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“] AMI ARAZLAM, STUDENT
OF IVALICE’S MIDDLE AGE.

You are familiar with the
War of the Lions, no? It was
a bitter war of succession
that rent the land of lvalice
in two. Here we first find
mention of Delita Heiral, a
hithertofore unknown young
man, the hero who would
draw the curiain on this
dark age of history.

His is a heroism of great
renown—a story familiar _
to all who dwell within our
land. Ah, but what the ey
sees is oftentimes a:mere

fragment of the truth

There was another young
man, the youngest of. e
House Beoulve, !ong'ifeﬁ"le
for producing leaderd of
knights and men. There

i record of the

role he ayed on_history’s

tage.




Final Fantasy Tactics is the story of Ramza Beoulve, one of Ivalice’s
greatest lost heroes, In the aftermath of the grueling Fifty Years’
War between Ivalice and rival nation Ordalia, the entire nation
suffered. Ivalice’s economy had collapsed, peasants overtaxed by the
costs of warfare, Soldiers returning from the battlefield often found
the grim prospect of no pay and no jobs awaiting them.

While the peasants starved, the nobility often thought only of using
this time of unrest to increase their own power. At the heart of it
was a dispute over royal succession after the death of King Ondoria
I11. His son, Prince Orinus, and his adopted daughter, Princess
Ovelia, had legitimate claims to the throne despite being too young
to rule. So Duke Larg, the White Lion, and Duke Goltanna, the
Black Lion, each sponsored a different candidate for succession and
each yearned to win the war and be named the new ruler’s Regent, a
King in all but name.

The people of Ivalice saw this struggle for the throne play out before
them, and their confidence in the monarchy weakened. Yearning for
order, they rurned to the increasingly powerful Church of Glabados.
To be named a heretic by the church was to face a life as an outlaw,
regardless of noble birth or any other former prestige. With the
Holy Office of Inquisition and the Knighrs Templar to enforce its
every decree, the Church saw in the War of the Lions a chance to
usurp full temporal authority over Ivalice. The Knights Templar,
meanwhile, saw the chance to realize far darker ambitions. ..

Ramza, however, pays this murky world of politics no heed. Like

his father Barbaneth, he is a man of honor who thinks that as a
Knight of the Order of the Northern Sky, he will be able to protect
innocents from those that would prey upon them. In time he is
caught in the jaws of the War of the Lions, and his expectations for
the world torn asunder. Seeing a world driven Mad by lust for power,
he strikes out on his own to do what he fecls is right, seeking no

reward and no glory.

In the end, only the Durai Papers remain to chronicle the true scope
and nature of Ramza’s quest. These lay concealed in the Church of
Glabados's vaults for countless centuries before Arazlam Durai—
and you—finally discover them. The story of Final Fantasy Tactics
is not only the tale of the Papers themselves, but how they came to
be written and why the world desperately tried to forget the history

contained within them,

Its richly detailed setting and complex themes of power and betrayal
instantly set Fina/ Fantasy Thactics apart from other RPGs upon its
original release in 1998, Such sophistication was nearly without
precedent in video games at the time, and even in the decade since
has been rarely equaled and, arguably, never surpassed. Final Fantasy
Tactics was not an instant success, but those who played it generated
a positive buzz about its depth and good storytelling. This drove an
incredible demand for copies of the title after they had largely sold
out of stores. Before the time of its “Greatest Hits” re-release in
1999, a used copy of the game could sell for as high as $100.

As gamers fell in love with Tvalice, subsequent titles would return to
tell more of this world’s story. Both the PlayStation classic Vagranz
Story and the revolutionary PlayStation 2 title Final Fantasy XIT
return to Ivalice to tell its story in different cras. Final Fantasy XIT
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takes place in the glorious lost past of Ivalice studied by characters
like Mustadio and his father Besrudio in Final Fantasy Tactics.
Vagrant Story takes place at some point in its furure.

In recognition of this growing love for Ivalice, Final Fantasy Tactics:
The War of the Lions joins Final Fantasy XII: Revenant Wings and
the upcoming Final Fantasy Tactics game for the Nintendo DS ® as
the first games formally released in the “Ivalice Alliance”. Thisisa
new designation given to Square-Enix titles that further explore the
world of Ivalice, so that fans of this amazing setting can more easily

know which games chronicle its history.

While the story and setting of Final Fantasy Tactics has charmed
gamers for over a decade, it is not the game’s only appeal. Fina/
Fantasy Tactics also revolutionized the tactical RPG genre
(sometimes called “strategy RPGs”), by offering players nearly
unlimited customizable characters within its deep and complex Job
System. Other mechanics like Bravery, Faith, and the Zodiac added
a depth and subtlety to the gameplay that imitators have rarely
attempted and have never duplicated.

Most games are much simpler than Final Fantasy Tactics, and its
depth may at first seem unapproachably daunting to a novice player.
This guide hopes to dispel those doubts by laying the game’s many
systems, sub-systems, challenges, and side-quests bare. If you are
ever uncertain of where to go, what to do, or what a given stat
means, the answer is waiting for you within in these pages.

This isn't just a guide for novice players, however. Fans of the
original PlayStation version of Finaf Fantasy Tactics who return to
this new PSP version can turn to this guide to find comprehensive
coverage of the game’s many new features, With a wholly new
translation, new Jobs to unlock, and a new set of wireless two-player
game modes, there are some ways in which War of the Lions is very
different game from the original version of Fina/ Fantasy Tactics.
While all of the old tricks still work, a returning player shouldn't
ignore the possibilities offered by new gameplay elements.

Final Fantasy Tactics: The War of the Lions is nothing so much as a
love letter to one of the greatest games ever made, and this guide
was written in that spirit. The ultimate goal of this guide is help you,
the player, better enjoy all the richness and depth this game offers,
Don't let yourself be turned away by a battle that seems impossible
to win, or a secret that seems impossible to unlock. Instead, use this

guide, and see every wonder that Ivalice has to offer you.
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STATS

- properly know how to read a character’s status screen, you can make

This section is a si mple outline of Final Fantasy Tucties' core gameplay mechanics, Although it is intended with players new to the game in

mind, it can also serve as a refresher for veteran players. It also explains some elements unique to his new version of the title, such as the
wireless two-player modes and colorful new localization. A player who feels confident in their grasp of Final Fantasy Tactics' basic rules can
easily skip over the bulk of this section to the pages that deal exclusively with the new features,

Bear in mind, however, that Final Fantasy Tactics is a very exacting game, Entire battles hinge on the clever use of particular abilities, or
calculating exploitation of a particular mechanic. Any lapse of knowledge, or outright ignorance of how something in the game works, is
going to make your progress slower and your battles harder. If you appear to be having difficulty with a particular section of the game and ca
understand why, please consult this section of the guide. The source of your difficulty is probably a rule or mechanic thar you may simply be
overlooking,

STATS WP

An abbreviation for Hir Points, this is one of the few mechanics thy

works the same way in Final Enrrm"p Tactics as it does in most other

Like most RPGs, and especially tactical RPGs, stats are the most
basic thing that defines a character in Final Fantasy Tactics. If you

games, Atracks reduce Hit Points by a given amount, and when 1
character’s HP is reduced to 0, he or she is defeated, Tf a character i

AL . healed by an ally, his or her HP increases by a certain amount.
many educated guesses about how that character ic going to perform

in combat. A character’s advancement is measured largely in terms 7 = o i
: : : . ¢ 5EY - What is unusual about HP in Final Fantasy Tacties is how it is
of how he or she is able to improve his or her stats. Good characters | g e,
< generated. In most games, a character’s HP increases primarily

have high stats; weak characters have low ones. A ; -
' as part of the process of gaining more experience levels, In Fia/

Fantasy Tactics, the bulk of a character’s HP count is generated by
Final Fantasy Tactics uses an unusually complex stat system, so the z ) ¢ ira ; g, IR
s screend e o dcring‘ He e s their equipment. This is why a heavily-armored class like a Knight is
i i LWIES usually going to have higher HP than a lightly-armored class like a
Many of the terms used are not common to other titles in the same T = ; i p
: L E 3 : Thief, Berter-quality cquipment usually grants a higher HP honys.
genre, and a few of the meghanics may be unlike anything you have s

seen before. To explain it, let’s take a closer look at the status screen
of the protagonist, Ramza Beoulve (who you may choose to rename M P
at the start of the game). An explanation of cach of the terms on it L (T ;
Bllows bali: An abbreviation for Magick Points, this is a mechanic that should be
familiar to Final Fantasy fans. When a character who can cast spells
does 50, the spell consumes a certajn number of Magick Points,
When a character’s Magick Points are reduced to 0, he or she can no

longer cast spells, unless his or her MP is somehow restored.

| Muvs 4 Wesmon Pewer

Jumed @026 rbox Ky x4 TOx/ 37x 00s In most games, MP increases as a result of leveling up. In Fina/

Fantasy Tactics, much of a caster’s MP is going to come from their
equipment and their current Job class. In fact, the primary function
of equipment on a magick-using character should boost MP counr
and magickal attack power before virtually anything else.

A typical Ramza build from laze in Chapter 4.




L CT

This is the most frequently misunderstood of Final Fantasy Tactics

’ basic stats, but it’s very important to understanding how battles
work. When in combat, a character is allowed to take an action
when their CT count is equal to or greater than 100, Whatever you
do during your turn, even choosing to simply Wait, reduces your
CT, which then begins regenerating after you turn ends. The more
actions you tike on a given turn (such as moving and attacking, as
opposed to simply waiting), and the more potent those actions are,
the more CT they will consume,

This Couerlis proda et turn ajier the Black Moge acts.

Note that sometimes when a character chooses to take a particular
action, the action won't complete until the character’s reduced

CT bar increases to 100 or more. The speed of the CT increase

is determined by both the character’s innate stats and the type of

action it is.

Generally, an action that requires its own C'L to fill before it
completes causes a c-shaped icon to appear oyer the character’s head
on the battlefield. This “charge time” varies by the type of action,
but it is most commonly required when trying to cast a magick spell
or use the Archer’s “Aim” abilides. Generally, more potent Aim
levels and more powerful spells take longer to “charge” than weaker

counte p arts.

BASICS

Consufting the Turn List makes i clear when the Black ,‘Jgg;} :r";')'.’ going fo ke effect.

It is possible to manually examine the CT of every character on the
field in a given battle and use the numbers to figure out who is going
to act next. This is tedious, however, and the game offers you a
useful shorteut that you should use instead. When in combar, hir the
triangle button to bring up the Combat Menu, and then select the
“Turn List” option. This handy list denotes what order characters
will act in, including when “charge” actions will be activated. It
updates automatically whenever a character does something that

would affect the CT of other units.

Lv.

Short for “level”, this tracks the experience level of your characters,
As characters level up, their inherent stats begin to improve, but
these improvements are relatively moderate. Generally, in Fina/
Fantasy Tactics, equipment has a far greater influence on stats than
character levels for most of the game. This means that it’s possible
to win battles with characters that are weaker than the enemies they
are facing, provided you outfit them with strong equipment. This
grows progressively more difficult the higher your party levels get.

EXP

Short for Experience Points, this determines when a character levels
up. Ln Final Fantasy Tactics, an experience level is gained whenever
a character acquires 100 EXP. The number displayed on the status
screen represents how much EXP the character has gained toward
what would be their next experience level. So let’s say a level 1
character has 53 EXP; this means he'll be level 2 after gaining 47
more EXP. When he does so, his level 2 EXP count starts over

at 00.

Upon levelng up, a character's EXP count draps to 00, and they begin amassing 100 EXP E
! ; i J: 5
over dgaRin, 3




EXP works like the because its EXP system is scaled. This is in sharp
contrast to most RPGs, which use incremental systems. In an incremental
system, all EXP gains are fixed amounts, and characters leve] up when a
fixed amount of EXP is amassed. In a scaled system, the EXP value of
any given action is determined by the experience level of the character
acting, and the experience level of the character being acted upon, A level 1
character who attacks a level 20 character gains much more experience per
blow than a level 20 character who atracks a level 1 weakling.

Keep this in mind when selecting which characters go into a bartle, An
over-leveled character is going to gain far less experience from atracking
weak foes than a lower-level character would. This system is designed to
encourage you to use a variety of characters and not let any particular one
amass too much experience. Allowing this to happen actually

from the wealer ones.
Jobh Title

This is the name of the Job class the character is currentl
see the name of the monster type in this slot.

STATS

Note that enemies aleg gain EXP and ean even leve! up during batile,

weakens your entire party, since one character is effectively “stealing” expen

y using. If you are fighting a monster, you w
What you see written here effectively determines what
abilities and stats you can expect the character to have. A human character’s Job class determines thes
primary Action Ability, what equipment they can use, and influences their inherent stat bonuses, A

monster’s entire ability set is determined by their “Job title”, which is effectively

Zodiac

This is an incredibly important and complex mechanic, and one with no real parallel in other tactical

RPGs, It also plays a role in the course of the story itself. If you really wish to get the most our of Fine

to properly exploit the Zodiac system.

their species name.,

Fantasy Tactics, you must learn how

If you have ever read a newspa er horosco
) P

pe, of course, you know roughly what the real-world Zodiac

sl Is: an ancient system of detcrmining personality types and personal
FiHowever. ea i

fortunes based on whar time of Yeas

e e sl n 3= a person was born in. Each sign of the Zodiac has its own distinetive symbol, and there are twelve in
additional killiatunitigets Y : X ; /
L e e The signs of the Zodiac are based on the phases of the moon, 50 1n some ways the Zodiac counts as an
atter-the first removes /8 : *
: - archaic form of lunar calendar.
this bonus and cven

lowess the amount of.

; i : In Ivalice, the twelve signs of the Zodiac correspond 1o the twelve months of that world’s year. A
EXP gained. This loss is : & P .

; - _ character born in a given month has a certain affinity for that sign of the Zodiac. The twelve Zodiac
progressive, only capping

: ; Stones, valuable treasures in the game itself, are believed to be carried by twelve
off on your seventh kill. o ¥
i born in different months of the year.

——E T, T

warriors who were each
The pattern for this
decrease is: 2nd kill = +0), . : A
: ecmldqc e o kﬂl In terms of game mechanics, a character’s Zodiac compatibility
Srd kill = -4, 4¢h kill = g - .

= Soe g against other characters are, [fa given character has
-3, 5th kill = -6, 6th kill E ;
sign, his attacks deal more damage

influences how effective their actions
a good compatibility with his opponent’s Zodiac
= : and actions with a percentile success rate (like stealing) are more [j
=7, and then every Lill ons :

! 5 ¥ to succeed. A bad compatibility results in lower damage and lower success rates.
. from the 7th on = -8.

An explanation of the twelve Zodiac sy

these symbols is important ro being able to use the Zodiac system well, so you should try to do so as carly
in the game as you can. To help you, all references to Zodiac symbols that appear in this guide use the

in-game symbol for that sign, and not its longer name. After a few hours, you should find yourself able 14
recognize each Zodiac symbol very easily,

Zodiac | Symbol | Zodiac | Symbol | Zodiac | Symbol | Zodiac | Symbol
Capricorn D° Arigs rr’ Cancer @ Libra =0

Aquariis AR Taurus \d Leo & ST || P
6 Pisces 9—6 Gemini B Virgo ] I E Sagittarius f

mbols used in Fina/ Fantasy Tactics appears below. Memorizing




If you have trouble early on, note
that you can explore the starus
screen by hitting the @ button
while it is brought up. Tap select
over the character’s Zodiac

symbol, and you can see a text

This is the Zodiac chart for a typical character.

sxplanation of what the symbol

means and a brief chart that shows how it relates to other symbols.

Each Zodiac sign is largely neutral toward seven of the other Zodiac
signs. So actions taken against a character with a neutral Zodiac
symbol effectively have a multiplier of 1 applied to them. Good
compatibility yields a multiplier of 1.25, which enhances percentile
success actions and can increase damage to an astonishing amount
Larer in the game. Bad compatibility yields a multiplier of .75,

reducing success rates and damage significantly.

Generally, each sign has a relationship with another sign that 1s

its complete opposite. This can result in a best or worst match,
depending on the gender of the two characters interacting. Ifa

male character attacks a female character with an opposing Zodiac,
he gains a best match multiplier of 1.5 and a tremendous increase
in damage. If he attacks another male character or a monster with
opposing Zodiac, he atrains a worst comparibility multiplier of .5
and does remarkably little damage. Female characters gain their best
compatibility against other males, and monsters always generate
worst compatibility for their opposing Zodiac because their gender

is neutral.

Working out the relationships between the various Zodiac signs is
complex, so the Zodiac Comparibility Table below sums up all of
them in a simple format that is easy to consult..ou may want to

bookmark this table so you can flip to it quickly while playing your game.

| Zodiac | Best/Worst |  Good Bad
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To understand whar these relationships signify, consult the figure

below, where the symbols for the twelve Zodiac signs are laid out
in a chronological, circular order that corresponds to the months of
Tvalice’s year. The lines drawn between the symbols indicate what
the non-neutral relationships are. The figure below only depicts

the relationships for the sign of TIE for the sake of clarity, but you
should find that you can use a similar method to see where the

relationships for any other sign are coming from.

ZODIAC COMPATIBILTY CHART

VI Xami t
=> Best/Worst (Virgo Example)

é Good

EENEEEEEEN Bad
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Early in the game, you may find that Zodiac exerts a minimal
influence on your progress. As your gain betrer equipment and your
damage totals become more lethal, and you begin gaining abilities
with percentile success chances, you will find Zodiac an increasingly
important factor to take into consideration, The only battle in the
game where Zodiac doesn't play a role is the fight against the boss of
Midlight’s Deep, Elidibus. He possesses a “thirteenth” Zodiac sign,
Serpentarius, which has a neutral relationship with all other signs.

In every other fight, Zodiac compatibility can significantly help or

hinder your progress.

. Since there are many battles where the enemy’s Zodiac sign is

randomly generated, it’s difficult to always plan to take advantage
of Zodiac compatibility. As a general rule of thumb, try to keep 2
character of each Zodiac alignment in your party, and try to field

 characters with a variety of alignments in your core group. That

way, no single enemy has a chance of developing an advantage over
several of your units at once due to Zodiac.

Bravery

. The Bravery stat is another of the game’s unique features. Bravery

is a reflection of that particular character’s courage in battle. Most
characters, by default, have a Bravery stat roughly between 40 and
70.

Bravery has complex interactions with many of the game’s other

. mechanics. Bravery helps derermine how much damage an arracking

character inflicts when using their bare hands as a Monk, or when

- wielding a Knight Sword. It also factors into the damage monsters

can deal with their attacks. Bravery determines how effective certain
other abilities are, like théaDancer’s Mincing Minuer, or reaction
abilities like Auto-Potion. Higher Bravery leads to higher success

rates (or more damage).

For the Chemist’s Treasure Hunter ability, vital to finding much

of the game’s best equipment, low Bravery is desirable. The lower
the character’s Bravery, the better their chances of finding rare
items when they step onto a tile that contains treasure. Likewise,
certain powerful weapons can only be equipped by characters whose

Bravery stat is below a certain point.

There are several abilities in the
game that can alter a character’s
default Bravery stat (there are
also some story events that do
s, as well, usually increasing it).

Orators can use the Praise ability

Beorwnif can hit you so hard you turn tnts a
chicken.

to increase Bravery, and the
Intimidate ability to decrease it.
The optional character Beowulf receives an ability called Chicken
that causes a tremendous loss of Bravery.

When Bravery changes in battle, the changes are not entirely
permanent, but they do have a lasting effect, For every four pos
Bravery a character loses or gains in combat, they permanently §
or gain 1 point of Bravery. This mechanic lets you use an Orage
effectively customize a character’s Bravery level into whatever

like, and Beowulf’s Chicken is tremendously useful for reducing

There are consequences to altering Bravery levels. If a charactes’
Bravery is ever reduced below 10 in battle, they undergo a litersl
physical transformation into a chicken. As a chicken, they can’
attack and have no options beyond retreating from attackers. Es
turn the chicken survives, it regenerates one point of Bravery

(note that, unlike other in-battle Bravery alterations, these poins
are permanent). When Bravery is restored to 10, the character

transforms back into their original form.

Eventunlly, this chicken is going to revert inta the Steclharwi it ariginall

In combat, a character’s Bravery can be boosted as high as 100
points. There is no immediate negative consequence to this, and
it is in fact very useful for certain characters. However, increasing
Bravery is a much slower process than reducing it. An Orator’s
Praise ability only boosts Bravery by 4 points per successful use
(contrast with -20 points per use with Intimidate). Other Bravery
increases aren’t significantly more effective.

A character’s Bravery cannot be permanently increased to more
than 97 points, Bravery can be reduced below 10 permanently,
which means the character becomes a chicken immediately upon
deployment, If Bravery is reduced permanently below a 6, the
character runs away from your party and you lose him or her
permanently. The game gives you a “Desertion Threat” warning if

you are getting close to reducing a character's Bravery to this degre

If Raphas Bravery gets much lower, shes going to be gone for good.




Faith

This is a fascinating mechanic that no other tactical game has really
artempted to duplicate. Faith is the stat of most importance to
magick, both in terms of using it or being affected by it. The higher
a character’s Faith, the more damage his or her spells cause, the more
HP he or she can restore to allies, and the higher his or her chances
of success on casting spells like Stop and Arise. Likewise, a character
with higher Faith takes more damage, is more easily healed by
magick, and more easily affected by spells like Stop and Arise.

What this means in context is that high Faith is desirable in
characters who are going to become mages, or who have magickal
abilities like Agrias’s Holy Knight job. Pure melee artackers like
Knights and Ninja are best-served by having the lowest Faith
possible. When a character’s Faith becomes 0, as when affected by
Atheist status, magick no longer affects them (because they do not
believe it exists). These characters are at a tremendous advantage

when battling magick-users.

Use the .'u'_!'.\f:']
Mouch like Bravery, there are a host of abilities thar can affect 2
character’s Faith stat in combat. Beowulf’s Faith ability causes a
tremendous Faith increase, and Mystics can use Belief to increase
Faith. Orators can use Preach to increase Faith, and Enlighten to
reduce it, Mystics can also use Disbelief to inflict Atheist status.

The maximum levels for Faith

to be at in combat are 0 and 100.
Out of combat, a character’s Faith
stat cannot become permanently
lower than a 3, or higher than a
94, When a character’s permanent

Faith stat becomes 94 or higher,

that character deserts the party.
When Faith is reduced in-combat, note that there are permanent
effects just as there are with Bravery manipulations. For every
4 points of Faith a character loses or gains in battle, he or she

permanently loses 1 point Faith.
Move

Move is the stat that indicates how many panels a character can move
in any direction during their turn. A character with a Move of 3,
for example, can move three tiles in any direction during their turn.

Different Jobs have different inherent move rates, and you can equip

varying types of equipment that increase Move.

There are a variety of terrain factors that can affect Move, as well.
Enemies effectively act as obstructions, since a moving character
can step around them but cannot pass them. So, if many enemies
occupy tiles within a character’s usual move range, that ch aracter’s
movement is effectively reduced. A character surrounded by enemies

on all four sides simply cannot move at all.

This isan example of enemies shstructing a character’s movement.

Some terrain types inflict automatic movement penalties, reducing
the total number of tiles a character can move, Various types of
water usually act in this fashion. There is a random chance of rain
or a thunderstorm happening on any map, and these weather effects
can also penalize movement (especially over Marsh, Swamp, or
Poisonous Fen tiles).

Tt is important to note that
Move is a stat that reflects
horizontal movement across the
map. A separate stat dictates
how far up or down, vertically,
a character can move. There

are cases where the vertical
elevation of terrain can penalize
a character’s usual horizontal
movement rate, particularly if
the character would be required
to jump across a gap, or if there
are diagonally sloping panels in
his or her path.

This is an exam,

BASICS
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Trying to calculate where you can and can't move ahead of time can

get very complicated, so it's best to use this simple rule of thumb
for checking move rate. First, while in combat, select the Move
command from the active character’s menu. Do this even if you're

not sure that you want to Move yet. The area of blue tiles that

appears indicates all of the tiles that are “legal” for your character to

move onto. You can cancel this display by pressing ®. If you opt to

move to a given tile, you must confirm the selection before you can

- leave the character there. Nore that after you confirm the decision to

move to 4 given tile, you absclutely cannot cancel the move.

Once you select *Yes™, yon can't move this character again uniil their next turn.

There are some abilities you can equip that radically alter movement

rate, or let you ignare certain penalties. Ignore Weather and
Waterwalking let you ignore weather and water rerrain penalties,
while Ignore Elevation lets you ignore penalties caused by height.
Teleport gives a character the ability to move automatically to any
unoccupied tile in their usual movement range, and a percentage
chance of being able to move to any tile on a given map. Fly lets a
character simply float over all obstacles and enemies unimpeded.
There are also some basic movement boosting abilities like Move
+1, +2, and +3 that are very useful early in the game.

Flyis arguably the best muvement abill [y in the game,

Jump

Jump works in conjunction with the Move stat to determine how
far upwards a character is able to move over obstacles and onto
elevated areas. A character is able to move up as many height levels
as they have levels of Jump at any one time, provided they don't
have a movement-altering ability Ignore Elevation, Fly, or Teleport
equipped. As with Move, there are many types of equipment and

abilities a character can equip to enhance Jump, and different classes

10 . have varying base Jump rates.

equipment a character happens to be using at the time, as it is an

intrinsic value of that piece of equipment.

Weapon Evade

The percentage value next to your Weapon Power stat indicates the
evasion bonus that weapon grants you. This bonus is an intrinsic
property of every given picce of equipment, and only applies to
characters that have the Parry ability equipped. For most characters.
you can safely ignore this value. If you are equipping Parry, note it
works best with rare weapons like the Defender that grant extremels
high Parry bonuses. A Knight who is Dual Wielding, say, Defenden|
is going to be nearly impossible to hit with basic physical artacks if
he is also using Parry,

Speed

This stat determines how quickly a character’s CT gauge recha
and therefore, how quickly that character gets to take turns. Vi
classes have varying base Speed stats, and some equipment enly

Speed. Leveling up also increases this stat, but very slowly. Typ
the easiest way to get a Speed boost is to change a characrer ;
speed-oriented class like a Thief or Ninja,

A Bat 1hat incraases agility and protects agamst certan
staws ailments
HE +100 Speed +2 Tmeess- Immobidize. Disable C

Eﬂﬂ:{,ﬁm‘ﬂf that boosts b"bfx‘ s c’,\':‘mm'{? vatluble,
Weapon Power

Weapon Power is one of the values the game uses to calculate
attack damage. A character with the Dual Wield support ability
has a Weapon Power value listed for each of the weapons in his or
her hands. Most characters only have one Weapon Power value,
listed for the character’s right (R) hand. The calculations the game
uses to translate Weapon Power into combat damage are fairly
sophisticated, so for our purposes here just bear in mind that the
higher Weapon Power stat is, the more damage you can expect

to inflict on enemies. Weapon Power is determined solely by the
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ATK

There are two significant ATK stats to consider: Physical, and
Magickal. These stats are derermined by a combination of character

level and Job class, and are innate to that character.

Physical Attack, as indicated by the sword-shaped icon, generally
comes into play to determine how much damage a character can
inflict when not equipped with a weapon. Melee-oriented classes,
particularly Monks, tend to have high Physical ATK, and there are
some items that can increasc this value when equipped. Physical

ATK can also act as a modifier when doing damage with a weapor.

Magick Attack fills the same function, as indicated by the wand-
shaped icon. It is one of the values that determine how much
damage an attacking spell can inflict if cast by that character. This

value is innate to most classes, but certain equipment can increase it.

EV L

The three Ev values that appear to the right of the ATK stat are the
character’s Class Evasion, Shield Evasion, and Accessory Evasion
rates. The way these Evasion rates work (and evasion rates in
general) in Final Fantasy Tactics is very complex, especially if you
factor in abilities that enhance Evasion rates on top of what these
basic figures are doing. To simplify things, just remember that these
ctats reflect base evasion chances in different situations, and that

it is good for your character to get them as high as possible. Each
Evasion type also has a separate value that applies against Physical
and Magickal attacks, respectively.

C Evis Class Evasion, a stat that only applies when your character is
attacked from the front. This stat is innate to the various characters
and Job classes. S Ev is Shield Evasion, a stat that applies if your
character is attacked from the front or sides. This stat directly results
from whether or not your character has a shield equipped, then the
quality level of that particular shield. Better shields usually result in
better S Ev rates.

The final and most important Evasion type is Accessory Evasion,
which applies in every situation in which a character is attacked. As
the name suggests, this stat is largely determined by the type and

quality of accessory a character has equipped.

Some items, like the various Capes, yicld very high A Ev rates
when equipped. Generally, most of your character’s chance to evade
magick attacks comes from their Magickal A Ev stat.

This cioak is s ight and seft as & feather.
A-EV (Phys) 40, (Mag) 30

Equipment

Below a character’s main stat blocks, and slightly to the left, is a list
of equipment they currently have. If you are curious to see which
pieces of equipment have the greatest effect ona characrer’s stats,
or just to see what they do, press the Select button. This brings up
a hand-shaped cursor that can be moved freely around the screen.
Use it to highlight a piece of equipment you're interested in, and
then press the & button. This brings up a sub-menu full of data
about exactly what the weapon does, which abilities it's compatible
with, and which classes can use it. It is particularly important to use
this on enemies, especially if you end up fighting one that seems
unusually powerful for their level.

-4 R-OI2ST0x
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Ur.‘.:q.'u characters like Isifud wsnally carry potent equ ipment.

Each character has 2 maximum of five slots that can be filled with
equipment: Weapon, Shield, Helm, Armor, and Accessory. Note
that a character using the Doublehand ability is considered to have
nothing in the Shield slot, and a character using Dual Wield is
considered to have the second
weapon mounted in its Shield
slot. Some classes lack the ability
fo quli]_" items to One or more

of these slots, although there are

some support abilities that allow

ight suppart

&

range af

classes to equip types of items

they ordinarily couldn'. S
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THEJOR SYSTEM

Abilities

Below and to the right of the main stat black on the starus screen is

a list of the character’s abilities. Each character has five ability slots:
primary, secondary, reaction, support, and movement. The primary
ability slot reflects what the character’s current Job class is, and

cannot be changed without changing the character’s Job class.

The secondary ability slot plays a large role in what gives Fina/
Fantasy Tactics its tremendous depth. A character can equip the
Primary ability of any other Job they have unlocked and can use
that ability freely. This allows for some devastating combinations.
A Ninja who equips the Knight’s Arts of War ability gets double
the chance to Rend an enemy’s equipment, because a Ninja can
Dual Wield weapons. A Mage who equips the Monk’s Martial Arts
abilities can use Chakra to restore their own MP. The possibilities
are nearly endless, and there are a few that let you create characters
that can utterly dominate the single-player portion of the game.

Weapasn Doner ATH CEV SEV AEV
- o4 “20x T3 08 05> oo S oou
W, 16 00x 00  DOx

A Black Mage nsing Arithmeticks in bis or ber Secondary slot is ene of the most powerfud
characters.
S

The reaction ability slot 1II13wn a character to equip a skill that takes
effect only in situations where the character is being attacked by an
enemy. They range from very simple and straightforward to very
specific and sophisticated. Sticky Fingers, for instance, only takes
effect against the Ninja ability Throw: It neutralizes the damage
done by letting the character simply catch (and keep!) what the
Ninja throws. Probably the most uscful reaction ability for a player
to equip to their characters is Auto-Potion, which gives a character a
chance of automatically using the weakest potion from the inventory

upon taking damage from any source.

Awto-Potion is a powerful defense for most characters, in most situations.

The support ability acts primarily to let you customize your
character somewhat. These are passive abilities that persistently
affect the way a character performs. Most commonly you mighs
them to let a character equip something they couldn’t ordinarily
use, such as giving Monks the Knight's Equip Heavy Armor
ability. Some simply enhance the way a class goes about their b
functions, such as the Black Mage's Arcane Strength that iner
spell damage, or the Time Mage's Swiftness that enhances casti
speed.,

Movemenr abilities do exactly what you think they would: they
enhance the way characters move across the map. Typical examp
are Move +1, +2, and +3, which grant a character more tiles of
movement. Ignore Elevarion lets characters ignore the Jump
Restriction, and Fly lets a character ignore all obstacles on the fi
There are also abilities like Lifefont and Manafont, which let 2
character regenerate HP or MP (respectively) as they move.

Early in the game, you want to focus on giving characters an abils
to put in every slot as quickly as possible (Counter Tackle, JP Bo
and Move +1 are good starters). Later in the game you'll want

to focus on acquiring a wider variety of abilities for a character

to equip, to reflect different combat roles and situations. When
fighting an enemy, it is very important to immediately bring up th
status screen and see what abilities they have equipped. Otherwise
you may be caught flat-footed if a Time Mage suddenly begins
casting Cura on allies, or a defensive ability like Reflexes causes a

high proportion of your attacks to miss.

In discussing how Jobs and abilities can affect a character’s basic
stat block, exactly how the Job system in Final Fantasy Tactics works
hasn’t been covered. That’s because the Job system really deserves
an entry unto itself. This system is the core of Final Fantasy Tactics
gameplay and is very complex. Tt gives a player a lot of ways to build
powerful characters, but also means that creating a strong character
requires a lot of work.

The best way to explain how the Job system works is to use a brand-
new, level one character named Subject A. Like all new characters,
Subject A comes to us as a Squire. We can also change him into a
Chemist, but these are his only options. If we examine his abilities
(through the Party Roster option at the main menu, which we can
explore in more detail later), we see that he is actually a level 1
Squire and a level 1 Chemist.

These “Job levels” are distinct from Subject A's overall experience
level. Subject As Job level in any given Job is based on the overall
number of Job Points (or JP) he’s accrued. As a brand-new character,
Subject A has around 150 points in both of his default possible Jobs,
If he increases that number to 200, he can become a level 2 Squire or
Chemist (depending on how we want to shape him).




L —

Subject A can gain more JP by being deployed in a battle and
successfully raking actions. The effects of these actions don't matter,
just that the move doesn't miss or isn't blocked. So as a Squire,
Subject A gains as much HP from doing 6 damage with the Stone
ability as he would from making a successful attack that does 20
damage. If we make him a Chemist, he can gain even more JP from

successfully using ltems on allics as he can from attacking enemies.

He can also gain EXP this way, too, so don’t worry about having
s0 find ways to kill enemies to level up your Chemist. His role in
combat is healing and assicting allies, and that’s all he has to do in

order to advance. This said, since the game only allows you to deploy

4-5 characters at a time, it’s usually best for all of them to be able to

contribute to a battle in more than just a support capacity.

A character can only gain JP for whatever their current Job class is,
even when using secondary abilities equipped from another class. If
Subject A uses an Item successfully while a Squire and gains 30 TP
for it, then after the bartle you'll see that those 30 JP did not affect
hic Chemist level at all. They affected his Squire level, and may have

earned him enough JP to become a level 2 Squire,

Of course, if you just drop Subject A on the field, you may notice
that he can't use any of the special abilities that a Chemistora
Squire is supposed to have. His Fundaments and Items abilities may
be greyed out entirely and unselectable. That’s because class abilities

other than innate ones, like Brawler for Monks or Dual Wield for
Ninja) aren't automatic. Your must pay for them, out of the pool of
JP that the character has earned for that Job.

So, at level 2, Subject A will have at least 200 JE to spend on
abilitics from the Squire Job. You can buy abﬂiti? for him to use
with the Fundaments command, or ahilities to equip to Subject
A’s Reaction, Support, or Movement slots. Hitting left or right
on the D-Pad while in his Abilities menu lets you move between
his different ability lists by type. Likewise, if you want to give him
the Trems ability as his Secondary, you should first spend some of
his Chemist JP so that he can

use basic Ltems like Potions.

The Chemist also has reaction,
support, and movement abilities
you'll want to learn eventually, but
for a low-level character you want

10 begin with abilities that will let
ist is always, akways the first abilitya

haracter should learn.

him gain JP quickly.

new

Job levels are important as more than just a benchmark of how much
JP you have carned with a given character. Squire and Chemist are
weak, beginner classes, and eventually you want Subject A to be

able to become something more powerful. Luckily, as Subject A
levels up as either a Squire or a Chemist, he is going to unlock more
Job classes and the larger pool of abilities that come with them.

For instance, once Subject A is a level 2 Squire, he has the option

of becoming 2 Knight or an Archer, and can learn those abilities

in addition to his basic Squire abilities. As a level 2 Chemist, he

can become a White Mage or Black Mage and gain access to the

shilities of those classes.

There are, in all; 21 different classes a single character can eventually

unlock in Final Fantasy Tactics. It is entirely possible for a single
character to unlock and master them all, although this is going to
take an extraordinarily long time. Most characters are probably only
going to master a few classes in the course of your game, depending BASICS

on what role you want them to play in your army.

Take, for example, Subject A. As a starting character, his Bravery

(49) happens to be very low, while his Faith (69) happens to be very
high. With those stats, Subject A would be a very good spellcaster
and a decent Treasure Hunter, so he should focus on leveling up as a
Chemist and using the Jobs unlocked with Chemist levels... and then
the Jobs unlocked by leveling up as a White Mage and Black Mage,
and so on until he eventually becomes a Summoner or Arithmetician
with access to a library of potent spells from a variety of magick-

oriented Jobs.

A more in-depth guide to unlocking and using Jobs and abilities
properly follows in the Jobs and Characters section of the guide, and
vou should read it carefully when planning how to build a character.
The Advanced Strategies section also contains lots of clever advice

for letting characters gain JP and Job levels quickly.

Note that the Job system works slightly differently for special story
characters like Agrias. She cannot become a Squire at all; in place
of Squire in her Job tree, she gets the special Holy Knight class that
generic characters like Subject A can never unlock. Many of the
basic, important Squire abilities like JP Boost and Focus appear as
part of Agrias’s Holy Knight class ability set (and in other character-
specific classes, too). For purposes of unlocking certain potent Jobs
like the Mime and Onion Knight, Agriass level as a Holy Knight is

going to count in place of the Squire levels usually required.
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Although Agrias can't become @ Squive, note that the Onion Knight is still among the list of Jobs

that she can unlock.
So, in a certain sense, story characters with special Job classes have
a complete advantage over generic characters like Subject A. They
can learn all of the Jobs that Subject A can, in addition to unique
and often powerful abilities specific to their character. Couple this
with the superior innate stats story characters tend to have, so many
players may opt to remove generic units like Subject A from their
army completely by the time they reach Chapter 3 or 4 of the

main game.




" COMBAT

All of this detailed character building in Final Fantasy Tactics is
direcred toward one end; winning battles. The game is effectively a
series of challenging battles bookended by story sequences. Some
battles are optional and have to be unlocked by meeting certain
requirements, but the vast majority of the game’s challenges are
required. A player can also participate in random battles that occur
when crossing uninhabited areas.

The goal of combat in the game is us ually to defeat all of the
enemics on the field. The rare exceptions simply require that

you defeat only one very important character. These battles are
exceptional, so you should usually go into fights ready to defeat
every enemy you see there. The best way to explain combat is to
take one of these typical characters and walk through it, step by step,
from beginning to end.

Ifyou look at the following screencaps closely, vou will notice that
Cloud Strife, an optional character not available unril Chapter 4, is

The thing to remember about random encounters is that they
scaled to the level of the strongest character in your party, eves
vou don't deploy that character, In this particular game, it m
most of the random enemics are going to be around level 70 or
It is possible for Cloud and Subject A to survive a battle even
enemies that strong, since they will be using strong equipment,
but they're going to need some powerful characters escorting
through the fight. To that end, they are going to be escorted by
Singleton, a level 76 Black Mage with Arithmeticks, Lavian, 2 4
72 Dancer, and our level 74 Ramza, acting as a Knight with I

The battle triggers when walking over the Tchigolith Fenlands,
an arca with challenging rerrain and, usually, a lot of undead
enemies. There are many maps where You can pay little arrention.
to what terrain you're standing on, but T chigolith isn’t one of thes
Scattered throughout the Tehigolith Fenlands map are Pt)isonoj
Fen terrain tiles, which can inflict the negative Poison status on 2
character that stands on them. Passing over the tiles is fine, but nd
ending a turn on them, Poison status can be dead ly to weak level
1 characters like Cloud and Subject A, so they need to be carefully
positioned in this battle,

A stagnant pool of ooiseme water
Gasmancy: Quicksand

Highlight a map tile and press Seloct to find out what kind of terrain it is, O this map,
Poisonous Fen dppears as discolared water,

Before getting into the description of 2 typical battle, this is a good time to pause and discuss status ailments, A status ailment is simply an

compat ¢ &in Subject A’s party. This is because Cloud Strife joins your party as
a level one character, and requires a certain investment of fime and
effort to level up. Although other story characters may join at higher
levels, they also usually need to spend some time leveling up to get
necessary core skills like JP Boost and Auto-Potion. The lesson you
should take from this is that leveling isn't something you ever really
stop doing in Final Fantasy Tactics. Throughout the game, you'll
be working on building and improvi ng the 24 characters you are
allowed to recruit. It is very difficult to build perfect characters that
can easily handle every possible game situation,
The casiest way to level u#) a character is in random battles, so
~for our example fight Subject A and Cloud are going to go into a

random encounter,
Status Ailments
effect that causes your character to behave in some abnormal, usually
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negative fashion. Using them is going to play a large role in this fight,
and in general they play a much larger role in Final Fantasy Tactics than they do in most tactical RPGs. Most status ailments can be resisted if|
you have the right equipment (usually an Accessory) on a character, or healed with the right type of Item. A list of the gamc’s status ailments

-is listed in the table below. You need to be both prepared to use them against your enemies, and to cope with them being used against your
own characters. Note that many status ailments, if not cured, eventually “time out” after roughly three turns and fade away.




Undead  When a character is Undead, healing items and spells damage them: and resureecting items like Phoenix Down are deadly. Few enemies can inflict
this on your characters, but you fight Undead versions of many Ernemies.

0il This status makes characters take more damage from fire elemental attacks, It's usually inflicted by Bombs and Grenades (who use fire elemental
atfacks).

Toad A character furned into a Toad can onily use a weak physical attack, and becomes very vulnerable to damage. You can easily inflict this on enemies
with the Toad spell.

Vampire A character tumed info a Vampire can only use the blood-draining Vampire ability, and begins mindlessly attacking all other units. If everyone ina
battle becomes a Vampire, if's Game Over.

Blind When 2 Blinded character attacks an enemy, that enemy’s evasion rates are double their usual values.

Confuse A Conlused character or enemy begins taking random actions against both allied and enemy units. Physically aftacking a Confused character
removes fhe status.

Doom This status causes 2 countdown, much like the one that appears aver a defeated character’s body. When the count reaches 0. the character is

instantly defeated.

Sleep When a character is Sleeping, they are unable to move or take actions. This status ends if a character is physically atlacked.

Siop A character afflicted with Stop can't move or take any actions until he stafus fades away, or is altered by other Time Magicks.

Slow A character afflicted with Slow fills their CT bar less quickly, and gets fewer turns. This status lasts until i fades out, or is altered by other Time Magicks.
Stone A character aflicied with Stone can't move or fake any actions. This status does not fade away, and a character turned to Stone is considered

defeated for purposes of determining whether a battle is won or lost.

Charm A character that's charmed by an enemy turns on his or her allies and begins attacking them. Charmed status lasts until it fades away, regardless

of how frequently a Charmed character is attacked.

Sjlence A Silenced character cannot cast any spells. This ability fades out after so many turns.
Poison This character takes damage at the end of every tumn, equivalent to roughly 12.5% of their total HP count. This status fades eventually.
Disable A character that is Disabled can mave, but cannol take any other Actions. This status lasts until it fades away.

Immobilize A character that is Immiobilized can fake actions, but absolutely cannot move. This status lasts unfil it fades away.

Atheist A character turned info an Atheist acts as if their Faith were 0. He or she cannat cast spells or be affected by magick.

Berserk A berserk character begins automatically pursuing and attacking enemies with only physical attacks, disregarding all other abilities. This status
remains until it fades away.

Faith A character given Faith acts at all times as if Iheir Faith stal was 100, and is unusually vulnerable to magickal damage.

Reflect Causes magick fo effectively "bounce” off of the character if spells are focused on him or her as a unit. The spell may affect another characler on

the field or simply become ineffective.

More ahout Terrain

Although the primary terrain feature that is going to affect this bartle is
the Poisonous Fen tiles, there are other terrain features you should keep
an eye out for during combat. Generally, which of the game’s 48 terrain
types you're standing on as you fight is only important if voue using a
Geomancer (see the Jobs section for more details). Watery terrain tiles
and height differences can impede movement, but usually no more, and

there are a host of abilities to negate these penaldes.

What you do need to keep an eye on, when fighting in areas of watery
terrain, is Depth. If you are in water that is only Depth 1, your character
is safe and can act normally. If you get into Depth 2 water, your
character can no longer take Actions or even use reaction abilities. At
best, the character can move, and even then at a reduced rate. It’s very
important to stay out of Depth 2 water in combat, or to use abilities like
Waterwalking that neutralize the penalty.

Another terrain oddity to consider is Lava, which characters simply
cannot stand on unless they have the Lavawalking ability equipped.
Also, keep an eye out for sloping terrain, Sometimes you can stand on
these areas, like Roofs, but if an area slopes too steeply you can't move

characters onto it. You can see this most clearly exemplified in the

Mandalia Plain map, which is studded with rocks too jagged to stand on.

Battle Start

Combat begins at the deployment screen, Use the @ and #8 buttons

to sort through your party. When you come to a character you want to
deploy, highlight the tile you want to deploy him or her on and press the
3 button. If you wish to move a character you have already placed, hit
EW 1 88 until his or her portrair is highlighted, highlight the tile he or
she is standing on, and then press the % button. This “un-deploys” the
character in question, so you can place him or her elsewhere, or picka
different character. When you're finished deploying your characters, press

the start burron.

Ramza is the first allied character that can act, signified by the “AT”
appearing above his icon. Highlight his tile and press the & button to
bring up his Action Menu. If you want to explore the map bit more, hit
@ to shut the menu off, Tap @ over enemies if you wish to examine their

status menu, or & over terrain tiles to examine their names and effects.

His Action Menu lists five options: Move, Act, Wait, Status, and Al
Move allows him to walk to any tile that is highlighted in blue after this
option is selected. This highlighted area effectively represents his move
radius, Thanks to his Germinas Boots, it is rather large. After Moving,
you can choose Act, Wait, Status, or AT from his Action Menu. If you

had opted to have Ramza Act while on his current tile, you could choose :

(951

to Move him after his acrion.
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Act is the command that lets you order a character to use 2 standard
Attack, a Primary or a Secondary ability. Right now Ramza can
Attack, use Arts of War, or use Items. All of these abilities require
him to be on a tile adjacent to his target, but note that this is not
always the case. Most Magicks can be cast from four or five tiles away,
and several weapons allow characters ro Attack from two tiles away.
Likewise, there are some abilities that can affect any single enemy ina

given radius, or might affect every enemy on the map.

No one is within range for
him to attack, so there 1sn't
anything for him to do. It’s best
to have Ramza finish his turn
by Wiaiting after he has moved
toward the most dangerous
enemy on the field, the Archer,
Still, don’t pick the Wait
option just yet, There are a few
more menus to explore before
moving on to letting other

characters move.

Combat Al

The fifth option on the

getan interestinglbonuss ==
it hit Menu, AT, isn't one that’s
d4.C
. recommended for all but

knocksa characrer.ftom -
— ¢ ost advanced players
a very high tile down to a th.e o i e
s O cth with powerful characters. Al
owerone. On top ot they . ;
s e essentially lets you order the
amage from the attack, g
R computer to take control of
> your character and fight the

battle itself. The default setting
for Al is “Manual”, where you

make all of that character’s

damage from the fall!

decisions yourself. Other
available options are:

BERSERKER: Makes characters act relenilessly on the offensive,
with no concern for personal safety.

DEFENDER: Makes characters act relentfessly to protect allies, with
no concern for personal safety.

HEALER: Unit focuses purely on restoring HP and MP to allied forces.
COWARD: Unit attemps to flee from enemies to a safe location,
while trying to recover HP.

None of these Al settings are going to make decisions as efficient

as the ones you would make yourself in battle. They are only worth
using if you have very powerful characters and are confident that

your party can't lose.

Combat Menu

Pressing the ® button during any character’s turn brings up the
Combat Menu, with three very useful options to sclect from. T8
List allows you to view a display that lists which characters, and
what order, will take the next 39 turns. Examine it carefully and

this information to make wiser decisions in combat.

The Unit List is slightly less useful, but it lets you quickly obsess
the facing of every character on the field. You can highlight vas
characters with the directional pad, and use the analog stick to
change which stat is displayed below each character. Once a
character is highlighted, you can press @ to view their status scrs
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The Unit List-allowos you to quickly examine the ememics on the field.

The Options screen lets you customize a variety of options relating
to combat to your personal taste, Most of these options relate to

the way the cursor moves and how you'd like to see text displayed
in battle. Feel free to alter these options until the cursor and battle

display work exactly as you want.

After Ramza’s turn ends, our strategy for helping Subject A and
Cloud level up begins. First, Lavian uses her turn to initiate the
Dancer’s Forbidden Dance ability. When Dancing, Lavian can’t
take any other action, but every 15 turns or so her Dance is going
to affecr all the enemies. Forbidden Dance inflicts some crippling
status effects that are handy for characters that need to be leveled
like Slow, Stop, and Toad. While the status effects are random, the
fact that the Dance is affecting enemies persistently greatly increase

its chances of crippling an enemy.

Nbtz that Lavian can still meve while Dencing, she simply can't take other Actions.




The next allied character to get a turn is Singleton, the Black Mage
with Arithmeticks. His Arithmeticks lets him use complex rules to
derermine who is affected by his spells, and he can use Arithmeticks
#0 cast any spell he’s learned, including Whire Magicks, Time
Magicks, and Mystic Arts. What he is going to do in this battle is
look for rules that let him inflict Time Magicks like Stop on the
enemy, or helpful spells like Haste and Protect on his allies. He
could use his Arithmeticks to simply cast massively damaging spells
like Holy and Flare, but the goal of this battle is to let the level 1

characters gain experience.
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Subject A and Cloud are going
to hold back and spend their
turns Whaiting, until one of the
enemies is either near death or
completely crippled by a status
ailment. Until then, attacking
is too dangerous for them.
Meanwhile, Ramza works

on trying o quickly defeat

the most Hangeruus enemies
on the map, who would pose
the greatest threat to level 1
characters. In this case, it’s the
Avrcher and the Exploder that

usual from spellsiofithat
S are near her.

type.To find’our whether
or not'a monster has
clemental vulnerabilities,
just examine their status
screen. Note that human
OppOonents gcncr:ﬂil\'

do not have elemental

weaknesses, but tend

drcher car
f I characters, and from

to take more damage

?TTIL’.":'.-J‘J‘
from Holy than monster disi

Opponcnts.

It is very likely that, in the course of the battle, Subject A and
Cloud are going to dic. They may die several times. This is okay,
because Singleton knows Arise, (a spell that can be casted instantly
with Arithmeticks) which restores defeated characters with full
HP In the meantime, as enemies start to suffer from Slow and

Stop, the leveling up can begin.

Ea T

Cloud happens to have his Materia Blade, so he can usc his Limit
abilities. This lets him attack enemies from a distance, which is very
useful for leveling up a new character.

BASICS

Altkough Cloud does little damage, be's gaining about 80 EXP per succ

Afrer Forbidden Dance has gone off two or three times, and Ramza
has eliminated the Archer, the allied party should have an advantage.
Now it’s simply a matter of waiting the battle out, so Subject A and
Cloud get as many successful artacks in on the last few enemies as
pmssib]c, In the meantime, there 1s an interesting phenomenon to be
observed with the bodies defeated foes left behind.

After characters are defeated, note the numbers that appear over
their bodies. These numbers effectively indicate how close the
character is to dying. While being “defeated” is a situation that can
be remedicd with a Phoenix Down, once a character is dead they are
gone forever, This is absolutely not something you ever want to let
happen to your characters. Fortunately, as long as you use a Phoenix
Down or a spell like Arise on a character before the countdown runs
out, you can preserve them from permanent death. A battle is really
only worth giving up on if you can't win it without losing a character

that you want to keep permanently.

These Ghasts, for instunce, are guing ta disappear soon.




BUILDING YOUR ¢
ARMY

18

For Subject A and Cloud, the battle is about over at this point,
of the enemies are defeated or crippled by statuses like Toad. The
stronger characters are going to stand back and let them mop up the
remaining the enemies. When all of the enemies are defeated, the
battle ends and Subject A’s party is declared victorious.

Note that when one of the defeated enemies’ count-down reduces to
0, its body disappears. In its wake, it can leave behind one of three
things: a treasure chest, a blue crystal, or a special crystal. Chests or
special erystals may be of 2 variety of colors, which simply indicate
the type of enemy that left them behind. They do not indicate item
quality, as you might initially expect.

A treasure chest contains an item, either a healing item in the case
of most monsters or possibly a piece of equipment if the enemy
was human, The equipment is usually something they were using
" themselves before they were killed, selected at random, Although
 this is less effective a method than Just Stealing good equipment,
you can still gain some useful items this way.

This is the Accessory the Archer was ca rrying before she was defeated.

A blue crystal restores a character’s HP and MP to full when

-grabbed, and snagging one of these can completely turn around

the course of a difficult battle. A special crystal, if left behind by a
human, lets you choose whether to Restore HP/MP or learn one

of that defeated character’s abilities for free. This is the only way in
the game to learn abilities J'Wir.hout spending JP, and you should take
cvery opportunity like this you can get. You can select the ability von
wish to learn from a short list that selects the defeated character’s
abilitics for learning essentially at random,

Iyt successpadl

pick up aspeial crystal, Jou showtd see this meny,

Most

At the battle’s end, the PArty is going to be awarded a gil bon
based roughly on the enemy’s level and how difficult it was 1o
them. Even if Subject A and Cloud only got a few
should both be level 2 characters now. and very close to ca
vital starting abilities like JP Boost. After 2 few more hours
doing random battles like this, they could easily be level 30 or
characters, capable of holding their

actions in.

OWN against most enemis
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A new character gasns levels slowt y at first, but this speeds

up exponentially as they grow
stromger and attain new ahifitics.

This is the general flow of battle in Fina/ Fantasy Tactics. Allies

and enemies take their furns as their CT bars fill, and take actio
intended to damage the opposing side. Victory nets characters [
and, in story battles, item bonuses in addition to whatever is sto
or gathered from defeated enemies on the battlefield. W

inning
battles in Fina/ Fantasy Tactics is extremely

profirable, and losing
them only nets you 2 Game Over screen. Save fre

quently and
challenge every battle you can,

ARM
LEREVE

So what kind of army is best-suited to meeting the game’s
challenges? With only five deployment slots (at most) to use in 2
battle, you frequently only get to field a tiny fraction of the total
force of, at most, 24 characters available to you. When you are a5
late in the game as Subject A is, you can use almost anything you
like. Even a character starting at level 1, like Cloud, can begin
succeeding in battle and gaining levels provided there are stronger
characters with him to offer protection and support.

You need to spend the most care building your army early in the
game, particularly in Chapter 1, when vou have few characters

at your disposal and none of them are going to be special story

characters save Ramza. At this point in the game, you want to

carefully train characters up for the roles they

will be assuming
throughout your game.
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You want at least one character acting as Chemist at any given time,
three characters acting as physical attackers, and perhaps one character
acting as a spellcaster. Eventually, one of your physical attackers should
become a Thief and begin learning how to Steal, in preparation for
becoming a Ninja. Likewise, the Chemist role is eventually phased out in
Svor of defensive abilities like Auto-Potion, or the simple expedient of
giving each character the Item ability.

A Chemi

fy i H::g‘:'\.n;l'r;;;'_ bt eventually yor need to fic .’;-".?.iib.":‘r".cf(ﬁf characters instead.

Rarza is likely to act as a catch-all during these carly missions, especially
in Chapter 1 when he can easily become a potent Black Mage and
rapidly eliminate enemies that threaten the party. He can also, for
instance, become a Chemist long enough for other characters to learn

JP Boost and Focus as Squires. Once the rest of the party is leveled they
can move into other Jobs, and Ramza can earn his points for Focus and
P Boost later. Ramza is better suited to mastering every Job in the game
than most other characters, so even as late as Chapter 4 you may find his

role in the party shifting wildly from battle to battle.

Beyond thesc five core characters to see you through the game, what
you use in bartle is somewhat immaterial. Generally your'll keep your
caster character throughout the game, but melee attackers are likely

to end up replaced by potent story characters like Agrias, Meliadoul,
and Orlandeau. Your catch-all character may also remain in the party,
especially if you use a female character in this role. She can become a
Dancer, who is a tremendous help to any party in random battles if she
knows abilities like Slow Dance and Forbidden Dance.

Overall, you want to recruit every unique character who offers to join
your party, and keep around generics that you have invested significant
amounts of time and effort in. Note that any character in your party who
ismta guest can be dismissed at any time. Also note that it's possible to
recniit new characters at any time, either from the Warrior’s Guild or by
using the Orator’s Entice ability to convince enemies to join your party
permanently. This brings up another subject about building your army
that needs to be discussed in detail: using monsters as part of it.

Recruiting Monsters

The first time a monster joins your party is in Chapter 2, when Boco
the Chocobo joins your ranks. Chocobos are useful monster allies,

in general, since you can ride them in battle (see the Advanced
secrion for details). Later, your Orator can learn rthe Entice ability

to convince other types of monsters to join your party. What you
quickly learn with Boco is that monster allies don't spend the days

you invest in random battles just waiting around.

The more time that passes with a monster ally in the party, the
) Patty
greater the chance that they can breed even more allied monsters

from the same family.

The rules for monster breeding are fairly straightforward, and
getting monsters to breed requires no effort at all. It's going to
happen if any monster is left in a party with any empty slots for any
significant length of time. The times between adding a monster to
your party and seeing your first egg are somewhat randomized, but
at the most it should not take much longer than a week.

In a random number of days (but never less than two) the egg
hatches into 2 monster whose level is going to be, roughly, a
duplicate of the level of some other character in your party. So if
there is a level 7 character in your party, an egg can hatch with a
level 7 monster; if there is a level 35 character in your party, an egg
can hatch into a level 35 monster, and so on. So, it’s possible for a
monster caught at low levels to hatch units much stronger than it,

provided your characters are still gaining levels.
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Also, note that each monster family has three progressively more
powerful species. For instance, there is the basic yellow Chocobo,
the more potent Red Chocobo, and the very powerful Black
Chocobo. A weaker species can breed stronger species from the
same family. For instance, the yellow Chocobo has a 71% chance of
laying eggs that hatch into other yellow Chocobo, and then a 29%
chance of laying Red Chocobo eggs. A Red or Black Chocobo has a
57% chance of breeding yellow Chocobo, a 29% chance of breeding
Red Chocobo, and a 14% chance of breeding Black Chacobo. Note
that these percentages apply to every family of monster when it
comes to how breeding works for the three species within it. Keep
them in mind when you're trying to breed a specific type of monster.

The advantages of monster
breeding are obvious. By using
Entice, you can add any monster
to your party. If you add, say, a
Wisenkin or Hydra to your party
and leave it alone to breed for

There's something to b

wn Red Dragon.

a month or so, you may have a

i
frighteningly powerful Sekhret

or Tiamat at your disposal. Since the young monsters gain levels
based on how powerful your human characters are, there’s no need
to level up monster allies. Leave them alone, and they'll breed other

monsters at higher levels than themselves.
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Consult the table below to sce all of the game’s monsters listed

by family and species. Remember that starting with a monster of
the level 1 species is inevitably going to produce a more powerful
monster of the level 3 species if you just wait 2 month or so.
Remember that all monsters of a given type have identical abilities,
and you can easily sce them all by checking the monster’s status

SCreen.

Behemoth

Behemoth Behemoth King  Dark Behemoth
Bomb Bomb Grenade Exploder
Minotaur Wisenkin Minotaur Sekhret
Chocobo Chocobo Red Chocobo Black Chocobo
Dragon Dragon Blug Dragon Red Dragon
Floating Eys Floating Eye Ahriman Plague Horror
Ghoul Ghoul Ghast Revenant
Gaoblin Goblin Black Goblin Gobbledygook
Hydra Hydra Greater Hydra  Tiamai

Agvis Jura Aevis Steelhawk Cockatrice
Malbaro Malboro Ochu Greater Malboro
Pig Pig Swine Wild Boar
Piscodaeman Piscodaemon Sguidraken Mindflaver
Great Cat Red Panther Coeurl Vampire Cat
Skeleton Skeleton Bonesnatch Skeletal Fiend
Treant Dryad Treant Elder Treant

There’s a potent disadvantage to this kind of monster breeding,
though. Simply put, there’s no way to stop monsters from breeding
while they are in your party. If you happen to see monster eggs while
checking out your party screen, you can destroy them, but it's not
unusual for monster eggs to hatch before you even know they are in

your party.

Monsters keep breeding until'you've filled up all of your party’s
character slots, too. At this p’o‘!nr, it becomes impossible to add new
characters to your party, even story characters, unless you dismiss
some of the monsters. If you want to keep a monster character

like Boco in your party throughout the game, you are going to be

constantly pausing to dismiss his offspring,

Coupled with this annoyance is the fact that monster characters,

' even extremely powerful ones, generally aren’t ever going to be

as powerful as a human character of equivalent experience level.
Monsters always have fixed abilities and weaknesses, whereas your
humans are infinitely customizable with equipment and abilities.
Leveling up 2 human lets him or her gain JP that increases the range
of their abilities, while monsters can only gain EXP.

It’s generally not worth it to keep monsters in your party throughout

the game. Even Boco may end up being dismissed, simply so you
don't have to deal with his offspring clogging up your Party Roster
screen. This said, there are specific situations where recruiting a
monster is a good idea, if only to prevent you from having to fight
it. You are just, usually, going to keep these monsters in your party

temporarily.

The most compelling reason to recruit monsters is for poaching. Tt
is generally easier to get the rare items acquired by poaching rare
monsters if you simply capture a member of that monster’s family
and begin breeding them. Then, just kill off your monster allies,
who won't put up any fight, until you get as many poached items as
you want. Note thar this method is essentially the only way to create
the level 3 monster of the Pig family, the Wild Boas, who yields up
unique items when poached. Consult the Poaching section for more

derails about using this technique.

Breeding Dragons is an ¢
ifems.

All of the sophisticated management of Job classes, abilities, and
equipment types happens through the Main Menu and the various
sub-menus it lets you access. You can bring up the main menu at any
location on the world map, by pressing the @ button. From there
the @ button confirms selections and the @ button cancels them.

A list of the options and the sub-menus they apen up follows. Note

that some menu options are more complex than others,

Move

Going somewhere in Final Fantasy Tactics is as simple as using the
directional pad to move the cursor toward the location you want,
and then pressing & to confirm your selection. Ramza auromatically

picks the most direct route to his destination.

This is usually the easiest way fo get argund the warld map.
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W o prefer, you can use the Move option at the Main Menu

“wemead. Selecting this option brings up a sub-menu that lists all of
¢ areas that you can currently travel to. Locations you need to visit
= =svance the story or a sidequest are highlighted in red, just as
S would be highlighted in orange on the world map.

Party Roster

5 s by far the most important feature of the Main Menu, and
“= one you'll use the most. Tt is through this sub-menu and the
S.cther sub-menus that branch from it that you'll do most of your

sharacter and army management.

When you select the Party Roster menu, you see a screen rthat looks
swech like the Unit List menu you can bring up during combat. It
ket you view your character stats the same way, and highlight them

the directional pad in much the same way. If you press the &

surron, you even bring up a highlighted character’s Status screen.

Press the ® button when 2 given character is highlighted to bring up
sheir Management Menu. This menu lets you adjust and customize
sverything about a given character, by branching off into a variety

¢ powerful sub-menus. The parts of the Management Menu are as

ollows.

EQUIPMENT

This sub-menu lets you Equip or Remove items from your character.
Simply select the option you want, highlight the equipment slot you
want to modify, and confirm your selection. Removing makes the
izem initially equipped disappear immediately. Equipping brings

up a list of equipment that could possibly fit in that slot, with items

that particular character can't use greyed out. |

The Optimize selection may seem like a useﬁﬂ‘shortcur for quickly
equipping a character, but be careful with it. What the AT decides

is optimal sometimes bears little resemblance to what is actually
useful to you in combat. For instance, it instantly tries to equip
Flails and Axes to any class that can use them, but sometimes these
weapons are barely worth using at all. It is generally a berter idea to
ignore the Optimize option and select your own equipment yourself.
Note that after you change a character’s Job class, their equipment

i« automatically “optimized”, so you should make sure you go into
their equipment menu and change it into something that better suits

your current purpose,
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Letting the computer Optimize for you can actually make your characters weaker.

View List lets you view your entire item inventory, as sorted into
varying tabs for Weapons, Armors, Helms, Accessories, and Items,
This is useful both for checking on your store of items for your
Chemist to use, and to just take a moment to get a general overview
of what equipment you happen to have on hand at the moment.
Note that you can't equip things to a character from this menu, but
you can usc it to unequip items from another character, or to simply
discard items you don’t want anymore.

ABILITIES

This simple sub-menu lets you assign and remove abilities

from a character. Most importantly, it lets you teach characters
new abilities and check on their JP levels in their various Jobs,
Assigning and removing works much the same way it does with
equipment: highlight the action you wish to take and the slot you
wish to modity. Removing abilities automatically empties the slot,
while assigning lets you pick a different available ability from an
appropriate list.

Learning new abilities is a more complicated process. Afrer
confirming your selection of the Learn option, you'll go to that
character’s JP Menu. This is a simple listing of all of their Jobs, Job
levels, JP needed to advance, and accrued JP. Select the Job you want
to spend JP in, and you will move to a list of abilities associated with
that Job and their JP costs, separated into tabs for action, reaction,
support, and movement ability types.

Simply use the directional pad to switch between the tabs. Any
abilities you can't afford to buy will be greved out. Any selectable
abilities can be purchased by highlighting them with the cursor

and pressing the % butron. After that, you must confirm your
selection again by selecting yes or no. After you have spent JP, you
have lost those points forever and are stuck with the ability you have

purchased, so think about this decision very carefully.

ff}‘g{r:m:!'{]' best to buy abilities r{fh'r .fe‘n:.-n's."ngf&rs g__,f]!o:'};.'_r. 0 Y6l don't !'m_fs:”’.(—f.-,‘q- :”.'M't?_.fa'

abilitiss that are not usefil.
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JOB

This sub-menu lets you alter a character’s Job class. Selecting it
brings up a ring of all the various Job sprites, and you can use the
directional pad to sort through them. Whichever Job is currently
highlighted is at the front of the ring, with its name and current
Job level highlighted. Jobs a given character hasn't unlocked yet
are present, but greyed our and unselectable. Press @ while a given
Job is highlighted and you'll be given the option of changing a
character’s Job. Note that when between battles, you may change
Jobs freely. Remember to re-equip and, if necessary, re-assign a
character’s abilities after changing their Job. A star appears over a
Job's head at this menu if a character has learned all of its abilities,
and Mastered it.

Changing Jobs is absalutely easy, but re-equipping your character after can take a fittle time,
DISMISS

Use this option when you decide you want to eliminate a character
from your party. You are probably going to use this to first dismiss
Boco the Chocobao’s many superfluous children, but you may use

it later in the game if you decide you don't want a given generic
character anymore. After selecting this option, you have a final
chance to confirm or take back your decision by selecting yes or
no. If you select “Yes”, you see the character’s departing message,
and then they’re gone from your party for good. Be careful when
deciding whether or not ro dismiss characters, since once you have
dismissed a character you can never get him or her back.

s60 M 450 M 283 Lo dam am 328

You can even dismis story characters if you are fired of them.

SORT UNITS

This handy option can make managing your party a little bit easier.
Once you select it, you can opt to organize your party by:

NUMBER: The characters’ roster numbers. A character is assigned
the nexi available roster number when he or she joins the party.

LEVEL: Organizes characters by experience level. Useful for groupi
together low-level party members and giving you an idea of who
needs to do some leveling up.

JOB: Organizes the characters by their current Jobs. This option is
hard to use properly, since the way the computer chooses to sort by
Joh is difficult to understand.

BRAVERY: Sort characters by Bravery levels. Very useful for figuring
out which characters are going to be among the best candidates for
becoming Monks, or whose Bravery you may want to increase with
an Orator.

FAITH: Organizes characters by Faith level. Useful for figuring out
who’s a good candidate for acting as a caster, or grouping together
low-Faith characters whose Faith you want to reduce.

MAX HP: Organizes characters by their HP stat. Useful for figuring
out who has the best equipment at the moment.

MAX MP: Organizes characters by their MP stat. Useful if you want
to manage all of your spellcasting characters at once.

Chronicle

This little tab becomes more useful the farther in the game you
are. It organizes information about the game’s story, characters,
and setting. The default tab lets you see immediately how many
characters you've killed (permanently, as opposed to simply
defeating), and how many casualties you have lost from your party.
From there, you can select from a variety of sub-menus to explore
information about your game in more detail. Your options are as

follows.

EVENTS

This tab effectively summarizes
the plot of the game thus far.

Simply click on an entry and you

can read a brief text summary
of what happened in that given

This cutscene with Mustadio and Besrudis,

plot event. If there is a cutscene “Seckers of the Stone”, can on

the Events men.

Iy be viewed from
associated with that portion of
the story, you can choose to view it again by pressing the @ button.
This lets you share all of the game’s best cutscenes with a friend,
or go back and enjoy the game’s story over again at any time. Note
that you can use this option to view some cutscenes that you may
otherwise not see, so check it regularly.




PERSONAE
Th=

s ve met or heard about in the course of playing Final Fantasy

b contains information about all of the many characters

“ses thus far. By reading these profiles you can learn things about
“esscrers that you may have otherwise never known, especially
‘it it comes to incidental characters and villaing who appear
Seedly in the story.

T he Feats tab keeps tracks of Errands you have sent characters off
e Information about Errands your party is currently attempting

in the Present tab, and information about completed

Is appears in the Past tab. Just select an Errand's name o

out it in greater detail. For more information about Errands,
consult thc chapter about Errands that appears later in this guide.
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Bacchus Winery's mest popslar product is Bacches

Ligweur . an incredibly sweet drink made from bacchus
sedds. and it wes the reason for the attacks sn the
campany's wains. What was Theught to be The work af
Bandits was actvally that of monsters drawe to the sweet
smell We defeated them and their leader Lilith, eassrieg
that Tvalicians coulid again partake of Bacchus's blessing.

Nat necessary, but a fun way to recap the various sidestories the Ervands el

ARTEFACTS

This tab lets you look at rare treasures you have acquired in the
course of your game. This includes any ZodidStones in your
possession, and the Scriptures of Germonique. In fact, you can read
the Scriptures at any time by selecting them from this sub-menu.
Also note that any special items your characters find while en an
Errand appear here, and can also be examines by selecting them

from the list.

Tutorial

You can go to this tab at any time to get a refresher course on the
game's basic mechanics, similar to the information offered in this
zuide. Information is offered on the topics of the Party Roster,
Bartle, Wireless Play, and then an assortment of Miscellany. If you
can't remember how something works and don’t have your copy of
this guide at hand, go to this section and you can probably find an

explanation that suits your needs.

Data

Simply the section of the Main Menu you go to in order to save
your progress or load data from another save file. Note that it’s
important to keep multiple save files around as you play Firna/
Fantasy Tactics, since there's always the chance you'll want to go
back to an earlier point in the game and make different decisions.
Save files take up very little room on the Memory Stick Duo, so you
should be able to make as many as you like.

Options

This is the same selection of Options that you can access in the
Combat Menu. Use this to customize things like the cursor behavior -
and text speed, until the controls in your Final Fantasy Tactics game

suit your personal tastes.

You may woant to change the wirsor movement type first thing upon starting a neso game,

When moving around on the world map, 4 location highlighted in

‘ib'llh

green is an area where random battles can take place. A location
highlighted in orange is an area where a story event or battle

is about to take place. This section of the guide is about areas
highlighted in blue: towns and castles you can visit in order to buy
equipment, recruit new characters, or do a variety of other things.
Random battles can't occur when passing over these areas, so they

can be considered safe havens in a dangerous world.

When at a town or castle location,
tap the & button to bring up

the Town Menu. There are, at
most, four different main options

that can appear there, although

in most locations you only see
the first three listed here. What

you can do at each of a town’s

This is the town menu for Dorter City, Note
the Pracher’s Den option, not available in
it erties.

locations is covered below.
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TAVERN

Once inside a Tavern, you can pick a variety of options from the
brief menu that appears there. Generally, you go to the Tavern as
part of advancing sidequests, to send characters on errands, or to
participate in the wireless two-plaver modes of Final/ Fantasy Tactics,

RUMORS

Select the Rumors menu and any of the options that appear in order
to learn what people in Ivalice think of the plot events happening

in Final Fantasy Tactics. You can also learn important backstory and
other details by carefully Listening to Rumors. Sometimes, listening
to a Rumor is required to progress or unlock a given Special Event,
Rumors update as you progress the story, so you should check the
Rumors tab at the tavern every so often to see if you have unlocked

anything new.

P\ Toveromaster
* =5 That, oh? Here's what T'ee heard.

)

The city of Bervenia has donated a treasure known as
the Wailing Orte to the city of Dorter, and a merchant has
been commissionéd to make the delivery. Howsver recent
remors af bandits an the trade routes have him teo
frightened te make the journey He seeks guards with
strang swordarms 10 protect Bim aleng his way

This is ome of the special rumars you harve to listen to in order to recruit Balthier.

ERRANDS

An crrand is essentially a way to use characters to gain JP and gil
without actually using them in combat. You can also use them to
gain more Artefacts. Sometimes your characters bring some sort of
item back from the errand with them. These Artefacts can’t be used

or equipped, but it is fun to see how many you can collect.

Sending characters out on an errand is quite easy. Go to a given
location's Tavern and bring up the list of available errands, Select the
errand you'd like your characters to go on. Then, you'll be given a
list of your generic characters (only generics can goon errands), and
can select any three to go on the errand. Different errands determine
success by the Bravery, Faith, or Job classes of those who were sent,
so consult the errands guide in the back of this book for information
about specific errands.

After selecting your characters, you are allowed to select how many
days you want to give your characters to complete the errand, and
you pay a modest fee. It's usually wisest to pick the highest number
the game allows you, The characters you select for the errand
become unavailable until the number of days you specified have
passed. After the specified number of days pass, go back to the

location your characters left on the errand from.

In the Tavern, there should be a new tab called Reports. Select it o

hear your characters tell you about what happened on the errand, I
things were successful, you get some gil and all the characters get JB

and if you got any Artefacts you get to see what they brought back

for you.

There is no limit on the number of errands you can do, but you can's
do any errand twice. You can pass time quickly by walking back and
forth between safe town areas, then dash back to the right Tavern to
see what they brought back.

MELEE

Select this option at the Tavern to initiate one of Fina/ Fantasy
Tactics' two two-player ad hoc wireless modes, Tn this mode, vou

can opt to have a friendly battle against another player, regardless

of your respective levels or where you are in the game. Both players
have everything to gain and nothing to lose by participating, To
participate, both players must have their own PSP and copy of Final
Fantasy Tactics: The War of the Lions.

“Me-ise”_. And, ub, “Fen-dez-veus”

What de pe 3'pose thass are”

The meou. you clod?
Take 2 glimpse

This cuts:

The only attribute of the characters involved that permanently
changes as the result of a Melee is JP. Characters killed are restored
at the end of the batte, as are items Stolen or Rent. In order to
participate, each player has to pay a certain fee based roughly on the
current experience levels of his or her party. One player chooses to
Host the bartle, while another must choose 1o Join_ A brief pause
follows as the two PSPs begin networking.

The Host gets to select what the rules of the battle should be, If
you intend to play multiple battles with another player, then as

a courtesy you should tzke turns Hosting. Alternatively, you can
decide to let the player with the lower-level party Host, The options
the Host must decide on are as follows: :

i
"




WP SELECTION: Decides whether the combat map will be selected
menually by the Host, or selected at Random. It is usually more
smeyzble to select the map manually, as this lets you avoid using
Waes with severe veriical expanses or Poisonous Fen that could
geaziize a lower-lever player.

SMME LIMIT: Set the Time Limit for the battle to 5 minutes, 10
mates, 15 minutes, or choose not to have a time limit. There are
weriain uses of Melee that work best with no time limit, but the option
gaesen should be whatever both players agree upon.

SETION LIMIT: You can use this to set a cap on the total number of
setons each player gets to take. You can set it to 20, 40, 60, or No
Lamit. Action Limits are betier when both players are high-level and
#a all-out batlle could drag out. If you want to help a friend gain JP.
gk No Limit

SFECIAL CONTROLS: Use this option to determine whether or not the
special multiplayer-only control features will be used.

TRAP PLACEMENT: Determine whether to place Traps on the
sailiefield Randomly, Manually, or not at all. How fo use Traps
@epends mostly on how you intend to use the battle. If you just
wani io get extra JP, turn traps off. If one of the two players is of
2 significantly lower level than the other, then use Random trap
piacement to make the baitle fairer. If both players are of roughly
#gual levels, Manual frap placement helps make the hatile more
compelitive. Ultimately, both players should simply agree on
whatever seems o be the most fun.

NUMBER OF TRAPS: Sel the total number of traps each player can
place. You can sel the number to 2, 5. or 10. How many fraps io allow
w 2 battle is purely a matter of personal preference.

ARITHMETICKS: This setting is used to determine whether or not
each player will be allowed to deploy Arithmeticians or characters
with Arithmelicks as a Secondary skill. Generally, it is best to turn
#his option Off in batlles where a much strongey player is battling a
weaker one. If both players have Arithmeticians in their party, it can
B¢ fun to turn this option On and watch the carnage.

RESTORE DEFAULT SETTINGS: Lets you quickly restore all of the
Melee gameplay settings to Default, if you so desire.

Press Start when finished
configuring the desired gameplay
options. Then the Joining
opponent gets to review the

rules selected before agreeing

o proceed with the match, or

ing video game

Melee mode continues the o
battle between Red and Blue.

refusing it. If Map Selection was
se1 to Manual, then the Host
oroceeds to choose a Map, and the Joining player gets to review it.

Next comes the deployment phase for each player. For this battle,
Player 1 is mostly interested in acquiring JP for weaker characters,
low-level characters like Subject A and Cloud are going out o fight.
Player 2 is graciously playing along, and is only going to field his
level 44 Ramza. He could choose to field up to 5 characters, just

as Player 1 1s. Each player views their characters as Blue, and the
opposing team’s characters as Red,

Trap placement is turned on in this battle, but just for the sake

of example. Each player can choose traps from a set of six: Death

Traps, Hypnogas, Sten Needle, Mines, Mossfungus, or Cursed

Stone. Use the directional pad to select which tiles are going to be

Trapped, and the #8 and ®B buttons to select which kind of traps BASICS
to set. Use Remove to delete a Trap already placed. Battle proceeds

after both players have made and confirmed their selections.

The Act limit in this bartle is set to 40, largely for the sake of
example. Note that simply moving characters does not count s an
Action. Since Player 2 has agreed to help Subject A's party get some
JE, he’s going to be gracious and have his Ramza act as a passive
punching bag. Subject A and Cloud are going to get most of the hits
in, earning about 10 JP per strike. In a session with no time limit
and no action limit, that offers the possibility of JP gain only limited
by the patience of the two players involved,

Player 1's team took more actions than Player 2, since Player 2
agreed to be passive. When the 40 actions are up, even though
Subject A and his team did barely any damage to Ramza,

they get declared the winners. As the winning team, they pick
three treasures, while even the loser gets to pick one. Rules for
determining what quality of treasure you get to pick are contained
in the more detailed section about Melee battles, contained later in
the book.

Fighting Melee battles with a friend is essentially 4 way to earn
bonus JP and bonus treasures you ean bring back into the single-
player game with you. It can also be a fun way to derermine who
gets to have bragging rights when it comes to building up a powerful
team of players. Fight Melee battles with friends whenever you can,
and see how much bonus loot and JP you can earn.

RENDEZVOUS

If Melee battles are a chance to compete, then Rendezvous are a
chance for friends to work cooperatively in a two-player wireless
battle against a group of computer-controlled enemies. Players can
participate in any battle either player has unlocked in the course

of progressing through the game, but note that enemies are going
to be scaled such that their level corresponds to the most powerful
character available between the two parties. This means that players
shouldn’t artempt Rendezvous if there’s a significant disparity
between their party levels. The enemies will inevitably overwhelm
the weaker player. 5
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Unlike Melee battles, players can acquire items during Rendezvous
and take them back into their single-player game. On top of this,
both players get rewarded with one to five items upon completing a
Rendezvous, based on the Rank the computer awards them for the
battle. Typically, winning in a shorter amount of time and defeating
enemies quickly earns a higher rank than battles that drag out or are

narrowly won.

Rendezvous battles have a few default restrictions thar cannort be
lifted. Arithmeticks can't be used in Rendezvous battles at all, nor
can the Poach ability. If you Entice an enemy to join your party,
he or she will fight for you, but doesn't join either player’s party
permanently. While a character whose KO countdown expires
disappears from the battle, this character doesn't die. They simply
can’t be resurrected and can't participate any further in the battle,
Any equipment stolen or rent during the course of a battle is
restored at the end, just as in Melee battles.

In addition to being scaled encounters, Rendezvous battles are
usually challenging battles built around a particular trick or using a
particular ability. Both players should know which mission they're
likely to attempt ahead of time, and have characters on hand who
are optimized for that particular challenge. While both players get
full rewards for winning, a losing attempt doesn't gain either player
anything.

There are two places in this guide where battle data for Rendezvous
fights are covered in more depth. The initial nine battles are covered
in the walkthrough, because these bartles, generally, should be
attempted while a player is working toward beating the main game.
Rendezvous are good for learning about certain battle techniques
that come in handy while cm;'_t_rbnting the main story’s major
challenges, and even comple"d’ng them at low levels yields useful

rewards.

The final six battles are covered in a special chapter devoted to these
difficult post-game Rendezvous, along with general details about
the rules for figuring out what types of reward you can expect to get
for beating a particular battle. Note that the last six bartles (Knights
Templar, All-Star Melee, The Guarded Temple, Nightmares, Brave
Story, and An 11l Wind) are tremendously difficult and should be
among the last things you attempt in the game. Ideally you want

to try them after completing all of the other Special Events and
Midlight’s Deep, with optimal equipment and characters who know

lots of the game’s most potent abilities.

As a final note about Melee and Rendezvous battles, completing
these battles are the only ways to earn the Fell Swords and Onion
Knight equipment; required to make full use of the Onion Knight
and Dark Knight Job classes. If you desperately wish to use Onion
Knights or Dark Knights in your game, then succeeding at the
game’s two-player modes should become one of your utmost

priorities.

OUTFITTER

The Outfitter is where you go to buy and sell various types of
cquipment. What the Qutfitter offers varies according to location,
and note that what is available also updates periodically as you
progress in the main game. There are certain Ttems that can't be
bought at the Qutfitter, and many of these items are worth very
little gil if you attempt to sell them.

Funag
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Hcilb.r':‘r .I'J:'i.l.'g sich a potent weapon, the Glacial Gun fswworth “r'..'f'. J.IJ_'l'_f)'J'.".
The process of buying and selling is relatively simple. If you wish
to buy; sclect this option from the main Qutfitter’s menu. You'll go
to the Outfitters’ Inventory menu, which separates the Qutfitters
wares into the four basic types of equipment for the five basic
equipment slots: Hands, Head, Body, and Accessory. A fifth tab lets
you purchase Items for use by a Chemist or someone with the right
Items abilities. When you find an item you want to buy, highlight it
and then select what quantity of that item you want. Provided you

have the gil to purchase it, your transaction is going to be successful.

If you wish to Sell items, the interface is much the same, only the
inventory you sort through is an inventory of all the items you
happen to own at the time. This inventory is separates into the same
tabs the Outfitter’s inventory uses. Note that you can't sell items that
are currently equipped to characters, Most items can be sold for half

of their purchase price.

An interesting feature of the Outfitter’s that you don't want to
overlook is the Fitting Room. Once you choose this option from the
menu, you go into a screen much like the Party Roster screen you
use to manage your army. Highlight and select a character to bring
up the Fitting Room Menu. Once
in the Fitting Room menu you
can opt to “Try On” anything in
the Qutfitter’s current inventory,

and see what effect the item is

going to have on your stats. If you
don't like it use the “Put Back”
option to remove it from your

The Fitring Room is most useful for cutfitting a

a

character you are, ,I'm.’gn'.‘.'J'ng ety to level up.

character.




e can also use an Optimize command to immediately outfit your
st
s T
' ==mand you can use in your own Equipment Menu. It is generally

er with all of the “best” items from the Outfitter’s inventory,

has all of the same problems inherent in the Optimize

e w0 ignore the Optimize command and instead select your own
[=mment.

W %en you are finished in the Fitting Room, hit “Done”. This lets
wow sutomatically purchase any items you have Tried On without
Susmng Back. Using the Fitting Room is an effective way to speed
% the process of buying equipment, and to make sure that a
“sacter has all of the best equipment that can be bought at a given

Beant in fime.

WARRIORS' GUILD

W hen you want to recruit a new character like Subject A into your

==y, go to the Warriors' Guild. There you can opt to recruita

"F!

mly generated level 1 character. Select “Male Soldier” to generate

8

-

character, and “Female Soldier” to gencrate a female.

)SSARY OF TE!
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Press the & button after
generating a character, and you'll
have the option to Hire, Don't
Hire, or View Info about the
character. Hire lets you keep

the character, Don't Hire rejects
arriors' Guild frequently,

them, and View Info lets you 4 h :
5 s you ds make there are 1mpertant.

examine their Status sereen. If
you choose to Hire a character, the Guild charges a modest finder’s
fee, usually in the neighborhood of 1500 gil. You can also go to the
Warrior's Guild o change any monster’s name. Note that you can't
change a human character's name at any time,

POACHERS' DEN

You can find a Poacher’s Den at the Trade City of Sal Ghidos, the
Merchanr City of Dorter, and the Port City of Warjilis. This is where
Items you've gained by poaching monsters appear. If you want more
detail about the process of poaching monsters and the reward you
get for doing so, consult the Poaching Guide that appears later in the
book. Note that when you Poach a monster, the body immediately

disappears and you hear musical fanfare to indicate your success.

Ui of the most interesting new fearures of Final Fantasy Tactics: The War of the Lions is the new translation. Playing off the fact that Final
g ] ying

e real world’s Middle Ages.

ntasy Tactics 1s a tale of Ivalice’s Middle Age, the new translation peppers the game’s dialogue and terminology with authentic terms used in

You may not know ofthand what some of these words mean, and sometimes figuring them out from context is difficult. To help appreciate the

sew translation, this glossary of terms covers some of the more unusual words that appear as part of the new game text. Consult it if you run

across somerhing in the game’s text that you simply don't understand.

ANON: A term from Middle English thatr means “inlllnédiaici_\’"‘

d
APOTHECARY: The medieval equivalent of a pharmagcist. Since doctors
were scarce in medieval societies, people frequently turned directly to an
spothecary to find remedies for sicknesses or the treatment of injuries.
CACHE: This term refers to a hiding place where treasures, particularly
Sewels, are kept.

CHATTEL: An antiquated term for personal property, usually undera
sommon law system. In 2 medieval system of government, a noble could
sechnically refer to his non-noble dependants as chattel.

CHILIAD: A period of one thousand years,

CHURL: A medieval term used to denote a peasant who has disrespectful of
the higher social classes. Tt became a general term of insult.

CULL: A term for something that is selected from a group.

DOFECOTE: A building that housed pigeons, who were used as a food
source in medieval Europe. Only nobles were allowed to maintain dovecotes,
so they became associated with wealth.

FAIN: Used as an adverb or adjective, it indicates an action done willingly or
= person who is willing to undertake 2 particular action.

FELL: As an adjective, used to describe something that is destructive or
deadly.

FENLAND: A certain type of wetland. Unlike bogs and marshes, which are

fed primarily by rain and river water, a fen is created by groundwater that's
unusually near the ground's surface.

FETE: A French term for a festival or holiday, in English it often refers to
particularly lavish and exclusive parties.

FOOTPAD: An antiquated term for a sneaky thief, roughly equivalent to a
pick-pocket or purse snatcher.

GARRET: An artic-like room, just beneath the roof of a house.

INEXPIABLE: A term used to describe an action that's absolutely
unforgivable.

JAPE: A joke, or the act of making a joke.
KNAVE: An untrustworthy person.
MILKSOP: A term used to describe a very weak person.

RUM-DUCHESS: An antiquated term for a cheerful, physically attractive

woman,

SER: An alternate spelling of “sir *

SWALE: An area much like a shallow valley, usually found between two hills
or sloping areas.

TOR: A rocky, weathered area found near the erest of a large hill,

TRUEBORN: A person of genuine birth, In Final Fantasy Tactics, this term

is used ro distinguish the sons of a legitimately married couple, like Dycedarg
and Zalbaag, from someone like Ramza, who is the product of an affair
berween his noble father and a woman other than his legal wife.

UNDERCROFT: An underground room comparable to a cellar or basement,
built beneath castles and used for storage.

WAIN: A medieval cart, usually of simple construction and used for
transporting trade goods or farm produce.

WEALD: An antiquated term used to refer very large, very old forests.

(35
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JP-DISTRIBUTION SYS

The Final Fantasy Tactics Job System is an intricate weave of combat classes and special abilities, brought together with numeric calculations. Whenever one
Your units initiates an action, Job Points (JP) are obtained, which can be used to gain new abilities within thar character’s current job. Once the unitin question
gains a specific amount of JP, their job level increases and unlocks new

jobs for further enhancement. Each job offers various abilities in the areas

of combat and support. Your goal a5 a player is to use these capabilities as
effectively as possible. The goal of this section is to help you learn more about
the Final Fantasy Tactics Job System in an effort to create the best units

OB;:CHANGE FLOWCHART

The large table on the right shows the level thar certain jobs need to be in order to open 1 new job. Connected lines between jobs represent the combination of
jobs needed to unlock another. Any Job level labeled as “Master” means that the character has learned every skill the specific job has to offer.

Job Level Chart Job Level 1| 0 total JP
Raising a unit’s Job Level is required to obtain new jobs. A unit’s Job Level is dependent only Job Level 2 200 total JP
on the /ota/ P the unit has gained for that job. In this respect, Job Level is separate from the Job Level 3 400 total JP
‘Mastered’ designation, which appears when a unit has learned all available abilities within a job, Job Level 4 700 toial JP
@ The Onion Knight is quickly made available by raising both a level 6 Squire and a level 6 Job Level 5 1100 tofal JP
Chemist, but obtaining a “Truc” Onion Knighr requires you to master any 14 jobs. Mastering the Job Level 6 1600 total JP
Squire, Chemist, Dark Knight, or the Onion Knight does not count towards this requirement, Job Level 7 2200 fotal JP |
Job Level 8 3000 or more fotal JP

III'H

JOB:POINT ACQUISITION DATA

IP'is obtiined whenever one of your characters attacks, casts 2 spell, or uses an ability of any sort. The amount of JP given is calculated with this equation:

8 + ([Current Job Level X 2] + [Character’s Current Level + 4]) = Jab Points obtained.

This number can be increased by equipping the Squire’s JP Boost ability, which raises the amount of JP gained by 1.5 (50%), This ability is earned through the
Squire Job, which is one of the twa starting classes that are initially available. It is highly recommended that you obtain JP Boost as early as possible to help
improve the speed at which JP is acquired.

JP carned by a specific job in battle to be distributed to the other allied units T e

Thie Job Poinr system has a very special characteristic thar causes 25% of the QQJ B | t h ﬂﬂ NOIBS
on the field. For example, if 2 Knight in your group earns 40 JB, 10 JP will

1. All members of the attack team earn 25% of the
be distributed to the Knight Job of every other character participating in the JP earned by the job used by other units (except
battle. This JP is given to every character, regardless of whether or not they for unconscious units).

can use the job yer (meaning JP is never wasted). In this W4y, you can use

units with a particular job (Knight for example) to influence other units that 2. The distributed JP is not increased by the “JP
may be berrer suited for the Knight's career path. In essence, units can gain JP Boost” ability

for a class just by being around units that are already performing the duries of '
that job.

3. You can earn JP for jobs that you are still not
able to change into.

The same idea can be applied to raise one jobs JP rapidly. Tf you enter
battle with a party thar consists entirely of one job, the JP carned by every
unit will be distributed amongst everyone else, earning a lot of |P fora
single job. Essentially, this means that every unit on the feld gains JP when
anyone within your group initiates an action. Conversely, you should battle
with a larger variety of jobs if you are looking to earn JP for multiple jobs
at a time. Keep this in mind whenever vou enter a bartle for the sake of JP
accumulation.
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Once a new job has been obtained, not only can you use the job itself, but you
can also assign the main ability set as a secondary stash of skills to other jobs.
This enables you to use two sers of abilities from two different jobs. With

the capacity to select various sets of skills from numerous different jobs, there
is a whole world of ability combinations that can be equipped to bring our
beneficial effects. The next section illustrates several examples of how to best

use the job system’s capability to combine skills.

Match Abilities That
Complement Your
Method of Fighting

There are two basic types of units in the game. There are artackers that can
use their abilities to assault enemies with physical attacks or magick, and
there are support units that can be used to help other units and impede your
foe’s advance. Both unit types require a specific set of attributes, classified as
either an attacker or supporter. These attributes are listed in the following
table; marching jobs and abilities to these conditions is a fine place to start
your ability matchmaking.

1. Have high Physical ATK or Magick ATK.

2. Able to equip Knight Swards, Fell Swords, Spears, the “Brawler”
ability, and other highly-damaging weapons and abilities.

3. Have learned attack Action Abilities that can deal damage directly
to enemies.

1. Able to break or steal enemies’ equipment.

2. Able to equip a long-range weapon, and he able to back up
attackers if necessary.

3. Have learned Action Abilities that can raise and lower stats.

4. Have learned Action Abilities that can afflict allies and enemies
with various statuses.




bttt

to handle is equipment. Physical Attackers should be equipped

= damage weapons, while

ers should choose

boost Magick Artack.
B selecting armor, don't

S shout HP boosts. Focus on
e e 13
W that raises Physical or
Wk Artack is guaranteed to

— =]

ts that are affected;

Jobs Well Suited to Attack

| Physical: Knight, Monk, Dragoon, Ninja, Dark Knight, Holy Knighr,
||I Sword Saint, Divine Knighe, Sky Pirate

Magickal: Black Mage, Time Mage, Summoner, Skyseer, Netherseer,

Dragonkin

~ Example Ability Sets For Physical Attackers
Duzl Wield + Teleport 3

disadvantage of Dual Wield's two consecutive hits is that they are

v avoided with a shield. To remove this factor from the equation, the

melee unit using Dual Wield must attack their enemy’s back. Try equipping

e Teleport ability to your attacker, which makes it easier to move behind
&= enemy unit. Also, equip accessories that improve Move to increase the
acds of a Teleport success.

Mana Shield + Manafont

Secause most physical attack units rely almost entirely on normal attacks,

arely have much need for MP. Mana Shield takes advantage of unused

MP and utilizes 1t as an effecrive means of protection. With Manafont set
s rejuvenate MP while moving, this ability combination can keep your safe

i harm.

Holy Sword, Unyielding Blade, or Darkness +
Atiack Boost or Vehemence

The special abilities used by Agrias, Meliadoul, and Dark Knights do

mot inflict damage in the same way that a spell does. They are essentially
physical attacks thar strike from a distance, so abilities like Attack Boost and
Vehemence work to increase their strength. Keep in mind that Vehemence
mcreases both the damage you give and receive by 1.5, so watch your HP

seserves closely.

Example Ability Sets For Magickal Attackers

laido + Arcane Strength

Not only does the Taido skill set diseriminate between allies and enemies, the
damage it inflicts is calculated with Magick Attack. It even happens instantly
and without casting time. This makes it an excellent fit for spell casters.
Adding Arcane Strength to the equation increases Iaido’s damage by 1.3
(30%).

Arithmeticks + Arcane Strength

CHARACTERS
This incredible combination is considered by many to be the strongest for &JOBS

spell users. Arithmeticks enables the caster to hit multiple enemies on the
field with a spell for zero MP and zero charge time. When combined with
Atrcane Strength, it’s often possible to eliminate an entire enemy force ina
single turn. Make sure to learn all of Arithmetick’s caleulations to make the
mast of this useful skill set.

Summon + Shirahadori + Swiftness

Summon Magick contains 2 wide array of powerful abilities that intelligently
atrack only enemies, but the time it takes to charge them hinders their
effectiveness dramatically. The solution to this problem is to equip the Time
Mage's Swiftness skill, which shortens charge time. Even if you are artacked
while charging, the Shirahadon abilities can nullify most of the attacks your
enemy can throw at you.

Sky Mantra or Nether Mantra + Swiftness

This combination, which is specific to the Skyseer and Netherseer, speeds
up the easting time of their unique spell sets. Because of the erratic nature

of these spells, they often miss targets altogether, Improving their charge
time allows you to use them more frequently, making the use of these spells a
gambile that is worth taking.

SETE T T ET

The supporter’s role is comprised of healing allics and increasing battle
advantages with status effect spells. Since more turns equals more chances
to support their allies, it is recommended that you equip your support units
with items that raise their speed. Additionally, the success rates for abilities
are determined by specific stats,

$0 1t is important to raise the ones
thar affect the abilities that the

unit will be using. Magick Attack,
in particular, is very important for
enhancing the effectiveness of most

spells.




Jobs Well Suited to Support

Chemist, White Mage, Time Mage, Thief, Orator, Mystic, Bard, Dancer,
Machinist, Templar, Soldier, Sky Pirate

Example Ability Seis For Supporters

White Magicks + Swiftness + Manafont

This is the basic foundation for early support mages. Swiftness enables units
to use healing magick more often, thereby helping nearby allies more easily.

Iltems + Throw Items

ltems, which are usable at the very beginning of the game, have no activation
time, do not use MP, and never miss their target. Once you've extended your
throwing range with Throw Item, fill your inventory with a steady supply of

X-Potions to make any unit capable of support.
Arts of War + Concentration

Similar to Steal, Arts of War skills are affected by the enemy’s evade rate.
Equipping Concentration to your support unit effectively negates evade
entirely, increasing the accuracy of these abilities. When artacking enemies
with this combe, be sure to use Rend Weapon first to take away the enemy’s

offensive capabilities.
Arts of War + Dual Wield

The Arts of War receive the same exact benefits that normal attacks receive
from Dual Wield. Because the effects of these skills are activated twice, status
inflicting strikes are much more effective. For example, using Rend Speed
with Dual Wield equipped, assuming both hits connect, can lower a target’s
speed by up t 4 points.

Steal + Concentration

Not only does Steal have a naturally low success rate, but it is also affected by
an enemy unit's evade raring. In order to improve your stealing chances as
much as possible, equip Concentration to the user to eliminate the enemies
evade statistic from the equation. This enables you to Steal without the

worry of which direction they'are facing (which affects their evade rare).
Bardsong or Dance + Vznish

This combination works by taking an enemy hit after starting a song
or dance. Doing so causes Vanish to cast Invisible on the wearer. When
this happens, enemies will start to ignore the Invisible unit, enabling
them to sing or dance until the end of battle. Remember that
performing a new action while Invisible cancels the effect, so make

sure to only move (or wait) t ensure thart the property stays active.




|'|0 I-TO-USE THE INDIVIDUAL JOB P

se—:lon contains a detailed description of each of the jobs available in Final Fantasy Tactics. The data

s hded can be a litde overwhelming at first glance. Read over this section to gain insight on the dara provided.

Rloblnfo—= === — 9 Mobility Stats

Job requirements and the type of equipment the job can

Move: The job’s base movement stat. Indicales how many panels the uniis can travel

carry are shown here. This area also covers the other per turn. < CHARACTERS
dlass| the i . Ak s = % ¥ : A &]JOBS
es thal need the job to open up the class Jump: The job's base jumping s!at. Indicates how high a unit can leap.
C-EV: The job’s evasion rating. Dictates how often the unit dodges physical strikes.
JP Master: Shows the amount of JP needed to obtain every skill for a job.
9 Character Staistics
This secfion shows the growth strength for
the job’s major statistic types: Hit Points
(HP), Magick Points (MP), Speed (SP),
Physical Attack, and Magick Attack. Each
parametler is measured with a letter rating
system, S+ being the highest, and D- being
the lowest. The higher the letter, the more
that stat increases per level.
o Job Overview
This area will cover the job’s major assets
and ohjectives.
General tidbits that cover tactics and noles
for the various ahilities the job has to offer.
This is a Iisldll;lI obtainable abilities for the job, including Action, Reaction, [ Black Mage | JP | MP | SP |Range|
Support, and Move abilities. The following table is an example of what T 3
pP SR . Sl 3 el g P Thunder 50 Lignining elemantal magick attack.
you'll find in each Job’s ability section.
JP: The amount of Job Puints needed to acquire the skill. That specific amount of JP is lost Range: Shows the targeting range for the ability in question, note that this is not the hit radius. If the
when the skill in guestion is obtained. number is 3 for instance, the altack’s targating field extends in  diamond-shaped formation from
; - . = the character by 3 panels. A number followed by the word “lines” indicates that the technique’s
MP: The amount of Magick Points needed to cast the spell. targeting range is in the form of 4 inas of panels that extend out from the character from every
SP: The speed rating for the ability. The [arger the number, the faster tha ability occurs. side. The number surrounded by parenthesis shows the maximum height that the first number will
target. Anything labeled as "Seif” targets only the caster.
Effect: A brief description of what the ability does. This covers status effects and other notes.
33
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- Job Overview

SQUIRE £ &

.+ Squire is the basic starting class for any unit geared towards close-quarters combat. This job is not meant to act as an elite fighting unit, but as 2 bridge to other
_jobs. Leveling a Squire is required to gain access to Archers and Knights, which branch off and lead to other jobs. With that said, the Squire’s abilities and statiste

growth are weak. Your focus should not be on the class irself, but on obtaining a few of the Squire’s worthwhile abilities before moving on to a different ¢lass.

‘1 Counter Tackle, for instance, is the weakest form of Reaction Ability, but its cheap JP price makes it worth usi ng until 2 new ability becomes available. JP Boost
is onc of the most useful abilities in the game for amassing Job Points quickly. Focus is used in combination with JP Boost to help gain ATK, EXP, and JP when

‘ there is a break in combat (refer to Tip #2 in this section). Also, you may want to learn Move +1 to add a mobility boost until better movement become available.,

: STONE

CHEMIST &4

The Stone ability often knocks an
gnemy backwards one panel, Initially
this only serves as a means of
pushing dangerous enemies away
from you. The knock back can inflict
extra damage to an enemy if it pushes
them off of a high cliff. The damage

i

| dealt is massive, often defeating enemies in a single shot. Keep in mind that

| damage is only inflicted if the distance they fall is greater than their jump range.

FOCUS ACCUMULATION

Focus raises your Squire's ATK 1
point. There is no limit to the amount
of times this ability can be used,
since each additional AT stacks on
top of the last. Being that the use

of the ability is always successful,
experience and Job Points are
obtained every time it is used. With that said, Focus can be used indefinitely to
repeatedly gain EXP and JP To put this tactic into practice, take control of the
final enemy on a battlefield with the Steal Heart ability to Charm them. Whilg the

| enemy is Charmed, repeatedly use the Focus ability to gain JP and EXP

34

' RUSH NOTES

Despite ifs poor damage output,

the Rush attack has a 100% hit rate
and doss not frigger the Counter
ability. This makes it useful for safely
removing Confusion or Charm from
a friendly unit (hit your Charmed

ally with Rush). The attack power
for Rush also increases to 1.5 its normal amount when used with a Monk. Like
Stone, Rush also occasionally knocks your enamy 1 panel away from you.

“ Outside of knocking enemies off cliffs, the knock back effect even cancels spell

charging periods.

Move |  Jump | C-EV JP Master
4 )

(Note: Some major characters have additional moves
it require more JP)

HP | MP SP Phys ATK |Magick AT}
B c B B- c .

Fundaments| JP | MP
300 0 ]

Focus Self  Raises unit's ATK by 1 |

Weak tackle attack.

Rush 80 0 L 1) tauses knock back.
Weak projectile atiack,

g % L J Y e
Purges Darkness,

Salve L é ! 1@ Silenice and Poison.

Support | JP | Effect

Equip Axes 170 Equip Axe regardless of Job.

Beastmaster 200 Nearby allied monsters gain abilities.*

Action Command used to lessen damage from
' aiacks.
Gain 50% more JP in battles.

Defend 50
JP Boost 250

*Works only with monster directly next to unit, and with an elevation
difference of 3h or less.

Reaction | JP |Trigger | Range |Effect
Counter Tackle 180 Phys. 1(1)  Retaliate with a Dash Aflack.

JP {Effect
Move Up +1

Move

the Chemist job. It can be

can be selected and learned
the little JP you have available
These items can be used to
rt weakened allies.
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Job Overview :
i —— = . Items ' JP |MP|SP Range [Effect |
ok of the Chemist as 3 military field physician. They support allies by s .
- R 3 < s ? Fotion dtss 0 8 1 Use Potion. Cures 30 HP
“e=ving an assortment of healing items onto the battle field. With the right Hi-Pol 00 0 0 ] Use Hi-Potion. Cures 70 HP
=ed rned, they can cure any friendly unit’s status ailment or injury by A 0 = 0 0 0 1 bl ”re‘i Hl:"
A s From afar -Potion Use X-Potion. .Cur"es.. 50 HP
Ether 300 0 @ 1 Use Ether. Refills 20 M2
| Dkespite being the bridge class for other support jobs, the Chemist job Hi-Ether 00 0 0 i Use Hi-Eiher. Refills 50 MP
S plenty of bonuses that set it apart from later professions. The Throw e Use Elixir. Both HP and MP fully
e ability is instant, it doesn't fall victim to casting time or MP usage. Elixir 9000 0 O 1 elohd
¢ Aaditionally, Chemists can equip Guns, which gives them a stronger combat Antidote 70 0 0 i Use Antil 0t Curos Polsen
_?’5‘_1':.;{, over rha‘r 0! a “ hite Mage or Tmh: Mage. The 0.'113 duwnbldc_to Eye Drops 80 0 0 1 Use Eye Drop. Cures Darkness.
| == Chemist profession is the amount of Gil used to keep a full stock of Feho Herbs 20 0 0 ; s Ecto Grios. ues Silénce
‘==, and their inability to support multiple allies at a time. These factors, = Use M g (Ei K: Cures T G-
= combination with their weak attack power, cause the Chemist profession Maiden'sKiss 200 0 g 1 5? it 55 G 1ok
% fall behind other jobs in the later chapters of the game. Status. ;
: Gold Needls 250= 0 =0 Use Soft. Cures Petrify.
Eeen still, the Chemist is a necessary job to fill. Aside from its sratistic Use Holy Water. Cures Undead and
|\ &wth that naturally makes it the perfect starting point for a future spell Holy Water 00 0 0 1 Vampire status
| saster, several abilities are worth learning for later use. The Treasure Hunter Use Ramedy. Cures all status
seahity is necessary for obtaining rare items hidden on specific panels on the Remedy s 0. =0 1 i £
Sustlefield. Safeguard is the only guaranteed way to protect against stealing EI m;r';TS. D e
| "Thicf) or Rend abilities (Knight). Last but not least, the Auto Potion PhoenixDown 90 0 0 1 e AL DEVNE S U
I| s=action ability is one of the most powerful defensive options available to units
‘ & supporting class. It is important to take the time and learn the necessary Reaction | JP | Trigger | Range |Effect
wnlities of the Chemist profession before moving on to another job. ' i i
H Auto-Pation 400 HPDmg ] Use weakest available Potion
| AUTO-POTION NATURAL SELECTION LU
| (Support | __JP___Effect
Throw ltems 350 Throw ltems at a range of 4, regardless of Job.
Safequard 250 Equipped Items cannot be Broken or Stolen.
: Action Command used to change Equipment in
| Reequip 0 b s
| Battle.
Move | JP |Effect
i ltems after
Treasure Hunter 100 R nd.hldden Kol e
moving.
_ Ignore Elevation
Bbésts.stmng support capabilities,
&.#0-Pation is one of the more reliable reaction abilities for support classes. The 1 ist’
wnt equipped with it immediately uses the weakest HP restoring potion in your Assuming a Gun is
wwentory whenever they are hit. If you sell off all of your weaker potions, keeping the accuracy of the Arts of
sy the stronger ones in your inventory (like X-Potions), Auto-Potion can make 12l Gun shots, With both equipped,
most units virtually invincible. an enemy unit before they move
'  enables 2 Chemist to move
L without worry. With Auto-
> dealt can be shrugged off
35
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Job Overview

The Knight Job carries all of the physical attributes needed to dish out big damage with sword strikes and is an excellent choice for close-quarters combat.
Knights have ultra-high HP and Attack ratings, and have the ability to equip some of the strongest armor and weapon types available.

Knight's have the unique ability to target an enemy’s strengths and weaken them through calculaced atracks. This skill set is referred to as the Arts of War and

they include all of the “Rend” abilities. The Rend Spec:l Powcr, Magick, and MP abilities permanently lower your foe's statistics. Rend Power and Rend Speed
are pamcularl} useful because of the importance of these statistics for most units. For example, using Rend Spccd against a dangerous enemy increases the time i
. takes for them to take their turn.

The Rend Weapon, Shield, Armor, and Helm abilities completely destroy the item
that your enemy is wearing. Though most of these options aren't a huge asset to

_your ranks, the Rend Weapon skill can completely crush a melee unic’s ability to

attack you effectively. Specifically, destroying a Holy Knight's weapon eliminates

'\ their ability to use their Holy Sword skill set, which consists of some of the most
: feared artacks available for a melee unit.

REND SPEED FOR GREAT GAIN AND PROFIT

Rend Speed is useful for increasing
the accuracy of the Thief job steal
abilities. The percentage of whether
or not an item is stolen is based
directly on your victim's speed rating.
The lower your foe's speed rating is,
the higher the chance of a successful
steal. Repeatedly use a Knight's Rend Speed skill to significantly lower your
victim's speed rating. When ready, mave in with @ Thief to go for the big heist.

EQUIPPING SWORDS

As one might expect, the Knight's
Equip Swords ability allows any
class to equip a sword. Since the
Dark Knight's Fell Sward ability set
requires a sword to use it, the Equip
Sward ability enables any class to
take advantage of one of the most
powerful ability sets in the gama.

DUAL WIELDING THE ARTS OF WAR

The Ninja's Dual Wield ability
compliments the Knight's Arts

of War abilities perfectly. With it
equipped, Rend skills are performed
twice, increasing the possibility of
successfully hitting with the attack.
This also doubles the stats lost from

| the Rend Speed, Rend Power, or Rend Magick abilities. Rend MP, for instance,
| can drain almost all of a caster’s MP pool in two strikes!

, Samurai, Dark Knight

d, Knight's Swords

, Helms, Armors, Robes

SP Phys ATK |Magick ATK
B A c

Arts of War | JP | MP | Sp | Range |Effect

Rend Helm S0l 0 0 1 Destroys Helmet.

Rend Armor 400 0 0 Destroys Armor.

Rend Shield 300 0 0 1 Destroys Shigld.

Rend Weapon 400 0 0 1 Destroys Weapon.

Rend MP 250-1 0 0 1 Lowers target’s MP

Rend Speed 2568 0 0 1 Lowers target's Speed -2

Rend Power 250 0 0 1 Lowers farget’'s ATK -3.
: Lowers target’s Magick

Rend Magick g50E 0 0 1 Attack -3,

Support JP |Effect

Equip Heavy o - e

o 500 Equip Armor regardless of Job.

Equip Shields 250 Equip a Shield regardiess of Job.

Equip Swards 400 Equip a Sword regardless of Job.

m Range Effect

Weapon

200 None  Use your Weapon Evade.

ield skill compliments the
both physical attacks and
Jump ability has been

‘counter attack. Finally,
ve answer for moving into
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Job Overview

Sesened to fight from a safe distance, the hawk-eyed Archer job uses bows and crossbows to fire at adversaries from long range. The range an Archer can shoot

s out from other classes. When placed at a high vantage point, the Archer can damage incoming unifts with arrow shots well before they ger close enough to
e = threat.

& hers also have the *Aim” ability, which increases 4 shot’s Attack Power in exchange for lost turns. The damage output from these artacks, especially Aim +10

et Aim +20, are almost as threatening as a Black Mage spell. However, the increase in charge time is so massive that any enemy with an average speed rating
wld be able to move hefore the shot is even fired, This makes any Aim ability higher than +3 very difficult to use effecrively.

U foctunately, Archers lack the serious damage output needed to contend with other job types. In addition to this, the Archer’s Bane ability completely nullifies
S and crossbow shots, making them useless against any unit that carries the ability. The combination of these problems makes the Archer a weak job during
= Later stages of the game. In the same manner as the Squire, the Archer job should be thought of as a bridge that leads to other job types. Use your unit’s time
+ == Archer to obtain the Concentration and Adrenaline Rush abilities. Both of these abilities have many uses with other class types.

Outside of in_*.nmving the aceuracy of i 14 00 0 0 3 S —
o . rantrat

o arsssig o ouogas  AM+2 180 00 1 Chaigspoverolaakly +2

rate of a Thief's Steal abilities. It Am+3 =il 0 B 1  [Cegepeysidak i

eliminates yayr opponent’s ability Aim +4 20 0 0 1 Charge power of aftack by +4.

to factor in t’hgir speed rating and Alm '+ S0 0 =0 1 Charge power of attack by +5.

| possibly evade the attack. Although Afm 5/ 400 0 0 1 Charge power of altack by +T7.
< doesn't guarantee the success of the Steal command (since the Steal ability Am+10 700 0 O 1 Charge power of altack by +10.
S==4 has a low success rate), it improves the chances for a successful steal. Am+20 1000 0 | O 1 Charge power of afiack by +20.

EQUIP ARTS OF WAR! Adrenaline Rush 900 HP Dmg. 1 Speed up +1.
| Archer's Bane 450  Arow Neone  Negates Bow/Crossbow altacks.

Support
Equip Crossbows 350 Equip a Crossbow regardless of Job.
Concentration 400 100% success rate with Phys. Attacks,

Move JP Effect
Jump +1 200 Jump Up +1

HEP e 4 5 §

CT e 072y

MY e 0 3
444 )'
073
o

) focuses on the Archer's inherent
The Arts of War abilities
weaken enemies from afar.
acy of these techniques, while

The Knight's Arts of War ability set can also be utilized with bow weapons. When
souipped as a secondary skill, this enables the Archer fo break an enemy’s
seuipment from a distance. This is a very effective way of safely weakening an
esemy before your other melee units move in to finish them off. It is wise to equip
Cancentration to increase the overall effectiveness of this tactic.

| CONCENTRATION Aim | JP |MP SP| Range |Effect '

'. JP | Trigger | Range |Effect |

: CIARACTERS
“7 &JOBS

== changes depending on how high they arc on the battlefield. The higher the elevation, the further they can fire. This alone is the only ability that makes them 25
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Job Overview

Removing the need for weapons, Monks have the inherent ability to attack with their fists. With hands alone, Monks carry the damage output of a Knight and
possess many Martial Arts skills thar enable them to heal themselves, arrack from a distance, or assaulr a surrounding group of enemies with a single strike. The
end resulr is a highly versatile melee unit that carries enough positives to make this job useful for the entire length of the game.

| Phys ATK [Magick ATK
A= C

One of the more potent aspects of the Monk is not only contained in atrack options, but the healing options within the Martial Arts ability set. Purification
eliminates most status ailments. Chakra refills 2 small amount of lost HP and MP with no cost. Monks also have the ability to rejuvenate fallen comrades with
the Revive skill.

The first abiliry that you may want to procure with a Monk is Aurablast. This is a long range arrack with average attack power. Obtain Chakra next, followed by
Counter, then Revive, With the basics out of the way, you can invest time obtaining the JP heavy Shockwave and First Strike.

EQUIP ARMOR Martial Arts | JP

The Knight's Equip Armor ability can help improve the armor class for Monks, Cyclone 1504 0 =0 Seff  Attack that strikes nearby units.

who normally can't equip heavy armars. However, this option s only useful Inflicts between 1.5 to 13.5 the

during the early stages of the game, since befter armor options make an Pummel 3000 0 f 1(1)  damage of a normal attack (With

appearance laier in the game. bare hands 1.9 o 18).

Aurablast 00 0 0 3(3) Projectile attack.

CHAKRA & MANA SHIELD Shockwave 800 0 O aline p o eetEtlns
The Time Mage's Mana Shigld ability Gannat hit flying enemies.
converts your MP pool into a shield Doom Fist ot 0 =0 1(0)  Inflicts Doom on farget.
that acts like a second set of HP Purification 200 0 0 Self  Purges most status ailments.
This means any damage dealt to the Chakra 30 0 0 Self Recover some HP and MP
character is removed from their MP Revive 500 0 0 1(0)  Revive downed unit,

pool before their HP gauge. Since
the Monk's Chakra ability restores

a small portion of both HP and MP you can restore two life sources at one time Critical: Recover 50 Cii qup  Hecover HP when made
with it. With both MP and HP being used as an easily replenished life source, a HP ) Critical.
Monk can be extremely difficult to kill. Counter 300 Phys. 1 Retaliate with a Phys. Attack.
3 : Altack before your enemy hits
First Strike 12000  Phys. 1
FIRST STRIKE A s you.
First Strike is one of the most powerful reaction abilities available for a melee unit. Support | JP | Effect
This skill causes your Monk to initiate a preemptive strike against an attacking Brawler 200 Increase damage caused by Bare Hands by 50%.
enemy. The strike used deals the full amount of damage that a normal attack 2 : :
waould inflict. Since it occurs before your foe even hits you, First Strike can pravent Move JP | Effect
the chance of an enemy with low HP of ever inflicting damage on your Monk. Litefont Recover some HP after moving.

DOOM FIST

Doom Fist casts Doom on an enemy, 1e Ma, eld, Dual Wield, Move + 3

a status ailment that causes a timer i Time Magicks is to make Haste
o appear over an enemy's head. . combination with Dual Wield,
Once the timer reaches zero, the unit into atrack range and inflict

is KO'd. Normally the time it fakes ana Shield works in combination

for an enemy te perish is far too long ty, which regenerates both HP
to make Doom Fist worth doing. e combination of an easy way to

Howsver, casting Haste on an enemy with the Doom ailment speeds up the with the Monk’s high HP rating
count down process dramatically. This is just another reason why attaching Time makes the Moni;job avery
Magicks to a Monk makes for an effective job combo. : :
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0= the ability to cast an assortment of powerful healing spells, the faith filled White Mage is one of the more prominent support classes. White Mages can
s several friendly units at a time and use their high speed rating to take turns frequently and back up a group of allies whenever necessary. Sadly, there are a
s Sownsides to the play style of this job. Whire Mages have few offensive options for emergencics, they also have a heavy spell casting time, and they require a
‘e amount of MP to establish and maintain the support thar they can create. In this regard, the Chemist job may make the task of party support a bit casicr
o their moderate weapon capabilities and instant items.
8 won as the White Mage job is available, you may want to make it your first priority to invest JP into Cure, Esuna, and Raise. These spells are the foundation
.+ sepport casting. Much later in the game, when your White Mage has the MP reserves to support them, Wall, Regen, and Holy are extremely important sg spell
- These abilities stand out from all others and set the White Mage job apart from other support jobs like the Chemist. Holy is a devastating offensive spcll -
S allows a White Mage to attack when an emergency comes up (if an enemy unit closes in on your location). i
BRITHMETICKS & HOLY
W Srsit inclination wouldn't be to make a White Mage an offensive caster.
I Smwever, the Holy spell is one of the most powerful attack spells. Very few - :
Sy units have resistance against the Holy element, making it effective against wa oL 6 25 j Recover a little HP
S we variety of miscreants. Attaching the Arithmeticks ability set to a White Exi 180 10 20 4  Recover some HP
W= ciminates casting time and MP cost and adds the most effective targeting Curaga 450 16 15 4 Recovera [otof HP
S available for attack spells. This, in combination With their above average Curaja 800 20 10 4  Recover heaps of HE
Seeed rating, results in a monstrous spell caster that carilbe as powerful as a Raise 200 10 25 4 Revivedowned unit.
Mok Mage when using this Arithmeticks tactic. e 60 20 10 4 Revive downed unit with
full HP
Reraise 10000 16 15 3 Causes Reraise.
. Gancel
Regen o s o5 3 | N
Poison.
Protect 70 6 E25 3 Causes Protect. J
Protectja 600 24 3  2(3) CausesProtect
Shell 70 & =8 3 Causes Shell
Shellja 600 20 15 3 CausesShell.
Wall 400 24 25 3 Causes Proiect and Shell.
T 00 18 34 3 H‘JIQBS most commeon status
ailments.
Holy 600 56 17 5 Holy elemental magick =5
altack. :
! Reaction | JP |Trigger| Range |Effect
Regenerate 4000 HF Dmg. 1 Causes Regen.
. PURIFICATION ' '
TTE The White Mage's healing spells also Support JP Effect : : .
have the ability to inflict damage upon Arcane Defense 400 Greater resistance against Magick Attacks.
undead enemies. In fact, casting .
Raise on an undead creafure can kil : Re nmmenl:le Skill Set
it instantly!
inherent prowess towards
amount of casting time
essity for any mage that isn't
offers additional support
with the addition of Haste
to gain MP back when you are 49
o
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40 ¢

| With the inclusion of both their massive casting time and MP cost, it’s rarely Black Magicks m SP [Range |Effect
25

Job Overview

A shrouded Black Mage wields the elements with devastaring results. Buasting the highest Magick Attack rating of any job available, this walking nuclear
weapon is arguably the No. 1 attacking mage class in the game. Without fear of retaliation, a Black Mage's basic elemental spells give you the power to weaken
enemies from a distance before your main melee units move in for the kill, By paying close atrention to your enemy’s elemental resistances, savvy players can
inflict horrific damage to any unit that is not outfitted to deal with Black Magicks.

During the early stages of the game, the Black Mage has three major weaknesses that keep this job from outclassing other casti ng units. The amount of MP
needed to cast offensive magick is usually massive, forcing Black Mages to waste turns using items in order to keep their MP high. Black Mages can also have
issues with the amount of time it takes to cast their more powerful spells.

worth the MP reserves to use Firaja, Thundaja, or Blizzaja. Lastly, many of Fire 1 4 Fire elemental magick attack.

the Black Mage's spells have good range, but on occasion Black Mages may Fira 200 12 20 4 Fire elemental magick alfack.
be forced to get closer then they should in order to cast. Sometimes this Firaga 480 24 15 4 Fire elemental magick attack.
allows melee units to move into striking range. Since the Black Mage’s HP Firaja 850 48 10 4 Fire elemental magick afiack
rating and armor class are poor, any melee unit that manages to hit 2 Black :

Lightning efemental magick

Mage may inflict critical damage. Thunder o= 6 = B altack
There’s an easy answer to all of these problems: the Arithmetician class. Lightnin ental madi
The Arithmetick abiliry ser enables -.1:11)3,' casting class to use a selection of Thundara 200 10 2 4 attgack. e e
mathemarical parameters to target specific units on the field. When used iahini -
properly, a Bla}ck Mage can tar; gr any enemy on the field and inscantly cast Thundaga 430 24 15 4 ;iztknmg SRtk
a spell against them with no charge time or MP cost. Tn short, equippin S -
- Arli’thmr‘:grick as your secondary nlfi‘lir_v eliminates a majority of rh'i Blﬁckg Thundaja 850 48 10 4 L il ek ik
Mage’s weaknesses, making them the most effective artack unit available. This - aliark - .
R b P o etogea Blizard 50 6 25 4 lee elemental magick atfack.
job combination is so absurdly powerful that it’s even capable of eliminating : - :
e Bi!zara 200 12 20 4 |ceelemental mag!ck attack,
; Blizzaga 480 24 15 4 lce elemental magick affack.
DEATH Blizzaja 850 43 10 4 ice elemental magick attack
Poison 130 6 34 4 Causes Poison.
Toad 5000 12 20 3 Causes Toad.
Death 6800 24 10 4 Causes instant Death,
Flare 900 60 15 5  Magickattack.

; | Trigg
Magick Counter 800  Magick S/8 Relaliate with identical spall.

Support | JP  |Effect
Arcane Strength 400 Increase damage caused by Magick Atfacks by 33%.

Recommended,Skill,Set——
rils ‘ Areane Strength, Manafont

s increase spell strength,

age to target any unit on the

- time or MP cost. Since MP

gh Arithmeticks, Mana Shield
 MP reserve. Manafont enables a
an enemy while regenerating MP
Mana Shield creates a defensive failsafe
y et close enough to attack.

In situations where Fiare or other direct damage spells aren't dealing enough
harm, it's worth the attempt to cast Death when an incoming enemy poses a big
tfreat. The rate of success is low, but if you're using Arithmeticks to initiate it, the
lack of casting time and wasted MP are more than enough reasons to warrant
the risk.




Job Overview

| SPEED CASTING , i3
Swiftness significantly decreases the

charge time for spells. This makes it
the perfect support ability for mages of
all types, including White Mages, Black
Mages, Surgmoners, Time Mages, or
Mystics. It should be your first priority
if you aren’tPlanning on sticking with
the Time Mage job for long.

Time Mage's ability set works well in combination with jobs that have
<=ells that may take a long time to cast. Summoning magick consists of somg
saremely potent spells, but their casting time is usually so massive that the
smemy can often move before the spell hits. You can fix this problem by using
\mmobilize or Stop on an enamy to keep them from changing their position. With
s way 10 run, hitting your adversary with a Summan spell is easy.

e R

2% CHARACTERS
& JOBS

T Time Mage's uncanny control of speed offers a special kind of support. The objective of this job is to cripple the enemy party’s mobility while improving the
- uctivity of vour own units. This is done by casting spells like Haste or Stop, both of which alter the speed at which a target gains turns. With Slow caston
‘ecnry units, while Haste is being divvied amongst your troops, the amount of turns you gain over your foe can be a major difference that wins the battle.

e Mages have access to three offensive spells that deal direct damage to the enemy; Gravity, Graviga, and Meteor. Their casting periods are enormous,
—uking them easily avoidable at first. However, these spells are intended to be used as a secondary offensive once Immobilize or Stop has been cast on an enemy.
Wh the inability to move, there’s no way for your helpless foe to stop an incoming Mereorite.

When vou first make the switch to Time Mage, focus on procuring Haste, Slow, and Immobilize. Haste is the meat of the Time Mage's ability set, which

- —cases a unit’s CT (the parameter that affects how fast a unit gets to their turn) to 1.5, Mana Shicld and Swiftness should also be obtained for use in other
eses. Later, when you have a larger MP pool, Gravity and Graviga should be obtained, so your Time Mage has 2 means of attacking immobile enemies for
wenificant damage. Meteor is an impressive and powerful spell for sure, but its MP cost and terrible charge time makes it a risky choice for dependable damage.

icks| JP |MP SP |Range |Effect L
3

Haste 00 8 50 Causes Haste.
Hasteja 600 30 15 3 Causes Haste.
Slow 80 B8 &0 3 Causes Slow.
Slowia 600 - 30 15 3 Causes Slow.
Stop 350 14 15 3 Causes Stop.
Immobilize 100 10 34 3 Causes Immobilize.
Float 200 8 50 4 Causes Float.
Reflect 300 12 50 4  Causes Reflect.
Quick 00 24 25 4 Boost effected unit's CT to 100.
: Damage equal to 1/4 larget’s
Gravity R0 24 = 4 M HP
: Damage equal fo 1/2 target’s
Graviga B50 - 50 12 < Max HP
Meteor 1500 70 8 4 Strong magick attack.
Support | JP  |Effect
Swiftness 1000 Charge Tima is shortened.

Reaction JP |Trigger | Range |Effect [

Critical: Quick 700 Critic. i Boost unit's CT to 100.

Mana Shield 400 HP Dmg. None  MPis lost instead of HP

Move | JP  |Effect

Teleport 600 Move anywhere, may fail if you move too far.

Levitate 540 Causes permanent Float. @yt

Recommended,Skill, Set—

iness, Manafont

advantage of the Time
ned. Summoning has

enemics affected by Stop

ick also happens to be very

t because of their high

1. Swiftness increases the speed at
n spells initiate, while Manafont

s high. L 41




SUMMONER &

THIER &

« Your first priority is to learn the Shiva and Golem spells. Shiva is a cheap and
i effective attack spell, while Golem acts as 2 defensive option against physical

=..attacks. Leviathan and Facrie should be your second objectives when you have Moaogle 110 8 34 4 Recover some HP (allies).
Y the JP reserves to pay for their massive costs. Shiva 200 24 15 4 Ice elemental damage {ioes), ]
1 Ramuh 200 24 15 4 Lightning elemental damage (foes).
GOLEM it 0 24 15 4 Firelemental damage floss). |
Titan 22000 30 10 4 Earth elemental damage (fogs),
Golem 500 40 15 Self  Absorbssome Phys. Damage.
Carbuncle 350 30 20 4 Causes Reflect (allies).
Bahamut 1600 60 7 4 Sirong magick atiack (foes).
Odin 900 50 8 4 Strong magick atfack {foes).
Leviathan 860 48 3 4 Waier elemental damage {fogs).
Salamander 860 48 g 4 Fire elemental damage (foes).
Sylph 400 26 15 4 Causes Silence (foes),
Fagria 400 28 15 4 Recover a lol of HP (allies).
Lich 600 40 10 4 Darkness elemenial damage (foes).
Cyclops 1000 62 g 4 Siong magick allack (foes).
Zodiark None 99 g 4 All powerful summon aftack (foes).

| the only creaturs that utilizes this spell. Before you face this encounter equip the

| | Phys ATK |Magick 2
9800 D A

Job Overview

Summoners have the power to call upon mystical creatures to attack their foes. The targeting fields that sum mon spells use carry a unique property that no
other spell has. They only affect units that they are supposed to; attack spells won't targer allied units, and heal spells won't target enemy units. This enables the|
Summoner to use targeting fields in any manner they desire without the chance of an unforescen negative occurrence, |

The drawback to this flexibility is the heavy MP usage and casting time that most summon spells carry. Summoners can't focus a spell on a moving enemy unig]

| they can only target a specific set of field panels. Because of the extended casting period, encmies often have enough time to move away from an incoming spell|
blast. To compensate for this problem, the Time Mage’s Swiftness ability is a must for speeding up the casting process. i

|

Summon | JP |MP! SP | Range |Effect

The Golem summon casts a status effect on the user that nuliies physical Support | JP_ [Effect =
attacks from human characters. This doesn't work against animals. Use itin Halve MP 1000 Use half the MP when casting Magick
battles against human parties to keep your Summoner safe if they are aver i

intercepted.

ZODIARK

itical: Ri P
Critical: Recover 400 Critic, 4 elclaverM when made
MP Crilical.

Recommended.Skill o —

Zodiark is the most powerful
summon spell attainable. it can only
be learned by having the spell cast on
one of your Summoners. The attack
must be survived in order for the spell
to ba learned. The boss at the bottom
of the Midlight's Deep, Elidibus, is

"ﬂ.d\"!_!.ntage of the
k Attack powes, offering a line of
where the Summon isn't fast
- should be common abilities
Mana Shield ability to increase your Summoner's chances of surviving the spell. ease in spell casting speed and
Refer to the Advanced Strategies section of this sirateqy guide for additional
technigues.

|




‘& JOBS

Move | Jumy | ©C-EV | JP Master
4

4 25 4520

Magick ATK
D+

Overview

" focus of the cunning Thief job is to leech an enemy’s wares. Their battle ability is average in almost every aspect outside of speed, but they make up for it
e their usefulness in procuring rare items in various ways. The Thief's Steal skills can take any piece of equipment attached to an ¢nemy and add it to their
nsorv. They also have the Sticky Fingers ability, which enables them to snatch a "Qm_]a: thrown weapon and keep it for their own. The Thief job can also
. monsters for additional items. All of these oprions lead to powerful items that can't be found in any other way.

'Da.—.-L: their lackluster combat capabilities, they still have a few options that help them greatly in batte. Their exceptional speed rating enables them o evade
ks frequently and take turns faster than other units. The Steal Heart skill Charms a rargeted enemy, coercing them into fighting for you for several turns.
e Steal Weapon ability also disarms foes leaving most melee units helpless.

W% playing as a Thief, obtain the Steal Heart ability before all others  JP |MP| SP Ra e Effect
% g=in an extra skill to work with in battle, From there, invest JPin Steal oteal Gil 100 -0 1(1)  Steal Gil irom enemy.
Wespon, Steal Armor, Steal Helmer, Steal Shield, and Steal Accessory. This Steal Heart %0 0 0 3 Causes Charm.
gesres your Thief for the rare items thar some boss characters may carry Steal Helm 350 0 0 (1) | Steal a Helmet from an enemy.
e in the game. Take a gander at the Advanced Strategies section of this Steal Armor 450 0 0 1(1)  Steal Ammor from an enemy.
Smseeoy guide for d.ddltlo{ld.l help with stealing. Steal Shigld 30 0 0 1(1)  Steal 3 Shield from an enemy.
i StealWeapon 600 0 O 1(1)  Steal a Weapon fram an enemy.
FLYING TREASURE Steal Accessory 500 0 O 1(1) Steal an Accessory from an enemy.
Steal Exp 250 0 0 1(1)  Steal Exp. froma unit.
Reaction | i je | Effect
Vigilance 200 HP Dmg. 1 Causes Defend action command
I Gil Snapper 200 HP Dmg. 1 Gain Gil for every point of HP lost.
Sticky Fingers 200 Throw None  Catch a thrown ifem and keep it,
Support | JP  |Effect
Poach 200 Manster is automatically Poached when defeated.
Movement JP |Effect
Move +2 560 Move Up +2
Jump +2 500 Jump Up +2

The Sticky Fingers ability acts as a defense mechanism against weapaons thrown
%y 2 Ninja. The weapon your enemy throws at you doesn't simply disappear; the
#=m ends up in your inventory, This enables you to essenlially caich and steal
2ny weapons thrown at you. Some high level Ninja throw extremely

e weapons!

EQUIP CONCENTRATION

dded to help the Thief’s damage
fime of Jump is shortened for

t has. Since the Thief has plenty
a]ump attack drops faster (but

Concentration is useful for increasing
the success rate of the Thief's Steal
abilities. It eliminates your opponent’s Thief job than when a Dragoon
ability to factor in their speed rating for any Thief planning on taking
and possibly evade the attack. odon Nt

Although this doesn’t guarantee the :
success of the steal command (since
% steal ability has a low success rate), it improves the chances for a successful
steal in a big way.
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Job Overview
With the power of the spoken word, the Orator converses with units on the battlefield in an effort o invoke fear, inspire bravery, or even convince an enemy to

join your ranks. This unique set of capabilities allows them to offer services that no other unit can duplicate.

The downsides to the Orator are their poor stats and lack of worthwhile direct damage attacks. Aside from their ability to equip guns, they are complerely reliant
on their powers of persuasion to hold their own on the battlefield. This lowers the effectiveness of the Oraror down to their ability ser. So, you are better served
equipping the Speechcraft skill set as a secondary one on a stronger job.

Despite this, the Orator must be played if you want to obtain later jobs m JP |MP| SP | Range |Effect

while earning their useful skills. It is recommended that you learn the Entice May entice an enemy lo foin

< skill before all else, which is used to persuade enemies info joining your Entice 100 0 0 3(3)
army (obtain the Beast Tongie ability to use the Speechcraft skills against sl 0 — SO =
2 : : sl : i i 0 =0 3(3)  Drops enemy unit's CT to 0.
) monsters). When combined with Entice, it is possible to invite monsters to Praise 200 0 0 33) Boost B b
| join your ranks. Praise, Indimidate, Preach, and Enlighten should be procured e 3 ! SRRSO R
to adjust the Bravery and Faith ratings of both friendly and enemy units. Intirmidate 200 0 0 E(S) Drops Brgvery down by -20.
Threaten is uscful tactically for lowering an enemy’s Bravery below 10, which Pregch 200 0 0 3(3)  Boost Falllh up by +4.
turns them into a Chicken. Refer to the Bravery & Faith section of the Basics ~ ENligften 200 0 0  3(3) Drops Faith down by -20.
section of this guide for more ways to manipulate Bravery and Faith to your Gondemn 50 0 0 3(3)  Causes Doom.
. advantage. Beg 00 0 0 30) anik the enemy into giving you
> FOR THEIR WARES Insul 00 0 0 33 CausesBeserk
MimeDarfavon 3000 0 0 3(3)  Causes Sleep.
Support | JP  |Effect
Equip Guns 800 Equip a Gun regardless of Job.
Tame 500 Causes Entice on monsters when they are Critical.
Beast Tongue 100 Use Speecheraft on Monsters regardless of Job.

Reaction | JP | Trigger | Range |Effect
Earplug 300 Speechoraft  Mone  Negate effects of Speechoraft.

yRecommended, Skill,Set——

hite Mag: Arcane Strength, Move + 3
5&::11-5 to work as a support class.
rt easting abilities, while Arcane
5 poor magick attack rating.
ive measure that nullifies most

Siealing items from an enemy can occasionally be dangerous because of the
need to be directly next to your victim. instead of relying on the Thief's Steal, fry
using the Orator’s Entice to persuade the enemy to join your side. You won't need
to worry about stealing their items if they accept your offer.

ca e ————————— e R S R
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Job Overview

The Mystics job is to act as a support caster that cripples enemies with status altering spells. Most of these ailments work by crushing your opponent’s ability to
Sets correctly. Induration and Hesitation are used to quickly and efficiently take enemy units out of battle, while Empowerment keeps your MP pool high (while
Sewering your foe’s). You can learn Manafont to regenerate even more MP while simply moving around.

Seeemestingly enough, Mystics also have worthy melee capabilities. Their Pole weapon ignores their Physical Attack rating and instead uses their Magick Artack
w calculate the Pole’s damage. This calculation is: Magick Attack x Weapon Power = Damage Inflicted. It even has a two panel attack range, endbhn“ them to
ok from a safer distance. This works well in combination with their Mystic Arts. After using Hesitation to disable an enemy’s ability to function, move in for
#e kill and strike with a normal attack.

EMPOWERMENT mmmm -

Outside of its ability to drain MP from Umbra Causes Blind.

an adversary, Empowerment can be Empowermant 20(] 2 50 4 Absorh 34% of the target's MP

used to see the max MP amount of a Invigoration 350 16 50 4 Absorb 25% of the target's HP

boss (which is normally hidden). The Belief 400 6 25 B Causes Faith.

spell doesn't have to be cast to do Dishelief 400 6 @ 25 4 Causes Athgist.

s0, just select the spell and target the Corruption 300 20 20 4 Causes Undead.

ensmy with the sfats that you want Quiescence 170 16 34 4 Causes Silence.

to observe. Fervor 400 16 20 4 CausesBerserk.

! Trepidation 2000 20 25 4 Drops Bravery down by -30.

TREPIDATION 3 Delirium 400 20 20 4 CausesConfuse.

The Trepidation spell lowers the Harmony 800 34 34 4 Purges positive status ailments.

target's Bravery by 30 points. This Hesitation 100 10 20 4  CausesDisable.

is useful for lowering the activation Repose 30 24 17 4 Causes Slesp.

rate of a unit's reaction ability, which Induration 800 16 10 4 i Chore

is decided by the Bravery stat. They

can evan turn into a Chicken if you i | Trigger | Range |

E:giu:‘éﬁ lower their Bravery ibsobMP | 250 WPEAL 3 Es;;;.rer as much MP as the enemy
MaNAFONT Support_| P [Effect |

Defense Boost 400 Receive 33% less damage from physical attacks.
Movement JP |Effect

lgnore Weather 200 Negaes any effects of thunder storms.
Manafont 350 Recover some MP after moving.

1as been added to fortify the
th options available, the Mystic

% i no exaggeration to say that Manafont is a mage’s best friend. This ability
r=covers MP as your unif moves. It is also ong of the abilities needed for the
Mazna Shield + Manafont ability combe, which is an extremely effsctive defensa
pption for melee units

CHARACTERS
&JOBS
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Job Overview

With strong physical attributes, good equipment options, and passable magick abilities, the Geomancer is an all-purpose attack unir. At close quarters their
physical attacks inflict damage that is almost comparable to a Monk. At a distance, they have powerful Geomancy at their disposal, which enables them to use
the ground they are standing on to project elemental magick. The magick used changes depending on the type of earth they are standing on. Each spell deals
elemental damage and carries the possibility of inflicting a status ailment. The combination of magickal and physical prowess gives them the ability to act as
melee units and casters, a flexibility that few jobs have.

With the Geomancer's flexability comes a lack of outstanding strengrhs. M JP |MP | SP | Range |Effect
Their physical attacks are not as destructive as a Knight or Monk, while Sinkhole 50 0 0 5 Damages, can catse Immobilize.
their casting abilities are far worse than any other mage class. This causes Torrent 0 0 0 5 Water attack can cause Toad
- . the Geomanceer to fall behind other jobs during the later stages of the game. Tanuleving 150 0 0 5 Damages PE;I'I cause Stop :
GEOMANCER T2 Despite this, it is recommended that you learn all of the spells within the Contortion 150 0 0 5 Damag ESI :aﬂ T S;ané
Geomancy skill set, or you may risk running into positions on the bartlefield Terofl = 150 0 0 5 Earth aﬁaﬁ‘; can cause Coﬁfuse
that you won't be able to cast from. Also, equip your Geomancer with WJ. : SI y 50 0 0 y Wind at kl it Di 2
the Arcane Strength skill found within the Black Mage’s ability set. This II'IG : > = ? ‘Iﬁ E.k M E i
increases the srength of Geomancy substantially. The Geomancer's strength W”,l_ﬂ _lh_e Wisp 11500 0 0 f Fire aftack, can cause Sleep.
lies in the ability to handle a variety of situations, so also try equipping White Quicksang 10 0 0 d W_ate! atlack, causes Dn{]r_n_
Magick to them to give them support options as well. Sanc.atorrn 150 0 0 5 Wind attack, can C'EUSEIBHHEL
Snowstorm 500 0 [0 3 |ce attack, can cause Silence,
DRAGOON S L AVAWALKING > Wind Blast il 0= 5 Wind attack, can cause Slow.
) Battlefields with [ava are a rarity, but Magma Surge 150 0 0 b Fire attack, can cause KO.
the few stages that do have it are - —
difficutt to traverse. The Geomancer's JP | Trigger | Range |Effect
Lavawalking ability enables them to Nature's Wrath 300 Phys. Any  Retaliate with Geomancy.
1 . RIS als WS | |
R b bl oo P o
; Attack Boost 400 Increase eifectiveness of physical attacks.

Geomancy that only works on laval

| JP |Effect
220 Negales all move penalties caused by rough terain.
Lavawalking 150 You can travel over and stop on Lava.

KEEP AWAY

Recommended, Skill,Set-
rick, Re ne Strength, Manafont

eomancer’s magick abilities.

magick to work with, as

spell. Arcane Strength improves
White Magick. Manafont also
. 'The final addition is Reflexes,

of the equipped shield ro

Geomancy has an incredibly large attack range, enabling the caster to attack
from an extremely safe distance. An interesting way to use this to your advantage
is to repeatedly use Geomancy from as far away as possible. When the gnemy
starts closing in on your group, simply move away from them and continue using
Geomancy from a distance. You can equip Vanish as a Reaction ability to snable
your unit to safely relocate to a new position If they are ever cornered. During the
46 . garly stages of the game, most enemies have a hard time dealing with this simple

strategy.
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b Overview
" —=hty Dragoon is a melee class that utilizes Polearms. This weapon type is one of the few that can hit enemies from two spaces away. Dragoons also rely
Sy on the “Jump” ability, a leaping physical attack that can strike enemies several panels away. This technique deals absolutely massive damage, allowing
s weapon types to inflict the maximum amount of damage possible. Since they don't have anything else that sets them apart from other combat units, it is
Sspesative 10 invest points into learning all of the available Jump types as soon as possible.
" Jump causes the Dragoon the fly off of screen for 2 period of time. During this time the unit cannot be targeted for attacks, The speed at which they drop
cir target is dependent upon your current speed rating. The higher your speed, the faster the Jump drops. Since Dragoons are so reliant on Jump, it
\ == important to equip items and abilities that help boost your speed rating. Focus on increasing the Jump's effectiveness to make the Dragoon a powerful
Jumyg JP [MP| SP | Range [Effect
Horizontal ump2 1800 0 O 2(0)  Alters range of Jump.
Eriect _ b Horizontal Jump 3° 380. 0 0 3(0)  Alters range of Jump.
Horizontal Jump4 550 0 @ 4(0)  Alters range of Jump.
g Soees Horizontal Jump5 8000 0 O 5(0)  Alters range of Jump.
Horizontal Jump 8 1100 0 O 8(0) Alters range of Jump.
Vertical Jump2 1000 0 0 1{2)  Alters vertical range of Jump.
VerticalJump3 250 0 O 1(3)  Alters vertical range of Jump.
Vertical Jump 4 A= 0 =0 1(4)  Alters vertical range of Jump.
Vertical Jump 5 St 0 =0 1(5) Alters veriical range of Jump.
Vertical Jump 6 700 0. =0 1(6)  Alters vertical range of Jump.
Vertical ump7 10000 0 O 1(7)  -Alters vertical range of Jump.
Verfical Jump 8 1500 0 0 1(8)  Alters vertical range of Jump.
Support | JP  |Effect
; ’ Equip Polearms 400 Equip a Polearm regardless of Job.
De2o00n must rely on an increased speed rating to increase the effectiveness aulp e S gaens
= Jump ability. Adrenaline Rush pravides that capability by increasing the Reaction JP | Trigaer | Range |Effect
5 speed rating every time they are hit by an attack. Every it you take Dragonheart 600 Phys. 1 Causes Reraise
reases Jump's attack speed, making it more and more effective. 1
Movement JP |Effect
Ignore Height 700 Jump to any height.
Recommended,Skill,Set—
il e Rush, Doublehand, Move +3
vhich is normally the natural
used with Polearm weapons.
ity 1s the best choice, which
weapon inflicts. Adrenaline
ise the drop speed of the Jump
artial Arts have been added
where Jump may be too slow to hita
47
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Job Qverview

Boasting high physical strength, and a long list of powerful abilities, the iconic Samurai is one of the more effective melee classes at your disposal. The Taido
abiliry set draws power from one of the Karana in your inventory and uses it to unleash a special technique. These abilities, which can only be used if you own
the Katana with the same name as the slall, range from powerful attack spells to status enhancements. Although none of these techniques use MP, there's a small
chance that the Katana used to perform the ability may break upon execution.

The Samurai is essentially a magick using class that can equip heavy armor. Aside from the Masamune and Kiyomori abilities, the effectiveness of the Taido skill
set is dictated by the character’'s Magick Artack rating, Unlike other types of magick, the caster’s Faith rating doesn’t alter the effectiveness of these spells. Since
the Samurai inherently comes with a mediocre Magick Attack rating, use the

Black Mage's Arcane Strength ability to increase it, [ JP |MP| SP | Range | Effect

Murasame should be the first technique you learn. It heals allies within the Ashura 100 0 0 Self  Damages enemies.

casting field for a respectable amount. Kiku-ichimonji should be the second Kotetsu W= 0 50 Self  Damages enemigs.

skill obtained, which is a powerful shockwave attack with a massive 8 panel Osafune g00= 0 =0 Self  Lowers enemies’ MP

range. Lastly, Shirahadori is a defensive mechanism that nullifies weapon Murasame 400 0 0 Self  Recovers allies’ HP

strikes, guns, arrows, thrown weapons, and even the Dragoon’s Jump attack. Ama-no- 500 0 0 Self Damages enemies and can cause

It's extremely useful for mage classes that lack the armor and HP needed to Murakumo - Slow.

survive big hits. Kiyomori 800 0 0  Self CausesProtectand Shell on allies.

Damages. can CGonfusion

SHIRAHADORI WEAKNESSES Mimmasa.— Sl V' gl - Soli Deamie'mﬁicf = "
Kiku-ichimonji 800 0 0 8 Damages enemies.
Masamune 90 0 0 Self  Causes Regen and Haste on allies.
Chirijiraden 10000 0 .0 Self  Damages enamies.

JP | Trigger | Range |Effect

Counter with Damage equal to

Bonecrusher 200 Critic. 1 Nax HP
Shiranadori O i e U chancechiading Phys
Attacks.

Support JP  |Effect
Equip Katana 400 Equip Katana regardless of Job.
| fith li
Doublehand 900 Hold a weapon with both hands, doubling damage
dealt.
: 2 - —= : = _ Movement | JP |Effect
Despite the dominance against physical attacks, Shirahadori cannot counter Waterwalking 300 You can lravel over and stop on the suriace of Waer,
ceriain moves. It does not work against the Monk's Martial Arts skill or monster

special attacks. It also will not stop reaction abilities, like Counter or First Strike. Recommended.Skill.Set

; 1d, Arcane Strength, Move +3
) Mana Shield has been
an. The Monl's Martial Arts
- Chakra, which helps regenerate
hield. Arcane Strength
sive magick within the laido
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Overview
s 2ave the mherent ability to wield two weapons at a time, which allows them to strike twice in one attack turn. Combined with their superior attack power,
et and movement rating, the Ninja can move in and mow down opposing units faster than almost any other melee unit (Dark Knights excluded). They
" save the Throw skill, which tosses one of the weapons in your inventory at an enemy. This assortment of extremely damaging short and long range attack
wities make the Ninja an incredible asset to vour ranks.
the Shuriken throw ability is your first prioriry. Your second is Dual Wield, which can be attached to a different melee job to improve their attack
s drastically. Tt is a must have for Knights, Monks, and Dark Knights. Vanish is also worth learning for other jobs later, namely Arithmetician, Dancer,
m SP | Range |Effect
Shuriken 0 0  Move Throw Shurikens.
=) ; : Bomb 70 0 0 Move Throw Bombs.
DE-.S-?MRU?:SQ Iagﬂfﬂ as E:qF'-B?_'E-“D” Knife 100 0 0 Move ThrowDaggers,
a[;".]‘y‘ 'i '“’feik TEDHFCDT I‘:qt!lilm Sword 00 0 0  Move Throw Swords.
iv;lgigirpsfgfniaa;: nL" :18 ur‘{r; that e g 0 ofs Mow SHONE
) percentages o7 e un L 1
it i5 attached to. Equipping Reflexes, '(E_”E_ma 0 59 Move [N Kgla‘ma
along with a Featherweave Cloak Ninja Blade 100 0 0  Move Throw Ninja Blades.
(Physical Eyace Up 40%, Magickal i 129 0 =0 Move ThiowAres.
S5 Up 30%), lowers your enemy’s hit rate against your unit to no more than Polearm 00 0 0 Move Throw Polearms. :
S on any side. If equipped with the Gold Escutcheort Reflexes renders the unit Pole _ 100 0 0 Move Throw Poles. C
4 wainerable to attacks from the front and sides. It even makes them immune to Knight's Sword 700 0 0 Move Throw Knight Swords. ;
e magick! Book 100 0 0 Move Throw Book.
Reaction | JP [Trigger Range |Effect '
THROW NOTES Vanish 1000 HP Dmg. 1 Casts Invisible on self. -
Reflexes 400 None None  Increases Evade.
Support | JP | Effect
Dual Wield 1000 Equip iwo of cerlain weapons.
JP | Effect _'
Waterwalking 420  Negates all move penalties caused by water. ~ 7
| al Wield ability to increase the
abilitics. Attack Boost gives
that pushes their already
en higher. Furthermore, Mana
, advantage of the MP pool that
Theow damage is calcuiated by taking the users speed rating and multiplying it =
By the thrown weapon's attack power (User's Speed x Weapon AP). Elemental
amnbules present on the weapaon are also taken into account, making Flails and
Swords the better throwing weapons. Throw range is dictated by the user's Move
rs2hng. so equip accessories that increase movement to improve the range of
# Throw ability. Mave +3 and Germinas Boots is the optimal combination to
porease the Throw range.
249
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- Job Overview

Arithmetician’s carry a low set of statistics that makes them seemingly useless at first glance. Their speed rating in particular makes it difficult for them to keep
| up with other units. However, their Arithmeticks command set allows them to cast Black Magicks, White Magicks, Time Magicks, or Mystic Arts on several
| targets at a time, instantly and without MP cost. When you open the Arithmeticks menu, two criterions must be selected to determine who the spell targets. The
| first menu shows a group of values that are available for selection. The second menu lists a group of numbers. Arithmeticks finds targets by taking the value and
| combining it with the number. If for example you sclected ‘Level’ as your value and ‘Multiple of 5” as the number, Arithmerticks would target any unit on the feld
| that has a level that's 2 multiple of 5 (5, 10, 15, 20, ete). By toying around with the value and number selections, it's possible to target several, if not all, of the
: adversaries on the bartlefield. Combined with the ability to use any of the magick learned from any mage class

» you have a Job that carries one of the strongest
s abilities in the game,

7 Unfortunately, cven Artihmeticks can't save Arithmeticians from their terribly
" low statistics. The job itself is not what you are looking to cbtain, but instead
5 the Arithmeticks skill set. Equipping it as a secondary ability to an offensive

¢ mage class instantly doubles their destructive capabilities. Your priority when 0 0 Calculate using unit's CT.

¢ playing as an Arithmetician is to build JP with them as fast as possible. All Level 350 0 0 Calculate using unit's Level.

: of the Value and Number parameters in the set need to be obtained to make Exp 2000 0 0 Calculate using unit's tofal Exp.
: Arithmeticks as flexible possible. Height 250 0 0 Calculate using unit's Heighl.

' FUN WITH ARITHMETICKS

Arithmeticks |

JP MP|SP Effect

i
Prime 300 0 0 UsePrime Numbers as the parameter.
Multiple of 5 2000 0 Use multiples of § as the parameter.
Multiple of 4 400 0 Lise multiples of 4 as the parameter.
Multiple of 3 600 0 Use multiples of 3 as the parameter.

Reaction { JP | Trigger | Range |Effect

oo o

Cup of Life 200 HPRes. Blue  Excess HP is shared with allies.
; faki f T
Soulbing 300 P Dmg i Enemy takes half of the damage
dealt to you.
Support | JP Effect
| R EXP Boost 350 sain 50% more Exp in batiles.
i It's often easier to find an Arithmeticks value combination that selects every unit SR i byl B

on the field instead of only enemies. Since you generally don't want to aftack
| your allies, this can be a potentially disastrous problem if you are having trouble
| attacking all of the enemies that you need to. To compensate for this problem, Accrue EXP 400  Gain 1 Exp per square fraveled.
| equip items to your party that make them immune to your most used aftack Accrue JP 400  Gain 2 JP per square {raveled.
| spells. For example, the Chamelson Robe absorbs Holy spells and converts it to '
| HP if this item is equipped to all of your units, using Arithmeticks to cast Holy
| on every unit on the field results in your enemy faking damage while your party
regains HP. The same idea can be used cast Toad on the entire playing field.
Equip Ribbons to your party to protect them from the status effect, then watch as
the entire enemy accompaniment turns into amphibians!

raising your Arithmetician's JP
d for their speed enhancing
Arnithmetician’s abysmal

the battle, Vanish keeps the

icg!miﬁon of JP.
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Overview
2% offer their musical services as a support device, singing songs and melodies that inspire allies to become stronger. These songs come in various forms that
- statistic boosts, status effects, or restoration. When played properly, the Bard can offer up a continuous stream of songs that can improve the weaknesses of
Blmost any party.
"= Zownside to this ability is that the Bard can not initiate any actions outside of Move and Whait while singing. This leaves the Bard extremely open to attack.
% —=ermore, any song that is not Seraph Song or Life’s Anthem has a 50% chance of missing their targets. Since the Bard is so reliant on singing to be effective,
" the smallest chance of a song missing makes their use in battle questionable.
= <till, Seraph Song and Life’s Anthem both have a 100% success rate. Seraph Song is useful in parties where several of your members are using Mana Shield. Ly
" +he other hand, Life’s Anthem is a basic, but extremely effective way of keeping your entire party’s HP high. Despite its poor success rate, Rousing Melody’s
‘e increase is extremely useful for speeding up the amount of turns your allies get.
WANISH PROTECTION
3 [Bardsong | JP |MP| SP | Range | Effect %3
Seraph Song 100 0 17  Alies  Recover MP S
Life’s Anthem 100 0 17  Allies  Recover HP
RousingMelody 100 0 13  Allies  Raise Speed up 1.
Battle Chant 100 0 13  Allies Raise physical attack up 1.
Magickal Refrain 100 0 10 Allies | Raise magick attack up 1.
Randomly grants 1 status effect
NamelessSong 100 0 10 Allies  (Reraise, Regen, Protect, Shell,
or Haste).
Finale 100 0 05  Alies Boostunit's CTto 100.
JP |Trigger | Range [Effect &
Magick Boost 500 HP Dmg. 1 MA Up +1.
Faith Boost 700  Magick 1 Faith Up +3
de from movement, Bard's are completely vulnerable to attack while singing
. To improve their protection, equip the Ninja Reaction ability, Vanish. Movement | JP |Effect
\amish causes the wearer to cast the Invisible status effect on themselves when Move +3 1000 Move Up +3
me During this slatg‘ enemies will ignore the Bard alFogether. leaving him frae_io Fly 5000 Height and obstacles become inconsequential.
sstinue singing without the worry of an assault. This protection lasts indefinitely
w4 the Bard attacks or tries to cast a spell. Keep in mind that the Bard must be
snging before he's hit. Attempting fo start a song after Vanish has already been
sctivated cancels the Invisible effect.
fenses while singing. Since Bards
s, the Samurai’s Taido skill has been
INSTRUMENTS _;E.Bard’s Magic_k Attack_ power.
has been equipped to increase
Despite their low attack power, { even further. This set up
the Bard's weapon of choice, d to safely boost his allies at the
Instruments, still have some value ove in and attack enemies with
They have a 3 panel attack range and .
carry at least ong status ailment. The
Faerie Harp for example casts Charm
on any foe it hits.
351




DANCER

MIME

Job Overview

Dancers are similar to Bards but with four major differences: they have a much better physical attack rating, weaker magick attacks, they can equip clothes and
female only items, and all of their dances inflict status changes to enemies instead of allies. Their purpose is to weaken the incoming enemy, so other units can

defeat them easily.

The Slow Dance and Forbidden Dance are the first skills to learn. Slow Dance lowers your enemy’s speed rating by one point every time it is cast. The Forbidden
Dance inflicts a random negative status ailment to every enemy on the field. Itis also worth learning Mincing Minuet, which should be used after Slow Dance
and Forbidden Dance has already weakened the enemy. It inflicts light physical damage to every enemy on the field with 100% accuracy.

: VANISH PROTECTION

Similar to the Bard, Dancers are open to enemy attack while they are performing.
The Ninja Reaction ability, Vanish, offers the perfect type of protection for a
Dancer, causing them to cast Invisible on themselves whenever they are hit by

an attack. The Invisibility effect lasts as long as the Dancer doesn't attack, use an
ability, or cast a spell. If Invisible is activated while a Dancer is already performing
a song, they continue to dance while keeping the Invisibility trait. This lasts
indefinitely, allowing them to continue casting the effect until the end of the battle.

MINCING MINUET NOTES

The attack strength of the Dancer’s
Mincing Minuet is largely dictated

by their Bravery level. The equation
for this attack is: Physical Attack +
[(Physical Attack x Bravery) = 100].
Raising Bravery is the easiest way to
raise its attack power. Try using the
Orator’s Praise technique repeatedly to permanently raise your Dancer’s Bravery.

wn
(S}

mm Range |Effect

W|tch Hunt 100 Enemies Lowers MP

Mincing Minuet 100 0 1? Enemies Damage.

Slow Dance 100 0 13 Enemies Lower Speed.

Polka 100 0 13 Enemies Lowers Physical Attack.
Disillusion 100 0 10 Enemies Lower MA.

Forbidden Dance 1000 0 10  Enemies Causes negative status ailments.
Last Waltz 100 0 05 Ensmies Lowers units' CTto 0.
Fury 600 HP Dmg. 1 PAUp +1.

Bravery Boost 700 Phys. 1 Bravery Up +3
Movement JP |Effect

Jump +3 1000  Jump Up +3

Fly 5000 Height and obstacles become inconsequential.

Recommended,Skill,Set—
words, Lifefont

) afely perform Dances at the
nove in and attack with phy sml
n weakened. Dancers have a
track rating, so Equip Swords has
ttack power while enabling the
necessary to keep a Dancer safe
efont allows the Dancer to move
isible to gain any HP that may have
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Job Overview

§mes offer the ability to mimic the last action that any unit has taken,

it is a spell or physical attack. The action mimicked retains all of
»perties of the spell while factoring the Mime’s fantastic statistics.
sed carefully, any powerful attack can be doubled without MP
Additionally, Mimes carry an inherent set of familiar skills consisting

entration, Brawler, and Beastmaster. They also have an extremely

secondary abilities of any sort.

this ability, Mimes suffer from a single major flaw; they only mimic
in the exact direction and range they were originally used. This often
s that the enemy has an easy time avoiding their attacks. So, why mimic

with weaknesses when you can simply pick the original job.

MIME USES

mare actions than any other unit can in a single round of turns.
an be used to your advantage in situations where your party is
ding a powerful enemy. If three of your allied units attack a
oe, the Mime will follow suit and strike the enemy after every
if your ally’s turns. Including the Mime’s own attack turn, this
s them to attack up to 4-5 times for every one of your

es' attack turns. This same concept can be used quadruple

ffects gained when applying status enhancements, like

s or the Orator’s Preach.

Squire Lv 8, Summoner Lul 5, Geomancer Lvl
, Chemist Lvl 8, Orator Lvl 5, Dragoon Lvl §

HP | MP | SP | PhysATK |Magick ATK|
S D S A A-

&JOBS
e
Tt
LA LR |
PO
a0 ol
53

CHARACTERS



ht Mastered, Geomancer Lvl 8, Ninja Lvi 8,
ik Mage Mastered, Dragoon Lvl 8, Samurai
, 20 or more enemies killed,

| JP Master : - |
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Job Overview

The powerful Dark Knight is a class that can only be obtained by mastering many different jobs. They posses extremely high physical attack strength, a potent ses
of special skills, and the ability to equip the Fell Sword—a class of weapon that only the Dark Knight can use. Despite their average HP and SP ratings, the Dark
Knight's strengths are enough to make them an extremely useful melee unit.

The Dark Knight wields many powerful techniques, such as the Abyssal Blade and Unholy Sacrifice. Abyssal Blade causes damage that is proportional to the ‘
Dark Knight’s HP, inflicting more damage depending on how close the enemy is to the caster. Both techniques cause the user to take damage when used, so

it is recommended that you do not use them when your HP is low. Use Sanguine Sword to help regenerate HP that has been lost through these skills.

DARK KNIGHT MANA SHIELD
ONION
KNIGHT
The HP damage inflicted when using the Abyssal Blade or Unholy Sacrifice
abilities can be converted to MP damage by using Mana Shield. You can then use
the Infernal Strike ability to absorb your enemy’s MP and regenerate your Mana
Shield. This allows you to use Darkness skills without the risk of death.
FELL SWORDS
¥ O The Fell Sword weapon has a unigue
< property that causes its attack
strength to be affected by the user's
Faith level. The lower the wearer’s
Faith, the stronger a Fell Sword
becomes. The exact formula for
calculating the damage is:
Physical Attack x (100 — Faith value) + 100 x Weapon Attack Power.
54 4

Darkness | JP |MP| SP | Range |Effect

SanguineSword - 500 0 O 3 Absorb HP
Infernal Strike 8008 0 =0 3 Absorb MP
Crushing Blow 308 0 =0 3 Deals Damage. Effect: Stop
AoyssalBlade 0Bl 0 [ 3 -ebeuileEnEiel
damage (*1)
Use 30% of Max HP to deal

Unholy Sacrifice 1200 0 0 Self damage Efect: Slow (*2)

*1 More damage is dealt to nearby enemy units.
*2 The higher the Dark Knight’s max HP is, the mare damage this move does.

Support JP  |Effect
HP Boost 2000 Raise Max HP 20%
e 100 ?yc;easses both the damage inflicted and received

Movement JP |Effect
Move + 3 1000 Increases Move by 3. Females only.
Jump + 3 1000 Increases Jump by 3. Males only.

ar abilities. Mana Shield offers
r Unholy Sacrifice drains more
is present instead of Move +3 to

Dark Knight behind an adversary.
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Job Overview

B mysterious Onion Knight is an extremely finicky Job. This unit can

s any and all items, but they cannot set abilities, gain Experience Points,
1% From Job level 1 to 7 they have a very weak set of statistics (shown in
eatheses under Job Statistics). However, mastering every job and raising
Onion Knight to level 8 increases their statistics by a massive amount.
ng their overpowered stat line, they can be used as a basic melee unit

* - focus on normal attacks that can be delivered to the backs of enemy
| ==

JON EQUIPMENT

06,08 Lvos Expgs
!lga—szo.-,za
P 130, o
FCT 2=~ 060 :too(

-r.*

[Bi==s battles yield many unigue items that cannot be found anywhere else. A
=il set of these items, the Onion Sword, Onion Shield, Onion Helm, Onion
Sives. and Onion Armor are the perfect equipment for the Onion Knight. Try

[esizcing the Onion Helm with a Ribbon and the Onion Gloves with the Tynar
Beuge to create a strong, self-sufficient fighter protected by Regen, Protect, Shell,
Baste, and Reraise.

uire Lvl 6, Chemist Lvl 6. Mastering 14 Jobs besides
jire, Chemist, Mime, Dark Knight or Onion Knight will raise
ils stats and unlock the True Onion Knight.
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"h%s, Hats, Helms, Clothes, Armars,

JOB)STATISTICS
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- Job Overview
Loy The hero of Final Fantasy Tactics, Ramza, starts as a well rounded melee unit. His initial job is that of a beefed up Squire, but his statistic growth

RAMZARES

both support and melee jobs.

is higher, and he has several new skills; Tailwind, Chant, Steel, Shout and Ultima. These positives give him an edge over the normal Squire in a big
way, setting him apart in both stat growth and usefulness in battle. With such a balanced set of starting stats, Ramza can later make healthy use of

Ramzas abilities develop as the game progresses. From Chapter 2 onward the Steel skill opens up, along with the ability to equip Shields, Helms,
. and Armor. From Chapter 4 onward, Ramza can learn Shout and equip Knight's Swords. Ultima can be learned by being hit by an opposing enemy’s Ultima
attack and surviving it (refer to the Advanced Strategies section for techniques on how to do this). Tt is recommended that a// of the Squire’s abilities are obtained

before moving on to another job. The majority of Ramza’s skills open the windows to building quick JP and the ability to raise Bravery levels when needed.

e e e T e
i STEEL FIPI&EXP/ACCUMULATION

MUSTADIO £€

Steelis-one of the best ways to
permanently raise your Bravery level.
Qut of the 5 Bravery temporarily gained,
1 point remains. Increasing your
Bravery improves the ocelirrence rate
of Reaction abilities. It also increases
the damage dealt with Knight's Swords.

Focus 300 0 0  Self UnitsPAUp+1

Rush 80 0 0 1(1) Weakphysical atlack.

Stone % 0 0 4 Weak projectile attack.

Salve 150 0 0  1(2) PurgesBlind, Silence and Poison.
Tailwind 2000 0 © 0 3 SpeedUp+1

Chant None 0 O  1(3) Transfer HP from caster to target.
Steel 200= (-=4 3 BraveryUp +5

Shout 500 0 0  Self Bravery +10,PA+1,MA+1and Speed +1.
Ultima  None 10 20 4 Fairly strong magick attack.
Reaction | JP | Trigger| Range Effect

Counter Tackle 180 = Phys. (1)  Retaliate with a Dash Atiack.
Support | JP |Effect

Equip Axes 170 Equip Axe regardless of Job.

Beastmaster 200 Nearby allied monsters gain abilities.”

Defend 50  Action Command used to lessen damage from attacks.
JP Boost 250 Gain 50% more JP in battles.

*Warks only with monster directly next to unit, and with an elevation

difference of 3k or less.
Move | JP | Effect
Move +1 200 Move Up +1

There is n limit to the amount of
times Focus, Chant, Steel, and Shout
gan be used. The statistics granted
for each use stacks on top of the
next. Since experience and Job Points
are obtained every time it's used,
they can be performed indefinitely to
repeatedly gain both. A smartway to use this to your advaniage is to take control
of the final enemy on a field with Charm (use a Thief’s Steal Heart ability). While
the enemy:is-Charmed; repeatedly use.one of these abilities to gain JP and EXP

Recommended;Skill;Set;
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Overview
Mustadio is an Machinist, a gun wielding class that uses skills called “Aimed Shot”. Though lacking in variety, these skills inflict instant status
ailments that can render most enemy jobs useless with a single shot. By making use of a combination of Aimed Shot and his fast speed rating,
Mustadio can move to high ground quickly and weaken surrounding enemy units with ease.
Mustadio’s incredible speed rating makes him the perfect candidate for a Thief during the early chapters of the game. After the change, use the
Orator’s Equip Guns ability to bring Mustadio’s preferred armament along with him. You may also want to add the Archer’s Concentration ability to
improve the accuracy of his Steal techniques.
T S e I A M i e i i e o B e e e e e e i e B e e o o
~OUBLEJAIMED]SHOT;
Aiter making the switch fo Thief, Mustadio should usually be equipped >
considerequipping the Ninja ability, with speed enhancing items. This ;
Dual Wield. It doubles the amount of should be done to focus on building
times Aimed §hgt inifiates, increasing - up his superior speed stat, which
the accuracy %f these attacks by 50%. allows him to-take an unusually
high amount of turns in battle. The
Green Beret, Thief's Cap, Acacia Hat, Mirage Vest. and Brigand’s Gloves are all
Limed Shot | JP MP!SP | Hange Effect examples.of items that improve speed.
g Shot 200 0 0 Weapon Causes immobilize.
= Shot 300 0 0 Weapon CausesDisable.
&=l Evil 200 0 0 Weapon Pelrifies Undead enemies.
azaction | JP_[Trigger  Range Effect
jier Tackle 180 Phys. 1(1)  Retaliate with a Dash Attack.
sapport JP  Effect
=D Axes 170 Equip Axe regardless of Job.
imaster 200 Nearby allied monsters gain abilities. : 25
Zerznd 50  Action Command used to lessen damage from attacks. = = 3
- _ Recommended;Skill;Se
ks only with monster directly next to unit, and with an elevation 5
Ference of 3h or less.
Move | JP | Effect
Move +1 200 Move Up +1
3 3 57
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Job Overview

g% Agrias is the one and only true Holy Knight that joins your ranks during your adventure. Featuring an incredible HP rating and moderate stats

1 in every other category, her Holy Sword skills make her one of the most well-rounded characters in your group. Out of her entire list of abilities,
Hallowed Bolt, Northswain's Strike, and Divine Ruination end up being the only skills that are really needed in combat. Hallowed Bolr has a good
attacking distance and can strike multiple adversaries at a time. This skill also has a chance of inflicting Silence, making it useful against mages.
Divine Ruination should be used against enemies that are further away than normal. However, it can be difficult to usc this skill when there are

clevation differences. Finally, Northswain’s Strike, which occasionally KO's the target, should be saved for situations when you can't inflict enough damage to

defeat a dangerous enemy outright.

AGRHSE_.*..%.J“,,,,%f: N e s D e Adentfdd fgdd b Ah it it b id AN
HOLY/SWORD]PROPERTIES
Because of her affinity towards Despite their appearance, Agrias’
melee combat, Agrias often has-to Holy Sword abilifies do not have
move into a distance where she’s elemental properties. Instead,
» vulnerable to spells. It's advised that they carry the properties of the
HEOCH you equip her with items that nullify weapon that Agrias has equipped.
< = status effects 10 avoid any potentially For instance, if 2 weapon deals ice
- devastating situations (being furned info Toad, for example). The Ribbon item damage (like the Icebrand), then so will her Holy Sword technigues. Use this 1o
- canbe em‘p!oyed to nullify a majority. of the more prominent status ailments. your advantage in fightswhere enemics are weak to specific elements.
i Holy Sword | JP |MP| SP | Range |Effect
JudgmentBlade 100 0 0 2 Damages, can cause Stop.
Cleansing Strike < 400 0 0 3(2) Damages, can cause Doom
gﬁﬁ(heswam 3 500 0 0 3(1) Damages, can cause KO.
Hallowed Bolt 700 0 0 3 Damages, can cause Silence.
Divine Ruination - 800 0 0 4 Damages, can cause Gonfuse.
Reaction | JP |Trigger | Range Effect =
| CounterTacke 180 Phys.  1(1) Retaliate with a Dash Attack. Recommended:Skill:Set=
Support | JP |Effect SR
Equip Axes 170 Equip Axe regardless of Job.
Beastmaster 900 Nearby allied monsters gain bilities.
Defend 50 Action Command used to lessen damage from atlacks.
JP Boost 250 Gain 50% more JP in battles.
‘ 'mrks. only with monster directly next fo unit, and with an e!evatwn
| dgﬁ%ﬂmts of 3borless. = :
| Move |
~ Move +1 200 Move Up +1
58¢




same Hunter

JOBSTATISTICS)
3 Move | Jump | C-EV | JP Master
= 1) 4 3 10 2570
- 25700 HP ! MP SP | PhysATK | Magick ATK |
B A B+ B A- B

) Overview
Luso, the hero of the upcoming Fuuketsu no Grimor game for the Nintendo DS, is almost an exact replica of Ramza. They share the same statistics,
equipment, and abilities. The only difference is Luso's innate Poach ability, which is always active. Since Poach doesn't need to be equipped to him,
that support slot can be filled with Doublehand or Dual Wield. With the ability to attach skills that increase physical damage, while still retaining

Poach, Luso is an extremely effective unit for random encounters against monsters.

It turns out that Luso has the Shout

This skill raises several stats instantly
for no MP cost (Bravery +10, PA +1,
MA +1, and 8péed +1). The stats
affected are vithl for a melee unit. The
Sravery boostis parti'culariy useful when Luso has a Knight's Sword equipped.
o raises the damage-output of that weapon type. The more Bravery you have,
mare damage Knight's Swords inflict. When coupled with the Attack Boost

Wiy, the damage increase is noteworthy.

Recommended.Skill:Set;

ability hefore Ramza can even obtain it.

Similar ta Ramza, Lusa can only
learn Ultima by taking a hit from it
and surviving. However, instead of
counting on an enemy fo cast it on
you, use Ramza fo cast Ultima on
Luso instead. This should relieve the
pressure of having fo learn the skill twice from an enemy.

Huntcraft | JP_M

2
s
+
3

| SP | Range |Effect

Focus 300 0 0  Seff Unif'sPAUp+1
Rush 80 0 =0 1(1)  Weak physical atiack.
Stong g0= 0 =0 4 Weak projectile attack.
Salve 150 0 0  1(2) PurgesBlind, Silence and Poison.
Tailwind 20 0 0 3 SpeedUp +1
Chant None 0 O  1(3) Transfer HP fiom caster to target.
Steel 2000 0 =0 3 BraveryUp +5

Bravery +10, PA+1, MA+1 and
Shout B0 0 == Self el
Ultima None 10 20 4 Fairly strong magick attack.

Reaction | JP |Trigger| Range [Effect |

Counter Tackle 180 Phys. 1(1)  Retaliate with a Dash Attack.

Equip Axes 170 Equip Axe regardless of Job.

Beastmaster 200 Nearby allied monsters gain abilities.*

Defend 50 Action Command used to lessen damage from attacks.
JP Boost 250 Gain 50% more JP in batles.

*Works only with monster directly next fo unit, and with an elevation
difference of 3h or less.

L Move P Effect

Move +1 200 Move Up +1
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Job Overview

Rapha utilizes an ability set called Sky Mantra, a list of abilities that hit random panels within their effect area 1 to 10 times. The power of these

% abilities is completely affected by Rapha's Magick Attack rating, with Faith having no influence on their strength. Each skill has a four panel atrack
range and they do not consume MP. They also inflict damage to any unit they hit, whether it’s a friend or foe. This essentially makes using the Sky
e Mantra skills a gamble; with the chance of hitting multiple enemies ten times in succession comes the possibility of missing them altogether, or even
hitting an allied unit. Because of her lack of consistency, Rapha requires a great amount of luck and patience to make her a worthwhile character.

Equip skills like Swiftness to decrease her casting time, while additional ability sets like Summoning should be equipped for situations where Sky Mantra abilitif
carry too much risk. In regards to abilities you should learn, Adamantine Blade, Maelstrom, and Divinity are the most effective abilities at Rapha’s disposal.

S5 2 2 2 2 2 4 2 8 8 2 A B 5 8 N N S S S S T S S S TSR PPy

Rapha’s focus is magick. Equip ftems
that raise her Magick Attack rating

as much as possible. ltems like

the Dreamwaker, Mage's Staff, Red
Shoes, and Magepower Gloves all
raise MA slightly.

SkyMantra | JP
Heaven's Wrath 100 0 34 2(3) Random Lightning elemental damage.
Ashura 200 0 25 2(3) Random Fire elemental damage.
Adamantine Blade 300 0 20 2(3) Random Wind elemental damage.
Maelstrom 400 0 17 2(3) Random Water elemental damage.
Celestial Void 500 0 20 2(3) Randomly causes status ailments.
Divinity 600 0 15 2(3) _ Random Earth elemental damage.
(Reaction | JP | Trigger | Range | e
Counter Tackle 180 Phys. 1(1)  Refaliate with a Dash Attack.

- = e
Equip Axes 170 Equip Axe regardless of Job. %
Beastmaster 200  Nearby allied monsters gain abilities.” : F e

Action Command used ta lessen damage S s e
i D from attacks. Pt |
i

JP Boost 250 Gain 50% more JP in battles. =

“Works only with monster directly next to unit, a
elevation difference of 3b or less. :

Move +1 200 Move Up +1
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Overview

Marach’s abilities carry the exact same casting properties that Rapha’s abilities have, but with one major difference; the strength of his Nether Mantra
attacks are affected by both his Faith, and his target’s Faith levels. The lower the Faith rating on either end, the stronger his special attacks are. Iris
recommended that you lower his Faith using the Orator’s Enlighten ability to make the most out of Marach’s Nether Mantra attacks. Keep in mind
¥ that lowering his Faith to such a degree weakens the effects of healing abilities that you may want to use on him. To compensate for this problem,
equip Items as a secondary ability, or use the Iaido set’s Murasame ability for healing. Unlike other abilities, the effectiveness of Taido skills is not
reliant upon the Faith characteristic.

Like his sister, Marach’s Nether Mantra
abilities have a very long casting time.
To improve it, equip the Time Mage’s
Swiftness support ability. With faster
casting time, taking a gamble with
Nether Mantra won't seem like such a

waste. o

izther Mantra “mm

s Wrath 100 0 2(3) Random Lightning elemental damage.
e er Ashura 200 0 25 2(3) Random Fire elemental damage.
BEter Blade 300 0 20 2(3) Random Wind elemental damage.
MEer Maelstrom 400 0 17 2(3) Random Water elemental damage.
Ramoreal Void 500 0 20 2(3) Randomly causes status ailments.
piciy 600 0 15 2(3)  Random Earth elemental damage.

a=zaction JP |Trigger |Range |
ver Tackle 180 Phys. 1(1)  Retaliate with a Dash Attack.

Zapport
UG 170 Equip Axe regardless of Job.
Seasimaster 200 Nearby allied monsters gain abilities.”
e 50 Action Command used fo lessen damage

g from atfacks.

Boost 250 Gain 50% more JP in battles

es only with monster directly next to umt, lmd *wstbzm :7:
ecation difference of 3b or less. =

Move | JP
Move +1 200 Move Up +1
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MELIADOUL ¢S

: ‘up the strengths of the other.characters in your party. Try leaving Oriandeau out
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Job Overview

The Sword Saint Orlandeau is widely considered to be the strongest character in the game. His statistics are matched only by Reis. He carries an ultra high
HP rating along with strong speed, MP, and Physical Attack values. He also wields one of the most powerful and flexible ability sets available, Swordplay,
which carries all of the abilities used by Holy Knights, Divine Knights, and Dark Knights. If that wasn't enough, he can also equip any sword type available,
along with a hefty assortment of armor types. He even comes equipped with Excalibur, one of the most powerful swords in the game.

When using Orlandeau, Hallowed Bolr should be used as your main means of attack. This ability can hit multiple enemies in a row for solid damage.
Shadowblade should also be used to quickly regain any lost HP while staying on the offensive. Duskblade can replace this function if you are using Mana Shield as your
Reaction ability. Crush Weapon should be used to damage and disarm any human melee units that you encounter. Don't play it safe, move into attacking distance and

assault your enemies with Orlandeau’s massive list of powerful kills.

TP TUTULPTTTETITUTTUR P S o o R S B oW W e B o e e S8 FETrTTe oW E oW PSS owE

As effective as Orlandeau is, it's Swordplay | JP m SP

not always best to use him. He's so Judgment Blade 100 Damages, can cause Stop.
powerful that he aften ends up killing Cleansing Strike ~ 400 3(2)  Damages, can cause Doom
units too efficiently, causing him to Northswain's 500 3(1)  Damages, can cause KO,

absorb EXP faster than any other unit. Strike

This often makes it difficutt to build Hallowed Bolt 700
Divine Ruination = 800

Crush Armor 200
Crush Helmet 400

3 Damages, can cause Silence.
4 lines Damages, can cause Confuse.
3 Damages, destroys target's Armor.

i i i other units a chance to grow. .
of the equation on occasion o give your othe chance to grow. 3 Damages, destroys target’s

o oo (=} [}
o D e | Co RICOHCD

Helmet.
Recommended;Skill:Set; CrishWeapon G} 0 b 3 Evamaaes, destroys target's
{ e gapon.
Damages, destroys farget's
Crush Accessory 800 0 0 3 Accessary.

Duskblade NS 0 =0 3 Absorbtarget's MP
Shadowblade Hes 0 =0 3 Absorb Targets HP

Reaction JP |Trigger | Range |Effect

Counter Tackle 180 Phys. 1(1)  Retaliate with a Dash Aftack.

Equip Axes 170 Equip Axe regardless of Job.

Beastmaster 200 Nearby allied monsters gain abilities.”

Defend 50 Action Command used to lessen damage from attacks.
JP Boost 250 Gain 50% more JP in battles.

*Works only with monster directly next fo unit, and with an elevation
difference of 3b or less.
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Move +1 200 Move Up +1
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Overview
The mighty Meliadoul is essentially a Knight with a ranged version of the Arts of War. Her Unyielding Blade techniques inflict big damage while
destroying a specific item an enemy has equipped, from a distance, with a 100% success rate. She also has the ability to equip weapons outside of
swords, like crossbows and spears. However, her Unyielding Blade techniques can only be used with swords.

The downside to her strengths is that Unyiclding Blade skills only work if the unit is carrying an item to break. Her abilities are also useless against
any unit carrying the Safeguard ability, which protects against item breaking. In order to alleviate these problems, equip a secondary ability set like
Darkness to give her something to work with when her other skills fail.

_WYIELDING NOTES)

Despite their appearance, the
Unyielding Blade skills are simply
physical attacks. Their damage is
calculated by taking the Physical
Attack value ofjhe caster and
multiplying it by the equipped
goon s attack power (PA xWeapon Power). Since this is the case, these skills
Seore critical hits justiike a Physical Attack. Unfortunately, they do not inflict
mece o their target if the enemy does not have an item that corresponds to the
ctive skill type.

Jayielding Blade JP MP @ SP Range |Effect :

Jush Armor 200 0 0 3 Damages, destroys target's Armor.
Helmet 400 0 0 3 Damages, destroys target's Helmet.
s Weapon 500 0 0 3 Damages, destroys target's Weapon.
=i Accessory 800 0 0 3 Damages, destroys farget’s Accessory.
s=action JP_ | Trigger | Range |
Bnier Tackle 180 Phys. 1(1)  Retaliate with a Dash Attack.
~.oport P
S0 Axes 170 Equip Axe regardless of Job.
Besinaster 200 Nearby allied monsters gain abilities.
- 50 Action Command used to lessen damage
from attacks,
Soost 250 Gain 50% more JP in battles.

arks only wz'tbﬁomterdirertly next fo ynit, and with an
wation difference of 3b or less.

L AP el

200 Move Up +1
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| Job Ovér'view

SP | PhysATK | Magick ATK
B+ A+ B+

© Beowulf is essentially a stronger version of the Mystic job. His Spellblade skills consist of various status ailments that lack the casting time of the
§ Mystic’s spell set. He also boasts a powerful set of statistics and equipment possibilities that make him a formidable close range combat unit. Asa
| whole, his combination of powerful support casting and crushing melee capabilities make him one of the more flexible units at your disposal.

Disable, Sleep, and Break are the first abilitics he should learn. These skills essentially eliminate an enemy’s ability to do anything at all, taking thes

out of the battle almost completely. Break in particular is very important to using Beowulf, since it destroys the enemy with a single stroke. Chickes
is also worth learning, which lowers a target’s Bravery level by a whopping -50, crushing their reaction abilities and making them vulnerable to the Chicken stan
(when Bravery drops below 10). Lastly, Vengeance has the potential of inflicting massive damage. Along with its 100% hit rate, it deals damage equal to the

" amount of HP Beowulf has lost (max HP minus current HP). This makes it useful as a last act of desperation when Beowulf is in a critical state.

BEOWULF£S
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BALTHIER ¢

64

* ‘Beowulf’s Zombie transforms the targeted.unit into the undead. After the

' “as healing speffs or Mustadio’s Seal Evil technique. Afun skill combination is to .~ Syphon 0 2

Spellblade
transformation. the undead ereature is highly vuinerable to certain attacks, such Blind S0 6 0

| JP | MP | SP | Range |Effect

Causes Blind.

Absorb 1/4 of the target’s
Absorb 1/4 of the farget's HE
Causes Faith.

Causes Atheist.

Causes Undead.

Causes Silence.

Causes Berserk.

Drops Bravery down by -50.
Causes Confuse.

Purges positive status
ailments.

Causes Disable.

Causes Stop.

Causes Stone.

Inflicts damage equal to
Beowulf’s wounds.

Drain e 12
Faith 200 10
oubt 200 10

equip White Magiok to Beawtilf, $0-that he can cast healing spelis on Zombified
enemies: = ¥ rei

e R e U e T < NN - SN o MR e o B e e e B e e
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JP | Trigger | Range |Effect
180 Phys. 1(1)  Retaliate with a Dash Attack.

JP |Effect

: 170  Equip Axe regardless of Job.
 Beastmaster 200 Nearby allied monsters gain abilities.™
" Defend 50 Action Command used to lessen damage from attacks.

250  Gain 50% more JP in battles.

Move +1 200 Move Up +1
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Overview
T'he Sky Pirate Balthier has almost everything you could ever want for 2 unit. His Speed rating is absolutely massive, giving him extremely high evasion and faster turns. He has a
- decent Physical Attack stat and he can equip a huge variety of powerful weapons which include Guns, Swords, Knight’s Swords, and Polearms. He also has an inherent Safeguard
¢ f’ ability that protects him from the item shattering skills of Knights. If that wasn't enough, his unique ability set (Piracy) is a combination of both the Thief and Engineer skill sets. One
$8  f (he skills in the set, Barrage, is a complerely original technique that causes Balthier ro artack with his weapon four times in a row. Each of the four strikes within Barrage inflicts only
Sr® 7 50% of the original damage of 2 normal artack. Overall, this amounts to two attacks worth of damage total. However, each of the four strikes carries the possibility of scoring a critical
hit, periodically making the damage it deals absolutely shocking.
« 47= two good routes to take with Balthier depending on what type of unit you want to create. You can focus on his long range support capabilities, equipping 2 Gun, Concentration, and Arts of
id even more options to his range game. Or, you can focus on his capabilities as a melee unit, equipping a Knight's Sword and adding abilities that improve his attack output. Balthier works
- her type of unit, making the Sky Pirate a very unique job.
P R e = o e P S W = e i
=aUIPMENTYADVICE! Piracy | JP |MP | SP | Range |Effect
to Mustadio, Balthier should be equipped with speed enhancing items. Leg Shot =200 0 =0 Weapon e 'm’mb“'lﬂ-
ould be done to focus on building up his already enhanced speed stat. Arm Shot SI002 0 SUE Weanon Sl TR
cerd o samccu P Tich 3 P k- - i 2 SealEvil 200 0 0 Weapon Casts Stone on Undead enemies.
p arepyTake gasausualyioh amoigipt WSS S B = Barage 1200 0 0 Weapon Attacks 4 times in succession.
ace this with.ihe right equipment. The Green Beret, Thief's Cap, Acacia Hat, Plunder
S0 Vest. and Brigand’s Gloves are all examples of lemsghatimprove speed. .~ gj| 10 0 0 (1) StealGilirom enemy.
: Plunder
= e t50= 0 = 3 Causes Charm.
Lv.35 Exp.97 = T6 Batrhier [ =] P] d
R . unaer
Smm— Ll <) Pe el 350 0 0 1(1) StealaHelm froman gnemy.
T e 000 3 010 & LUbravery 78 Faith 60 elim
5 = EV SEV A Plunder
o 6 M WK SN S s 0 AIE 1(1)  Steal Armor from an enemy.
W, 08/ 00x DOx /00
Plunder -
- 350 0 0 1(1) Steala Shield froman enemy.
Shield
Plunder
Weapon 00 0 0  1(1) StealaWeapon from an enemy.
Plunder 500 0 0  1(1) StealanAccessory fioman enemy.
Plunder i
B o50= 0 =0 1(1)  Steal Exp. from a unit.
Reaction | JP [Trigger  Range
Counter Tackle 180 Phys. 1(1)  Retaliate with a Dash Attack.
Hi
Equip Axes 170 Equip Axe regardless of Job.
Beastmaster 200 Nearby allied monsters gain abilities.”
Defend 50  Action Command used to lessen damage from attacks.
JP Boost 250 Gain 50% more JP in battles.
*Warks only with monster directly next to unit, and with an elevation
difference of 3b or less.
E  Move | JP L Effect
Move +1 200 Move Up +1
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Job Overview

‘& This dragon turned human is a very unusual character. Reis has the strongest set of statistics available for any character, but she can only equip

| Female only items such as: Bags, Hair Adornments, Perfumes and Lip Rouge; and besides those the usual Accessories: Ribbons, Rings, Armlets. She
also has innate Dual Wield, Tame, Beast Tongue, and Beastmaster skills. In combination with the breath abilities she had as a dragon, she also has
the Dragon’s Might and Dragon’s Gift abilities to use on Dragons and Hydras in battle. This makes her very effective in random battles littered with
Dragons, in which case she can invite any of them to join your group, and increase their potential on the spot!

Though it’s possible to make it work, the lack of a wide range of items to equip, in combination with a set of abilities with limited uses, makes her initial job Fair}y.
weak. It is recommended that you use the Dragonkin job’ statistic growth to level up, then change to a more effective job later. Reis can excel at almost any job
due to her innate statistics.

D e o o e o e o o O O 0 S N6 W NP WY UF O B BE WP W SF W N5 N NS N S . o o6 WL B B O W'N
Though Reis comes back with Dual Wield inherently, she doesn't have the bare m JP | MP | SP |Range
handed strength of a Monk to inflict worthwhile damage. Additionally, the only Ice Breath 0 0 0 : 2.4 lines Ice elemental magick altack
weapon type-she can.equip, the Bag, can't be Dual Wielded. To handle this Fire Breath 0. 0 0 -2flines b skemend magick atack
problem, equip the Mank’s Martial Arts support ability to put some power info . Lightning elemental magick
her punch. ‘As an alternate fix, attach the Knight's Equip Swords skill to open up ThunderBreasth ~ 0 0 0 24lines attack
the option-of Dual Wield for blades: - Dragon’s Charm = 300 0 0 2(2)  Causes Traitor on Dragons.
~ | Dragon's Gif W 0 0 2 Restore HP and Status for
Lv.66 EXPp. 35 = Dfﬂgﬂns. 5
Ly 497 g e 7 : : Dragon or Hydra units gain
oo I : - Dragon's Might 400 0 0 2(2)  Brave +10, Speed +1, PA
ATK CEV SEV AEV = +1,and MA +1.
I5 7 07> £ 00 £ 00X Dragon's Speed 400 0 0 2(2)  Boost Dragons' CT to 100.
Hits with Holy damage 1 to 10

times within effect area.

e

]
(1)

Retaliate with a Dash Attack.

. Equip Axes 170 Equip Axe regardless of Job.
Beastmaster 200  Nearby allied monsters gain abilities.*

: Action Command used to lessen damage from
attacks.

Gain 50% more JP in battles.

Move Up +1
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Overwew
Cloud is an awkward character to use. When he is first obtained he starts at level 1 with no worthwhile equipment on him, so he has to be built up
- F from scratch. His original ability set, Limits, are not initially available either. A weapon called the Materia Blade has to be obtained and equipped
v b before these skills can be used. Limits essentially act as summon spells that ignore evade percentages, giving them a 100% hit rate. They cannot
; F distinguish between friend or foe, and they generally have a massive casting time. Because of their poor speed, and because panels are targeted
instead of the enemy, there is rarely enough time to finish casting a Limit before the enemy has a chance to move away. Furthermore, Cloud’s
statistics, though moderate, are not geared towards helping the effectiveness of his Limit abilities.
= these problems, Cloud can still become a valuable member of a party with three abilities in place: Swiftness, Climhazzard, and Finishing Touch.
¢ Mage’s Swiftness ability improves the charging time for Limit skills just enough to make many of them useful. In regards to useful Limit skills,
2ard inflicts more damage depending how low your enemy’s HP is. If an enemy is at 50% of their max HP, Climhazzard will inflict 50% damage, always
em. Finishing Touch inflicts one of these starus ailments: KO, Stone, and Stop; which can effectively remove an enemy unit from the turn order. It has
success rate and a decent casting speed, easily making it the best Limit ability available. It is essentially a 1-hit kill against any enemy that does not have
against those status effects.
e e e she e e ; feofebtebotode Ao Aot fododod bt oo A b o ok
“ATERIA
The Materia B!ade is found on top of Limit JP mm Range |Effect
Mount Bervenia, an area that opens up Brave Slash 150 i Damages.
atthe start of Chapter 4. Find a class Cross Slash 200 0 25 2(0)  Damages.
with good Jump and Move ratings Blade Beam 250 0 20 ] agm;dgses equal to Cloud's
(like a Ninja or Thief) and equip them L LS e
- = with Treasure Hunter and a pairof Climhazzard 200 0 15 1 WET:(?:S e :
gnas Boots. Once you are at Mount Bervenia, the Matéh Bladgisfocatedon_—  Meteorain 800 0 10 3(0)  Damages.
ek with an extremely high elevation. There are not twoitéms onithepanel, so- Finishing Touch 700 0 20 2(0)  Causes KO, Stone or Stop.
worry about getting a bad item. Move to the mp_,td"nbtain your prize: = Omnislash 100 0 =0F 3{0)  Damages.
g £ A0 Gheny Blossum 2560 0 05 3(0)  Damages.
Lots ofwaﬂ(and piannmgﬁeedto s 3 Bacmm JP Trigger mﬁm
: = Feblbip
b be cone OOBBMBKEAONHES S Corie e 10 P A et
within ms:So_tdiet‘c!ass. lfyouare - 3 = £ ash Attack.
looking to make fis Limitskils as :
:fictise as they baﬁ h. . onrhrst ; B Support S
t hu;'d h 2 ’; o -~ Equip Axgs 170 Equip Axe regardless of Job.
SRy SRNNE “p S Beasimaster 200 Nearby allied monsters gain abilities.”
e Defend %0 Action Command used to lessen damage from
attacks.
arantee thal they can't move awaifro JP Boost 250 Gain 50% more JP in battles.
ge=om). Lastly, Haste should also be nb’ra L 4 3
ext fo unit, and with an
Move Up +1
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Holy Dragon
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Job Dverwew

. This is the initial form of Reis, a dragon with violet scales. She can’t equip any items, change jobs, or enter water in this form. She does have an
innate Counter ability, and constant protection against the Holy element. Reis also has a massive HP pool and inflicts big damage with normal
physical strikes. She even has access to three basic magick attacks that activate with no cost. Unfortunately, the dragon form of Reis doesn't stay in
your party for very long. She changes into her human form after you clear Nelveska Temple.

Addo b i b bt S 4 S A S 2 8 2 2 8 3 8 8 8 3 8
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Ice Breath 2(4 Imes) Ice elemental magick attack.

Fire Breath U 0 0 2(4lings)  Fire elemental magick attack.

Thunder Breath 0 0 0 2(4 lines)  Lightning elemental magick atiack.

'8

Automaton

JOB|STATISTICSi

[ Move | Jump | C-EV |

3 3 0
-E-E-“ Ph sATK Magick ATK
Nong None
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Job Overview

Construct 8 is a robot with many strange properties. It cannot equip items or change its job, so it cannot learn any new abilities. However, it has
several innate abilities that consist of Counter, Defense Boost, Atheist, Ignore Terrain, and Ignore Weather. Because it is a machine, Construct §
can’t enter water, nor is it affected by spells (it has no soul, thus it has no Faith rating). This has obvious advantages, namely leaving Construct 8
invulnerable to offensive magick, but it also makes it impossible to heal Construct 8 with spells.

Overall, Construct 8 is a powerful unit against spell casters. It is immune to spells of any sort, and it inflicts massive damage with basic attacks. Construct § is

exceedingly cffective when paired up with a Black Mage using Arithmeticks, in which case it can take any spells thrown at it if the Black Mage nukes the entire
battle field.

Sedecbod b b £ A AL A S L A S AR 2 2 5 & 5 5 2 4 2 st B i oo B S

(WORK | JP | MP | SP | Range |Effect

Destroy 0 0 0 1(2)  Damages, uses HP

Compress 0 0 0 1(2)  Damages, uses HP Can cause KO.
Dispose 0 0 0 8 Damages, uses HP

Crush 0 0 0 1(2)  Damages, uses HP
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Overview

B Similar to Construct 8, Byblos carries an innate Poach, Counter, and Ignore Height, but he can’t enter water. He cannot equip items or gain new
abilities. The abilities he does have inflict effects similar to Beowulf’s Spellblade skills. Parasite, for instance, is his strongest ability, casting a random
status allment consisting of Poison, Blind, Confuse, Stone, Silence, Oil, Toad, or Sleep. Each ailment is treated as an independent event, with
each having a 25% chance of infecting the target. It is very possible that several of these elements infect the same target at one time. In the case of
Difference, it deals damage equal to the target’s current MP, making it useful against mages. He even has a basic heal spell, Encrgy, which heals the

g« by twice the amount of Byblos’ current HP. If Luso didn't exist, Byblos’ innate Poach ability would make him perfect for return trips to the Midlight's
2 Un fortunately, Byblos leaves a lot to be desired in comparison to Construct 8, who has more positives to overshadow the negative aspects of its character.
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Heals target by twice the amount of Byblos’ current HP

Causes Poison, Blind, Confuse, Stone, Silence, Oil, Toad, or Sleep.
Damage equal fo Byblos' wounds.
Damage equal to targel’s current MP

CHARACTERS
&JOBS
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INTRODUCTION ¢

Final Fantasy Tactics is one of the greatest video game stories ever told,
and the goal of this walkthrough is to help you experience that story
- as quickly as possible. The advice here is designed to help you clear all
of the required story battles. It does not address the optional events,
 recruiting bonus characters, or anything besides beating the main story,
There are other sections in this guide that cover these advanced topics.
:“~If you like, you can consult these sections and add these gameplay
elements to enhance your experience of this truly fantastic game.

The information in the walkthrough is organized into four chapters,
to parallel the game. Each battle has its own entry, complete with data
: on enemies, allies, and other factors of each battle. This information
also contains suggestions for possible characters, jobs, and equipment
that you may want to use in clearing each of the battles. The
walkthrough also includes data on what treasures, rare items, and
stealing opportunities a particular battle might offer. You can use this
information to determine your priorities on any given map.

At the beginning of each chapter is the Story Flowchart. It simply
- lists the chaprer’s required bartles in sequence, along with the ideal
times to attempt a Rendezvous co-op battle. While these battles are
“not required, they do serve as valuable benchmarks in your party’s
progression. If you lack the skills necessary to pass one when the
walkthrough suggests attempting it, then you may be too weak for the
: story battles that lie ahead of you.

: Part of Final Fantasy Tactics' lasting appeal is its flexibility, so bear in
mind that what the walkthrough recommends isn't the only way to
play the game. Feel free to try out different assortments of jobs and
characters, if you think you will enjoy using them. Just make sure that
your party has access to the key skills the battle requires in order to

progress.

Most maps in Final Fantasy Tactics contain an assortment of four
treasures. To get them, a character with the Treasure Hunter ability
must go and stand on those particular tiles. The lower the character's
Bravery stat, the greater the chance of that character getting the tiles
Rare Drop.

How important Treasure Hunting is to your game is really up to you.

For the most part, this guide doesn’t aggressively recommend hunting

down every item in every level, since these items are not usually much

better than what you can buy from a shop at that point in the game. It is

important to note that if you do use Treasure Hunter, you stand a good

chance of consistently having equipment that is a little bit stronger than
70 +, what you are “supposed” to have in a given level.

OPTIMAL Z0l

There is-a wide assortment of data listed for each battle, but one deceptivel
important piece of information is the optimal Zodiac compatibility for the
fight, For most battles, characters of a certain Zodiac alignment will have =
advantage in damage over characters that do not have this compatibility. Y
may want to rethink who you do and do not deploy for a given battle based
on this information.

What this is really important, however, is stealing. A quirk of the Final
Fantasy Tactics’ stat system is that the bulk of your stats come from what yo
character is equipping, rather than level growth. Anything that helps you
acquire truly powerful equipment more quickly is a plus, and there are some
really potent pieces of equipment that can only be acquired by stealing them
Also, note that nicking powerful equipment from a boss also makes him or
her a little casier to defeat.

You will want a Thief in your party as soon as possible. And, the Thief dutia
for a given battle should be influenced by the unit’s Zodiac alignment. Whi
it is not quite worth grinding to unlock Thief early in the game, you do wans
to make sure you have a few of them available by the time you hit Chapter
By Chapter 4, they should be able to multiclass as Monks or Ninja, which
excellent support classes when it comes to stealing.

Likewise, you may want to avoid using weaker characters with a Zodiac signl
that opposes the optimal zodiac alignment. This is generally a character thas
will take extra damage during the fight, and have a hard time making a dent
in opposing forces. If you do use them, consider placing them into jobs that
allows the use of equipment that boosts their defense stats as high as possible

At the beginning of the game, you get to determine what Ramza’s Zodiac
alignment will be by entering his birth date. Some players like to give him

a birth date that guarantees an optimal Zodiac alignment for certain key
battles in the game (for instance, His very useful in Chapter 1). Others
simply leave it to chance and enter their own birth date, or another date thas
is meaningful to them.

Whether or not you opt to try and give Ramza an optimal Zodiac sign is
completely up to you. It is not a requirement for getting through, or excelling
at, the game. To demonstrate this, the author of this walkthrough used her
own birth date, 8/26, to give Ramza TR alignment. This is not an optimized
alignment for much of the game but, as you will see, it poses no long-term
difficulties to Ramza’s effectiveness in battle.

(Of course, if your birth date happens to give Ramza an optimal Zodiac
alignment, don't hesitate to use it! Some people are just going to be luckier
than others in this regard.)




ver you move from place to place in the Final Fantasy Tactics, one These battles can easily wipe out your party if you are caught by them

gasscs. If you pass over a location marked with a green dot on the world unawares, so it is a good idea to always be prepared. Don’t move anywhere

@ there is a chance of encountering a random battle there. You need to in Final Fantasy Tactics unless you are ready to win a vicious battle. If you are
~sndom battles frequently. When you are trying to level up a particular not, be prepared to restart your game a few times. A list of the special battles
screr, you may find yourself going out of your way to seek them out. They for cach location is located at the end of this section. On the plus side, these
swod opportunities to steal equipment, get extra cash, and acquire JP. battles can be excellent opportunities to steal some valuable equipment.

8. is important to remember with random battles is that the enemy level Usually, when you encounter a random battle in a location, it uses the map
Ssted to mirror the level of the strongest character in your party, whether that was introduced during the story. Every battle fought in Mandalia

e that character goes into battle, If you want to level up a straggler, you Plains, therefore, uses the data presented in the Mandalia Plains battle in the
o do so while stronger characters are on the field to protect him or her. walkthrough. This means you can go back and try to get Hidden Treasures
Se sure not to let the strong characters steamroll the enemies before the that you missed. However, you can only get treasure from a given tile once per
you want to level up gets a chance to do anything. Overall, this mechanic game.

QR o YO UE Pty o g owerful randort bittles grow more There are three exceptions to this rule. They occur when random battles in WALKTHROUGH
e=rous. When you get into Chapters 3 and 4, you may encounter random a given location use a different map than the story battle. The map data for
¢ :fm much hardBE i ESE AR e B sl inets yine viivle these three battles are listed below. The upshot of this is the fact that you
0t only have one chance to get treasure from the story battle map, so you should

L= location has a special battle associated with it. This is a fixed selection consider this when you decide whether or not to deploy a unit with the
§ smemy units that are far more powerful than what you usually encounter Treasure Hunter ability. Also, note that these maps have traps that occur in a
= You can only access these locations by approaching them from a certain fixed location, so you should learn to avoid stepping on these particular tiles.
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Grid Trap
A6 Antidote Mythril Sword Hypnogas
B3 Eye Drops Batlle Axe Death Trap
Ei2 Echo Herbs Knightslayer Degenerator
Gl Phoenix Down Silver Bow Sten Needle

Gr
D2 X-Pation Flameburst Bomb ~ Death Trap
E1 - - Degenerator
Fi1 X-Potion Flameburst Bomb  Sten Needle
Materia Blade

d
Normal Drop | _RareDrop | Trap
Potion Elixir Sten Needle
Potion Elixir Hypnogas
Potion Elixir Death Trap
Potion Elixir Degenerator
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Special Encounters
Map Name — [Route |Units |

Mandalia Plains

Fovoham Windflats

| Siedge Weald

Mount Bervenia

Zeklaus Desert

| Lenalian Plateau

:2- Tchigolith Fenlands

ko

The Yuguewood
Araguay Woods

= Grogh Heights

Beddha Sandwaste

Zeirchele Falls

Dorvauldar Marsh

Balias Tor

Dugeura Pass

Balias Swale

Finnath Creek

Lake Poescas

Mount Germinas

Brigands’ Den

Ziekden Fortress

The Merchant City of Dorter

Riovanes Castle

The Merchant City of Dorter
The Magick City of Gariland
The Clockwork City of Goug

The Walled City of Yardrow
The Merchant City of Dorter
The Royal City of Lesalia
The Free City of Bervenia

Fort Besselat

Fort Besselat

The Castted City of Zaland
g |

Grogh Heights

Golgollada Gallows

Zeltennia Castle

Mount Germinas

The Trade City of Sal Ghidos

Red Dragon
Blue Dragon x 3
Dragon x 4
Knight x 2
Black Mage
Time Mage x 2
Archerx 2
Time Mage
Summoner
Geomancer
Revenant
Goblin

Black Goblin
Chocobo
Behemoth King
Minotaur
Knight
Arithmetician x 5
Knight x 2
Archer x 2
Monk

Samurai x 7
Ninjax 7

Monk x 11
Summoner x 2
Archer x 2
Geomancer
Mystic

Time Mage x 2
Squire x 3
Minotaur

Red Chocobo
Chocobo
Dragon

Blue Dragon
Red Dragon
Dark Behemoth
Hydra

Greater Hydra
Behemoth King
Archer

Monk

Time Mage x 2
Chocobo

Black Chocobo
Tiamat
Malboro
Piscodaemon
Behemoth x 5
Wisenkin x 3
White Mage
Black Mage x 2
Time Mage
Summoner
Chemist x 3
Mediator x 2
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Random  Chemist M Random Random Random
5 Random  Knight M 9 Random Random Random
C Random Archer M 6 Random Random Random
D Random Archer ) 7 Random Random Random
E Random Archer M 7 Random Random Random

# Ay | IEEI[MIEEI

A Agrias Holy (s}
Knight
B Gaffgarion Fell M 10 1)1 61 67
Knight
C Ladd Squire M e 63 60
D Lavian Knight F o 62 61
£ Alicia Knight F M 61 62

-xx,e.,gag.&a A

B SUGGESTED DEPLOVMENT: =5
automatlcallv at tile G6 as a level 9 Squire with
ite Mettle abilities, a Mythril Sword, Mythril Helm,
nd Battle Boots.

AAA)A Afs}k)laa.);‘». .2. ,3.)2.,?\&

ot

essentially a tutorial level that helps you get used to

around and attacking with him. You can't keep any
ined here, and the enemies pose no threat to you.

You'll see these guys again, but not until Chapter 2.

Remember how powerful a Holy Knight can be.




WALKTHROUGH

(EMIES:)
. Enemy | Job | Gender | I.evel |Zodiac |Bravery |Faith |

L Bandom Squire M Random Random Random
Handom Squire M Random Random Random
Random  Squire M 1 Random Random Random ‘W %
Random  Squire F 1 Random¥ Random Random X198z,
Random _ Chemist M 1 Random Random Random

Clue st Sy,

“OB/II Lvnz

Job | Gender| Level | Zodiac |Bravery| Faith |
Squire M 1 < 71 5

ESTED]DEPLOYMENT:——hhithhdibpt it
can deploy five units, Ramza cannot be removed

t h four open spots (this is the case with all story
end in a few Squires of each gender and a Chemist.
should be someone that you are planning on

Black Mage, and your Squires should all be

hieves or Knights.

!&Aﬂ.&,ﬁ.&aﬂ&ﬁ,&_&& Rlﬂ.&

n almost clear this map single- -handedly, it should
the start that he is not going to join your party
-at all possible, don't let him get kills, since this

y from your own characters. Don't waste

ither. You don’t lose anything if Delita falls in

If an enemy falls and leaves a chest behind, be sure to pick it up.

~]
wn
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A~ Delita

ENEMIES:
nm-mmmm _Grid_|Normal Drop

Random
Random
Random
Random
Random
Random

Argath

Squire M 1 Random  Random
Squire M 1 Random  Random
Squire M 1 Random  Random
Squie & M 1 Random  Random
Thief M 2 Random  Random
Red Panther N 1 Random  Random

Jdob_| Gender| o anlac Bravery_Faith |

Squire M & 55
Squire M 2 TFY, 73 59

AR&& A.&&A 2\&&_&

prive Argath of EXP and JP whenever you can.

ms, and his Al chooses to heal before attacking

d way to keep Argath too busy to upstage your own
st let him take over the healing duties for the fight.

s still controlled by the Al, you can change his job
nt between encounters. Take all of his equipment

1 an Archer if you want drastically to cut back his
EXP and JP. Note that Delita’s starting level in
whatever it was at the end of the last one.

Random
Random
Random
Random
Random
Random

Argath’s happy to spend a fight just
handing out Potions.

HIDDEN;TREASURES:,
Rare Drop
A13  Potion Dagger
E1 Antidote Rod
E9 Hi-Potion Broadsword
I7 Eye Drops Oak Staff

This is a Delita that isn’t much of a
threat to anything.




WALKTHROUGH

NEMIES: | : HIDDEN;TREASURES:;

#_Enem IE_ Gender Level |Zodiac _|Bravery Faith | -ﬂ. Normal Drof Rare Drog

& Bandom  Goblin Variable Random  Random  Random Echo Herbs Bowgun

& Bandom  Goblin N Varigble Random  Random  Random 33 Phoenix Down Escutcheon
Bandom  Black N Vanable Random  Random  Random F1__ Potion Leather Helm
Goblin G8  Hi-Potiion Leather Cap
© HBandom  Bomb N Random Random  Random  Random
£ Random  Bomb N Variable Random  Random  Random

2andom Red Panther N Variable Random  Random  Random

m_m Levsl Zudlac Braver | F:ntll

Delita Squire M
= Amaih Squire M 2+ m 73 59

This is an ideal fevel for fighting these Hopefully, the enemies are going to
DEPLOYMENT: : 58 monsters. beat on him instead of Ramza.
Knights, an Archer, and a Chemist can really clean up in this battle. Black Magick spells can also be very powerful if you

battle is a required part of the story, it uses the rules for random encounters. The monsters’ levels will be equivalent to your

member. If you have been too dependant on any one character, you may regret it in this battle.

sters are dangerous, but try to pick off the Bombs as quickly as you can. They do the heaviest damage and are immune to
t they are very vulnerable to Thunder, don’t bother with Ice). If you let them linger at low HP, they may Self-Destruct and

s damage to every unit nearby. The sooner they are removed from the field, the better.

Areath’s equipment before the battle, and take away his Ttem ability. If you can, make him an Archer to keep him from racking
eally, he and Delita will just distract the enemy while your units go about the business of winning the actual fight.
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VICTO

Defeat al

ENEMIES: HIDDEN, TREASURES:,
ﬂm-mz- Gender Level Zodiac |Bravery [Faith  Jl Grid NormalDrop ___[RareDrop |
Random  Knight M Random  Random  Random A5  Antidote LeaiherArmm

5 Random  Archer Random  Random  Random E13  Phoenix Down Cloth
Random  Archer Random  Random  Random G2  Echo Herbs My‘fhri\ Knite
Random  Random  Random H15  Phoenix Down Longsword

Random  Random  Random
Random Random Random

Random Black Mage + -
Random  Black Mage o

WM W w W

M
M
Random Archer M
M
M

M5

mm-m_r.mm
: "

Delita Squie+ M

B Argath Squie+ M 2+ ﬂ]l 73 59

Ifyou lose your Chemist in this battle, If you use a Phoenix Down on a
- e you might as well start over. defeated unit, you aren’t in danger of
GESTEDIDEPLOYMENT:~: AAdAAAAAAAAA losing them permanently.

: of the characters that you are deploying as Knights. Give them the Item ability and teach them how to use Phoenix Down items if you
of your Knights deploy with the best equipment possible, even if it means heading back to Eagrose Castle to get it.

'Axa.es.nx;\ I TETET T WS WS W

tJ2 may seem very threatening. With this unit’s height advantage, his firing range covers most of the map. The redl units to
the two Black Mages. Have your two toughest Knights edge toward them while you send Ramza up after the Archer.

spend most of his time firing at Delita and Argath, so Ramza should have little trouble defeating him. If your Knights can put an
ck Mages quickly enough, the rest of the battle is just 2 matter of picking off the other Archers and bringing down the Knight's HP.
is defeated, immediately use Phoenix Down to revive them. The enemy Knight has the Irems ability 2and can use Potions on
can easily outlast the three turns it takes for one of your defeated characters to die permanently, and at this point in the game
ested too much in them for loss to be an option.

o repeat this battle a few times before enemies with Zodiac alignments that you can exploit spawn. You need to be able to
ack Mages with one attack each. Many players choose to give up at this point in Final Fantasy Tuctics, but you shouldn't. As
can defeat the Black Mages with a single blow each, you can clear this level.
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Hi-Potion WALKTHROUGH
E = HIDDEN;TREASURES:,
# [Enemy _|Job Gender | Level |Zodiac |Bravery |Faith [ Grid INormalDrop __[RareDrop
* PRandom  Knight M 3 Random  Random  Random F6  Potion Bronze Helm
= BRandom  Knight M 4 Random  Random  Random G8  Hi-Potion Plumed Hat
Random  Knight M 5' ~ Random  Random  Random K1 EyeDrops Leather Clothing
Random  Archer M 3%  Random  Random  Random K10  Antidote Linen Curirass
Random  Monk M 3 Random  Random  Random
Random M 4 Random  Random  Random
| Gender | Level | Zodiac |Bravery| Faith |
Squire+ M 1+ =7 n 95
= Argath Squire+ M 2+ Bi12 73 59
Black Magicks let you easily kill two or This battle is excellent for leveling up
: three enemies at a time. Archers.
DiDEPLOYMENT: =i Addidiidide
¢ long-range attackers. Send two Black Mages in with Delita and two Archers in with Argath. You may want to turn Argath
ights for this battle and equip them with any appropriate armor you have lying around, so they are a bit more durable.
e e e e e
effectively boxed in by the walls of the house around them, with the only openings for them to escape at I5 and E9.
ta really like to stand on these tiles and block the way, so long-range attackers can heap damage on the enemy frecly from
lita prove unreliable when it comes to blocking in the enemy, try tackling this battle with two Knights and two Black
ur Knights box in the enemy by standing on the escape tiles; then you can use your Black Mages to cast spells on the enemy
79
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HIDDEN;TREASURES:;

IE-IEEIEIM |_Grid__Normal Drop ____[Rare Drop
A~ Milleuda  Knight 7 B2  Antidote Flame Rod
S C2  'EyeDrops Ice Rod
B R M 4 Random Random R
o LS Thiet o F3  EchoHerbs White Staff
C Random  Thief s M 3 Random  Random  Random > 2 L
D Random  Thief M 6  Random  Random Random 12 [EhoenixBown aiilcw
E Random  White Mage F 6 Random  Random  Random
F_Random  WhiteMage ~ F 5 Random  Random  Random

[ﬂ_ Zod:ar. Bsaver i Falth

Squie+ M
' Argath Squire+ M 2+ 'mz, 73 59

A Delita

Milleuda’s a persistent foe, so don't One of many times when you should've
think you've seen the last of her here. listened to Delita.

= A AR AR AR A A RS A_A
OPTIMAL ZODIAC: - ===ttt

best chance of stealing Milleuds’s equipment (her Chainmail and Power Gauntlet are particularly worth taking). Try not to

'DDEPLOYMEN*- At b d A A A
ed the Thief class, it’s time to consider looting the enemies on this map. Send in some Knights with Rend Speed and Rend

ime Mages if you want to make things even easier. The Steal Heart ability is also good to use if you have managed to acquire

erested in looting Milleuda, just send someone in with Black Magicks. A strong enough spell caster can easily take out
st of her escort with one or two spells. A company of Knights can be used with this tactic to shield the spell caster from
an also be cffective from range in this battle, if you're still trying to unlock the Thief job.

A&&ﬂ&&ﬂ&&ﬁ&iﬂ&& 3.)"

es are just annoyances, you need to get nd of the White Mages entirely before you try and fight Milleuda. Not only are
healers, but they can also use Black Magicks. Fortunately, both the Black Mages and Milleuda are very vulnerable to Black
e map terrain forces them to clump together.




WALKTHROUGH

| . HlDDEH;THEASURIS.!
£ [Enemy | Job Level \Zodiac [Bravery [Faith
* Random  Knight 5 Random  Random  Random PthOﬂ Buckle{
Random  Knight Random  Random  Random E7 Hi-Potion Iron Helm
Milleuda  Knight T 68 58 F1  Antidote Red Hood
3 K5 Eye Drops Bronze Armor

Random  Random  Random
Random  Random Random
Random Random Random

Random Black Mage
Bandom  Black Mage
Random  Time Mage

=t =afl g o o e
o> o, o

ender mmm
Al

: Delifa Squire+ M .

>

mmﬁ““%,ﬁ)kﬁﬁ.ﬁ‘ .5.\3\.3 ﬂ.
add a Thief to take Milleuda’s equipment and a Black Mage to handle her magick-using escort. Beyond that, Knights and

......

euda’s Time l\flage ﬁrst, since shes prone to casting
Mages nearby. Then, try to wipe out the

. Once this happens, you can safely ignore

s and focus on Milleuda. Black Magicks deal

e o her, as can a Knight that is a good or better A Hasted Time Mage can make this Even if Milleuda’s Knights are at full
battle very dangerous. health, the battle ends when she's
defeated.

81
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HIDDEN;TREASURES;

m:-mlmm:mm |_Grid__ Normal Drop ___|Rare Drof

A Wiegraf White A1 Echo Herbs Leather Plate
Knight D6  Phoenix Down Hempen Robe

B Random  Knight F 6 Random  Random  Random F2  Potion Shoulder Cape

C Random  Monk F 6 Random  Random  Random G10  Hi-Pation Mage Masher

0 Random  Monk f 7 Random  Random  Random

E Boco Chocobo * # N 7 < 66 48

m-mmmmm
"

Delita Squire+ M

Immobilizing Wiegraf is your only hopes
of victory in this situation.

OPTIMAISZ A A A A S A A AR A S B A

agrose Castle before thlS bat’dc, there arc some excellent new weapons and armor for sale there. Stock up on Mythril

nmail to make your Knights tough enough to face Wiegraf.

that let you Steal or Rend Wiegraf's potent equipment in this fight. Time Magicks can Slow or Immobilize Wiegraf,
rested in completely looting Wiegraf, you may want to use Knights with Rend Speed and a female Thief with Steal Hearr,
ye worth the effort. ‘

an be useful, but they must be used carefully—due to the constrained map size. Archers are a bit easier to use. Give
ems ability and make sure the high-HP characters know how to use Hi-Potions.

Aﬂ.ﬂ&&iz&&f&&gﬂ\&ﬂ&ﬂ..ﬁ?\%
ly Knight’s Judgment Blade ability. If you remember the beginning of the game, then you know just how powerful it
ops that rush toward Wiegraf may be wiped out. You need to use more careful strategies to win here.

e Monks that accompany him and wait for Wiegraf to descend from the cliff that he begins the battle on. When he does,
o Steal or Rend his sword, which removes his ability to use Judgment Blade. Once you've done this, the fight becomes




All enemies | defeated!

Ally/units|are|defeated!

ENEMIES: : ALLIES:;

'Enemy |Job |Gender | Level |Zodiac |Bravery Faith | ﬂm-mm ravery | Faith
Random  Squire M Variable Random Random Random A ‘Random Chocobo N Variable Random Random Random
Random  Squire Variable  Random Random Random B Random Chocobo N Variable Random Random Random

M
Random  Squire M Varable Randdm Random Random -
Random  Squire M Variable Randof Random Random
Random  Chemist M Variable Random Random Random

M

M

M

Random  Chemist Variable Random Random Random
Random Chemist Variable Random Random Random
Random  Thief Variable Random Random Random

3 GGESTEB,%PWYMENT:%%“?’?‘*%‘?‘?‘?‘??’?‘?
y female characters, since the Thief uses Steal
uld concentrate on characters that can do great
age quickly. Squires, Thieves, and Monks are
here, and Knights and Black Mages should also

e sure to buff up your Black Mages with White Get the Chocobos together, and Be patient while your partner makes
‘can heal the Chocobos quickly: defending them becomes very easy. his decisions.

% 2 a2 & & 2 2 2 & R 2 £ & & & 2 A 5 A

andom encounter rules, so make sure the 1P and 2P parties are around the same level. The enemies are all going to be at
the single strongest player unit. Any major level disparity may result in one of the two players involved not pulling his or

uld be able to protect the Chocobo at B6 and P2 needs to watch the Chocobo at H7. Clear out enemies as they approach,
er player once your Chocobo is relatively safe. Keep a careful eye on the Chemists, who may use Time or White Magicks.

obos every turn, if necessary, to keep their HP near or at full; it takes only two or three attacks to kill them. Their Al likes to

ycobos and start hammering away at approaching enemies with impunity.

Chure, and if one bird gets wounded the other may move in to heal it. In this situation, both players can just ring their units f

&% WALKTHROUGH

T
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HIDDEN; TREASURES:;

Gemier Level |Zodiac  |Bravery |Faith Grid | Normal Droj Rare Drop
A Random nghr 7-10  Random  Random  Random C3  Hi-Potion Chainmail
B Random  Knight IVI 7-10  Random  Random  Random D10 Potion Bronze Shield
C Random  Knight M 7-10  Random  Random  Random E6  Antidote Ringmail
D Argath Knight & M 10 i1 32 67 I Eye Drops Silken Robe
E Random  Black Mage £ 7-10  Random  Random  Random
F_Random  Black Mage F 7-10  Random  Random  Random

# Ay ob | Gender Lo .Zomac Bravery | Faith |

Delita Squire+ M 71 55

s the best chance of stealing Argath’s equipment

- = = Black Magicks deal heavy damage An Archer with Aris of War can easily
g he has is really worth taking). Try not to deploy to Argath, enough to make his Auto- use Rend Weapon on Argath from a
: Potion ability less of a problem. distance.

SUGGESTED|DEPLOYMENT: =i—=i—=i=i-lddiiiish
are the key ability for this battle sinee it is the only way to kill Argath quickly. With his low Brave, Knightslayer crossbow,

uipment, engaging him at melee range may not be the best option, unless he’s Immobilized.

d, Knights can be used to deal with the threat, and you probably want a Thief on the field. Monks can also be ver-v useful,
tain turns quickly and can tear through the enemy Knights' HP. Try to stay away from Archers and Squires. These units may
ncugh to really contribute in this fight.

l&&&&&ﬁ £ 2 2 R\ﬂﬂ.ﬁﬁi&ﬂ.}\

htslayer crossbow may make getting a unit close to him a difficult proposition. If you are willing to forego stealing his
U can get him in range of spells and try to take him out with a couple of big blasts.

teal his cquipment, you need to defeat his companion Black Mages and Knights, and try to use Time Magicks to Slow or
ath. Rend Speed and Rend Weapon are also useful abilities in this situation, since it is really the rest of Argath’s equipment
ant to take.
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HIDDEN;TREASURES!,

# | Grid | Normal Drog 'Rare Drop

A Random Random A10  Potion Ice Bow

B Random  Archer B 10 Random Random Random C5 Hi-Potion Shuriken

C Random  Black Mage M 9 Random  Random  Random i Echo Herbs Barbut

D Random  Black Mage# M 10 Random  Random  Random I7 Ether Round Shield
E Random  Thief M 9 Random Random Random

F M 11 Random Random Random

Random Thief

Knight+
| B Gaffgarion Fell M 10+ mw 61 67
_ Knigh

Agrias’s Holy Sword skills let her strike Although Ramza is a Knight now, Black
from a distance. Magicks can really come in handy.

DiDEPLOYMENT: =i—i—i—i=i=i=i=i=iidaih

t to have Ramza spend Chapter 2 as a Knight, preferably with optimized equipment at all times. If you want to take advantage
you should give him some form of Magick as a secondary ability. The rest of your party should be male characters in speedy
nk, Squire, and Thief. It also helps to deploy a (low-Faith) Chemist here and in future battles, since your attackers are learning
ndary abilities that are more useful than Items.

-ﬁilﬁﬁﬂﬁ&&i&ﬂigﬂaﬁﬁﬁﬁi

really a straightforward push toward the enemies at the top of the hill. High-speed characters can gain initiative over the
Thieves in an effort to break through and attack the dangerous Black Mages. Or, you can use your high-defense characters to
to the Black Mages. Either way, defeating the Black Mages should be a top priority. The second objective should be to stop
s quickly as you can, since they can use Steal Heart on Agrias.

 to stop Gaffgarion from earning JP or EXP if at all possible, so take all of his equipment and make him a Chemist with no
uipped. Agrias, on the other hand, should be optimized as if she was one of your ordinary characters. Give Gaffgarion’s
nt to Ramza, and the rest to Agrias. Let her use her potent Holy Knight class to great effect. You'll find that she is an

uable addition to your ranks.




HIDDENFREASUHES:!
| Grid_|Normal Drop  [RareDrop |
Goblin N 8§  Random  Random  Random D5  Gold Needle Headgear

Zandom  Goblin N 8 _  Random  Random  Random E8  Phoenix Down Mythril Armor

Z2ndom  Goblin N 9 ' Random  Random  Random 15  Potion Mythril Vest

Zandom  Goblin N 9% PRandom  Random  Random Lt Hi-Potion Spiked Boots
£ Random Goblin N 10 Random Random Random
& Sandom  Black N 13 Random  Random  Random

Goblin

Job | Gender | Level | Zodiac Braveny| Faith |

Holy F 10+ 60 = 1+ C63E

Knight+

& Eafigarion  Fell M 10+ m_ 61+ =67F
Knight+

N 10 T 68 48 The Goblins quickly overwhelm Boco if You may not use Boco much after he

you don’t work hard to defend him. joins your party, but he can lay eggs
= that hatch info powerful Black and Red
Chocobos.

. Boco

ESTEDIDEPLOYMENT:~~j-hrdAhidihdddst
end just about any class in to fight the Goblins and expect them to put up a good fight. Knights and Black Mages are really
es for a balanced fighting force on this map. If you end up in a situation where you have to keep Boco alive, you may want a

on the field.

£ 5 2 2 & A 8 A& R 2 A B >3 A& A

.....

proach this battle the same way that you might approach a random encounter with Goblins. The best tactic may be to
'pick off the Black Goblin first. It is also important to note that the dialogue choices in this battle don't just affect your

T£ you select the “Perhaps we could use him?” answer, you will lose the battle if Boco dies. Generally, the fight is easier if you

inswes, “We should be on our way through the wood.” This option just lowers your Bravery a little. Note that Boco joins

after the battle, regardless of your answer.

WALKTHROUGH
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A Random Knight (Undead) M Variable Random Random

B Random Knight (Undead) M Variable Random Random

C Random nght (Undead) M Variable Random Random

D Random Archier (Undead) M Variable Random Random

£ Random Archer (Undead) M Variable Random Random

F Random Black Mage M Variable Random Random
(Undead)

G Random Time Mage F Variable Random Random
(Undead)

H Random Revenant (Undead) N Variable Random Random

Random Revenant (Undead) N Variable Random Random

J Random Revenant (Undead) N Variable Random-. Random

. % e

B A AR AR A& A £ 2 AR A R A& A

de can be really fun. If you've played prior Final Fantasy games, you may remember the rule
enemies: they take damage from spells and items that heal the living, and resurrecting spells
s can instantly destroy them. Just have your Chemists throw Phoenix Downs at the enemy for

and hilarious) victory.

A Hasted zombie can pose a serious

threat to a party of Chemists.

Phoenix Down is instant death for

Undead.

___ Gender _[level _____[Zodiac______|Bravey _____Faith

Random
Random
Random
Random
Random
Random

Random
Random

Random
Random

L
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EMEMIES:] HIDDEN;TREASURES:,

2 [Enemy mz-lmlmmm- _Grid | Normal Drop __[RareDrop ____
- Gaffgarion  Variable 67+ B4  Ether LeatherC\oak
Random Knight = Random Random Random E‘; E%Tgﬂg;g?e E';:;Tusﬂoegager
fEndon Knught 8 Handon Bandom __ (eiee 15 Phoenix Down Poison Rod

Random Knight
Random  Knight
Random  Knight

Random Random Random

g
8
9 Random Random  Random
10
11 Random  Random Random

= e fr=a =<

Beties:
| £ A Gender | Level | Zodiac | Bravery| Faith |

Agrias Holy & T+ B3
Knight+
Delita Holy M 1 2 75 50
Knigis Ovelia is a surprisingly potent support Delita is just as potent a Holy Knight
£ ; (| ! ta is just as potent a Holy Knig
Ovelia Princess 5 = 53 72 — as Agrias,
£ ),( 2__& & 'e ," &

on becomes part of the opposition at the beginning of the battle, his job, level, and equipment are whatever he possessed
him into the battle. If you removed all of his equipment and changed his occupation to a weaker job, you should be able to
iy without much trouble.

- the Knights and protecting Ovelia. Delita can do lots of damage, and if you've kept Agrias as a well-armed Holy Knight
do the same. Your units just need to be strong enough to pick off the Knights (or cripple them) before they can do too
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ENEMIES: HIDDEN;TREASURES:,
nm-m-mmmm | Grid _Normal Drop _[Rare Drop
Random  Knight M Random  Random  Random A4 Hi-Potion Cypress Pole
3 Random Knight M 13 Random  Random Random A11  Potion Serpent Staff
C Random  Archer F 11 Random  Random  Random E1 Ether Mythril Shield
D Random  Archer F 12 Random  Random  Random H7  Echo Herbs Mythril Helm
E Random  Black Mage M 11 Random  Random  Random
F M 12 Random  Random  Random

Random Ick

# A mmmmmml
60

A Mustadio MaChIﬂ!S M =

T B

E . 10+ B6 71+ 63 Ri=mma

5 Agrias Holy

Knight+

Both answers raise your Bravery, but Rush in foolishly and the powerful
the former more than the latter. Archers here can wipe out your
entire party.

| DEPLOVIMENT!=i—ibehd A A A fi

ot of character job builds that can excel in this battle, but Black Mages and Monks can really clean up the fight, Black Mages
0 deal with the enemy Black Mages quickly, and the Monks should acquire turns quickly with their high speed Send
Time Magicks to help give your party an edge.

AR & & & & A& R 8 A2 R 2 £ 2 2 A

be your goal to keep Mustadio alive, you may want to remove the long-range enemies from the map as quickly as possible.
1at the Black Mages should be your first target, then the Archers. It can take the Knights some time to chip through your
Monks do not have strong abilities like Shockwave yet, but you should have no problem removing them from the battle.
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WALKTHROUGH

Enem Job Gender Level Zodiac | Braver | Faith

Random Squire M Variable Random Random Random
Random Archer e Variable Random Random Random
Handom Archer F Variable Random Random Random
Random Archer T Variable Random Random Random
Sandom Monk M Variable Random Random Random
= Bandom Monk M Variable Random Random Random
= Random Thief M Variable Random Random Random
.~ Random Thief M Variable Random Random Random
L BRandom Thief F Variable Random Random Random
DiDEPLOYMENT: —iri-iobbobo b i

ally matters for this battle is sending in characters with the highest Speed or Move
‘matter what job you used to maximize these stats, but the fastest jobs for you to choose
e Monks or Thieves at this point in the game. Still, even lowly Squires stand a good

ing this battle.

Ramza may seem close to victory, but
the powerful Thieves could easily kill
him before he reaches the chest.

2 A £ 2 & A A & 2 4 & 2 2 2 8 & A 4 & 8

of this map is the treasure chest at AS. You don't need to beat the enemies. All you

6, to win, is run your characters toward the treasure chest. Even if a Charmed character
bs the chest, you win. It’s only worth taking time to attack if enemies block your way.
armed with the Aurablast ability should be in a good position to move toward the

i hing out lots of damage along the way.

Steal Heart can easily lead to P1
Ramza battling P2 Ramza!
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HIDDEN;TREASURES:,

# |Enemy  |Job Gender Level \Zodiac  |Bravery |Faith | Grid |Normal Drop |Rare Drop

A Random  Knight M Random  Random  Random D3 Golden Needle Wizard's Hat
B Random  Knight M 14 Random  Random  Random 19  Phoenix Down Plate Mail

C Random  Archer M 1 Random  Random  Random L3 Potion Adamant Vest
D Random  Archer M 13 Random  Random  Random N7  Hi-Potion Power Gauntlet
E Random Summoner F 11 Random Random Random

F Random  Su ner F 12 Random  Random  Random
| # |All {Job | Gender | Level | Zodiac |Bravery' Faith

A Mustadio  Machinist+ M 10+ o 60+ 62+

B Agrias Holy F 10+ Seo— 71+ =B3F

Knight+

Summoners are especially dangeraus Once your Archers control the high

fo lightiy-armored, long-range fighters ground, you have the Summoners at
like Mustadio and the Archer. your mercy.

SUGGESTED BEPI.OVMENT

you against Summoners who are a pamcula.rh dangerous new type of magickal foe. In this particular battle, these enemies
of the terrain to heap damage on your party. Your best bet is to try to eliminate their spell casting ability early in the
Magick, or use Archers to defeat them before they can cast too many spells.

, like Aprias, is a valuable NPC that you should keep well-equipped. His Machinist skills aren’t overwhelmingly powerful,
n the game, he is probably the only member of your party equipped with a gun. Be sure to invest JP in his Machinist
‘some useful abilities like Arm Shot.
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HIDDEN;TREASURES:;

Gendor | Level |Zodiac|Bravery [Faith M Grid [NomalDrop ___lRareDrop
13

Bandom  Skeleton N Random  Random  Random B12  Ether Ashura
Random  Skeleton N 14 _ Random  Rendom  Random E8  Echo Herbs Kotetsu
Bandom  Bonesnaich N 14 ' Random  Random  Random G1  Gold Needle Giant's Axe
Bandom  Ghoul N 12 '# pandom  Random  Random L11  Phoenix Down Romandan Pistol
Random  Ghoul N 13 Random  Random  Random
Random  Floating N 13 Random  Random  Random

Eye
Random  Pig N Variable Random  Random  Randem

Malboro N 12 Random Random Random

Job | Gender | Level | Zodiac |Bravery| Faith |

Machinist+ M 10+ == 60+ 62+

Seal Evil instantly petrifies undead, Phoenix Downs do not have Seal Evil's
and has the advantage of Mustadio’s range, but they still get the job done.
firing range.

ESTED]DEPLOVMENT: <o ediedirich

ists can use Phoenix Downs to wipe out all of the foes on the map, except for the non-undead enemy that always enters the
(a Eloating Eye, Pig, or Malboro, selected at random). It is important to note that the Pig that appears will be the level of your

party member. Leave this normal enemy to Mustadio and Ramza, who should be able to handle it easily. Take care not to let
into the watery areas of the map. These squares can inflict your party members with a poison status. Also, be sure to teach
) the Seal Evil ability before this fight. He can use this skill to devastating effect in this encounter.
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| Gender [level _[Zodiac_____lBravery _____[Faith

A Teioh Black Chocobo N

B Random Pig N Variable Random Random Random \
C Random Pig N Variable Random Random Random \
D Random Chocébo N Variable Random Random Random

£ Random Chocobo N Variable Random Random Random

F Random Chocobo N Variable Random Random Random

G Random Chocobo N Variable Random Random Random

H Random Red Chocabo N Variable Random Random Random

| Random Red Chocobo N Variable Random Random Random

J Random Red Panther N Variable Random Random Random

SUGGESTED DEPI.OVMENT‘ o s a aa
_euld each deploy a Time Mage that knows, at the very least, Immobilize and Gravity; however, Graviga is ideal. If either
for purchasing them, you may want to spend some time in Melee battles before starting this Rendezvous. It is also

every unit in the battle to have the Auto-Potion ability.
t0 send out characters that are capable of dishing out major damage to escort your Time Mage. Knights and Monks work

hacity, but you should choose your heaviest hitters, no matter the melee class. Make sure all of your characters have the Items
d, so they can perform emergency healing duties if problems arise.

B 2 2 2 s 2 AR 5 A8 A A RS E B AR
Chocobo with ten times the usual HP count for his level.
contingent on using a Time Mage to cast Gravity on him

- times (or Graviga twice). Using Immobilize on him

ur other units should be employed to defend the Time
s (and if you deploy Ramza, use Tailwind to improve the ~ Don't fake Teioh's army lightly. They Gravity and Graviga damage Teioh

sts ) pio) P :

). While you only need to beat Teioh to win the battle, it are more tfian a match for you. much more quickly than his escort G

£ : : heal him.

defeat his escort first. The Red Chocobos can easily pick

before they launch their spells, if you are unlucky.
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ENEMIES:] HIDDEN; TREASURES:;
[Enemy  |Job mlm-mmn_ .Hﬂl
* Random  Archer F Random  Random  Random Hi-Potion L|ghtn|ng Bow
= Random  Archer F 14‘ _Random  Random  Random C4 Potion Crossbow
Random  Summoner M 12 ' Random  Random  Random E5  Ether Lamia's Harp
Random  Summoner M 13'% Random  Random  Random K7 Echo Herbs Battle Folio
- Random Chemist M 13 Random Random Random
Random  Chemist M 15  Random  Random  Random

£ Al
Mustadio

m-mmmm

MachwmsH M . 60+ 62+

A A R A A

| DEPLOYMENT:—i——-A=i=hA
to deploy any female characters on this map, since the Thieves use Steal Heart. You
oners again, so you may want to include Knights with Rend Magick and possibly
f-ofyour own. What you field besides these units should fill in the gaps to create a

%AJ&

%?%Ai&ﬂ\/ﬁz&&%&&‘ﬂﬁl
it more involved than Tchigolith, but also less exacting than Balias Tor. The basic
nap should be to heap damage on the Summoners and mop up the units that are left.
£ your Summoner by targeting spells on the Thieves. Pick them off in this manner,

move in close to Steal your equipment.

A powerful Summoner can easily
control a map of this size.

Equipping a Gun transforms a humble
Chemist into a powerful, long-range
fighter.
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[ENEMIES:| HIDDEN; TREASURES:;
nm-m-mmmm- | Grid | Normal Drop ___|Rare Drog
Random  Knight Random  Random  Random Al Gold Needle Javelin
-3 Random  Knight M 15 Random  Random  Random B10  Phoenix Down Battle Bamboo
C Random Archer F 14 Random Random Random L1 Hi-Potion Snowmelt Bomb
D Random  Archer F 15 Random  Random  Random I5 Potion Flameburst Bomb
E Random  Black Mage M 14 Random  Random  Random
F Random  Black Mage M 15 Random  Random  Random

ﬂm-m:-mm
7

A Agrias Holy F
Knight

ED DEPI.OVMEN" et Al

egy on this map may be to field a pair of strong nghts to take out the enemy Black

y as possible. Aside from this, you can field other units that balance the party and suit
le. By this point in the game you have probably unlocked many potent classes and pieces
at that should minimize the threat posed by foes armed with the power of Black Magicks.

With someone as powerful as Agrias,
it’s hard to tell that you're supposed &g

as alive is not exactly difficult. At worst, you may need to use a Chemist to shadow her be rescuing her.

,-E]es_n}%x{tnﬂg}m .9.?“,5- .,9[,‘},&,?

Potions when she runs into trouble. If you can keep Agrias safe, it should be possible
t of the enemies on the field with the powerful characters that you have built in this

Don't forget to deal with the enemies
on the other side of the map.
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HIDDEN;TREASURES;
lm-m:-mmm- “Grid_[NomalDrop____[RareDrop |
Gaffgarion  Fell Knight M A3 Gold Needle .Javelm

= E8 Phoenix Down Battle Bamboo
2 Random  Knight 14 Random Random  Random peces
~ Random  Knight 158 Random  Random  Random i HH'Donen SR Howo
H9  Potion Flameburst Bomb

16 Random Random Random
15 Random Random Random
16 Random Random Random
14 Random Random  Random
15 Random Random Random

D Random  Knight
= Random  Archer
- Random  Archer
Random  Time Mage
Random  Time Mage

it o o i e =

2__2

LZQDIAO:;.R.‘ AA S A A A AR R A S A A
the optimal Thief in this battle. Gaffgarion’s equipment is good, and can also be easily obtained in Chapter 3, but it is the

that really makes it worth the time it takes to loot him.

DEPLOYMENT: it Pt

a named character out of the picture, now is a good time to use a Thiefand a Time Mage in tandem on the field. Archers
War (or doubling as Thieves) can also be useful here, and you may want to field Ramza as an equipment-rending Knight for
he secondary team works well if they are fielded as Archers, Knights, or Thieves who can help to gang up on Gaffgarion and

e rampart to deal with the Time Mages at the top.

&cploys at the Iower—nghr pornons of the ﬁeld

to fight Gaffgarion. The group that deploys

ch should be focused on climinating the enemy
nce Gaffgarion has been neutralized. When these

been removed from the field, mopping up the This is actually a good Rend With Archers atop the wall, you can
percentage (32%) against Gaffgarion. damage virtually any enemy on the field.

easier. If your Archer has Arts of War, you can use
on a Weapon Rending spree to make the Knights
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HIDDEN;TR EASURES:;

EMIHEII“MMHIEEW&BIlﬂﬂﬂﬂﬂllIEIHMHEII“MMMIII

Gaffgarion  Fell Knight M Potion Golden Armor

B Random  Knight F 15 Handom Random  Random C3 Ether Wizard's Robe
C Random  Knight F 15  Random  Random  Random C14  Hi-potion Wizard Clothing
D Random  Knight F 16 Random  Random  Random D8 JEchOHerbs Rubber Shoes
E Random  Archer M 15 Random  Random  Random
F Random  Archer = M 17 Random  Random -  Random
G Random Summoner ‘4 M 15 Random Random Random

‘tzomnc.%ﬂw IEWEEEES S S

an steal from Gaffgarion handily, if you happen to get her in range of him in time. He does not have equipment that is
mportant at this time (Ramza has to destroy his Ancient Sword, which would otherwise be a great boon), but it may help to

-quipment that may be destroyed by the Knights that you fight here.

GES EDDEPLOVMENT. o it

secondary team should include a Summoner and a Chemist. These two units should be supported with jnbs that can dish out
lee damage. A Monk with Chakra and Aurablast may also prove to be a flexible and useful warrior for this battle.

Alﬂ&ﬂ"&’{&ﬂ\ﬁ"ﬁk%""?\s '\.X

the most infamously difficult battles in Fina/ Fantasy Tactics. Before you start, bear in mind that this fight is part of three
attles. When you save after beating this battle, make sure you don't save over the file containing your victory at Golgollada Gallows.

the third battle in the sequence overwhelms you, you can go back to the Golgollada save and work on developing your party.
|

Ra_mza is on one side of the wall that runs across row 7, and the rest of your units on the other. They cannot join Ramza urmi
tch located at H4. Gaffgarion is guarding the switch, so Ramza essentially has to face him alone. The only way for Ramza
 battle is to use the Rend Weapon ability on Gaffgarion’s sword. As you witnessed in the last battle, this tactic renders
mpletely harmless.

time, send your other units to smash the enemy. With a Summoner on the field, you can’t afford to chip at enemies and rely on
on ability to keep your health high. It is important to use your second team to pour on damage very quickly, either by fielding
sters or fielding units with advanced damage-dealing abilities. You can use your battle-flexible Monk to wipe out enemies (at

long-range) and to replenish your own casters’ MP.
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WALKTHROUGH
ENEMIES:|
# m_ Job Gemler -ﬂﬂ- Zodiac | Braver Faith
% Random Knight Random Random Random
= Random Archer == M 8 Random Random Random
_ Random Black Mage l F 8 Random Random Random
Job | Gender lmmm
~ Delita Holy M
Knight
Ovelia Princess 20 = 93 72
GGESTEDIDEPLOYMENT: —i—i-=i-dubdiii=ich
yose who to send in this engagement. This is a story battle featuring Princess Ovelia and Delita. In this fight you can only
ho is a very powerful Holy Knight.
ﬂxﬂ./&&,‘l&j&i\ﬂﬁ.ri }kﬂ}i\ &&.
t be a very tough fight. You can even use the AI feature for Delita and still be victorious. Setting the Al to Berserker and
lack Mage will ensure victory. If you would like take this fight hands on it is imperative you attack the Ascher first. T
al movement capability and the Black Mage will likely target Delita first over Opvelia. If you get close enough info range
Archer in one strike. The Knight will chase Ovelia leaving the Black Mage open for quick death. Delita’s attack range ar and”
ilities are more than enough to rush the Knight in the end before Ovelia takes any serious damage
ther story fights featuring Ovelia and a controllable
¢ game, but they are much easier than this particular
e you can't accrue JP, gain EXP, or even gain items
is possible to lose and receive a Game Over message
nemies quickly. Delita becomes an increasingly - .
night as the game progresses, so your chances of Agrias can eventually leam all of these  Once Ovalia's protected by her Aegis,
s” battles actually dwindle the farther you progress.  moves, except for Ghant. she takes remarkably little damage 99

from magic.
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Eﬂm HIDDEN;TREASURES:;

[ # [Enemy _Job | Gender Lol mm |_Grid__ Normal Drop _____ Rare Droy

A Cuachulainn The lmpure N D2  Hi-Potion Protect Ring
D4 Potion Protect Ring
&= E2  Remedy Osafune
3 E4  Ether Mage's Cloak

OPT ALZODIAG.Q\&&VA.&&E)BE\.R& A?
;rcally steal anything from Ciichulainn, but you prebabl‘,
a damage advantage if you can. The best signs to use
id €5, and avoid deploying X at all if you can help it.

You knew the Cardinal was bad,
but you probably weren't expecting proof that you really can beat
anything like this. Cdchu!ar‘nﬂ

It may seem impossible, but here's

B

TED EPLOVMENTEQ*R*R‘“A A
s meanmgless in this battle, since Ciichulainn primarily uses status ailments like Doom. Tnstead, you s‘[‘fou]d focus on doing as
ge as quickly as possible, and your units should be as mobile as possible. It may sound ridiculous, but fielding a team of five
za included) should help you to overwhelm Cichulainn; provided all of your Monks know Aurablast and Purification. Give
e '+1 and Battle Boots to ensure that Ciichulainn cannot retreat. You should also give them the Items ability, so they can

ﬁclda party of Monks with these abilities, you may not have many other options. You can try fielding a Time Mage with Stop,
spell doesn't go off quickly your entire party can be wiped out (and you might as well restart the battle if the Time Mage gets hit
nn’s opening attack). Going back to a previous save and using Melee to amass some JP quickly may be your best bet, if you are

any headway.

TAcT:Icsiz.Ax.gAE&..@AA‘ 2 A A A A A B K

the recommended party of five Monks, you can rush toward Ciichulainn and use Aurablast every turn. Use Purification to

ing allies, and Phoenix Down items to revive allies who have succumbed to the power of Doom. Don't bother with restoring
chulainn’s Nightmare attack is lethal. His Bioga does HP damage, but in such tremendous amounts that stopping to heal just
arty down. Instead, focus on keeping as many attackers active on the field at once and attack relentlessly.







ENEMIES:

| # |Enemy |Job Gender |Level

Random  Knight F Var?ab‘e Random Random Random With the right abilities equipped, you can field almost any unis
CHAPTER B Random  Knight =F Var!ame Random Random Random you like in this battle (especially if you have units with access 1o
three C Random  Archer M  Variable Random Random Random 5o Elovntion) Pick off th T Wi frsits Kect il
D Random Archer  *#M Variable Random Random Random ===l 0 fic LImc vages At o keep G
E ‘B doiic Archer M Variable ‘Random: Random Random from using the Stop spell. Caster units do well in this battle,
F Random TimeMage F  Variable Random Random Random especially Summoners and Black Mages, since they can damage
G Random Time Mage F  Variable Random Random Random many units at once. Send them in with the Items ability to use
Random  Thief M  Variable Random Random Random Ether (if you choose to use these), so you aren't slowed down by
Random  Thief M  Variable Random Random Random running out of MP.
Random  Thief M  Variable Random Random Random
SUGGESTED|DEPLOYMENT: i iiiidbiiih [N EppSS

s in this battle are Shirahadori and Ignore

ith both of these equipped, and the Items Ability,
hould have a very difficult time damaging your

gs even more difficult for them by fielding all of
Dragoons.

have access to these abilities at this point in the
y want to stop progressing the storyline and
random battles to gain JP and the right class levels

n. While it is true you do not have to fight this
When you see this, you know

op battle, you may have a hard time later in this Shirahadori has kicked in.

u haven't properly unlocked the Thief, Dragoon, and
well as some advanced abilities like Teleport
tion. It may be best to take a break and accomplish

Dragoons do tremendous damage,
even with default attacks.




IENTISLHOTS:

Enem -mmm_
2zndom  Knight Variable Random Random Random
Aandom Knight Variable Random ,Random Random
2andom Monk Variable Handom’gandom Random
andom Monk Variable Random Random Random
andom Bard Variable Random Random Random
Random Bard Variable Random Random Random
Random Bard Variable Random Random Random
Random Dancer Variable Random Random Random
Random Dancer Variable Random Random Random
Random Dan Variable Random Random Random

o e M i et ] e i el

STEDIDEPRLOVMENT: =it i
is still 2 potent protective ability in this battle,

Bo

ember that it is less effective for casters than fighters.
v, 2 combma.uon of Dmgoons, Time Mages, and Black

Dancer
Welcome to our fete!

Do enjoy yourselves Tee-hea?

A successful Jump may one-shot some of your foes.

WALKTHROUGH
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ENEMIES:}
ﬂmm_mﬂm:m-

Random Chemist M Random Random Random
3 Random Chemist M 21 Random Random Random
C Random Thief ‘; 19 Random Random Random
D Random Thief 20 Random Random Random
E Random Thief F 21 Random Random Random
F Random Orator M 18 Random Random Random

ﬂ!ﬂ-mm

A Orran Astrologer M [o]e)

Q‘EZEI;OVMENT:, S A Al
irahadori and Ignore Elevation dblhtles equ1pped
breeze. A Time Mage with Teleport may also serve
by Immobilizing enemies. Try using Dragoons here,
‘2 class that you may want to rely on throughout the
u deploy male units, equip them with the Nu Khai
guard against the Steal Hearr technique thar the

HIDDENTREASURES:,

| Grid  |Normal Drop Rare Drop

At Phoenix Down Wizard Clothing

E4 Potion Spear
E9 Holy Water Flail
H8 Hi-Potion Close Helm

%Tncrlcs'.‘ﬂ)lﬁk&ﬁiﬂﬁﬂﬂﬁﬂﬂﬁ A_R2 2 B
Orran is unlikely to be in need of your help, so you can really
focus on removing the enemy units as soon as they are in

range. You may wish to take out the Oraror first. This foe can

use techniques like Insult to keep your Time Mage from

functioning properly. Beyond this, you should have no trouble
clearing this battle.

Orafors should never be
underestimated.

Orran’s abilities have a chance of
crippling every foe on the map.




Zalmour  Celebrant M

Sandom  Knight M 20 Random-
Random  Knight M 22 Randog
sandom  Knight M 22 Random
Sandom  Monk F 21  Random
Sandom M F Random

¢ _Enem m_mmmml

Random Randorn
Random Random
Random Random
Random Random
Random Random

R_&

WALKTHROUGH

HIDDEN; TREASURES:;

| Grid | Normal Drop Rare Droj

Al Ether Brigandine

[11 Remedy Diamond Bracelet
J1 Holy Water Ancient Sword

J3 Phoenix Down Ninja Blade

ATACTICSi =izl i}

&@pa .:n(\nt‘:-

You want to keep fUma on her feet, so she can cast her Aegis

ability on Ramza. This spell grants a host of useful buffs. This

map is also a good place to level up a White Mage in preparation

for unlocking the Arithmetician job later in this Chapter.

Zalmour really does nothing more than buff his attackers, so

once you dispatch them he has little left to fight with. Your

heavily armed Dragoons should be able to handle all of these

enemies handily.

Teleport lets you keep your White
Mage at Alma’s side.

Aegis makes Ramza an extremely well-
protected unit. 105
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nmm_mmml

Random Chemist M Random Random Random

3 Random Time Mage M 22 Random Random Random
C Random TimeMage M 23 Random Random Random
D Random Dragoon “#M 24  Random Random Random
E Random Dragoon M 25 Random Random Random
F M 25 Random Random Random

Random Dragoon

TEDJDEPLOYMENT: ~-dihddhtdtitdtd
e Mage of your own, preferably with Teleport, and

d the rest of your party as Dragoons. Shirahadori

ésé -&efense agﬂinst enemy Drag()(ms, SO you may

h over to Auto-Potion instead. A female Thief with

t can really be helpful for slowing down the enemy

\{emale Thief wreak havoc on the battlefield.

HIDDEN:TREASURES:;

| Grid | Normal Drop  |Rare Drop

A3 Potion Murasame

E9 Hi-Potion Poison Bow
F12 Ether Mythril Bow
J8 Remedy Musk Pole

:%Tnchcs "BR&R A 49\"' .«?\ﬁ.ﬂaﬂx
You may want to remove the opposing Chemnt from the field
first, since he likes to use Phoenix Downs on fallen allies. This
can prolong the battle unnecessarily. Otherwise, use your Time
Mage to counteract your enemy’s spells, and to Immobilize or
Stop the enemy Dragoons. Likewise, your Thief can use her sk

to Confuse them.

Charm a chanting Mage, and he'll forget to finish his spell.
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HIDDEN: TREASURES:;

Grid |Normal Drop | Rare Drog

Ad Phoenix Down  Croakadile Bag

Job___Gender | Level Zodiac |Bravery _Faith |
26 hX4 73 62

Nightblade

2andom  Knight 23 Random. Random  Random 9 H0|~yWater Ice Sme'q
J2 Potion Flame Shield
L4 Hi-Pation Headband

Sandom  Archer 21 Random Random  Random
Random  Archer 23 Random Random  Random

M
M
Random  Knight M 24 Randomy Random  Random
M
M
Summoner M 22 Random Random  Random

DETIMALS ZODIAC:A-AAAAAA A At At
| ‘damage advantage against Isilud. Don’t try to
him, since he has Safeguard equipped.

SUGGESTEDIDERLOVMENT: ~itficchsiiodcheddinds
¢, you may want to make Ramza an Archer with

d have him use Rend Power on Isilud. Field a
take care of the enemy Summoner, a female Thief
e enemy Knights and Archers with Steal Heart,
uple of Dragoons to round out your force. Make sure

T e 199 1 05

your party has Ignore Elevation or Teleport, and

‘Auto-Potion should also be equipped.
Teleport gives a Black Mage the freedom to position spells perfectly.

2 & £ A £ £ & & & A& £ 2 _£ £ A 8

, since beating him ends the level. Have your
nd Power to make him non-threatening, then
th your Dragoons. Use your Black Mage to keep
Busy, and you can use your Thief to neutralize

y using these tactics to neutralize Isilud’s forces,

e Rend Speed leaves Isilud a perfect
defeated in short order. target for Jump. :

107
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Wiegraf  White Knight M
8 Random Knight F 24 Random Random Random
C Random Knight F 24 Random Random Random
D Random Archer 3 F 21 Random Random Random
E Random Archer F 23 Random Random Random
F Random Black Mage F 22 Random Random Random
B OPTIMALS ZODIAC:H-—ihsichocieciociochodbedosicbentent

‘has a really good chance of stealing Wiegraf’s
and it’s all worth taking at this point in the game.
 most important thing to steal is his Diamond Sword.

* SUGGESTED|DEPLOYMENT: =i
- at to keep Ramza as an Archer for this map, so he can
end Wiegrafs Sword. You can also field a Thief to

it, as well as his other equipment. Field a Black Mage

A S A AR 2 R &

ns and Teleport to provide magick support, and make
the party Dragoons. Auto-Potion is a more desirable
ility than Shirahadori here, and Ignore Elevation can be
“Wiegraf starts running from you at low HP.

So long as he has his Diamond Sword,
Wiegraf's power is overwhelming.

nmum-mmm-

HIDDEN,TREASURES:,
| Grid [Normal Drop [Rare Drop
B2  FEther Feather Boots
C13  Remedy Magepower Gloves
G7 Phoenix Down Reflect Ring

13 Holy Water Nu Khai Armbana

Q°3Qil

“=-TACTICS ===l At
Do not deplov any units adjacent to Ramzﬂ since VV iegraf

will probably use his first action to attack him. Generally, if you
can’t beat Wiegraf quickly, you might not be able to beat him as
especially if you can’t Steal or Rend his sword. So, you just need
rush him with as many attacks as possible. The longer you take, 2
more of his escort will swarm into your side of the map and the
likely you are to win the battle. If you get lucky and destroy or s
his sword immediately, you can easily control the battle.

g

-8

ok S {. . PR

= Enemy,
Charm 545 HP o 288 .8

T3 U 192) ;‘_-—-—-017 o017 5
) T e OFX ;8

Defeat Wiegraf quickly, or his allies simply heal him.




All enemie

+ Enem |Gender | Level |Zodiac |Bravery Faith

= Aandom Behemoth

= Random Behemoth
2andom Behemoth
Random Behemoth King
Aandom Behemoth King

= Bandom Dark Behemoth

ven't already.

N

N
N
N
N
N

16
17
18
15
16
23

Random
Sar_zdom
andom

'R!mdom

Random
Random

DEPLOYMENT:=-=l—A=iih

Random
Random
Random
Random
Random
Random

Random
Random
Random
Random
Random
Random

A_A R 8/ & R

A BB A

; party Auto-Potion to ensure their safety.

st near Luso, but otherwise you can fight this

: .pmtty tough, you may want to ficld a Chemist who
ns to heal him, just in case the Dark Behemoth
ke in on him. In general, you should move from
Hi-Potions to primarily using X-Potions in this

the Behemoths crowd themselves into. Give

‘a random encounter. While the Behemoths

{WALKTHROUGH

HlDDENiTHEASUBES:I

| Grid  |Normal Drop Rare Drop

A12  Echo Herbs Battle Boots
C8 Phoenix Down Blind Knife
G Hi-Potion Thunder Rod

G16  Potion Iron Sword

. 2\

If it's dinner you're after, I'll feed you a

Using Stop creates Behemoths that
can be easily picked off by your
attackers.
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# |Enemy |Job |2odiac |Bravery |Faith

A Random Bomb N  Variable Random Random Random
B Random Bomb N Variable Random Random Random
C Random Grenade N . Variable Random Random Random
D Random Grenade N,  Variable Random Random Random
E Random Grenade N‘ Variable Random Random Random
F Random Grenade N  Variable Random Random Random
G Random Exploder N Variable Random Random Random
H Random Exploder N Variable Random Random Random
| Random Exploder N  Variable Random Random Random
J 'Random Exploder N Variable Random Random Random
K Random Exploder N Variable Random Random Random

' Govis Chemi

to deploy a Time Mage and a heavily-armored
or a Dragoon. The other player should deploy
ts, preferably two more Dragoons. The

uld know Haste, and it helps if all the units know
ore Elevation and Auto-Potion. Equipping Items
ince you can use this ability to heal Govis as
will probably be necessary).

The easiest way to keep the Chemist alive is to use your units ta
form a phalanx around him. This should consist of a Dragoon
or Knight protecting his front and sides while your Time Mage
stands behind him. Have your Time Mage cast Haste on your
party, but not on Govis. Hasted units can be sure to be around
Govis at all times, but a hasted Govis just runs off and gets

into trouble.

Just try to keep your units positioned around the Chemist at all
times. Removing more enemies increases your rank, but you
don't need to attack until you are in a position where Govis can’s

move forward. All of these enemies use powerful fire-based
attacks, so try not to let either of the Bombs self-destruct. Note
that all of their attacks are very likely to trigger the Auto-Potion
reaction ability.

This is a perfect formation for
protecting Govis.

Ramza is particularly recepfive to
Haste spells, making him perfect for
this mission.




# Enem m-mrmm_

Aandom Squire Random Random Random

=

Random Squire M 27 Random Random Random
Bandom Chemist M 26 Random Random Random
Bandom Chemist M 97 Randord Random Random
Random Archer M 26 Random Random Random
Tmef M 27

Random Random Random Random

JUGGESTEDIDEPLOYMENT: - i i e

- ment of Archers and Summoners may serve you best
cular map. If you want, you can field a female

in around using Steal Heart. Be sure to give everyone
as their reaction ability. If you field male characters,
Khai armbands.

L —
MP 02 3 023
CT L2

(- Shirahadert @0

these anemies with little chance of damaging you.

WALKTHROUGH

HIDDEN|TREASURES:,
| Grid_|NormalDrop  [RareDrop |
Al Hi-Potion Kunai
A12  Potion Main Gauche
J5 Remedy Ama-no-Murakumo
J12.  (Elher Sleep Blade

HTACTIC S~ d

This battle is pretty light fare. Charge up the hill and lay waste

to the party waiting for you there. However, you should be sure
that your party is ready to deal with dangerous secondary abilities,
since all of these units are likely to have them. Since they are
randomly generated foes, these abilities could be anything from

Items to Geomancy.

These Chemists use Hi-Potions, so pick them off first.

1t
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Yagyu!Darkrood

[ENEMIES:

nmm:-mtmm
Marach Netherseer M 23 = 69 31
5 Random Summoner | E 27 Random Random Random
C Random Summoner ' F 28 Random Random Random
D Random Ninja ‘M 24 Random Random Random
E Random Ninja M 25 Random Random Random
F Random Ninia M 26 Random Random Random
mm-mmmm
A Rapha Skyseer F 31

a B AR & A A& 2 A_R £ 2
OETIMAL ZODIAC:A-herhbechbdbcbtictechectoche i

as a damage advantage against Marach, and a hefty
However, he may not have anything worth the

4%,& 53

SUGGESTED DEPLOYMENT: =ittt
' p Rapha alive on this level, so you may want to
 with the Items command and supplement this
ore Elevation or Teleport. You may want to field
potent long-range fighters: Summoners, Ninja, and
nks. Even a Chemist with a gun can help to thin
Note that Agrias’s Hallowed Bolt attack is very

is level. Even if you haven't been using her, it may be
ffort to level her a little and field her in this battle.

HIDDEN;TREASURES:;

| Grid | Normal Drop Rare Drop

E1 Holy Water Flame Mace
ES Phoenix Down Slasher

J3 Hi-Potion Hunting Bow
J8 Potion Mythril Gun

Y

HTACTICS ==t A A i

This map is a straight case of hitting the other forces before they

can hit yours. Raw damage output is the best option, since few
units outside of a Ninja can match the speed of a Ninja. All of
the enemies on the map are equally deadly, so pick a target and
attempt to overwhelm it with your numbers.

Shockwave decimates enemies foolish
enough to pack together.

You can even use Shockwave on
enemies through walls!




Enemy | Job | Gender |Level |Zodiac Bravery [Faith

» Sandom Ninja M Variable Random Random Random
© ==ndom Nina M Variable Random H\an_dom Random
© Sandom Ninja M Variable Random Random Random
© fSandom Ninja M Variable Random Rdndom Random
~ Bandom Ninja M Variable Random Random Random
& Random N|ma F  Variable Random Random Random
~ Handom Ninja  F Variable Random Random Random
~ Handom Ninja  F Variable Random Random Random

2zandom Ninja  F  Variable Random Random Random

Random Ninja  F  Variable Random Random Random

:ESTEDIDEPLOYMENT: <fcbeisird it
like a fight where the Sticky Fmgcrs abLhr) could
to play, but Shirahadori outclasses it. Equip it, along

ntration, and you should have no trouble destroying the
- sort of strong melee attack class, like Dragoons,
or Monks. You may also want to employ Ignore

creased movement and Items for healing.

ﬂ,.t#.&&j. %ﬂ. ﬂ%lﬁi&ﬁr"f\ A

= power in this battle is Shirahadori, which bl()d{}.
own weapons and also offers defense against the
A’DualVVleId ability that the Ninja use to their
powerful attacker can easily dismantle the Ninja with
tience, and breaks for healing when HP gets too low.

Sticky Fingers is fine when Ninja are using Throw, but fails you if they attack
directly.

Stick to basic attacks, so no single unit is overwhelmed when everyone else
Jumps.

WALKTHROUGH
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Random

w

Random

i

Random
D Random
Random

F Random
G Random

Black Mage
(Undead)
Black Mage »
(Undead) &
Time Mage
(Undead)
Time Mage
(Undead)
Ghoul
Ghast
Revenan

F

M

M

Random
28 Random
27  Random
28  Random

Random Variable
Random Variable
Random Variable

mmmmm_

Rapha Skyseer+ 22+

Random Random
Random Random
Random Random
Random Random
Random Random

Random Random
Random Random

31+ 69+

ZODIAC: -
3 | RS

TEDIDEPLOYMENT: ===
ost treat this battle as a random encounter with

£ % £ & & KA 8 B

Deploy, as mentioned for a previous encounter, a
ts who can use Phoenix Downs. If anyone still

‘Auto-Potion, this is a good battle to send them into.

HIDDEN! REASURES:;

| Grid | Rare Droj

AT Ether Bestiary

E6 Remedy Mythril Spear
H3 Phoenix Down Snowmelt Bomb
J3 Holy Water [ron Fan

HTACTICS Attt it
This is a small, straightforward map that may lull you into a

false sense of security before the battle to come. Hammer the
various undead with Phoenix Downs and Mustadio’s Seal Evil.
You should be able to finish all of them off long before they can

seriously threaten your party.

Even high-level undead have no
defense against the power of Phoenix devastate the enemy... or may just
Down. strike empty air,

Rapha’s Sky Mantra abilities may




Enemy |Job
Marach  Netherseer

Gender | Level |Zodiac |Bravery |Faith |
M= 4 53 69 31

27 Random -Random Random
28 Randomy Random Random
29 Random Random Random
27 Random Random Random
28 Random Random Random

29 Random Random Random

& =andom Knight

Sandom Knight
& Bandom Knight
sandom Archer
Sandom Archer
Handom Archer

it B o e e

' Job__Gender |Level |Zodiac |Bravery |Faith |

& Bapha  Skyseer+ F 22+ H SRR 69+

JETIMALS ZODIAC: i fchfiiittisiict

damage advantage against Marach, and a hefty
However, he does not really carry anything that is
effort to steal.

STACTICS =i &

SUGGESTED|DEPLOVMENT: - ettt it
ith Shirahadori and Ignore Elevation have an

You can use virtually any melee class, but Ninja

e especially powerful here.

%3 WALKTHROUGH

HIDDEN;TREASURES!;

Grid | Normal Drof Rare Droy

A2 Potion Fuma Shuriken
D9  Hi-Potion Aegis Shield

H8 Ether Diamond Helm
L1 Remedy Celebrant’s Miter

A S 8 8 & 2 2 &

Riovanes Castle is another of the game’s famous series of
consecutive battles. As with the others, make sure you preserve
a save file before starting the sequence, in case your party is

overwhelmed and you need to back out in order to level up.

In general, it’s a good idea to do some leveling up before entering this
sequence. Stock up on Chameleon Robes and Barettes if you can.

This particular battle may not be incredibly difficult if you have
prepared your troops. With Shirahadori and Items for healing,
the enemy is just not in a position to do much damage, and
Marach is not very aggressive. Marach can be dangerous if he’s
lucky, but there is an easy way to escort him off of the field: let his
or Rapha’s HP fall below 40%. As you saw in your first battle with

him, Marach simply doesn’t absorb punishment well.
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HIDDEN;TREASURES:,

m Normal Drop Rare Drof

Enemy [Job ____|Gender Level |Zodiac |Bravery | Faith |

A Wiegraf White Knight M 25 P 71 64 Potion Diamond Armos
CS Hi-Potion Jujitsu Gi
3 F8 Ether Chameleon Robe
-& H3 Remedy Germinas Boots
ﬂmm-mmmm
B Belias Gigas
C Random Archagodaemon N 27 Random Random Random
D Random Archaeodaemon N 28 Random Random Random
E Random Archaeodaemon N 29 Random Random Random
e A-TACTICSi—i-i=itd o e

In Phase 1, use Ramza to ]ump at VngraF const'tnth You only haws
to connect about twice before his HP is reduced to the required levs
't an option. In order to achieve a damage advantage = = :
try felding 3,, R e i In Phase 2, rePeat the strategy that was previously stated for Belias.
Although Belias has about 1000 HP, your Jumps deal about 150
damage each. As a bonus, Belias can't damage units that are in mid-

ED|DEPLOYMENT:=i—tsbosicsicch A A

e in a difficult position because you }“"5 o ﬁ°ht air. Ignore his demon escort, since their attacks are more likely to

Ramza, one on one, and Wiegraf is Safeguarded. trigger your Auto-Potion reaction abilities than the attacks from

make this battle easy is to field Ramza as a Dragoon

Belias. Just keep using your Jump ability until Belias drops.

otion. Wiegrafs attacks will trigger Auto-Potion just
time, and Jumping does tremendous damage to him.
bring in four more Dragoons with Auto-Potion.

Auto-Potion is a solid defense against This Ninja doesn't stand a chance of
Wiegraf's Holy Sword attacks. surviving Belias’s aftack.




Elmdore  Ark Knight M 33
~ leilie  Assassin F 28 ,(‘ 65 70 HIDDEN; TREASURES:;

Gia Asssn  F ® @R & e Normalbrop—fareDrop

: A8  Maiden’s Kiss Jade Armlet
= H4  Hi-Potion Kodachi
!E_Em!lmm HE Potion Orichalcum Dirk
Rapha Skyseer+  F 22+ ¥ 3+ 69+ H8  Phoenix Down Elven Robe

"mc‘azxxngakggaasﬂaaa

Zodiac alignments in the enemies here is quite devious. The best match for Elmdore will be the worst match for Celia,
Ikcmse a best match for Lettie is going to be a bad match for either Elmdore or Celia. Basically, PES f H and M are
age in this fight. With no clear way to get the advantage, you can either try to avoid fielding these signs (possibly depriving
units), or just hope that the3 Zodiac alignment won't hurt you too badly in combat thanks to other skills.

Lettie, and Celia all have equipment that is really worth stealing, you need to be extremely powerful and well-prepared to
at are really worth taking are the Cherche Accessories equipped to the Assassins, which are otherwise only obtainable
They offer powerful status ailment resistance, even more potent than the Barette.

SUGGESTED)DEPLOVMENT:-i i -ieobomfeeieetoi i b

and focus on the Assassins, who only have Counter Tackle as their reaction ability. The best units for taking them out are
high speed rating (especially when boosted by Hermes Shoes) lets them move before the enemy does. Dragoons can also fare
e, but avoid having them Jump. The enemy is just too fast to be hit by this ability without using the Time Mage abilities of

as many units as possible with the Chameleon Robe, which provides resistance to Celia and Lettic’s Suffocate ability.
ffers protection against their Stop ability, and Shirahadori is very effective in stopping their physical attacks. Field all of
th the Items command, so you can heal Rapha as necessary.

A 2 2 & 8 8 8 & & 2 A &£ A £ & R 2 8 &

card the term “Rapha Complex”, it’s in reference to Rapha's behavior in this particular battle. Although she may be very
rush these powerful bosses with abandon. If she gets a lucky shot in with her Sky Mantra abilities she can deal devastating
s very unlikely. Casters typically fare poorly in this battle because the enemies attack quickly. If you spend too much time
with Potions, the enemy will probably wear you down and you are sure to lose. Instead, field very fast units like Ninja and
to take out one of the Assassins with no more than a few attacks.

WALKTHROUGH
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STACTICS ittt

Zodiac |Bravery |Faith | Milleuda is equipped with Chantage, a potent accessory that grants
e 65 65

Milleuda Knight permanent Reraise to the character that has it. This means that you

Random Knight M Random Random Random can't actually win this battle unless everyone else on the map has
Random Knight M Random Random Random already been defeated when you beat Milleuda. There are several
Random Kn?gm M  Random Random Random complications to this: most units on the map have Lifefont, one of
Random Kn!ght M Random Random Random the White Mages has Soulbind, one of the Knights has Revive, and
o Kol S Random GieiE Handom Milleuda can cast Arise. Persistence is largely what it takes to be
Random  Archer M Random Random Random — _ :

~ Random Archer M  Random Random Random victorious. If your team is powerful enough, you should be able to
Random White Mage F  Random Random Random heap on damage much more quickly than your enemies can Raise
Random White Mage F  Random Random Random fallen comrades. Be sure to take out the White Mages first, since they

cast potent Time and Black Magicks.

> A R A R A A A 2 & R £ A& AR A
ZODIAC: b

The angel icon indicates a character Isn't that Safeguard a shame?
SUGGESTED|DERLOYMENT:——iA=fiiddtditdich with Reraise status.
:  you need to have classes that can pile on damage

ns, Ninja, and Samurai all fit the bill. If you want
ilége that the White Mages are carrying, you can
with the Steal ability.
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Random Knight M Random Random Random
Random Archer M 30 Random Random Random
Random Black Mage m 29 Random Random Random
Random Black Mage 31 Random Random Random
Random Dragoon M 31 Random Random Random

Random _Dragoon M 32 Random Random Random

=i} r7

SUGGESTEDJDEPLOYMENT: ~—i--ecitcfct ettt

d charge that doesn't require a lot of specific
win. It is a fun level to deploy a female Thief or

_.&.As.ﬁ\éit aﬁi?kﬁl Ai)ls

asv fight. Get rid of the Black Mages, so you can

e with the other enemies. However, even these “easy”
possess alarming advanced skills like Thundaga and
Also, they may wield equipment that is a bit better

ou can currently purchase. In this chapter, stealing and

:d skills becomes more important than ever before.

HIDDEN; TREASURES:;

| Grid | Normal Dro Rare Drop

Ad Ether Diamond Sword
F7 Remedy Wizard Rod

G1 Maiden’s Kiss Golden Staff

J8 Phoenix Down Windslash Bow

A Ninja using Steal Heart is difficult to resist.

A Dragoon with Teleport is almost always exactly where he needs lo be.




WALKTHROUGH

MEMIES:| HIDDEN|TREASURES:,

Enem m-mmmm | Grid | Normal Drop Rare Drop
Meliadoul Divine Knight ~ F B5  Potion Brigandine

& Random  Archer 3 Ran{gom Random Random :161 H;PDI'O” Diamond Bracelet
Random  Archer 32 Random Random Random - Et 2/ Ancient Sword
Random  Summoner 32 Random Random Random emedy Ninja Blade

32 Random Random Random
31 Random Random Random

Random  Summoner
Random Ninja

gy e A lEo 1 e i §hen i |

IMAIAZODIAC: Ittt dobtdebdiboddddinte ATACTICS imthrhfbbhcbdic ittt
= e best chance of stealing from Meliadoul, and you First, get rid of the Ninja on the map. Then, focus on \Iclndoul
wan to try and take her Chantage and Defender. If you plan to steal from her, pelr her with Rend Speed and Stop
e until you have managed to use Steal Accessory and Steal Weapon
successfully. After that, put her out of her misery and walk off
her, you may want to do just that. The Chantage is with your prizes.

he best accessories in the game, and the Defender is == : =
Once you have an all-Ninja party and some of the powerful items

that you can obtain by stealing, like the Chantage, you are rapidly
[EDJDERLOYMENT: ===ttty approaching a form of invincibility. There are very few battles left
on your approach to the battle. If you want the in the game that can't be casy cleared by a party of Ninja using
efender, give your Ninja the Steal ability with roughly these same abilities. Of course, you can become even more
nd Steal Accessory. Field a Time Mage to Stop powerful by adding an Arithmetician or Orlandeau to your party.
use Knights armed with Ancient Swords, Mystics,

ses that can disable her, so you can steal from

ily. If you do not want the Chantage, the usual

£ Ninja and Dragoon units should do the trick.

ve the units in your party Auto-Potion, so they can

ttacks from the Summoners and Archers.

A Ninja with optimal zodiac alignment Without her weapon or accessory,
has a very high chance of stealing the Meliadoul won't last long. 121
Chantage. =




- DEPLOYMENTISIOTS:

HIDDEN|THEASURES'

Ganer Lovl_fuia_bavry it [ Grid_Normal Drop | Rare Drop

_# [Enemy |Job

A" Random Chocobo Variable Random Random Random B12  Maiden's Kiss Pantherskin Bag
(Random) + - C16  Phoenix Down Biamond Shield
B Random Chocobo N Variable Random Random Random D3 Potion Black Cowl
(Random) J13  Hi-Potion Power Garb
C Random Chocabo N  Variable Random Random Random
(Random) or Pig
D Random Chacobo N Variable Random Random Random Tamay : <
(Random) These waters are deeper than I'd thought.
= - A single misstep could speit disaster.
CHAPTER £ Random Chocobo N  Variable Random Random Random .
four (Random)
FRandom Chocobo N  Variable Random Random Random

(Random)

SUGGESTEDDEPLOYMENT: <A<t
f Ninja units should be a formidable force against !\lg

Ramza’s right. A character in Depth 2 water won't be able to attack.

s on this map. Just be sure to give them the Items
ease you need to perform some emergency healing.

Bk & & £ & £ AR 2 AR KA A
T T et i s S R St S ittt Rt et it it dmne e bt St et

you are put up against an assortment of up to six
cobo types, either the standard yellow, Black, or

hem may be a Pig, as well. So, the difficulty of the

newhat dependant upon the type of Chocobos that
mission plays out very similarly to your battle with
hapter 2, but it is vastly easier.

Choco Meteor can devastate a lightly-armored party member like this.




= Enem Jnh | Gender |Level zodlan iBraver Faith |

Zalmour Celebrant M 78

= Random Knight 32 Random- Random Random
. fandom Knight 33 Randog Random Random

Handom Knight Random Random Random
= Handom Mystic 32 Random Random Random
Aandom Mystic 33 Random Random Random

= ====
o
(%]

Job |Gender | Zodiac | Braver
Holy Knight M o 75 60

RS Delita

damage advantage against Zalmour. Stealing
a wasted effort, since everything on his person
from shops.

SUGGESTEDJDEPLOYMENT: -t Addide
inja should still be able to inflict their

map. However, there are enemy Mystics on

y want to field a Monk with Purification (or a
¢ of whatever status ailments they may inflict.
Ignore Elevation or Teleport, you should be able

r long before his escort can stop your advance.

AA&.S.

ends the batt]e and hes pitifully weak. Onc
probably finish him.

HIDDEN; TREASURES!;

Gﬂd { Normal Drop Rare Drog

Ether White Robe
E5 Maiden's Kiss Japa Mala
E6  Remedy Magick Ring

HE6  Phoenix Down Assassin’s Dagger

A lucky Teleport can have you at Zalmour's side instantly.

190

Ignore Elevation can also get you to Zalmour in one turn.

WALKTHROUGH
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Barich  Machinist M

B Random Knight s F 32 Random Random Random
C Random Knight ar 33 Random Random Random
D Random Archer F 32 Random Random Random
E Random Archer F 33 Random Random Random
F Random Black Mage  F 32 Random Random Random

CHAPTER —
four he best chance of stealing from Barich. He

Gun, which can only be found here and in the

.................

HIDDEN;TREASURES:;
| Grid _[Normal Drop____[Rare Drog

D5  Hi-Potfion Yagyu Darkrood
E9 Hi-Potion Yagyu Darkrood
14 Hi-Potion Yagyu Darkrood
19 Hi-Potion Yagyu Darkrood

The Poison status will fade before it can do your characters serious harm.

Stolen




mmmrmm_

Knight Random Random Random

Rzndom  Knight M 34 Random _Random Random
ndom  Knight M 35 Random Random Random
Random Archer M 33 Random 'Random Random
ndom  Archer M 34 Random Random Random
Thief M 33 Random Random Random
Ni M Random Random Random

DDEPLOYMENT; -
h for the next two battles should be very similar, It is

2 & 2 £ 2 2 2 2 2

you field a team of Ninja with either Ignore Elevation
d the Items ability equipped. If you opt for the

ive your Ninja units Auto-Potion, and for the South
‘may want to use Shirahadori. It is also wise to equip your
ers with Nu Khai Armbands if you opt for the South
decide to try the North battle, you may want one of
nits to have Treasure Hunter equipped.

JR&X&BA& ,%.D }kgﬁ.ﬁ\. E/?

Fort Besselat battles are consecutive, they are probabh
eries of consecutive fights in the game. However, you
e file of your progress before entering Besselat
case. But, having trouble with completing the

se to do the South or North battle, but not both.
e South battle features more enemies. The enemies
battle are fewer, but more dangerous individually.

WALKTHROUGH

HIDDEN;TREASURES ;(SOUT_I;!_JA

| Grid | Normal Drop Rare Drop

B2 Phoenix Down Yagyu Darkrood
C9 Hi-Potion Platinum Shield
E6  X-Potion Gold Hairpin

Hi1  Hi-Ether Carabineer Mail

Neither battle should tax your troops, but the South battle is
probably going to be easier and more quickly beaten. Unless you are _
very interested in the hidden treasures, the South battle may be a
better option. The strategy for both battles should be very similar:
pick off the most dangerous enemies first, and work your way back

to the others.

Ignore Elevation le
Ninja immediately.

ts you attack this

Enemies at higher elevations should be
dealt with before moving below.
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ﬂ Enem m-mmm-

Random Archer
Random Archer
Random Monk
Random Summoner-#
Random Dragoon
Random Dragoon

Random Random Random
36 Random Random  Random
35 Random Random Random
35 Random Random Random
34 Random Random Random
33  Random Random Random

mrmiiS | >

= =====

.&B..&B.B%ﬂ& )RSAA%&,E.AQRX

can find with Treasure Hunter in the North battle
er quality than those in the South battle, but you
buyall of these items a little later in the Chapter.

e, the most dangerous enemies are the

two Dragoons. When you try to get the hidden
orth battle, try to leave one enemy alive,

: 'by Steal Heart, while your Ninja with the
oves around to the tiles that contain treasure.

HIDDEN;TREASURES ;(NO%

| Grid | Normal Drop Rare Drop

A1 Remedy Yagyu Darkrood
D8 Phoenix Down Air Knife

K4 Hi-Potion Runeblade

L11  X-Potion Kiku-ichimonji

Not bad, for a freebie.

nemy, -
1 P— as‘
MP o 089 0Bg)
CT e 080,
£ 4




andom  Knight Random ﬂandom Random
Random Knight M 35 Random Random Random
Random Knight M 36 Random Random Random
Bandom  Knight M 36  Rarddom Random Random
sandom  Archer M 36  Random Random Random
2andom  Archer M 37  Random Random Random
Aandom Black Mage M 35 Random Random Random
= HAandom Black Mage M 39 Random Random Random

EDIDEPLOYMENT: ===t 4
are perfectly suited for this battle with 1\.th0 Potmn
levation or Teleport equipped for the combat.

.....

and [8. Wait for thelr bodies to disappear, then move
units onto the levers. With a party as powerful as the
in field now, it may be just as easy to eliminate all

mies and win in this manner.

HIDDEN: TREASURES:;

| Grid  |Normal Drop Rare Drop

B5  Hi-Ether Crystal Shield
F8  Remedy Crystal Helm
16 Phoenix Down Lambent Hat
L1 Hi-Potion Crystal Mail

130

The Knight standing on the sluice lever never moves.

You can't actually get to the sluice until the Knight's body times out.

WALKTHROUGH
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VICTORY:

ﬂmmummmmm

Random Archer Random Random Random

5 Random Archer M 36 Random Random Random
C Random Archer M - 37 Random Random Random
D Random Thief M 36 Random Random Random
E Random Thief M’ 37 Random Random Random
F Random Ninj M 38  Random Random Random
SUGGESTEDDEPI.OVMENT il A

—ija who acts as thc group’s leader Then, scatter
nap to eliminate the Archers first. These units can
vantage of the uneven terrain. When you have

e threat from above, you can move to eliminate the

are left over.

HIDDEN;TREASURES:;

IEIEI Rare Drof
Potion Ninja Longblade
D1 Hi-Potion Platinum Sword
E6 Ether Invisibility Cloak
H8 Remedy Marning Star

.l

Although Flails can be powerful, they can also yield shockingly low damags

occasion.

41

2 l'io AIX Lv42 Exp.00
HP e 280, 552
MP e 944 - g

Defeat the Ninja, and the rest of the battle is easy. 1




+ Enem m-mmm

2andom  Archer (Undead) Random Random Random
= =andom Archer (Undead) M 37 Random Random Random
Random  Mystic F 38 Random Random Random
(Undead) |
Sandom  Summoner F 36 Random Random Random
(Undead)
Aandom Revenant N  Equal Random Random Random

= Random Revenant N  Equal Random Random Random

d umts on Lhe field, it may be a good time to ﬁeld
‘start throwing around Phoenix Downs. It is

hat all of the necessary sub-abilities are still equipped:
ion, Ignore Elevation, and Teleport.

% £ 2 2 & 4 A 3 A A R £ A R 2 & 2
it e e e et o st At i i e e e e e

lication for this battle is the strength of the

You need to eliminate the Summoner and Mystic
¢ they can bring their truly powerful spells into play.
ors have been eliminated, this should be a pretty
battle.

HIDDEN;TREASURES!;

| Grid | Normal Dro Rare Drop

D1 Maiden’s Kiss
F2 Phoenix Down -
G9 Potion

1 Hi-Potion

« _—
Ghost of the Lake
What men of flesh and bioed dare
disturd the siumber of the dead?

Cashmere
Platinum Helm
Circlet
Platinum Armor

Your Chemists will be very vulnerable to the damage dealt by Summon spells.

WALKTHROUGH
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Level | Zodiac Bravery ___[Faith |
65 70

HIDDEN;TREASURES!;

Grid | Normal Drop Rare Drop
C8

lettie  Assassin = F 37 A = Etherd glaiastatr)
= - - emedy ack Robe
BE s B 3 L3 & 10 H4  Phoenix Down Bracer
C Random Reaver N  Equal  Random Random Random H10  Maiden’s Kiss Hermes Shoes
D Random Reaver N  Equal Random Random Random
E Random Reaver N  Equal Random Random Random
F Random Reaver N Equal Random Random Random

Limberry, you may wish to take a brief pause to
ty’s JP. It may be in your best interests to raise
nks and give them the First Strike ability. You
‘turn your best spellcaster into an Arithmetician
ells like Holy and Flare. While this is not

ary for beating the level, it makes the battles a lot
i:;y ensuring that they end quickly.

with gear that resists Lettie and Celia’s many
on Robes, Nu Khai Armbands, and Jade

you should try to stop them quickly, before any
ments begin to take effect.

ATACTICS = —Addd ittt
This begins another series of consecutive battles, and arguably
the most difficult in the game. Fortunately, the optimized party
that sees you through here should soundly trounce the battles =&
follow. As always, be sure to keep a separate save file before you
enter Limberry, so you can start over if you are overwhelmed.

Focus your efforts on Lettie and Celia, and ignore the Reavers

as much as you can for now. Unless you are attempting to gain
Ultima from this stage for Ramza, there is no reason to linger o
this level for long. If you have fully leveled your Arithmetician,
you may be able to take out Lettie and Celia with one move.

=

...and knocking the enemy down.

With Arithmeticks, it's just a matter of
setting up the shot...




# [Enemy | Job lm:ﬂm

Elmdore  Ark Knight M 4 =
letie  Assassin F 38 £ A= 65 70
Celia F 3 Tes 65 70

Assassin

:]MALﬁzonmcmxaxxas.ggaa Ax\ ,35«&
ick back where you were in the Riovanes Roof battle,
H and TR all ata disadvantage. There is no real

n advantage here (unless you have the opposite

d stealing may be a dangerous proposition.

SUGGESTED|DERLOYMENT: - ittt
inja with Martial Arts are recommended units for use
ques like Shockwave and Aurablast let you fightata
while also breaking through Elmdore’s Shirahadori
sure that your Black Mage, or Arithmetician,

th the Japa Mala accessory in addition to the

be. If one of your units is female, give her the

AASAA&\& 3\81& E.E"R&&kﬁ&

ettie and Celia, they turn into Ultima Demons.

ally not worth the effort. Instead, focus your blows
'you can connect a potent spell like Flare, you can

n with only a few extra blows from your Monks. The
fle drags out, the more dangerous it becomes, so

to end it quickly.

HIDDEN,TREASURES:;

Grid | Normal Drop Rare Drof

A3 Potion Vampire Cape
D9  Hi-Potion Spellbinder
G11  Ether Ice Brand
J13  Remedy Muramasa

* -s—d

- ) Enemy,
S - 108 Hp 100> HP e 567 . 7
“He. 027 ﬁ2q> m’_sg: 078

PP e 049, 54 Toofrey

STt R

Shirahadori offers no protection against Martial Arts,

Elmdore has no defenses against Flare, either. 13
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S units’

Ramzalis|kille

A Argath  Deathknight M

B Random Ultima Demonq -
C Random Ultima Demo
D Random Ultima Demon
£ Random Ultima Deman
F Random Ultima Demon

31 Random Random Random
32 Random Random Random
33 Random Random Random
34 Random Random Random
35 Random Random Random

Pt o= el o el

Bmcaﬁkﬂxagaaaaaaxs.aag

tremendous damage advantage against
ately, he’s Safeguarded, so you cannot take his

SUGGESTED|DERLOYMENT: i

member that Argath has Reflect and a ridiculously
- to begin with. There isn't much for a mage to
esides casting Haste in support.

A A 2 R A A A A A A A & & 2 & & & &

at place to learn Ultima, since Argath’s escort
ns are both numerous and relatively weak.

a fairly straightforward battle that will be
ysical damage. If you field Ninja units, your
hould help you easily overwhelm Argath.

mmm

HIDDEN;TREASURES:,

| Grid | Normal Drop Rare Drop

A13  Potion Hi-Potion

This PSP exclusive level brings Argath back from the dead, as cold-hearted
as ever,

His Fell Knight abilities aren't quite as dangerous as Holy Knight powers, bug
they should still not be taken lightly.




Zaleralisidefeated!

NEMIES:} HIDDEN, TREASURES:,
# _Enem m-mm-m m

Zalera  Death Seraph . N B13  Ether Gaslropheies

Random Bonesnatch
Random Skeletal Fiend

Equal  Random Random Random
Equal  Random Random Random

Random Knight (Undead) M Random Bandom Random Eg ﬁimequ Eigh‘l_—iluled bole
Aandom Knight (Undead) M Equal ‘Eandom Random Random 5 ngnlx_ ;wn ¥ EES B
Random Skeleton N  Equal andom Random Random GRSy JHaSd bl
N
N

s My ldob__|Gender |Level |Zotiac | Bravery | Faith

Meliadoul DivineKnight  F Equal e 67 68

%_TAC"CS.A”AA _&X\,ﬁf’?\ Rf’ 2&&’; ﬁ“f
Shockwave and Aurablast allow your Monks hang around your
deployment area and attack Zalera from a distance. Even though

DIiDEPLOYMENT:~ihfodidiriicdidialirisicis this tactic is not totally safe, it is slightly less lethal than trying to

n the other side of the map and attempts to pile charge him. The Purification ability of the Monk units also gives
Aits on you. You may want to field Monks or Ninja you the opportunity to awaken units put to sleep with Nightmare.
l Arts in an effort to counteract this. Deploy your Zalera is vulnerable to Flare, so try to cast it on him repeatedly

=Aﬂthmetician, and it can actually be worth your with Arithmeticks, or Black Magicks. With Meliadoul’s help, it

hemist in the party to deal with all of the undead should be a relatively short battle.
- party )

uip your team with Guardian Bracelets to ward off
era’s status ailments.

Purification lets you quickly awaken Even a middling Zodiac sign match
sleeping allies without attacking them. can do big damage with Aurablast.

WALKTHROUGH
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ENEMIES|(EHASE{ONE):

mmrmm

A Dycedarg Rune Knight M

B Random Knight . M 37 Random Random Random
C Random Knight M 37 Random Random Random
D Random Knight M 38 Random Random Random
E Random Knight M 38 Random Random Random
F Random  Knight M 39 Random Random Random

EHASE{TWO);
'Job |Gender Level | Zodiac |Bravery | Faith

g Adrammelech The Wroth M 46 TR 66 77

mmmm

Zalbaag AkKnignt M 42 69 67

DIAC: bl d A i
ea damage advantage in the battle against
Against Dycedarg, female = has an advantage.
rg’s equipment is decent, it may not be worth the
him. You may want to send someone with Treasure

very useful Blood Sword that can be obtained on

A_f K R 2 R | 2 8
e s s =F

SUGGESTED|DEPLOYMENT:=i—t—it
essence against Dycedarg and Adrammelech, so

it to field your Ninja retinue.

HIDDEN;TREASURES;

| Grid  |Normal Drog Rare Drop

B7 Hi-Potion Featherweave Clo
Ef  X-Potion Thief's Cap

G4 Hi-Ether Blood Sword

H7  Remedy Healing Staff

Turn your Black Mage into 2 Summoner with Arithmeticks

for the duration of this battle, so you have the ability to use
Carbuncle and Golem to protect your fighters. It is also importas
to equip Safeguard (since many of the enemies on this map may
choose to Rend your equipment) and Jade Armbands to ward of
status ailments.

A AR 8 & £ & R & A & & 2 & A2

“-TACTICS::
In such a small map, rushing Dycedarg with your units is the

A R £ R 2 B

most painless way to take him out quickly. Don’t waste time on
his cohort of Knights, who disappear when Dycedarg transforms
into Adrammelech. Note that Dycedarg uses Holy Knight skills,
and in that regard is almost more dangerous than his Lucavi
form. Arithmeticks are very useful against him since they allow
the caster to attack instantly, and from a safe distance.

Adrammelech likes to cast potent spells like Flare and Bahamut,
and is likely to go after your caster immediately. If you want to use
Golem to protect your party of Ninja, your Summoner must cast

it when Dycedarg is on the field. As for damaging Adrammelech,
your Ninja should be able to take advantage of his relatively low
speed and can do tremendous damage with simple physical attacks.
Even without enhancements like Haste, some party members may
have multiple turns between Adrammelech’s actions.
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HIDDEN;TREASURES!,

| Grid | Normal Dro Rare Droj

Gender | Level | Zodiac |Bravery  Faith |
M 40

Random White Mage Random Random Random A10  Hi-Potion Elixir
Random  Summoner M 39 Variable Random Random A1l Phoenix Down Elixir
Random Orator M 38 Variable Random Random G12  X-Potion Elixir
Random Orator M 39 Variable Random Random H3  Hi-Ether Hi-Potion
Random Geomancer M 39 Variable Random Random

Geomancer M 40 Variable Random Random

Random

A & & A & B A £ B

GGESTEDJDERLOYMENT:-5--iri
party of Ninja and Black Mage/Arithmetician that has put up a good fight in most cases on this map as well. Just make
quip Auto-Potion as your reaction ability. If you have developed an Orator, this may not be a bad time to field them. Using

v of the units here can easily neutralize them.

A A A A A& K 2 & & &
) g et S e e

S e OF NS U WY A,
de begins another series of consecutive battles, and you should duly set aside a save file before entering. (In general, it’s best to keep
les for Chapter 4 lying around; you can check the Walkthrough Postscript after this chapter walkthrough for details as to why.)
e should give you little trouble, simply because your units should be very powerful by this point.

o underestimate this particular map, but
s walkthrough doesn’t recommend Orators or
ry often, they can be very powerful classes at higher

hance for offense is to focus on speed in an

-as many turns as possible to use your Arithmeticks

The Glacial Gun acts much like a
Blizzara spell that you can cast at will
over long distances.

. Have your Orator use the Glacial Gun you stole

1se Insult on units foolish enough to draw near.

A potent Orator can repeatedly inflict
Doom on enemies at no cost.

o
L
)
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mm-mmmm

Loffrey  Divine Knight M 4% e
B Folmarv  Divine Knighty = M 46 & 65 70

C Cletienne Sorceror & M 4 3T 51 81

op'rlmm_&zon AC: =i=dsidh

3&&9&&!&’3’ B

crers can &ommate this battle if you want to steal,

nst Loffrey, ® against Folmarv, and " against
‘What is interesting about this battle is that all of the
are no worse than a neutral match with the other
his makes getting the damage or stealing advantage

SUG ESTED DEPLOYMENT:=:

}{’&'”*28,9. A_R__&

tienne’s Dragon Rod is really worth the effort to take.

Nm_]a gives you an advantage over these Knights,

ing damage if they are allowed to act. Equip

1 Arts of War if you want to Rend your enemy’s

ic of them are Safeguarded. Equip items that

d,:]jke the Thief’s Cap and Hermes Shoes, as

xd to protect your equipment against one of the

g their sword skills. Also, deploy your Black Mage/
ian, who can further enhance the party’s speed with an
. You may want to deploy an Orator to reduce the

;, Or just to take potshots from the back of the
Glacial Gun.

HIDDEN:TREASURES:;

.m. Normal Drog Rare Drop

X-Potion Elixir

E5 Hi-Potion Elixir

E9 Phoenix Down Elixir

E13  Remedy Elixir
ATACTICSi—i=iiidhd At At A ddAittatdt s

If you have the speed to beat these enemies to thc punch, then you
don’t need to do much more than attack consecutively. Arithmeticks
can be a useful source of damage, as can a character using the Glacial
Gun. Rend their weapons if you want to reduce the damage that you
might take, although that won't stop Cletienne’s spellcasting. Tt does
make Folmarv more manageable, though.

O chtia. 1 e peapty b
> g Bt e 8

e

Folmarv talks big, but the Templars
aren't quite so dangerous in this
particular battle.

The Glacial Gun is incredibly potent in
this battle.
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M

Zalbaag  Ark Knight &

Random Archaeodaemon N Equa\ Random Random Random
Random Archagodaemon N Equal Rapdom Random Random
Random _ Ultima Demon N  Equal Random Random Random

DETIMALS ZODIAC: ittt

has a clear advantage against Zalbaag here, but it helps
fighting than stealing. Zalbaag’s equipment is just not
ough to outweigh the risk.

ISUGGESTEDIDEPLOYMENT: -} —ifdf b Attt
ija out for Monks, so you can attack 7a1bd‘,_g ﬁom If an ally is turned into a Vampire and you can’t cure him or her, you have ne choice
Getting close to him is not advised. You may also want e

 Orator to reduce his Bravery, and your Black Mage/
ian to cast Haste or Flare. Equip your party with Japa

ies to protect against the deadly Vampire status ailment
sometimes inflicts. You can cure Vampire by teaching
o use Holy Water, but this is risky, since anyone with

pass it on to anyone else if they get a turn to act.

S8 A A A & 2 2 2 & _A AR A A A A

enemy can become a handful if they happen to
naline Rush reaction ability. On an already-powerful
like Zalbaag, it can easily make him too much to handle,

1en coupled with his other skills. Use your Orator to
avery while your Black Mage uses Arithmeticks and After all, you can use your Arithmeticks to bring them back next turn.
icks on the field. Once Zalbaag’s Bravery is reduced, send

onks to attack with Shockwave and Aurablast.
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HIDDEN;TREASURES:!;

ﬂmmmmmm _Grid_[ItemDrop ___|

A Random Knight Random Random Random A Elixir
B Random Knight M 49 Random Random Random C1  Elixir
C Random Knigt ~M> ° 49 Random Random Random L6 Elixir
D Random Archer M# 48 Random Random Random P1 Elixir
E Random Monk M 50 Random Random Random
F Random Monk M 51 Random Random Random

> &5 & il,&/l"itfi'f'

SUGGESTED DEPLDYMENT

to Orbonne Monastery marks rhe begmmng of't serics of six consecutive battles that continue until the game’s very end. Do
onne until you have purchased everything you could possibly want from the shops on the world map, earned all of the JP you
acters to have, and are generally ready to attempt finishing the game. As always, keep a spare save file before your entrance

s on hand, so you can try again, if necessary.

s here are powerful enough to stop a normal band, but
ters should be ridiculously strong by now. Have your
e Golem as a first move, then have the others attack

t should be over quickly if you are ready to face the

It's very easy to use Arithmeticks for
casting Haste on your entire party at
once.

While rare, it is possible for a spell fo
be blocked by an enemy.
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HIDDEN;TREASURES:;

| Grid _litemDrop ____|
Al

. # |Enemy | Job Gender |Level |Zodiac |Bravery |Faith
: D 60 68

Loffrey  Divine Knight M 54 Elixir
Random Black Mage 50 Raﬂdpm Random Random Eg El!x!r
Random Black Mage 52 Random Random Random ¥ E::x

Random Summoner 50 Random Random Random

M
M

Random Time Mage M 52 Randdm Random Random
M

Random  Summoner M 52 Random Random Random

as the advantage against Loffrey. His equipment
rth stealing, however,

GGESTED|DEPLOYMENT:———ttitAdtdd it
ntourage of Ninja has a tremendous advantage in
 you can enhance it by equipping them with the

nd Safeguarding it from Loffrey’s Arts of War skills.
1ay rely on Items and Auto-Potion for healing, try

ect Rings to your party members. This makes you
immune to the Black and Time Mage spells. They
inst Summon magick, so have your Black Mage/
deal with this problem as soon as possible.

(A8 £ & R £ A & A & A £ A R A A R 2

d to beat Loffrey to win, so focus your attacks
ot Safeguarded, so you can easily Rend his
you like. Generally, the battle is casiest if you just
ying him before the other Mages (especially the

can finish casting their spells.
Don't forget about the Ninja Throw ability. It is very good for picking off 139
weakened enemies.
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| # [Enemy |Job Gender | Level | Zodiac |Bravery |Faith |

Cletienne Sorceror M - T 51 61

8 Random TimeMage M 51 Random Random Random
C Random Time Mage , M 52 Random Random Random
D Random Samurai M 52 Random Random Random
[ Random Samurai = M 53 =~ Random Random Random
F Random Ninja M 51 Random Random Random
G Random Ninja M 53 Random Random Random

'D'a,xax,sﬂxnss A R £ 2 £ B R R

A2 B A A R 2 R 2 2 A
Y 300 St et b sy e i

SUGGESTED|DEPLOYMENT:
have a lot of defensive options besides Auto-Potion
Make your Arithmetician into a Summoner, so he
i on his first turn. Deploy the rest of your party as
~boosting equipment.

B8 2 8 & 2 2 2 A £ & R R R £ A R £ 8 A A

Summoning on this go-round, and he has access
asts like Bahamut and Leviathan, You want to
ckly as possible, although it is worth noting that
as fearsome as it looks. Use your Summoner/

o first cast Golem, then cast Haste and other

on your party. You just need your party to survive
bring Cletienne down.

HIDDEN|TREASURES:;

Grid | Item Drop

A4 Elixir
D1 Elixir
J5 Elixir
L1 Elixir

T
457 Hpxoox HE e 328 326

Mp 094
T Jo—t
094, 50g T

e £00 3 00

If an Arithmetick that would win the battle calls for casting the spell on your
allies, do it.

Only one party member needs to be standing at the end of a battle for it to
count as a victory.




£ |Enemy |Joh
* Barich  Machinist

[ Gender  Level | Zodiac | Bravery |Faith |
7 64 62

M 55

Random  Chemist M 49 Random Random Random
Random Hydra N 48 Random Random Random

0 Random Greater Hydra N 47 Rindom Random Random
- Random Tiamat N 50 Random Random Random
N 50 Random Random Random

= Random Dark Behemath

has the best chance of stealing from Barich, and his
acmally worth the effort. Just remember that it, like
acquire during the endgame sequence, can never be

ut into the rest of the game world.

S UGGESTEDIDEPLOYMENT: -}t i A iithd
m of Chemists or Orators of your own, each with a
equipped (and one toting the Glacial Gun). Give
War and use it to break Barich’s weapon if you

steal it. Have your Black Mage/Arithmetician on

levastating spells across the crevasse.

ATACTICS === A Al

If only you could take that Blaster back
with you somehow.

HIDDEN;TREASURES:;
67 Elixir
E1 Elixir
F12  Elixir
H9 Elixir

£ & & & & & 2 & &

The difficulty of this map depends on how aggressive you feel like
being. If you are content to stay on your side of the crevasse that
splits the map, Barich’s monsters can't really do much to damage
you. Instead, you can quietly sit there and take potshots at him.
He will take potshots back, but you can easily heal your party
faster than he can deal damage to your troops. If you want to steal
his Blaster, let your Arithmetician take out all the monsters and
the Chemist with spells. At that point, send a Ninja or Monk
with Steal Weapon around to get the Blaster.

Arithemticks can quickly overwhelm
Barich with raw damage.

141
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DEPLOYMENTISHOTS:

Gender Level | Zodiac | Bravery | Faith
59

A Hashmal Bringer of Order N 8 70 70

is small, you can easily field any type of melee
Hashmal. Monks have a particular advantage

ts caused by Hashmal's Ague attack.

:Alﬁiijﬂ\i"ﬁ\&@"kﬁi,ﬂ P 3

Adrammelech, casts a lot of high-power spells like
‘not quite as slow, but you should be able to move
0 him quickly, surround him, and overwhelm him
ibers. If you are able to hit him with Holy two or three
uld be enough to put him down for the count.

HIDDEN;TREASURES:;

Grid | ltem Drof

B1 Elixir
E15 FEliXE
E16 Elixir
H1 Elixir

Do whatever you can to try and kill Hashmal before he casts his spells, even if
it means casting one on your allies.




ENEMIES |

_ # Enemy Job Gender mmm

Ultima N

High Seraph

Random Ultima Demon =~ N 30 Han(jom Random Random
Random Ultima Demon N 33 Rar]?)m Random Random
Random Ultima Demon N 36 Random Random Random
Random_Ultima Demon N 39 Random Random Random

] MMMM

= Ultima Arch Seraph N T

mm

Alma Cienc F

OBTIMALEZODIAC: st A b Aottt

have a tremendous damage advantage against

i her HP count, you'll need it.

DIDEPLOVIMEN T i f i A 4344

ast, transform Ramza into a Dual-Wielding

:Sbal'tlt:, so you can use the Ragnarck that you

from the previous fight. You can field your other

ver you like. Just make sure that the majority of

that you are deploying have some way of doing 250
of damage per turn to Ultima. It also helps to have

character and a caster who knows Arise.

HIDDEN;TREASURES:,

Grid | ltem Drop

Ei Elixir
E2 Elixir
A16  Elixir
H16  Elixir
ATACTICS —AAFAAS A A A AAN AN AR AR

Ultima has tremendous HP, offset by attacks that are less vicious
than you might expect. You need to attack relentlessly, and
immediately use Arise on anyone who goes down for the count.
Leave her Ulima Demons alone in Phase 1, since their levels are

low and they just disappear at the end of the fight.

Ultima becomes quite a bit more vicious in Phase 2. She is able
to use an attack called Divine Ultima that Silences casters and
reduces their MP to 0. The main way to keep her from using this
attack is to make sure that you keep Alma alive for the duration
of the battle. If you do, Ultima in both forms chooses to attack

her over any other target.

Alma can still cast her Aegis, and if you keep her at high HP
she will cast it on every character on the field. When there are
characters protected by Aegis in play, all Ultima’s second form
is likely to do in combat is use Dispelja on them to remove the
Aegis. So, with Alma alive to distract Ultima, your units can

attack freely. It is only a matter of time before Ultima is defeated.

WALKTHROUGH
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Congratulations! You have completed Final Fantasy Tactics. You have a right to be proud of yourself. Some gamers, for lack of skill or patie

never make it this far.

What is amazing is that there is even more game left to be played. The focus of this walkthrough was to get you through the main story,

there are plenty of battles left to be won, characters to be recruited, and treasure to be found.

Since Final Fantasy Tactics has no New Game+ in the modern tradition, the best Way to experience this content is to pick up a save file

from early in Chapter 4, possibly the beginning, and simply replay the chapter in sequence. You may even want to restart the game from the

beginning.

A second play through of Final Fantasy Tactics can be more pleasurable than the first, since you have a better idea of how to level your

characters. You can use this knowledge to challenge yourself to beat enemies that you may have ignored the first time, and Steal or Treasure

Hunt items you didn’t think you could safely get.

Regardless of how you choose to approach it, what follows is a list of things you can do after you beat Final Fantasy Tuctics for the first time.

Much of this bonus content is covered elsewhere in this guide, so simply flip to the appropriate page listed in the Table of Contents to get

more information.

Level Every Character: This walkthrough mostly
advised the use of generic characters and job
classes, but you can have a lot of fun by leveling
up characters with specific job sets like Orlandeau,
Mustadio, and Agrias.

See the Special Events: These secret battles have
to be triggered by performing a certain sequence of
events in a certain ofder. It often involves traveling
fo a certain place at a certain time. Some Special
Events let you fight extra battles and recruit secret
characters.

Explore Midlight’s Deep: This bonus dungeon allows
you to acquire potent extra equipment and fight a
series of challenging battles. It opens up at Warjilis
after you finish the sequence of Battles at Mullonde.

Go Poaching! The Poach ability opens up anather
layer of the game. This ability allows you to obtain
incredibly rare and powerful items, if you can hunt
down the right monster. It is essential if you want to
get the most out of the post-game battles, and it is
the best way to make use of Luso.

Finish Every Errand: The Errands available at each
city each offer a new title and some amusing new
storylines to follow. They are an excellent way to use
characters that you are not actively leveling up at
the moment, even if you don’t get anything incredibly
special for them.

Improve Your Rendezvous Rank: If you struggled
through some of the Rendezvous battles listed in the
guide, you may find that you can increase your score
dramatically if you go back and try them again. You
may find that they are significantly more enjoyable,
or actually more difficult, than they were the first
time. See if you can get to Rank 5 on everything.

Finish the Rendezvous Battles: After you have
cleared the rest of the game’s content and have
suitably optimized characters, it is time to work on
completing the last six Rendezvous battles. Some +
are opened through special events, and others are
opened by clearing the game. Even the one you
unlock simply by progressing in Chapter 4, The
Knights Templar, can be exceptionally difficulf. These
hattles are the final test of a Final Fantasy Tactics
player. If you can complete them all with a Rank 5
evaluation, you can say that you have truly mastered
the game.




- <ection is devoted to the finer side of Final Fantasy Tactics. There are many overpowered strategies that can be created from its complex
= of systems. Here you will find a collection of techniques devised to help you swiftly build characters to their maximum potential. The
~-epts presented here require some knowledge of the game to understand, so please refer to the opening section of this guide to gain insight

the game’s basic functions.

XPER

Preparation

Make sure you have at least one unit with the ability to inflict the
Toad, Berserk, and Stone status ailments. It's recommended that you
use a combination of Black Magicks and Mystic Arts (or substitute
both with Arithmeticks). Now, set Arts of War on at least two or
three other units, which will be used to lower AP and speed ratings
when needed. Since you need to inflict the above status ailments
on your allies, remove any armor, shields, and reaction abilities that
may make it difficult to hit them. Also, be sure to remove any items
that may defend against status ailments (like the Ribbon). Finally,
performing this task is much easier on a simple map such as the
Mandalia Plains. You don’t want to worry about chasing an enemy

down on an awkward battlefield.

How It Works

1. Defeat every enemy on the map except for one.

% simple means of building EXP and JP during the earlier chapters
-+ the game is to repeatedly use the Squire’s Focus ability over and

wwer again. The best way to do this is to equip, Focus to all of your

slies before entering a battle. Defeat every engmy on the field

2. Use Rend Power and Rend Speed to lower the enemy’s AT and speed
stats to 1. If they have any equipment keeping their stats up, break it
using the Rend abilities.

St one, then Charm that last enemy with the Thief’s Steal Heart
shility. With the final enemy Charmed, you're free to use Focus
wvery turn, which will net you a small amount of EXP and JP for
wvery use. Even though the Charm wears off eventually, the Thief in 3. Turn the enemy into a Toad.

#he party can repeatedly use Charm to keep the enemy under their 4. Use Rend Power to reduce the AT of every allied unit you want to level
spell. This allows you to continue gaining stats indefinitely. Add JP upto .

- i Boostigopusispors shildy Lo SRS theeffects of 5 pacting Toad status ailment on all of the units you want to level up.
s method. This will keep their attack power as low as possible; prolonging the

AMETHOD-#2:-AUTOMATIC!GROWTH-+st Mooy canfoft.
_ 6. Afflict Berserk on to any friendly units you want to level up, which will
oy e oy cause them to automatically attack. EXP and JP are gained for every

successful hit.

7. Use Stone on any friendly unit that isn’t there to obtain JP or EXP.
While encased in stone, they will be unable to do anything for the
remainder of the battle. The last unit not turned into a Toad should

Automatic EXP and JP growth is a process that involves afflicting cast Stone on themselves.

units with the Berserk and Toad ailments to have them act 8. Watch as the Berserker Toads aftack the lone enemy for terrible

sutomatically in a way that accumulates EXP and JP. By casting damage. With Berserk on, your remaining allies will attack
the Toad status and using the Rend Power skill to keep the automatically without the need for commands. When you get bored

damage dealt low, the units involved can fight for a long time and with watching, ge_t up and make a sandwich, pet ypur cat, or treat
gsin plenty of EXP and JP before the end of the battle. Careful yourself to a movie. When you return, the battle will be over, and the
E . z 22 : characters you left fighting have gained a ton of EXP and JR
cquipment planning is needed to pull it off, but once you have the

necessary items, you can quickly build up a unit without even having

to play.

ADVANCED
STRATEGIES
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The experience earned for hitting an enemy is calculated through
several factors. The biggest of these factors is both the level of the
attacker and the target. The higher the level of the enemy being hit,
the more experience gained. Conversely, the higher your character’s
level is when they hit the enemy, the lower the EXP obtained. The
formula for this equation is: 10 + (Target’s Level - Your Character’s
Level). For example, if the enemy is level 70, and the character
hitting them is level 31, the EXP gained would be 49.

Knowing the math can be used to your advantage. The above
calculation is doubled with the EXP Boost skill equipped, changing
the formula to: 10 + (Target’s Level = Your Character’s Level) x 2,
Because of this giant EXP boost, a level 1 unit that attacks a level
99 unit will gain a level every turn until they are level 60. A good
building strategy is to use the Automatic EXP Gain trick to build
up a level 99 character, then take that character and put them onto

the battlefield with a lower level character. Your lower level character

simply needs to hit their level 99 ally to gain a level up.

Stat growth rates are different for every job, which means the statistics for two different units of the same level may not be the same. This
section introduces a method of raising a super powerful unit by taking advantage of the different stat growth rates.

“-RAISING-AND*LOWERING/LEVELS -~

Stat growth rates are affected even when a unit’s level has been
lowered. In other words, youycan lower the level of a job with a poor
stat growth from 99 to 1, and raise it back to 99 with a job that has
a high stat growth rate. This process can be repeated indefinitely

to build a super-powerful unit. Keep in mind that it’s possible for
your stats to actually go down depending on your choice of jobs, so
choose them wisely.

+WAYS TO.REDUCE A UNIT'S LEVEL , ; .

1. Use “Degenerator” traps, which will lower the level of the unit
caught in the trap. These are found in the Fovoham Windflats, Mount
Bervenia, Zeklaus Desert, and Midlight's Deep.

2. Use a Mindflayer's “Level Drain” technique (requires Tame to capture one).

The Degenerator traps, in combination with Teleport, are the fastest
way to reduce levels. If you fail a Teleport when standing on a panel
with a Degenerator trap (by moving further than your move range
allows you to), you will return to the original panel and reactivate
the trap. You can continue to reactivate the trap by failing Teleport
¢very turn, consequently losing
alevel every turn. Try using
this method after lowering the

speed rating of the enemies on
the field.

“+METHOD-#3:-GAIN-EXP-BY-ATTACKING:STRONG ALLIES

Just be sure to take off any reaction abilities that the level 99
character may have, and also be sure to equip the lower level
character with speed boosting items (since they won't be able to
many turns at such a low level). It’s also worth taking a Knight w
you to use Rend Speed on the higher level characters on the field
give the weaker character a chance to take more turns.

Once your character reaches level 60, cast Toad on them to lower

their Physical Attack rating. This allows them to continue attacki
the level 99 unit without the worry of killing them. If you are the
lazy type, try the automatic EXP and JP building trick mentioned
earlier in this section.

“WAYS-TO'RAISE-A‘UNIT'S LEVEL+——42

1. Equip “EXP Boost” and “Accrue EXP" abilities.
2. Attack a Level 99 unit.
3. Use the Automatic EXP and JP Growth Tactic.

As mentioned earlier in this
section, options 1 and 2 combined
are the best way to level
characters. Once the character
reaches level 60, you may opt

to move on to method 3, since
building experience from that
point on becomes a slower process.

DISTINGUISH BETWEEN LOW AND
+HIGH-STAT*GROWTHS s iiii i s

Bards and Dancers have dreadfully low stats, so they have the

best statistics for lowering your levels. When leveling up, it is
recommended that you use the Mime, which will raise the unit’s
HP, Physical Attack, and Magick Attack (while lowering MP
amounts). The Ninja is also a good choice, which will raise every
statistic except for Magick Arrack. If you are focused on raising your
unit’s MP, make them a Summoner for the best results.

However, one problem with the Dancer job (in regards to de-
leveling) is their fairly high Physical Attack rating, This makes it




Scult to get the most out of the stat, if you lower that unit’s level,
¢ class. If you are looking to raise the Physical Attack of a
wole, try lowering their level as a Chemist first.

atistic Changes Corresponding With Jobs

following chart shows several examples of the prime job
=hinations for de-leveling and leveling a unit for the best stat

wth. The Level Down column shows which job you should

! down with, while the right column shows what job to select

“en leveling up. The @ symbol means raised stats, while € means
<red stats. The more of each symbol, the stronger the effect that
job's growth rate has on that statistic.

Level Up m Physical AT [Magick AT

el
-

Mime OO 00 - 0000 (4]
Ninja ($]4] o0 o0 oon -
Summoner €3 oon = [+]¢] =
Mime ©O0OG OO (1] (4]
Ninja o0 o0 0o (4] E
Summoner @ 2 OOQ = ($14] -
Mime 1]

S milar to Zodiark and Ultima,
= i= possible to learn some
“=mmon spells by simply

Seing hit by them. The best
sart about this is that you

wain new abilities without
wsing JP, making it a very
wFective method of raising a
wnit. Although none of these
whilities outside of Ultima and
Zodiark have very high success
~wes, all of the skills that can be learned in this manner have high
P costs. It’s worth spending the time to use your own units to cast
“cse spells on characters that need them. Though this cannot be
“one with Summon spells (since you can’t target your own units
~th them), you can purposely put yourself in the path of an enemy’s

semmon simply for the sake of learning it.

L LEARNING-REQUIREMENTS it

&> Being hit with an ability that is capable of being learned gives
you a small chance of spontaneously gaining that ability.

=5+ You cannot learn the ability unless your unit is set to a Job that
can learn it.

=5+ You can not learn an ability if you are hit with it and your status
does nat change.

=%+ You can not learn an ability if you are afflicted with Immobilize,
Stop, or Death.

==+ Even if more than one unit is hit with an ability
at the same time, only one of those units can learn it.

=+ [fyou turn on Battle Prompts, you will be able to choose
whether or not o learn an ability once you have successfully
been hit with it.

+EEARNING-CAPABLE-ABIEITIES ==

i | JP Required For Acqguisition
Curaja 800

White Magicks

White Magicks Protectja 600
White Magicks Shellja 600
Black Magicks Firaja 900
Black Magicks Thundaja 900
Black Magicks Blizzaja 900
Time Magicks Hasteja 600
Time Magicks Slowja 600
Summon Bahamut 1600
Summon Odin 900
Summaon Leviathan 860
Summon Salamander 860
Summon Lich 600
Summon Cyclops 1000
Summon Zodiark -
Mettle, Huntcraft  Ultima -

ULTIMA

The easiest way to learn Ultima is in Chapter 4 at the Limberry
Castle Gate. Enter the battle with Ramza as a Squire equipped with
Arithmeticks. Be sure his Move is at least 5, while his speed is 10.
Celia and Lettie’s speed is 9 here, and the Reaver’s speed changes
depending on their level. However, at Level 34 their speed is 6, and
at Level 35 it’s 7, so as long as Ramza has a speed of 10, you should

be able to make the first move.

Celia and her allics are highly likely to use Ultima when one of
your units moves within 5 panels of them. Hold them all in place
by using Arithmeticks to cast the Immobilize status ailment (use
the Height — Prime Number calculation). While they are unable
to move, position Ramza within their 5 panel range. Panel D-7 is
recommended, since it will leave him within the enemy’s attacking
distance, while keeping you

out of the way of your own
Arithmeticks attacks (the
Height — Prime Number
calculation). From here, Ramza
should have few difficulties
being hit by Ultima. The only
thing to worry about is dealing
with the Reavers in the area.
Equip your allied units with
Guns and Arithmeticks to
handle them without worry.

=% ADVANCED

STRATEGIES
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Any unit can learn Zodiark at the bottom of Midlight’s Deep,

but having multiple units go through this process is very difficult.
However, theres an alternate way of learning Zodiark if one of your
units already has it. If you cast it on an enemy Summoner, so that
they learn it, they will use Zodiark against you. This enables you to
move any units that need the spell near the enemy Summoner in the
hopes that they will cast it on them.

Though it is rare, Zodiark can also be obtained from an Ability
Crystal dropped by an enemy. This means that there is a small
chance that an enemy that you gave Zodiark to will drop the
ability into their crystal once they are defeated. The chances of this

happening are extremely low, so don’t count on it.

5 XQHP T00x
n _—474,‘,‘}::

B L S ® &
T e 100 3 0.

=
+-PREPARATIONS———i—t-d-ttdiiiidd
W+ Have at least one ally learn Zodiark beforehand.

@*  Make sure at least one unit can use Rend Magick. It is best &
you can also equip that unit with Dual Wield to increase the
ability’s effects.

@*  Change any units that need Zodiark into Summoners.

@&+  Bring the Chakra ability or Hi-Ethers along to help restore MP
when needed.

+LEARNING-ZODIARK-A-iwiciriciesivs

il

. Go to a map that has Summoners. The Midlight's Deep “Switchba
and “Interstice” areas are recommended.

2. Include units that have the Zodiark and Rend Magick abilities into y
aftack team, along with any unit that needs to learn Zodiark.

3. Defeat every enemy on the map except for the Summoners.

4. Use Rend Magick on your Summoner that already has Zodiark to
lower their Magick AT.

5. Use Zodiark on the enemy Summoners until they learn it.

6. Wait for enemy Summoner to use Zodiark on your alligs.
Replenish the enemy’s MP if it ever falls below 99.

“NINJAAITEM-CATCHING—=——-+44

Normally computer controlled Ninja tend to use exceedingly weak
weapons when using their Throw command. However, as your
party grows in strength, so do the Ninja that appear in random
battles. Enemy Ninja at Level 90+ start carrying unbelievably rare
weapons like the Chaos Blade, Excalibur, Chirijiraden, Scorpion
Tail, and Masamune. It is actually possible to obtain the weapons
they throw with the Thief’s Sticky Fingers ability, which enables
any character with the ability equipped to catch weapons thrown
at them. This ability enables you to increase your collection of rare
and powerful weapons in a big way! Sticky Fingers allows access
to strong throwing weapons for your own Ninja, Chirijiradens for
the Samurai technique Taido, and specialized equipment that is
normally difficult to come by. Knowing this, it is well worth the
cffort to take advantage of a Ninja’s presence on the field and steal
the items that they throw.

|




=2 can be found in random battles in several different areas.
better places to find them are at the Interstice in Midlight’s

= and Araguay Woods. Loads of Ninja tend to make an
searance in either area. However, you may find it easier to bait a
== into throwing a weapon at you within the Interstice. In this

.« the battlefield is so difficult to traverse that they often resort to

wving Weapons.

Improving Catch $3*

= success rate of the Sticky Fingers ability is affected by the
==r's Bravery rating. The higher their Bravery, the higher the
w=ance of a successful catch. It is possible to raise a character’s
=-avery by using Ramza’s Shout ability, or the Orator’s Praise.
==member, only 1 out of every 5 Bravery points increased in
2zttle is permanent.

 +RARE-WEAPONS-THROWN-BY:90+ NINJA

Knife Air Knife, Zwill Straightblade, Sasuke's Blade

Ninja Blade  Koga Blade, Spellbinder,
Sword Nagnarok, Materia Blade, Runeblade
knight's Sword gleafgzder, Save the Queen, Excall\buE. Ragnarok, Chaos
Katana Kiku-Ichimoniji, Chirijiraden, Masamune
Axes Slasher
Books Papyrus Codex, Omnilex
Polearms Dragon Whisker, Obelisk, Javelin (Strong version)

Poles Whale Whisker, lvory Pole. Eight-Fluted Pole

It s possible to jump on top of any friendly Chocobos on the field
and ride them. This is done by moving a character on to the same
panel that the Chocobo is occupying. Though not as useful as it
could be, riding 2 Chocobo has several advantages that make them a

fun addition to your team.

+CHOCOBO/RIDING-ADVANTAGES—---

1. Riding a Chacobo essentially removes them from the battlefield. Only
the character riding the Chocobo can be targeted.

ro

. A character’s Move and Jump stats are replaced by the Chocobo
that they mount. The items and abilities they have equipped no longer
affect either category. Black Chocobos can fly and move 6 panels ata
time, making them the best bird for riding.

3. Some status ailments that may be hurting a Chocobo can be cured
by mounting them. This includes Confuse, Poison, Stop, Sleep,
Immobilize, Disable, and even Doom.

4. The character riding the Chocobo becomes Immune to some status
ailments. These ailments include Confuse, Poison, Stop, Sleep,
Immobilize, Disable, Doom, Toad, Berserk, 0il, Blind, and Silence.

ADVANCED
STRATEGIES

Construct 8, Dragons, and Hydras can all be used as platforms.

In other words, you can hop on top of their heads and use them

to boost yourself up to a high ledge. For example, each of these
creatures has a standing height of 3, so if you want to reach up to a
ledge that has a height of 7, use a character with a Jump rating of
4 to hop on top of one of these creatures, then use the character’s
normal jump rating to hop to the top of the ledge. This ability is
particularly useful in Nelveska Temple. Two pillars reside near the
bottom of the field, both of which carry rare items that can be found
with the Treasure Hunter ability. Take Construct 8 or a Dragon
along with you to easily reach the top of the pillar.

- il
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There are a handful of Special Events that can be performed to gain new characters and items. These events are completely optional; you &8
have to clear them to progress through the game’s main story. The PSP®edition of Final Fantasy Tactics contains some brand new events na
found in the original. This section discusses these events and demonstrates how to complete them. It’s well worth the effort to complete the

scenarios and reap their benefits.

Special Events occur when two different conditions are fulfilled. The first is that the story must be advanced to a specific point. For instance
the optional battle with Cletienne at Dorter City has a very limited window of opportunity to engage it, so be careful not to miss it.

The second condition is met when a specific character is placed in your party. If the character is in your party when the mission begins, and
they are lost before the end of the mission, you cannot complete the Special Event. Be cautious and never lose characters permanently, so 2
mission can continue without error. Also, be sure to accept all relevant story characters into your party.

+RARE-ITEM-REMINDER ==ttt

Most of the Special Events in the following section have battles that must be fought. The enemies within these battles often carry rare items

with them. It is highly recommended that you bring a Thief {or better, a Ninja or Monk) along to steal these items. You should also save
before each battle, since these events only happen once. This is especially important to keep in mind with events that do not seem to have
item rewards; the enemies in the battle probably have rare items to steal instead.

AR & A R 2 & 8 2
e e s e g o o i

WHEN IT OCCURS:

L -

REQUIRED 3

CHARACTERS:

CLEAR REWARDS:

DETAILS

1. Make sure you have 500,000 gil or more. On the 1% day of the month of Cancer, go to any city (except for Lionel Castle, Zeltennia Castls, The
Mining Town of Gollund or The Merchant City of Dorter). Keep in mind that the month before Cancer, Gemini, has 32 days in it. Save your game
at various points in Gemini, S0 you can back out if the timing doesn’t work out, you can go back and try again. Use this knowledge to time yaur
movement {0 a useful town. Also, remember to save your game when the date nears the 1<, provided you have reached a good town for triggering
the event.

2. Get the Tynar Rouge (and lose 500,000 gil). Note that the Tynar Rouge is very powerful and you definitely want to obtain it. It's easiest to do this
when you're s far into the advanced game that you can no longer spend money on anything useful save ltems. Generally, if you have 500,000 gil
on hand, you have reached that point in your game.

P

A A A A 1. Listen to the rumor “Rash of Thefts”. You can hear it after
clearing Chapter 4-3 at The Magick City of Gariland, The
WHEN IT OCCURS: Mining Town of Gollund, and The Royal City of Lesalia.

2. After listening to “Rash of Thefts”, listen to the rumor A
REQUIRED Gall for Guards™ in The Merchant City of Dorter.

= e 3. Leave The Merchant City of Dorter.
CLEAR REWARDS: 4. Win the battle fought in the Dorter Slums.
5. Balthier will join you.




SPECIAL EVENTS

*EP.EE_"IT“E.S_EL.I

mmmm-mﬂ_

Archer M Random  Random  Random B4  Antidote Leather Armor
® Random  Archer M 29 Random  Random  Random E10  Phoenix Down Clothing
Random  Archer M 31y - Random  Random  Random M6  Echo Herbs Mythril Knife
Random  Monk M 283 Random  Random  Random 03 Phoenix Down Longsword
Random  White Mage M 28 Random  Random  Random

M 30 Random  Random  Random

Aandom Thief

g mmmmm
Balthier Sky M 78

Pirate

: This is an excellent battle for using Balthier’s Ras Algethi does amazing
EDIDEPLOYMENT:=\-4--i=d=tdededdddadcd Steal Heart. damage for a gun.

it in the game, winning these battles should be very simple for you. Instead, you want to focus on building a party that’s

or looting the enemy. You may want to field a Dancer who knows at least Slow Dance and Polka, a Ninja of each gender that
e Steal abilities for equipment, and some sort of tough warrior who can dish out damage quickly if needed. A Knight with Dual

€ the first special event battle you complete. It lets you recruit Balthier at a very high level, when it’s easy to turn him into a
or anything else you might want him to be. When this is done, you can take advantage of his amazing stats in the game’s most

Ninja have looted a given enemy as much as you like, have your Knight move in to defeat them. When you've stolen everything
riven battle, it is time to have your Dancer start using Forbidden Dance and your Black Mage begin using the nastiest spells
ape the board clean. In this particular battle, try to loot enemies that Balthier attacks first, since they probably aren’t going to
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WHEN iIT OCCURS:

REQUIRED
CHARACTERS:

CLEAR REWARDS:

DETAILS
1. Move to the Clockwork City of Goug.

2. Listen to the rumor “The Haunted Mine”. You can listen to this rumor
in The Mining Town of Gollund at the start of Chapter 4.

3. Move to the Royal City of Lesalia and choose “How much gil does
your blade require?” as Ramza's response when Beawulf asks if
he can join you.

4. Beowulf will join you as a guest.
5. Move to the Mining Town of Gollund.

6. Win a consecutive series of battles on the Gollund Colliery
Floor, Colliery Slope, Colliery Ridge, and Coal Shaft.

7. Beowulf and Reis (Holy Dragon) will join you, and you
will get the Aquarius Stone.

11. Move to the Clockwork City of Goug.
12. Construct 8 will join you.

13. If necessary, advance the story until you have
cleared the battle at the Qutlying Church in
Chapter 4.

14. Listen to the rumor “The Cursed Isle Nelveska®.
You can listen to it at #eltennia Castle.

15. If necessary, advance the story until you have
cleared the consecutive battles at Fort Besselat in
Chapter 4.

16. Move to the Trade City of Sal Ghidos and buy a
flower from the Flower Peddler.

17. Move to the Clockwork City of Goug.




HlDDEN[TH URES:
By o e Lol lotise_bimen _Fait G0l g __ e Dop
: Random  Chemist M Variable Random  Random  Random Gold Needle My thril Knife
= Random  Chemist M Variable Random  Random  Random Dﬁ Gold Needle Mythril Sword
" Random  Chemist M Variable- Random  Random  Random J5 Gold Needle Mythril Gun
0 Random  Chemist M Variahje  Random  Random  Random K10 Gold Needle Mythril Bow
= Random  Chemist M Variable Random  Random  Random

RELIES:|
£ M
& Beowulf

mmmm

Ternplar F  Variable o 45

)R.&.&

UGGESTED DEPLOYMENT: =it

dori onto your characters that have it available,

0 onto the ones that do not. Change your Black
tician into 2 Summoner with Arithmeticks for
if this battle, so you can cast Golem to give party

Some enemies may only be clearly
seen when rotating the map.

| protection.

Gun-wielding Chemists can rapidly
reduce a lightly-armored Ninja's HP.

&&ﬂﬂ&s&gﬁ A j‘\ﬁ.ﬁ.”\ .R S)}L

ollund are part of an optional series of sequential battles, so the usual rules for sequential battles apply. You will probably
arate save file before you enter Gollund. What's interesting about this sequence is that both Beowulf’s levels and the
¢ scaled to your own, similar to random encounters. This means the later in your game you do this battle, the easier it

means that the enemies are more likely to use equipment worth stealing for later use in other post-game battles.

ar battle, the Chemists are all likely to be carrying guns. If you equip Shirahaderi, you'll find your characters actually “catch”
is is the best way to prevent being overwhelmed, since Shirahadori activates more consistently than Auto-Potion. Loot any
ave particularly good equipment, then move on. It is important to note that Beowulf can interfere with this if you let him

t class and equipment.

SPECIALEVENTS
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HIDDENlTHEASUﬂ

# [ﬂ- Zodiac  |Bravery  |Faith Rare Drof

A Chemist Variable Random  Random  Random C12  Gold Needle Mythril Shield
B Random  Thief M Variable Random  Random  Random G3  Gold Needle Mythril Helm
C Random  Thief M Variable Random  Random  Random Ki  Gold Needle Mythril Vest
D Random  Behemo N Variable Random  Random  Random K8  Gold Needle Mythril Armor
E Random  King N Variable Random  Random  Random

Behemoth

Job | Gender | Level | Zodiac | Bravery | Faith

A Beowulf  Templar F  Variable 45 65

SUGGESTED|DEPRLOYMENT:~brbeiv it it

s here will definitely be carrying a Glacml Gun, so send your units out with intent

re to put Nu Khai Armbands on your female characters, to prevent the male Thieves : : t’
| Heart. '

xﬂﬁ.ﬂ&ﬂAﬂaﬁﬁi&ﬁA&Rﬂ&

Don't leave the level without this
sters quickly and work on getting the Glacial Gun off of the Chemist. Everything Glacial Gun.

atrle should be routine.

A Ninja can do amazing physical
damage fo even the toughest of
monsters.




2 teams:

HIDDEN;TREASURES:,

SPECIAL EVENTS

\Enem | Level |Zodiac  |Bravery |Faith Grid | Normal Drof

Zodiac | Bravery | Faith
.8 45 65
stealing team, just in case the Chemists have something good, but approach the
utiously. If at all possible, let your Black Mage/Arithmetician handle them with a

e learned that Dragons are powerful enemies, and two Blue Dragons with levels equal
o be taken seriously. After you are finished with the Chemists, move in to pick off
- Arithmeticks haven't already blown them off of the map. Leave the Pig alive for as
nee his attacks trigger Auto-Potion regularly if you have that ability equipped.

4 Random  Chemist M Variable Random  Random  Random B11  Gold Needle Mythril Knife
2 Random  Chemist M Varighle  Random  Random  Random C6  Goid Needle Mythril Sword
_ Random  Pig M Varighle Random  Random  Random E9  Gold Needle Mythril Gun

_ Random  Blue N Vaidble Random  Random  Random J5  Gold Needle Mythril Bow
1 Dragon

_ Random  Blue N Variable Random  Random  Random

The Chemists will resurrect fallen
enemies, and Dragoons are dangerous
even at low HP

The Blue Dragons’ most dangerous
atiack is their breath weapon, which
can strike up to two tiles away.
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Random  Plague Horrar N Variable Random  Random  Random B15 Gold Need!e Mythril Shigld
B Random  Plague Horor N Variable Random  Random  Random C3  GoldNeedle Mythril Helm
C Random Plague Horror N Variable Random  Random  Random Ef1  Gold Needle Mythril Armor
D Random  Ochu N Variable Random  Random  Random F18  Gold Needle Mythril Ves
E Random  Ochu N Variable Random  Random  Random
F _Syneugh  Archaeodaemon N Variable Random  Random  Random
JALLIES:|
Hm-m:-mmm
A Reis Holy N  Variable 3¢ 31

Dragon

B Beowulf Templar F Variable o 45 65

SUGGESTED DEPLOVMENT:=—=h=AA-h i

your party into one that is a bit more aggressive, since there is nothing to steal on this
» Reis alive should not be too difficult, but make sure all of your party members except
Tg.ge/Arithmetician can use Items if you need to heal her quickly.

3.:3.6.3.3.8 &Aﬁii&i&&}l' A&

odaemon with levels equal to your own is notlnng to take lightly. Fight it with the same
u would use to fight any other boss. You may wish to equip your party for handling status
ch your Arithmetician Esuna), since a lot of the enemies you are about to face are very

ting them.

HEDE TRERS RES:

_Gender | Level _Zodiac _|Bravery [Faith |

Rare Drop

Reis is a powerful attacker, easily abi
to kil the Ochu around her.

Supported properly, she’s also easily
able to kill the Archaeadaemon.




SPECIALEVENTS

HIDDEN;TREASURES:;

£ Enem m:-lmmm- L Grid__Nomal Drop____[RareDrop |

Construct 7 Automaton N Random B2  Elixir SasukesBlade
Random  Cockatrice N Equa\ . Random Random Random B10  Escutcheon Escutcheon (Rare)
Random  Cockatrice N Equal Random  Random  Random D4 Elixir Nagnarok
Random  Cockatrice N Equa® Random  Random  Random F10  Javelin Javelin (Rare)
Random  Hydra N Equal Random  Random  Random

N Equal Random  Random  Random

Random  Hydra

SUGGESTEDIDEPLOYMENT:~i—h—iii oo e o

le is interesting, since you can't cast magick on Construct 7. With 0 Faith, spells just

. So, turn your Ninja into Knights with Dual Wield, or give them Arts of War, and
know Rend Power and Rend Speed. Try to deploy a character with the highest Jump

1d the Treasure Hunter ability, so you can find the treasures waiting at B10 and F10.
you cannot cast spells on Construct 7, you need a unit to take care of the monsters on the

t buffing your Knights.

BR&X AEA.&.&’AH 39./‘11 ﬂh
¥ T Y

annot be defeated by magick, so you have to bear him the old-fashioned way: by cutting
rds. Using Arts of War, you can use the Rend Power ability on him until his attacks
t, then start chipping away. Or, you can just swarm him with Knights and try to take
r.two moves. Note that Construct 7 “Reraises” himself once with just 1 HP, and has
Pulverize that saps his own HP as a trade-off for its tremendous damage.

nothing to steal here, the treasure is extremely interesting. Not only is it largely rare

and F10, after you defeat the Hydras, you can find an Escutcheon and Javelin with

h stats. You won't know whether you received the normal or rare versions until after the

u can check their item stats. These items are enough of a curiosity that you want to pick
le from their obvious usefulness.

Kill the Cockatrice quickly, or you may
find your fighters turned to Stone.

Even at 1 HP Construct 7 is an
overwhelmingly powerful foe.




IENTISUOTS:

HIDDEN;TREASURES:

nm-mﬂm-m- |_Grid | Normal Drop |

A Random  Squire Random  Random  Random A6 Remedy Magick Ring

B Random  Squire 47 Random  Random  Random A7 Holy Water Guardian Bracelet

C Random Monk ' 45  Random  Random  Random Al4  Gold Needle Reflect Ring
Random  Thief "4 47 Random  Random  Random J4  Phoenix Down Angel Ring

47 Random Random Random
33 Random  Random  Random

Random  Thief
Random Thief

= =S i=Si=t i =D
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A Cloud Soldier M pos 70 65
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Note that this battle onfy happens &

. you remember to buy a flower from
Although protecting Cloud wheat hel zt level 1 may sound daunting, the enemies Aerith.

try to attack him. The only way Cloud may take damage is if you get sloppy with
or he tries to attack an enemy that happens to have one of the reaction abilities that

‘As long as you can quickly reach and begin damaging the enemies, you should do

Cloud isn't capable of doing much
damage until you find his sword,
buried at Mount Bervenia.
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HE WHO KNOWS THE ANSWERS |

DETAILS
EN IT OCCURS: 1. Move to the Merchant City of Dorter.
REQUIRED : 2. Win the batile at the Merchant City
CHARACTERS: of Dorter.

EAR REWARDS:

SPECIALEVENTS

ENEMIES:) HIDDEN;TREASURES:,

# m.lhrmm | Grid__ Normal Drop ____ [RareDrop |

4 Cletienne  Sorceror A10  Potion JceBow

Random Summoner
Random Summoner

36 Random  Random Random
37 Random  Random  Random

8 Random Black Mage 38 Random Random  Random ?15 ghzml-ll(e”:bs gglr'me”
C Random  Time Mage 35 Random  Random  Random 7 Eiher Round Shield
D Random  Time Mage 38 Random  Random Random

TR T AT AT 5

A Meliadoul

GD;AC-_&.&.&&.R& AR 2 R £ AR £

he best possible Thief for this map, and you absolutely have some stealing to do here. Cletienne carries the Dragon Rod, an
therwise very difficult to obtain. Getting it from him should be your goal in this battle.
SUGGESTED| DEPLOYMENT: ittt

emale Ninja ready to head out and steal, preferably with Ignore Elevation equipped. You may also want to use a Black
ician on the field to act as a support caster. Equip your characters with Reflect Rings to neutralize the enemy Black Mage
amage that Cletienne might inflict short of using Unholy Darkness. Field a few melee fighters to pick off the Summoners,
adoul in a heavy-armor class, like a Knight, but don’t let her have her Unyielding Blade abilities.

' dcwn to the street, or an accessnblc part of the roof, before you go in to steal. Have your Arithmetician cast Slow on
n as possible, while your other units pick off the Summoners. Once you've gotten the Dragon Rod, go in for the kill on
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REUNION WITH OVEL!

T

A A A A A R 8 & £ 2R &

WHEN IT OCCURS:

REQUIRED :
CHARACTERS:

CLEAR REWARDS:

DETAILS
1.Move to Zeltennia Castle

A VOICE FROM THE PAST

f_A A A B & A £ A 2 8 2 & & A AR £ 2 & & & 2 2 & 2K £

WHEN IT OCCURS:

REQUIRED
CHARACTERS:

CLEAR REWARDS:

DETAILS

ity

. Listen to the rumor “Lionel’'s New Liege Lord”. You can listen to it
after clearing the battle at the Free City of Bervenia in Chapter 4, in
the Magick City of Gariland, the Merchant City of Dorter, Clockwork
City of Goug, the Mining Town of Gollund, the Free City of Bervenia,
and Limberry Castle.

Clear the Special Events “The Curse” and “Reunion With Ovelia™.
Mave to Lionel Castle.

Win the battle at Lionel Castle Gate.

2

3

4. Reis will leave your pagjy.

b

6. Win the battle at Lionel Castle.

7. Reis will join you.




Aliste is'defe

SPECIAL EVENTS

ENEMIES:| HIDDEN,TREASURES:,

# [Enemy | Job | Gender | Level |Zodiac  |Bravery |Faith Grid | Normal Drop {Rare Drog
5 Aliste Templar M 8 80 35 B8  Pation Golden Armor

Random  Ninja
Random  Ninja

43 Random Random Random
44 Random Random Random

g i JEoams Randon BT o Eitirje{mmn Wﬁiﬁiﬂéﬁ?ﬁi
C Random  Archer 4  Random  Random Random o Echp e S rsr? g
D Random Time Mage 45  Random  Random  Random A ubber shoes

et il el el

This opening salvo should weaken Aliste’s Templar abilities can inflict

Aliste and take out his Archers some very inconvenient status

completely. ailments if you let the battle drag on
foo long.

should be a potent spell like Holy or Flare increased with Arithmeticks to Height 5. This should take out a heavy chunk of
the two Archers right off the bat. Hold your ground in front of the gate and fight off Aliste’s Ninja while you wait for him
Teleportatlon to enter the fray (usually his first action). Once this happens, swarm him with your Knights and magick
Aliste “reraises” once at 1 HP, just like Construct 7.
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ENEMIES](PHASE;]

# Enemy |Job | Gender | Level |Zodiac  |Bravery [Faith
51 3< 10 80

HIDDEN;TREASURES:,

Grid | Normal Drop Rare Drop

A Bremondt  Celebrant M D2 Hi-Potion Protect Ring
B Random  Mystic F 45 Random  Random  Random Eg Eonnfend g;f;tﬁc;;mg
C Random  Mystic F 46 Random  Random  Random £4 E§1e y Via ;,S Cloak
0 Random  Samurai F 47 Random  Random  Random : g L
E Random  Samurai =F 48 Random  Random  Random
F Random Ninja % F 48  Random Random  Random
Random F 49 Random  Random  Random
ALLIES:;
# Ally | Job |Gender| Level | Zodiac | Bravery  Faith

A Bremondt  Dark Dragon 7 < 7 7 A Beowulf - M - o -

€ amazing, rare items (including a second Chantage). So instead, field some male Thief units who will be good at taking Accessories

DIDEPLOYMENT: =i &ttt

steal, you need to make sure that you field Ninja as your thieves. Once the enemy equipment is snatched from the Mystics, they can

e other enemies, and they can also hold their own in Phase 2 of the battle. You may also want to consider using some long-range fighters
rators, since the cramped map area works against melee-oriented classes in Phase 2. Failing that, make sure your Ninja have strong

to Throw. A Black Mage with Arithmeticks is a must for precise placement of high damage spells.

% 2 2 & 2 2 A A K AR R & R 2 & 8 & 8 R R/

Ninja and Samurai as quickly as possible. With that accomplished, you can start using Steal on the Mystics, if you decide to do so. When

d, wipe them out and focus on beating down Bremondt.

against the Dark Dragon is quite a bit more difficult. Bremondt is still cowardly and tries to back into the constricted spaces in A5 and
difficult to move melee attack units into range with him. This is complicated by the fact that his Faith rating must be extraordinarily low,

spells like Flare and Holy only do about 50 points of damage to him.

go into hiding, your best bet is to have someone keep piling on the melee damage in front of him while two adjacent units use Items to
er healthy. If you have Ninja, start using Throw to use everything you can to cause damage. You can also use your Arithmetician as 2 suppore

ect in this fight by casting spells like Haste and using potent healing spells like Arise.




2

ER THE STORM sy _ ,
AR AR AR AN A A 1. Listen to the rumor “Disorder in the Order”. You can listen to this
rumor in the Magick City of Gariland after clearing the consecutive

N IT OCCURS: : battles at Mullonde In Chapter 4 and the special event “Reunion

with Ovelia”.
QUIRED : == :
ARACTERS: ; 3 = 2. Move to the Brigands’ Den.
AR REWARDS: e e 3. Win the battle at the Brigands’ Den.

Alllenemies!defeated:

SPECIAL EVENTS

: HIDDEH[I?I-'IEASUHES:"
# |Enem Job | Gender | Level |Zodiac  [Bravery |Faith |
Random  Squire M 41 Random  Random  Random B2  Antidote Flame Rod
2 Random  Squire M 44 Random  Random  Random C2  EyeDrops lce Rod
" Random  Knight M 42  Random  Random  Random F3  Echo Herbs White Staff
D Random  Knight M 43 Random  Random  Random J12  Phoenix Down Longbow
¢ Random  Monk M 40 Random  Random  Random
Random  Ninja M 49 Random  Random Random

are hlgh -level enough to be fa1r1v dangcrous unnl you take their weapons. Prioritize the Ninja, who carries a Sasuke’s
Monk, who may know Doom Fist. Beyond that, your Dancer’s status ailments from Forbidden Dance should begin
emy carly into the fight. Note that Agrias may kill off enemies that you want to steal from if you let her deploy in any

h decent equipment. It may be best to deploy her with no equipment and as a weak job to try and cut down on her
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Near the end of Chapter 4, after completing the battle at the Mullonde Cathedral Sanctuary, proceed toward the Port City of Warjilis to

initiate an automated cut scene. This scene opens up Midlight’s Deep, a precarious romp through shadowy battleficlds that are inhabited 1
powerful enemies. There are 10 floors to complete. Each floor only reveals itself after finding a special exit on the previous floor. The exit i
hidden amongst five scattered panels, randomly changing its position every time you enter that battlefield. These exits are normally diffie
to find, due to the lack of light, but each of these 5 points have been labeled on the maps in this section (marked with an orange arrow). The
ultimate goal of this dungeon is to reach the bottom and win the battle against Elidibus, the Zodiark-wielding monster.

Tavern Patron

Then the legends speak true!

Treasure slezps o that ishnd.

+WHY-PLAY-THROUGH-MIDLIGHT'S DEEP?
Although Midlight's Deéfl does not need to be completed to finish

the game, within its belly are many items, abilities, and monsters
that cannot be obtained anywhere else. The most notable bonus is
the ability to learn the Summon ability Zodiark, which can only be
learned by having Midlight’s Deep’s final enemy (Elidibus) cast it
on one of your Summoners. There is also the hidden character, a
Byblos, who can be obtained by keeping him alive during the final
battle. If that wasn't enough, this quest is home to several unique
and powerful items that cannot be procured in any other way. If

you are a fan of completion, it is well worth the effort to explore
Midlight’s Deep.

“RULES-FOR-MIDLIGHT'S-DEEP -2

1. The next floor down opens after finding the hidden exit. You are
retuned to the world map afterward. You may then select the new
floor from the Midlight’s Deep floor menu.

2. You are returned to the world map if all of the enemies are cleared
before reaching an exit. However, the next floor will not be opened.

3. Crystals left benind by defeated units are the only way to light up thel
battlefield. The area is fully lit when four crystals are on the field.

4. The enemy parties present on each floor are randomly selected. The
only exception is the final floor, which consists of a special enemy
force. However, the final floor starts producing random enemies
the defeat of Elidibus. Refer to the enemy tables within each floor's
section for more details.




FTLE‘PREPARATIONSH 4 -idohididd
wulf and Black Mages

ght's Deep is occupied
some of the most feared
mies in the game. They
sften unique, randomly
serated, and usually 10

«'s higher than your own
gracters. You can't simply kill them outright either; at least

= cnemy needs to be alive in order to find the exit to the next
wr. Because of this, it is important to bring units along that can

Lt status ailments to cripple your adversaries without killing
em. Beowulf is your best choice for this job, since his Chicken,
S:cp, and Disable abilities do exactly this. Black Mages using
#-chmeticks can also be used for this same purpose, through the
swsning of Toad and various Mystic spells that cause status effects.
“aving the Arithmeticks ability also enables Black Mages to

ke the majority of the enemies on the battlefield if the situation
“ecomes dangerous. This is an especially important back up plan if

seme of your allies begin falling in battle.

Teleport

Equip Teleport to your units.
A majority of the areas in
Midlight’s Deep have myriad
hills and cliffs that make it
difficult to move around.
Additionally, since the
Teleport’s movement range is technically the entire arena (though
= not remotely probable to move that far), it’s\possible to use its
clowing selection grid to look at the layout of thte map without the
seed for crystals.

Rare ltems

Midlight's Deep is home to several panels that contain hidden
sems. These items are obtained by stepping on a specific panel
with the Treasure Hunter ability equipped. However, two items are

cresent on these panels, a Phoenix Down and one ultra-rare item.
The rate at which the rare item appears is dictated by the Bravery
mating of the character stepping on the panel. The lower the Bravery
sating, the higher the chance of success. The formula for this

calculation is: 100 — Bravery = Success Percentage.

The majority of the rare items in Midlight’s Deep make up some of
the strongest weapons and equipment obtainable. It is well worth
the effort to make an attempt to procure them. Since a low Bravery
statistic is the answer to obtaining these items, trying equipping
Treasure Hunter to Rapha, who starts with a low Bravery rating.
You can also use Beowulf’s Chicken, the Orator’s Intimidate, or

the Mystic’s Trepidation to lower a unit’s Bravery stat. Since the
probability of getting the item you want is decided by chance, you
may want to leave each floor of Midlight’s Deep after you obtain the
desired item, then save your game before heading to the next. This
way, you can reload your save file if you ever pick up an item you do
not want.

Finally, several of the panels that hold items contain traps. There are
four types of traps; Hypnogas (causes Sleep), Sten Needles (which
inflicts HP damage), Degenerator (lowers your unit’s level by 1),
and the Death Trap (inflicts Doom on the unit). Hypnogas and the
Death Trap can be avoided by equipping items that make vour unit
immune to Sleep and Doom. Sten Needle damage can be absorbed
by using Mana Shield. The only trap that can not be avoided is the
Degenerator, which permanently lowers your character’s level.

Poaching Opportunities

It is also recommended that you bring along Luso, or another
character with the Poach ability equipped, for a few of the areas
within Midlight's Deep. Several rare monsters appear here that
cannot be found anywhere else. When Poached, these creatures
fetch exceedingly rare items. Luso has an innate Poach ability, so
equip him with Dual Wield, or other skills to increase his capability
to inflict damage on monsters. Refer to the following Poach table
for more information on the floors that have rare monsters.

MIDLIGHT'S
DEEP
(Monster ____|Common ftem | Rareltem  [Area |
Greater Malboro  Elixir Omnilex The Switchback
Elder Treant Protect Ring Defender The Oubliette
Dark Behemoth ~ Wizard’s Rod Stoneshooter The Switchback
The Switchback
Greater Hydra Blood Sword Scorpion Tail and Nelveska
Temple
Hydra Septieme Rubber Suit The Switchback
Tiamat Wyrmweave Silk ~ Whale Whisker  Terminus
Pig Maiden's Kiss Cachusha Terminus
Swine Chantage Nagnarack Terminus
Wild Boar Ribbon Fallingstar Bag  (Breeding Only)
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HIDDEN;TREASURES:;

Grid | Normal Drop Trap

Al Phoenix Down Glacial Gun Hypnogas

m Enem T nes in Par

Knight, Goblin, Bomb, Red Panther, Coeurl

2 Chemist. Monk, Wisenkin, Black Goblin Ad Phoenix Down Elixir Sten Needle
3 Goblin = C8  Phoenix Down Blaze Gun Death Trap
4 J6 Phoenix Down Kiyomnori Death Trap

Squire, Knight, Archer, Black Mage, Time Mage,
4 Summoner, Thief, Wisenkin, Gobbledygook,
Piscodaemon, Exploder, Red Panther

A 2 A A & & A A _A

EDIDEPLOYMENT:—i—-4-<
T

ery stat. The rest of your members should be

hort to make it easier to navigate the darkness
Agrias, Orlandeau and Black Mages are the most
r this floor.

floor is to obtain the panel items hidden here,
t to the next floor. Clear most of the enemies on
th your strongest units, then move to the hidden
the unit that has the Treasure Hunter ability.
are concerned, there is a party that randomly
sists entirely of Goblins. They are extremely

d abilities and spells. Try clearing the field with
ias equipped with an Icebrand (use Hallowed

s the Ice Brands ice property).




ENEMV/PARTY/LI _ HIDDEN;TREASURES:,
| Pattern | Enemy Types in Par | Enemy Amount

MIDLIGHT'S
Grid | Normal Drop Rare Drop |Traps DEEP

: Archer, Skeleton, Bonesnatch, Floating Eye, 8 A5  Phoenix Down Elixir Sten Needle
Ahriman B1  Phoenix Down Save the Queen Hypnogas

5 Archer, Monk, Black Mage, Time Mage‘_?, Ninja, 8 H7  Phoenix Down Blood Sword Death Trap
Ghoul, Ghast, Skeleton, Bonesnatch, Ariman K3  'Phoenix Down Elixir Degenerator

3 Goblin, Black Gablin 1~11

Knight, Archer, Summaner, Dragon, Blue 4
Dragon ‘

SUGGESTED|DEPLOYMENT: iAo e dedods

d Balthier here. Their quick speed and high

er party formation here that consists of Goblins,
ental spells against them (the Glacial Gun that
the last stage also works well). Also, take note of
that appears here, which is quite formidable,

| Balthier’s Seal Evil skill is extremely useful against
that you can also use a Phoenix Down on any

ly destroy them.




THEHOLLOW

THE CATACOMBS
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Enemy Amount

Black Mage, Squidraken, Mindflayer, Bomb, 8
Grenade, Red Panther, Coeurl
Knight, Archer, Wisenkin, Minotaur, Behemoth, 8
Behemoth King
Archer, Black Mage, Thief, Jura Aevis, 1~11
3 Steelhawk, Cockatrice, Piscodaemon,

Squidraken

Squire, Archer, Black Mage, Orator, Mysic, 4
4 Geomancer, Dragoon, Elder Treant, Skeletal
Fiend, Squidraken, Red Panther

us. Use the Teleport ability to make it easier to
ese gaps, while also giving you a way to view the

a. Crystals dropped by defeated enemies are also
p you navigate the terrain. Use Arithmeticks with
to quickly kill off a few of the enemies roaming
d on any of the surviving enemies to keep them
while you search for the exit.

HIDDEN;TREASURES:;

Grid | Normal Drop | Rare Drop | Traps

A8 Phoenix Down Elixir Sten Needle
G3  Phoenix Down Yoichi Bow Hypnogas
J9 Phoenix Down Zeus Mace Death Trap
M5 Phoenix Down Elixir Death Trap




R S A— —_— 'i!lnl—e-E-N-I . MIDLIGHTS
Pattern | Enemy Types in Par | Enemy Amount {Normal Drop : DERE
i Archer, Black Mage, Mystic, Jura Aevis, 8 E9  Phoenix Down Rod of Faith Sten Needle
Steelhawk, Cockatrice F10  Phoenix Down Faerie Harp Death Trap
5 Archer, Summoner, Jura Aevis, Steelhawk, ~ 8 F11  Phoenix Down Kaiser Shield Hypnogas
Malboro, Ochu @ M3 Phoenix Down Elixir Death Trap
3 Malboro, Greater Malboro 1~11
Archer, Monk, Summoner, Minotaur, Sekhret, 4
4 Gobbledygook, Steelhawk, Mindflayer, Greater
Hydra, Floating Eye

ire Hunter ability is also helpful for finding items

S

gent, whichever party it ends up being, is

th to both the majority of the exits and the

s stage. To get past them casily, use the Black
_:"ange them into something less harmful. You
GW’S Chicken for the same effect. This enables
hem without killing them, which would end the
7 before you could find the exit.
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THE PALINGS
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Defeat!alljen

HIDDEN; TRE:

_Pattern [Enemy T e;m Par { Enemy Amount Grid | Normal Drop {Rare Drop | Traps

i Knight, Monk, Time Mage, Summoner, Dryad, ] A Phoenix Down Iga Blade Hypnogas 1
Treant, Elder Treant, Ahriman, Red Panther A12  Phoenix Down Elixir Sten Needle

9 White Mage, Black Mage, Dryad, Treant, Elder 8 C4  Phoenix Down Excalibur Death Trap
Treant, Gobbledygoak G1  Phoenix Down Elixir Death Trap

3 Dryad, Treant, Elder Treant 2~11
Squire, Chemist, Knight, Archer, White Mage, 4

4 Black Mage, Time Mage, Summoner, Thief,
Orator, Mystic

SUGGESTED|DEPLOYMENT: e A

es equipped with Arithmeticks in your party.

st one melee character with Ignore Height.
r Dark Knight), Agrias, or Orlandaeu are all good

—_—_—
O /O Lv.78 Exp.56 93Singleten
L i S0 Ll . Eiack Mage
il — 856
‘? CT e T 00 :;3 < Bravery 8 Faith 6&

walk around to the bottom floor using the path
d, but Ignore Height enables you to simply
giant cliff to the bottom floor. Also, Black Mages
rithmeticks can Disable the enemies below by

. Once the enemies are unable to act, you are free

it without worry of attack.
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H—"?E-El MIDLIGHT'S

1 Archer Ninja, Wisenkin, Minotaur, Sekhref, J1 Phoenix Down Cursed Ring Hypnogas

Goblin, Black Goblin J2 Phoenix Down Ninja Gear Sten Needle

Archer, Black Mage, Piscodaemon, Squudraken 8 K1 Phoenix Down Elixir Death Trap
2 Mindflayer, Floating Eye, Ahriman, Plagu® K2  Phoenix Down Blaster Death Trap

Horror, Dark Behemoth
3 Behemath, Behemoth King, Red Panther, 1~11

Coeurl, Vampire Cat

Knight, Samurai, Chocobo, Black Chocobo, 4
4 Dragon, Plague Horror, Behemoth, Dark
Behemoth, Exploder, Red Panther

ng flat ﬂoors wn'h few elevation changes. This
like the Monk’s Shockwave and Agrias’ Divine

mely effective, due to their long and linear

You can equip Teleport to move through the walls
s tactic offers a quick way to approach the enemy.
1 be a blast here, largely because of the walls that
arts of the stage. They can be used to target
opposite side of any of these walls with spells.
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THE CROSSING

THE SWITCHBACK

Pattern | Enemy Types in P
1 Monk, Black Mage, Thief, Wisenkin, Sekhret,
Minotaur

mm

Archer, Mystic, Skeleton, Bonesnatch, Skeletal 8
Fiend, Behemoth, Befiemoth King
3 Ghast, Revenant, Skeleton, Bonesnatch 1~11
Archer, White Mage, Summoner, Dragoon, 4
4 Wisenkin, Dragon, Piscodaemon, Mindflayer,
Greater Hydra

DEPLOYMENT; bbbt
hould be taken with you to handle some of the
parties that show up here. You also want to take
\grias along, so you can use their Hollowed Bolt
Ips of enemies standing next to each other. Equip
tv members with Teleport, or Ignore Elevation, to
his area’s awkward terrain.

rare items here are stuck on top of a plateau
ng point. You can reach them early on if you
with Ignore Elevation equipped. The exits here
a big way, making it very difficult to reach them
into a fight. Black Mages are needed here to
ents on enemics. It is essential that you quickly
enemy’s ability to fight without defeating all of
bles you to search for the area’s exit without the
emy attack. Lastly, two of the enemy party types
e have undead enemies in them. If any show up,
oenix Downs to make quick work of them.

H!DDEN]TREASUHES:I
Grid

{ Normal Drog | Rare Drof { Traps

Phoenix Down Elixir Sten Needle
K5 Phoenix Down Staff of the Magi Hypnogas
M5  Phoenix Down Koga Blade Death Trap
05  Phoenix Down Elixir Death Trap

7
O
v

&

P /X Lvygs Exp.69
370,390
= 125,750¢
W CT - nzn.,lm




HIDDENj MIDLIGHT'S

Patter Eneni fesr Part | Enemy Amount Grid | Normal Drop {Rare Drop | Traps DEFE

Dragon, Blue Dragon, Red Dragon, Greater 8 C4  Phoenix Down Elixir Sten Needle
1 Hydra, Hydra, Behemoth, Behemoth King, Dark D6  Phoenix Down Ragnarok Hypnogas
Behemoth, Malboro, Greater Malboro, Ochu G7 Phoenix Down Lordly Robe Death Trap
9 Summoener, Treant, Dryad, Elder Treant, Bomb, 8 18 Phoenix Down Perseus Bow Death Trap
Grenade, Exploder, Red Panther, Cosurl
3 Archer 5~11

4 Black Mage, Summoner, Arithmetician 4

they have Holy available for use, which is
ctive against the foes on this floor.

nnxanxngxxaazaznnana
- s St it St S it i St B St ami e Bt A st .

emy parties that appear on this map is extremely
comprised of every type of Dragon, Hydra, and

e game. As a result, you should bring along several
igest units as a cautionary measure. Black or White
Arithmeticks ability can really shine here. Select
‘your calculation to hit several of the enemies on
Ifyou are using Holy as your spell of choice, you
it adversaries with a single spell.

Found a passage lvading deeper?

enemy party here that occasionally appears. It
moners, Black Mages, and Arithmeticians. This
chance to learn expensive job abilities through the
left behind after their defeat. Use this battle as
ing new skills without having to spend JP on

(==




THEINTERSTICE

HIDDEN;TREASURES:
| Pattern | Enemy Types in Par ' Enemy Amount
1 Samurai, Ninja 8 B7 Phoenix Down Elixir Sten Needle
5 Dragoon, Cockatrice, Dragon, Blue Dragon, Red 8 C10  Phoenix Down Maximillian Hypnogas
TERMINUS Dragon 3 15 Phoenix Down Venetian Shield Death Trap
3 Knight, Archer, Blac!? Mage, Chocobo, Black 6~11 16 Phoenix Down Grand Helm Death Trap
Chocobo, Red Ghocobo
A Time Mage, Summoner, Mystic, Sekhret, Red 4

Panther, Greater Hydra, Behemoth

SUGGESTED]DEPLOYMENT: =i i
at have the Sticky Fingers ability in your party for

.........

 starts on such a high platform, your units need
ith Teleport, or a Jump rating of 6, to drop

The same goes for the enemy units below.

n't reach you with anything, except for spells

pons (if they are Ninja). Instead of dropping

w the elevated path that wraps around the right
Use spells like Beowulf’s Chicken to keep the
teom floor busy, while you jump across the pillars
the stage. Move around and check all of the exits
ttern. You can drop off of the cliff from the south
lowest, then continue to search the bottom floor.




ENEMY; PARTY,LIST; (AETER ELIDIBUS HAS BEEN DEFEATED):
Pattern | Enemy Types in Par | Enemy Amount

# |Job |  Gender | Level
A Elidibus Serpentarius None 1 White Mage, Chacobo, Black Chocobo 8
B Reaver None None 2 Archer, Black Mage, Mystic, Pig, Swine 8 MIDLIGHTS
C Reaver None None 2 S Red Dragon, Greater Hydra, Hydra 6~11 DEEP
D Reaver None None ? 4 BlackMage, Time Mage, Summoner, Mystic,
E  Reaver None Nong _ ? Tiamat
F  Reaver None None & DDEN:TREAS =
G Reaver Nong Noné® ? (BEASURESY ‘
- Grid { Normal Drop | Rare Drop
F11 Phoenix Down Chaos Blade
_ Gender |Level |Zodiac |Braver F13 Phoenix Down Elixir
None None None Nome None  None H11 Phoenix Down Elixir
- z H13 Phoenix Down Chirijiraden

7 of Mid]ight’s Deep, has access to a unique summon spell called Zodiark. This ability can only be learned by a Summeoner
om the spell and survives. Include any Summoners in your party that you want to learn Zodiark. You may want to equip

appearance on this map, and he will join your party as long as he is alive by the end of it. No exit can be found on this
plete the area by defeating Elidibus, a powerful boss that wields unique spells. Since the items in this area are on
idibus s sitting on, ignore them during your first play through of this stage and can come back to get them later.

ng Zodiark from Elidibus first. DO NOT defeat him until at least one of your members has learned Zodiark, since
learned anywhere else. Move a Summoner with Mana Shield into his casting range to bait his attack. Be sure to have
nating the Summoner’s MP (throw a Hi-Ether with a Chemist, or use Manafont). Despite the incredible destructive
t won't inflict any damage to your Summoner's HP as long as they have at least one MP left.

lefeating the enemies here after Zodiark has been obtained. The Reavers on this map are extremely weak to fire spells, so
ner to cast Firaga on them (use Arithmeticks calculation CT 3, 4, or 5). You can equip Flame Shields to your melee units
agamst Firaga if you have to target friendly units. Once the Reavers are gone, focus all of your attacks Elidibus. As long
right items to resist his Poison Frog spell, he shouldn't be too difficult to handle. You receive the Serpentarius Stone for
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RPG: What's the point of having all of this rare equipment I spent hours collecting? The Melee Mode
answers this question by finally enabling you to take your overpowered characters into battle against an
unsuspecting friend. Here you can combat any nearby player using the PSP”s Ad Hoc Mode. Though
this mode is intended for fun and competition, defeating your adversary unlocks new items never before
seen in the original Fina/ Fantasy Tactics game. Use this guide as a means of familiarizing yourself with

Melee Mode’s rules and item data.

MELEE NOTES

1. Poaching is not possible.

2. JP obtained is kept after the battle ends, however
all other stats return to their normal values before
the battle occurred.

3. Units KO’d on the battlefield are not permanently
lost. They disappear from the field once their KO
countdowns expire, but rejoin the party once the
mission has been completed.

4. All items lost during a battle are restored once
it has been completed. Restored items included
consumables that were used with Items or Auto-
Potion abilities, stofen equipment, equipment
destroyed by enemy attacks, katana swords that
were shattered when using laido, and weapons
thrown with the throw ability.

5. ltems cannot be permanently stolen from the
enemy.

A Melee battle ends once all units belonging to either player are
defeated. If the action limit is reached before this occurs, then the
player with the most remaining characters is the winner. If both

players have the same number of units, the game ends in a draw.

The winner of the battle is awarded three items, while the loser
is given one. In the case of a draw, two items are awarded to

both players.

A single question is often asked whenever a player obtains that final unique picce of equipment in an

ITEMRING

The items that appear in the treasure ring are randomly generated.
However, there are two invisible factors that affect the quality of the
items that appear. The first factor is your “Reward Level”, which
determines the list of items that have the possibility of appearing
within the treasure chests. The Reward level you earn after battle is

calculated by taking the average level of your units and adding it to
a random number generated between -5 and +5 (so -5, -4, -3, -2, -1,
+1, +2, +3, +4, or +5). The higher your reward level is at the end of
battle, the greater the chance of rare items appearing in the chests.

The second factor is the Battle Point system, which takes the
amount of damage you've dealt, the amount of HP you've recovered.
and the number of units that couldn't attack during a turn, to
perform a calculation that rates your performance. You are assigned
a certain number of Battle Points (which cannot be seen) to
determine the chances of specific items appearing in the item ring. |

In short, the best way to get the rare items that appear in Melee
Mode is to perform well in battle using level 99 characters. If you
have 2 friend that is willing to shame his family name, you can
manipulate the system by simply having one player throw the
match. If done several times in succession, you can easily obtain the

majority of the rare items in a few hours.




IN MELEE MODE

The following is a list of the unique items found within Melee Name Reward Level Name | Reward Level

Mode. The Reward Level column indicates the Reward level where Chaosbringer 41~-99 Chantage 81-99
irem starts appearing. Note that even if any item appears at a low Arondight 51~99 Onion Sword 81--99
Reward Level (like 41), the chances of receiving it at that level are Golden Axe 61~99 Onion Helm 81~99
much lower than if your units were level 99. Also, keep in mind that Balmung 71~99 Vesper : 81~-99
this does not cover every item that appears in this mode. In fact. Gae B.O!g : Bl Brave S.UI[ L
= : e Reverie Shield f=0 Moonsilk Blade 81~99
many different items make an appearance. However, these items are Acacia Hat 7199 Minerva Bustier 81~99
common and usually are not worth pursuing. Sage's Robe 71~99 Fomalhaut 91~99
Empyreal Armband 7180 Onion Gloves 91--99
Francisca 81~99 Orochi 91~99

Nirvana 81~99

T

There are several different traps that can be set on the battlefield.

Each trap does different things to hinder your enemy’s march
towards your force. Place them on panels that seem like
advantageous positions that your enemy may try to secure. Take
note of the abilities of each trap and use ones that work well in
combination with your unit’s abilities. Mustadio, for example, can
use Seal Evil to instantly defeat any enemy afflicted with the Cursed
Stone trap. On the other hand, the Mine trap causes the Oil status
ailment, which makes the enemy infected wea_k’ﬁo the fire element.

=25 X MELEEMODE

"‘ {h} Sten Needle Trap Deals Damage

Hypnogas Trap Causes Sleep Stalus

& ‘ Death Trap Causes Doom Status

Causes HP Loss and Qil Status
k8 Mossfungus Trap Inflicts Poison

Cursed Stone Causes Undead Status

S
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Trap Escape Command

A window with button inputs appears on screen whenever a trap has
been sprung. If you input the command shown correctly before time
runs out, you'll avoid the trap’s negative effects. The length of the
command that appears is determined by the total amount of traps
both you and your enemy have on the ficld. The fewer total traps on
the field, the more command inputs are required to safely bypass the
trap. This system is in place to act as a means of making traps more

dangerous as traps are removed from battle.

Total Tras Left_ | 1~5 | 6~10 | 1i-15  15-20 g
6 4 13

Command Input # 10 8

ATTACK TIMING FEATURE

A system unique to Melee Mode, an exclamation point appears
over your unit’s head whenever they atrack. If you press % right

as it appears, you'll score a critical hit and knock your enemy back
1 panel. The window to corréctly initiate this technique varies
depending on the hit perccn‘tige of the attack. For example, if your
unit only has a 60% chance of hitting an enemy with a sword, then
you only have 8/60% of a second when the exclamation point appears
to hit & and score the attack bonus. So if the game is running at
60 frames a second, that means you only have an 8 frame window
to press &. The better your unit’s hit rate is, the easier it is to score
a critical hit. The following chart shows how the timing changes

depending on your character’s hit percentage.

Bare Handed 1/60sec  2/60sec  3/60sec  4/60sec 5/60sec
Guns* 1/30sec  1/30sec  2/30sec  2/30sec 3/30sec
Other 2/60sec  4/60sec  6/60sec  8/60sec  10/60sec
*Refers only to the Glacial Gun, Blaze Gun, and Blaster

i

RESISTANCE BARRAGE

If the hit probability for an attack is anywhere between 40 to 60%.
both players will be prompted to press & repeatedly once the attack

is confirmed. If the defending player presses @ more times than the

attacker, the strike will be avoided. If the attacker presses the buttos
more times, their swing will hit. Whenever your hit probability is
low, prepare to mash on & before confirming the attack.




The Rendezvous Mode is an optional set of battles that you can play with a friend. None of the missions
Sund in this mode are necessary for completion of the game. Instead, rare items are rewarded upon
completion of a mission. This section covers the final six Rendezvous missions open for play. The last
Sur missions, An Il Wind, Brave Story, Nightmares, and the Guarded Temple, do not appear until after
vou have completed the main game. Strategy for the first nine Rendezvous missions is found within the

-
Szyirlos

main walkthrough, so please refer to that section when looking for advice on the earlier missions.

A

Arithmeticks cannot be used.

ra

. No gil can be acquired.

(9%

. Poaching is not possible.

4. JP and any abilities obtained from crystals are kept after the
battle ends.

. Units KO'd on the battlefield are not permanently lost. They disappear
from the field once their KO countdowns expire, but rejoin the party
once the mission has been completed.

o

. All itemns lost during a mission are restored once it has been
completed. Restored items included consumables that were used
with ltems or Auto-Potion abilities, stolen equipment, equipment
destroyed by enemy attacks, katana swords that are shattered when
using laido, and weapons thrown with the throvi ability.

(=F]

. Any items taken from chests, caught with the Sticky Fingers ability,
or stolen from the enemy are kept after a mission ends. You cannot,
however, steal items from your partner.

Items are awarded to both of the participating players upon
completion of a mission. These items are kept hidden in a ring of 16
chests that appear after a battle. The number of chests each player
may open depends on the evaluation they receive. Mission results
are evaluated on a scale of one to five stars. The evaluation number
you receive is the exact number of chests you are able to open. Your
evaluation is determined by how many units you use in battle, the
amount of enemies you defeat, and whether or not any of your units
die in battle. You can obtain a high rank by using fewer units in
battle and trying to complete the battle without losing units.

‘:7‘; Taveramaster
5 % Here's the bill
D
Lost Heirlvom agae
Foulest fortune! My most prized family heirloom. Saint

Ajora’s Tear. was stelen by cowardly regues Would that
some honorable kaights might retrieve it for me?® Failing
that. dishanorable seliswords would do.
-Count Thanes RENDEZVOUS
MODE

Tunds

ozzx178os

Tips for Obtaining a 5 star Rank
1. Don't let any units die.
2. Use only 2 units (1 per player).

3. Select reaction abilities that counter your enemy’s abilities.
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"The items that appear in the treasure ring are random, but there 1s
an invisible factor that affects the quality of the items that appear.
This factor is your Reward Level, which determines the list of items
that have the possibility of appearing within the treasure chests. The
Reward level you have earned after battle is calculated by taking

the average level of both allied and enemy units on the field and
adding it to a random number generated between -5 and +5 (so -5,
-4,-3,-2,-1,+1,+2, +3, +4, or
+5). The higher your reward
level is at the end of battle, the

greater the chance of rare items

appearing in the chests.

Each Mission has a specific Reward Level cap, meaning some
items cannot be obtained on specific missions. The following chart
illustrates the Reward Level caps for each mission.

Reward Level Reward Level
Cap Cay
71—80

Chocobo 21~30 Shades of the Past

Defense The Knights 81~90
Chicken Race 3140 Templar

Treasure Hunt 3140 All-Star Melee 81-90
Teioh 4150 5 -~ The Guarded 9199
Lost Heirloom 4~50 .y Temple

The Fete 5160 Nightmares 91--99
Desert Minefield 51~60 Brave Story 91~99
Littering 61~70 An Il Wind 91~99

Unique items only start appearing at Reward Levels 50 or higher.
Rare itemns are the easiest to obtain when you start earning a Reward
level of 90~99. Since some missions have Reward Level caps, the
easiest way to obtain rare equipment is to use level 99 characters

to repeatedly finish the final 4 missions; The Guarded Temple,
Nightmares, Brave Story, and An Ill Wind.

Like Melee Mode, several unique items can be obtained in
Rendezvous Mode. The Reward Level column indicates the Reward
level when the item starts appearing. Note that even if any item
appears at a low Reward Level (like 41), the chances of receiving

it at that level are much lower than if your units were level 9. The
Mission column designates whether the item is only obtainable on

a specific mission. Keep in mind that this list does not cover every
item that appears in this mode. In fact, many different items make

an appearance. These items are common and usually aren’t worth

pursuing.

Name | Rewardlevel [Mission |
Deathbringer 51~60 Any

Golden Axe 5160 Any

Gaius Caligae 51~60 Any

Durandal 61~70 Any

Brass Coronet 6170 Any

Stardust Rod 71--80 Any

Brigand's Gloves 71~80 Any

Moonblade 71~80 Any

QOnian Armor 81—90 Any

Onion Shield 81--90 Any

Sagittarius Bow 9199 Any

Fomalhaut 91--99 The Guarded Temple
Grand Armor 9199 The Guarded Temple
Gungnir 9199 Nightmares
Dreamcatcher 91—~99 Nightmares

Crown Scepter 91~99 Brave Story

Sage’s Ring 91~99 Brave Story

Valhalla 91-99 An Il Wind
Vanguard Helm 9189 An 111 Wind

The next several missions are not a walk in the park. Within them
lurks many powerful enemies that are coupled with incredible
equipment. It is recommended that you obtain the hidden items
within Midlight's Deep and attempt using some of the power
leveling tactics described in Advanced Strategies before attempting

these missions.

With that said, preparation is the most important aspect of
Rendezvous Mode. The following information has been provided
as a template for equipping your characters. It is understood that
not all of your characters can be equipped in this manner; this set s
mostly designed to give both players one all powerful unit to take
with them into every combat situation. Other equipment sets and
combinations are mentioned before the advent of each mission.
Hopefully, these examples provide some insight into how your
characters should be equipped.




Recommended Ability Set
Ability

This skill set is one of the most flexible list of skills for any
Holy Sword  unit. Hollowed Bolt and Divine Ruination inflict spell-like

damnage without the MP cost or charge time.

Sanguine Sword drains HP from your enemy and adds it to
Darkness your own. This is one of the few agaressive ways to gain HP

while staying on the offensive.

Unholy, Darkness and the Holy Sword skills your enemies

will be using tend to inflict extremely high amounts of
Auto-Potion  damage. This Reaction Ability, assuming you are loaded with

X-Potions, is the easiest way to compensate for the damage

dealt fo you.

This ability is the easiest way to max out your damage output to 999.
vehemence  However, you may have to replace it with Safeguard on occasion fo

guard against Unyielding Blade techniques.

Recommended Equipment Set

Item
The Chaos Blade has the strongest attack rating of any
weapon in the game. Since Holy Sword technigues are
Chaos Blade  considered physical attacks, this weapon helps increase
their potency by a large margin. It even comes equipped
with an innate Haste.
The stronger version of the Escutcheon improves a
Escutcheon  unit's evade rating by absurd amounts. Equip it to your

(strong) most aggressive character to help lower the amount of
punishment they take.
One of the more dangerous aspects of Rendezvous missions
Ribbon is the many enemies carry potent status ailments. The

Ribbon nullifies all of these ailments without a cost.

The massive 200 HP increase this armor grants is useful on
units that are already have sfatus gnhancements from other
items. If they don't, you may want to replace this piece with
the Grand Armor instead, which i3 Regen and Reraise.
Physical ATK +3, Magick ATK + 3, and an innate Protect,
Tynar Rouge  Shell, and Haste make the Tynar Rouge an excellent

accessory. This is a good choice for Agrias or Meliadoul.

Maximillian

Other Preparations
Suggestion
Use level boosting techniques to raise your characier's

Level 99 levels to 99. They'll need all of the statistic boosts they can
get.

Bravery improves the success rate of Reaction Abilities,
which is necessary to make sure Auto-Potion initiates often.

S Use the Orator's abilities to increase Bravery as much as
needed.
Since there won't be many instances where defensive
Faith 03 support casting will be used to help regenerate your

characters, Lower your Faith to weaken enemy spells.
Again, use the Orator abilities to help make this happen.

0 Potions, 0 Sell your Potions and Hi-Potions and start stocking in X-
Hi-Potions, 99 Potions. This will increase the effectiveness of Auto-Potion,
X-Potions enabling it to give you 150 HP every time you are hit.

Orlandeau + Agrias Dream Team

When all is lost and you simply have no idea what to do, fall back
on Orlandeau and Agrias. This tag-team duo has the perfect
combination of statistics and abilities for Rendezvous missions.
Their Hallowed Bolt and Divine Ruination skills are effective in
almost any situation you'll encounter. Orlandeau, in particular,
has the strongest mix of skills present for any job. With the right
equipment, these two monsters can make quick work of the many

dangerous missions to come.

DEZVOUS
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| # [Enemy [Job_ | Gender |level __Zodiac __Bravery [Faith ___

Wiegraf ~ White Knight Male  Variable Random Random Random

8 Isilud Nightblade Male  Variable Random Random Random
C Random  Squire Male  Variable Random Random Random
D Random  Squire Male  Variable Random Random Random
E Random  Squire Male  Variable Random Random Random
F Random  Squire Male  Variable Random Random Random
G Random  Archer Male  Variable Random Random Random
H Random  Archer Male  Variable Random Random Random
| Random  Archer Male  Variable Random Random Random
J  Random Arche; 5 Male  Variable Random Random Random

SUGGESTEDDEPLOVMENT e e S i

- missions arefs set of four battles back-to- chk Many of the boss characters here carry the Unyielding Blade ability set, which
s equipment while inflicting massive damage to them. Because of this, the Safeguard ability can be equipped to help deal

m. Agrias and Orlandeau should be added to your attack roster, who can handle this mission by themselves if they are ata
evel (carning you a high rank). Otherwise, Geomancers, Dark Knights, and Rapha are all solid choices for this map. Equip at
\ese characters with the Ttem ability to take care of any unforeseen problems that may arise.

BAE' TACTICS: At
Orlandeau completely dominate this map. The group of Squires closest to your party is standing

at Agrias or Orlandeau’s disposal.

| # [Enemy [Job | Gender |Level __Zodiac _|Bravery _lFaith __

A Cletienne Sorcerer Male  Variable Random Random Random
B Random  White Mage Female Variable Random Random Random
C Random  White Mage Female Variable Random Random Random
0 Random  Black Mage Female Variable Random Random Random
E Random  Black Mage Female Variable Random Random Random
F Random  Time Mage Female Variable Random Random Random
G Random  Time Mage Female Variable Random Random Random
H Random  Summoner Female Variable Random Random Random
| Random  Summoner Female Variable Random Random Random
J

Random Summoner Female Variable Random Random Random




4-BATTLE-2-TACTICS:
This map consists entirely of mage classes The majority of the casters here are carry a variety of potent
attack spells. Pay close attention to your Turn list to know when enemy spells are going to initiate.
This is especially useful against Summoners, whose spells can be avoided if you move away from their
targeting arca. Humorously, the mages here are set up in a bowling pin formation that enables Agrias
and Orlandeau to target up to four of them at a time. This arrangement makes it easy to defeat several
enemies with a single attack. Cletienne tries to revive the fallen units with Arise, but the spell’s heavy
casting period simply leaves him open to attack. Use the opportunity to move in for the kill and end

the mission withour casualties.

ENEMIES:;
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4 BATTLE-3-TACTIC S-St AttAdfodedidads
Your enemy has finally dropped their poor party formation; instead they have spread out to avoid
group attacks. Additionally, the Chemists and Orators here are all using elemental guns, which are
extremely effective against any units that have a lot of Faith. These factors allow the enemy to pick
away at your forces from a distance, without the worry of counter attack. There are no real tricks to this
battle outside of keeping your Faith low; you're going to take a lot of hits while trying to hunt down
enemies. Use the Ttem command to help compensate for the many hits you take during this process,

Barich

Random
Random
Random
Random
Random
Random
Random
Random
Random
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Machinist
Chemist
Chemist
Chemist
Chemist
Chemist
Orator
QOrator
QOrator
QOrator

A

3

Male
Male
Male
Male
Male
Male
Male
Male
Male
Male

Variable
Variable
Variable
Variable
Variahle
Variable
Variable
Variable
Variable
Variable

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

and keep up your frequent use of Hallowed Bolt (as always).
|

ENEMIES:;
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4 BATTLE-4-TACTICS: ===ttt
The Knights near the front of this map are easy prey; blast them with Hallowed Bolt a couple of times
to make quick work of them. With them out of the picture, concentrate on the Dragoons flanking you
to the east and west. Soon enough, Folmarv and Loffrey start to closc in on your location. Concentrate
your attack on them, since the remaining Dragoons and White Mages start to isolate themselves.
With Safeguard on, the Divine Knights are limited to close range attacks to inflict damage. Use
Hallowed Bolt and other ranged attacks to strike them before they move into a dangerous range.

Folmarv
Lofirey

Random
Random
Random
Random
Random
Random
Random
Random

Divine Knight
Diving Knight
Knight
Knight
Knight
White Mage
White Mage
Dragoon
Dragoon
Dragoon

Male
Male
Male
Male
Male
Male
Male
Male
Male
Male

Variable
Variable
Variable
Variable
Variable
Variable
Variable
Variable
Variable
Variable

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random
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A Ramza Knight Male Variable Random Random Random
B Musfadio Machinist Male  Variable Random Random Random
C Agrias Holy Knight Female Variable Random Random Random
D Rapha Skyseer Female Variable Random Random Random
E Marach  Netherseer Male  Variable Random Random Random
F Orlandeau Sword Saint Male  Variable Random Random Random
G Meliadoul Divine Knight Female Variable Random Random Random
H Beowulf  Templar Male Variable Random Random Random

Reis_ Dragonkin Female Variable Random Random Random

TED|DEPLOYMENT: ~i—iisirididdidtdid
nd Meliadou! can make healthy use of the “Crush” techniques, which could outright cripple a unit if they’re hit. The Safeguard
bsolute must for dealing with them, so equip it to the characters that don't need the ability slot for anything else. Mana
nafont are also extremely useful on this field, since most enemies are reliant upon ranged attacks. Auto-Potion is actually

if you have plenty of X-Potions, but since they are hard to come by, Mana Shicld and Manafont can get the job done in
may also need First Strike to handle the enemies using Soulbind. Orlandeau, Agrias, Beowulf, and Balthier should be your
er choices. Beowulf is worthwhile because of his Break and Disable skills, which most of the enemies on this map don't have
against. Balthier should be equipped with a Javelin (strong version) and the Brigand’s Gloves, both of which allow his Barrage
antly defeat many of the characters on this map in one use, Dark Knights are also a worthy addition te your party because of

'c' damage output.
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essentially a mirror match; the enemy party consists of
e main characters you have in your own party. The majority
7 ipped with Haste, enabling most of them to strike
"Y_ou’]l have to accept the idea that they are going to
before you can if your level is low, so be patient. When
omes up, your first objective is to eliminate Orlandeau,
Meliadoul. Use Beowulf’s Break to put either of them out
n 'quickly, or move behind them with Balthier and use
{andeau and Agrias should act as back up for Balthier and
deau can use “Crush Weapon” to weaken Mustadio if
trouble from afar. Hallowed Bolt and Divine Ruination
ﬁ_z_mdy if Beowulf, Reis, and Rapha ever group together.




# [Enemy LJob semr level  |Zodiac  |Bravery |Faith |

A Protoconstruct Automaton Variable Random Random Random
B Protoconstruct Automaton N Variable Random Random Random
C Construct2  Automaton N Variable Random Random Random
D Construct3  Automaton N Variable Random Random Random
E Construct3  Automaton N Variable Random Random Random
F Construct3  Automaton N Variable Random Random Random
G Construct3  Automaton N Variable Random Random Random
H Construct3  Automaion N Variable Random Random Random

N Variable Random Random Random

Construct 3

A =

Agrias and Orlandeau should be your main attacking units for this mission, so equip them with Chaos Blades and Vehemence
etr damage dealing capabilities. For other characters, equip Lifefont, Defense Boost, and Auto-Potion to help deal with the
age output from the Constructs, You may also want to include Ramza as Dark Knight for even more damage distribution.

‘A&&_&.&KA}R&.&@-R%S&A& A.?..RE

& have initiated a 10 turn self destruct program. If the
not defeated when time runs out, the game ends. If that
ough, the robots malfunction on turn 8, dropping the
own to 4. This essentially means you have to defeat ten
nStructs in 6 turns.

yur units correctly, they should take 2-3 turns before the

we a chance to go. You need to make the most out of

eliminate as many bots as possible. There 1sn't a trick

beyond this; make sure your units are at a level past 80

V_vith strong items and abilities. Use Hallowed Bolt,
on, and Shadowblade to inflict big damage to as many

RENDEZVOUS
MODE
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Cachulainn
Belias

Zalera
Adrammelech
Hashmal
Ultima Demon
Ultima Demon
Ultima Demon
Ultima Demon

o >
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Ultima Demon

SUGGESTED

The Impure Variable Random
The Gigas N Variable Random
The Death Seraph N Variable Random
The Wroth N Variable Random
Bringer of Order N Variable Random
N Variable Random

N Variable Random

N Variable Random

N Variable Random

: N Variable Random
DEPLOVIMENT:~4--ide b A i
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n be a pretty big pain at first sight, but emplovmg the
ake it more than manageable. It is even possible to
level 70. Ribbons nullify the many status ailments the
this map use, forcing them to use physical attacks. With
uipped, the majority of their physical attacks will be
ountered. From there, the only things to worry about
Demons, which have a myriad of powerful attack spells
al. Your objective is to eliminate them before the boss
‘are easy to tackle with Holy Sword and Fell Sword
es where you are targeted by a spell like Nanoflare,

Random
Random
Random
Random
Random
Random
Random
Random
Random
Random
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Random
Random
Random
Random
Random
Random
Random
Random
Random
Random

- Be sure to poach as many Wild Boars as needed to equip Ribbons on every character. Agrias, Meliadoul and Reis are good
Meliadoul and Reis should be changed to Dark Knights, while Agrias should equip Fell Sword as a secondary ability set (with
ght as her main job). Equip all of your units with First Strike, ensuring that their Bravery is 97, so that they use Reaction Abilities
also want to equip items that give you Haste, Reraise and Regen (equip Tynar Rouge, Septieme, and Grand Armor). Finally,
oul and Reis the Jump ability.

le to use Jump, or other long-range attacks, to finish the remaining enemies from these locations with ease.

gainst Sleep, Stone, Confuse, Stop, Doom and Slow should be your biggest priorities, so bring Level 99 female units equipped




# mmm_m—m

Luso Game Hunter Variable Random Random Handom
B Cloud Soldier Ma\e Variable Randem Random Random
C Boco Chacobo None Variable Random Random Random
D  Random Chocobo None Variable Random Random Random
E Random Chocobo None Variable Random Random Random
F  Random Black Chocobo None Variable Random Random Random
G  Random Black Chocobo None Variable Random Random Random
H Random Black Chocobo None Variable Random Random Random

Random Red Chocobo None Variable Random Random Random

Random Red Chocaobo None Variable Random Random Random

SUGGESTEBDEPLOYMEN b f“ % et

pipping items with Reraise and Regen in case anything goes wrong.
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Though the enemies here tend to crowd together, ignore the Chocobos and focus your attacks on
Cloud and Luso. Although Cloud’s Finishing Touch is normally pretty potent, the Ribbon item should
keep most of your characters out of harm’s way. Luso is using Shirahadori as a Reaction Ability, so
assault him from a distance with Divine Ruination or Sanguine Sword to crack through his defenses.
Also use the Hallowed Bolt and the Dark Knight’s Unholy Sacrifice to damage any enemies standing

near each other, RENDEZVOUS
MODE
nm Job Gender | Level | Zodiac Bravery Faith |

Mustadio Machinist Male Variable Random Random Random
B Balthier Sky Pirate Male Variable Random Random Random
C Random Chemist Male Variable Random Random Random
D Random Chemist Male Variable Random Random Random
E  Random Chemist Female  Variable Random Random Random
F Random Chemist Female  Variable Random Random Random
G Random Orator Male Variable Random Random Random
H -Random Orator Male Variable Random Random Random

Random Orator Female  Variable Random Random Random

Random Orator Female  Variable Random Random Random
BAmE z-TAchcs. k 3 49 R }l ﬂ 2R R R 2 R 2\ .R\ E. &
Mustadio and Balthier both have the ability to Immoblhze or Disable your units from a distance, but
neither should affect you if you are equipped with Ribbons and Thief’s Caps. Balthier has an Angel
Ring equipped which grants him Reraise, so destroy it using Orlandeau’s Crush Accessory when you
are in range. The rest of the enemies here also have firearms, but it shouldn't be difficult to tackle them.
Use the Shadowblade when attacking to regain any HP lost when attempting to close in on them. foz

/

| =000




ENEMIES:;

L # Enemy b | Gender [level __lfodiac __[Bravery _[Faith |

A Random Onion Knight Male Variable Random Random Random
B Random Onion Knight Male Variable Random Random Random
C  Random Onion Knight Female  Variable Random Random Random
D Random Onion Knight Female  Variable Random Random Random
£ Random Onion Knight Female  Variable Random Random Random
F  Random Sekhret None Variable Random Random Random
G Random Sekhret Nong Variable Random Random Random
H Random Cockatrice None Variable Random Random Random
| Random Cockatrice None Variable Random Random Random

Random Plague Horror None Variable Random Random Random

+={-BATTLE:3-TACTICS:~ :
Eliminate the monsters nearby w1th Shadowbhde and Ha_llowcd Bolt. They are normally a threat

because of their status ailments, but that shouldn’t be a problem with the equipment you have on.
The five Onion Knights on this stage are breaking their own job limitations; they have many abilities
available for use. All of them have high artack power, and one of them is even wiclding a bow. As long

as you have Shirahadori, you shouldn’t have any problems against their powerful physical attacks.

ENEM!ES:I
nm.m:—mmm

Cichulainn  The Impure None Variable Random Random Random
Elidibus Serpentarius None Variable Random Random Random
C Random Knight (Undead) Male Variable Random Random Random
D Random Knight (Undead) Male Variable Random Random Random
E Random Knight (Undead) Male Variable Random Random Random
F  Random Greater Malboro None Variable Random Random Random
G Random Greater Malboro None Variable Random Random Random
H Random Greater Malboro None Variable Random Random Random
Random Greater Malboro None Variable Random Random Random
J  Randem Greater Malboro None Variable Random Random Random

“~BATTLE-4-TACTICS:~h~hbbAAtdiddddddiih
Elidibus makes his return to the battlefield in this mission. He and Ctichulainn, the Impure, have a

variety of status ailments ag heir disposal, but none of them should harm you with the equipment you
are carrying. Your focus should instead be on eliminating the Malboros and the undead Knights near
the front of the stage. Don't use Shadowblade or similar attacks against the Knights; instead, assault
them with Divine Ruination or Hallowed Bolt. Although Elidibus has Zodiark at his disposal, his speed
is 50 low that there is litdle chance that he will have a chance to cast it before you get to him. Pay close
attention to his movements and look out for any panels he targets if he has a chance to use Zodiark.

ENEMIES'|
L by b L Gender[Level _ Zodiac ___[Bravery __[Faith __|

Gaffgarion Fell Knight Male Variable Random Random Random

B8 Dycedarg Ark Knight Male Variable Random Random Random
Zalbaag Rune Knight Male Variable Random Random Random

D Argath Squire Male Variable Random Random Random

E  Random Dragoon Male Variable Random Random Random

F  Random Dragoon Male Variable Random Random Random 1

G Random Dragoon Male Variable Random Random Random

H Random Dragoon Male Variable Random Random Random
Random Dragoon Male Variable Random Random Random

J  Random Dragoon Male Variable Random Random Random

:,&BA“hE€5=TAcﬂcs‘: B8 A B R £ & A R 2 R A A A 2 & £
Strangely enough, this battle is much easier to tackle in comparison to the others you had to deal with.
gely gh, p 3

All of the boss characters here carry heavy armor and other incredible items, but none of them use

Safeguard to protect any of it. Blast through their weapons using Orlandeau’s Crush Weapon ability

to quickly cripple the stronger enemies on this map. As long as you equip items that invoke Haste, you

may get up to two turns for every one turn the enemy takes.
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ENEMIES;)

nmm_mm

Agrias Holy Knight Female  Variable Random Random Random
B Rapha Skyseer Female  Variable Random Random Random
C  Marach Netherseer Male Variable Random Random Random
D  Orlandeau Sword Saint Male Variable Random Random Random
E  Quelia Princess Female  Variable Random Random Random
F  Oman Astrologer Male Variable Random Random Random
G Alma Cleric Female  Variable Random Random Random
H Random Time Mage Female  Variable Random Random Random
| Random Time Mage Female  Variable Random Random Random
J  Random Mystic Male Variable Random Random Random

£ BATTLE-6-TACTICS bbb bt it
Orran, who's at the back of this stage, has the ability to use Celestial Stasis. Normally this would

render all of your units useless, but with Ribbons and Thief’s Caps on you can ignore his attempts to
stop you. Since this is the case, your first priority is to use Orlandeau’s Crush Weapon against Agrias
and Orlandeau. This eliminates their ability to use Holy Sword skills, while also removing some of
their status enhancements. The remainder of the enemies here are also vulnerable to Crush techniques,
50 use them excessively to cripple any adversaries you approach. With Agrias and Orlandeau finished,

the rest of the enemies here fall easily without the use of their weapons and armor.

ENEMIES"
nmm-m_mm
Elmdore Ark Knight Male Variable Random Random Random
B Celia Assassin Female  Variable Random Random Random
C letiie Assassin Female  Variable Random Random Random
D Zalbag Ark Knight Male Variable Random Random Random
E Random Archagodaemaon None Variable Random Random Random
F  Random Archaeodaemon None Variable Random Random Random
Random Archaeodaemon None Variable Random Random Random
H Random Archaeodaemon None Variable Random Random Random
Random Archaeodaemon None Variable Random Random Random
Random Archaeodaemon None Variable Random Random Random

- BATTLE-7-TACTICS oot A A bt
Celia, Lettie, and Zalbaag are arranged in a manner that is very vulnerable to Hallowed Bolt. If you

are quick about it, it is very possible to defeat all three of them with a single strike from Orlandeau.
The Archacodaemons have very low HP ratings, so use Divine Ruination or Shadowblade to take
them down quickly. The real threat here is Elmdore, who has the Vampire skill. Since Orlandeau and
other male characters are probably not wearing items that protect against Vampire, it is important to

keep them at a safe distance. Otherwise, use Divine Ruination, Hallowed Bolt, and Shadowblade to RENDEZVOUS

inflict damage to him with any characters wearing Ribbons. MODE

ENEMIES:;

[ # TEnemy  Lob | Gender [level ___lZodiac __JBravery _Faith ___J
A Beowulf Templar Male Variable Random Random Random
8 Aliste Templar Female  Variable Random Random Random
C Reis Dragonkin Female  Variable Random Random Random
0 Bremondt Celebrant Male Variable Random Random Random
E Random Greater Hydra None  Variable Random Random Random
F  Random Greater Hydra None Variable Random Random Random
G  Random Hydra None Variable Random Random Random

Random Hydra None Variable Random Random Random
Randem Tiamat None Variable Random Random Random
Random Tiamat None Variable Random Random Random

4-BATTLE-8-TACTIC S ~{—fiii-f A fdddddddiids
With Ribbons on, the many Templars here can't rely on using status ailments. Since that's the case,

the main threat here is not the Templar units, but the many monsters. Their elemental abilities are
potentially fatal in a single use, so focus your attack on them. Tt is difficult to approach them head on,

so use Divine Ruination to strike at them from as far away as possible.
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ENEMIES:;

L # JEnemy  lob | Gender |level ___|lodiac __lBraveny _[Faith |

A Folmarv Divine Knight Male Variable Random Random Random
B | Loffrey Divine Knight Male Variable Random Random Random

Cleftienne  Sorcerer Male Variable Random Random Random
D Wiegraf White Knight Male Variable Random Random Random
E  Meliadou! Divine Knight Female  Variable Random Random Random
F Isilud iblade Male Variable Random Random Random
G Barich nist Male Variable Random Random Random
H  Zalmour Celebrant Male Variable Random Random Random

Random Time Mage Female  Variable Random Random Random

Random Time Mage Female  Variable Random Random Random

“<BATTLE-9-TACTICS i i A f A i
This is where Safeguard comes into use. The Divine Knights
defending this area have the ability to break equipment, which is
now a uscless option against you, if you have equipped Safeguard.
However, all of these units are carrying Excaliburs, so they have an
innate Haste. They are also utilizing a myriad of “Sword Skills”, like
Holy Sword and Unyielding Blade. That said, the key to this battle is
destroying your adversary’s weapons with Orlandeau or Meliadoul’s
Crush Weapon skill. Doing so eliminates their ability to use Sword

Skills, and also removes their Haste enhancement.

ENEMIES=|
[ # lEnemy _Job | Gender level _[Zodiac _[Bravery  [Faith |
A Delita Holy Knight Male Variable Random Random Random
B Valmafra Sorcerer Female  Variable Random Random Random
C Random Dark Knight Female  Variable Random Random Random
D Random Dark Knight . . remale  Variable Random Random Random
E Randem Female  Variable Random Random Random
F Random *d  Female  Variable Random Random Random
G Random Female fariable Random Random Random
H Random Female  Variable Random Random Random
Random Dark Knight Female  Variable Random Random Random
J  Random Dark Knight Female  Variable Random Random Random
FBATTLE-1OMACTICS A A A A A i i

The Dark Knights here are a huge threat. Though many of them have
the ability to Charm and Steal items, Safeguard and Ribbons protect
against these skills. The biggest problems are their Darkness abilities,
their high defense supported by Defense Boost, and the Save the
Queens they have equipped. This makes your first objective simple;
use Crush Weapon to destroy the sword of each Dark Knight on the
field.

Valmafra is your second target, who tends to focus on reviving dead
allies. She’s carrying an innate Reraise, which quickly becomes a
problem if you don’t remove the effect. Use “Crush Accessory” to
destroy the item and open the window to defeating her permanently.
Once she’s finished, move on to Delita. He’s carrying a Chaos Blade, making it very possible for him to kill a unit with a single hit if their

HP isn't maxed out. Play cautiously and use Shadowblade whenever your HP is low to replenish your reserves.




=

i

ENEMIES .
TR Gender [Level __[Zodiac __|Bravery _[Faith ___

Argath Deathknight Male  Variable Random Random Random
8 Argath Deathknight Male Variable Random Random Random
¢ Argath Deathknight Male Variable Random Random Random
D Argath Deathknight Male  Variable Random Random Random
E Argath Deathknight Male  Variable Random Random Random
F Argath Deathknight Male  Variable Random Random Random
G Argath Deathknight Male  Variable Random Random Random
H Argaih Deathknight Male Variable Random Random Random

Argath Deathknight Male  Variable Random Random Random

Argath — Deathknight Male  Variable Random Random Random

cters should be used (one on each team) 1f you want to clear this mission with a high rank. It is suggested that both players
e level 99 female character with good stats (Reis or Agrias), the Cursed Ring found at “The Palings” in Midlight Deep’s,
Chaos Blade. Change the level 99 character into a Dark Knight, equip the mentioned items, and attach First Strike,

‘and Move +3 to her. Finally, it’s important that both of these characters have a Bravery of 97.

% & 2 2 2 2 2 2 2 & A £ 8 & £ & K A A 8 A RENDEZVOUS

tiplied into 10 Death Knights overrunning the map. Each is wielding abilities that —
anguine Sword and Vampire. Vampire drains your HP while infecting your unit
like automated combat tendency, essentially turning your unit against you. Five of the
d equipped, while the others use First Strike. They also have a Bravery rating of 97,
st impossible to attack any of them without taking damage.
ldﬁnent suggestion counters this problem with a complex set of equipment and abilities.
changes your unit into undead, which in turn makes you invulnerable to HP Absorbing abilities (this gives you HP
icting damage to the caster). The Barette protects you against the Vampire status ailment, which would cause you to
both of your characters become infected with it. Since Soulbind doesn't activate against Reaction Abilities, First Strike,
nd a 97 Bravery rating cnables you to counter Argath’s physical attacks without the risk of taking damage.
ities in place, team Argath stops using Vampire and Sanguine Sword against you altogether. Their only choice is to fall back
- to deal damage to you. Your objective is to simply wait them out and allow the Argath units to attack; Concentration
uld counter the majority of their physical attacks without the risk of your units taking damage from Soulbind. If they
lip past your high Bravery rating and hit you with an attack, use Sanguine Sword against an Argath equipped with First
egenerate your HP. When the Argath units with Soulbind are finally defeated, eliminate the remaining Argath units by
e Sword from a distance. 191
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Chocobo Phoenix Down  Hi-Potion Mandalia Plain, Balias Swale Steelhawk Phoenix Down  Hunting Bow  Zeklaus Desert, Beddha Sandwaste
Black Chocobo Eye Drops X-Pation Mandalia Plain, Balias Swale - F £ave = -
Red Chocobo. By Baretie Mandalia Plaih. Balias Swals Cockatrice Gold Needle Book The Interstice, Fovoham Windflats
Goblin Pation Hi-Pation Mandalia Plain, Fovoham Windflats  Pig Maiden’s Kiss  Cachusha Terminus
Black Goblin  Hi-Potion Antidote The Yuguewood Swine Chantage Nagnarok Terminus
Gobbledygook Mage Masher  Ancient Sword  Dorvauldar Marsh *Wild Boar Ribbon Fallingstar Bag  *Breeding Only

Flameburst o= Dryad Eye Drops Healing Staff  Araguay Woods
L Bomb Fllame Had = Treant Golden Staff  Faerie Harp Araguay Woods

Snowmelt Elder Treant ProtectRing  Defender The Qublietie

i o
Grenade Bomb Flame Hammer Zeklaus Desert, Beddha Sandwaste Wisenkin Battle Axe Giant's Axe Joklaus Desart
Exploder SparkBomb  Flame Shield  Zeklaus Deserf, Beddha Sandwaste ~ Minotaur Coral Sword  Slasher Zeklaus Desert
Red Panther  Antidote Battle Boots ~ Mandalia Plain Sekhret Ivory Pole Holy Lance Zeklaus Desert ™~
Cogurl Gold Needle  Germinas Boots Beddha Sandwaste Malbor Platinum lce Shield St Woods
Vampire Cat  Holy Water Croakadile Bag Zeirchele Falls, Beddha Sandwaste Dagaer e el
Piscodaemon Echo Herbs Hi-Potion Zeirchele Falls, Fovoham Windflals Nu Khai Chameleon :
Squidraken Shoulder Cape Sleep Blade  Zeirchele Falls Oa Armband Robe Sl e TR
Mindflayer Hi-Ether Vampire Cape  Zeirchele Falls, Fovoham Windflats  Grealer Malboro Elixir Omnilex The Switchback
Skeleton Holy Water Ether Araguay Woods, Beddha Sandwaste o Guardian . :
ehemoth therskin B: ke P . Th f
Bonesnatch Hi-Potion Partisan Araguay Woods, Beddha Sandwaste A Bracelet Pantherskin Bag (TGRS e mieieet
Skeletal Fiend  Mage's Cloak  Elven Cloak  Zeklaus Desert Behemoth King  Cherche Artemnis Bow Lake Poescas, The Switchback
Ghoul Ether Kunai Araguay Woods Dark Behemoth Wizard's Rad  Stoneshooter  The Switchback \
Ghast Hi-Potion Main Gauche  Araguay Woods Dragon Jade Armlet Hydrascale Bag Beddha Sandwaste, The Switchback
Revenant Hi-Ether Mythril Gun The Yuguewood, Araguay Woods Blue Dragon - Gashmere Dragon Rod Dorvauldar Marsh, The Interstice
3 - Platinum Red Dragon Sortilége Dragon Whisker Beddha Sandwaste, The Switchback
Floating bye: . £ Dagger P Greater Hydra  Blood Sword ~ Scorpion Tail  The Switchback, Balias Tor
Ahriman Fuma Shuriken  Air Knife Fovoham Windilats, Hydra Septizme Rubber Suit The Switchback, Bakias Tor
Zwill : : . Wyrmwaav > :
Plague Horror  Yagyu Darkrood Siraightblade Mount Bervenia, Mount Germinas Tiamat sker Terminus, Balias Swale
. Jura Aevis Potion Rubber Boots  Zeklaus Desert

The Thief’s Poach ability is 2 unique way to obtain items. If you kill a Monster by
inflicting damage to it with your weapon, you will Poach it, transforming it into an item
that ends up in the Poacher’s Den. The items that appear in the Den are sold at half the
price they are normally sold for. Not only is this a cheaper way to obtain items that are sold

normally in shops, but many of the weapons found through poaching are extremely rare.

Tk d =

| |
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Luso carries an innate ability to Poach monsters. Since Poach doesn't need to be equipped to him, that
support slot can be filled with Doublehand or Dual Wield. With the ability to attach skills that increase
physical damage while still retaining Poach, Luso is easily the best unit for poaching. Take him into battle

i

4

with you whenever you run into random encounters.

4+-MONSTER-POACH-LIST——i—i—i=i-dAARANANt
The following table shows the items received from a poached enemy. Common items appear more frequently, while Rare items are harder

to come by. The items marked in red are especially rare and should be sought after feverishly. Rare items appear about 1/8 of the time an
enemy is poached. The location list on this table does not cover every area the enemy can be found in. Instead, the areas mentioned are the

recommended places to find each enemy.

[ Monster | Common Item | Rare ltem Monster |Common ltem |Rare ltem

*POACHING A WILD BOAR

The Wild Boar cannot be found on any battlefield, they are instead found through monster breeding. To create one, use the Orator’s Tame

ability to recruit two Pigs or Swines, both of which are found in the final floor of Midlight’s Deep (Terminus). Once you have one, simply
leave them in your party and watch as it multiplics. After enough time passes, a Wild Boar should eventually appear. From there, you should

take him into battle and Poach him. A cruel thing to do to a friend for sure, but the rewards for such a betrayal are rather high. Poaching Wild
Boars is the only way to obtain the Ribbon and the Fallingstar Bag.

==




From Chapter 2 onward, taverns begin offering errands for you to complete. They do nothing to help continue the progression of the game’s
story, but they do offer Gil and JP rewards upon completion. Characters that have a significant role in the game’s story cannot partake in
these quests. Only the units hired from the Warrior’s Guild in your group can complete them. The success of each errand relies on the Job
of the unit tackling it, and also their Brave and Faith rating. The amount of JP your unit receives is related to the compatibility of their Job
to the errand. The Gil awarded is

determined by either your unit’s
: Taveramaster P Twersmaster

Brave or Faith rating. It is worth ¢ Tiasw o & g or two you might ba abe 10 © 5T wel ennegh. then Whe's 10 be Seat 0n e

your time to send any unit’s that

o The Highwiad
Merchant's Regret
Faia-Swept Slopes
In the Darknass
Wandering Gambler

you are not frequently using in
battle out on these quests. Doing
so not only gives them purpose, but
also allows them to build JP when
they are not being used for combat.

War Tunds O:sT8TES TRAT-50 War Funas
ozzyzBos ozz7z8os

The following table includes data for the 96 errands in the game. The “Availability” column shows when the errand becomes available. The
“Price” column shows the cost of the information needed to start the errand. “Days” indicates the minimum and maximum amount of days
your generic characters can be hired for. “Factor” shows whether the errand is affected by a unit’s Bravery or Faith (higher the rating the
better). “Suggested” indicates which job is the most compatible for the errand. Finally, the “Reward” column shows the reward acquired when
the task is completed successfully.

Lionel Castle | Availabiity | Price | Days | Factor | Suggested | Reward

My Little Carrot Chapter 2 100 ‘4 15-16 Orator Gil
The Dawn Queen Chapter 3 100 08-12 Fa Gil

Take note that any task with a Zodiac sign in the “Availability”

column means that the errand is only accessible during that time ‘% ime T]_‘avel %

£ the Zodiac. There alio several crrands that only after = :
s s o e A day in time passes for every point you move to on the world

speci s hav ike Li y Castl : 3
specific battlefields have been cleared (Like Limberry Castle or the map. A quick way to speed up the progress of an errand is to

Monastery Vaults).

move between two blue points (cities) until the time period for POACHING
the errand expires. GUIDE
ERRANDS

#-ERRANDLIST-i-A-bfbdddtfdedtdd i

The Magick City of Gariland Avalability | Price | Days | Factor | Suggested | Rewanl |

Miner’s Tale Chapter 2 600 08-11 Bravery Gil
Shoreline Defense Chapter 2 3050 08-09 Monk Gil
Stolen Tomes Chapter 3 11000 12-16 Faith Gil
Arithmetic Tutor Wanted Chapter 4 50 10-13 Arithmetician Gil
The Gariland Magick Melee Chapter 2 / Virgo 0 14-16 Black Mage Artefact
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Mvailability | Price | Days | Factr | _Suggested

Mount Gulg Mother Lode
Minstrel in Distress
Mameco the Minstrel

Guard Duty

Hellspawned Beast
Metamorphosed Misery

Zerro Strikes Again

Ancient Wonder

The Merchant City of Dorter Avallabilty | Price | Days | Factr | Suggested | Reward |

0ld Toppa's Will

Frontier Marathon
Second Frontier Marathon
Third Frontier Marathon
Count Minimas

Count Minimas 2

Count Minimas 3

The Gastled City of Zaland Availability m-m_m Suggested

The Hindenburg Chapter 2 08-15 Bravery Geomancer Gil
7Zaland Embassy Antiques Chapter 2 SODO 10-12 Faith Monk Artefact

Lorraide Mine Chapter 3 1100 10-14 Bravery Gil

: Clear Monastery

: - B Wond
The Siedge Weald Vaulls - FirstLevel 1100 11-13 ravery londer
Cattedona Clear Limberry Castle 500 14-15 Qrator Artefact
The Zaland Melee Arles 0 14-16 Monk Artefact

Lionel Castle Mailability | Price | Days | Factor | _ Suggested

My Little Carrot Chapter 2 100 15-16 Orator Gil

The Dawn Queen Chapter 3 100 08-12 Faith Gil
Zerro’s Challenge Chapter 3 50 08-09 Knight Artefact
= ; Glear Monastery : Worider
Trick of the Light Vauls - First Level 1050 14-15 Bravery onde
Clear Monastery : Wonde
Fenland Mystery " Vaults - First Level 1100 13-14 Bravery r
Father’s Nightmare ‘& Chapter4 1500 15-16 Knight Artefact
Lionel Emissary Clear Limberry Castle 4000 14-15 Bravery Artefact

The Clockwork City of Goug Availability Pr-ee -m_-mmm

Miner Shortage
Mesa's Legacy
Clockwork Faire
The Durga

Devil in the Dark
Autificers’ Contest

The Port City of Warjis Mvaitabilty | Price | Days | Factr | Suggested | Reward |

The Highwind
Merchant's Regret
Rain-Swept Slopes

In the Darkness

True Romance
Wandering Gambler 1

The Mining Town of Gollund hvailabilty | Price | Days | Factw | _ Sugested | Reward |

0ld Toppa's Will

Coal Miners Wanted
More Coal Miners Wanted
Lamzen the Adventurer
Twilight Gustkov

Terror's Maw

Miner's Dream

Chapter 2 3100
Chapter 3 50
Chapter 3 0

Clear Monastery

Vaults - First Level £
Chapter 4 1000
Chapter 4 1100

Clear Zerro s Return 5000
(Lesalia)

Clear Limberry Castle 200

Chapter 2 600
Chapter 3 0
Chapter 3 0
Chapter 3 0
Chapter 4 600
Clear Count Minimas 1000
Clear Cougl Minimas 600

Chapter 2

Chapter 3 10000

Chapter 3 100

Chapter 4 100

Chapter 4 3050
Chapter 2/ Sagittarius 0

Chapter 2 1050
Chapter 3 2000
Chapter 4 600
Chapter 4 1500
Clear Lettre d'amour 0
Chapter 4 15000

Chapter 3 8000
Chapter 4 50
Chapter 4 150

Chapter 4 1100

Clear Limberry Castle 1000

Clear Limberry Castle 1500
Clear Terror's Maw 150

15-16
13-16
15-16

11-13

14-15
15-16

08-09
13-14

11-13
14-16
14-16
14-16
12-14
12-15

11-12

07-09
10-13
11-13
11-14
08-10
14-16

05-08
14-15
13-16
12-14
08-12
09-12

1-13
04-06
04-06
12-16
1415
13-14
12-14

Faith

Faith

Bravery

Bravery
Bravery
Bravery

Bravery

Bravery
Bravery
Bravery

Faith
Faith
Bravery
Bravery

Faith

Chemist
Orator
Arithmetician

Black Mage

Knight

Summoner

Thief
Thief

Knight

Squire
Chemist
Knight
Black Mage
Chemist

Time Mage

Dragoon
Monk

Dancer

Knight

Summoner
Black Mage

Artefact
Gil
Gil

Artefact
Gil
Gil

Artefact

Gil
Wonder
Wonder
Wonder
Artefact
Artefact

Gil

Gil
Gil
Artefact
Artefact
Gil
Gil

Gil
Wonder
Wonder

Gil
Artefact

Gil

Gil
Gil
Artefact
Artefact
Gil
Gil
Gil




Lesalia Castle Availabili

Salvage Expedition
Abandoned Mine
Frontier Expedition

Zerro's Return

Ducal Disaster
Young Lord Pappal
Cries in the Dark

Chapter 3
Chapter 3
Chapter 4
Clear Zerro Strikes
(Zeltenia)
Clear Limberry Castle
Clear Ducal Disaster
Clear Limberry Castle

3000
1000
5000

500

6000
3000
3050

10-14
10-14
10-14

08-09

15-16
12-15
08-11

T T

Faith Monk Artefact
Faith Chemist Artefact
Bravery Wonder
Faith Knight Artefact

Gl

Dragoon Gil

Gil

The Walled City of Yardrow Mvaiabiliy | Price | Days | Factor | Suggested

Diving Expedition VELT?SF MF? :;SL(;L&;I 5000 10-14 Bravery Archer Gil
The Falcon Chapter 4 3500 07-07 Bravery Geomancer Artefact
Salvage Work Clear Limberry Castle 0 09-14 Faith Gil
Coal Mining Expedition Clear Limberry Castle 1000 10-14 Faith Gil
Second Coal Mining Expediion ~ C1a coal Mining 1000 10-14 Faith Artefact
Expedition
Cancer/ Clear
The Yardrow Melee Monastery Vaults 0 14-16 Squire Artefact
- First Level
m-m_m
Gleddia Isle Chapter 4 4000 Faith Geomancer Artefact
Foundered Vessel Clear Gleddia Isle 0 08 13 Faith Geomancer Gil
Fia's Wish Chapter 4 3000 12-14 Gil
Secret Society Chapter 4 600 02-03 Ninja Gil
Lettre d'amour Chapter 4 0 10-12 Bard Artefact
Historic Revolt Clear Limberry Castle 3050 08-10 Artefact
Tutoring Clear Limberry Castle 200 08-12 Summoner Gil
Avaitabilit Price Days ! Factor Sugaested Reward
Endless Caverns Chapter 4 8000 12-14 Faith Artefact
Past Glory Chapter 4 500 07-15 Bravery Chemist Artefact
Beddha Sandwaste Chapter 4 550 11-15 Bravery Wonder
Adventurers Wanted Chapter 4 100 08-12 Bravery Squire Wonder
Shadows from the Past Chapter 4 3050 12-15 Bravery Wonder
The Behemoth Clear Limberry Castle . 500 13-15 Chemist Gil
m
Rhana Strait Chapter 4 09-13 Bravery Artefact
Zerro Strikes thllljri:rgiegl?o?let) 100 08-09 Faith Knight Artefact
Nightwalker Chapter 4 3050 08-12 Gil
Dredge Work Clear Limberry Gastle 1000 06-10 Bravery Monk Gil
Missing Bay Clear Limberry Castle 3500 15-16 Gil
Appraisal Clear Limberry Castle 550 08-09 Chemist Artefact
The Trade City of Sal Ghidos Availability Price e Factor Suggested | Reward
Himca Cliffs Chapter 4 1500 08-12 Faith Squire Artefact
Ore of the Gods Chapter 4 13000 09-11 Bravery Artefact
: Clear Limberry Castle ;
Death's Gorge Clear Limber{z Castle 13000 09-14 Bravery Gil
The Typhoon Clear Limberry Castle 11000 10-13 Dragoon Gil
Beastly Trail Clear Limberry Casile 10000 11-13 Mystic Gil
it
Lake Poescas Depths Clear Limberry Castle 1500 08-13 Bravery Dragoon Wonder
Gellar Dungeon Clear Limberry Castle 3000 11-13 Bravery Squire Wonder
Zero's Final Heist Ll e of 10000 08-09 Gil
Again (Eagrose)

Uninvited Guests Clear Limberry Castle 3050 08-13 Gil
Gysahl Greens Clear Limberry Castle 100 02-04 Artefact
Wandering Gambler 2 Clear Limberry Castle 15000 1-13 Mime Gil
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SWORDS
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Before clashing with rivals in battle, a military tactician uses knowledge of their enemy’s assets to fortify their units with the best equipment possible. The same
concept applies to arming your units in Final Fantasy Tactics. With every new battle comes a new threat. Counter your opponent’s attack plan by outfitting your

| ranks with items that can be used hinder your enemy’s attack options.

Welcome to the item and equipment list, a vast collection of data formulated to help you find and equip the best armaments possible. Use these lists in
combination with the Job sections to help find an equipment combination that best suits each character in your group. If you are looking for a particular item tha

| you are having trouble finding, these lists should help you in your quest for better wares.
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Egutpped By Sguzre, Chemist, Thief, Orator, Ninja, Dancer, Onion Knight, Game Hunter, Sky Pirate, Templar
Weapon Damage Formula: (Physical Attack + Speed) = 2 x Weapon Power

The Knife is dependant on the user’s Speed rating to inflict worthwhile damage. This works well with the Thief’s overall high Speed rating. Unfortunately,
since Knives carry such a low Weapon Power, and since Speed is such a difficult stat to improve, Knives quickly become outclassed in Chapter’s 3 and 4. This
weapon can be used with the Dual Wield ability to improve its overall damage potential.
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Item Name | Weapon Power Physical Evade Location ___ Cost Attributes

Dagger 5 Shop 100 -
Mythril Knife 4 b Shop 500 -
Blind Knife 4 5 Shop 800 FEffect: Blind
Mage Masher 4 5 Shop 1,500 Effect: Silence
Platinum Dagger 9 10 Shop 1,800 -
Main Gauche 6 40 Shop 3,000 -
Orichalcum Dirk 7 5 Shop 4,000 -
Assassin's Dagger i 5 Shop 5,000 Effect: Doom
Air Knife 10 5 Shop 8,000 Element: Wind
Zwill Straightblade 0= 10 Poach: Plague Horror 12,000 Effect: Sleep

Equipped By: Sqmre, ngbt Geomancer, Dark Knight, Holy angbt, Sword Samt,
Onion Knight, Game Hunter, Divine Knight, Sky Pirate, Templar, Soldier

Weapon Damage Formula: Physical A TK x Weapon Power

Though not incredibly powerful, Swords are an effective weapon class that many units can use. Ignoring their lackluster attack power in the beginning, many
swords carry special effects and abilities. The Blood Sword, for instance, drains your opponent’s HP, while the Ancient Sword occasionally inflicts Immobilize
on unsuspecting foes. Swords can also be used with the Dual Wield abﬂ.tty for extra damage.
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Nagnarok 1 50 Poach: Swine 10  Effect: Toad

Broadsword 4 5 Shop 200 -

Long Sword 5 10 Shop 500 -

Iron Sword 6 5 Shop P00 -

Mythril Sword 7 8 Shop 1,800 -

Blood Sword 8 5 Poach; Greater Hydra 2,500 Absorbs HP

Coral Sword 8 b Shop 3,300 Element: Lightning
Ancient Sword 9 b Shop 5,000 Effect; Immobilize

Sleep Blade 9 5 Shop 5,000 Effect: Sleep

Diamond Sword 10 10 Shop 8,000 -

Materia Blade 10 10 Mount Bervenia 0  Enables Cloud to use “Limit" abilities.
Platinum Sword 12 10 Shop 11,000 -

Icebrand 13 10 Shop 14,000 Element: lce, Effect: Blizzara
Runeblade 14 15 Shop 20,000 ATK: Mag+2

Moonblade 20 15 Rendezvous Mode 0  Equip: Haste

COnion Sword 50 15 Melee Mode 0  Onion Knight Only




KNIGHT’S SWORD

et 3 ey S
Equipped By: Knight, Dark Knight, Holy Knight, Sword Saint, Onion Knight, Game Hunter, Divine Knight, Sky %
Pirate, Templar 2
Weapon Damage Formula: Physical ATK x Brave = 100 x Weapon Power

e =i

This special class of weaponry is designed only for unique characters and “Knight” classes. Though the list is small, every weapon within this category is
useful because of the high attack power and the tendency to carry positive status effects. Additionally, the attack rating of a Knight's Sword is affected by
the user’s Bravery. Characters with a high Bravery rating carry the possibility of inflicting massive damage with this weapon class. If that wasn't enough,
these weapons even carry an unusually high Physical Evade rating too, helping your unit’s defense capabilities in a big way. This weapon can be used with
the Dual Wield ability. =
B - S S i e et i s i s e oo i e e
Defender 16 60 Poach: Elder Treant

| Cost | Attributes

40,000 —
Save the Queen 18 30 Comes equipped to Meliadoul 0  Equip: Protect
Excalibur 21 35 Midlight's Deep, “The Oubliette” 10 Equip: Haste, Absorbs: Holy, Boosts: Holy
Ragnarok 24 20 Midlight's Deep, “The Switchback” 0  Equip: Shell
Durandal 26 40 Rendezvous Mode 0  Element: Holy, Equip: Shell, Protect
Chaos Blade 40 20 Midlight's Deep, “Terminus” 0 Equip: Regen, Effet: Stone
BOWS
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Egquipped By: Archer, Onion Knight, Sky Pirate

Weapon Damage Formula: (Physical ATK x Speed) = 2 x Weapon Power

The Bow is a weapon that fires projectiles and is used to hit enemies from a distance. The distance it fires is based on how high the user is on the field. The
calculation for their firing distance is: 5 + (User’s Height - Target's Height) + 2. To hit the target, a Bow’s firing path cannot be obstructed. The user can

fire in an arc to compensate for some obstacles nearby: In regards o their attack power, the damage that Bows cause is calculated from the user’s Speed stat.
Wearing accessories that increase Speed is a good way to help the overall effectiveness of the Bow. Finally, although the Archer is not necessarily a very strong
class, Onion Knights can equip Bows. Their combination of absurdly high Physical ATK and Speed easily makes them the best Bow wielding class available.
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Item Name _ : ~ Cost Attributes
Longbow 4 Y0 Shop 800 -
Silver Bow 5 a0 Shop 1,500 —
Ice Bow 5 0 Shop 2,000 Element: lce
Lightning Bow 6 0 Shop 3,000 Element: Lightning Effect: Thundara
Mythril Bow 7 0 Shop 5000 —
Windslash Bow 8 0 Shop 8,000 Element: Wind
Artemis Bow 10 0 Poach: Behemoth King 22,000 —
Yoichi Bow 12 0 Midlight’s Deep, “The Hollow” 0 =
Perseus Bow 16 0 Midlight's Deep, “The Switchback” 0
Sagittarius Bow 24 0 Rendezvous Mode 0
CROSSBOWS
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Equipped By: Archer, Onion Knight, Divine Knight, Sky Pirate
Weapon Damage Formula: Physical ATK x Weapon Power

When compared with Bows, Crossbows sacrifice power and attack range for a minor Physical Evade improvement. This is hardly worth the trade in most
cases, so stick with Bows and Guns as your ranged weapons of choice.
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Bowgun 3 5 Shop 400 -
Knightslayer i 5 Shop 1,500 Effect: Blind
Crossbow 4 1 Shop 2000 -
Poison Bow 4 5 Shop 4000 Effect: Poison
Hunting Bow 6 5 Shop 8,000 —
Gastrophetes 10 5 Shop 20,000 —

== ITEMDATA
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POLES
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Equipped By: Mystic, Arithmetician, Skyseer, Netherseer, Onion Kanight
Weapon Damage Formula: Magick ATK x Weapon Power

This weapon has a two panel attack range, enabling the user to attack a unit carrying a short range weapon without the fear of a counter attack (First Strike, 3
Counter, Counter Tackle, etc). Also, the damage formula for Poles is calculated with the user’s Magick Attack rating and not their Physical Attack. This is
helpful for mage classes, since their MA rafing is usually much higher then their Physical ATK. Unfortunately, this weapon cannot be used with the Dual
Wield ability, but Doublehand can be used to increase its power.
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- Weapon Power P
Cypress Pale 6 20
Battle Bamboo 7 20
Musk Pole 8 20
Iron Fan 9 20
Gokuu Pole 10 20
Ivory Pole 1 20
Eight-fluted Pole 12 20
Whale Whisker 16 ==0
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Shop
Shop
Shop
Shop
Shop
Shop
Shop

1,000 —
1,400 -
2,400 -
4,000 —
7.500 'Effect: Atheist
10,000 —

20,000 Removes: Blind, Silence, 0il, Toad, Poison, Slow, Stop, Immaobilize,

Disable

Poach: Tiamat 37,000 —
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Equipped By: Squire, Geomancer, Dark Knight, Onion Knight

Weapon Damage Formula: (Any number between 1 and characters max Physical ATK) x Weapon Power

Don't be fooled by the Axe’s unusually high attack power when the game first starts. Their damage formula takes a random number anywhere between 1
and the user’s Physical ATK and multiplies it by the Axes Weapon Power. This makes the damage output of the Axe extremely erratic. Additionally, the
maximum damage they can inflict isn't that much more than the other weapons available at the time, making the risk hardly worth your time. This weapon

~ can be used with the Dual Wield abiliy.

' Cost Attributes

Baitle Axe 39~ 0
Giant's Axe 42 0
Slasher 6 0
Francisca 24 0
Golden Axe 30 0

Shop
Shop
Shop
Melee Mode

P

1,500 =

4,000 -

12,000 Effect: Slow
0

Rendezvous Mode 0
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Equipped By: Squire, Ninja, Onion Knight, Dark Knight, Game Hunter

Weapon Damage Formula: (Any number between 1 and character’s max Physical ATK) x Weapon Power

Similar to the Axe, the Flail has an extremely erratic damage output. They also completely lack any improvement in the Physical Evade category. It is highly
recommended that you avoid equipping Flails. This weapon can be used with the Dual Wield ability.
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non Power Physical Evade Location
Shap
Shop
Shop
Poach: Grealer Hydra 40,000 —

Iron Flail 9 0
Flame Mace 1 0
Morning Star 16 0
Scorpion Tail 23 0
Vesper 36 0

Melee Mode

- Cost | Attributes

1,200 -

4,000 Element: Fire, Effect: Fira
9,000 -

0




Equipped By: Samurai, Onion Knight, Sword Saint

meon Damage Formula: Physical ATK x Brave = 1 00 x Weapon Power

Ashura
Kotesu 8 15 Shop 3,000 —
(Osafune 9 15 Shop 5000 -
Murasame 10 15 Shap 7,000 -
Ama-no-Murakumo 11 15 Shop 8,000 -
Kiyomori 12 15 Shop 10,000 -
Muramasa 14 15 Shop 15,000 =
Kiku-ichimoji 15 15 Shop 22,000 —
Masamune 18 15 Steal: Elmdore 0 =
Chirijiraden 25 15 Midlight's Deep, “Terminus” 0D =
NINJA BLADES
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Eguipped By: Ninja, Onion Knight, Sword Saint

Weapon Damage Formula: (Physical ATK + Speed) = 2 x Weapon Power

Ninja Blades rely on both the user’s Speed and Physical Attack power to calculate damage. This makes them very useful when used in combination with
Speed enhancing accessorics. They are also very powerful when attached to characters like Balthier, whose Speed rating is extremely high. In regards to
unique weapons in this class, the Orochi drains the HP damage dealt to an enemy and adds it to the user’s HP pool. Conversely, this happens to give undead
creatures HP instead, making it possible to use the weapon to rejuvenate allied undead monsters. Attach Dual Wield and a Blood Sword to the user to

increase the amount of HP healed on an Undead ally.

lem N ) e Location.
Ninja Blade 8 5 Shop
Kunai 9 Vo~ Shop
Kodachi 10 P Shop
Ninja Longblade 12 5 Shop
Spellbinder 13 5 Shop
Sasuke's Blade 14 15 Nelveska Temple
Koga Blade 15 5 Midlight's Deep, “The Crossing”
Iga Blade 15 10 Midlight's Deep, “The Oubliette”
Orochi 20 5 Melee Mode
Moonsilk Blade 26 5 Melee Mode

 Efect: Disable

Absorbs HP

=255 ITEM DATA
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‘GUNS
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Equipped By: Chemist, Orator, Machinist, Sky Pirate, Onion Knight

Gun Damage Formula: Weapon Power x Weapon Power

Magick Gun Damage Formula: The Glacial, Blaze, and Blaster guns all cast a level 1~3 elemental spell at random;
Level 1 60% of the time, Level 2 30%, or Level 3 10%. Which level of spell the gun
casts changes the formula for their damage calculation fo:
(14 or 18 or 24) x Faith + 100 x Target’s Faith = 100 x Weapon Power

Like Bows and Crossbows, Guns are a long-range weapon. They require a clear line of sight to successfully hit an enemy, and unfortunately cannot fire in an arc
like Bows can. However, they are not subject to the target’s evasion rating, making their accuracy perfect in comparison to the Bow. The Gun category also has
a unique set of Guns that inflicts only magick damage. This makes them very useful when equipped to mage classes (use the Orator’s Equip Guns ability), who
can’t rely on Physical ATK to improve the damage of their weapons. Like all ranged weapons, Guns cannot be used with Dual Wield.
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WO ~ Weapon Power Physical Evade Location | Cost Attributes
Romandan Pistol 6 b Comes with Mustadio 5000 -
Mythril Gun 8 5 Shop 15,000 -
Ras Algethi 12 5 Comes with Mustadio 0
Stoneshooter 16 5 Poach: Dark Behemoth 10 Eaquip: Stone
Fomalhaut 18 5 Melee Mode 0
Glacial Gun 20 5 Midlight's Deep, “The Crevasse” 0  Element: lce
¢S~ Blaze Gun 21 5 Midlight's Deep, “The Crevasse” 0  Element: Fire

=~ Blaster B 22 = 5 Midlight's Deep, “The Palings” 0 Element: Lightning

'POLEARMS
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Equipped By: Dragoon, Divine Knight, Sky Pirate, Onion Knight
Weapon Damage Formula: Physical 4 TK x Weapon Power

-

Like Poles, these weapons have a two panel attack range. This allows the user to attack a unit carrying a short range weapon without the fear of counter
attack. Despite this attacking distance, Polearms can only hit one enemy at a time (the enemy closest to the user). This weapon cannot be used with the Dual
Wield ability, but Doublehand can be used to increase attack power.
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Javelin
Spear
Mythril Spear
Partisan
Obelisk 12 10 Shop 10,000 -
- Holy Lance 14 10 Poach: Sekhret 36,000 Element: Holy, Effect: Holy
_—r' Dragon Whisker 17 10 Poach: Red Dragon 44,000 —
& Gae Bolg 24 15 Melee Mode 0 =
> Gungnir 29 15 Rendezvous Mode 0  Element: Lightning
Javelin (strong) 30 10 Nelveska Temple 0= =
STAVES
L2 Equipped By: White Mage, Time Mage, Summoner, Mystic, Skyseer, Netherseer, Onion Knight
2 Weapon Damage Formula: Magick ATK x Weapon Power

Despite the ability to factor in the user's Magick ATK to determine the damage output, Staves should be selected based on their attributes. Many of the later
Staves boost MA, which is helpful for speﬂ casung |
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Item Name Wi Physi ~ Cost Attributes
QOak Staff 5 15 Shop 120- &=
White Staff 3 15 Shop 800 Removes: Doom
Healing Staff 4 15 Shap 4,000 Restores HP of those it hits
Serpent Staff 5 15 Shop 2,200 —
Mage's Staff 4 15 Shop 4,000 ATK: Mag+1
Golden Staff 6 15 Shop 7,000 —
Zeus Mace 6 15 Midlight's Deep, “The Hollow” 0  ATK: Phys+2, Mag+1

i Staff of the Magi 7. 15 Midlight's Deep, “The Crossing” s =

200+ Nirvana 5 15 Melee Mode 0  Element Holy, ATK: Mag+3

Dreamwaker 5 15 Rendezvous Mode 0  ATK: Mag+4




RODS
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Equipped By: Black Mage, Summoner, Mystic, Onion Knight
Weapon Damage Formula: Physical ATK x Weapon Power

Similar to Staves, Rods should be sclectcd based on their attributes and not their Weapon Power. Many Rods invoke spells when used in

Rod e = = X Shop 200 -

Thunder Rod 3 20 Shop 400  Element: Lightning, Boosts: Lightning, Effect: Thunder
Flame Rod 3 20 Shop 400 Element: Fire, Boosts: Fire, Effect: Fire
Ice Rod & 20 Shop 400 Element: Ice, Boosts: Ice, Effect: Blizzard
Poison Rod 3 20 Shop 500 Effect: Poison
Wizard's Rod 4 20 Shop 8,000 ATK: Mag+2
Dragon Rod 5 20 Poach: Blue Dragon 12,000 —
Rod of Faith 5 20 Midlight's Deep, “The 0 Equip: Faith, Effect: Faith
Catacombs”
Stardust Red 5 20 Rendezvous Mode 0  Effect: Gravity, ATK: Mag+3
Crown Scepter ) 20 Rendezvous Mode 0 ATK: Mag+4

BOOKS
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Equipped By: Mystic, Arithmetician, Onion Knight
Weapon Damage Formula: (Physical ATK + Magick A TK) + 2 x Weapon Power
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BatteFolo £ =i ; Shnp - 3000 —

Bestiary 8 15 Shap 6,000 -
Papyrus Codex 9 15 Shop 10,000 —
Omnilex 11 15 Poach: Greater Malboro 30,000 —
\ -
|

INSTBUMENTS
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Eguipped By: Bard, Onion Knight
Weapon Damage Formula: (Physical ATK + Magick ATK) + 2 x Weapon Power

" Cost. Atriutes

Lamia’s Harp 10 10 Shop 5‘000 Effect: Confuse
Bloodstring Harp 13 10 Shop 10,000 —
Faerie Harp 15 10 Poach: Treant 0  Effect: Charm

CLOTHS
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Equipped By: Dancer, Onion Knight

Weapan Damage Formula: (Physical ATK + Magick ATK) + 2 x Weapon Power
Again, Cloths are sxmxlar to buth Books and Insl:ruments but W’lthollt the status admr:nts lee Books these weapons may not be the best ones to equip.

| Cost |Attributes

DamaskCloth 8 ' 50 _  UShop.= =1 7000 =
Cashmere 10 50 Shep 15,000 —
Wyrmweave Silk 15 50 Poach: Tiamat 40,000 —

SITEMDATA
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Equipped By: Female units
Weapon Damage Formula: (Any number between 1 and character’s max Physical ATK) x Weapon Power
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Croakadile Bag 10 0 Shop 53,000 ATK: Mag+1

Pantherskin Bag 12 0 Shop 52,000 Equip: Regen

Hydrascale Bag 14 0 Shop 58,000 Speed +1

Fallingstar Bag =2 0 Poach: Wild Boar 60,000 —
FELL SWORBS

Equipped By: Dark Knight, Onion Knight

Weapon Damage Formula: Physical ATK x (100 — Faith) + 100 x Weapon Power

The Dark Knight's unique weapon class is incredibly potent. Every item in this category has a high attack power along with a potent status ailment. They
also have a damage formula that’s affected by the user’s Faith level (the lower the Faith, the more damage a Fell Sword inflicts). The only advantage the Fell
Sword does not hzve over the K.mght s Sword isa }ugh Physncal Evade statistic.

item Name_ Weapon Powe sal Evade
Chaosbringer 16 0 Melee Mode

' Element: Daik, C: Iind :

0
Deathbringer 20 0 Rendezvous Mode 0  Element: Dark, Effect: Doom
Arondight 24 0 Melee Mode 0  Element: Dark, Effect: Slow
Balmung 32 0 Melee Mode 0 Element: Dark, Effect: Stop
Valhalla 40 0 Rendezvous Mode 0 Element: Dark, Effect: KO
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Equipped By: Squire, Chemist, Archer, White Mage, Black Mage, Time Mage, Summoner, Thief, Orator, Mystic, '
Geomancer, Ninja, Arithmetician, Bard, Dancer, Onion Knight, Dark Knight, Skyseer, Netherseer,
Swword Saint, Divine Knight, Sky Pirate, Soldier, Game Hunter
Clothing often has a combination of both HP and MP boosts. Much of the later clothing will offer status effects that compliment your units in various ways.
Sincc most enemies deal absurdly high amounts of damage later in the game, your evade rating becomes more important than your HP amount, Because of =

item Name

Clothing

Leather Clothing 10 0 Shop 300 =

Leather Plate 18 0 Shop 500 =

Ninja Gear 20 0 Midlight's Deep, “The Palings” 0  Speed +2, Equip: Invisible

Ringmail 24 0 Shop 900 =

Mythril Vest 30 0 Shop 1,500 -

Adamant Vest 36 0 Shop 1,600 -

Wizard Clothing 42 15 Shop 1,900 -

Brigandine 50 0 Shop 2,500 —

Jujitsu Gi 60 0 Shop 4,00 ATK: Phys+1, Immune: KO

Power Garb 70 0 Shop 7,000 ATK: Phys+2

Gaia Gear 85 10 Shop 10,000 Absorbs: Earth, Boosts: Earth

Black Garb 100 0 Shop 12,000 Immune: Stap

Mirage Vest 120 0 Rendezvous Mode 0  Speed +1, Immune: Poison, Stone, Sleep

Minerva Bustier 120 0 Melee Mode 0  Negates: Fire, Lightning, Wind, Dark
Halves: Ice, Water, Earth, Holy
Females Only

Rubber Costume 150 30 Poach: Hydra 48,000 Negates: Lightning

Brave Suit 160 40 Melee Mode 0 Equip: Reraise, Regen




ROBES
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Equipped By: Kn ight, White Mage, Black Mage, Time Mage, Summoner, Orator, Mystic, Geomancer, Dragoon,

Samurai, Arithmetician, Onion Knight, Dark Knight, Skyseer, Netbherseer, Sword Saint, Sky Pirate,
Game Hunter, Machinist, Holy Knight, Templar, Divine Knight

Robes are mostly used to help mage classes. All of them raise MP to some degree, along with adding Magick Attack bonuses and other positive properties.

For instance, the Chameleon Robe absorbs Holy damage and turns it into rejuvenated HP. This may not seem useful at first because it is a really rare

occurrence when an enemy uses an attack with the Holy element. However, when combined with a mage using Arithmeticks, a caster can target every unit on

the field with Holy, friend or foc, and any friendly unit wearing the robe will gain HP from the attack (while the enemy takes damage). Abilities like this can -
be a huge advantage in battle.
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Silken Robe 20 16 Shop 2,400 —

Wizard's Robe 30 22 Shop 4,000 ATK: Mag+2

Chameleon Robe 40 28 Shop 5,000 Immune: KO, Absorbs: Holy

White Robe 50 34 Shop 9,000 Halves: Fire, Lightning, Ice

Black Robe 60 30 Shop 13,000 Boosts: Fire, Lightning, lce

Luminous Robe 75 50 Shep 30,000 -

Lordly Robe 100 80 Midlight's Deep, “The 0  ATK: Phys+2, Mag+1, Equip; Protect, Shell
Switchback”

Sage's Robe 120 100 Melee Mode 0 Halves: Fire, Ice, Lightning, Water, Wind, Earth, Holy,

Dark
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Equipped By: Knight, Dragaoh, Samurai, Dark Knight, Onion Knight, Templar, Sword Saint, Holy

Knight, Sky Pirate, Game Hunter, Divine Knight

Armor adds an amount of HP to the user, and rarely offers status equips or other effects outside of their initial HP increase. They are fairly effective during
the early chapters of the game, but Armor ends up being outclassed by Clothes later. This is largely due to the importance of special status effects.
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Leather Armor 10 4 Shop 200 -

Linen Cuirass 20 0 Shop 600 -

Bronze Armor 30 0 Shop 800 -

Chainmail 40 0 Shop 1,300 -

Mythril Armor 50 0 Shop 2000 -

Plate Mail 60 0 Shop 3,000 -

Golden Armor 70 0 Shop 3,600 —

Diamond Armor 80 0 Shop 6,000 —

Platinum Armor 90 0 Shop 9,000 -

Caribineer Mail 100 0 Shop 13,000 —

Crystal Mail 110 0 Shop 19,000 -

Mirror Mail 130 0 Shop 18,000 Equip: Reflect

Genji Armor 150 0 Steal: Elmdore 10 =

Grand Armor 170 0 Rendezvous Mode 0  Equip: Regen, Reraise

Maximillian 200 0 Midlight's Deep, “The Interstice” 0 -

Onion Armor 250 0 Rendezvous Mode 0  Equip: Reraise, Regen, Protect, Shell, Onion
Knight Only
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HATS
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Equipped By: Squire, Ghemist, Archer, White Mage, Black Mage, Time Mage, Summoner, Thief, Orator, Mystic,

Geomancer, Ninja, Avithmetician, Bard, Dancer, Onion Knight, Soldier, Sky Pirate, Sword Saint,
Skyseer, Netherseer, Game Hunter, Machinist

Hats are very similar to Clothes, they grant minor HP and MP along with Physical and Magick ATK and status bonuses. Even though the HP they grant is

much lower than that of a Helm, the attributes they instate are more than enough to make up

Leather Cap

Plumed Hat 16 5 Shop 30 -

Red Hood 24 8 Shop 800 —

Headgear 32 0 Shop 1,200 ATK: Phys+1

Wizard's Hat 40 12 Shop 1,800 ATK: Mag+1

Green Beret 48 0 Shop 3,000 Speed +1

Headband 56 =) Shop 5,000 ATK: Phys+2

Brass Coronet 60 100 Rendezvous Mode 0  ATK: Mag+3, Immune: Silence
Celebrant’s Miter 64 20 Shop 6,000 ATK: Mag+1

Black Cowl 72 0 Shop 7,000 —

Gold Hairpin 80 30 Shop 12,000 Immune: Silence

Lambent Hat 88 15 Shop 16,000 ATK: Mag+1, Speed +1

Thief's Cap 100 0 Shop 35,000 Speed +2, Immune: Immobilize, Disable
Acacia Hat 120 20 Melee Mode 0  Speed +2, Immune: Berserk, Charm, Confuse

wover’ - HELNIS
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Equipped By: Knight, Dragoon, Samurai, Dark Knight, Onion Knight, Holy Knight, Game Hunter,

Saint Sword, Divine Knight, Sky Pirate, Templar

Justlike Armor, Helms improve your HP rating by a substantial amount. They are very good ar the beginning stages of the game, but just as with Armor, the

SHILEDS _7 attribute bonuses that Hats,offer become more useful than just simple HP upgrades.
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Item Name | Location = !
Leather Helm 10 0 Shop 200 -
Bronze Helm 20 0 Shap 500 —
Iran Helm 30 0 Shop 1,000 -
Barbut 40 0 Shop 1,500 =
ACCESSORIESS= Mythril Helm 50 0 Shop 2100 -
Golden Helm 60 0 Shop 2800 —
Close Helm 70 0 Shoep 4,000 -
Diamond Helm 80 0 Shop 6,000 —
Platinum Helm 90 0 Shop 8,000 —
Circlet 100 0 Shop 10,000 —
Crystal Helm 120 0 Shop 14,000 —
Genji Helm 130 0 Steal: Elmdore = -
Grand Helm 150 0 Midlight's Deep, “The Interstice” 10 Immune: Blind, Sleep
Vanguard Helm 150 20 Rendezvous Mode 0
Onion Helm 200 0 Melee Mode 0 Onion Knight Only
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HAIR ADOFINMENT
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Hair Adornments exist simply to offer protection against many status ailments at a time. Since status ailments can be a severe hindrance to your unit's
ability to attack, Hair Adornment become a very important item for your defense. As an interesting note, Cloud is the only male character that can wear
Hmr Adornment.
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Cachusha 20 0 Poach: Pig 20,000 Immune: Undead, Blmd Sllence Pmsun Slow, Immobmze D|sahle Dnnm Toad

Barette 20 0 Remove: Alma 20,000 Immune: KO, Stone, Confuse, Vampire, Berserk, Stop, Charm, Sleep, Traitor

Ribbon 10 0 Poach: Wild Boar 60,000 Immune: KO, Undead, Stone, Traitor, Blind, Confuse, Silence, Vampire, Berserk, Toad, Poison,

Slow, Stop, Charm, Sleep, Immobilize, Disable, Doom

Equipped By: Knight, Dragoon, Samurai, Dark Knight, Onion Knight, Holy Knight,

Game Hunter, Sword Saint, Divine Knight, Sky Pirate, Templar

Shields increase the Shield Evasion rating of your units significantly, against both physical and magickal attacks. Many of them also offer resistances against
specific elements. When combined with Knight Swords, which also increase a unit’s Block, a character’s ability to avoid strikes is augmented significantly.
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Item Name | S-EvPhys. | S-EvMg. Location _ Cost Attributes

Escutcheon 10% Shop 400 -

Buckler 13% 3% Shop 700 -

Bronze Shield 16% 0% Shop 1,200 -

Round Shield 19% 0% Shop 1,600 —

Mythril Shield 22% 5% Shop 2500 -

Golden Shield 25% 0% Shop 3,500 -

Ice Shield 28% 0% Shop 6,000 Absorbs: Ice, Halves: Fire, Weakness: Lightning

Flame Shield 31% 0% Shop 6,500 Absorbs: Fire, Halves: Ice, Weakness: Water

Aegis Shield 10% 50% Shop 10,000 ATK: Mag+1

Diamond Shield 34% 18% Shop 12,000 —

Platinum Shield 37% 10% Shop 16,000 —

Crystal Shield 40% 15% Shop 21,000 —

Genji Shield 43% 0% Steal: Elmdore 0 =

Kaiser Shield 46% 20% Midlight's Deep, “The Catacombs™ 0  Boosts: Fire, Lightning, Ice

Venetian Shield 50% 25% Midlight's Deep, “The Interstice” 0  Halves: Fire, Lightning, Ice

Reverie Shield 50% 25% Melee Mode 0  Halves: Fire, Ice, Lightning, Water, Wind, Earth, Holy,
Dark

Escutcheon 75% 50% Nelveska Temple 0
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Aside from their weapons and suits, units can also equip Accessories, which increase various stats while providing other status effects. All Accessories can be
equipped by any unit whether they are male or female, the only exceptions being Perfume and Lip Rouge, which only female units can equip...sorry Cloud.
Though most accessories don't effect your evade rating, Cloaks are specifically designed to do just that. It is recommended that you look over the abilities that
Accessories provide very closely and equip the ones that best help the play style of each unit.

ARMGUARDS
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Eguipped By: All units accept Reis (Dragonkin).
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ltem Name | n

Power Gauntlet Shap 5,000 ATK: Phys-f-1

Magepower Glove Shap 20,000 ATK: Mag+2

Bracer Shop 50,000 ATK: Phys+3

Genji Glove Rendezvous Mode 0 ATK: Phys+2 Mag+2

Brigand's Gloves Rendezvous Mode 0  Speed +1, Equip: Haste

Onion Gloves Melee Mode 0 Immune: KO, Undead, Stone, Trator, Blind, Confuse, Silence, Vampire, Berserk, Toad, Poison, Slow, Stop, Charm, Sleep,

Immobilize, Disable, Doom Onion Knight Only
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SHOES
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~ Location =

Batle Boots Shop 1,000 Move +1
Spike Boots Shop 1,200 Jump +1
Rubber Boots Shop 1,500 Immune: Immobilize, Negates: Lightning
Winged Boots Shop 2,500 Equip: Float
Red Shoes Shop 10,000 ATK: Mag+1, Move +1
Germinas Boots Shop 5,000 Move +1, Jump +1
Hermes Shoes Shop 7,000 Speed +1

i Gaius Caligae Melee Mode 0 Move +2

-~ RINGS

Anm RMLETS

ITEMS 5"
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§ CLOAKS

Egmpped By: All units.
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Iltem Name ~ Location
Reflect Ring Shap
Protect Ring Shop

$ Magick Ring Shap

: Cursed Ring Midlight's Deep, “The Palings”
Angel Ring Shop
Sage's Ring Melee, Rendezvous Mode

10,000 Equip: Reflect
5,000 Immune: Sleep, Doom
10,000 Immune: Silence, Berserk
ATK: Phys+1, Mag-+1, Speed +1, Equip: Undead, Immune: Traitor
20,000 Equip: Reraise, Immune: KO, Blind
Boosts: Fire, Ice, Lightning, Water, Wind, Earth, Holy, Dark
Absorbs: Fire, Ice, Lightning, Water, Wind, Earth, Holy, Dark

E

Eqmpped By: All units.
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Guardian Bracelet
Jade Armlet

Japa Mala

Nu Khai Armband
Diamond Bracelet
Empyreal Armband

Location
% ~Shop
/g Shop
Shop
Shop
Shop
Melee Mode

5,000

10,000

15,000

10,000

7,000
0

Immune: Immobilize, Disable

Immuneg: Stap, Stone

Immune: Undead, Vampire, Toad, Poison, Boosts: Fire, Lightning, Ice, Wind, Earth, Water, Holy, Dark
Immunes: Charm, Confuse, Halves: Dark

Immune: Slow

Speed +1, Immune: Slow, Stop, Immobilize

Shoulder Cape
Leather Cloak
Mage's Cloak

Elven Cloak
Vampire Cape
Featherweave Cloak
Invisibility Cloak

Shap : ” =

Shop 800 =

Shop 2,000 ATK: Mag+1

Shop 8,000 =

Shop 15,000 -

Shop 20,000 = =
Mount Germinas 0 Equip: Invisible




PERFUMES
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Clage = Poach: Swme 60, UDO : Equip: Reraise, Reen

Cherche Poach: Behemoth King 60,000 Equip: Levitate, Reflect
Septime Poach: Hydra 60,000 ATK: Mag+1, Equip: Haste, Invisible
Sortilége - Poach: Red Dragon 60,000 Equip: Protect, Shell
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l:,guzpped By: Female units.

Tynar Rouge Special Event 500,000  Equip: Protect, Shell

DIS| LE ITEMS

THHO\NING WEAPONS
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This category is devoted to weapons that are only used with the Ninja “Throw” ability. Once thrown, these weapons disappear from your inventory
entxrely Stock up on these items 1f you ﬁequently use Throw

Shurken Ghaperz . 0 Attack Power: 4

Fuma Shuriken Chapter 3 300 Attack Power: 7

Yagyu Darkrood Chapterd > = 1000 Attack Power: 10

Flameburst Bomb Chapter2 g 230 Attack Power: 8, Element: Fire

Spark Bomb Chapter 2 250 Attack Power: 8, Element: Lightning

Snowmelt Bomb Chapter 2 250 Attack Power: 8, Element: Water
USE ITEMS
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Used By: Any class with Items.

These items are used with the Chemist’s “Item” ability. They immediately disappear from your inventory after being used. It is best to buy them in bulk
from your local shop to ensure that you always have them readily available for use. The “Location” column shows after which chapter each of these items
becomes available in shops.

Potion Chapter 1~4 50 Restores 30 HP

Hi-Potion Chapter 1—4 200 Restores 70 HP

X-Potion Chapter 3—~4 700 Restores 150 HP

Ether Chapter 2—4 200 Restores MP 20

Hi-Ether Chapter 3—4 600 Restores 50 MP

Elixir Poach: Greater Malboro 0 Both MP and HP refilled completely

Antidote Chapter 1—4 50 Cures Poison

Eye Drops Chapter 1~4 50 Cures Blind

Echo Herbs Chapter 1—4 50 Cures Mute €
Maiden’s Kiss Chapter 1~4 50 Cures Toad 4§ JITEMDATA
Gold Negdle Chapter 1~4 100 Cures Stane :
Holy Water Chapter 2—4 2000 Cures Undead and Vampire

Remedy Chapter 2~4 350 Cures Stone, Blind, Confuse, Mute, Oil, Toad, Poison, Sleep

Phoenix Down Chapter 1~4 300 Cures KO
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