Cave. Simply follow the way
you came in to exit. From the Miner’s Cave, you should head back to Dry Gulch to restock.

Battle Notes: In the Miner’s Cave, you’ll encounter Skeletons, Ghouls, Small Lizards, and Scorpions. For
details on Skeletons and Ghouls, see the Battle Notes for the Ancient Ruins in Section 6.1.4. The new
enemies (that also appear in the desert on the World Map) are Small Lizards and Scorpions. Small Lizards
are nasty little beasts with powerful magic attacks called Zap and Chill. Zap will hit a single character
with Thunder elemental damage while Chill will hit your entire party with Ice elemental damage. Small
Lizards are also very quick and usually attack first. Use Ice Bombs or Ice elemental spells to annihilate

them (because they are weak to Ice). Scorpions have more HP and higher ATK and DEF than Small Lizards
but don’t have quite as strong magic. Scorpions have two physical attacks that can poison and cause
paralysis. They can use Chill, yet are also weak to Ice. If you have a Thief in your party, you can steal
Antidotes and Blitz Tonics from Scorpions and Potions and Ward Tonics from Small Lizards.




6.2.4 The Desert Mountains - The Rune of Tyterium

Section #1: 1st Cliff Face

Suggested Level: 7

Treasures: None

Enemies: Goblin, Scorpion, Small Lizard, Skeleton, Ghoul, Wolf

After you’ve restocked in Dry Gulch,
you can either take the Tunnel just to the
southwest, if you have an Engineer, or trek
back up to the bridge and then back down into
the desert. In the desert, follow the mountain
range to the west southward until it ends.
Continue west with the mountains to the north
until you find the mouth of a cave and a
signpost.

When you first enter the Desert
Mountains you can easily bypass the first cave
(1) and go straight up the rope ladder to the
second level (6); however, if you do that, you
will miss out on some treasure and possibly
some valuable battle experience. Unless you
have reached LVL 7, it is probably a good idea
to enter the cave on the first level of the Desert
Mountains (1).

Battle Notes: There are no new enemy types in
this section. For details on Skeletons, Ghouls,
and Goblins, see the Battle Notes for the
Ancient Ruins in Section 6.1.4. For details on
Small Lizards and Scorpions see the Battles
Notes for the Miner’s Cave in Section 6.2.3.




Section #2: 1st Cave

Suggested Level: 7

Enemies: Goblin, Scorpion, Small Lizard, Skeleton, Ghoul, Grey Bear

Treasure Chest Legend

Muscle Relaxer
High Potion
100G

Fire Bomb
Thunder Bomb
Ice Bomb

Dagger

IO M OIO|®|>

Leather Helm
200G
Potion

L

After you enter the first
cave, head right and continue
right at the fork until you reach a
dead end and then gather the
treasure from the three chests
(Muscle Relaxer - A, High Potion
- B, 100G - (). Head left back to
fork and then up to the crack in
the wall. Use a Mining Bomb on
the crack (2). In the excavated
chamber, gather the treasure (Potion — 2). Return to the main cave and then head left to find three
treasure chests (Fire Bomb - D, Thunder Bomb - E, Ice Bomb - F). A few steps to the northeast of the
three treasures, there is a cave entrance (3). Enter the cave to proceed to the next section.

Battle Notes: In this section of the Desert Mountains, you’ll encounter Goblins, Scorpions, Small Lizards,
Skeletons, Ghouls, and Grey Bears. For details on Skeletons, Ghouls, and Goblins, see the Battle Notes for
the Ancient Ruins in Section 6.1.4. For details on Small Lizards and Scorpions see the Battles Notes for the
Miner’s Cave in Section 6.2.3. The only new enemy you’ll encounter in this section of the Desert
Mountains is the Grey Bear. These enemies are very slow but incredibly powerful. They can boost their
own ATK as well as inflict paralysis with their physical attack. They are weak to Fire so you should use
Fire spells or Fire Bombs to kill them. If you have a Thief, you can steal Sleeping Bags and Tents from
them.




Section #3: Dead End

Suggested Level: 7

Enemies: Scorpion, Small Lizard, Skeleton, and Ghoul

Treasure Chest Legend

Stasis Ring (with Kali’s Medallion)
Recipe for Magic Defense Staff

Recipe for Blind Ring

Recipe for Wise Helm

Recipe for Thorned Armor

Recipe for Quick Sword

Proceed north until you find a
bridge. Cross the bridge and continue
to the left until you encounter four sets
of scattered pages. Each set of pages
contains a recipe (Recipe for Magic
Defense Staff - a, Recipe for Blind Ring
— b, Recipe for Wise Helm - ¢, Recipe
for Thorned Armor - d, and a Recipe
for Quick Sword - e). At this point, this
is all that can be collected. There is a locked chest located to the west of the initial entrance, but you
can’t unlock it without Kali’s Medallion. Return the way you came and head back out the southern exit.

In the main cave, head to the right until you find the rope ladder and then climb it. Walk a few
steps to the right to acquire two more treasures (Dagger - G, Leather Helm - H). Next, proceed up until
you find another cave entrance but don’t enter at this time. Instead, head left until you find two more
treasure chests (200G - /, Potion - J). Head back to the right and then enter the cave entrance (4) that
was skipped previously.

This cave contains a puzzle room. See Puzzle #4 — Desert Mountains A for the solution. After
completing the puzzle, return back to the previous section. Head right to find the cave entrance (5) that
returns you to the first cliff face. Take a few steps left and you’ll find the entrance (6) to the 2" main
cave.

Battle Notes: There are no new enemy types in this section. For details on Skeletons and Ghouls, see the
Battle Notes for the Ancient Ruins in Section 6.1.4. For details on Small Lizards and Scorpions see the
Battles Notes for the Miner’s Cave in Section 6.2.3.




Section #5: 2nd Cave

Suggested Level: 7

Enemies: Goblin, Scorpion, Small Lizard, Skeleton, Ghoul, Grey Bear, Cobra, Imp

Treasure Chest Legend
Robe
Feathered Hat
Recipe for Thick Sword

In the 2"¥ main cave, head up at the
nearby fork. Head left until the large brown
rock spire, then up and to the right to the two
treasures (Robe - A and Feathered Hat - B).
Next, head left past the large brown rock spire
and past the rope ladder. Continue on to the
north/south fork and take the north fork. When
the path splits again, take the left fork until you
find a large crack in the wall (8). Use a Mining
Bomb and enter the excavated chamber. Inside
you’ll find one treasure chest (Tiny SP Orb — 8).
Return to the 2" main cave and head
back south to the fork. Head up the right-hand
fork and gather the treasure chest (Recipe for
Thick Sword - C). If you have an Engineer in your
party, use the Tunnel a few steps to the south
to take a shortcut to the cave exit (7). If you don’t have an Engineer, head back south until you reach the
south/east fork and take the eastern fork. Head east until you find the rope ladder and follow the sinuous
path northward to the cave exit (7). You'll exit to the 3™ |evel of the 1% cliff face. Head right and then
follow the path northward until you exit the section for the 4t and final area of the Desert Mountains
(10).

Battle Notes: For details on Skeletons, Ghouls, and Goblins, see the Battle Notes for the Ancient Ruins in
Section 6.1.4. For details on Small Lizards and Scorpions see the Battles Notes for the Miner’s Cave in
Section 6.2.3. For details on Grey Bears, see the Battle Notes for the Desert Moutains (Section #2: 1st
Cave).There are two new enemies in this section of the Desert Mountains: Imps and Cobras. Imps are
nasty magic casters who also have very high magical defense. It will be tough to cut them down with
magic unless you use Dark elemental magic, to which they are weak. It is easier to kill them with physical
attacks. Cobras are incredibly quick creatures that will always strike first and have a high probability to
poison your characters. Large groups of cobras should be handled with Ice Bombs. If you happen to have
a Thief in your party, Imps are especially good prey. You can steal High Potions and Tiny Magic Potions
from Imps. You can steal Antidotes and Ice Bombs from Cobras.
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Section #6: 2nd Cliff Face

Suggested Level: 7

Treasures (from Boss): Rune of Tyterium

Enemies: Goblin, Scorpion, Small Lizard, Skeleton, Ghoul, Grey Bear, Cobra, Imp

Treasure Chest Legend

50G
Potion

Heavy Axe
Short Sword
Oak Staff
High Potion
500G

After you enter the final
area (10), head right until you see a
vine on the wall to the north. Climb
the vine and gather the two
treasures (50G - A and Potion - B).
Return down the vine and continue
to the right until you find another
vine. Climb the vine and then head
left until you reach a dead end,
where you’ll find another vine that
you should climb.

If you have an Engineer who
has learned Tunneling, head up and
climb the vine. Then tunnel up to
the next level and take the treasure
(500G - G). The save point (if you &=
have that option turned on) is just to the north of the treasure, up another vine. Next, head back through
the tunnel and down the vine to the point where we left the non-Engineer party. Head right past the
first vine to the vine near the dead end at the eastern end. Climb the vine and collect the two treasures
(Heavy Axe - € and Short Sword - D). Again, if you have an Engineer you can take a tunnel to the left and
collect the two treasures to the south (Oak Staff - E and High Potion - F); otherwise, head back down
the vine, left to the first vine you find, climb the vine, head up, right, and then south at the fork. After
you have the two treasures, head back north and then left along the northern cliff face. You’ll find a cave
entrance (11) that will lead to another puzzle room. See Puzzle #5 — Desert Mountains B for the solution.




Once you’ve completed the puzzle, exit back to the previous section. The next step is the boss,
so if you have “Saving in Designated Locations” turned on, now is the time to head to the left and save.
Otherwise, head right until you find the boss, the Giant Ogre. Make sure you are fully healed (if possible)
before engaging the Giant Ogre.

The Giant Ogre has a wide range of status effect attacks that can poison, blind, paralyze, and put
your characters to sleep. He can also boost his own ATK and DEF with Strengthen and Reinforce Armor,
respectively. He isn’t weak to any elements so use your most powerful Bombs or dark arts. Use ATK
boosting buffs on your physical damage dealers and make use of any tonics you have to increase your
stats during the battle. Keep your party as close to fully healed as possible because he can nearly kill you
in a single blow. After you’ve defeated the Giant Ogre, you will receive the Rune of Tyterium. You’ve
finished the Desert Mountains and you can now exit the dungeon using the path to the north. The exit
will lead to the Oasis.

Boss Battle: Giant Ogre

Attacks

Normal Attack (25%), Strengthen (12.5%), Reinforce Armor (12.5%),
Poison Attack (12.5%), Darkness Attack (12.5%), Paralysis Attack (12.5%),
and Sleep Attack (12.5%).

Items to Steal
Large Potion (50%), Tiny SP Orb (50%), Small SP Orb (25%), Medium SP
Orb (5%), Might Ring (5%)

Boss Statistics
HP MP
1,000 | 100 | 30

Elemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
C C C C C

Battle Notes: There are no new enemy types in this section. For details on Skeletons, Ghouls, and Goblins,
see the Battle Notes for the Ancient Ruins in Section 6.1.4. For details on Small Lizards and Scorpions see
the Battles Notes for the Miner’s Cave in Section 6.2.3. For details on Grey Bears, see the Battle Notes for
the Desert Moutains (Section #2: 1st Cave). For details on Imps and Cobras, see the Battle Notes for the
Desert Mountains (Section #5: 2nd Cave).




6.2.5 Traveling South

Suggested Level: 7

Enemies: Scorpion, Small Lizard, Grey Bear, Cobra, Imp

It is probably a good idea
to head back to Dry Gulch to heal
up, save, and restock your items.
You can sell the monster remains
that you’'ve amassed while
clearing the Desert Mountains to
outfit yourself with any Leather
Equipment that you weren’t able
to buy earlier.
Fully outfitted, head back
toward the Desert Mountains
and continue heading west until
you hit the western coastline.
Head due south but do not cross
the bridge because there is
buried treasure to the east. Trek
into the forest just north of the
river until you reach the
mountains. Two paces north of
the river, adjacent to the
mountains (denoted by a red ‘X’
on the map), use the Drill to find a Broad Sword. If you have trouble finding the treasure, you can buy
Treasure Map #3 to this buried treasure from the Guild Researcher in Alfheim. This will allow you to see
the location of the buried treasure on your World Map through the “Map” menu option.
After you’ve collected the buried treasure, head south across the river via the bridge and then
head east toward the mountains unless you have an Engineer. If you have an Engineer, you can take a
small shortcut through the mountains to the south. Without the Engineer, walk south between the two
mountain ranges until you find the river to your east. Keep walking south along the western edge of the
river and you’ll find a bridge that leads into a large forest. Travel east into the large forest but keep the
river and the lake to your north. Eventually, you’ll arrive at the town of Alfheim which lies just south of
a large lake.

Battle Notes: There are no new enemy types in this section. For details on Small Lizards and Scorpions
see the Battles Notes for the Miner’s Cave in Section 6.2.3. For details on Grey Bears, see the Battle Notes
for the Desert Moutains (Section #2: 1st Cave). For details on Imps and Cobras, see the Battle Notes for
the Desert Mountains (Section #5: 2nd Cave).




6.2.6 Alfheim

Suggested Level: 8

Treasures (from NPCs): Moa Whistle, Treasure Map #3, Treasure Map #4, Treasure Map
#5, Recipe for Preemptive Breastplate, Recipe for Random Cloak

Treasure Chest Legend
200G, Short Sword, Potion
Silk Hat
100G, Leather Gloves, 150G, Tiny SP Orb
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In Alfheim, you’ll find a weapon and armor shop that sell Ring/Silk-level equipment which is
significantly stronger than the Leather equipment that was available in Dry Gulch. Although it is much
stronger, it is also quite expensive and so you must be careful to select which items you truly need (unless
you have amassed a large quantity of gold). Ring/Silk-level equipment is also the base equipment for
many of the recipes you’ve collected thus far (Miner’s Cave, Desert Mountains “Dead End”). Visit the
Synthesis Shop in the southwest corner of town to see whether you have the materials to synthesize any
gear from your recipes.

This is the first town where you’ll run into Gary — The Hardworking Merchant. He is located
between the Church and Weapon Shop and will sell you all the equipment purchasable from Oakwood
and Dry Gulch, but at a discount! As you progress through the game, he’ll follow you around and offer
to sell you equipment from all the towns you’ve previously visited. The Hardworking Merchant is your
best bet to get better equipment if you’re low on cash and behind in equipment. He can also be very
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helpful if you’re trying to synthesize older equipment and you don’t want to backtrack to previously
visited towns.

You may want to rest at the Inn located in the center of town, which also has a collection of three
treasures (200G, Short Sword, Potion — A) you can gather on the second floor. After resting at the Inn,
walk to the Church in the northwest corner of town to save if you don’t have the “Save Anywhere” option
turned on. You’ll also want to travel to the Pub located just to the northeast of the Inn to brush up on
the local gossip regarding the Relic Collector of Doria, Lucky’s Casino, the Earth Cave, and more. At the
pub, you can purchase the Recipe for Random Cloak and the Recipe for Preemptive Breastplate from
the Rogue Traveler. If you wait to purchase the recipes, the Rogue Traveler leaves Alfheim after you
complete the Volcano and travels to the Oakwood Inn. If you wait until after you collect two of the Crystal
Shards, you won’t be able to purchase those two recipes because the Rogue Traveler is killed by the
Amorphous Blob.

If you have a Hunter in your party, you should talk to Ravenport — The Moa Rider and acquire the
Moa Whistle which will allow you to summon your Giant Moa as long as you’ve tamed one on that
continent. Later, you can tame a Blue Moa that can be summoned on any continent. Next, in the
northeast corner of town is a private household where you can gather another treasure (Silk Hat — B).
Finally, it’s time to visit the Hunter’s Guild located in the southeast corner of Alfheim. When you enter,
first collect the four treasures on the right and left rooms (100G, Leather Gloves, 150G, Tiny SP Orb —
C). In the main room, you should talk to Locke (upper left) to join the Hunter’s Guild. It will cost you 500G
to join the Guild, but the rewards for completing targets for the Hunter’s Guild far outweigh this initial
cost.

The Hunter’s Guild is a group of skilled warriors who band together to dispatch powerful
monsters that communities and kingdoms throughout Terra aren’t strong enough to kill themselves. The
Head of the Hunter’s Guild is Cid and his second in command is Locke. They take commissions from
around the world to kill powerful monsters. When you first join the Guild, there will be four powerful
monsters that are wreaking havoc on the Central Continent (the continent you are on). These monsters
are: the Large Slime, the Goblin King, the Mutated Ghoul, and the Rock Lizard. To learn more about any
of these monsters, ask Cid or the Guild Researcher (located in the left room of the Hunter’s Guild) for
more information. You can also refer to the Enemy or Hunter’s Guild sections in this strategy guide
(Section 6.18). The Guild Researcher will also sell you three treasure maps (Treasure Map #3, Treasure
Map #4, and Treasure Map #5). Treasure Map #3 has already been used when acquiring the Broad Sword
when traveling between the Desert Mountains and Alfheim. Treasure Maps #4 and #5 will be used later
after completing the Forest Tower or the Woods of Despair. The rewards for each successful target kill
include powerful rings (essentially the only opportunity at this point in the game to acquire rings), recipes
for excellent equipment, and a large sum of gold. Whether or not you decide to track down and kill the
four Guild monsters in Tier #1 of the Hunter’s Guild, the next step on the journey is to track down the
second Rune required by the Relic Collector of Doria, which is located in the Forest Tower.




Weapon Shop

Broad Sword

Curved Dagger

Crescent Axe

Lance

Long Bow
Reinforced Whip
Carved Staff

Armor Shop

Ring Mail

Silk Robe
Reinforced Shield
Silk Cloak

Silk Hat

Ring Helm

Silk Gloves

Ring Gauntlets
Silk Shoes

Ring Boots
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BLITZ TONIC Boosts ATK +10 & ATK +10% during battle
WALL TONIC Boosts DEF +10 & DEF +10% during battle
MIND TONIC Boosts INT +10 & INT +10% during battle
WARD TONIC Boosts MGD +10 & MGD +10% during battle
JOLT TONIC Boosts AGI +10 & AGI +10% during battle
SHOCK TONIC Boosts PRE +10 & PRE +10% during battle
BUBBLE TONIC Boosts Max HP +50% during battle

SURGE TONIC Boosts Max MP +50% during battle

VIGOR TONIC Boosts CRT +10 & CRT +10% during battle
EAGLE EYE TONIC Boosts ACC +10 & ACC +10% during battle




Item Shop

ITEM NAME SUMMARY

POTION Restores 30 HP for one ally

HIGH POTION Restores 100 HP for one ally

ANTIDOTE Cures poison

EYE DROPS Cures blindness

MUSCLE RELAXER Cures paralysis and stun

SMELLING SALTS Cures confusion

SLEEPING BAG Recovers 30 HP for party

TENT Recovers 100 HP for party

FIRE BOMB ~50 HP damage with fire element to all enemies
THUNDER BOMB ~50 HP damage with thunder element to all enemies
HOLY BOMB ~50 HP damage with holy element to all enemies
DARK BOMB ~50 HP damage with dark element to all enemies
WIND BOMB ~50 HP damage with wind element to all enemies

ICE BOMB ~50 HP damage with ice element to all enemies




6.2.7 To the Forest Tower

Suggested Level: 8

Enemies: Scorpion, Small Lizard, Grey Bear, Cobra, Imp

SOUTHERN
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From Alfheim, you should head west back through the forest to the bridge and then south
between the riverbank and the mountains. Continue south until you reach the southern coastline and
then head west until you arrive at a dead end between the northern mountains and the southern
coastline. At the dead end, use the Drill to acquire the Buried Treasure (3x Fire Bombs). If you’re having
trouble finding the treasure, you can buy Treasure Map #1 from the Weathered Traveler in Oakwood.
After acquiring the Buried Treasure, head northeast along the southern edge of the mountains until they
end. Once the mountain range ends, you’ll head west, keeping another set of mountains to your north.
In a short time, you’ll arrive at the Forest Tower located on a small peninsula jutting into a lake. If you
have a Hunter in your party, you’ll want to make a slight detour to the Giant Moa Forest to the south. If
you don’t have a Hunter, ignore the next section and skip directly to the section entitled The Forest
Tower — The Rune of Deimos.

Battle Notes: There are no new enemy types in this section. For details on Small Lizards and Scorpions
see the Battles Notes for the Miner’s Cave in Section 6.2.3. For details on Grey Bears, see the Battle Notes
for the Desert Moutains (Section #2: 1st Cave). For details on Imps and Cobras, see the Battle Notes for
the Desert Mountains (Section #5: 2nd Cave).




6.2.8 Central Continent Moa Forest

Suggested Level: 8

With a Hunter in your party, you'll
want to travel to the Moa Forest to tame
a Giant Moa for faster and safer travel on
the World Map. Riding a Giant Moa will
reduce random encounters by a factor of
two outside of forests and by a factor of
four in forests. Taming a Giant Moa
requires the Hunter’s Skill, “Beast
Tamer” which costs 500 SP. Be sure you
have this skill before you head to the
Moa Forest. Note: The Hunter must also
be alive to tame a Giant Moa.

From the Forest Tower, follow
the edge of the mountains to your south
until you reach the southwest coastline.
Follow the southern coastline and you'll
quickly find the Giant Moa Forest. Inside,
Tame the Moa and you’ll be transported
outside of the Forest where you’ll find
the Moa waiting for you. Head back to
the Forest Tower to continue.




6.2.9 The Forest Tower - The Rune of Deimos

Floor #1

Suggested Level: 8

Enemies: Scorpion, Grey Bear, Cobra, Imp, Mummy, Venus Fly Trap, Faceless Orc

| ‘
Treasure Chest Legend

Fire Bomb Thunder Bomb

Wind Bomb Carved Staff

250G Recipe for Tiny Magic Potion
Broad Sword Silk Robe

Dark Bomb




The Forest Tower was the home of the extinct Elven civilization. It is also a vast maze with rooms
connected by teleportation devices rather than simple doors or caves. These teleportation devices make
navigation through the Forest Tower quite difficult. When you enter the Forest Tower, you’ll only have
one option for where to go. Read the plaques along the northern wall in the first hallway to learn a bit
more about the Elven Civilization. Continue right along the hallway and then turn north until you reach
the first teleportation device (1). This will warp you to Floor #2.

Head right until you reach a north/south fork. There will be a teleportation device in the center
of the fork (3). Ignore this device for now and instead head north until you reach another teleportation
device (2). This will warp you back to Floor #1.

Head south and you’ll find yourself in a room with six treasure chests (Fire Bomb — A, Wind Bomb
- B, 250G - C, Broad Sword — D, Dark Bomb — E, Thunder Bomb - F). Head back up to the teleportation
device and warp back to Floor #2. Head down the hallway back to the teleportation device at the center
of the fork (3) and warp through it. You’ll remain on Floor #2 but end up near the southeast corner. Head
right, up, and then left to the next teleportation device (5). This will warp you back to Floor #1.

Battle Notes: For details on Scorpions see the Battles Notes for the Miner’s Cave in Section 6.2.3. For
details on Grey Bears, see the Battle Notes for the Desert Moutains (Section #2: 1st Cave). For details on
Imps and Cobras, see the Battle Notes for the Desert Mountains (Section #5: 2nd Cave). The new enemies
are Mummies, Venus Fly Traps, and Faceless Orcs. Both Mummies and Venus Fly Traps are weak to fire
and can be destroyed by either Fire Bombs of the Black Mage’s powerful Fire magic. Mummies have a
potent physical attack while Venus Fly Traps are most dangerous because of their ability to put you to
sleep. Mummies are also weak to Holy and can be quickly annihilated by Holy Bombs or the White Mage’s

Holy magic. Faceless Orcs are incredibly quick and have some weak magic and moderate strength
physical attacks. The main threat they pose is due to their first strike capability, as well as the chance
that they will cause the enemy party to get a surprise attack. They are weak to fire. If you have a Thief,
you can steal Holy Bombs, Fire Bombs, and Potions from Mummies, Vocalizer Serums and Antidotes from
Venus Fly Traps, and Wall Tonics, Blitz Tonics, and Sleeping Bags from Faceless Orcs.




Floor #2

Suggested Level: 9

Enemies: Scorpion, Grey Bear, Cobra, Imp, Mummy, Venus Fly Trap, Faceless Orc, Succubus

Treasure Chest Legend

Blaze Bomb

Lance

Long Bow
100G

Small SP Orb
High Potion
300G

Tent
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Travel through the corridor until
you find a hallway to the left. Walk
along the hallways to the left and you’ll
find a treasure chest (Carved Staff — G)
and another teleportation device (6) at
the end of the hallway. Go through the
teleportation device and you’ll find a
puzzle. See Puzzle #6 — Forest Tower A
for the solution.

After completing the puzzle,
return back to the main hallway and then up past the first dead end hallway on the left and finally slightly
left where the path ends. Here you’ll find two treasures (Recipe for Tiny Magic Potion — H, Silk Robe —
I). With the treasures in hand, trek back south down the long hallway until you find the original
teleportation device (5) and warp through it. This will warp you back to Floor #2.

Continue along the long corridor back to other teleportation device (3). This warp will take you
back to the center of Floor #2. Now that you’ve collected all the treasures from the upper and central
teleportation devices, you can travel south to the only remaining teleportation device (4). This will warp
you to Floor #3.

Battle Notes: For details on Scorpions see the Battles Notes for the Miner’s Cave in Section 6.2.3. For
details on Grey Bears, see the Battle Notes for the Desert Moutains (Section #2: 1st Cave). For details on
Imps and Cobras, see the Battle Notes for the Desert Mountains (Section #5: 2nd Cave). For details on
Mummies, Venus Fly Traps, and Faceless Orcs, see the Battle Notes for the Forest Tower (Floor #1). The
one new enemy type you’ll encounter are Succubi. Succubi are perhaps the most dangerous enemies in
the Woods of Despair because their confusion attack can turn your powerful physical characters against
your own party. Succubi have no elemental weaknesses. If you have a Thief in your party, you can steal
Vocalizer Serums, Smelling Slats, and High Potions from Succubi.
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Floor #3

Suggested Level: 10

None

Treasures:

Succubus,

Faceless Orc,
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Imp, Mummy,

Cobra,
Nymph, Desert Phoenix

)

Grey Bear

Enemies:




On Floor #3, travel to the left for a few steps and then head down. You’ll find that the path
branches off to the right. Take the right path and read the plaques along the northern wall for a bit more
information regarding the Elven civilization. At the end of the hallway, you’ll find another teleportation
device (7). This will warp you to Floor #1.

Walk up this corridor and to the left to the next teleportation device (8). This will warp you to the
bottom left corner of Floor #2.

Follow this corridor up, right, and then down to reach four treasures (Blaze Bomb — A, Lance - B,
Long Bow - C, 100G — D). After collecting the treasures, head through the series of teleportation devices
(8) and (7) until you arrive back in the corridor with the two plaques and the dragon statue to your left
on Floor #3. Next, you’ll head to the left until you reach the north/south fork and then take the southern
fork. The path will turn right and you’ll continue east through the north/east fork until you reach a
teleportation device (9) in the southeast corner. This will warp you to the 2" Puzzle in the Forest Tower.
See Puzzle #7 — Forest Tower B for the puzzle solution. After completing the puzzle, return through the
teleportation device and then walk left until you reach the west/north fork. Take the northern fork and
continue on this path until your each the next teleportation device (10). This will warp you to Floor #1.
Head north until you reach the east/west fork. Take the eastern path and then continue on until it turns
north. In a few steps, there is another fork. Take the western path and continue on until you reach the
teleportation device (11). Before taking the warp, read the plaques to learn a bit more about Elven
civilization. The warp will take you to the 3™ and final puzzle in the Forest Tower. See Puzzle #8 — Forest
Tower C for the puzzle solution.

Battle Notes: For details on Scorpions see the Battles Notes for the Miner’s Cave in Section 6.2.3. For
details on Grey Bears, see the Battle Notes for the Desert Moutains (Section #2: 1st Cave). For details on
Imps and Cobras, see the Battle Notes for the Desert Mountains (Section #5: 2nd Cave). For details on
Mummies, Venus Fly Traps, and Faceless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For
details on Succubi, see the Battle Notes for the Forest Tower (Floor #2). Desert Phoenixs are by far the
strongest magical enemies you’ve encountered thus far, and they can be very dangerous to physical type
characters with low magical defense. They also have strong magic defense themselves and should be
killed with physical attacks. Nymphs are a support type of enemy that can put your party to sleep, lower
your defense, and cast some moderate-strength magic spells. Nymphs are weak to ice. If you have a Thief
in your party, you can steal Tents and Sleeping from Nymphs and Tiny Magic Potions, Mind Tonics, Ward
Tonics, and Eye Drops from Desert Phoenixs.




Floor #4

Suggested Level: 10

Treasures (from Boss): Rune of Deimos

Enemies: None

After completing the puzzle,
warp back to Floor #1 and then
travel back to the right and then take
the northern fork as it turns left and
then south again to another
teleportation device (12). This will
warp you to Floor #2.

Follow the corridor to the
next teleportation device (13). This
will warp you to another region of
Floor #2 near the eastern edge.

To the north and south you'll
find four treasures in total (Small SP
Orb — E, High Potion — F, 300G - G,

Tent — H). Travel back through the
series of teleportation devices (13)
and (12) to return to Floor #1.

Back track until you reach the
original east/west fork near the
original teleportation device from
which you entered this section (10).

Now, take the western fork which
quickly turns north. Continue on until you reach a teleportation device (14). This will warp you to Floor
#3. Walk down the corridor to the next teleportation device (15). This warps you to Floor #4.

On Floor #4, you'll find a save point to the right (which will function if you have “Saving in
Designated Locations” turned on) and an inoperable teleportation device (16) on the left. At the northern
end of the room, you'll find Helios, the lone surviving member of the Elven Civilization. He happens to
be in possession of the Rune of Deimos and is unwilling to part with the Relic except to someone he
deems worthy. Therefore, he challenges you to fight the Tower Guardian before he will give you the
Rune.

The Tower Guardian can be a devastating opponent for strong physical parties. His skill “Sand
Dust” can blind your entire enemy party, so having plenty of Eye Drops or a White Mage with Bright or
Flash is crucial. Furthermore, he can use Fire 1 which will cause a small amount of fire damage to a single
ally as well as Frying Pan. Frying Pan is another fire elemental spell but will damage your entire party. A
White Mage can help a great deal in this battle by casting Null Fire to halve the amount of fire damage
taken. Lastly, the Tower Guardian will also use a normal physical attack ~25% of the time.

-109 -




As always, keeping fully healed and curing Blind are good strategies for beating the Tower
Guardian. Knights should boost their attack power with Tonics, and then use their most powerful
offensive skills such as Berserker or Smite. Once they run out of MP, the Knight should continue to use
normal physical attacks. Monks should use Double Attack or Leg Sweep if learned and then continue on
with physical attacks once their MP is depleted. Hunters should use attacks such as Hamstring and Slow
Enemy as well as party buffs like Scan and Critical Scan. Engineers can use bombs (Tower Guardian is
weak to Fire) if Grenadier has been learned. Otherwise, the Engineer should double as a healer and/or
Tonic buffer. Black Mages should unleash their most powerful Fire magic. White Mages should protect
the party with Null Fire and any other physical/magical defense buffs that have been learned. Thieves
should use attacks like Hamstring and then follow up by stealing. Depending on whether the Gray Mage
has been built more as a physical or magical attacker, he should follow either the path of the Knight or
the Black Mage.

Boss Battle: Tower Guardian

Attacks

Normal Attack (25%), Firel (25%), Sand Dust (25%), and
Frying Pan (25%).

Items to Steal
Tiny SP Orb (50%), Small SP Orb (25%), Medium SP Orb (5%),
Rune Ring (5%), Swift Ring (5%)

Boss Statistics
HP MP
2,000 | 300 | 40

Elemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
B C C C C

Battle Notes: There are no enemies in this section.




6.2.10 To the Relic Collector

Suggested Level: 10

Enemies: Small Lizard, Imp, Cobra, Grey Bear, Mummy, Venus Fly Traps

After defeating the Tower Guardian, you'll receive the Rune of Deimos from Helios. At this point,
you can either warp out using a Warp Stone or the spell Warp if you have a high level Black Mage or Gray
Mage who has learned it. If you don’t have the means to warp out, not to worry, you can simple retrace
your steps out of the Forest Tower. First, return to the southern end of Floor #4 and use the teleportation
device (15). Continue down the next corridor to the next teleporter (14). From there continue south and
then at the fork take the southern fork to the teleporter (10). At this point, walk down the corridor to
the right and then down to the east/west fork. Take the western fork and then travel up and take the
northern fork when you pass the north/east fork. Continue on the northern fork and then right to the
teleportation device (4). From here, travel north to the teleportation device at the center of the 3-way
fork. Do not travel through the teleportation device (3), but instead, head west to the teleportation
device at the end of the corridor (1). After traveling through this warp, you’ll travel south along the
corridor and exit the Forest Tower.

Travel back to Alfheim by traveling east to
the river and then north to the bridge. Cross the
bridge into the forest and then keep traveling east
with the river/lake to your north. Once you reach
Alfheim, restock on supplies, rest at the Inn, and
finally save your progress at the Church. With
both Runes in hand, it is time to travel to Doria to
exchange them for a Ship. On the way to Doria,
there will be a few stops to gather a few extra
supplies.

After exiting Alfheim, follow the river east
and then south. When you reach the bridge, do
not cross, but instead you should head directly
south with the mountains to your west. When the
mountain range ends, head east and you’ll find
another small mountain range. Continue along "
the southern edge and you'll find the Ascetic’s . 7| ASCETIC'S
Cave. &1 CAVE

Battle Notes: For details on Small Lizards see the

Battles Notes for the Miner’s Cave in Section 6.2.3. | SOUTHERN

For details on Grey Bears, see the Battle Notes for | DOCK

the Desert Moutains (Section #2: 1st Cave). For

details on Imps and Cobras, see the Battle Notes

for the Desert Mountains (Section #5: 2nd Cave).

For details on Mummies and Venus Fly Traps, see the Battle Notes for the Forest Tower (Floor #1).
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6.2.11 The Ascetic’s Cave

Suggested Level: 10

Treasures (from Chests): 3x Mining Bombs

Treasures (from NPCs): Recipe for Lethal Sword, Recipe for Guard Cloak, Recipe for
Poison Ring, Recipe for Heavy Boots

The Ascetic will give you four recipes (Recipe for Lethal Sword, Recipe for Guard Cloak, Recipe
for Poison Ring, and Recipe for Heavy Boots). You'll also find a wooden chest containing 3x Mining
Bombs. After collecting everything from the Ascetic’s Cave, continue east as far as possible until the river
blocks your way. From the easternmost section, take one step left and then head north until the river
blocks your way. Here, you can use the Drill to acquire 3x High Potions. If you’re having trouble finding
the Buried Treasure, you can buy Treasure Map #4 from the Guild Researcher in Alfheim. After acquiring
the Buried Treasure, head back to the bridge to the north that you passed earlier. Cross the bridge and
continue east with the river to your south. Follow the river as it curves south and then west again. Where
the river meets the ocean, you’ll find the Fisherman’s Hovel.

6.2.12 The Fisherman’s Hovel

Suggested Level: 10

Treasures (from Chests): Recipe for Cover Hat, Recipe for Fast Spear, 3x Mining Bombs

Treasures (from NPCs): Recipe for Strong Fishing Pole

The Fisherman’s Hovel is an important stop on your travels if you’re interested in becoming an
expert fisherman, because Churdon — The Fisherman has the Recipe for the Strong Fishing Pole. Inside
his home, you’ll find two regular chests which both contain recipes (Recipe for Cover Hat, Recipe for
Fast Spear) as well as a wooden chest with 3 Mining Bombs. You can talk to the Fisherman’s Wife to rest
for free before you travel back north. If you desire, you can fish from the dock.

After collecting everything from the Fisherman’s Hovel, travel north along the dividing line
between the desert and grassland (staying in the grassland if you prefer the weaker enemies). Eventually,
you’ll reach the northern end of the desert and the entrance to the Earth Cave. For now, we’ll bypass
the Earth Cave and continue on to Doria. At this point, head west to the bridge. After crossing the bridge,
head southwest until you reach the two southernmost squares jutting into the lake. On the eastern
square, use the Drill to acquire 5x Small SP Orbs. If you’re having trouble finding the Buried Treasure,
you can purchase Treasure Map #5 from the Guild Researcher in Alfheim. You’ll cross the bridge and
then head north through the forest; a river and then a mountain range will be to your east. When the
mountains end, head east and you’ll find the grand city of Doria.

Note: The next sections are devoted to the 2" possible route to acquiring the Ship: Passage
through the Woods of Despair and the rescue of the Hermit from the Deserted Island. If you’ve
collected the two Runes, skip to Section 6.2.15.
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6.2.13 The Path Less Traveled

Suggested Level: 6

If you would prefer to brave the depths of the Woods of Despair rather than gather the two
ancient Elven Relics for the Dorian Relic Collector, then work through Sections 6.2.1 — 6.2.3 but stop
before you enter the Desert Mountains. Before setting out from Dry Gulch, make sure you are fully
stocked on healing items as well as status effect curing items, such as antidotes. From Dry Gulch, head
east and then when the mountains allow, head south. You’ll find a sign post designating the Woods of
Despair. Enter and prepare for a long journey through these perilous woods.

Pro Trip: Buy 2-3 Ice Bombs before setting out for the Woods of Despair. An Ice Bomb can wipe out an
entire enemy troop and may save your life.

ANCIENT

DESERT & el WooDSs OF
MOUNTAINS ; 2 DESPAIR




6.2.14 The Woods of Despair

Section #1 - The Edge of the Woods

Suggested Level: 6

Enemies: Scorpion, Small Lizard, Grey Bear, Cobra, Imp

Treasure Chest Legend

Recipe for Blaze Sword

Recipe for Blaze Hat
500G
Ring Helm

Recipe for Silver Sword

Recipe for Magic Ward Robe

Broad Sword

Recipe for Thug's Knife

—|T|e|TMmO|O|®m| >

Recipe for Cold Armor

When you enter the Woods
of Despair, you’ll find them
covered in a dense fog. The Woods
are a vast maze filled with terrible
monsters which grow in strength
as you travel through each section.

From the entrance, head
down a few steps until you find a
west/south fork. Take the west
fork and then at the next : ; : e WRE AR ¢
west/south fork again go west. Follow the path west and then south to gather the first two treasure
chests (Recipe for Blaze Sword — A, Recipe for Blaze Hat — B). If you have a Knight or Gray Mage in your
party, it would be worth your time to collect the required ingredients for the Blaze Sword (Short Sword,
5x Imp Horns, and 3x Snake Scales) which will deal double damage to those enemies weak to fire. This
will be especially useful in the second section of the Woods of Despair where both Mummies and Venus
Fly Traps are weak to fire. After collecting the two treasures head back until your reach the east/south
fork but take the south fork. Keep heading south until you find the treasure chest (500G — C). Head back
north and at the fork head east until you return to the fork just south of the entrance.

At this point, you should assess your remaining supplies and MP. If you are still feeling strong,
then proceed south. Otherwise, head back to Dry Gulch to resupply and rest. From the entrance of the
Woods, you’ll head south down the winding path until you reach another fork with paths to the west
and northwest. Take the west path and almost immediately you’ll find a path to the south that will lead
to the first puzzle in the Woods of Despair (1). See Puzzle #9 — Woods of Despair A for the puzzle solution.
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After completing the puzzle and returning to the first section of the Woods, head west and go
northwest at the next northwest/west fork. Take the northwest path and gather the treasure at the dead
end (Ring Helm — D). Return to the fork and head west. Cross the bridge over the creek and you’ll find
two more treasures (Recipe for Silver Sword — E, Recipe for Magic Ward Robe - F). You won’t be able
to synthesize the Silver Sword until you reach Doria and buy a Steel Sword, but it is highly advisable that
you do so as quickly as possible. The Silver Sword will grant the equipped character a +20 DEF bonus,
making them nearly immune to physical attacks at this point in the game. After gathering the two
treasures, return east across the bridge and then at the first fork, continue east.

When you return the northwest/north fork in the lower right corner of this section of the Woods,
you should again reevaluate your condition because you will have to trek deep into the Woods to acquire
more treasure. If your stocks are dwindling, then head north and back to Dry Gulch. Otherwise, take the
northwest fork and continue until you reach a north/west fork. Take the north fork and follow the path
until it dead ends. Grab the treasure (Broad Sword — G) and immediately equip it if you have a Knight or
Gray Mage, since it is a large upgrade compared to the Short Sword available in Dry Gulch.

Return back along the path until you reach the east/west fork and now take the west fork. Head
west and when you reach the north/west fork take the north fork and gather the two treasures (Recipe
for Thug’s Knife — H, Recipe for Cold Armor - /). You have now successfully cleared the first section of
the Woods of Despair and it is highly advisable that you return to Dry Gulch to restock and rest, because
there is a noticeable increase in the strength of the monsters in the next section. If you have spare
money, you should buy several Fire Bombs to handle any especially tough groups in the next section.
After you’ve done so, return to this north/west fork and take the west fork to proceed to the Middle of
the Woods (2).

Battle Notes: If you haven’t gathered the two Elven Relics, then the Imps, Cobras, and Grey Bears you’ll
encounter are new enemy types. For details on Scorpions and Small Lizards see the Battles Notes for the
Miner’s Cave in Section 6.2.3. For details on Grey Bears, see the Battle Notes for the Desert Moutains
(Section #2: 1st Cave). For details on Imps and Cobras, see the Battle Notes for the Desert Mountains
(Section #5: 2nd Cave).




Section #2 - The Middle of the Woods

Suggested Level: 8

Enemies: Grey Bear, Cobra, Imp, Mummy, Venus Fly Trap

Treasure Chest Legend
Recipe for Spiked Shield
Rune Staff
Holy Light Bomb
Small SP Orb
750G
Iron Gauntlets

Recipe for Poisonous Crossbow

Recipe for Clear Vision Hat

Recipe for Debilitating Whip

Recipe for Critical Helm

Recipe for Thunder Spear

Iron Axe

2||=|-|"|x|o|m|m|o|[o|=|>

Recipe for Defender Axe

When you enter the Middle of
the Woods, you'll find yourself in the
upper right corner of the map (2).

Travel a bit west and you’ll quickly
find yourself at a south/west fork.
Take the western fork and continue
down the path until you reach a
bridge over the creek, which forms a
rotated “T” over the creek. At the
junction of the “T”, head west and
then head south to gather two
treasures (Recipe of Spiked Shield -
A, Rune Staff - B). If you have a Mage
in your party, immediately equip them with the Rune Staff since it is a large upgrade over the Oak Staff
available in Dry Gulch.

Head back north and cross the bridge to the north. Follow the path as it twists until you reach a
north/west fork. Take the western fork and gather the four treasures (Holy Light Bomb — C, Small SP Orb
— D, 750G —E, Iron Gauntlets — F) at the dead end. Immediately equip the Iron Gauntlets to any physical
class. Head back to the fork, go north, and you’ll find yourself in the second puzzle of the Woods of
Despair (3). See Puzzle #10 — Woods of Despair B for the puzzle solution.

After completing the puzzle, you should head south at the fork and cross the bridge across the
creek. Next, go east and south over the “T” bridge. Continue south and you’ll find yourself at a 5-way
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intersection with a bridge to your right. Take the southwest branch and follow the path to the dead end.
Gather the two treasures (Recipe for Poisonous Crossbhow — G, Recipe for Clear Vision Hat — H) and then
return to the 5-way intersection.

Now, take the southeast branch and continue along the edge of the creek until you reach two
more treasures (Recipe for Debilitating Whip — /, Recipe for Critical Helm — J). Cross the bridge to the
north and then you’ll head north at the north/east fork. Be careful here... you should avoid the eastern
fork (5), which leads to the Deep Woods; this area is home to powerful monsters. You’ll have to return
later when you’re stronger to plunder this area of the woods.

After taking the northern fork, you’ll quickly find yourself at a 4-way intersection. You’ll head east
and after a few steps gather another treasure (Recipe for Thunder Spear — K). Return to the 4-way
intersection and go north. Next, there is a north/west fork just before the creek. Take the western fork
and then cross the bridge to the north. In a small outcropping of trees, you'll find the last two treasures
(Iron Axe — L, Recipe for Defender Axe — M) in this second section of the Woods of Despair.

At this point, it is highly advisable that you return back through the Woods of Despair to Dry
Gulch because the monsters in the third section (Dorian Woods) are extremely formidable. After resting,
restocking, and saving, the directions from the last two treasures collected are: head south across the
bride and then east to a north/south fork. Take the southern fork and then at the 4-way intersection
head west. Continue west across the bridge and you’ll find yourself at the entrance to the Dorian Woods
(4).

Battle Notes: For details on Grey Bears, see the Battle Notes for the Desert Moutains (Section #2: 1st
Cave). For details on Imps and Cobras, see the Battle Notes for the Desert Mountains (Section #5: 2nd

Cave). For details on Mummies and Venus Fly Traps, see the Battle Notes for the Forest Tower (Floor #1).




Section #3 - The Deep Woods

Suggested Level: 15

Enemies: Desert Phoenix, Zombie Mage, Invisible Knight, Skeleton Knight

Treasure Chest Legend

Large Magic Potion
5,000G

Wizard’s Robe
Dark Storm Bomb
Huge Potion

Steel Crossbow

Medium Cottage

Confusion Ring
10,000G

Link Whip
Thunder Ring
25,000G

Might Ring
Shield Ring
Rune Ring

Mystic Ring

Poison Ring

TlOo|v|o|Z2|I2|7|A|[-|T|T|O|TM(MO|O|R>

Element Ring (need
Kali’s Medallion)

The Deep Woods
contains monsters that are
much stronger than those in the other three sections of the Woods of Despair. Therefore, the suggested
Level (on Hard) is ~15. If you build-up a great deal, you can delve in the Deep Woods and gather the
wonderful treasures that lie in wait. When you enter the Deep Woods, you’ll immediately find a treasure
(Large Magic Potion — A) just to the north.

After collecting the treasure, head south and at the east/south fork, go east. After a short walk,
you’ll find another treasure chest (5,000G — B). From there, return west and then continue south until
you see the bridge that crosses the creek to the south. Before crossing the bridge, walk a few steps east
and get the treasure (Wizard’s Robe — C). Depending on how early you dare enter the Deep Woods, the
Wizard’s Robe may be a large upgrade from your Mage’s body armor. After opening that chest, return
to the west and cross the bridge to the south. Continue south and follow the path to two treasures (Dark
Storm Bomb — D, Huge Potion — E). Return north along the path and cross the bridge to the northern
edge of the creek. Walk east along the north bank of the creek, and then take the next bridge south
again. Walk northeast along the southern bank of the creek, passing two bridges. At the third bridge,
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cross north and then follow the path west. Ignore the southward path and simply continue west until
you reach the first Mid-Boss of the Deep Woods: The Gargoyle.

The Gargoyle has both powerful physical and magic attacks. His most powerful attack may be
Thunder 4 and therefore, if you have a White Mage in your party, it makes sense to start the battle with
Null Thunder. Ward or Hyper Ward Tonics can also be of use in this battle to boost your party’s magic
defense. Thieves should try to steal the rare Full Potion and Medium Magic Potion that the Gargoyle
possesses. Black Mages should use Fire magic while White Mages should heal or use Holy magic if
everyone has full HP. Hunters should buff the party with scans or debuff the Gargoyle with Hamstring or
Slow Enemy. Engineers should use Fire/Blaze or Holy/Holy Light bombs. Knights should use Berserker or
Smite until they deplete their MP, and then use normal physical attacks. By this point, the Monks should
have Fists of Fury and should be doing 2-3 hits with his normal attack. Lastly, the Gray Mage should
follow either the Black Mage or Knight’s strategy, depending on how he has been developed.

Mid-Boss Battle: Gargoyle

Attacks
Normal Attack (60%), Fire 3 (20%), Thunder 4 (20%).

Items to Steal
Huge Potion (50%), Full Potion (25%), Medium Magic Potion
(5%)

Boss Statistics
HP MP EXP
5,000 | 1,000 85 2,500

Elemental Affinities

‘ FIRE ICE THUNDER | WIND HOLY DARK \
D C C

After you defeat the Gargoyle, gather the vast number of treasures that he protects (Steel
Crossbow — F, Medium Cottage — G, Confusion Ring — H, 10,000G - /, Link Whip — J, Thunder Ring — K).
The Steel Crossbow may be an upgrade for your Hunter or Engineer. The Confusion Ring is a very useful
accessory for the Knight or Monk (prior to learning Cleanse), since they are capable of inflicting massive
amounts of physical damage to your own party when confused.

With the treasures collected, trek back to the east and at the south/east fork continue eastward.
The path turns south and then across a bridge to the south. Just across the bridge, there is a west/south
fork. Take the southern fork and follow the sinuous path until you find the Master of the Woods.

The Master of the Woods is much more formidable than the Gargoyle. An especially lethal skill
he possesses is Doom, which can instantly kill a single member of your party. Later in the game, you can
gather a number of Protect Rings that will make you immune to instant death attacks; however, early in
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the game, the only Protect Ring which you can easily acquire is from Tristan — the Puzzle Master. After
completing 5 puzzles, he’ll reward you with a Protect Ring. Regardless of whether you have acquired this
Protect Ring, a White Mage can be very valuable for this battle to resurrect party members who fall to
Doom. Just like the Gargoyle, the Master of the Woods can also devastate your party with Fire 3 and
Thunder 4; however, the Master of the Woods’ magical power (INT) is higher than the Gargoyle. Except
for these previous statements, the strategy to beat the Master of the Woods is the same as the Gargoyle.

Mid-Boss Battle: Master of the Woods

Attacks
Normal Attack (40%), Fire 3 (20%), Thunder 4 (20%), Doom (20%).

Items to Steal
Huge Potion (50%), Full Potion (25%), Large Magic Potion (5%)

Boss Statistics
HP MP
7,500 | 1,000 | 100

Elemental Affinities

‘FIRE ICE | THUNDER | WIND | HOLY DARK\
D C C

After defeating the Master of the Woods, you can collect the legendary treasure trove that he
guards (25,000G - L, Might Ring — M, Shield Ring — N, Rune Ring — O, Mystic Ring — P, Poison Ring — Q).
When you have acquired Kali’s Medallion, you can return to this area and collect the treasure from the
silver chest (Element Ring — R). The collection of rings from the normal chests are only normally available
through the Hunter’s Guild and therefore quite valuable. Once you’ve collected all the treasures, you
may want to Warp out of the Woods of Despair if you’re returning after clearing the other areas. If you
don’t want to or can’t Warp out, return along the sinuous path until you reach a north/west fork with
the northern fork leading to a bridge. Take the western fork and ignore both the bridges to the north.
Continue along the path to the southwest until you reach a third bridge. Cross the bridge to the north
and you’ll find a west/northwest fork. Take the northwest path and follow it until you reach the exit to
the Middle of the Woods.

Battle Notes: For details on Desert Phoenixs, see the Battle Notes for the Forest Tower (Floor #3). You’ll
also encounter three new enemy types in the Deep Woods: Skeleton Knights, Invisible Knights, and
Zombie Mages. Skeleton Knights are strong physical enemies; however, they only have a normal attack.
They are undead and therefore have elemental weaknesses to Holy and Fire elements. They are very quick
enemies and will likely strike first. Invisible Knights are a bit more powerful than Skeleton Knights and are
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able to buff their ATK and DEF with Strengthen and Reinforce Armor, respectively. They have a slightly
elemental weakness to Holy element. Zombie Mages are powerful mages who can use the ice elemental
spell, Freeze, as well as Sleep which has the ability to put your entire party to sleep. Like Skeleton Knights,
they have elemental weaknesses to Fire and Holy elements. If you have a Thief in your party, you can
steal Sleeping Bags and Blaze Bombs from Skeleton Knights, High Potions and Hyper Wall Tonics from
Invisible Knights, and Holy Light Bombs, Fire Bombs, and Tiny SP Orbs from Zombie Mages.

Section #4 - The Dorian Woods

Suggested Level: 10

Enemies: Mummy, Venus Fly Trap, Faceless Orc, Nymph, Succubus, Desert Phoenix

Treasure Chest Legend

Small SP Orb Recipe for Genius Staff Large Potion
Trident 1,000G Hurricane Bomb
1,500G 1,500G Blaze Bomb
Small Cottage Iron Shield Warp Stone
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Assuming that you did not enter the Deep Woods and instead went straight from the Middle of
the Woods to the Dorian Woods (4), then you’ll immediately find yourself at a northwest/southwest
fork. Take the southwest fork until it dead ends and collect the treasure (Small SP Orb — A). Head back
to the fork and take the northwest fork. After a few steps you’ll find a path to the north (6). Here you’ll
find the third and final puzzle in the Woods of Despair. See Puzzle #11 — Woods of Despair C for the
puzzle solution.

After completing the puzzle, return to the main section of the Dorian Woods and then proceed
west until you reach a west/southwest fork. Take the western fork and cross the bridge to a small island.
Head south and you’ll pass a save point. Save if you have the option and then continue south across
another bridge. South of the bridge you’ll find three treasures (Trident — B, 1,500G — C, Small Cottage —
D). Return north across the bridge to the island and then east across the second bridge back to the fork
at the brown rock spire. Now take the southwest fork and at the next southwest/southeast fork, head
southwest. You’ll quickly find two treasures at the dead end (Recipe for Genius Staff — E, 1,000G — F).
Head back to the fork and take the southeast path. Follow the winding path until you reach a 4-way
intersection. Head east and follow the path to another treasure (1,500G — G). Return to the 4-way
intersection and continue west. The path turns north and you’ll find a western path branching off the
main trail. Take the western path as it turns south and collect the four treasures (Iron Shield — H, Large
Potion —/, Hurricane Bomb —J, Blaze Bomb — K). Return to the main trail and then continue north. Follow
the trail as it turns west and then you’ll find the guard. Before you talk to him, head south to collect the
final treasure (Warp Stone - L).

Walk back to the guard and talk to him. He’s amazed that you’ve made it through the treacherous
Woods of Despair. He gauges that you are the kind of warrior that the King of Doria could use to retrieve

the Ancient Hermit from the Deserted Island Cave. The guard will allow you past and you’ll find yourself
at the southern edge of the Woods of Despair. Walk due south and you’ll arrive at the grand city of Doria.

Battle Notes: For details on Mummies, Venus Fly Traps, and Facless Orcs, see the Battle Notes for the
Forest Tower (Floor #1). For details on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For
details on Desert Phoenixs and Nymphs, see the Battle Notes for the Forest Tower (Floor #3).




6.2.15 The Grand City of Doria

Suggested Level: 10

Treasures (from NPCs): Skeleton Key, Recipe for Protector Whip, Recipe for Prickling
Cloak, Deserter’s Boots (Map Shred Completion Reward)

Treasure Chest Legend
400G, Long Knife
Reinforced Whip
300G, Carved Staff
300G, Rune Robe,
D (Secret) | 500G, Warp Stone
E High Potion, 250G, 500G, Crescent Axe, Ring Helm
E (Reward) | Dragon Armor, Dragon Sword, Ascendant Ring
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Doria is the largest city on the Central Continent and one of the great cities of Terra. Some of the
unique sights in Doria include the Thieves’ Guild, the Relic Collector’s Mansion, and Doria Castle. You
should check out the Fishing Dock south of Doria, since it is the first place that sells Super Bait. But first,
visit the Equipment Shop just to the west of the town entrance to buy iron/rune level equipment. Equip
your characters as much as your wallet allows, and also pick up the treasure chests on the second floor
of the equipment shop (400G, Long Knife — A).

Next, you should visit the Thieves’ Guild in the southwest corner of Doria. Avoid the Annoying
Woman outside the Thieves’ Guild. If you talk to her twice, she’ll call the city guards. Inside the Thieves’
Guild a strange man will request 100G to enter. Pay him and descend the stairs into the Thieves’ Guild.
If you don’t have a Thief in your party, you’ll want to talk to Jacob the Snake — The Guild Leader who will
reset your Wanted Level for a price. If you have captured Rufus, the Bandit Leader, the price will be a
rather steep 5,000G; otherwise, it will only cost 1,000G.

Regardless of whether you have a Thief or not, you should talk to Ralske - The Key Maker in the
lower right corner of the room. For 2,500G, you can buy a Skeleton Key that will open some locked doors
located in the Oakwood Sewer and the Ancient Ruins. The treasures (see Section 6.1.2 and 6.1.4) in these
locked areas are definitely worth the 2,500G that you’ll pay for the Skeleton Key, so it is strongly
suggested that you buy the Skeleton Key and head back to Oakwood and the Ancient Ruins. For 200G,
Eddy—The Sly Thief will tell give you information detailing the whereabouts of Rufus — The Bandit Leader.
He tells you that Rufus hiding deep inside the Earth Cave south of Doria. Nick Richly — The Secretive Thief
will tell you about the Relic Collector’s secret room; however, he fails to tell you the exact location (the
fireplace).

After visiting the Thieves’ Guild, you can visit the Skill Shop located just to the east of the town
entrance to buy some SP Orbs if you need SP to learn new skills. Also, visit the Item Shop located south
of the pub in the northwest corner of town to restock on supplies. After visiting the local shops, head to
the Inn north of the Equipment Shop to rest. On the second floor of the Inn, collect the treasure
(Reinforced Whip - B) and talk to the Rested Woman. She begs you for 450G so that she can complete
her journey to Alfheim. In return, she offers to give you two excellent recipes: Recipe for Protector Whip
and Recipe for Prickling Cloak.

You should visit the bustling Pub to catch up on the local gossip and learn a bit more about the
events that are transpiring around Terra. If you have some spare gold, buy a few Tonics from the
Bartender. After visiting the Pub, head to the Church to the east of the Inn and save. Next, take the stairs
to the second story of the Church and collect the two treasures (300G, Carved Staff — C).

Near the Doria town entrance, you’ll find an unassuming well. If you investigate the well, you’ll
find that there is a ladder leading to the bottom. At the bottom of the well, you’ll find a locked door with
a 4-digit combination lock. The combination code 6754 is acquired by talking to Ahmad Khan — The
Mysterious Traveler in Dry Gulch. The secret room is home to the Assassin’s Guild. Visiting the Assassin’s
Guild is not required but you can return throughout the game to follow their stories.

After talking to the Assassins in the secret room, head back to the surface and then east to the
beach. Head north until you find the harbor pier. Ignore the first eastward jutting path and keep going
north until you see a man standing at the end of the pier. Here, you’ll find Jadeia — The Treasure Map
Collector. He's searching for the shreds of a Treasure Map which are located all around Terra. In
exchange for half of the treasure, he offers to give you his Map shred. The locations of the map shreds
are located in bookcases and scattered pages in the following locations:
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Map Shred Hidden Location
1 Talos Village in the house of the Frightened Miner

Aunlak Inn — Floor #1

Gaia in the house of Becky — The Arena Aficianado

Asgard in the house of the Dejected Man

Borea in the house of the Scarf Wearer

You wont’ be able to acquire many of these Map shreds until considerably later in the game.
Once you’ve acquired all the Map shreds, return to Jadeia and he will construct the full map to the
treasure. The treasure is located a well in Aunlak and you’ll have to use the full treasure map to acquire
the randomly generated combination code. Remember to return to Jadeia and give him his half of the
loot because he will reward you with a very rare set of Deserter’s Boots.

Since the Relic Collector’s Mansion represents the last step toward acquiring a ship along the
Elven Relics route, the Dorian Castle will first be covered to finish the Woods of Despair route. Note:
You can enter the Relic Collector’s mansion to gather the four treasures (300G, Rune Robe — D, 500G
and Warp Stone — D (Secret)). The “Secret” treasures are hidden in a concealed room behind the Relic
Collector’s fireplace. If you inspect the papers on the table in the Relic Collector’s Mansion, you’ll find
another combination code, 030813, that will open a secret room in Rubicon.

Lastly, you'll head toward the Dorian Castle. To start, cross the moat but then turn left and walk
along the path until you see the ladder leading to the roof of the Castle. Climb the ladder and walk left
to collect a treasure (High Potion — E). Return down the ladder and then walk left to the small western
entrance to the left wing of the Castle. In the Left Wing of the Castle you’ll find two more treasures
(Crescent Axe, Ring Helm — E). Leave the Left Wing through the southern exit and then walk east along
the moat, past the main gate to the far eastern entrance to the Right Wing of the Castle. Enter the Right
Wing and then go up the stairs in the upper left. On the roof, walk to the left and gather the treasure
(500G - E). Go back down the stairs and then back outside. Walk west to the main gate and enter the
Castle Lobby.

You'll find three paths to the north, two sets of stairs, and a path to the left that leads to the Left
Wing of the Castle. The left two paths along the northern wall are blocked and the right path leads to
the kitchen. Head up the stairs to the left and you’ll find yourself in the Office of the Royal Treasurer. If
you talk to him, he’ll tell you that the King has offered a large reward for the capture of the Bandit Leader,
Rufus, whose whereabouts are unknown to the Dorian military. If you head up the set of stairs in the
upper left corner of the room, you’ll be on the center section of the Castle roof. Head east and gather
the final treasure (250G — E).

Return to the Castle Lobby and go up the right set of stairs to the Office of the Royal Historian,
Dr. Strand. At this point, he’ll ignore you but he’ll be an important point of contact in the future. If you
investigate the scattered papers in the upper left corner of his desk, you’ll find a combination code,
57814, for a secret room in Borea. Head back down the stairs to the Castle Lobby. The upper left path
along the northern wall leads to the Treasure Room. Currently, this room is blocked and you’ll only be
allowed access to this room if you rescue the King of Asgard. The King will then reward you with some
extremely rare treasures (Dragon Armor, Dragon Sword, Ascendant Ring — E (Reward)). The center path
in the Castle Lobby leads to the Throne Room. Before visiting the Throne Room, you should make use of
the Skeleton Key and return to Oakwood Island.
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Item Shop

ITEM NAME

SUMMARY

POTION

Restores 30 HP for one ally

HIGH POTION

Restores 100 HP for one ally

ANTIDOTE

Cures poison

EYE DROPS

Cures blindness

MUSCLE RELAXER

Cures paralysis and stun

SMELLING SALTS

Cures confusion

SOFT

Cures stone

SLEEPING BAG

Recovers 30 HP for party

TENT

Recovers 100 HP for party

SMALL COTTAGE

Recovers 300 HP & 300 MP for party

FIRE BOMB

~50 HP damage with fire element to all enemies

THUNDER BOMB

~50 HP damage with thunder element to all enemies

HOLY BOMB

~50 HP damage with holy element to all enemies

DARK BOMB

~50 HP damage with dark element to all enemies

WIND BOMB

~50 HP damage with wind element to all enemies

ICEBOMB

~50 HP damage with ice element to all enemies

WARP STONE

Allows warping out of some dungeons

Skill Shop

ITEM NAME

SUMMARY

TINY SP ORB

Gains 40 Skill Points

SMALL SP ORB

Gains 200 Skill Points

MEDIUM SP ORB

Gains 500 Skill Points

Weapon Shop

Long Sword

16

NO

Long Knife

14

NO

Iron Axe

26

Trident

11

NO

Crossbow

11

NO

Chain Whip

8

NO

Rune Staff

NO




Armor Shop

Iron Breastplate

[E
N

[E
o

Rune Robe
Iron Shield
Rune Cloak

Rune Hat

Iron Helm

Rune Gloves

Iron Gauntlets

Rune Shoes

Ll OIO0O IN|O

Iron Boots

Pub

BLITZ TONIC Boosts ATK +10 & ATK +10% during battle
WALL TONIC Boosts DEF +10 & DEF +10% during battle
MIND TONIC Boosts INT +10 & INT +10% during battle
WARD TONIC Boosts MGD +10 & MGD +10% during battle
JOLT TONIC Boosts AGI +10 & AGI +10% during battle
SHOCK TONIC Boosts PRE +10 & PRE +10% during battle
BUBBLE TONIC Boosts Max HP +50% during battle

SURGE TONIC Boosts Max MP +50% during battle

VIGOR TONIC Boosts CRT +10 & CRT +10% during battle
EAGLE EYE TONIC Boosts ACC +10 & ACC +10% during battle




6.2.16 The Skeleton Key - Return to the Oakwood Sewer and Ancient Ruins

Suggested Level: 12

With the Skeleton Key in hand, you should leave Doria and return to Oakwood Island via your
preferred route (either through the Woods of Despair or south to Alfheim and up the western half the
continent). When you arrive at Oakwood Island, hear to the eastern end and the Ancient Ruins (see
Section 6.1.4 for a detailed map of the Ancient Ruins. Enter the Ancient Ruins. After you enter the
Ancient Ruins, head north and open the first locked door. Inside, you’ll find one treasure (Sleep Ring -
G). After gathering the treasure, leave the locked room and head west ignoring the first northern path.
At the north/south fork, head north and follow the passage as it turns east. Continue east and you’ll
come to a 4-way intersection. Head into the eastern room and you’ll find the second locked door. Unlock
the door and gather the two treasures inside (lron Boots - H, High Potion - /). After gathering the
treasures, leave the locked room and return to the 4-way intersection. Take the northern path until you
find a north/west fork. Take the western fork until you come to the third locked door. Unlock the door
and gather the final two Skeleton Key treasures (1200G - J, Tent - K). You’ll have to return later with
Kali’s Medallion to acquire the final treasure (Augury Ring - L).

After clearing the Ancient Ruins, either Warp out or retrace your steps to the exit. From the
Ancient Ruins, head northwest until you reach Oakwood. Enter and head west to the Sewer entrance
(1). For a detailed map of the Oakwood Sewer, see Section 6.1.2. From the entrance, cross the bridge to
the south and then head east. Continue east and cross over the second bridge to the north. From here
head east, north, and then west as you circle around to a bridge directly north of the previous bridge.
Cross the bridge to the north and you’ll be directly south of the central puzzle room. Head west and then
north until you arrive at a western bridge. Cross the bridge to the west, take a few stpes south, and then
head west to the locked door. Unlock the door and gather the five treasures inside (Small Cottage - E,
Long Sword - F, 1,000G - G, Iron Helm - H, High Potion - /). After acquiring the treasures, head east and
recross the previous bridge to the east. Continue south and then east past the central puzzle room. Turn
north and cross the bridge to the east. After crossing the bridge, head south and then east until you
reach the double-doors. Unlock the double-doors with the Skeleton Key, gather the treasures inside
(500G - J, Small SP Orb - K, Crossbow - L, Iron Shield - M), and then exit the locked room. Now that
you’ve acquired all the treasures, Warp out or retrace your steps to the exit.

With all the Skeleton Key treasures acquired, head back to Doria via your preferred route. In
Doria, return to the Castle. If you have chosen the Elven Relics route, you can now skip to Section 6.2.20
because the Throne Room will be blocked. If you’ve chosen the Woods of Despair route, continue on to
the next section.




6.2.17 An Offer You Can’t Refuse

Suggested Level: 12

Approach the guard who blocks the center path to the Throne Room. He’ll move out of the way
since he’s heard that you’re the mighty warrior who passed through the Woods of Despair and that the
King wants to see you immediately. Walk into the Throne Room and talk to the King.

The King requests that you take a ship from the Royal Navy and travel to a small Deserted Island
to the east to rescue an Ancient Hermit who was long ago imprisoned upon the island. The King believes
the Ancient Hermit may have information vital to the Kingdom and yet, he doesn’t believe that his own
troops would be able to survive the deadly monsters that live on the island. If you complete his request,
he’ll grant you one request. You should make sure you are fully stocked before you agree to his request,
because once you sail to the Deserted Island, you won’t be able to leave until you complete the mission
to rescue the Ancient Hermit. Once you are fully prepared, agree to the King’s request.

A short cutscene will play showing a Royal Navy ship sailing east from Doria toward the Deserted
Island Cave. The crew will drop you off on the island and then, you'll be on your own. There is nothing
to explore on this small island so head straight into the Deserted Island Cave.

DESERTED
| ISLAND CAVE




6.2.18 The Deserted Island Cave

Section #1: The Outer Island Cave

Suggested Level: 12

Treasures: None

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix

When you enter
the Deserted Island
Cave, you’ll find a small
cave with an old man in
the center. The old man
is the Ancient Hermit
who the King has
requested you rescue.

At first, this seems like a
simple task since he sits
right in front of you. But
when you talk to the
Hermit, he’ll tell you that
he will not leave the
cave without his
precious necklace -
Kali’s Medallion which
was stolen from him by a
bat several weeks ago.
You'll have to trek deep
into the cave to find
Kali’s Medallion to ensure that the Ancient Hermit will willingly come with you.

The Ancient Hermit can sell you a limited number of supplies, let you rest for free in his safe area
of the cave, and also resurrect any dead party members. Once you’ve rested and saved, head through
the cave behind the Ancient Hermit. This cave was once an ancient fortification and is therefore full of
booby traps and puzzles. In the first section of the cave, immediately head left and follow the southern
wall until you find a switch (S1). Flip the switch (which will lower the spike strip that blocks your path)
and then head north, east over the lowered spike strip, and then follow the path south until it leads to
the second section (1).

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nympbhs, see the Battle Notes for the Forest Tower (Floor #3).




Section #2: Middle of the Island Cave

Suggested Level: 13

Treasures: None

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix, Shaman, Ghast, Widowmaker

The first section of the Deserted Island Cave was just a warm-up to introduce the idea of switches
and spike strips. The switches and spike strip connections in the second section of the Deserted Island
Cave are much more complicated and may trip you up if you aren’t careful. Immediately upon entering
the second section, you’ll find a switch (S1) which controls a spike strip just to your right. Flip the switch
(S1) to lower the spike strip and then proceed to the right. Just past the spike strip you’ll find a south/east
fork with a spike strip blocking the eastern fork. Take the southern fork and then you’ll quickly find
another southwest/southeast fork. Head southeast and keep walking until you find a switch (S3). Flip the
switch to lower the spike strip just to your left and allow access to another switch (S2). Note that flipping
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the switch labeled S3 also caused a spike strip far to the right to raise and block the path to the exit. Don’t
worry about that yet; instead, just head left across the newly lowered spike strip and then flip the switch
(52) to raise the spikes just to your northwest. Flipping switch S; also lowers the spikes that blocked the
eastern path at the first fork. Since the newly raised spikes to the northwest block your path, head back
to the right and return to switch Sz. Flip it and raise the spikes just to your left but lower the spikes out
of view to the far right. Head north until you reach the fork where the eastern path was blocked. Now
the spikes have been lowered so you can continue along the eastern path. Follow the path east and then
south. Cross the lowered spike strip and then turn east toward the third and final section of the Deserted
Island Cave (2).

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nympbhs, see the Battle Notes for the Forest Tower (Floor #3). You’ll also three new enemy types: Shaman,
Ghasts, and Widowmakers. Widowmakers are an especially annoying breed of spider that will almost
attack first. They also have an attack called “Deadly Poison” which can poison every member of your
party. They have no elemental weaknesses and therefore should be killed with physical attacks. Ghasts
are powerful undead enemies that can paralyze a party member with strong physical attacks. They are
weak to fire and holy magic/bombs. Shaman are powerful support enemies that can increase their own
INT, DEF, and ATK, as well as decrease your party’s defense. They are slightly weak to fire but have fairly
high MGD. If you have a Thief in your party, you can steal Tiny and Small Magic Potions from Shaman,
Blaze Bombs, Smelling Salts, Muscle Relaxers, and Antidotes from Widowmakers, and Holy Light Bombs,
Smelling Salts, and Muscle Relaxers from Ghasts.




Section #3: The Inner Island Cave

Suggested Level: 13

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix, Shaman, Ghast, Widowmaker

Treasure Chest Legend
Wizard's Shoes
Wizard's Hat

Steel Spear

Steel Mail

Small Cottage

In the third and final section of

the Deserted Island Cave, the

connections between the spike

strips and switches become

even more complicated. After

entering the third section, head

east and you’ll quickly find

three switches (Sz, Sz, and S3).

To start, flip the left (S;) and

middle (S2) switches, but leave

the right switch (S3) in its

current location. Then head right across the newly lowered spike strip and at the northeast/east fork,
head east. Cross a second lowered spike strip and collect the two treasures (Wizard’s Shoes — A, Wizard’s
Hat - B). If you have a Mage class in your party, you'll likely want to equip both of these high level pieces
of equipment. After collecting the treasure, return to the set of three switches.

Flip the left switch (S:) and the right switch (S3) but leave the middle switch S in its current
position. Now head north across two lowered spike strips to another switch (Ss). Flip it and then continue
northwest at the northeast/northwest fork. You’ll cross another set of spikes and find a set of three
treasures (Steel Spear — C, Steel Mail — D, Small Cottage — E). Return south to the set of three switches.
Flip the left switch (S:) but leave the middle switch (S2) and the right switch (S3) in their current locations.
This should make all the switches point to the right. Head right across the lowered spike strip and at the
northeast/east fork take the northeast fork. Continue along the path over another lowered spike strip
and you’ll find yet another switch (S4). Flip the switch to lower the final set of spikes that block the way
to Kali’s Medallion and then return to the set of three switches. Flip the left switch (S:) and then head
north past the two lowered spike strips, a switch, and another spike strip. At the northwest/northeast
fork, go northeast. Continue along the path past another two sets of spike strips. If you have “Save in
designated locations”, save at the Save Point. Continue to the upper right to engage the boss which
blocks the way to the upper right.

The Treant is a strange tree-like creature that lives in the depths of the Deserted Island Cave. It
has no quarrel with you but unfortunately, it blocks the way and therefore must die. The Treant has a
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very limited number of attacks; in fact, he has only two different attacks: Normal Attack and Smite. He
is deadly because of his high ATK and high HP which causes this to be a long and grueling battle. He is
most dangerous because not only can he nearly kill your enemies in a single attack with Smite but, even
if he doesn’t, they may be stunned. Wall Tonics, DEF buffing skills, and Muscle Relaxers (or Loosen) are
the key to this battle.

Physical classes (Knights and Monks) should have their ATK buffed and then continue with their
most powerful skills or normal attack. At this point, the Monk may have Fists of Fury and if he has two
hits with his normal attack then that is his preferred attack plan. The Knight should use Berserker and
Smite. White Mages should use Tonics, DEF buffing magic, and also heal your party. Black Mages should
use Fire magic since the Treant is weak to fire. Thieves should try to steal every round and, if need be,
they should use AGI increasing tonics to boost their chance to steal because the Treant has a very rare
Poison Ring which will come in very handy later in the game. Engineers should heal with any fish that
you’ve caught and also support the party with Tonics or by using Fire/Blaze Bombs. Hunters should
debuff the enemy with Hamstring/Slow Enemy and also buff the party with Scans. Have the Gray Mage
use either the Black Mage or Knight Strategy depending on his build.

Boss Battle: Treant

Attacks
Normal Attack (66.6%), Smite (33.3%).

Items to Steal
Large Potion (50%), Small SP Orb (25%), Huge Potion (5%), Poison Ring (5%)

Boss Statistics
HP MP
3,500 | 100 | 55

Elemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
C C D C

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nymphs, see the Battle Notes for the Forest Tower (Floor #3). For details on Shaman, Ghasts, and
Widowmakers, see the Battle Notes for the Deserted Island Cave (Section #2: Middle of the Island Cave).




6.2.19 The Ancient Hermit

Suggested Level: 13

After defeating the Treant, proceed up to the lone Bat at the dead end. Approach the bat and it
will drop Kali’s Medallion. If you have a Warp Stone or a Black Mage with Warp, this is a great time to
use it to return to the entrance of the Deserted Island Cave. Otherwise, trek back through the three
sections to the Ancient Hermit. Present the Hermit with Kali’s Medallion and he will agree to leave with
you. Walk outside and you’ll quickly see the Royal Navy ship coming to pick you up. Board the ship and
sail back to Doria.

Restock your supplies in town and perhaps take a while to fish some more at the dock south of
Doria. In Doria, head to the Castle to collect your reward after completing your mission. Head to the
Throne Room to see the King and he will offer you a ship from the Royal Navy as a reward. Note: If you
have already collected the two Elven Relics and traded them to the Relic Collector for a ship, then the
King of Doria will instead offer you a large collection of fine mythril equipment and rings which you can
collect from the Royal Treasurer.

Assuming that you have only done the Woods of Despair route, the King offers you a ship and
tells you that it is moored in the Port to the east of the city.

6.2.20 The Relic Collector

Suggested Level: 13

If you collected the two ancient Elven Relics, the Relic Collector will offer to trade you a ship for
them. If you collected the Elven Relics, but you’ve already obtained a ship from the King of Doria, then
he’ll give you 75,000G. If you’re short on cash, it may be worth it to go through both the Woods of
Despair and to gather the ancient Elven Relics. Assuming that you’ve only collected the two Elven Relics,
the Relic Collector will tell you that his ship is moored in the Port to the east of the city.




6.2.21 Collecting the Ship

Suggested Level: 13

In Doria, head east to the
beach and then northeast to the
Port. In the Port of Doria, you'll = AL
find three ships: a ship from the ‘5%2@5, :
Royal Navy, the Relic Collector’s NAVY
ship, and the Queen Penelope.
The Queen Penelope is the
flagship vessel in Doria’s Armada.
Depending on whether you went
the Woods of Despair route or the
Elven Relics route, collect the
proper ship by climbing on board
the vessel and approaching the
steering  wheel. You'll be .
prompted to sail out of the Port N>
and then you’ll appear on the EH
World Map in the ship. The ship .,
gives you the extreme freedom to wﬁ'&!ﬁ;’iﬁ
sail anywhere in Terra that you :@
wish. Be careful because there are LTV T
many places where powerful mm L
monsters lurk.

The next section focuses
on an optional quest to capture
the Bandit Leader, Rufus. You
don’t have to complete this sidequest and if you are uninterested, skip to Section 6.3.
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6.2.22 Rufus - The Bandit Leader

Suggested Level: 13

As you have been told by the Royal Treasurer, the King of Doria is offering a 10,000G reward for
anyone who captures the head of the Bandits, Rufus. Rufus’ location is unknown but you can learn the
truth to his location by heading to the Thieves’ Guild in Doria. Eddy - The Sly Thief will tell you that Rufus
is hiding in the Earth Cave for 200G.

The Earth Cave is located due south of Doria. To reach it from Doria, travel west until you reach
the forest and then south through the forest until you reach the river. Cross the bridge to the east and
then continue until you reach the mountain range. Follow the mountains south until you find the
entrance to the Earth Cave.




6.2.23 The Earth Cave
Floor #1

Suggested Level: 11

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix

Treasure Chest Legend
n 500G E Iron Breastplate




After entering the Earth Cave, head north and you’ll quickly find a tunnel. If you have an Engineer
in your party who has learned Tunneling, use the tunnel and gather the two treasures (Long Sword — A,
500G — B). After collecting the two treasures, return through the tunnel. Head north and ignore the short
dead end path to the left. Keep heading north and you’ll come to a northwest/east fork. Take the
northwestern fork and ignore the mining crevice (1) to the southwest unless you wish to acquire the
Excavator Achievements. The excavated chamber that you would open with a Mining Bomb is empty.
Now you’re at another fork where you can go either northwest or east. Head northwest to another
mining crevice (2). Use a Mining Bomb to open the excavated chamber. Collect the treasure inside the
chamber (Blaze Bomb - 2). Exit the chamber and return to the previous fork.

Now take the eastern fork and travel along the small corridor until you find a cave entrance along
the northern wall (3). This will take you to the first puzzle area in the Earth Cave. See Puzzle #12 — The
Earth Cave A for the puzzle solution. After completing the puzzle, you could continue east and through
the cave exit to the second floor of the Earth Cave (4) but in the interest of completeness, you’ll head
back west to gather the last three treasures on this floor. Head west until you reach the 4-way
intersection.

Head southeast and then at the next southwest/east fork, go east. Continue a few steps east and
then as the path turns south you’ll encounter yet another fork. If you don’t have an Engineer, then you
should go down the southwest fork and grab treasures A & B. After gathering the treasures, return to
the fork and now head southeast. You’ll reach a 4-way intersection where you should head south. Follow
the path until it dead ends at three treasure chests (Potion — C, High Potion — D, Iron Breastplate — E).
After collecting the treasure, head back to the 4-way intersection and head north toward the exit to the
second floor (5).

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nympbhs, see the Battle Notes for the Forest Tower (Floor #3).




Floor #2

Suggested Level: 12

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix, Shaman, Ghast, Widowmaker

Treasure Chest Legend

Long Knife D | Rune Hat
Rune Robe E | 300G
450G F Iron Shield

The second floor of the Earth Cave is unique because there are two separate paths that both lead
to the third floor. You won’t be able to switch between the two paths on the second floor unless you
have an Engineer so that you can use the Tunnel located midway along each path. After going through
the exit to the second floor in the lower right of the first floor (5), you should head southwest until you
reach an east/west fork. Take the eastern fork until you find the treasure (Long Knife — A). After collecting
the treasure, head west and then at the previous fork, go west. Continue west until you reach a
north/west fork. Go north and you’ll find a pair of treasure chests (Rune Robe — B, 450G - C) and a
Tunnel. If you have an Engineer, then you can travel to the northern section of the second floor and
gather all the treasures. Since exploration of this section is fairly extensive and to avoid redundancy, see
the starred (**) section for the details on the north section of the second floor of the Earth Cave.

Without an Engineer, return south and at the fork head west. Keep going until you find the mining
crevice (6). Use a Mining Bomb and enter the excavated area where you’ll find two treasure chests
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(Hyper Blitz Tonic, Jolt Tonic — 6). Leave the excavated chamber, head west, and then north to the exit
to the third floor of the Earth Cave. On the third floor, travel northeast until you reach a 4-way
intersection. Take the northwest path and you’ll find yourself at the entrance to the northern section of
the second floor of the Earth Cave (9).

(**)Now you can explore the northern section of the Earth Cave if you don’t have an Engineer.
Head east and then south until you reach an east/west fork. Go west and gather the lone treasure chest
(Rune Hat — D). Return to the fork and go east and then north. Keep following the path as it turns east
and then south past the Tunnel. At the fork, you’ll find another mining crevice (7). Use Mining Bomb to
open the crevice and walk into the excavated chamber where you’ll find a treasure chest (750G - 7).
Outside of the excavated chamber, take the southwest fork and you’ll find more treasure (300G - E, Iron
Shield - F).

After collecting all of the treasures in the northern section of the second floor, return west along
the snake-like path to the exit to the third floor (9).

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nymphs, see the Battle Notes for the Forest Tower (Floor #3). For details on Shaman, Ghasts, and
Widowmakers, see the Battle Notes for the Deserted Island Cave (Section #2: Middle of the Island Cave).




Floor #3

Suggested Level: 13

Enemies: Faceless Orc, Nymph, Succubus, Desert Phoenix, Shaman, Ghast, Widowmaker

Treasure Chest Legend

Potion

Omphalos Ring
(with Kali's Medallion)
Recipe for Brute's Crossbow

Recipe for Perpetual Robe
300G
Crossbow

Recipe for Frozen Axe
1,000G

Small SP Orb

Iron Axe

Iron Helm
Recipe for Thunder Shield

Now that vyou've fully
explored the second floor of the
Earth Cave, it's time to investigate
the third and final floor of the
Earth Cave. Head east to the 4-way
intersection and take the western
path toward two treasure chests
and a save point. Save if possible and collect the one treasure chests that you can acquire at this time
(Potion — A). To acquire the item in the Silver Chest (Omphalos Ring — B), you’ll have to return when you
have Kali’'s Medallion in your possession. Note: Although you picked up Kali’'s Medallion for the Ancient
Hermit, he took it from you. Later, you’ll reacquire the Medallion.

After collecting the one treasure, return east to the 4-way intersection. You should take the
northeast fork and keep on that path until you reach a north/southeast fork. There is also a Tunnel at
the fork. If you have an Engineer, you can take the Tunnel to quickly gather four treasures (Recipe for
Brute’s Crossbow — C, Recipe for Perpetual Robe — D, 300G - E, Crossbow — F). If you don’t have an
Engineer, you’ll have to take the northern fork and follow it as it turns east and then south. After
collecting the treasures, return to the fork and take the southeast fork. Blocking your path you’ll find the
Great Bear. When you’re prepared, engage him in battle.

The Great Bear is a one-dimensional boss who only has a normal attack. He is dangerous because
of his high ATK and CRT meaning he may randomly kill one of your characters if he gets a critical strike.
Physical classes won’t have much trouble with the Great Bear but Mage Classes will have to be careful
not to die and should reinforce their DEF with Tonics or skills. The Great Bear is weak to Fire so Black
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Mages and Engineers should use Fire magic or Bombs. The items that you can steal from him aren’t
amazing so you may use your Thief as a healer, support character with Tonics, or simply as a physical
damage dealer.

Mid-Boss Battle: Great Bear

Attacks
Normal Attack (100.0%).

Items to Steal
Tent (50%), Tiny Magic Potion (25%), Hyper Blitz Tonic (5%)

Boss Statistics
HP MP
3,000 | 100 | 50

Elemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
c C c c

After you’ve defeated the Great Bear, continue south to the treasure trove (Recipe for Frozen
Axe — G, 1,000G — H, Small SP Orb — I, Iron Axe - J, Iron Helm — K, Recipe for Thunder Shield — L) he was
guarding. Next, head back to the fork and go north. You’ll find a door which you should bypass for now
and continue north. As the path turns east, you’ll find a cave entrance (10). This will lead you to the
second puzzle in the Earth Cave. See Puzzle #13 — The Earth Cave B for the puzzle solution. After
completing the puzzle, head east until you see the mining crevice (11). Use a Mining Bomb to open the
crevice and enter the excavated chamber where you'll find two treasure chests (Tent, Smelling Salts —
11). Next, leave the excavated chamber, go west, and then back south to the door you bypassed earlier.
You can either unlock the door if you have a Thief or knock it down. Inside, you'll find the lair of the
Bandits.

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nymphs, see the Battle Notes for the Forest Tower (Floor #3). For details on Shaman, Ghasts, and
Widowmakers, see the Battle Notes for the Deserted Island Cave (Section #2: Middle of the Island Cave).




6.2.24 Rufus and the Bandits

Suggested Level: 13

Inside the Bandit’s lair, you should talk to the Bandits sitting at the tables to learn about their
exploits. Rufus is sitting at the northern edge of the room. Talk to him and he’ll ask if you’ve come for
his head. If you say yes, he’ll offer you a 1,000G as a bribe to keep quiet. If you accept the bribe, you can
still go back on your word and capture him. If you say no, he’ll ask if you would like to join the Bandits.
If you want to join, you’ll have to prove yourself to him by stealing something valuable from the Relic
Collector in Doria. He wants you to steal a piece of a purple crystal from the second floor of the Relic
Collector’s mansion.

BECOME A BANDIT: If you agree to steal the piece of the Purple Crystal from the Relic Collector’s
mansion then Rufus will let you use the secret passageway which leads from the Bandit’s lair to the
mountains north of the Earth Cave. Head out the secret passageway next to Rufus and trek back to Doria.
In Doria, find the Relic Collector’s mansion and go up the stairs to the second floor. Walk up to the Purple
Crystal and take a piece of it. A button matching game models your prowess at stealthily stealing. If you
perform the matching perfectly, you’ll steal the crystal without contest; however, if you miss a button,
the Relic Collector will catch you in the act and call the city guards. Once you’ve collected the piece of
the Purple Crystal, return to the Earth Cave and give it to Rufus. As a sign of his seriousness, he’ll give
you 2,500G in return for stealing the Crystal piece.

Now that you’ve proved yourself as a Bandit, Rufus will let you in on four different marks you can
steal from spread all over the Central Continent. The marks are:

Rugged Mercenary Oakwood | Elven Armor 3,000G
Arden - Gold Hunter | Oasis Bars of Gold 500G

Political Nut Doria Rare Clock 1,000G
Pub Owner Alfheim Magic Potions 3,000G

Once you’ve stolen all four of these items, your work as a Bandit is over. You can collect the
bounty on Rufus head if you wish.

BANDIT KILLER: If you refuse Rufus’ bribe (or you accept it and then still demand his head), then Rufus
will call on his Bandits to defend him. You’ll have to fight first 3x Bandits and then 4x Bandits. If you
defeat both of these groups of Bandits, then you’ll have to fight Rufus himself.

Rufus can be dangerous against physical-based classes because of his darkness and poison
attacks which are debilitating if they hit. Physical classes should be ATK and CRT buffed and then use
their most powerful attacks. Have the Knight use Berserker and the Monk use Double Attack unless he
has two hits with Fists of Fury. Having an Engineer or Black Mage in your party can make this battle much
easier since Rufus is weak to Dark Elemental skills and Bombs. The White Mage should keep the party
full healed and cure the poison and blind status effects inflicted by Rufus’ attacks. Similar to the Great
Bear, the items that you can steal aren’t amazing so the Thief may want to become a support class. The
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Hunter should perform her usual debuffs to the enemy and buffs to the party with her scans. The Gray
Mage should follow either the Knight or Black Mage strategy depending on his build.

Mid-Boss Battle: Rufus

Attacks
Normal Attack (33.3%), Darkness Attack (33.3%), Poison Attack (33.3%).

Items to Steal
Large Potion (50%), 500G (50%), Small SP Orb (25%), Huge Potion (5%)

Boss Statistics
HP MP
2,500 | 100 | 55

lemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
c c C c

After defeating Rufus, you’ll take him into custody and you should head to Doria. In Doria, return
to the office of the Royal Treasurer. Remember, from the Castle Lobby, the Royal Treasurer’s office is
located up the western set of stairs. He'll congratulate you on capturing Rufus and give you the
advertised reward of 10,000G. As a consequence of Rufus’ capture, the King of Doria can finally have the
central bridges, destroyed by the Bandits, rebuilt. Immediately after leaving Doria, you'll find that the
central bridges have been rebuilt which makes travel to Oakwood and Dry Gulch much easier.




6.3 ATTICUS’ SKEPTICISM
6.3.1 The Vast Ocean

Suggested Level: 13

Enemies: Sea Toad, Sea Snake, Sahagin, Jellyfish, Lobster

CAVE OF THE §§
MYSTICS '

RUBICON
RUBICON
Dock IR RUBICON
il

*
ol
ALEXANDRIAN [© . : L
OUTPOST - ‘

TYCHO’S
LABORATORY

F

o J—li"fr‘J FISHERMAN’S
sl HOVEL
With the Ship at your disposal, you now have the freedom to sail around the entire world. You’ll
have to be careful though because even the basic Sea Monsters are dangerous. You can only make port
with your ship at certain locations denoted by the “C” shaped metal ports like the one near Doria.
Although, you can travel to the Cave of the Mystics, Tycho’s Laboratory, or even further from the Central

Continent, we’ll focus on the main storyline and come upon the side quests as the opportunity for each
presents itself.




If you remember, the reason for the acquiring a Ship was so that you could sail to the Eastern
Continent and find Dante’s friend, Atticus. Atticus is the leader of a small military force known as the
Spartans and lives in the town of Riverdale. With the ship at your command, you should sail east from
Doria. Cut around the southern edge of the Deserted Island Cave and continue east until you reach the
long peninsula that juts out to the southwest from the Eastern Continent. Sail south around the
peninsula past the Giant Moa Forest and continue east until you find the port south of Riverdale. Dock
at the port and head directly north until you reach Riverdale unless you have a Hunter in your party.

If you have a Hunter, you should head west through the desert scrub until you find the Giant Moa
Forest that you passed in your ship. Enter the Giant Moa Forest and tame the Giant Moa so that you’ll
have it at your disposal on this continent. With the Giant Moa, return to where you docked at the port
and then head north to Riverdale.

Battle Notes: In your ship, you’ll encounter a host of new enemies. All of these enemies live in the Ocean
and weak to Thunder attacks. Sea Toads are physical-based enemies with a powerful attack called Stomp.
Sea Snakes are similar to Cobras with extremely high PRE and the ability to poison your characters. They
also have a weak elemental spell called Flood. In addition, Sea Snakes are resistant to Fire and Ice
elemental attacks. Sahagin are most annoying due their Dissolve spell that can boost their AGI to
staggering levels and lead to physical characters missing every attack. Use magic or bombs to kill
Sahagin. Like Sea Snakes, they have elemental resistances to Fire and Ice elemental attakcs. Jellyfish are
the most powerful casters you’ll find in the Ocean and they are akin to the Desert Phoenix. Their two
spells Water Bubble and Tsunami can do significant damage to either a single character or your entire
party. They also have elemental resistances to Fire and Ice elemental attacks. Finally, lobsters are similar

to Scorpions and can either poison or paralyze a single character with their attacks. All of these enemies
are most easily dispatched with Thunder Bombs or your Black Mage’s most powerful Thunder elemental
spell. If you have a Thief, you can steal High Potions, Thunder Bombs, and Wind Bombs from Sea Toads,
Antidotes, Thunder Bombs, and Large Potions from Sea Snakes, Antidotes, Thunder Bombs, and
Thunderstorm Bombs from Sahagin, Thunder Bombs, Mind Tonics, Tiny SP Orb, and Ward Tonics from
Jellyfish, and Antidotes, Smelling Salts, and Large Potions from Lobsters.




6.3.2 The Blue Moa Forest

Suggested Level: 13
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Pro Tip: If you have a Hunter in your party, it is best to make the long trek directly south from Riverdale
to the town of Aunlak on the Southern Continent. Find the Pub west of the town entrance (see Section
6.6.7 for a map of Aunlak) and obtain the Recipe for Enigmatic Greens from the Moa Rider. The required
materials for the Enigmatic Greens are 3x Shaman Teeth, 3x Ghast Skulls, and 5x High Quality Veggie
Bait. You may have already acquired the Shaman Teeth and Ghast Skulls if you went through the Deserted
Island Cave or the Earth Cave. The best place to acquire the required remains is in the Deep Cave (see
Section 6.3.6). You can buy the HQ Veggie Bait at any of the many docks around the world. Once you’ve
acquired the required materials for the Enigmatic Greens, make your way to the Port on the southern
coastline of the Central Continent. Make Port and then travel north to the city of Alfheim. Find the
Synthesis Shop in Alfheim and synthesize the Enigmatic Greens. Next, trek south from Alfheim to the
southern Port where you docked your Ship. Sail due south to the Blue Moa Forest. Dock at the port and
walk into the Blue Moa Forest. Approach the Blue Moa and use the Enigmatic Greens to tame the Giant
Blue Moa. The Blue Moa can run quickly over both land and sea and will replace your ship. It also means
that you won’t have to tame a new Giant Moa on each continent. After taming the Blue Moa, travel north
to the southern coastline of the Central Contient. From there, follow the coastline east and then north
until it starts to curve west. At that point, head east until you find the southeast peninsula of the Eastern
Continent. From there, continue east along the southern coastline of the Eastern Continent until you
reach the Port south of Riverdale. Finally, head north from the Port until you reach Riverdale.

- 147 -




6.3.3 Riverdale

Suggested Level: 13

Treasures (from NPCs): Recipe for Guardian Spear, Recipe for Lithe Hat, Recipe for Quick
Cloak, Grappling Hook, Treasure Map #6, Treasure Map #7
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CHURCH

: g;ﬁ;‘ m - =

Treasure Chest Legend

High Potion, 500G
Small Cottage, 300G

Riverdale is a quaint town situated on the edge of the mountains. The first building you’ll find
when you enter town is the equipment shop directly to your north. The Riverdale armory is stocked with
the finest Steel weapons made by skilled blacksmiths for the Spartans. Steel equipment is a large upgrade
over Iron equipment but is also quite costly. If you traveled through the Woods of Despair, you’ll find
that many of the Recipes you picked up require either Iron or Steel level equipment. Buy as much Steel
equipment as you can and then head to the northwest corner of town to visit the Inn and Pub. Rest at
the Inn and collect the treasures (High Potion, 500G — A) located on the first and second floor. The Recipe
Maker on the first floor will sell you a collection of three recipes (Recipe for Guardian Spear, Recipe for
Lithe Hat, and Recipe for Quick Cloak) for 500G. You may also want to visit the Bartender who sells not
only the normal Tonics that you found in Pubs on the Central Continent but also Hyper Tonics which
have nearly three times the buffing effect.




After visiting the Inn & Pub, you should visit the SP Orb vendor standing in front of the Item Shop
as well as the Item Shop itself. After restocking all your items, you should head over to the Church to
save. While you’re at the Church, head up to the second floor to gather the treasure chests (Small
Cottage, 300G — B). Next, head over to the Wandering Salesman and pick up the Grappling Hook for
1,000G if you'd like to travel quickly through the Alexandrian Outpost. Otherwise, you can bypass the
Grappling Hook if you plan to clear the dungeon. Finally, walk to Kim — The Avid Swimmer standing next
to the stream between the Inn and the Item Shop. If you talk to her, she’ll gift you two more Treasure
Maps (Treasure Map #6, Treasure Map #7).

The only remaining place to visit before heading to Atticus’ home is the well located to the west
of the Church. If you investigate the well, you’ll find that there is a ladder leading to the bottom. Descend
the ladder and approach the locked door. The combination code for the door is 8273. This code will be
found later when exploring Chris — The Family Man’s house. Enter the code and head inside. Inside the
secret room, you’ll find Jadeia — The Dedicated Gamer, Jo — The Busy Wife, and Amy — The Cat Chaser.
The room is completely optional and simply exists as an Easter Egg for dedicated explorers. After
exploring the secret room, head in to Atticus’ home.

Atticus will tell you that he is an old friend of Dante; however, he thinks Dante’s behavior was
strange the last time they spoke. He recounts Dante’s strange story of time travel and a mysterious
Pandoran General. Atticus is a pragmatic man and doesn’t give much weight to Dante’s story. The only
doubt in Atticus’” mind comes from the fact that Dante foretold the garrisoning of the Old Alexandrian
Outpost along the north edge of the Eastern Continent. Dante also told him that there would be
important documents inside the Outpost. Atticus tells you to investigate and return to him if there is any
substance to what Dante said. If you investigate the notes on Atticus’ table, you’ll find another

combination code, 956, that will be used to open a secret room in Asgard.
Now, it is time to set off north to investigate the Old Alexandrian Outpost.

SP Orb Vendor

ITEM NAME SUMMARY

TINY SP ORB Gains 40 Skill Points
SMALL SP ORB Gains 200 Skill Points
MEDIUM SP ORB Gains 500 Skill Points

Weapon Shop

Steel Sword 21 13 NO
Steel Dagger 14 10 NO
Steel Axe 33 25
Steel Spear 14 5 NO
Steel Crossbow 15 3 NO
5
2

Link Whip 10 NO
Magic Staff 6 NO




Armor Shop

Steel Mail
Wizard's Robe
Steel Shield
Wizard's Cloak
Wizard's Hat
Steel Helm

Wizard's Gloves

Steel Gauntlets
Wizard's Shoes

Steel Boots

Pub

BLITZ TONIC Boosts ATK +10 & ATK +10% during battle
WALL TONIC Boosts DEF +10 & DEF +10% during battle
MIND TONIC Boosts INT +10 & INT +10% during battle
WARD TONIC Boosts MGD +10 & MGD +10% during battle
JOLT TONIC Boosts AGI +10 & AGI +10% during battle
SHOCK TONIC Boosts PRE +10 & PRE +10% during battle
BUBBLE TONIC Boosts Max HP +50% during battle

SURGE TONIC Boosts Max MP +50% during battle

VIGOR TONIC Boosts CRT +10 & CRT +10% during battle
EAGLE EYE TONIC Boosts ACC +10 & ACC +10% during battle
HYPER BLITZ TONIC Boosts ATK +30 & ATK +10% during battle
HYPER WALL TONIC Boosts DEF +30 & DEF +10% during battle
HYPER MIND TONIC Boosts INT +30 & INT +10% during battle
HYPER WARD TONIC Boosts MGD +30 & MGD +10% during battle
HYPER JOLT TONIC Boosts AGI +30 & AGI +10% during battle
HYPER SHOCK TONIC Boosts PRE +30 & PRE +10% during battle
HYPER BUBBLE TONIC Boosts Max HP +100% during battle

HYPER SURGE TONIC Boosts Max MP +100% during battle

HYPER VIGOR TONIC Boosts CRT +30 & CRT +10% during battle
HYPER EAGLE EYE TONIC | Boosts ACC +30 & ACC +10% during battle




Item Shop

ITEM NAME

SUMMARY

POTION

Restores 30 HP for one ally

HIGH POTION

Restores 100 HP for one ally

ANTIDOTE

Cures poison

EYE DROPS

Cures blindness

MUSCLE RELAXER

Cures paralysis and stun

SMELLING SALTS

Cures confusion

SOFT

Cures stone

VOCALIZER SERUM

Cures silence

SLEEPING BAG

Recovers 30 HP for party

TENT

Recovers 100 HP for party

SMALL COTTAGE

Recovers 300 HP & 300 MP for party

FIRE BOMB

~50 HP damage with fire element to all enemies

THUNDER BOMB

~50 HP damage with thunder element to all enemies

HOLY BOMB

~50 HP damage with holy element to all enemies

DARK BOMB

~50 HP damage with dark element to all enemies

WIND BOMB

~50 HP damage with wind element to all enemies

ICEBOMB

~50 HP damage with ice element to all enemies

BLAZE BOMB

~150 HP damage with fire element to all enemies

THUNDERSTORM BOMB

~150 HP damage with thunder element to all enemies

HOLY LIGHT BOMB

~150 HP damage with holy element to all enemies

DARK STORM BOMB

~150 HP damage with dark element to all enemies

HURRICANE BOMB

~150 HP damage with wind element to all enemies

SNOWSTORM BOMB

~150 HP damage with ice element to all enemies

WARP STONE

Allows warping out of some dungeons




6.3.4 The Eastern Continent

Suggested Level: 13

Enemies: (Grassland/Forest) Nymph, Desert Phoenix, Succubus, Faceless Orgc;
(Desert/Scrub) Shaman, Ghast, Widowmaker, Skeleton Knight, Invisible Knight,
Zombie Mage, Desert Phoenix

Treasures (from Buried Treasure): Recipe for Bullseye Crossbow, 10x High Potions

After visiting Riverdale, you can visit
the Spartan’s Camp or Riverdale Dock, both
located to the east. The Magi Tower to the
northwest is inaccessible until you acquire
the Airship but there is also the Deep Cave
and the Old Alexandrian Outpost to the
north.
Before visiting either location, it is an
excellent time to gather both of the Buried
Treasures designated by Treasure Map #6
and Treasure Map #7. To acquire the Buried
Treasure for Treasure Map #6, head south
until you are no longer blocked by the
mountains to the west. Head west and follow
the southern coastline until you reach the
southeast corner of the southwest
peninsula. Use the Drill at the location
marked by the red ‘X’ to acquire Recipe for
Bullseye Crossbow.
Next, return the way you came until st
you’re in the grassland next to Riverdale. If
you have an Engineer, you can take a small
shortcut with the Tunnel underneath the mountains. From here, head west until you reach a small
mountain range. Travel northwest along the mountain range and then follow the western coastline north
and then west between the coastline and the mountains to the north. Continue due west and find the
single westernmost square. Use the Drill and you'll find 10x High Potions. After acquiring both the Buried
Treasures, it is time to visit the Spartan’s Camp. From the location of the Buried Treasure, head due east
through the desert, into the grassland, and then through the gap in the mountains into the forest. When
in the forest, head south until you find the Spartan’s Camp.

Battle Notes: For details on Facless Orcs, see the Battle Notes for the Forest Tower (Floor #1). For details
on Succubi, see the Battle Notes for the Forest Tower (Floor #2). For details on Desert Phoenixs and
Nymphs, see the Battle Notes for the Forest Tower (Floor #3). For details on Shaman, Ghasts, and
Widowmakers, see the Battle Notes for the Deserted Island Cave (Section #2: Middle of the Island Cave).
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6.3.5 Spartan’s Camp

Suggested Level: 13

Treasure Chest Legend

Small Cottage
1,000G
Mythril Armor, Medium SP Orb

The Spartan’s Camp is located in the forest to the northeast of Riverdale. Talk to the Spartans to
learn a bit more about Atticus’ history. Also, if you have a Thief, you can take their chests with impunity;
however, without a Thief, the Spartans will catch you regardless of your Wanted Level if you try to steal
something. The Spartans will engage you in battle and are quite tough but if you manage to beat them,
you will gain their respect and they will let you take the rest of the chests without a fight. If you don’t
have a Thief, you can avoid a battle with the Spartans if you wait to open the chests until after Atticus
sends the Spartans to Mt. Gerra. At that point, the Spartan’s Camp will be empty and you can steal all
the treasure without worry. These treasures are located outside (Small Cottage — A), inside the left
(1,000G - B), and the right (Mythril Armor, Medium SP Orb — C) shacks. After gathering all the treasure,
it is time to leave the Spartan’s Camp and visit the Deep Cave.
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6.3.6 The Deep Cave

Suggested Level: 14

Enemies: Shaman, Ghast, Widowmaker, Silver Wolf, Ninja, Gryphon

Treasure Chest Legend

1,000G
Thunderstorm Bomb

Blaze Bomb
Medium SP Orb
Recipe for Constant Robe

Recipe for Feather Sword

Recipe for Lucid Armor
Recipe for Black Shield
Recipe for Confusing Axe

IO M OIO|®|>

Recipe for Flame Knife

3x Mining Bombs

~lR| -

Large Potion

After visiting the Spartan’s
Camp, it is suggested that you
return to Riverdale rather than
traveling north through the forest
because of the higher encounter
rate.

From Riverdale, head north
with the mountains to your east.
When the mountain range breaks,
you’ll find the Deep Cave at the
start of the northern set of
mountains. The Deep Cave is a
completely optional mini-dungeon where you can find a number of unique recipes, a set of 3x Mining
Bombs, and a variety of other treasures. The Deep Cave is also a great place to farm monster remains
such as Ghast Skulls, Widowmaker Carapaces, Shaman Teeth, Gryphon Claws, and Silver Wolf Pelts.
From the entrance (1), head south and you’ll notice a Tunnel which you can use as a shortcut
after you’ve collected the first treasure if you have an Engineer. From the Tunnel, move left and cross
the bridge. In the upper left of the cave, you’ll find the first treasure (1,000G — A). From there, travel
south past the bridge and head east, while keeping the stream to your north. Keep going until you see
the rope ladder down to the lower level. Climb down the ladder and then head west until the stream
turns south. Follow the stream south until you run into the cliff and then head left. Find the second rope
ladder and climb down it to the lower level. Head due south and you’ll find three treasure chests
(Thunderstorm Bomb — B, Blaze Bomb — C, Medium SP Orb - D). After collecting the treasures, head
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east until you find a path south (2), taking you to the lone puzzle in the Deep Cave. See Puzzle #14 — The
Deep Cave for the puzzle solution.

After completing the puzzle, return to the main area of the cave and keep heading east until you
find another collection of three treasure chests (Recipe for Constant Robe - E, Recipe for Feather Sword
— F, Recipe for Lucid Armor — G). Return west along the stream until you find a bridge that crosses across
the stream to the east. Cross the bridge and then head northeast until you find a rope ladder to the
upper level. Climb the ladder and you’ll find a Tunnel and four treasure chests (Recipe for Black Shield
— H, Recipe for Confusing Axe - I, Recipe for Flame Knife — J, 3x Mining Bombs — K).

After collecting the treasure, you should head back down the rope ladder unless you have an
Engineer, in which case, you should use the Tunnel to take a shortcut to the next treasure. Without an
Engineer, head east across the bridge and then up the rope ladder to the upper level. Continue north
and you’ll find a treasure chest along the eastern wall (Large Potion — L). Go up the rope ladder to the
top level and then head northwest until you reach the exit.

From the Deep Cave, you should assess party’s status. If you're feeling weak, you should return
south to Riverdale to replenish your stock of items and to rest at the Inn. If you're feeling strong, you
should head north with the mountains to your east. Continue north until you reach the northern coast.
Turn west and you’ll eventually find the Old Alexandrian Outpost and your first encounter with the
Pandoran Empire.

Battle Notes: For details on Shaman, Ghasts, and Widowmakers, see the Battle Notes for the Deserted
Island Cave (Section #2: Middle of the Island Cave). You’ll also encounter some new enemies that are
largely found on the eastern half the Eastern Continent: Silver Wolves, Ninjas, and Gryphons. Silver
Wolves are fairly ordinary enemies that only use normal attacks. Their base stats are moderate in all
respects and they have no elemental weaknesses. Gryphons are a bit nastier with a physical attack that
can poison as well as a moderate strength Wind elemenatal spell. Gryphons also have no elemental
weaknesses. Ninjas are probably the toughest of the three types of enemies, especially for physical
classes. They have a skill that can blind your entire party as well as another attack that does non-
elemental damage to your entire party called Grenade. They are also incredibly quick and will probably
strike first. They are weak to Darkness. If you have a Thief in your party, you can steal Small Cottages,
High Potions, and 100G from Ninjas, Hyper Ward Tonics, Ward Tonics, and Antidotes from Gryphons, and
Ice and Snowstorm Bombs from Silver Wolves.




6.3.7 The Old Alexandrian Outpost

Section #1: Outside the Outpost

Suggested Level: 14

Treasure: None

Enemies: Outpost Guard

When you approach the Old Alexandrian Outpost, you may notice that there are three entrances.
On the left, you can take a slight shortcut through the Tunnel if you have an Engineer. In the center, a
bridge crosses the moat which is guarded by a lone guard. On the right, there are two trees which can
be used with the Grappling Hook that you could have bought in Riverdale. The Grappling Hook route is
the quickest through the Outpost but since we're focusing on gathering all the treasures and full
completion, you’ll take the center route and battle the guard. After defeating the Outpost Guard on the
bridge, head north and enter the Outpost.

Two things to note about the Outpost: First, there are no random encounters in the Alexandrian
Outpost. All of the enemies are visible as pacing soldiers and once defeated, they don’t respawn even if
you leave the Outpost. Second, there are many locked doors in the Outpost. If you have a Thief in your
party, you can quietly pick the locks and proceed without alerting the guards. Without a Thief, you'll
have to break down these doors and that will alert the guards to your location. Each broken door will
mean battle with a pair of Qutpost Guards.

Battle Notes: In this section, the only enemy type you’ll encounter is the Outpost Guard. Outpost Guards
will usually use a normal physical attack but also have the ability to boost ATK and DEF. Their most
powerful attack is Grenade which deals non-elemental damage to your entire party. They are slightly
weak to Thunder and fully weak to Darkness. Dark elemental magic and bombs will make short work of
these enemies. With a Thief in your party, you can steal Large Potions and 100G from them.
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C | Steel Spear
D | Small Cottage

Treasure Chest Legend

B | Steel Gauntlets

A | Steel Mail

14

Outpost Floor #1

Outpost Guard

Section #2
Suggested Level
Enemies




After entering the Outpost, you'll find yourself in a small room (1) with a gap to the north. Head
north and battle the pacing Outpost Guard. Ignore the door just to your north for now and instead turn
left and proceed down the hall as it turns down and then left again. Fight the guard and head to the door
at the end of the hall. Pick the lock or break the door down, enter the room, and gather the two treasures
(Steel Mail — A, Steel Gauntlets — B).

After collecting the treasure, leave the room and return to the door that you ignored earlier
(directly above the entrance to the Outpost). Go through the door and fight the pacing Outpost Guard.
Near the western end of the hallway, there is a door along the northern wall. Go through the door, turn
right and fight the Outpost Guard near the treasure. Collect the two treasures (Steel Spear — C, Small
Cottage — D) and then head west until you reach a wall blocking your way. At this point, go north and
fight Outpost Guard. Go through the gap in the wall and then turn left. Ignore the door to your north
and instead go through the gap in the wall along the western wall (5). This leads to the first puzzle in the
Old Alexandrian Outpost. See Puzzle #15 — The Old Alexandrian Outpost A for the puzzle solution.

After completing the puzzle, return main area and walk to the door just to the northeast. Go
through and fight the pacing guard. Follow the corridor east (fighting guards as you go) until it dead ends
with doors to the north and south. Go through the door to the north and fight the two guards in the next
room. Go to the eastern wall and through the gap in the wall (4). This will take you to the second puzzle
hidden in the Old Alexandrian Outpost. See Puzzle #16 — The Old Alexandrian Outpost B for the puzzle
solution.

After completing the puzzle, return to the main area and then head west until the corridor dead
ends with a door to your north. Go through the door and then follow the tight corridor first east and
then west when it reverses. Continue west and fight the two pacing guards. In the upper left corner of

the floor, you’ll find the stairs to the second floor (6). This is an excellent point to evaluate the status of
your party. Since the Outpost Guards don’t respawn when you leave the Outpost, you can quickly recover
your progress if you decide to visit Riverdale to allow your party to rest and restock on items. If you're
feeling strong, go up the stairs (6) and prepare to face the Outpost Sergeants on the second floor.

Battle Notes: For details on Outpost Guards, see the Battle Notes for the Old Alexandrian Outpost
(Section #1: Outside the Outpost).
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Steel Crossbow
Top Secret Documents

G | Steel Shield
H | Steel Helm
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A | Wizard's Robe

B | Steel Axe

C | High Potion
D | Wizard's Shoes
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The second floor of the Outpost is guarded by stronger Outpost Sergeants. The exception to this

is when you break down a door, you'll still fight Outpost Guards.
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Section #2
Suggested Level
Enemies




From the staircase, head right until you’re forced to turn south. Fight the two Outpost Sergeants
that guard the area and then head west. Turn south when you find the western wall and then open the
door south of you. Go through and fight the two Outpost Sergeants. Continue south and collect the four
treasure chests (Wizard’s Robe — A, Steel Axe — B, High Potion — C, Wizard’s Shoes — D). The three pieces
of Steel-level equipment you’ve collected should all be equipped if you haven’t yet bought equipment
from Riverdale for all your characters.

Head back north and go through the gap where the door once stood. Head up, right, and then
down to the other door. Go through the door and fight the Outpost Sergeant to your right. Go through
the gap in the wall to your north and fight two more Outpost Sergeants. Keep heading north until you
reach the northern wall and then head east until you find a gap. This gap leads to the third and final
puzzle hidden in the Old Alexandrian Outpost (7). See Puzzle #17 — The Old Alexandrian Outpost C for
the puzzle solution.

After completing the puzzle, return to the main area where you’ll head south to the door and go
through. Continue south and fight the three Outpost Sergeants in the corridor. Once the corridor opens
up, head east and fight three more Outpost Sergeants. Keep going east and collect the two treasure
chests (1,500G - E, Steel Crossbow — F). Open the door to the north and enter the next room. Fight the
three Outpost Sergeants and proceed north to the next door. Go through the door and enter the Office
of the Outpost Captain. Before engaging him in battle, explore the room. You’ll notice a save point to
your right. If you can, save, and then head to the northwest corner of the room and collect two more
treasure chests (Steel Shield — G, Steel Helm — H). Make sure you are fully healed and then walk over to
the Outpost Captain guarding the wooden chest. Speak to him to start the battle.

Boss Battle: Outpost Captain

Attacks
Normal Attack (28%), Grenade (9%), Powerhouse (9%), Null Thunder (9%),
Null Dark (9%), Weaken (9%), Paralyze (9%), Sleep (9%), Guard (9%).

Items to Steal
Large Potion (50%), Medium Magic Potion (25%), Warp Stone (25%), Titanium
Armor (5%)

Boss Statistics
HP MP
4,000 | 500 | 60

lemental Affinities

FIRE | ICE | THUNDER | WIND | HOLY | DARK
C C B C
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The Outpost Captain has very high HP along with high ATK and DEF. He is slightly weak to Thunder
and fully weak to Dark elemental spells/bombs. He has the ability to massively boost his own ATK with
Powerhouse and reduce your entire party’s DEF with Weaken. He also has the powerful Grenade attack
used by the Outpost Guards and Sergeants. He possesses both Null Thunder and Null Dark so he can
protect his own elemental weaknesses. Perhaps his most devastating skills do no physical damage; both
paralyze and sleep can cripple your party and allow the Outpost Captain to slowly pick off your party
members. He sometimes also Guards, reducing your damage by half.

Knights should use their most powerful skills (Berserker, Smite) or normal attack after being
buffed with Blitz or Hyper Blitz Tonics. Monks should have Fists of Fury and pound away with their
powerful normal attack. Black Mages should buff Knights and Monks and use Dark elemental spells if the
Outpost Captain hasn’t cast Null Dark. Otherwise, use Thunder elemental spells unless he has used Null
Thunder. If he has used both, you may choose any other elemental spell or have your Black Mage become
a support character. Engineers should use Dark or Dark Storm Bombs unless the Outpost Captain has
used Null Dark; otherwise, use Thunder or Thunderstorm Bombs until he uses Null Thunder. If the
Outpost Captain has blocked his elemental weaknesses, then have the Engineer become a healer with
whatever fish you’ve caught. White Mages should heal and use DEF buffing spells to protect your party.
She’ll also likely be busy curing status effects like sleep and paralysis. Hunters should debuff with
Hamstring/Slow Enemy and buff the party with Scans. Thieves should use a Jolt or preferably Hyper Jolt
Tonic and try to steal from the Outpost Captain who has a very rare piece of Titanium Armor that you
won’t be able to buy until after you complete Mt. Gerra and head to the Outer Continents.

After defeating the Outpost Captain, open the chest behind him and take the treasure (Top
Secret Documents — /). You can either use a Warp Stone or Warp spell to leave but since you’ve already

killed all the enemies it doesn’t take long to back track to the exit. Outside the Old Alexandrian Outpost,
head south to Riverdale and go to Atticus’ home. When you show him the Top Secret Documents he’ll
be dismayed with what he finds. The Pandoran Empire is planning to plant an explosive device in the
caldera of Mt. Gerra, the giant Volcano near Rubicon, far to the east. He vows to send his Spartan troops
to clear any Pandoran troops guarding the entrance of the Volcano but won’t risk sending them any
further. He pleads with you to travel to Mt. Gerra and save the city of Rubicon. After accepting the
mission, you should restock on supplies in Riverdale and then set out for Rubicon.

Battle Notes: For details on Outpost Guards, see the Battle Notes for the Old Alexandrian Outpost
(Section #1: Outside the Outpost). In this section, you’ll also encounter Outpost Sergeants. Outpost
Sergeants are upgraded versions of Outpost Guards but have all the same attacks/skills and elemental
weaknesses. You can steal 200G, High Potions, Hurricane Bombs, Dark Storm Bombs, and Small SP Orbs
from them.




6.3.8 The Trek to Rubicon

Suggested Level: 14

Enemies: (Eastern Half) Gryphon, Silver Wolf, Ninja
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After restocking in Riverdale, you should head to the Spartan’s Camp to collect all of the treasures
if you didn’t do this earlier. The Spartans have all left to dispatch the Pandoran soldiers at Mt. Gerra. See
Section 6.3.5 for details on the treasures. Regardless of whether you go the the Spartan’s Camp or not,
you should head north to the Deep Cave and then turn east and cross the bridge across the tiny river
that splits the Eastern Continent in half. Keep heading east and you’ll eventually find a Tunnel under the
mountains. If you have an Engineer, you can use this to take a shortcut to Rubicon although you’ll miss
the Small Farm.

If you don’t have an Engineer or you want to visit the Small Farm, you should head south through
the forest. You’ll pass a lake to the east. Follow its southern edge as you head east until you reach a
grassland near the Port, therein lies the Small Farm.

Battles Notes: For details on Gryphons, Silver Wolves, and Ninjas, see the Battle Notes for The Deep Cave.
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6.3.9 The Small Farm

Suggested Level: 14

Treasures (from Chests): Recipe for Fortify Staff

Treasures (from NPCs): 3x Mining Bombs, 25,000G

On the Small Farm, you’ll find a farmer beset by troubling noises coming from his well. First, he’ll
offer to sell you 3x Mining Bombs for 500G. Buy the Mining Bombs and then he’ll tell you about his
troubles with the well. He’ll reward you with his life savings, 2,500G, if you’ll take care of whatever is
hiding in his well. Make sure you’re fully healed and then descend into the well. You’ll find a Merman
hiding there. Approach him to engage in battle. The Merman has a powerful single target magic spell
called Water Bubble which is boosted by his high INT. He is weak to Thunder, so Black Mages and
Engineers should use their Thunder elemental spells and Bombs. Watch out for Smite and its ability to
stun your characters. He has a variety of items that you can steal, including a Large Magic Potion.

Mid-Boss Battle: Merman

Attacks
Normal Attack (33.3%), Water Bubble (33.3%), Smite (33.3%)

Items to Steal
Large Potion (50%), Hyper Bubble Tonic (50%), Hyper Surge Tonic
(50%), Huge Potion (25%), Large Magic Potion (5%)

Boss Statistics
HP MP
3,000 | 100 | 60

lemental Affinities
FIRE | ICE | THUNDER | WIND | HOLY | DARK

D | D | c | c

After defeating the Merman, climb out of the Well and collect your reward (2,500G) from the
farmer. Enter the farmer’s house and collect the treasure from the chest (Recipe for Fortify Staff). The
Fortify Staff is an excellent piece of equipment for any Mage that gives a huge boost to their DEF. Talk
to the farmer’s wife and rest for free. Fully refreshed, hit the road and head north to Rubicon.

From the Small Farm, head north through the forest while following the northern edge of the
lake. Follow the river leading north from the lake until you find the bridge. Cross the bridge to the
western bank of the river. Head north and you’ll pass Mt. Gerra on your left. Continue north and you’ll
find Rubicon on the northern coast.




6.4 THE VOLCANO
6.4.1 Rubicon

Suggested Level: 15

Treasures (from NPCs): Treasure Map #8, Treasure Map #9, Recipe for Deluxe Rod, Recipe
for Magic Jumping Potion, Sonar
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Treasure Chest Legend

Small SP Orb

A

B | Large Potion, Mystic Hat

C | Reciple for Thick Helm, Tent
D

E

Hurricane Bomb, Small Magic Potion
Small Cottage, 2,000G, Recipe for Calm Cloak

The town of Rubicon sits near the slopes of the mighty Mt. Gerra, a quiescent volcano. Rubicon
is home to the world famous Mr. Cope, an avid weapon and potion collector. His home sits in the upper
left of Rubicon and is built on pylons in the Ocean. You’ll make your way to his home after visiting the
rest of Rubicon.




When you enter Rubicon, you’ll find the Mayor’s office directly to your north. Enter and gather
the treasure chest (Small SP Orb - A). The Mayor admits that the true power in Rubicon lies in the hands
of Mr. Cope; the Mayor is simply a figurehead. After visiting the Mayor’s office, walk to the private
residence to the east. On the second story, you'll find two more treasures (Large Potion, Mystic Hat —
B). The Mystic Hat is likely an upgrade and should be equipped to any Mage class character.

Next, head north to the Church and save. Go up the stairs to the second floor and grab the two
treasures (Recipe for Thick Helm, Tent — C). Leave the Church, head south, and stop by the outdoor
emporium of Gary — The Hardworking Merchant. If you’re behind on equipment, you can buy it here for
a discount. After perusing Gary - The Hardworking Merchant’s merchandise, head to the southwest
corner of town and enter the Inn. The Inn in Rubicon doubles as a Pub and you can buy Tonics from the
Bartender on the first floor. Rest at the Inn and then head up to the second floor to open the two treasure
chests (Hurricane Bomb, Small Magic Potion — D).

Be sure to talk to the Treasure Hunter in the room on the right. He will sell you a Sonar device
for 5,000G which is a bargain considering all the free loot you can find hidden all over Terra using Sonar.
If you don’t buy it now, you’ll end up paying 20,000G if Mt. Gerra erupts. Sonar is used on the World
Map by using the “dash” button to emit a sonar pulse. If an item is hidden on the screen, it will emit a
reflected pulse. Sonar treasures are omnipresent on Terra with 50 treasures in total. See the Sonar Map
in Section 6.19 for a complete listing (with locations) of all the Sonar treasures.

After buying the Sonar device, you should head back down stairs and talk to the Wayward
Traveler who will sell you Treasure Map #8 and Treasure Map #9 for 500G apiece. The location of these
two buried treasures are denoted by the two easternmost red X’s on the previous map of the Eastern
Continent. After leaving Rubicon, the acquisition of the final two Buried Treasures will be discussed.
Now, head to the Synthesis Shop just to the northwest to synthesize any equipment that you can. Next,
head north along the coastline and find the Expert Fisherman. Talk to him and he’ll give you the Recipe
for Deluxe Rod. Fishing gives small rewards at first but if you manage to synthesize the Deluxe Rod, the
restorative properties of the larger fish you can catch grows rapidly.

Lastly, head back south along the coastline until you reach the bridge leading to Mr. Cope’s
oceanfront mansion. Before talking to Mr. Cope, gather the treasures on the first and second floors
(Small Cottage, 2,000G, Recipe for Calm Cloak - E). After gathering all the treasures, it is time to talk to
Mr. Cope. He'll challenge you to a vertical leap competition with his prized sword, the Masamune, as the
spoils for the victor. He'll beat you, of course, because, as the Morose Drunk in the Beach Shack will tell
you, Mr. Cope cheats. You’ll have to synthesize a Magic Jumping Potion to beat Mr. Cope and win the
Masamune.

The Masamune is truly a marvelous sword which should not be overlooked. It is third only to the
Vanir Sword and Excalibur. The Vanir Sword can only be gained by defeating the Vanir Golem, an end
game Super Boss. Excalibur is a synthesized Adamantium Sword which grants a huge boost to ATK. Both
swords are much more difficult to get than the Masamune. After losing the vertical leap competition,
Mr. Cope will offer to sell you some his many wares. Be sure to buy a few Vocalizer Serums because the
boss of Mt. Gerra, Ifrit, can silence your Mages.

When you’ve finished restocking your supplies and buying new equipment from Mr. Cope, you
should head to the fireplace in Mr. Cope’s mansion. The fireplace is the entrance to a secret room where
you’ll find baby Noah. The secret room is guarded by a locked door with a combination code (030813)
that you found in the Relic Collector’s Mansion. The secret room is completely optional and after you’ve
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explored the room, you should head to the Beach Shack (just right of the bridge to Mr. Cope’s mansion)
and talk to the Morose Drunk to gather the Recipe for Magic Jumping Potion.

There is one final secret hidden in Rubicon. Along the coastline just north of the Inn, you'll find a
small sandcastle. If you investigate the sandcastle, you'll find that there is a small hole leading down
below that leads to a secret area. The secret chamber houses the practitioners of an ancient Martial Arts
philosophy. Like previous secret rooms, this chamber is completely optional. After having explored the
secret chamber, it is time to set out for Mt. Gerra. Mt. Gerra is located just a few paces to the west of
Rubicon and is nearly impossible to miss. If you wish to fish before heading out for the Volcano, head
west past Mt. Gerra and you’ll eventually run into the Rubicon Dock.

Inn/Pub

BLITZ TONIC Boosts ATK +10 & ATK +10% during battle
WALL TONIC Boosts DEF +10 & DEF +10% during battle
MIND TONIC Boosts INT +10 & INT +10% during battle
WARD TONIC Boosts MGD +10 & MGD +10% during battle
JOLT TONIC Boosts AGI +10 & AGI +10% during battle
SHOCK TONIC Boosts PRE +10 & PRE +10% during battle
BUBBLE TONIC Boosts Max HP +50% during battle

SURGE TONIC Boosts Max MP +50% during battle

VIGOR TONIC Boosts CRT +10 & CRT +10% during battle
EAGLE EYE TONIC Boosts ACC +10 & ACC +10% during battle
HYPER BLITZ TONIC Boosts ATK +30 & ATK +10% during battle
HYPER WALL TONIC Boosts DEF +30 & DEF +10% during battle
HYPER MIND TONIC Boosts INT +30 & INT +10% during battle
HYPER WARD TONIC Boosts MGD +30 & MGD +10% during battle
HYPER JOLT TONIC Boosts AGI +30 & AGI +10% during battle
HYPER SHOCK TONIC Boosts PRE +30 & PRE +10% during battle
HYPER BUBBLE TONIC Boosts Max HP +100% during battle

HYPER SURGE TONIC Boosts Max MP +100% during battle

HYPER VIGOR TONIC Boosts CRT +30 & CRT +10% during battle
HYPER EAGLE EYE TONIC | Boosts ACC +30 & ACC +10% during battle

Mr. Cope’s SP Orb Collection

ITEM NAME SUMMARY

TINY SP ORB Gains 40 Skill Points
SMALL SP ORB Gains 200 Skill Points
MEDIUM SP ORB Gains 500 Skill Points




Mr. Cope’s Item Collection

ITEM NAME

SUMMARY

POTION

Restores 30 HP for one ally

HIGH POTION

Restores 100 HP for one ally

LARGE POTION

Restores 250 HP for one ally

ANTIDOTE

Cures poison

EYE DROPS

Cures blindness

MUSCLE RELAXER

Cures paralysis and stun

SMELLING SALTS

Cures confusion

SOFT

Cures stone

VOCALIZER SERUM

Cures silence

SLEEPING BAG

Recovers 30 HP for party

TENT

Recovers 100 HP for party

SMALL COTTAGE

Recovers 300 HP & 300 MP for party

FIRE BOMB

~50 HP damage with fire element to all enemies

THUNDER BOMB

~50 HP damage with thunder element to all enemies

HOLY BOMB

~50 HP damage with holy element to all enemies

DARK BOMB

~50 HP damage with dark element to all enemies

WIND BOMB

~50 HP damage with wind element to all enemies

ICE BOMB

~50 HP damage with ice element to all enemies

BLAZE BOMB

~150 HP damage with fire element to all enemies

THUNDERSTORM BOMB

~150 HP damage with thunder element to all enemies

HOLY LIGHT BOMB

~150 HP damage with holy element to all enemies

DARK STORM BOMB

~150 HP damage with dark element to all enemies

HURRICANE BOMB

~150 HP damage with wind element to all enemies

SNOWSTORM BOMB

~150 HP damage with ice element to all enemies

WARP STONE

Allows warping out of some dungeons

Mr. Cope’s Weapon Collection

Mythril Sword 27 16 NO
Mythril Knife 23 0 12 NO
Mythril Axe 41 0 30
Mythril Spear 17
Quick Crossbow 20
Mythril Whip 13
Mythril Staff 8

NO
NO
NO
NO




Mr. Cope’s Armor Collection

Mythril Armor 22 6
Mystic Robe 17 11
Mythril Shield 16
Mystic Cloak 15 10
Mystic Hat 10 15
Mythril Helm 15 10
Mystic Gloves
Mythril Gauntlets
Mystic Shoes
Mythril Boots




6.4.2 The Final Buried Treasures

Suggested Level: 15

Enemies: Gryphon, Silver Wolf, Ninja

Treasures (from Buried Treasure): 10x Muscle Relaxers, Recipe for Preemptive Whip

After leaving Rubicon, head due
south until you find the river. Head west i
and then south between the river and | pugicon
the mountains until you find a bridge to ok :
the east. Cross the bridge and then ' '
follow the river north until you find the
westernmost square near where the
river turns east. Use the drill on that
square and vyou’ll find the Buried
Treasure (10x Antidotes, 10x Smelling
Salts, 10x Muscle Relaxers). If you're
having trouble finding the treasure, you
can buy Treasure Map #8 from the
Wayward Traveler in Rubicon.
After acquiring the Buried
Treasure, return south to the bridge.
Cross to the west and continue north
until you see meet the northern
coastline near Mt. Gerra. When you
reach the northern coastline, head west
until you find Rubicon Dock. Follow the
coastline south until you find the
southernmost square. Use the Dirill
there and you’ll find the Buried Treasure
(Recipe for Preemptive Whip). If you're
having trouble finding the treasure, you
can buy Treasure Map #9 from the
Wayward Traveler in Rubicon.
With both the Buried Treasures acquired, it’s time to head to Mt. Gerra. Follow the mountain
range northeast until you find the giant volcano. If you're not 100% ready, return to Rubicon to regroup
and restock; otherwise, enter and prepare for the fiery journey through Mt. Gerra.

Battles Notes: For details on Gryphons, Silver Wolves, and Ninjas, see the Battle Notes for The Deep Cave.




6.4.3 Mt. Gerra

Section #1: The Outer Caldera

Suggested Level: 16

Enemies: Fire Spirit, Fire Bat, Red Slime, Specter

Treasure Chest Legend
Mythril Knife

Fire Whip

High Potion

Fire Gloves

Mt. Gerra is one of the most dangerous dungeons in all of Terra. Not only are there very strong
enemies but the lava, which is unavoidable, does percentage damage based on your current HP. Each
step will deal damage equal to 2% of your current HP meaning that it is very difficult to maintain 75% or
greater HP in Mt. Gerra. The lava will severely tax your healing stocks and it is highly suggested that if
you don’t have a White Mage, that you head to the Rubicon Dock to stock up on fish. This is especially
true if you have an Engineer with Item Boost. Be prepared to make many trips into Mt. Gerra because
you will likely have to restock supplies along the way.

That said, it is time to explore the first section of the Volcano. Note, if you tried to visit Mt. Gerra
prior to presenting the Top Secret Documents to Atticus, Pandoran guards would block your way. The
Spartans have cleared the Pandoran guards so you don’t have to worry. From the entrance (1), head
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north and you’ll quickly find yourself at a northwest/northeast fork. Take the northeast fork into the lava
and then head north at the north/east fork. At the dead end, you'll find a treasure chest (Mythril Knife
— A). After collecting the treasure, head back south and head west until you’re back on land. If you
haven’t already healed, you should at this point since your HP is likely depleted.

Head north along the rock floor until you reach a north/east fork with lava to the north. Go north
through the lava to collect another treasure (Fire Whip — B). If you have an Engineer or Thief in your
party, the Fire Whip is an excellent weapon. Now head south through the lava and at the previous fork,
head east until you’re back on the rock floor. Keep trekking east until you reach a mining crevice on the
northern wall (2). Use a Mining Bomb and enter the excavated chamber to collect more treasure (1,500G
— 2). Leave the chamber and then head southeast through the lava until you find a small alcove with
another treasure chest (High Potion — C). Next, head north until you reach the rock floor just east of the
mining crevice you entered earlier. When you’re back on the rock floor, head north while keeping out of
the lava. The path will turn east and you’ll find a corridor to the north (3). This leads to the first puzzle
hidden in the caldera of Mt. Gerra. See Puzzle #18 — Mt. Gerra A for the puzzle solution

After completing the puzzle, leave the puzzle area and return to the main area of the Outer
Caldera. Head east while staying on the rock floor. When the rock floor ends, you’ll find a
northeast/south fork. The northeast fork leads to a mining crevice (4); however, you should ignore it
because it is empty unless you're trying to acquire the Excavator Achievements. Instead, head south
while getting back on the rock floor as quickly as possible. You should likely heal again at this point to
keep your HP above 50%. Continue south, following the rock floor, until you find the entrance the Inner
Caldera of Mt. Gerra (5). Don’t proceed to the next area, yet. Instead, head left into the lava and turn
south after you pass the rock peninsula jutting up into the lava. You'll find the final treasure of the first

section (Fire Gloves — D). The Fire Gloves should be equipped immediately to your most important
character (excepting the Knight who can only use gauntlets). All fire armor will halve the amount of fire
damage taken in battle. After collecting the treasure, head back to the east and enter the Inner Caldera
(5).

Battles Notes: You’ll encounter four new enemy types in the Outer Caldera of Mt. Gerra: Fire Spirits, Fire
Bats, Red Slimes, and Specters. Only Specters are not fire elemental enemies; instead, they are undead
enemies that mysteriously inhabit Mt. Gerra. Fire Bats are perhaps the most dangerous of the four enemy
types because they have incredibly high PRE and therefore will also attack first. On top of that, they have
a Fire elemental spell called “Blaze” which damages your entire party. If you encounter a large group of
Fire Bats, they can nearly kill you before you even have a chance to respond. Therefore, it is vital to gather
all of the defensive Fire equipment in Mt. Gerra so that you cut the Fire elemental damage in half.

Red Slimes are much more resilient than the normal Slimes you encountered outside Oakwood.
They only have a normal physical attack but their ATK is high so you’ll have to watch out for them. Fire
Spirits have more powerful Fire magic than Fire Bats; however, they have much lower PRE and therefore
you may be able to kill them before they cast “Bonfire” or “Blaze”. They also have the ability to boost
their or one of their ally’s INT. All three of these enemy types are fully weak to Ice elemental. Black Mages
and Engineers can make short work of these enemies with either Ice 3 / 4 or Snowstorm Bombs.

Lastly, Specters are undead enemies which are weak to Fire and Holy elements. White Mages can
make quick work of them with Holy Light or Holy Fire; however, you’ll have to be careful not to cast Holy
on other enemies. Specters are very dangerous with their ability to blind or put to sleep your entire party.
This can be especially debilitating for a physical-based party.
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If you have a Thief in your party, you can steal Sleeping Bags, Ice Bombs, and Snowstorm Bombs
from Fire Bats, High Potions, Sleeping Bags, and Large Potions from Red Slimes, Tiny SP Orbs, Tiny Magic

Potions, and Small Magic Potions from Fire Spirits, and Holy Bombs, Eye Drops, Tiny SP Orbs, and Holy
Light Boms from Specters.

Section #2: The Inner Caldera

Suggested Level: 16

Enemies: Fire Spirit, Fire Bat, Red Slime, Specter, Fire Demon

Treasure Chest Legend

Fire Staff
B | Fire Spear

C | Fire Crossbow

When you enter the Inner Caldera, you should head east until you reach the lava. Immediately,
head north and cross the lava to the rock floor. Follow the corridor until it dead ends. You’ll find a
treasure chest (Fire Staff — A) and a mining crevice (6). Equip the Fire Staff to any Mage character since
it gives a large