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IN THE HEART OF THE WORLD,
A STORY BEGINS

Deep under the surface of the planet, a civilization has thrived B ¢ S
__ under the power of technology and perseverance. The horrors of a great PTI-1 4
" environmental catastrophe have driven humanity from the embrace of the light above / . BT -
g into the mysteries of the deep earth, but some people still have hope for the future. Even N ' -
& - as many pockets of life are forced to fight harder against both nature and :

internal strife, there are a few heroes who see a different future. Where that spark of hope and ¢l /
desperation will lead is o question for the future to answer. N\ /

Yet, the path will be fraught with peril. There are so many dangers in the tunnels and caves of this dark & :

place that even bravery might not bring these warriors back into the light. The pages beyond this .- /
point will reveal the fraps and secrets of the subterranean world, and this will provide the

edgethat ensures victory for the heroes of Dragon Quarter.

INTRODUCTION <



avigating the world beneath in Dragon Quarter,
-elements of this guide may need explanation.
s designed 10 illustrate what oll of the
and individual components of the

ugh are and how they work.

u're comfortoble with the game and hove
d for o bit, the information becomes easier
nd and apply to your own game. Good

WEAPON TABLES

‘section of the guide hus many entries for weapons,
, and general items that you'l find throughout your
. Most of them ore self-explanatory, but the Weapon Tables
complicated. Here's an example of whot's to come and
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X Unusable Slot
RANGER EDGE 10AP  Sike - %
€0ST RANGE ATT  MAG WT SPECIAL 20AP  Vert Slash ° X
400z 150 16 0 [ - 30AP  Deathbringer X X
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NNANCFL'I FUNCTIONS II THE COLONY THE COLONY KOKON HORAY HESTIARY
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. WALKTHROUGH ELEMENTS”/—“‘“ —

\ There are many parls of the walkthrough that may need a bit of description 1o
~ beaoppreciated and used. Take a look through this section fo get a peek ot
L what you'll find.

If you ploy through the gome muliple times, whether from restarfing or complet-
ing the game and beginning again, you'll nofice that certain items (boxes and
monsters) are located in different areas of the same map. This is because there
ure essentially two layouts for each map: A and B.

On the map that there are White Boxes with either an A or o B inside. These show
the locations of the White Boxes in the game and what layout you have for that
map. So, if you come upon a White Box A, you know that the rest of the boxes
follow Layout A.

The location of three things won't change based on the loyout: the Key, the Blue
Chest, and the D-Rafio Doors. These ore all stofic and remain in the some spot

regardless of how often you try a level.
lcon  Description
T E"Ef ‘White Box on Layeut A
&l M-hm
o Ky
B Bloe Chest 7
= - ————=——= e Lo [ SR o T ] "
"2 POWERGAMING | ? “—I'ili'rih'
[} ' | s _'.l-l' -

The hest strategies are colled out within this box. At times, there's o flowless sirategy against o Mhﬁ

is shown. . -I \.,’J

Whatever's mentioned, it’s sure to moke the game easier. However, since some of the sirategies are polenti

| lize the concepts offered. -y }‘1: by,

- - . - -
a1 9 G N s

+ ’ 3 iy L [ - - il

¥ entries and won't include all of the information that con be found in the Bestiary, but they give enough information for you fo

L | HP | XP know what's coming.

FtltE ICE ELEC
I 50% | 100% Hoal

DROP
Seit: I"!uulm Snul (1:4) i
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TACTICS
Many different opics are discussed in these setions, but most often, you'll Tips are provided throughout the walkthrough to offer some hints and sugges-
discover that new skills and sirategies are mentioned. Take advantage of the fions that may not be readily apparent. Keep an eye out for these and for the
wisdom in these sections and get an edge over your compefition, infarmation they contain!

B b-RATIO CHECK ]

I
il' D-Ratio Check: 1/X |

The D-Ratio Checks signify areas in the game that require your party to hove a D-Ratio of, or abave, o certain number. If the D-Ratio check is
1/1024, your party needs that D-Ratio or something higher (1/4, 1/8, 1/16, etc.) to enter.

|

II 3 . . .

1] Typically, these sections include extra monsters and treasure, pay close aitention fo them.
|

|
This foble hos o summary of the information included in the full Bestiary entry. This is not ol of the Bass data, but it should be enough 1o get you started on the battle.

If you want to beat Cyclops with some semblance
of valor, you can just hold your ground an Round
1, build up your AP and wait for him to come fo

: I
17 440 70 ' e
o ( EARPES T
— . 20AP-30AP-30AP-30AP combo, Then
Fﬂ_m \ . stond there and trade blows for o few turns
R i until he has the grace to die. To be safe, heal
HIEH Fﬂ- after every one of his affacks, because he starts
3[“ [1}7 T - -

doing more damage when his HP gefs low.

"

Boss Strategy

All of the strategy needed to decimate the boss is right here! Screenshals
and hints provide even more insight into the bess“own tactics,
_‘-—'“-"J-“ﬂ-ﬁ-—‘—loﬂ—\_——-‘—-&w—'- T T e
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A ADVANCED FUNCTIONS

-

BESTIARY

These are the obvious stats and here’s whot they affect.

m Starting Hit Point
Y . ' o B _i] S 1

B ™ - ‘ 1

b . = - — Party Experience
Drop/Steal ltems BRUBE Selt: Plasme Seud (1°4) | | ey Tera— ‘ maing i '
Vulnerabilities =
St Redudtion

Vulnerabilities

Element Types Damage

=) .Illll..

Status Condition

Vulnerabilities

s oll show the chance thot a spe- : _7_
lﬁmnnfmlutk has of occurring

m’ IR, 158, or 100%). 1o lelu frul Pllpl:nl .Iﬂuch
monster & immune fo an attack, it's vl T
soted i the able, v IR SEE e S i
- Speed Initiative; A dnmiu with high Speed acts cts before others
~ Movement - Ronge of Movemeat
Absolute Defense Shielding; Restores itself after every cumlm and prevents

those with it from taking massive damage
s
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1 ___mnnmuum

s person, Ryw i  sensitve and courogoous od; mmanmmmm .
fhwfhmm mdﬂtm&nﬂ&mhmwﬁhﬁimdlumﬁﬁhyu

: lﬂmmwmmmmmmmwmw e the

*common people us o lesser breed entirely, but Ryu doesn't care in the least. Perhaps thisis o result of
~ Ryu's own rating, whichis not very high, Or maybe Ryu senses a power of a different sort that is begin-
g 1o toke form in this subferranean world.

When it comes 1o a fight, Ryu is o monster. Driven by necessity and anger, he takes the fight fo malevo-
Jent Genics and anything ekse that fries fo hurt the people he cares about. With a sword and shield in his
hands, this blodesman is not o person fo be frifled with. Affer the early levels of the game quickly pass,
you'l find that Ryu is @ powerhouse for your party. In batle, expect Ryu 1o be on the fron lines laying
~ down foes ond toking damage with the best of them. Prepare for this ond depend on it

To trigger battles with Ryu, swing your blade ot monsters who are getiing o fod foo dose. This isn't

long:ronged attack, but it occurs quickly. For this reason, Ryu is a wonderful person to have in the lead of  parly; you won't foce enemy Exira Tums nearly os often i you ler
battles against single forgets is perfect with Ryv, although Lin is usually o better choice for engaging mulfiple enemies.

Ryu's out of bottle ability will manifest early in the game, and he will be able to dharge around the map of high speed; hakmdmmmnsmnufthaw;mhﬂlmuwmhﬂh
quile nifty and fun. This technique can get you out of a fight spot (if a fight looks like foo much to handle), and it can get you through leveks very quickly. The downside of all this is that Ryu v
meal with his powers for long. Once the D-Counter begins to tick (which is discussed in detail in the Advanced Fundiions section), this power will use up Ryu's precious fime. For this reason, you cannot s
power forever.

Ryu's greatest ability in batile hos its own section; when you wani fo learn more, read through the Advonced Funciions section o see the glory of Ry’s dragon powers.

10 AP 30 AP

TARGET  TYPE  DESCRIPTION SKILLNAME _ TARGET __ TYPE _ DESCRIPTION _
Sde Slosh ~ Spread Physical  Attack Power 80% and Accuracy ~20% Deathdeaver Uit Physial nmmumgmmmamwm
Tt U Piysial - Atrock Power 25% regardiess of enemy Defonse}  Terwbresk  Usi Physial  Attuck Powar 100% (regurdiess of anemy Defense)
Hick Unit Physicol  Attock Power 75% and hit-badk power of 2.5m. Gossviper  Unit Physical  Hut-ond-rvn Physical Attack (Criical Chamce +75%)
 Thnlep S Spociad  Ensures that the next attock will shways it GrdeStoge  Grde Physical  Norma physica attack
Ogre Shice Unit Physial  Accuracy ~50% and, it it hits, couses a Critical Attadk of 75%) Deathbringer  Unit Physical  Attack Power 125% (If it hits, Gritical Attack is 100%)
| Do Weopon  Unit Physkd  Attock Power 80% und Reduces eneary Attack by 5% © Violst Dosth  Spreod  Physical 11 Hi: Abtuck Powor 20% (rogordiess of Defensol, 2nd Hit:
Rust Ammor Uit Physicl  Attack Power 80% und Reduces enemy Defense by 5% ' 100% Critical
rn—h st Physical  Attock Power 80% and Reduces ooemy Mogi by 5% Greol Smosh  Unit Physicol  Instant death ottadk (I it fails, deols normal domage)
Urit Physial  Attock Power 80% und Reduces enemy Speed by 5%
1_ - Uit Physical  Attock Power 80% ond Roduces sosmry Movement by 5%
20 AP

SKILLNAME  TARGET  TYPE  DESCRIPTION
Vet Slesh  Unit Physical  Attodk Power 130% ond Accurncy ~20%

Fang Line Physical lﬂﬁm%m;deﬁfml

o typerlid Unit Physkl  Attock Power 120% and Wit-back power of 4.0m
Huzect Unit Physical  Attack Power 120% and Accoracy +50%

o Mox s Spodel  increses XP vulve of uttuck eaemy by 10% (Covses na domoge)
Spiitcharge ol Spocial  Attock Power mtiphied by 1.5 for next tum only

| Bodesmod  Un Physical  Adjests attuck pawer to provent enesry HP from Kitting 0
Wid Swing  Unit Physicel  Random damage between S0% and 200%

 Disharge  Unit Phrysicl  Rucords damage roceived during battle nod returns it
Crimson Roid ~ Unit Physical  Restores HP to Ryw equal to 10% of dumoge dealt

[ Reveal Unit Physicl  Demage varies occording fo amount of Ryw'’s remaining HP

Skullsplt Unit Physical  Attack Pawer 125% (Deals domage fo enemmy’s AP)







ADVANCEDlFUNCﬂDMS i WALKTHROUGH THE COLONY . KOKON' HORAY BESTIARY

‘ Bosch is o well-ranked Ranger

isn't as charismatic as

having a person who's 'ﬂulb

that Ranger. With the facade of

: thing to advance his career and ﬁh

| prohnhlymyrhmmmmoﬂh i
| e 1 Bosch’s friend. With his eyes set on a Ilgmﬂs

dangerous man. f"'""' ‘

In a fight, it's foolish to ignore Bosch’s Beast Blade, o reinforced mplq. eap
| cppears to be frail, but it won't fail him when he foces off against uﬂmlllm{' '
Genics (or anything else that moves against him). Bosch does not have a very e
sive set of skills fo use in hatiles, but the ones that he hos mastered are quite suffi- iy
cient for laying down the low oguinst Trinity and Genics.

Bosch doesn't feel that he needs to use his sword fo engage in combal. When heisout

of battle and sees enemies, Bosch will simply run over and kick af them fo get things ﬁ
starfed. This has less range and takes longer than Ryw's mare efficient Hninhts,g. .'|‘ '
it isn't very wise to have Bosch in the lead unless you ore very mmhmihvlﬁ the Y
monsters in the area. Carry a bit of meat around if you are going ta hove Bosch of the

front. With tha, ot least you can distract the monsters while your companion hurries

over fo kick them in the rump.

10 AP
SKILL NAME TM!GI'.T TYPE  DESCRIPTION
Thewst. Physial  Attack Power 25% (regurdless of enemy Dfemse Power)

Poisonbite Uﬂ Physicl  Attack Power 80%, Poisons enemy
20 AP
SKILL NAME _ TARGET TYPE  DESCRIPTION
Famg Ll Physicol  Attack Power 40% (regordless of ememy Dofomse Powar)
Lion Smash Unit Physical  Attack Power 110%, Accoracy -20%
=
BoscH (1)







Nina is o young girl who you meet early in the game, and her existence is somewhat
of a mystery. The girl can hardly speak, and she is ferrified of peaple even more than
she is frightened of monsters. This hints of o troubled past for the girl in her tattered
tlothes, but Ryu is not the type of person who would abandon o lady in need. Athough
Nina is good with mogic and can profect herself, Ryu immediately comes to her aid
when the chance arises. The kinship between these twa is quite sirong, ond this bond
will lead them both onto a very long path.

Nina's spells can wound and slow enemies down over very large areas. Even in the
beginning, if is possible 1o keep enemies at bay with Nina's mogical fraps. When trea-
fures get close to her, things don't fare nearly as well. Nina isn't strong enough to
wear very solid armor, ond this limits her defensive obilities. When Genics try to
tharge her, the safest option is o refreat and let Ryu teach them respect for the inno-
cent. Nina isn't o heavy damage dealer, and her greatest gift to the party rests on
your use of her Traps and Debuff spells (spells that reduce enemy statistics).
Fortunately, Nina has o greot deol of speed, and that lets her determine the direction
of the batile, even if she plays o supporting role in the process.

Nina just isn't an aggressive person, and having her lead the party is almost a recipe for
disaster. If takes a while for Nina to swing her staff around, so she often fails to start o
fight on the right foo!. Beyond that, you don’t want her to be up front when things start fo
fly. Only on rare occasions will you want to put this fragile crecture in the lead.

Nina has the ability to draw items to her over a substantiol distance. When things have fall-
en by the wayside, or are in the middle of an enemy cluster, this con be o nifty technique.

In comhat, Ninu is limited to costing three Magical Traps of a ime. To counter this, she
also has o special obility that will erase any of her Traps that are currently on the
ploying field. This occurs instantly and will free up all of Nina's slots,

20 AP
R

_SKILLNAME _TARGET __TYPE

; S Sy |







B snuu Nme msrr T DESCRIPTION

hﬂn‘! Shot lllndl’m.?ﬂ%,ﬁhliw#‘lhw

Hoy Hoyl Uit Shot  Adds elfects fo successive sitecs

How's That?  Unit Shot hvﬁnwlﬂdhnhupr
(AL, T

Cmerel Unit Spedal lvmlhlmhh-dns

20 AP
SKILLNAME _TARGET __TYPE _ DESCRIPTION _

Go Ont Unit Shot Aﬁlmmukpnwunﬂnlmlﬂ‘ﬂmlbmnn
KespAthl  Line Shat it Power 120%, Gives weigt o posrtion
T&iﬂ Ut Shat  Either misses, o bos o Reverse efed

Lin is a powerful member of Trinity, an organization that wanis to live outside of the Rangers' Outta My Way  Unit Shot  Hit-back effed

tyronny. Some people will lobel them as terrorists, while others seek their protection. The fruth Toke Thisl ot Shot 0% Attodk Pawer rogariles:

falls somewhere in between, and Lin is o better example of Trinity's bes! side. Even though this

militont woman keeps a gun at her side af ofl fimes, she also has o fremendous omouni of empo- 30 AP

thy and inteligence. Things could go very poorly when Ryu and Lin mee, but the strengih of their SKILLNAME _TARGET TYPE __DESCRIPTION

charadters ollows the two o give each other a chonce. In the long run, they prabably have ot fo APresent  Spedel  Spodel  Copias proviows etheck of misses

learn from each othes. Blow Up! ;p: 7;' aa::u 150% -

Lin s pretty good of taking down just about anything ot rnge. If an enemy can't refum fire or IetsDmal.  Chce Shot  Attock Power 150% —

dose the gap, she is on absolute demon. With her guns blazing, Lin con throw fire across the field  Tharshl Ust Shot Atk Power 100% (rogurdess of ssemy Dels

at several largets without fail. It is o wee hit hard for Lin to move oround in her provocative
armor, but her low speed is well worth the posifive aspects of her gear — solid protection from
enemy domage, of course.

I1isn't bad to have Lin in the lead. Not only can she start fights ot ronge {being o gunner), but These abifiies are applicable to the shielts of all characters. They're o crucial element to fhe overall
her low speed makes Extra Turns even more valuable fo her. There ore fights where Lin wouldn't strategy for the group, so don’t immediately disiss them os being insignificant when compared fo
even have the time for a shot unless she was the one fo starl everything. If you have any prob- the weapon-specific skills.

fems with Ryu being on point, put Lin there and enjoy the show.

Lin's out of combat ability is o charged shot that will push enemies away from her. This can be use-
ful for avoiding certain fights or for gefting fo more important freasure boxes or different enemies.

__SKILL NAME M'COST DES(RIPI’ION

Lin's combat ability is easily one of the coolest things in the game. Because of her Trinity combat

gear, Lin can run a profile on any of the enemies that you run across. Without wasfing a single cwnur 10 .ll' Couneratock phpid and shol attodks

Ability Point, Lin can tell you what elements the creature is weak to, what you con steal from the ?ﬂl ?;I:P ::ﬁtﬂ::ﬂ::r:: 1 (lasa shiskd)
beast, and other useful bits (sometimes even a warning on the monsters special attacks). This is o ST L o e

an ivaluable skl that shoukd be used heavily when entering new areas.Lin hos 1o b within T ———
moderate range of the creatures o do a profile, but this won't expose her any more than normal ShBoost  SAP  When i, characier Defemse mvuses by 1%

combat would. Soatch 15 AP Cts damage by 25%, Stals tms fram fcking soemis

H ' SAP *Stoals items from uttocking enesmies
IOIP (umhuhﬂﬂmuuhmhnjbﬂlh

!h?hd SAP

LN (©




INVENTORY

MOVEMENT =

%mmmwmdhmﬁﬁm
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as you wander through the world under the surfuce.

Although it's olso easy to navigate through the game’s menu system, there are a few points
of interes! that are worth nofing.

If you don’t have the time to select which
trop you want to use in the main game
- {when enemies may clready be dosing in
>, 2 an you), it's safer 1o head foward the Trap
0 by sub-menu. This gives you a graphic dis-
play of your remaining Trap ifems, and
it's simple to switch to whatever you want
without risking the wrath of the oncoming
bmh. From here, you can also change the order in which you cycle through these items.

| This is @ nice perk for peaple who carry around three or more types of Traps ond have o
specific order in which they want to use them.

v WE v

The Skills menu has a list that you can
select ot any fime. This fist not only shows
and describes all of the skills that you
have found, but it also gives unknown
symbols for all of the skills that you still
have to find. This is nice for gouging how
far your choracler’s knowledge has pro-
gressed. You should fry fo visit the Skills

menu as often os possible; every new weopon needs to be threaded with your best abilities,
| and it's also useful to examine new skills that you have leamed.

LT

The Party system is the best ploce in the
world, becouse that's where you get to
spend your Porty Experience. If you aren't
building up Party XP for another run |
through the game, then spend this os soon |
as you have enough for o new level. This

is 0 great way to push your party to sub- |
stantial power a1 an even higher rate.

Some nifty fricks for saving this XP are listed in the section for Using Your Experience, in

the Advanced Functions section.

How could the monsters win any fights withou! resorfing to nasty tricks and cheap stafus
effeds? Sure, these things even the playing field, but they can be vicious if one lands at the
wrong moment. Knowing the perils of these attacks and their appropriate cures is the first
slep 1o countering them. Slaughtering your enemies before they can cast these spells would
be even better, but that is not always possible.




Can’t move for 3 turns

Lowers Accuracy and Evosion Eye Drops
People atteck and move randomly Wake Up
Can’t attack for 3 turns Unlock
Lose HP each turn Anfidote
Sleep No action for 3 turns Wake Up
Stun You lose tum No Cure
Unconscious You are dead Tonic
Virus Gain 1/2 AP each turn Vocdne

Footloose

3 Turns of battle

3 Turns of battle
Walk it oft

3 Turns of battle
Until cured

3 Turns or until struck
1 Turn of battle

Until battle ends
Until cured

It's always good to have Multimeds around becouse that cures just ohaut everything in the game. Instead of having cheaper curative items, it's almost always better to pay a bit mare and use
only a single inventory slot. The several hundred Zenny you lose will often be earned back quickly by bringing home o few extra items ta sell. '

Some Status Effects will wear off over time. You have o walk these off or wait for o number
of combat rounds for them to disappear. Multimeds are best used in battle, for effects that
are dongerous fo your party's survival, and for long-term ailments (such as Poison). If you
keep 10 Multimeds on hand, it is unlikely that you will run into many problems. Just
remember to fill this slot up every time you stroll info town, and those pesky enemies will
loment their wosted talents.

TRAPS (THE PETS SYSTEM)

It only takes o few minutes 1o learn the bosics of the PETS system. There are o number of
Trops that you can set for your enemies in this game, and all of them will serve in some way
o give you an easier job when you trigger your encounter with the targeted group of ene-
mies. Read through this section to get an advanced idea of what each of the Traps are copo-
bile of and for the best fimes fo use these nifty little devices.

Traps and Effects

Bind Bomb Inflicts substantial domage and binds your enemies

Bomb Inflicts domage if it hits or will stay in place if it misses

Confusion Mushrooms  Food that most enemies will eat; this will confuse them

Dynamite Much like the bomb, clthough it blows up even if it misses

Fire Bomb After a delay, this bomb will explode and burn for  short time
Meat Will draw monsters to feed; great for ambushes

Poisoned Mushrooms  Food that will poison enemies

Prox Bomb An area-of-effect explosive

Rotten Meat Food that drives enemies away; even zombies aren’t saphrophages
Sleepy Mushrooms Food that puts enemies to sleep

All of the Trap items are useful, but it's best o keep o supply of only one or two of them al
a time (for inventory purposes). Choose the Traps that make the most sense for the fype of
fighting that you enjoy. If you want to wound the enemies ahead of fime, Bind Bombs and

Dynamite are wonderful chaices. If you're looking to glean the most Experience Points from
your battles, Meat is the pick of the litter. Rotten Meat gets you through areas without hav-
ing to fight.

Ultimately, oll of the Trap items ore good. Because the domoging items differ in their ele-
mental properties, it's nice to stock up on the right type of explosives before hitting some of
the elementally focused dungeons.

Not all creatures are drawn to food; yeu won't be able to fool humans or machines with such
o simple ploy, so have a set of Bind Bombs or something on that order if you are facing o
lot of these enemies.

Combining Trops can be a great way lo
have a good time. Dynamite and Bind
Bombs really go well with Meat. Creatures
will start to gather around some fresh
meat, and then you 0ss a Bind Bomb or
twa info the mix. This will serve well to
soften o tough group of enemies. You can
get into some pretty big XP fights this way
without risking your party’s health. These
tactics work even better if Lin is af the
head of your party (her ranged attacks in
the first round will end up hitfing all of
those grouped enemies for substantiol
damoge). If enemies can’t move, then Lin
is even more pleased with the situalion, A
boring batile for Ryu, no doubt, but he
can deal with being pul on the bench now
and then.

Gawvie Basics |«
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| How O USE THIS GUIDE

'mmmw&mﬁwam -
o reach o new area, it often wise in this umm;:ua
il when using equipment in batle, ond this section will help novice and

os. In comber, it only matters which item you're currently wielding, but this
: than very easy fo switch tems during combat, Tochnigues for ths ore ightly discussed af
__MMmhmmmmamhummumm

4 nicg thing fo have. You can ba the fustest and most agile beast on the planet, but any monster from down

j i n Inititive & fruly prohibitive,
‘Many ofthe heavier weapons i the game do have substaniol penales fo iatv, and tht mears tht
:'wmﬂom going before all of your enemies could slip back in the latter parts of the
round wih that shiny new {or mlwuwlm.in.l-immmybuﬂlﬁﬂmrhnummw
sacrifice, but s nice fo have a foster weapon os well. If you'ra focing weaker enemies, o fost weapon
mummddhlsuﬂmﬁmhm&mmmbﬂmrhmﬁngilmmdudn
Tactical Bonus to your experience). When o huge group of powerful monsters comes around the bend, i’s
best fo have your deadlest foot forward. Use your three weapon slots 1o have your best weapon, o fuster
weopon, and a pertinent elemental weapon for your rea. There are other combinations for equipped
weapons, but this sure & o useful one to consider.

Mmﬁmmarmnudmﬁlmwwﬂrwmuh&ﬂdmﬁmwme]mLn'sgumhm

ey come from thaf element, Thus,she con sl cust ic spels vith o fire
d, you wil always be able to shred any foes with an elementol weokness

_bmmdﬂmhﬂmnﬂ ane of your elemental staves when o more powerful one comes lone.
__.;lpuﬂpﬁﬁﬁﬂmhpmwdﬂhmlhiﬂhmmhwm

RYU’S BLADES
RANGER EDGE

154 COST RANGE  ATT MAG WT  AC T SPECIAL i Vert Slush
4002 150 16 0 =

||'J [ BUSTER SWORD

. (OST  RANGE ATT  MAG . SPECIAL
ST 20 =

STRONG SWORD

~ COST  RANGE AT
15002 200 12

RUBY MASER

COST RANGE  ATT
3000z 150

SAPPH IRE MASER

~ COST  RANGE MAG
30002 150
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LEGEND BLADE
(0ST  RANGE ATT  MAG  WT
_ 80000z 150 49 015

DRAGON BLADE
CosT RANGE  ATT MAG WT ACC

PISTOL
C0ST RANGE AT  MAG WT | = 20AP  Stay Here! Outta :\v Way X

10002 500 300 @

VICTORIOUS [T 108 Hey, Heyl

oSt RANGE  ATT MAG  WT PE 200P X

AUTORIFLE

[ RANGE  ATT MAG  WT W = SPECIAL
30002 500 12 0 10 +20% -

L _ : 10AP  HeyHel o @
CosT RANGE  ATT MAG WT 20AP  Keep At It! ® @
32002 30AF X X X

ICECANNON W0AP ey, H“, o B
CoST RANGE = 20AP  Keep At It e o
32001 500 ' : 30AF X X X

4 1 I L 1 Lo IR 2
" THUNDERRIFLE 10AP Hey, Hey! ™ °

€0ST RANGE 1 i 20AP  Keep At It ° ®
3200z 500 08P X X X

e o ool fua

CLEANER

COST  RANGE ATT  MAG  WT 5 o
32002 500

N ———
cosT

B
-

SILENTSCOPE
T COST  RANGE ATT  MAG WT  ACC  SPEOAL eIl Al
30AP  ®
" “ (<)
’ —— 5




STINGER
T
GRENADE
II'IWIh ‘IGOO
PYRdMANIA
T
GLACIER
'

800z 400

THOR HAMMER
R
ANTENNA
20040
MAGIC WAND
400
DELUXANTENN;-}
: -

6800 400
SLAPPER
N..l ino
HOLY HEART B
2(:000: ISN
DEMONSCYTHE

i .

200002 500

WIZARD WAND
s -

 HOW TO USE THIS GUIDE CHARACTERS GAME BASTS INVENTORY
10AP  There! X X
; \ : 20AP  Take This! ® X
44 0 15 -25% — 30AP  That's It! X X
[ 0 p —— I -
10AP  Hay Hey! ° °
1 1 " 20AP & o @
40 0 3 -10% —_— 30AP e ™ °
10AP  G-Flare . X
4 \ A DECIA 20AP ® @ X
0 15 5 0 5% when Fire magic is used AP @ ¢ X
w 5 = z - — S — s =
10AP  Frost ° X
1 A A PECIA 20AP [ L X
0 15 5 0 +5% when Ice is used = 0P @ o b ¢
10AP  Jolthall ° X
y A 20AP ° k) X
0 15 5 0 +5ﬁ M ulnl Mk magic is used 300F @ ° X
10AP  Jolt ° ®
: : - 20AP  Lightning X X
0 3 1 0 —_ 0P X X X
10AP  Jolt ° °
) A ! 20AP & o X
0 20 10 0 — 30AP @ = ® X
10AP ﬁ B L]
) A n 20AP Ining = =
0 3 1 0 = 30AP  Valhalla X X
10AP  Chopl X X
; A " 20AP X X X
42 0 2 -25% —_ 30aPp X X X
= s = o= - - =
10AP  Flore [ B
a a i 20AP = > X
0 32 15 0 — 30AF X X Kyrie
. e " o R — NI el s e
10AP  Frest - e
; : i 20AP ) ® X
0 32 15 0 p— 30AP X X Death
10AP  Flare e L]
1 ; A 20AP = a [ ]
0 60 5 0 — 300 @ ™ ™

H NB 'EHIEILIS

Armor is a pretty simple factor in Dragon Quarter, so it can be dealt with quickly. For the most port,
you should decide whether to focus on defense, movement range, or a fair mix of the two. Have your
standard armor be a nice blend i you aren’t entirely sure which side you prefer, and then keep two
bockup suits of armor that cover the extremes. In a bafile where you are mainfuining o fixed position,
it pays fo throw on your heaviest gear, but use your light armor if you have to be mobile (while fight-
ing ranged enemies and moges).
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precision. If you ever ore un
hefore you have fime fo
pary. Immunity to this ho oct will be o
suffers for t, Keep armor ike that in o spare.

b5 are an even more dynamic enlity in this gome. Not only do shields help to protec you from the evils of the worlds slings ond s

e, you won't have: o very large selection of shields, but before long, your enfire party will have access *ﬁ-huhg . Unlike weapon
pn acharacter is struck). Some of these are retributive, dealing damage fo the foolish enemy who moved against Mmm
g get the most out of your shields, itis nice 1o have o set with a skill-steoing ability, another with o profeciive
ollovs the notion tht you can switch 1o whatever you need during battle. Throw on the skill stealer if it a battle that you kno
profective shield when in doub, and then turn to the final shield during speciol drcumstances.

ffyou want to equip your characer for maximum survivabilty in the later stages of the game, t s nice fo have o set of shields with your best defensive chilies wove
equipped il give you a lot of leeway when you are faking on some of the game’s most diffcult foes for the first fime. Because many of the bes WM\W
completely sound fo have redundant shields with the same ability. g

Ryu s out in the middle of all the fights, so domage is a fact of life for him. When choosing shield skill, remember fo get something fun for him. Extra Ability Poins or
Weapon and Shield Boosts can add up if you are fighting longer battles (these are not useful ot allin the shart skirmishes, but the cumulafive noture of Mﬁ%

For someane like Nino, Snatch and Duststorm are persancl favarites. Snatch has ll of the functionality of Steal and  healthy reduction in domage fuken okso. You pay for ﬂﬁ']a extra Al
bt this is u fair cost for o powerful shield atiribute. 11

Simply put, Lin is of her best with Snatch or Leech Power. 4.2

One inferesting thing about shields is that some of the most powerful shields are very strong but sfill have no ﬁmﬁrﬂﬁ&ﬁk forces you info 0 fough
icant get out of frouble power that the shield skills allow, you can equip some fairly inexpensive and useful shields. For Ryu, being o melee charactes with
somefimes o good trade. For frail little Nino, this is not os likely to pay off (us you don't even want her on the front lines in the first place).

SHIELDS
RYU'S SHIELDS NINA’S SHIELDS

| SHIELD COST  DEFENSE  WT SKILL COST  DEFENSE  WT
' Ranger Shell 320 3 3 - Amulet 3 e
- Solid Shell 800 0 0 Phys.Def-25% Solid Ring 800 0 0 Phys.Def-25%
~ Astral Shell 800 0 0 MagDel-25% Astral Ring 500 § g 15N
B Buckler 100 8 3 &TL::: 2400 0 0 PhysDebS%
| ys &
~ Solid Guard 2400 0 0 Phys.Def-50% Astral Loop 2400 0 0 Mag.Def-50%
~ Astral Guard 2400 0 0 Mag.Def-50% Gold Arc 3200 16 3 X
Protector 3200 16 3 X Talisman 4000 b 1 =)
Riot Guard 4000 6 1 s Vari Ring 5000 0 0 Univ.Def-25%
~ Vari Shell 5000 0 0 Univ.Def-25% Platinum Arc 9000 2 1 X
" Chobham Plate 9000 2 1 X Vari Loop 15000 0 0 Univ.Def-50%
~ Vari Guord 15000 0 0 Univ.Def-50% Soul Rieg 24000 0 0
Soul Shell 24000 0 0 Special -
2 ~LIN'S SHIELDS
" SHIELD CosT DEFENSE wT SKILL
Tricharger 320 3 3 °
Solid Ribbon 800 0 0 Phys.Def-25%
r Astral Ribbon 800 0 0 Mag.Def-25%
~ Bangle 1600 8 5 X
Solid Bangle 2400 0 0 Phys.Def-50%
Astral Bangle 2400 0 0 Mag.Def-50%
Platinum Shield 3200 16 3 X
Hymnal 4000 [ 1 ®
Vari Ribbon 5000 0 0 Univ.Def-25%
Lightwave 9000 24 1 X
Vari Bangle 15000 0 0 Univ.Def-50%
Soul Ribbon 24000 0 0 Spedial




DEFENSE MOVEMENT SPECIAL PROPERTY
360 1 10

880 9 20 -_
2200 22 0 —
3300 16 5 Reduces Fire domage by 50% "
fce Gear 3300 16 5 Reduces Ice damage by 50% ~
I Plasma Gear 3300 16 5 Reduces Electric domage by 50% e Yoy 1
(=4 Poison Gear 3300 16 5 Protects agains! Poison condition '
=y Virus Gear 3300 16 5 Protects oguainst Virus condition ‘
4 Chaos Geor 3300 16 5 Protects aguinst Confuse condition
- Sleep Gear 3300 16 5 Protects against Sleep condition
< Blind Gear 3300 16 5 Protects ogainst Blind condition
—1 Bind Gear 3300 16 5 Protects ugainst Bind condition
Lol Stun Gear 3300 16 5 Protects ogainst Stun condition
bl Lock Gear 3300 16 5 Protects against Lock condition
Impact Gear 3600 17 5 Reduces hit-back distance by 75%
Death Gear 3900 18 5 Protects ogainst Instant-death attacks
Superlight 4000 12 25 —
Strider Suit 8400 17 15 —
Superheavy 9600 34 5 —
10000 14 10 Reduces likelihood of oll conditions
60000 12 5 te i 1o all conditions

PRICE DEFENSE MOVEMENT SPECIAL PROPERTY

360 12 10 —_—
800 7 20 -
2000 0 0 -
Fireproof 3000 14 5 Reduces Fire domaoge by 50%
Iceproof 3000 4 5 Reduces lce damage by 50%
Y Plasmaprool 3000 14 5 Reduces Electric damage by 50%
o 3000 14 5 Protects against Poison condition
-8 Virusproof 3000 14 5 Protects ogainst Virus condition
[} Chaosprool 3000 14 5 Protects ogainst Confuse condifion
bl Sleepproof 3000 14 5 Protects against Sleep condition
%  Blindproof 3000 14 5 Protects ogainst Blind condilion
B Bindproof 3000 14 5 Protects against Bind condition
el Stunproof 3000 14 5 Protects against Stun condition
=) Lockproof 3000 4 5 Protects ogainst Lock condition
Impactproof 3300 15 5 Reduces hit-back distonce by 75%
Deathproof 3600 16 5 Protects oguins! Instont-death attacks
Quick Garter 3900 10 25 —
Wild Garter 8100 15 15 —
Heavy Garter 9200 32 5 -—
Princess Guard 9600 12 5 Reduces likelihood of all conditions .
SaveQueen 54000 10 5 omplete immunity fo oll conditions S
SUIT PRICE DEFENSE MOVEMENT SPECIAL PROPERTY -
Slave Clothes 280 10 10 - e
Light Clothes 720 5 20 —
Heavy Clothes 1800 8 0 =
Fire Check 2700 12 5 Reduces Fire damage by 50%
Ice Check 2700 12 5 Reduces Ice damage by 50%
il Plasma Check 2700 12 5 Reduces Electric domage by 50%
P Poison Check 2700 12 5 Protects against Poison condition
=Y Virus Check 2700 12 5 Protects against Virus condifion
4 Choos Check 2700 12 5 Protects against Confuse condition
o Sleep Check 2700 12 5 Protects against Sleep condition
= Blind Check 2700 12 5 Protects against Blind condition
bnd|  Bind Check 2700 12 5 Protects agains! Bind condition
et Stun Check 2700 12 5 Protects against Stun condition
=1 Lock Check 2700 12 5 Protects ogains! Lock condition
Impact Check 3000 13 5 Reduces hit-back distance by 75%
Death Check 3300 14 5 Protects agains! Instant-death attacks
Light Robe 3600 8 25 —
White Robe 7800 13 15 -
Heavy Robe 8800 30 5 — .
Angel Coat 9200 10 10 Reduces likelihood of all conditions L
Divine Coat 48000 8 5 Complete immunity to all conditions I

|

S——

'

a '3 "] : y A
N LW




— —

g ¥ fizoe ——=

THE COLONY ¢ H KDKON HORAY ""1'—- BESTIARY
e~ [ -

X 5
ADVANCED Jil.lmitllr_ll\rs ” THE COLONY -—'
i - L J —

"GENERAL ITEMS

m\r sound obvious, but one of the greatest pieces of wisdom in Drogon Quarfer is to corry enough usable items o get | [l

8 u through any situation that may orise. Having curative items (1o save you from evil status ailments) can mokethe o s i“"
' difference in o longer hatile, and general healing is o must under any circumstance. There are no inns o simple 1\?"'." e
lealth solutions in the underworld. Your characters will have to use healing and curative items 1o regain every single ‘
pnml that s lost during the adventure, and you won't want to be caught in the middle of o huge dungeon (or - ‘
o s, o boss fight) without o single aid kit to rely on. Even when the cost seems prohibitive, shell out those Zenny ‘5
and get o least u stack of ten healing kits for every excursion. For many of the later dungeons (when you will likely ) (W

im exirm pockefs fo carry more items), if is wise to have of least wo stacks.

Innuse it doesn'f cost any Ability Points to use items in battle, you should heal characters as soon as they take any damage that is threatening. In boss fights, this is w trifical;
same bosses do so much damage that it is foolish 1o fall even 30 or 40 hit points short of your moximum. Fainting in the middle of bottle means that K:uiﬂl lose your attack, IHIIHI
tan be hard 1o turn the inifiative back against your enemies once they have stolen it from you. Heal ealy and heal often. Yet, healing items are nol the only ones of use 1o you.

There are many temporary items (such as Power Boost) that increase your possible domage oulput, one way or another. When on extremely importont round begins, throw one of
fhese items into the fire to push your best combination attacks to o more feverish pitch. Imagine the pawer of the following strike: before Ryu has his turn during @ round, Ning
ditects all of her AP to Ryu with Transfer and uses a 7th Sense on him as well. In a single round, you can combine several ifems and spell effacts in o synergistic way. The end
vesult will be o huge outpouring of domage in one attack (there are o number of enemies who are several limes ensier fo kill by Juckling them i this manner).

0f course, Dragon Quarfer limits your ability to come into battle with hundreds of kits and booster items by dramatically limiting your porty's inventory. This makes cerloin mun-
dane decisions very impartant during a dungeon crawl. Exactly how many healing kits are wise to bring? I5 it worth carrying around 30 Aid Kits, 20 Mulrimeds, Power Boosts, Range
Boosts, and everything else that you pick up? Perhaps, but you won't be able o grab much loot from the monsters and chests if you are playing it sufe. Moybe that is o trode that you are willing fo
make, but having substantial Zenny and an influx of powerful items can be of dramatic importance in the middle and late gome. As with many things, ifs o motter of bolone.

One nifty woy to keep your inventory dear is fo toke the most powerful heoling kits that you can offord. Insteod of having four stucks of Heal Kits (+50 Hit Poinis), you could buy an enfire stack of Med
' Kifs (+200 Hit Points). If you have substantial wealth 1o spare, you even have the opfion of buying the group healing items, the Mega Aid Kit and the Trauma Kit (which rmdinb]md everyone for 100
and 200 Hit Points). These cost a lot of money but are even better in terms of backpack efficiency. You can then limit yourself further by putting spore items in your iterm Jockes Jo save for futer dunm,lfi

the battles haven't been pushing you lo the edge, then it is unlike-
INVENTORY lyﬂmuhammmmsmmmddm\vmﬂm
ITEMS Mremmuﬁmmnmﬁwmmm
: don’r equip or use directly. Golden XP fickets and Presents ors fwo
item List | such items. These tems remain in your invento ﬂﬂwukht-
NAME COST PURPOSE sively from there. '
Heal Kit 60z Restores 50 HP 1o one person
Aid Kit 120z Restores 100 HP to one person Golden XP Tickets raise the amount of Expacience ﬂ"
Med Kit 2401 Restores 200 HP fo one person
Mega Aid Kit 360z Restores 100 HP 1o all members of your group from bﬂ‘lilhib{ f‘ p“m' mﬂﬁ?ﬁﬂu ﬂ*ﬁﬂl d
Trauma Kit 720z Restores 200 HP to oll members of your group exiremely usetul flem fo corry around. «an get up h?.ﬂ
Tonic 500z Cures Unconscious and restores 1/2 of Max HP these items. You can often find af least one per poss through the.
Escape 320z Lets a party flee from o Non-Boss Batile game (there is one spot in 1 the &WM lhﬂﬂ Is {
Antidote 202 Cures Poison status found). However, the best way fo gﬂ these is fo use “Tlm
Wake Up 202 Curses Confusion ond Sleep status ailments See the section on The Colony foward the end of the ﬂ“ﬁ' 1o find
Footloase 20z Cures Bind status cilment thout his;
Vaccine 20z Cures Virus status ailment out more @
Multimeds 100z Cures any aoilment except for Unconscious :
Fresh Meat Bz Bait for enemies; can restores 10 HP when used in battle : -~ ' iy
Dynamite 40z Fire element mini-homb that explodes on contact i . B
Bomb 80z Fire Trap that can be thrown or used in combat : {
Prox Bomb 80z Explodes when enemies approach or can be vsed at will in battle " Y
Confushroom 162 Bait that causes Confuse, will alflict you if used in battle I‘
Poisonshroom 161 Bait that couses Poison, will offfict you if used in battle
Sleepyshroom 162 Bait that causes Sleep, will afflict you if used in battle
Add AP N/A Adds 1 round of Ability Points to the current character e W
Full AP N/A Adds 2 rounds of Ability Points to the current character
3 Attack Boost N/A Increases the target character's attack by 25% for a battle round Presents increase the percenfoge of items that ore dropped by
\ Defense Boost N/A Increnses the target charucter’s defense by 25% for o battle round enemies that you kill. Although some may prefer the Experience
Speed Boost N/A Increases the target character’s initiative by 25% for a battle round 4 3
‘ . , items fo these, there i fitle reoson not to have both. The most
unge Boost N/A Increases the torget character’s range by 25% for a hattle round 3 e :
7th Sense N/A Raises all of the character’s battle stats by 50% for a round dependable place to 'f"d 0 Present is in Kokon Horay, which you
Golden EXP N/A Ruises Experience Points per battle by 5% can learn abaut fater in the guide as well
Present N/A Raises the chonce for monsters to drop items when they die
Tracker N/A Increase the range at which monsters are detecied on the mini-map
Save Token N/A Allows you to use the Telecorders to save your game one time

- - B ‘*ﬁﬁw
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Once everyone has a working knowledge of the game, everything else should
be an easy slide into a perfeet victory, Well, maybe 1t wan't be quite that easy.
In facl, Breath of fire: Dragan Quarter is one of the more challenging RPGs to
it the market over the post couple of years. Capcom hos decided 1o shake up
the stene by throwing o couple of curve balls ot the community, and players

will be both challenged and excited by the results. '

Even though the learning curve is a bit higher in this game than
for some of the more traditional titles, players will find that
things become much easier once they understand what .
the game is Irying to necomplish. At first, money
feels very fight ond experience is hard 1o come
by. After you learn where to laok for all of
thesa things, it will be you who determines how mony challenges you wish 1o foce.
Everything will become optional and you'll be able fo set your awn pace. Thus, be ready for
smooth sailing after a rough and

exciting lakeoff.

This section is useful for taking a look
at the mare complex aspects of the
gome. Using skill combinations, party
experientce, ond the SOL system, play-
ers can successfully mine all that this
game hos to offer. Without mostery of
these functions, if will be o much
harder run through the massive dun-

s they can o ‘Wmmlﬁwmnhﬁmmlnﬁkmupmmn-
ﬁwwmﬁrhﬂuwmmmmnmmwmmpm
‘skifl cost more and usually hil more fargets or hove o chance of adding secondary effects in
the process of doing domage.

The nice thing obout the skill system is that many skills have o perfect time and place. Ryu
has o very strong bosic attack (Slice does awesome damage for o 10-point attack), but o
well-ploced Kick can throw on enemy back ol the end of o long combat round (thus wosting
enemy Ability Paints os the creature moves back into position). Attacks that hit multiple ene-
mies often cost mare or do less damoge, but pay for themselves in full when several ene-
mies are clustered together. If you have your characters fill different rales, it will make
increase the effectiveness of your enlire party.

AR A
:' f /' “\\\

i % IJ'
| \\_‘-

FUNCTIONS

For example, Ryu is an incredible domage dealer when he’s facing o single oppanent. Even
shielded warriors who can obsorb attacks simply con't stand up to the brutal strikes that Ryu
con dish out. If you equip Ryu with os many high damage skills s possible, he'll excel as a
duelist, but this will leave him a hit exposed when you're thrown into & hottle agoins! six or
seven enemies af once; this is compounded if the enemies are sprend aut. Even with over
100 Ability Points, Ryu won't b able 1o
knock everyone down before he starts to
take a hit of domage: In this circum-
stance, Nino reveals herself as the girl
that will save the day. Almost every ele-
mentol ability thot Nina has can hit mul-
fiple enemies. When monsters start to
group around Ryv, a long burst of fire
spells will soften your enemies to the
point where a few slashes will finish each
one off. Nina's magical fraps also serve
well in keeping enemies al range.

To get the most out of each party member, it's crucial that you equip your people with the
right selection of skills. At best, assuming o perfect weapan, you'll get to choose three skills
for each level of action. With only nine total skills are available ot o given time, you'll hove
to consider what the character needs fo accomplish during o given figh!. Throw in high dom-
age skills for Ryu’s boss fight, but mayhe give him more group attacks for dealing with wan-
dering encounters, If Nina isn't coming through with raw damoge, give her the ability 1o
transfer her AP 10 o choradler thal's more successful of this. Have Lin ottack everything on
the field at max range or hove her - oitack everything on the field a1 max range (who
needs flexibility when you hit hard AND dress like o car?!). Facus on getfing what you want
out of each character and every battle will be easier.

One nifty trick far getting more skills info a given fight is fo carefully thread different <kills
into three weapons and hove them all on your character. This game is very lenient about
swilching between equipment pieces during battle, so you could have Ryu walk around with

i
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. sword for Boss fights, one for random encounters, and an elamental blode that counters

 the comman enemies in whaiever dungeon you're currently wandering through. Nina could

beset up fo have all of her elements on one stoff, true enough, but you could have her set

~ up 1o wisld ony of three elemental staves; each one could have o single element ond o wide

ronge of supporting spells. This would make Nina o lot more versatile, ond you'd have the
oplion 1o switch staves during any battle that required o different ele-

meal, Because weapon switching lakes no Ability Points, there’s %
fio reason Yo force one weapon lo do everything.

These are generic exomples, and many dungeans will require o more
subtle opproach. Nina's best stoves are usually generic ones, espe-
~dlly later in the game, so you wont often have three elemental
staves nf once. For Ryu, the loter weapons are often very large
ond heavy, so he often has fo keep o light weapon os a spare,
regardless of its skill selection.

Lin is
actually
the most

complicat-
ed char-
adler Io

use; her
skills ore exiremely interdependent.
IF you iry to avoid combos with her
and just stick with an ottack - or
two - that works, her performance
will not only suffer, but it will col-
lopse into near uselessness. Many
of Lin's skills, like Hey, Hey ond
such, are meant fo build up into
comhbos that are synergistic. Unlike
the other characters, Lin can quickly
dish out friple damage with o finy
combo. This makes your gunner a
fairly weak characler unfil you get
1o know her, of which time she
becomes o mainstay for the rest of
the game. As for her skills, it's nice
to have of least one weapon with
domage and debuff threads against
asingle enemy. During larger
fights, have o weapan with higher
ronge and a fon of 30-point attacks (Lin's Sniper Scope guns are absolutely incredible). Lin's
30-point shrikes ore meant fo soften mossive groups of targets, and the domage from these
gorgeous-looking fechniques is substontial. Blow Up! and Let's Dance! show off the real
power of range ond Areq of Effect (Aok) skills.

COMBINATIONS

There ore two types of combinations in Dragon Quarter; normol combinations and special
combinations. Normal combos are basically o string of your normal abilities, done in any

£ order, that gront o cumulntive +10% domage bonus Tor each new skill that is used i the

BESTIARY
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chain. Special combas are specific groups of skilks that are done with a result that is different
from the use of those skills outside of o combination. Theres no way to tell which skills com-
bina fo form a special combo, so it’s oll o motter of frial and error. .

Special Combinafions take a while to uncover.
Because you don't storl with many of the skills that
you need to pul off these nifty moves, they are dis-
cwssed throughout the guide. As you confinue fo add
10 your inventory of dirty tricks, you will be told how
1o complete more und more of these. From the
beginning of the game, Ryu’s Side Slash to Vertical
Slush combination is the first of these special moves
that you will encounter (this combo cause Ryu's
Vatfical Slash fo hit over o wide area, which is certainly useful and is neat fo watch).

BATTLE TECHNIQUES _

Because Dragon Quarter hos an acfive hattle system, there is a ot more to the fighting than
equipping the right weapons for the right moment. Indeed, you must start the fight off well
and keep the pressure on your enemies until the last one has fallen. Even o well-aquipped
party can be destroyed in this gama if you make o dire mistake or two during o vidous
encounter. Although each ployer must figure out what style to use over dozens of battles,
there are some common techniques that almost anyane can rely on fo succeed.

In battle, ruumnemaﬂmmmuhmruwmmhﬂﬂumimﬂlqm
you a lot of leeway when it comes fo most decisions. For one, movement does nol fruly cost
you anything until you end your tun or make an atfack agoinst your foes. This meons that
you tan toke a choracter's turn and run around the entire miMIh move-

ment radius fo see where the best point of attack or dﬂmﬂmﬂm
making on attock, you can choose fo rese! your posifion
Point. You won't find o better deal anywhere else. Use this often i
AP or two; several enemies may seem equally distant, bul ane'
for you fo get on extro uttack. o one i
with nine Ability Points.

A, Becouse some choroclers (Ryv) are

" erfulin close range MIM p
y:mr|u1rtvupwrallﬂurluulfll)M< isal _
move around freely once hﬂ[&@w i
one’s first turn means the most jnd lheim[u J.;l_
the rest of the fight. Imagine if ﬂw d your ground while

several enemies close fhe distance for o series of melee
attacks; Nina and Lin would be stonding right nex to
Ryu. This would give the enemies free reign on offadk-
ing whoaver they wanted,

To take some of the chonce out of
AR things, be willing 1o spend
\nf some Ability Points.
Have Ryu rush forward

‘ . B fo infercepl incoming
“B attackers. This not only gives them o

target of attnck, bul it serves os o screen {enemies have fo
move all the way around Ryu to advance on the ladies). In
general, you will want Ryu up front during combat while Nina

L
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- and Lin stick to the back and use their ranged attatks to wound entire groups of targets. If
ane of the two lodies is going to take o shot, fry fo make il Lin. Our lovely gummer con still
put on some hefty amor, and she olso has a dose attadk or fwo in the Inter game. By itself,
Shatter is o skill that puts the fear of doom into monsters” hearts,

When you're fighting enemies who have no ranged attacks of ofl, you con be o lot more
devastating. Nino has o ton of tricks up her sleeves, and these odd up fo o complefe mos-
tery of melee-bosed enemies. Nina's magicol Iraps can be luid over o substontiol area
between your porty and the enemies (especially when you use 20- and 30-AP spells). If you
lay magical traps, then thess will serva one of two purposes, depending on the monster.
Some monsters won't run through traps; they huddle in the cormer, avoiding the certain
dumage that wauld hit them should they advonce, Other creatures will charge through the
magical traps and lose health and Abillty Points along the woy. In either case, Nina can
entirely control battles if the enemios lack range and ambifion. Another secref of our unas-
suming mage is that she can target enemies through walls (Ryu and Lin can’t do this under
even the besf of enviroaments). This makes it possible to hove Nina peg awoy of creatures
that can't alwoys find o suitable poth 1o reach her. Unfair? Perhaps. Being o monster is a
nasty career, and they know the risks.

Mast of the fime, you will hove o deal with ronged combat. Instead of using magical fraps
and patience, foes under these conditions should be met head on. Ryu can thrust himself
fnto the thick of things as Nina and Lin start their work. If you are facing melee and ranged
alfackers, do everything that you can lo group them so that you don't end up with people
Hlanking your precious mage. Ryu only has enough APs 1o be in one place o one fime (usu-
ully), and you don't want o hoard of peaple to surround your group. To avoid this, back Lin
and Ning oway os Ryu tokes the early meles attockers. This will cause the enemy front to
advance (thus, they will consolidate their force, moking group ottacks much easier).

tff

I thera is cover ta be found in @ room, and there often is, you can always use that to your
advantage during o fough skirmish. Line of sight is olmost always needed for attacks in
Dragon Quarter, and o corner, pillor, or boulder can hide yau from the assault of almost
anything. What makes cover even more useful is the opportunity to build up Ability Points.
You can always luck your party away uiiil they are up fo their moximum APs; the first
enemy who pokes his head around the tormer in these coses will certainly regret what wil
happen nex!.

EXPERIENCE POINT SYSTEM

The experience system in Dragon Quarter is olso something that is novel and exciting. There are
two ways in which your party gathers experience. The first way is prefty normal, and most
gamers will be extremely comfortable with this system (you kifl monsters and gain experience,
and that experience is then divided and given to each member of your party). This systam is
tried and true, and you will gain your levels just as you do in many other saries.

The other type of experience is more versafile. Battles ond special items will give you Party
Experienca. This is olmost like an experienca hank. I¥'s possible 1o lat this gather for as long os
you wish, but eventually you will want to usa this experience o give your characters odditional
levels. The first nifty part is thet you con assign this experience fo anyane in your group. Do
you wanf fo catch Nina up so that she is the same level as Ryu? Go chead. Do you want 1o keep
leveling Ryu so that he is an undefeatable lord of battle? Fine by us. Party Experience is great
for rounding out your party and for customizing them to match your style of play.

As a bit of advice, you may want fo level Lin up more than anyone else; your gunner’s low
speed puts her pretty for back in the order of initiafive, and that can hurt o ln! in shor! encaun-
ters. Having a few bonus levels should ensure
that Lin is much more active in combat during
the early and middle gome.

The fun doesn't end there. There is an enfire
level of strategic use for party experience that
hides beneath the surfuce. i you die, give up,
or win the gome, you will have the chance lo
stort over of the beginning (or af your los!
save, for the first fwo allernatives). When you
restort, you will have lost your recently guined
experience and all those precious, wonderful
levels. It's sad, it's rough, but it's enfirely
expected. Yet, all of the party experience that
you have soved will still be there. If you are
getting to o point in the game where you just
feel overpowered and frustrated, lef the
restart option lead you 1o the winter of your
discontent. Saving up a ton of parfy experience will allow you 1o begin anew; a second run with
o fair measure of free levels will moke each step olong the journey o lof easier. You will gain
more experience paints (by winning lights more easily), and you will have mare money to
spare becouse you won't be wasting os much on healing tems. Plus, the enfire process is relox-
ing and enjoyable. Your enemies don't like this prospect so much, but that is their problem to
worry abou.

To give you on idea os fo how for your parly experience can go, the following table shows
roughly how much experience it takes to get all three of your party members up 1o a set level.
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390,000
961,000
1,925,000
3,500,000

There ore ways lo increase the omount of Parly Experience that your group receives. The

mos| obvious way is o fight ns many monsters as possible during your trips into the dun-

geons, bul tht is neither subile nor glorious. A better woy storfs with an understanding of
how Party Experience is awarded.

When your porty receives Experience Points for an encounter, the engine multiplies that
pumber by the sum of your listed Tactical Bonus and Rating Bonus. The result is the amount
of Party Experience that your group gains. See the following example;

Example

100 Experionce Points * (10% Tactical bonus + 60% Rating Bonus)
100 Experience Points * (70% Total Bonus)

70 Party Experionce Awarded for Battle

In really huge battles, it is even possible for you to earn more Party Experience than the
total amount for the monsters killed. This hoppens becouse the Rating Bonus con go above
200% by itself. Whether you are planning on
restarfing the game or not, it is fairly obvi-
ous that the Party Experience system is aii-
tal if you are inferested in getfing your char-
odlers into the higher levels. A healthy
understanding of the experience system
makes it o whole lof easier to set yourself up
for the kind of battles that receive massive
bonuses for Tactical and Rating porameters.

The Tactical Bonus system is bosed around
three things: Exira Turns, Food, and Party
Health. Your Tacticol Banus will be higher in
o fight where you initiate the encounter (os
opposed fo being surprised by your ene-
mies), fake no domage af all, and when the
fighting starts while the monsters are eafing
food. See the table below.

Tactical Bonus System
Purty Initiates Batile 2%
Battle Starts While Enemy Is Eating 3%
Mo Party Members Are Wounded in Battle %

! The owards are given independently. You get o fotal Tactical Bonus based on the sum of the
paramelers that you fulfilled. Because the sum of all three values only achieves o 10%
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bonus to your experience, it may seem
unimportant fo foeus on the game’s tadtical

. { &
4 4
aspects. The counterargument to this is tha

be the one 1o stori o hatile; it gives the ,’
character who atfacks o free round, it pre- e ‘
{which factor inta your final score), and it 4 ’ \ B

gives you more experience. Who would say

these bonus paints are given for things thot _ 2
you already shoot for. You always want o b ' \ |
vents your enemies from doing the same, i1
gets you a higher percentoge for Extra Turns

: )
o fo that? Second, it's alwoys great fo —=Z Y 4 ‘

L

escape battle unharmed, so that should be o =
goal for every encounter.

The only real sacrifice for this system is fo : i )
carry around enough meat so that you can »

lure enemies fo their gluttonous demise. This
con be a problem because it demands that
you use an inventory slot for the foad, if costs a it of money in the early game, and you
will spend a bit more time seffing up some of the fights. In the end, il is really o matter of
individual preference whether that extra 3% is warth the trouble. The nice thing ahout meat

EX Torn 12 1 o
Turn 1 10 2 2
Tom 2 8 3 Bl
Turn 3 6 4 [
Turn 4 4 5 8
Turn 5 2 [ 10
Torns 6-9 1 7 12
Turn 10+ 0 8 14
9 16
1

0 20

fossing is thal it sets up your party for an Aok spam affack. Ifﬁdﬁ;mhm&&
tered together for @ meal, you con have all three party members rush in with Ao atiacks.
This is a greal way to vaporize groups of light and medium enemies in the first turn.

So the Tactical Banus is useful and fun for the whale family, but what about the Reting
Bonus? The truth of that system will leod many o player into a lust for huge battles aguinst
as many enemies s the engine will let them pull fogether. The Rating system weighs the
total number of enemies that you kill in o battle ogainst the number of rounds that It tokes
fo bring those villains down. If you can gather o large enough hoard and fimely defeat
them, the rewards are fit for o king.

The finol Rating Bonus is calculated by mulfiplying the Time Factor by the Enemy Foclor. A
hattle with six enemies that lasted for three rounds would have o Rating Bonus of 60%.
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All of this may seem o bit complex unfil you have survived o few hattles und seen the math D-RATIO: A MEASURE OF SUCCESS

in action. These tables will give you o glance ot the underlying system that computes the : : =

Party Experience, but they really don’t matter as long as you can work on the end result; ]heDMhmub\!ﬁmﬂhﬁmWﬂmw, undliumuslinmrfmﬁonemls‘mmn
group enemies together ond dash them fo pieces os quickly os possible. If you can do that, measure of score. Affer surviving your journey to the end of the game, the systom will calewlate
then the experience points will roll into your coffers at o blinding rate. A healthy use of @ new Nlﬂfﬂ for you {For when you start Iha: gume over). Although you start with n'meml;r
meal to drow groups together will aid you in this, and don't be shy ahout foking risks with 1/8192, it foily easy 1o I"W"m on this with soch play through. The highest level s 14
Aok spells. For maximum experience, 1t is somefimes better fo destroy o lorge group on the ratio: o Dragon ﬂwn?r. This el entirely easy " ochieve, and i Tokes a lo _0{ proctice and
second round rather than prune its members down over three or four rounds. You will toke patience o pull off. Sl knowing how the score & ranked can make o huge difference!

more domage this way, but if the experience points are worth the frouble. ..

A final thing to menfion about levels is that no one is likely 1o run into the hord cap for
Experience Points in Drogon Quarfer. You con fake your party about os high os you could
ever wan! and still bave & tumber of levels fo go. Insteod of using o rigerous hard cap, the
developers decided 1o use o system of diminishing returns with regard 1o level rewards.
After level 60, charadters don't get much of anything from gaining levels. Sure, you will get
u point here and o point there, but nothing will show up to warrant the huge smount of
fime that it will ikely toka 1o gat thosa levels. For almost every player, level 60 is os high
as you should ever seek.
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Clear Time (in Hours)

[ '!5% 10 hhls Reached in Kokon cealed oreas still count toward your final Mop Completion percentoge.
9
[ ;:x ':‘EZ Horay (the Bonus s for Treasure Boxes Opened, you will find that this is o lo! easier fo score well on during
80%- 7 Poits Dungeon) your secand run through the game. The oreas hidden behind D-Rafio doors ofen hove of
7% & Poiats B50F 10 Polats least a chest or two, and this contributes well o your fotal.
:.:;::; : :::;: ::“'* : Points For scoring well on the Number of Saves section, you must resort 1o using femporary saves
s s 3 s only. This s a very scary thing {espedally if you live in an area where power fends to be o
60% 3 Foints B36F+ 7 Points s, L .
5%+ 2 Peints ST, s bit finicky). This may sound o bit extreme, but you may want to grab o very basic UPS
50%+ 1 Point B26F+ 5 Points (uninterruptible power supply) if you are playing this way. No one deserves fo play for ten
50%- 0 Points B21F+ 4 Points hours enly fo have o power flicker trash everything.
| :::’:’ : :"":’ Other than that, this isn't much of a limitation; people wha are going through the gome o
ik I&F: " l'::: second fime will rorely foce o challenge that they oren't ready for, Hurd soves aren't very
. ’ — 855 0 Points crifical when you have a killer party to rage through the game.
" 96%e 9 Points Koken Horay, the Fairy Dungeon, is a perfect way 1o fop off rnwphmll‘l‘mulm
Q4%+ 8 Points ag - some extra points by exploring the higher levels of the dungean. If you are o hair's width
92%+ 7 Points m'::;!""' level is odded to away from o Dragon Quarter viclary, the Fairy Dungeon is o uﬂuwm?ﬂl‘pﬂhlﬁl
- 0%+ b Points Ll sacred rank.
88%+ 5 Points T 18 (D-Ratio)
s 4 Pl '
| 84%+ 3 Points 100 Points 174 THE DREADED D-COUNTER -.
82%+ 2 Polats 95+ Points 1/8 Mter o certain point in the early game, an ominous counter will appear in the upper right
::2_'_' :I:::: :?—l;ah:s :’;;: side of your screen, Thumianuﬁhrudummdwthd{.hmhmmb'l{mfmﬁ.lf
| . A that counter reaches 100% before you finish the game, everything will be over for your
Troasira Boxns :2: :m :ﬁ;& belaved band of heroes. There are ways to prevent the counter from rising too quickly, but
| el - 70+ Poiats 1/256 there are no ways to reverse ifs fearsome tread. Time marches onward, and the D-Counter
Opened : ini
| [ 65+ Points lfs] 2 l:ret‘.pi inifs fﬂUISIepﬁ.
42+ 10 Points
39+ 9 Points :?: :m :f,;g‘:; Ryu's incredible ability to run around the world and bash monsters out of his way without
36+ 8 Points 50+ Points 17409 Iriggering o fight is addictive. It's fun, useful, and just couldn’t be allowed to continue with-
33+ 7 Paints 50- Points 1/8192 out o price. Thus, this is a point of increase for your D-Counter. Don't use Ryu's charge unless
\ 30+ & Points you absolutely need to bump an enemy out of the way without getting info a fussle. Well, if
25+ 5 Points you don'1 care about having 1o give up before the end, use the ability os much os you wani.
| 20+ 4 Points
15+ 3 Points
10+ 2 Points
E 5+ l Pml g
4-

Highest Floar

To find out what o person's score would be, odd up the values from the following tobles and
ok on the final toble to see what D-Ratio they would earm.

Number of Saves

By 10 Points 0 10 Points
9 9 Points 1 9 Points
o 8 Points 2 8 Points
1 7 Points 3 7 Points
B ki 6 Points 15 & Points
15 5 Points 6-7 5 Points
7 4 Points 8-9 4 Points
20 3 Paints 10-11 3 Points
s 2 Points 12:13 2 Points
% 1 Point 14-15 1 Point For Map Complefion, you only need to uncover a room. Often, an entire section will be
5 =8 0 Points 16+ 0 Points revealed just by walking into it. Yellow doors usually mark the break points for your map, so

BESTIARY
—l —
The Extra Turn Rate is a percentoge that reflects the number of random encounters that you
begin (rather than being attacked by your enemies). It isn't foo hard fo ge! a high ranking
in this areq, olthough o 95% may take some pradice in anficipating camera problems ond

ombushes.

| —

if is critical that you open every yellow door to at least poke your hetd in. Some yellow
doors hide broken elevator rooms and things that have no mojor importance, but the con-

"w T | L 9
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The big-ficket way to tack on D-Counter pains is to transform into a dragon. Affer the previ-
ously mentioned plot paint, this will be an opfion for you during every battle. To limi this,
you will wrack up mojor Counter points every fime you transform. The maral of the stary is
1o only change into o dragon when you need to, not when you want fo. If you have high
enough levels, you will onfy need fo transform during o couple of the boss fights of the very
end of the game. Even many of these are possible o survive without resorting fo dragon
power if you have incredible equipment and some proctice,

A form of domoge control for your D-Counter is to use the dragon os efficiently as possible
when you do have fo transform. The strateqy behind this is discussed in the next section.

MASTERING THE DRAGON: D-DIVING

Ryu's dragon form is so powerful that it becomes o thing of beauty. No matter what enemy
you ore fucing, it wo't be able to stand up to the drogon if you are willing to put some
points info the battle. Once you lsarn how to use the full potential of this form, it s easy 1o
destroy any boss without even wasting many points on the old D-Counter. First, you should
aequaint yourself with the basic moves of the dragon.

The dragon has o huge field of movement, and it doesn't cost Ryu a single Ability Point to
fly fram enemy fo enemy during o combat round. This is o huge osset during fights where
{hse drogon is facing multiple targets, Toke full advantoge of this by wounding targets acrass
the buttlefield. Not every enemy hos fo be killed for the drogon o be successful; in fact,
leaving enetmies of low health for the rest of the party to finish off is a very efficient way to
save points on your D-Counter.

The 10-AP attack of the dragen is not
weak in ony way. Allhough ony enemy
wha is worthy of seeing your dragon form
will not:foll fo o single hit from this, o

v couple of singles will cut into most boss's
health bars by o considerable margin.
’’’’’ This basic atfack adds 1% 1o your
D-Counter every fime il is used.
AT O R0 1
¢ f Y
30 e

% i
“’. L Ny [",-r 8

The 20-AP dragon attack con hit enemies _ < .
over o small area. This is rorely o cost-effec- ___—'-.;.t-“‘

five method for dlearing out o batlefield, 5
but there are specific coses where o boss wil
summaon allies and expose the entire group
fo a single attack with this ability. Against
fower than three torgets, though, this attock
rarely pays off. If you have a lof of Ability
Poinfs fo spend, it is often betfer 1o hit enemies individually.

artr

'_." L
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The Group Attack adds 1.25% (per larget in range) to your D-Counter every lime il is used,

This ability costs 30 AP to use, but olmosi
nothing can stand in your woy when you
throw out this much row domage, Enemies
with heavy ormor or shielding absorh a set
level of damage from each attnck. For this
renson, the Twister is o perfed way to loy
bosses low without wasting points os you
power through o new shield again and again.
Ability Points will go down quickly when you
use this, but your D-Counter won't suffer os much as it would with any of the other abilifies.
In general, the Twister is your most efficient strike os a dragon. The tatal domage for o
Twister is over twice what a good Vortex hit would inflict, so fact that into your decision what
push comes fo shove.

The Power Attock adds 1.5% to your D-Counter every time it is used.

Dragon Breath

At no fime does the ability fo breathe fire do enough domage fo justify its huge cos! in D-
Counter points. Still, if you are planning on giving up in the near future, it is extremely
enjoyable o watch your enemies simply melt away under the onslought of Ryu’s breath.

To use the Breath Attack, keep your finger O N
on the circle after you selected the tech- — =
nique. Ryu will confinue to breathe as long
as you keep your finger on the button (and "L'...'.'_m_
the D-Counter will confinue 1o rise). When
the enemy hos been suitably pulverized, 2 Y
Aguins! some enemies, even the drogon is
nol given an instan! victory. This does not
keep from you being ble 1o do anything in
the game in a single hit, however. To

you can fake you finger off of the button
and loot your foe's puddle for anything that might still be of use.

increase your power for o single round, use
the Drogon Charge ability. After three

charges, even the most powerful bosses in
the game will fall to their knees in horror. A
Twister after several Dragon Charges will do obscene, legendary domage.

Dragon Charge
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Who could resist o lure like that? There is only a single creature in the enfire world of
Dragon Quarter who wouldn't fall 1o a heavy strike after a few Dragon Chorges, and only o
madman would seek out such an enemy.

The Dragon Charge adds 2% to your D-Counter every time it is used.

Cool Down
This ability costs nothing in Ability or Dragon Points, and it will hurn you back into Ryu for
the remoinder of your fum. Do this when o fight is back under control to keep your
D-Counter os low as possible.

The Scenario Overlay System (SOL) keeps the game exciting during replays. SOL adds new
plot scenes to the game when it s being run additionol imes. Some of these scenes are
avuilable after o single restort (give up once and they ore thera). Others require you fo com-
plete the gome before they show up, and some can’t even be seen unfil you have completed
the game sevesal times and gotten o fuirly hefty D-Ratio,

Thera oren’t ony reai fricks fo this, beyond beating the gome and confinuing to play with the
some sove slof. Your D-Rotio will improve over time, and some new areas will be ovailable fo
you. If you want all of the background and side events to be under your control, it will take
ul leas! a couple complete tircuits of Dragon Quarter.

EARNING LOTS OF ZENNY

Zenny makes the world go around, but it takes o whole ot of cash to get everything you
need in Drogon Quarfer. There are weapons, shields, suits of armor, and healing items, and
the cost of living rorely goes down, You are going to need some fricks to make that Zenny
account go into the sky, and this is the ploce to start learning how.

First off, a fon of Zenny are wasted when you are starting off in the game ond don't know
what is worth picking up. Because your inventory slots are painfully limited, there are often
dedisions fo be made in the middle of the dungeon. “Do | keep this or throw it away so that |
can pick up that new skill? What about this sword? Dam it, | need o pack mule.”

These things will come up, but there are a few simple rules thai will help you to make fair
dasions ohout what is valuable. Grob every skill that you come ocross and immediately try
fo learn if; if you alreody have that skill, then throw the item away. Skills sell for olmast
nothing, and if just isn't worth it o grab these (especially becouse they don't stack).

Spare healing kits ond curative items are nice if you need them to survive, but don't take
any that won't be of use ta you. These things are also very poor sellers when it comes fo
bortering fime. If you pick up some extra healing kits of o different type than the ones you
already were carrying, then use those first fo get rid of them. You won't woste anything that
way, und you will still free up that inventory space with good speed.

The big-ficke items are Ireosure pieces (Zenny Purses ond such),

BESTIARY
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These do stack, and they ore often worth hundreds or even thousands of Zenny apiece. You
can make a fortune by selling these, and they won't fake up more than a slot or two in your
pack during @ given run. It's almast never wise 1o poss these by.

Still the biggest moneymaker of oll in the game comes from spare equipment. Becousa these
don't stack, they will eat up your inventary, but there is a lot of money to be made from sell-
ing these items after they hove been identified in a town. A couple of pockets worth of equip-
ment can fetch you 10,000z even in the middle of the game. That is enough Zenny ta keep
you rolling in healing kits and Multimeds for a cauple of dungeans of least.

There are other ways to make money too. At a few poinls in the game, there are large
groups of gold chests. Enough chests have Zenny that you can make o tidy sum by gathering
these. If you save when you are close fo one of these areas, and don’t mind being o bit
cheesy, then you can keep gathering the loof, selling the items, and using the give up option
to do it all over again. You con make substuntial wealth over o short fime by doing this.
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e stor ot second floa, The door
here you'lfind Bosh,you patnr, witg

load you in for a riefing obout the day's missian. Ask ol the
respand with “No Questions” ond you'll be dismissed.
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' VISIT LOWSECTOR JUNCTION
AND BOROUGH

After your briefing, the mon blocking the
door ot the other end of the hallway wil
move, allowing you nccess to LowSector
Junction. You'll find a pair of Telecorders
there, but Save Tokens are foo predous
to waste this early in the game.

The door to the west will fake you 1o the
Borough. Tolk Yo the shop girl sitting on the
hox on the hottom level to buy supplies.
Accept her advice and blow all 300z on Heal
Kits. Make sure o ploce them on fop of the
five Heal Kits you already have (or remem-
ber fo Sorf them later) to sove inventory
space. The ather fwo shop girls sell weapons
you con’t offord and oppraisals you don't
yet need.

MEET BOSCH AT THE LIFTPORT

When you're done seeing the sites of Borough, cross back through the Junction into the
Liffport, where your train awaits. Or, apparently, not. Bosch will arder you into the lift tunnel
to invesfigate. Head down the stairs and info the open train tunnel.
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| L | HP  XP L | HP | XP
| 8 | 200 | 18 |
I
| ] 100% | 100% | 100% I 150% | 100% HEAL 100% | 100% | 100%

‘I . DROP DROP DROP
Salt: Bind Gear (1:16) Sidlk: Ogre Slice Fresh Meat {1:4) = S S0 el (110 Skill: Wild Swing

EO

| YOUR FIRST CONFRONTATION

Smash the White Boxes in the first tunnel (with the Circle Button) to reveal some random ifems,
usually Fresh Meat.

In the nex! funnel you'll face your first few
enemies. Run forward a bit ond foss the
Meat at the Duke. Before he can toke more
than o bite or twe, run up and give him o
hearty kick. There, now you've saved the
Fresh Mea! and guaranteed that Bosch gets
the Extra Turn, o free opportunity fo smack
the baddies around before the normal turn
| order begins.

Cuapten ONE (€
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LESSON 1: GETTING STARTED
This is your opportunity to master the hasics of combat. Among the simple facfics fo master:

© Moving the shortest distance necessary 1o get within range of the foe (he'll light up when you're near enough), so you don't waste any AP

* (heck your remaining AP hefore you attack and plan an attack that will use up as much of it as possible in a single combo. Ryu's best comba is to start with his 10 AP atiack
and input Cirdle — Circle — Circle (hold down R2), which uses 60 AP. If he only has 50 AP after movement, Choin from the 20 AP atiack to the 30 AP attack. It's almost always
better to use oll your AP in one combo instead of several individual attacks or small combos.

© Bosch has no level 3 attacks, so his best 60 AP combo is Grele — Square — Circle — Square, using all four of his aftacks, This takes o bit of practice to pull off because of timing, so
pay ottention fo the oftack options in the corner instead of the action on the battlefield. If Bosch has only 50 AP after movement, skip one of the 10 AP aftacks and use both 20's.

© Always use your utility skills first, and your powerful attacks last, For example, Thrust does only 25% damage, hut lowers defense, so use that first. That way, the more power-
ful Snakebite can get both the 10% damage bonus and the benefits of the lowered defense.

® As you start fighting enemies in larger groups, take special note of Skills with “Spread” or “Line” targets, which can hit mulfiple foes. If you want 1o combo up to ane, like
Bosch's Fang Skill, select Fang first o see where you need to stand and what enemy you need to larget fo get the largest group. Then hit X to concel, target that enemy with your
10 AP attack instead, and chain up to Fang,

After combat, head up the platform at the end of that tunnel and into the small room. Inside you'll find o Yellow Box, which always contains better stuff than the White Boxes, usually zenny, XP,
stot boosting items, ond Sove Tokens,

On the south side of the some room you'll find a pair of Nuggets. They're equally easy fo distract with Meat, and you should have no trouble killing them during your Extra Turn (which always
eorns you o nice XP bonus).

If you're getting annoyed with the limited range of
Bosch's kick, or just want Ryu fo start getting some
adlion, you can hit R1 to switch the party leader.

It's easier to start fights with Ryu’s sword than
Bosch's faot, but he can't do as much domage in
the Extra Turn os Bosch can.

THE RAILWAY BRIDGE AND THE TREASURE KEY

The next room will contain either o frio of Nuggets and Dukes or o single Duke Commander.
Whatever it is, treat them fo the Meat-ond-Kick special. Victory will net you this floor’s
Treasure Key, which fits the Treasure Box in the next room.

Scan the room before you fry fo open that
Treasure Chest; you don‘t want fo get hit in
the back by an enemy thot may be lurking
in the passage to the north. The group of
foes here will either be o Duke and o beefy
Duke Leader, or o giont pack of mixed foes.
Use the ifem you find in the chest to feach
bath characters the Steal skill.

0006 The door to the west leads 1o an elevator
Fortunately, Dukes are phenomenally stupid. If . , > : to the next floor. But head out the north-
they're all lined up on the ramp, throw some Meot = " 4 - eas! door first to get fo that h!utked
on the floar beneath the ramp. They'll just stand 5 ? (g - Yellow Box in the first room (it usually
ol the edge; transfixed by that fasty meat, let- : A\l | contains o Save Token). There aren't
fing you walk up and kick them for an easy L - . even any foes on the way.

Extra Turn, |

—
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NEW SKILL: STEAL

Steal is one of the most important skills in the game, becouse it allows you to steal items from your foes. It warks like this: thread it into
a shield ond, when that character gefs hi, there's a good chance of stealing one of the attacker's items. (The exnd odds of success ore
determined by the rarity of the item and the difference in Speed between the character and the attucker.) The downside is that it eats 5
AP off the top of your bar each turn. That's a negligible amount lafer in the game, but early on it tends to keep you from daing your
best combos. For this reason, you may wan! fo give it only 1o the party leader (since he'll get attacked most anyway). And you con
always de-thread it when you're going info an area where there’s nothing you want 1o steal.

Getting bored with Ryu’s limited selection of skills? Get hit by a Duke to steal his Ogre Slice skill. A smack from o Duke Leader will net
you Wild Swing. Go ohead and thread those onto your sword for versafility’s sake, but don't get too excited; they're not incredibly powerful.

~_ !
(\)... LIFT TO B

-
-
b

(22 | 530 | sa |
FIRE ICE ELEC

100% 50% 100% 100% | 100% | 100%

DROP DROP
WP U, Fresh Meat
Solr: lmpact Seud +1 (1:2) Skill: Wild Swing (1:4) weapon of type it is killed by] =

A MAJOR BATTLE IN AN EMPTY FLOOR

When you open the door after the hall past the lift, you may find yourself staring into the eyes of o huge minotour-like Deathcow. If you don’t
see if, then that means there's o stealthy Goo Element hurking nearby inside. Either foe can be bribed with Meat or outrun, but they're guarding
the Treasure Chest and holding the Treasure Key. There's o great skill in that chest, so you'll want to take them down sooner or luter. If you've
still got o bunch of healing items, you should do it now.

Cuarten Ong (<
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- walk op 1 the edge of the ledge, oway from the ramp, and kick it in the head. That willforce the Deathcow to

000

If things go horribly wrong, don't forget that you 4 ¥ & 5
can use your Heal Kits in combat (with no AP Cast)
by pressing R2 and the Circle Button.

i
ﬁhqmﬂsd. I offers higher defense and some protection agains? Hit-bocks (where enemies knodk you bock and
u betfer choice), enough fo buy o bunch of healing items and o Ranger Edge +2 from the weapon shop.

T 0000000

NEW SKILL: SIDE SLASH

Side Slash allows you fo attack in a spread pattern, but does very little domage by
itself, Iis true strength lies in combination with Vert Slash, the 20 AP attack locked
into your Ranger Edge sword. If you can chain from Side Slosh to Ver! Slosh, then
Ver! Slash will copy the spread and hit each enemy twice. The only downside is thal
this will end your combo no matter how much AP you have lefi.

Since Vert Slash is locked onto the Circle button and you can only thread Side Slash
into the Square, you can currently only do this with o Slice - Side Slash - Vert Slash
combo. When you get a different sword, make sure fo assign Side Slash and Vert
Slash to the same button so you can do the combo for only 30 AP

C g .

@) LIFT TO BIOCORP 3 (NORTH)

L | HP | XP

| 150% | 100% | 100% |
DROP
Dymamite (1:4) —

HP

L

XP

FIRE ICE ELEC
150% | 100% | 100%

DROP
Fire Bomb {1:4) =
Bomb (1:2)
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A FLOCK OF BATS

This room s full of Lontern and “Lil” Lantern Bafs. A good Hrick is to foss some Meat and et
them swarm around i, then toss o few sticks of Dynamite ot tham (if you've found any). After
you weaken them a bit, you have the choice of attacking them as o clump by using Meat, or fur-
ing them away fo kill them one by one. The more you fight at ance, the bigger XP Bonus you'll
gel. But if you're low on healing items or playing conservatively, the other method is much safer.

If you got Side Slash from the chest in Lift to BioCorp 2, use it here {in the Slice - Side Slash - Vert
Slash combo) to take out cumps of bots. Make sure you never have Ryu and Bosch stand right
nex! to each other; otherwise you'll allow your foes to hit you bath with the some Flare spell
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kill: Ogre Slash

XP
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FIRE ICE | ELEC

5

| DROP DROP
sum‘;hc:]:” Dynaomite (1:4) Fresh Moat [1:4) =

{ | L
[ 18 | 400 | 75 |
FIRE  ICE | ELEC FIRE  ICE_ ELEC FIRE _ ICE  ELEC

100% | 100% | 100% 150% | 100% Heal N -J 100% | 100% | 100%

' DROP DROP DROP
501 9 o Julu
Shinld: Salid Shall (1:16) Skill: Wild Swing Soit: Plasma Seol (1:4) Fresh Meat Heul Kit Wake Up

MAMA NUGGET AND THE HYCHEE

Some players will see a giant Nugge! of the end of the hallway. That's the Mama Nugget, a level 18 enemy that's not quite os tough as the
Deathcow, but is o ot more dangerous. If you choose fo fight it (it's not in your way ond is eosily ovoidable), lure it out with some Meal so you don't
. need lo deal with its children, and toke il out quickly. Heal after every tum or you risk being wiped out by its Lightning attack. It quards o Yellow
| Box that usually contuins 400 Parfy EXP, and often drops a JuJu, which you should save for o future party member who actually uses Magic.

)

HP | XP

8 |200] 18

\

If you don't see the Mama Nugget there, you'll see it elsewhere later. In the other enemy
pattern, the Yellow Box will be guarded by easy Hychee enemies. (If you did see the Moma
Nugget, those Hychee will be af the enfrance (T TY=

o the east shaft instead.) Hychee are the one
enemy you always wanf o see. They give you
Heal Kits when killed, and if you manage fo
slosh or kick them before they attack you,
they'll die with no combat required. Tread
slowly so they won't surprise you when they
drap from the ceiling.

If the Hychee do get the jump on you, theyll
attempt to Confuse your party. This isn't s bad as
it sounds, becouse someane will likely kill the
offending Hychee in their confusion. After the
battle, don't waste o healing item: You can

“walk off” the effects in a few seconds.

Don't miss a Yellow Box af the end of the broken bridge in the next room. It contains o
healing item that may come in hondy when you cross the intact bridge and end up in the
gome’s first Danger Room,

THE DANGER ROOM

The doors will lock os soon os you enter,
and they won't open until oll the enemies
are killed. If you're low on supplies, tread
cargfully, using Meat fo lure away distant Dukes so you can take them one by one. If you're
feeling bolder, foss the Meat info lorge clumps of foes and battle the Dukes en masse with skills
like Fang and Side Slash.

Depending on your enemy pattern, you may he
forced to fight Duke Hunters. They use crosshows
to fire from o distance while the other Dukes keep
you husy. Whenever possible, toke the Hunters
ou firsl.
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Fyou avoided the Moma Nugget earlier, she'll be wuiting for you here. Make sure you wipe out the smaller Nuggets before you engage her in combat
50 you con give her your full otention. When oll the enemies are defeated the Treasure Key will appear, and you can get o new skill for Ryu, Kick.

All that remains between you and your desfination now is o single corridor, but the danger
isn'l over quite yet. An enemy or two may be lurking between the doors and, if you're run-
ning willy-nilly, you're likely to smack right into them. So confain your excitement and walk
torefully through the corridor, denying your foes on easy Extra Turn,

iraleirlels
NEW SKILL: KICK

Kick knocks enemies back a fair distance, which has mulfiple uses. If you kick them into a solid objedt, they'll take a bit of
damage. It's also good for knocking them into some of the deadly Traps and Spells you'll get loter in the game. Even if
there’s nothing to Kick them into, you'll force the enemy to waste some of his AP coming back o you.

Unfortunately, Kick can't be used within combos. When you want 1o use it you'll have to do your cambo first, save 10 AP,
and then do the Kick afterwards.

THE GENIC PROCESSOR

©

e

©)

1, HP | XP

L | HP [ xP
EEECEE0E
FIRE  ICE_ELEC FIRE  ICE_ELEC

| 150% | 100% | MEAL | 150% | 100% | HEAL 100% | 100% ' 100%

DROP DROP DROP
Fresh Maat (1:4) - e e (1:8) Horse Meat Heal Kit Wake Up

|

After Ryu awakens from his dreams, you'll be able o enter the Genic Processor and see the mighty creature resting there. Ryu will have another internal sequence and, when
he rouses himself, he will appear in the middle of the room, The way hack is behind you, the way 1o the nex! area is to your left, however. ..

To the right is a sef of stairs that leads down to the excavated area helow. If you have previously beaten the gume, there will be o blode af the other end of the open
area, Though rusty with age, this weapon calls to Ryu with ancient power. You have found the Dragon Blade!

If you continue o beal the gome, this weapon will be slightly more powerful each time you return.

THE SECRETS OF BIOCORP

After the intermissions end, confinue down the hallway past the Telecorder and you'll find an
unguarded Yellow Box and possibly some White Boxes as well. Then make your way info the
series of central rooms that are full of caged enemies, You have nothing fo worry about in the
first room, but beware of Hychees in the ceiling in the second area. At least the Heal Kits they
carry will be o welcome find,

I¥'s in the fourth room where you may find
a real threot (depending on your enemy paitern): A Mama Nugget and her smoll brood. Getting to the Yellow Box will be difficult if you
don’t want to fight them, so either write it off and run to the door or heal up ond prepare to do battle with mom. Wipe out the wandering

kids first, and then slowly approach the Moma Nugget and start tossing Traps. Since she doesn’t move around much, she can be seriously
wounded with exotic explosives like the Fire Bomb, if you've come across one af this point.

If you got her Drop Item (a Plasma Seal), get it oppraised by the appraiser who happens to be hanging around in the next hallway,

CuapTER ONE (<
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DROP DROP
Footlooss (1:4 Bomb (1:2
L:.?d?:o;u[u 2]} Escape (1:4) oy ttl:zrl Lurid Dust (1:2)

After o handful of exdting intermissions, your hero awakens lost and alone in the bottom of the Old Waste Shaft. Inexplicably, there’s a
Telecorder and on ltam Shop nearby. Now is o good time o use a Save Token, o5 a boss fight is only moments away, and you'll get another Sove
Token on this floor.

. POWERGAMING

BEATING CYCLOPS WITHOUT A SCRATCH

Cyclops is @ powerful foe, but his weak Movement rafe gives you an opportunity to beat him in @ painfully eosy way. Simply
run away every turn, ploying ring-oround-the-rosy with the pile of debris in the center of the battlefield. Cyclops can't go os
far us you, so you can save up about 20 AP each turn. When your AP bar is mostly full, run up, do a 60 AP combo, and then
usse the rest of your AP 1o run away ogain. He won't even touch you.
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If you want to beat Cyclops with some semblance
. of valor, you can just hold your ground on Round
1, build up your AR and wait for him fo come fo

17 | 440 | 70

ATTACK |DEFENSE' MAGIC SPEED = MOVE AB DEF
e | 4| ‘s | | | =

you. When he ge’s there, unload on him with a
10AP-20AP-30AP-30AP-30AP combo. Then

0 | ‘s 28 30
DROP
100% | 100% | 100% —

stand there and trade blows for a few lurns
until he has the grace to die. To be safe, heal

after every one of his aitacks, because he starts

THE TUNNEL AND THE TREASURE KEY

After the Cyclops, you'll have 1o fight your woy through o tunnel full of ceiling-crawling Bind Spiders and Worker Ants. The Bind Spiders con
be quite annoying, so you'll need to exploit their elemental weakness o Fire with some of Ninas magic fricks (see the Tacfics section below).
You'll find lots of Footloose items in this dungeon, which cure the Bind condifion they like 1o inflict. Save them if you can; Bind goes away

ol the end of the turn and it's not much of a hindrance if they stay in your characters’ attack ranges anyway.

doing more damage when his HP ge’s low.

Worker Ants are more cowardly, and will Iry
to run for the door. Block their path with -
fire circles and go after them... | know they look cute (and you'll feel guilty when you hire
their brothers and sisters for The Colony mini-game), but you won't get the Treasure Key
unless you kill them all. Head back 1o the first room of this floor to find the chest, which con-
tains o Solid Shell +1 Shield for your main character.

Throughout your fravels in this dungean, keep on ¢ | IF you have any Jujus in your inventory, use them 4 & s Wyl @
eye on the ceiling, where Bind Spiders often lie in ' on Nina, as her skills are oll based on Magic. She

won'l be going onywhere, o it's EXP well spent.

ambush. _ joins of level 1, so you may want 1o level her up o i - _
ol it with some of your Party EXP. Unlike Bosch, she .

FUN WITH G-FLARE

Nina's only starfing skill is G-Flare, which sefs up o wheel of fire in the battlefield. You can only do this in areas with no enemies or allies, so there is no way fo use this skill to
harm enemies direclly. To domage foes, you'll either have fo:

« St it between o distont foe and your porty. Most low-level enemies con't see the fire rings, and will wolk right into them. Or set
it behind a cowardly enemy (like the Walker Ant) and wuit for them 1o flee right into it.

o Set it behind an enemy ond have your main choracter knock the foe info it with
his Kick skill, or any other skill that knocks an enemy back.

* Have your hero save 10 AP and use il to back up after his combe. Nina usually
goes immediately after the hero's furn, so she con sef up fire circles in the interim
distance, which the enemy will foolishly stumble right into.

You can have up 1o three magic circles on the screen at once. If you want to add another, you'll have to use Nina’s R2 ability, Erose
Magic, fo get rid of an older one. The game allows you to overlap them, so it's easy fa set up three in the same spot and then Kick
o foe into them for several hundred points of domage!

CHaAPTER TWD (4)
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FIRE ICE ELEC
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DROP
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[ 9 [ 110 ] 20 |

FIRE ICE ELEC

100% | 100% 15%

A
DROP
Skill: Jolt (1:2) ;
Lurid Dust Junk (1:2)

At the firs! fork, toke the possage on the left to get fo an unguarded Yellow Box (well, they’re Orange in this area, but you know what | mean).
When you refurn ond toke the right passage, you'll wilness a pair of events during which Lin joins your party.

Switch her to party leader, and you'll get on
opportunity fo use her greatest asse! in the very
next room. Somewhere, o well-hidden Goo
Element lurks. When you see it pop up; have
her shoot it with the X Button, iniliating combat. Use her Extra Turn fo get familiar with hier
attacks; espedially Outta My Way, which can knock foes back into Nina's 6-Flares (or onything
else). Spread out o bit so you'll be safe from the Goo's group attacks, and take it out as quickly
as possible.

The gold chests in the next room should arouse your suspicions—they certainly don't look like
any chest you've seen so far. Avoiding o confrontation with these sedentary chest-mimicking
Hermil enemies is o piece of cake, but you'll want fo pick o fight. Have Nina get the Extra Turn
(they'll come alive when you upproach, so act fust) and set up G-Flares hehind them. They're
immune 1o regulor domage, but should die instantly when knocked into the flames by Ryu's
Kick or Lin's Outta My Way skill

If you got lucky, they'll drop the Jolt skill, and you'll understand why we couldn’t afford to leave them alone. This simple lightning spell is Nina's first direct attack. It con even hit o small group
of enemies if they're standing in o dump.
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150% | 100% | 100%

DROP
Footloose (1:4) ;
Lurid Du:| (1:2) Excapa (1:4)

©

L |

100% | 100% | 100%

DROP
B):“lll: (lll::‘;]] Lurid Dust (1:2)
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L | HP | XP

FIRE ICE  ELEC \
100% 100% 100%

DROP
Louss (1:8 . 3
Dynomits (1:4) Lorid Dust (1:2)

DANGER ROOM

This floor’s first room is o Danger Room full of Bind Spiders, but Lin's lang range gives you a fairly easy strategy for victory. Toss some Meal
fo get them clumped up and follow it up with o buller. Have Lin use Outta My Way 1o knock the spiders back, while Nina fill the space
between with G-Flares. Lin should stick with Outta My Way to push them back again, while Ryu takes out any spider that managed to get
tlose enough fo attack.

More spiders will drop from the ceiling when you go through the door, so proceed carefully.

ROACHES IN THE HALLS

Rustphages are preity eosy to beat if you spot them from far away and have Lin shoot them. Nina can lay down 6-Flares while she shoots
them from afar, ensuring they never get anywhere near you. Bolder players may want to gother them up (with meat or such) ond have Ryu

storf the combat, slaughtering them en masse with Side Slash combos for big EXP bonuses.

Qutside of some scaftered Bind Spiders and Rustphoges in the hallways past here, you don’t have oo much to worry about on your way out.
Just keep your eyes peeled, becouse both enemies are fond of jumping from ceilings or dark corners. Towards the end you'll find a pair of

Wolker Ants guarding a Yellow Box, and it's o free ride from there 1o the ludder.
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If this is your first time through, abanden any hepe of getting through the door to the narth in the Rusiphoge hallway. But if you've beaten the
game once, your D-Ratia will almost certainly be high enough to make it inside.

This room is full of quick and deadly Skulldigger enemies. These quys are fairly weak fo physical
attucks, so even Lin can do serious domage here. Unfortunately, it's all for naught; the Skulldiggers

will keep coming back until you find the Lesser Karon hiding in the room and take him out.

Kill the Karen quickly, before he can do his Pre-

Primus attack that seriously damages the whole

party. When he dias, the Skulldiggers will disap-

pear and the Treasure Key will appear. Open the
chest to find Nina’s Weaken skill, which is quite
useful against powerful enemies.

L HP XP b
(1 [ 10| 3 | &

I 100% | 100% | 100% I

®

L HP  XP -
oy

FIRE ICE  ELEC :
100% 100% | 100%

DROP
Mega Heal St —

L HP  XP

100% | 100% | 100%

\

Suit: Slave Clothes +1 (1:2)

Sult: Selid Ring +1 (1:2) utia A 53]
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Lin's gun), and there will probably be an Odd
Hychee lurking nearby 10o. The piles of healing

items that the Hychees provide usually portend o major threat, and the DeVolve in this room is
cerfuinly no exception. You can skip this guy, s oll he's guarding is o Yellow Box and a D-Ratio
door, but why skip a fight you can win?

I
KOKON HORAY L’l I—- BESTIARY +
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SHOWDOWN WITH DEVOLVE

The first room contains a few of our favorite ene-
mies, Hychees (now sinfully easy to pick off with

The usuol shenanigans work well against
DeVolve: Lin knocks him back, Nina uses 6-Flares fo fill the spoce, while Ryu woits in front, filling up his AP bar, woiling for the DeVolve fo
gef through. Make sure Ryv is blocking the doarway so the DeValve con't get in and start smashing the entire party with his spread attacks.

You might wan! to de-equip your Steal-threaded shield for this fight. If you steal the DeVolve's Stuffed Animal, he'll become enruged, guin
o bunch of AP and probably beat you silly. Believe it or not, this is true. [If you do steal it, the Stuffed Animal can be sold for 250z]

Two D-Ratio doors block off most of this floor, so if this is your first time thraugh, there’s nothing left 1o see.

L | HP | XP : L | HP | XP
| 24 | 520 | 132 |

: FIRE | ICE | ELEC : FIRE ICE  ELEC
100% 100% 100%: 75% 100% 100%

DROP STEAL DROP STEAL
Protein (1:4) ! 0 Suit: Fire Chedk +1 (1:2) - .

The door the DeVolve guards leads 1o a treasure room where you'll have to do battle with o
Boss Ant and his pack of Guardian Ants. Start the fight from the safety of the ledge, where you
can kill the Guardian Ants with magic (you con harely scratch them with physical attacks).
When the Boss Ant dies, the Treasure Key will appear. Open the ches! fo get Nina's 20 AP
G-Iceblast skill, o G-series skill that can freeze enemies who wander inta the ring.

There's another D-Ratio door in the hallway east of the DeVolve, although it ultimately leads to the same room os the
other. If you can dispose of the handful of Worker Ants and Guardian Ants, you can collect another pair of Yellow Boxes. l
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HP
[ & | 120 |
FIRE ICE ELEC
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DROP
| THE DANGER ROOM TREASURE ik 012) | el |

| Disappointed that no one falls for their little Look-1'm-a-Chest ruse anymore, Hermits hove
foken fo the ceiling. You can't olways see them coming, so fread slowly ond prepare to sirike
05 soon as one drops. As before, G-Flare combined with a hit-back attack is your enly chance L
of victary.

From the central hallway where the Hermits
lurk, you can go eost 1o o hallway where o
DeVolve guards o Yellow Box, west to the
Danger Room, or north 1o the exit.
| Fortunately, the only “Danger” in the wes!
| Danger Room is a large group of Rustphages,
which appear when you search the corpse of
the dead DeVolve. The Treasure Chest con-
tains @ auciol Lin skill, There!. 1

75% 100% | 100%

DROP
ey Fire Bomb (1:4)
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NEW SKILL: THERE!

There! does very little by itself, but when used in a comba, it enhances the attack that follows it. For example, the added effec
of Lin's 20 AP Stay Here! Skill usually lowers an opponent’s movement rate. But if you do o There! — Stay Here! comho, the
added effect will be fo inflict the Bind condition instead. There! combos with nearly oll of Lin’s 20 AP Skills in this matter (the
only effect with Outia My Way is o slight domage boost).

I

BOSS ANT’S FIERY VENGEANCE

The room to the north is full of Worker Ants, which can be easily avoided. If you decide to go out of your way fo eradicate these harmless,
peaceful creatures onyway, prepare for a bit of karmic retribution: The doars will seal, the Danger Room music will play, and a Boss Ant will
appear buck of the entrance of the room.

Boss Ant is packing the Fireblast spell, which will do serious domage 1o o wide spread of
your characters. Even if you can keep your choracters far apart, this powerful attack will
wear your parly down. The only solution is to fight with abandon, since he isn't ony more
dangeraus up dose. Have Ryu and Lin ottack with their best combos while Nina casts Jolt after Joli. Victory will eam you either o Fire
Check +1 suit of armor, or o Lurid Stone that can be sold for 1,000z '

ENDSECTOR BDRE]UGH

Toke o few moments 1o dlear out your inventory, buy supplies, and drop a Save Token in the
small outpost before the Liftport, The boss fight that awaits as soon as you pass through the
wes! door won'1 be difficult, but you'll need to be af full health to survive their initial otfacks.

I 13 | 160 150 |
ATTACK DEFENSE| MAGIC SPEED | MOVE AB DE
75 | 40 | 20 20 15
DROP
100% | 100% | 100% —
|I Weapon: Pistol +1 (1:2) ” 300z '

I 18 360 | 300 '
() ATTACK |DEFENSE| MAGIC SPEED | MOVE AB DE
1 100 a5 | 20 32 | s | —

‘ { DROP
' 100% | 100% | 100% —
|l 6,000z (1:2) ” Shill: Fong '
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ATTACK DEFENSE| MAGIC SPEED | MOVE AB DE
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| =1

After a disturbing event scene, you'll find
yourself facing Bosch and two other Rangers,
with Ryu locked in his dragon form. Thanks
fo his dragon powers, Ryu is completely
invincible and can shred Bosch's crew like

2 70 35 30
DROP
100% | 100% | 100% —

| Shield: Ronger Shell +1 {1:2) “ 300z |

origami swans in o garbage disposal. But the
timer has started ficking on your D-Counter
and every attack you make will bring you

- e
= o :

dloser to a D-Counter death.

Since each furn costs Ryu 2% of his D-Counter, it ultimately uses less of the D-Counter fo have Ryu go nufs and start dishing out Tiisfer
atiacks left and right (when he's in Dragon Form, Ryu can move for free). Make sure Ryu is behind Bosch when he strikes, so he'll knock
him fowards your other characters. If Nina and Lin con finish off Basch and pull off some G-Flare/knock-back tactics fo kill the third guy, you

can finish this fight in a single round.

POWER GAMING — STEALING FROM BOSCH
Bosch is holding his trademark Fang skill (which is unavailable anywhere else) and 6,000z, making this one of the most lucrative Steal opportunities in the game. The
problem is, Ryu doesn’t use his Shield while in drogon form, and Bosch will avoid attacking other characters in his single-minded pursuit of Ryu.

Lin is your only hope, since Nina probably won't have found o shield with an empty slot at this point. Thread Steal into Lin's shield before the hattle begins, ond then do
the following:

» Have Ryu kill the other rangers on turn 1, and then fly to the for end
of the battlefield, so Lin is between him and Bosch.

» Position Lin ot the for edge of Bosch's movement range (it's roughly
the same as your characters’ average range).

Bosch will move directly towards Ry, and will only attack Lin if she hap-
pens fo be in sword range where he stops. If you get lucky and steal both
items from Bosch's two attacks, you can end the fight on the next fum
having used only 6% of Ryu's D-Counter.
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TO 'IHE DANGER ROOM
. |

| ) From the Lift LowSector 1 area, toke the
passage in the northwest down to Lift
EndSectar. A small army of Rustphoge are
lurking around the train, so toke the initia-
tive and kill them quickly. These pesky
roaches are o bit tougher than their Baby
Rustphage brothers, buf they're easy o
beat if you use the ferrain to your dvan-
fage (attacking from above while you block
the ramp with G-Flores).

There ore an obstene number of bats on the pair of bridges fo the southeast. If you can get o large group of them in combat af once, it's possible
rock up some truly obscene EXP bonuses. When you kill them all, the Treasure Key will appeor.

IF you turn around and take the south bridge to the west, retum to the terminal where you fought Basch and the EndSector Borough just beyond
that. If you continue fo the enst you'll find the Treosure Chest, guarded by o Deathcow and o Beak.

The Deathcow may be bigger, but the Beak is
by far the more powerful foe. Unfortunately
for them, power doesn’t matter match when
you can't even reach your opponents. Since
both enemies have such limited movement ranges, you can easily keep them at hay by holding
your ground and using Lin's Outta My Way Skill repeatedly. So Lin knocks them back, Nina fills
the void with G-Flores, and Ryw stores up AP so he can mave in, strike, and move back out
every other turn. They'll never even touch you.

GRC0000
NEW SKILL: JOLTBALL

The Treasure Ches! contains Joltball, o Lightning-type magic circle similar to G-Flore. When enemies hit it, they'll foke some Lightning-type domage and have o good chance of
being Shocked. When an enemy gets shocked, he looses the rest of his AP for that tumn. This added effect makes Jolthall a better Skill than G-Flare, but if you're still using Nina's
Pyromania weapon, you won't have an extra 10AP slot for it yet.
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12 | 200 | 38 |
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|| 100% | 100% | 100% | 100% | 100% | 100% 100% | 100% | 100%

DROP STEAL

Homb (1:4) s .

Fresh Meat

DROP DROP
30 : HP Up (1:2)
Bomb :1:4] Dysswns (15} sléll

L HP | XP
16 | 200 | 70

FIRE ICE ELEC
100% | 100% | 100% 100% | 100% | 100%

DROP DROP
Swit: Heavy Sultx +7 Skill: Coumter (1:4) Tennypurso
RETURN OF THE DUKES

The first room of this floor presents a lovely opportunity to get sweet, sweet revenge for every time o Duke knocked you out in the Lift fo
BioCorp area. A bunch of Dukes are stuck up on the ledge with the Treasure Chest, and there’s nothing they can do while you hurl explosives
ul them ond steal on easy Exira Turn with Lin's gun. The four Dukes in the next room are actually copable of fighting back, but they should-
't give you loo much trouble.

i
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|\ =i .
CHarTER THREE \
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L HP | XP
30 | 380 | 220

Skill: Side Swing
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000 LE- = The next room contains a poir of new foes
If you want an early shot at Nina's Flare Skill (a , T - T called Tricksters. These annaying creeps fike
10 AP fire spell), spare the Mage until you can - , 1o steal on item af random from their farget
steal it : - @l|  ond then attempt fo flee. They're easy to kill
s == B e one-on-one, but can be o serious pain in

4 | = - lorger battles. Moke sure both ore dead
hefore you challenge the Duke Batiler.

‘_E =_—— 1 - - ‘-d'||,.
i —or T _l ¥

"R THE DUKE BAT'I'I.EI!

B —=

0> x_" ﬂmm&ﬁﬁ& _ ﬁu Shleﬁ Wwﬂiﬂ,m make sure you equip the Steal Skill before the battle begins.
'F"ﬂqmmi completely immune 1o hit-backs, s0 Oulta My Way tricks wan't help. But he is very slow, so if you're determined not

n;mm:&m,mmﬂmmmmmmmwmwm

- 000

S0 The Duke Battler always has Counter equipped - )
itself, so make sure Nina and Lin stand out of ox . i
range when they oftack. You may also wan! to
have Ryu save up his AP and oftack every other
turn to minimize the domage he'll take.

The hollway he quords leads to the Treasure Chest ledge from the firs! room. The Treasure
Key should be there if you killed oll the Dukes, so open the chest ond grab Blow Up!, Lin's
first 30 AP Skill. This powerful spread aftack is the worst nighimare of bat and roach enemies.

Notice

© buttan-- Blow up!

Select a target,
i 1 i : x
i metion Target: Spread Shot Attack with
an Attack Powear of |56X,

NEW SKILL: COUNTER

You'd really thing this Skill would be good, but you'd be wrong. When you're hit, your character sirikes hack with whatever 10 AP Skill is
set on your Cirde button. 10 AP Skills never do much domage outside of combas, and the 10 AP the Counter uses could be put fo much
better use during your own turn,

A
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\( \, — - — —
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[ 7 [ 210 ] 15 |

150% | 100% | 100%

DROP
= Foatloosa (1:4) .
[ﬂ-ﬂ] Lurid Dust (1:2) Estope {1:4)

L 1

~{B| L | HP | XP
[ 13 | 280 | a4 |
100% | 100% | 100%
DROP
HP Up (1:2) Antidote (1:2)
Antidote Polsonshreom (1:2)

L

| 100% | 100% | 100% |

DROP
woapan ol type it is killed by —

- s SR
DEADLY AMBUSHES IN LIFT3

All the enemies in this floor ore packed info the north room and the two connected bridges. There could be up 1o six spiders here, usually hiding
on the ceiling, ond one well-hidden Goo Element. Switch to Ryu here, since his sword arm can react to surprises (like falling spiders) foster than
Lin's gun.

Goo Elements always drop o weapon of the type 4 % IS == S
that is used by the character wha killed it, so plan [ . ;

accordingly. Have Nina kill them whenever passi-

ble, since she gets the mast benefit from having
a variety of swappable weapans.

Killing the Goo Element will moke the Treasure Key appear in the spider-packed olcove south
of the entrance. Reirieve it carefully, then make your woy slowly down the spider-infested
bridges to the room with the Treasure Chest. It confuins Ryu's 10 AP Skill, Rust Armor.
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L | HP | XP

L HP | XP
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DROP DROP
Hesl Kit Wake Up Maega Aid Kir —
RETURN OF THE DUKES 1l

The first Duke you'll encounter on this floor is sleeping peacefully, and it would be a shame fo wake him. Slip by, scooping up Heal Kits from
the Hychees, and save your strength for the next room.

Once again, use the terrain to your advantage by getting the huge pack of Dukes to line up against the ledge of their platform. Toss all the
explosives you have, then have Nino or Lin start the combat. Use Lin's Blow Up! and Nina's Jolt to hit as many foes as possible, but make sure
they're standing against the back wall when they do. Otherwise, they'll be vulnerable to the Duke’s brutal counter aftacks.

The Treasure Key will appear when the lost Duke dies, and the chest contains o Backpack that
adds o page fo your inventory. When you're done dancing, singing, and weeping tears of joy, step
through the door and take the Lift up to LowSector Borough.
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. CHAPTER FOUR

¢ CORPLAB ENTRANCE

You emerge from the lift to find LowSector Borough much the way you Jeft it. The paths to
Ronger HQ and the Lift are blocked, but the door 1o the CorpLab has finally opened. Heol up.
(pick up several Anfidotes), gear up, and heod inside.

THE CAPTURED
FAIRY

BESTIARY
|

The door to the Corplab (in the eost) is
locked with a key card you don'’t have. Try it
anyway, hecause the event in which you find
the card doesn’t happen until you do so.

While you're down there, visit the two small rooms in the southwest. One contains a few
chests, while the other contains a captured fairy. As o reward for saving her, she iransports
the party to The Colony and hands over a Fairy Drop if you don't already have one. The
Colony is a strange mini-gome that will ultimately lead fo many new items and skills, as well
as on opfional 50-story dungeon. This is covered in the Kokon Horay section.

For now, hire the three Worker Ants waiting by the sign ond assign them fo a digging teom.
(heck back often (after every 20 battles or so) fo hire addifionl Worker Ants as they
become ovailable. No digging will begin until the next fime you visil, so ask the Fairy to send
you home and head back to Low Sector Borough.

Rl GukkeR Levr

‘ | 19 600 | 330 I
i ATTACK |DEFEMSE| MAGIC SPEED | MOVE AB DE
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DROP
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|
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DROP
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INTO THE CORPLAB

Affer the post-batile intermission, one ranger drops his BioCorp ID. Use it on the card reader
1o get past the locked door. There ore no enemies on this floor, but there is o Telecorder and
the three shop girls. Buy some Antidotes to dlear up any lingering Poison effects, und take the
southwest door to Corplub 1F

This nex! area has a number of humans and goo monsters, so no single Trap works well.
Take some meof for manipulating the Goo, but moke sure you have some type of Bombs for
dealing with humans (who don't snack uniil after they wipe the floor with you).

Three of Bosch’s cronies are waiting when you dimb up the steps from the Corplab, siting
an a canister of Poison Gas. The Poison condition gets applied to you on each furn, so there's
no paint in dealing with it. Instead, focus on quickly killing the rangers.

The Mage is easily the most dangerous foe,
because he can cast Iceblost (which hits mul-
tiple characters) and a nasty spell called
Hundredgears (which depletes 100 HP from
its intended torget). For this reason, make
sure no one’s HP drops below 101; if it
does, they ll be in one-hit kill range.

The Battler charges fo attack, but the other two hang back and use ranged attacks. Set up
some magic Iraps in the Battler’s path, and save Ryu's AP and wait for him. The other twa
rangers have Aid Kits that can heal the party, but they only use it when their HP drops below
one-half. No one will intervene if Ryu kills the Battler while Lin (using Blow Up) and Nina soft-
en up the rest of the group.

During the initial stages of the battle, it helps fo consolidute the approaching enemies if your |
party backs up slightly. Although two of the enemy rangers use ranged weapoans, the weapons’
limited range isn't quite up to par. Instead, they will need to spend two rounds moving forward |
as your party’s APs max out. The Battler should quickly crumble under these conditions, and

the other rangers will have nothing to show for it.
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L | HP | XP
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Shisld: Bangle +1 (1:2)
Shi

mld: Silver Arc

DROP STEAL

The D-Ratio door in the southeast corner of Corplab 1F leads to two
flaars that you atherwise couldn't reach.

On Corplah B1, Goo of all colors and flavors are hanging from the ceil-
ing, filling many of the roams. To easily dispose of them, toke them one
by one and have skills of all elemental types available to Nina. As o
reminder, fire beals lightning, lighining defeals ice, and ice destrays fire.

Other rooms contoin a new Hychee variant. This one, called Bon Appetit, turns info an Aid Kit when it dies. There's also an 0dd Hychee with
the usual Mega Aid Kit.

Basically, the goal is to eradicate all of the Goo on the floor to make the Treasure Key appear in @ north-central room. Take the key to the
Blue Chest in the South 1o find G-Inferno, o 30 AP skill for Nina that creates the largest and most powerful Magic cirles in the game.

There's no Blue-Chest in Corplab B2, but o frio of Kanaphuges provide on ample reward. Eliminate the four Rofflesia in the large northern

room with the Kanaphages, then trap the quick little bugs that can be worth up to 10,000z If you can’t kill them in one shot yet, surround
them with the newly ocquired G-Inferna rings. Every aftack lowers the value of o dead Kanaphage, so do everything possible to bring them
down with 30 AP attacks.

" POWERGAMING

s

If you saved recently, farm some money from this room. It only takes  couple of minutes fo get here from the Telecorder
upstairs, ond these Kanapages aren't difficult to destray, For mximum Zenay, transform info o drogon, use o twister o elimi-

. ‘E'-f- U

nate the farget Kanophoge, then repeat the process. When the rooen is dlear, give up and do it oll agoin for evan more Zenny.

Take the elevator in the southwes! comer up
to CorplLub 2F and search the northern
rooms. In the central room (accessible from
the east) you'll encounter an 0dd Hydhee
and a cadre of regular Hychees. Stock up on
healing items, then go cross the bridge.

THE CORPLAB 2F TREASURE KEY

Continue on this floor fo find two Armstrongs. They're only guarding random chests, so they're hardly worth the trouble. If you insist on
killing them, set up a trio of G-Infernos behind them while they sleep. For giant chunks of metal, they're surprisingly vulnerable to hit-backs
and a frio of G-Infernos and G-lceblasts should make short work of this fight.

Because every Armstrong enjoys sleep, save your attucks until each character hos o full AP gauge. This means that you can perform longer
combos and have Ryu ovoid counterattacks. In addition, it olso moves the batile along quickly.

Both sides of the bridge are packed with
Buzz enemies. They're fuirly weak, so throw
some Mea and go for a big XP bonus. Bring
olong u few spare Anfidotes, thaugh,
becouse their stings are poisonous. Lin s the
best person for culling the herd here, use
her for the Extro Turn and unleash wide
are attocks.
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Becouse Buzz enemies often drop Longfaat items, which permanently increase o character's Movement stal, make sure you kill
them oll. If any of the loot gets stuck between the bridges, have Nino vacuum it in.

cullar enemies. For o relatively easy fight, skip oll of Nina's furns and
ging batiles, have Nina chip in, too; this foe’s stats increase by 10%

s will increase accordingly, but don't get in over your head. On each
don't hite off more than you con chew or you may find that they

¢ Aﬁu‘dafonllnﬂmhmm the Treasure Key appears. (ross the eost bridge and hang o
eft o get to the Hychee room, where the Blue Chest awaits. It contains Roundsaber, o
- 30AP Spread attack for Ryu.

THE CORPLAB 1F TREASURE KEY

There are two Pafroller enemies in the hallway south of the room in which you fought the
Rofflesios. Note the Yellow Box behind them, but think twice ahout engaging these two in
combat. When each Patroller dies, it summons four fough Bouncer enemies in the next hall-
way. Let both live and the hollway remains dear; kill them both and eight Bouncers await. If
you're up for the challenge, go for it!

0.06: ,

Bouncers are tough but the fights aren't very - TEE v A | No one likes having their pockets picked, and the /IR v SRS Wi &
| lucrative XP-wise. However, they drop Nind's 20 | ™= ” ' Bouncers become enruged when you swipe their :
AP Lightning skill when killed. If you want an - ' Zennypurses. Kill them before they can retali-

early crack af this skill, pick a fight with them. : ate, then resell the purses for 300z

“| POWERGAMING

the hoxes in the corridor fo moke the enemies bunch up before engaging them. When the Bouncers get hooked onto the boxes, it is safe for Nina to start the fight-—this is |
axactly what you wani. Hammer the Bauncers with Ao attacks from the start of the fight to end it in one or two rounds. This earns you a hefty XP bonus—even from mere |

l
@
| o =
’ What are eight Bouncers compared 1o o party of your potential? If you're fairly experienced and comforioble with the game by now, the Bouncer fight can be a lot of fun. Use
l Bouncers—and it’s a TON of fun fo pull this off. The second time through the game, this fight is a must, but even first-timers will enjoy the patential for o good tussle here.
|

If you're characters oren't quite powerful enough for this fight, stock up on Bombs and Dynamite. When the Bouncers get stuck together, use Dynamite to saften the group.
After doing so, throw in a couple of Bombs (these can be saved for the first round of battle and used manually).

| —

The elevator at the end of the Bouncers'
hallway leads to o new section of
Corplob 1F. The large room here is full
of Ruby and Plosma Goo, enemies that
con quickly overwhelm a porty with
powerful magic. To do so, strike ot their
type weaknesses. Hit the red Ruby Goo
with ice spells ond the yellow Plasmo
Goo with fire. Hitting the Rubies with
fire or. the Plasmas with lightning couses them to regenerate and become stronger. After

‘ dlearing fhe room, the Treasure Key appears.

Try to get Nina the Extra Turn, and use it 1o hit each enemy with its elemental weakness

once. This should drastically reduce their offensive copabilities, forcing them to use only
level 1 spells for the remainder of the fight.

Ly B0 e e = L, “P— 1
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There is o giont Armstrang in the corner of the Blue Chest room thot follows, but this enemy is
‘slow ond narcoleptic, so combat is easy fo avoid. If you want to fight this enemy, be advised
that it has amazing defense. Nina is the hes! choice here, especially if she has the Lightning
skill. The Armstrong counters physical atfacks, so make sure Lin stays for away and keep Ryu's
1P up. The Armstrong falls nsleep ofter o few turns and gains 250 HP. When this occurs, hove
evaryone skip their nex! tor 1o fill up their AP bars. On the next furn, wake up the foe with
biistering 150 AP combos.

The chest contains Blunt, a Nina spell that lowers its targels” attack scare. This technique is
effective ogainst certain enemies, in parficular Armsirongs.
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() CORPLAB 3F, 4F & 5F
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Skill: Lightuing (1:2)
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Antidote (1:2) Longloat Panecea (1:2)

\

4
100% | 100%  100%

DROP
Zemnypurse (1:4) Weapon or Armor (spedial) -

CORPLAB 3F NORTH

Tha large central room on this floor contains o bunch of Goo enemies, including the new Sapphire Goo. Kill at least one of them fo acquire the
Frost skill for Nina.

A for more interesting pair of enemies lurks
here as well, the Kanophage. These gilded

bugs are worth 10,000z, but their value drops
in half with each unsuccessful attack. With this in
mind, use the party’s strongest level 3 attacks to kill them with as few hits os possible. These
enemies are quite good af running oway, so have Ryu use o pair of Deathbringers during his
Extra Turn to dispose of them. If they seem to be getting away, have Nino ottempt fo-reach
them with a Lightning attack.

I
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! CORPLAB 3F SOUTH

The bridge that connects the north and sauth parts of this map will either be infested with a bunch of Buzz enemies with one Queen, or jus!
three Queen Buzzes. If the former appears, go for the big XP. If the latter appears, just fight them one-on-ane. It shouldn’t be o problem, os
these enemies are susceptible to Fire ond not particularly dengerous. Also, they always drop Longfoots!

After crossing the north bridge, go back across the south bridge and pick up a pair of Yellow Boxes. There are no Blue Chests on this floor, so
head to the exit in the southwest. An inferesting event occurs on the way.

CORPLAB 4F

There are four Patrollers on this floor. Each one will summon nine Bouncers into the halls when it
' dies. If you're determined to ovoid the Bouncer batiles, use Ryu's D-Dash fo get through by with
* only o small cost fo the D-Counter (o few tenths of o percent if used carafully).

Bouncers aren’t as tough if your party has the
| Lightning skill. These enemies ore fas!, though, so
| have Nina swing early to ge! the Extra Turn.

Getting past the Patrollers in the northwest corer room can be Iricky if you wont to open the
Blue Chest near the enirance to this floor (do so, os it contains o Backpack). A Goa Prism (o
dlightly tougher version of the Goo Element) hos the Treasure Key, ond it somefimes lurks in
the room guarded by the two Patrollers. If you can't find the Goo Prism in the hallway, cut down
the Patrollers and search between the cages, Like the Goo Element, the item the Prism drops
depends on who kills it. If Nina finishes the job, the item changes based on the element used.

L Handgun +3
Ryu: Strong Sword +3

~ Nina-kee: lce Check +1
Nina-Fire: Ruby Maser +1

~ Nina-Electric: Plasmaproof +1

CORPLAB 5F

This floor is free of enemies, so explore ot your leisure and don’t miss the Telecorder and
shop girls in the southwes! room. Arma's shop is always the same this fime; the Eleciric-type
weapons for Nina and the Anti-Ice armor available to everyone should provide a clue about
your party’s nex! destination. Both sefs of equipment ore useful in the Ice Caves, which is
just past the door in the northwest.

CHAPTER FOUR (4
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FIRE ICE ELEC

I DROP
AP Up (1:4)
| Weke Up (1:2)

50% | Head | 150%
DROP
Sait: ke Seal +2 (1:4) L ¥
202 Skill: Blow Up (1:2)
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100%: Heal | 150%

ire Maser (1:4)|
Skill: fcoblast

| Boost Armor (1:4) |

©

L HP  XP

FIRE ICE ELEC

©
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§ FIRE ICE ELEC

50% | Meod | 150%

DROP DROP
Polsenshroom (1:2) Suit: Chaos Chadk +3 (1:8) Louse (1:4) Weapon: Glader +3 (1:2) L
Fresh Meat (1:2) HP Up (1:2) Wake Up Woapon: Glacier +2 -

MEET THE GARS

You'll find o room guarded by four Gor-series enemies if you continue into the door direcly ohead. They guard a treasure of either three Yellow
Boxes or one Yellow and five White, so it's probably worth the frouble. However, four Gars ol once can be overwhelming, so open the door and lure
them out one or two ot o fime before entering.

Like virtually all enemies in the Frozen Rood, Gars are weak to Elecric attacks. Since Nina will be
your MVYP throughout this dungean, Iry to equip her with an Antenna or Thor Hammer for the slight
Electric-damage boost they provide. If you haven't found one, you can buy one from the weopon
dealer af the end of Corplab.
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" THE CENTRAL CAVERN

There's a large cavern north of the entrance that contains a number of Goo Sopphires and Drillbugs. Drillbugs are pretty easy to avoid, since they'ra:
completely obsessed with running around in their little circles. If you choose to fight them, you'll find them pretty easy 1o beat with Lightning spells:
and long range ottacks. From here you can go north fo the stairs, or east o the Treasure Chest,

Drillbugs ore very easy to group together with mea, so toss a slab of juicy ribs info the center of o bug group. The little guys will
converge on the meaf and lend themselves to a very shacking Extra Turn from Nina. This earns you a nice chunk of free XP.

|
l

THE TREASURE CHEST

The bridge here is full of new Aggrossa and
Aggrosser enemies. Try ta lump them up
with Fresh Meat, and then fake them out
with Blow Up and Jolt attacks. Not only will
you get o good amount of XP. you'll akso
end up with o pile of valuoble HP Ups.

0.0.0:
Aggrossos fend to cast Confuse on your party
when they drop below half their HP Max.
Unaffected characters should finish off the ene-
mies, and then the Confused members can run it
off outside of comhat.

A good way 1o counter this problem is 1o have Lin
ond Nina saften the enemy graup fo the point where Ryu can finish each one off in a
single attack set (thus, the bats won't even get o turn when they are below half health).

The Aggrossers will drop the Treasure Key once eradicoted. The nearby chest contains Lin's
Greetings skill.

c HAPTER vk .
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PX ¢ HERMITS: THE NEXT GENERATION
Not everything in the frozen loke orea is os it seems. Switch to Lin so you con see if her crosshairs
appear on the White Boxes before you approach them. If they don't show up, the box is probably a

Juck Box in disguise. Toss some Meat to lure out the beast within, then start the fight with Ryv.
Most of the boxes in this room are fake, induding the gion! one.

Forfunately for you, Juck Boxes are ensily beaten
and offer an incredible opportunity fo earn
obscene omounts of money. Addifionally, the Big
Juck Box holds the Treasure Key for this floor.

JACKING THE JACK BOXES

| Every fime you hit the Juck Box, the amount of cash if holds increases. You can
' actually watch the pot grow, hit by hit, by using Lin's Profile ability. The formu-
|J lo that determines how much money you get is complex, but the method fo
maximize il is pretty simple.

On your first turn (the Extra Turn, for exomple), hit the enemy three, five, or
seven limes (seven gefs you the most money), then end your turn and wait
untif the Jack Box's first turn. A message will say, “Jock Pod” and the omount
of Zenny it holds will begin fo increase dromatically,

' On your next turn, have everyone hit the Jack Box as often os possible. You must kill it this turn, or the pot will zero-out permanently on the Jack Box's next turn. Get in as
many hits os possible before it dies. Use low domage skills like There! and Hex (sold in The Calony), and lce-type spells fike Frost to get in 15-20 hits before you finish it off.
If you can hit the Jack Box enough, ifs purse will max out ot o stunning 60,000 Zenny. Pull this off on each of the five or so Juck Boxes in this dungeon, and you'll never

|  need to worry about money again,

THE EAST CHAMBER This room also marks the return of the Beak and Deathcow enemies lust seen in the Lift fo

LowSector. They're nowhere near os lough niow that you're five or six levels higher, but they
con still pose a serious threat. Try to have Ryu start the fight so he can get in range before
they cast Howl and all of your characters end up with the Bind condition.

There's a small army of Gars here, but
they'll have trouble reaching you from the
pit in the south part of the room. Capitalize
on this by softening them up with explosives
before you wade in and finish them off.

The Treasure Chest in the south end contains the easy-to-abuse Feint <kill. Grob thot, then
continue north to the third floor.

k. Chaevenr FivE (¢
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NEW SKILL: FEINT
The first fime you're hit in each combat, Feint will erase all of the damage, Combine it with the abilify to switch shields in combat, and this
powerful skill can be exploited in a number of ways. For exomple, thread three different shields with Feint, switch between them on each

of your tuns, and prevent three attacks. Or once your Feint hos been expended, switch o a shield threoded with Valor or some other
useful skill

loo%l Heal | 150%

DROP
. M‘w (1:4) Boost Armor (1:4)

100% | Heal | 150%

DROP
on: lceComnon +2 (1:4) y
eld: Astra Shell +2 Boost Armor (1:2)

®
| L HP | XP
[ 18 [ 310 78 |
i FIRE ICE ELEC
| 150%

DROP
AP Up (1:4) Poisonshroom (1:7)
Wake Up (1:2) Frosh Meat (1:2)

L

HP | XP

== 4 100% | 50% | 100%
DRDP DROP
Louse (1:4) | Weapon: Gledier +3 (1:2) 2 W suit: Bindproof +2 (1:2) Skl W Sl (112 ’ “
Wake Up :\’ Gladier +2 . Suit: Stumproof +1 (1:2) Frosh

il«\\_ 68 — W— -

| Sult: Choos Check +3 (1:8)
HP Up (1:2) X
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THE ICE GOO

The Treasure Key for this floor is in the clutches of o giant Ice Goo surrounded by o codre of
smaller Goo Sopphires. The Iee Goo may look more dangerous, but it will go down just os quickly if
you use comman sense Goo-killing tacfics. Use some Meat to get oll the Goos fogether, then have
Nina get the Exira Tum. Immediately hit everyone with some Lightning spells to suppress their abil-
ity 1o use high-level skills, then clean them up with mass-kill actics.

KING OF THE DRILLBUGS

To get 1o the Treasure Chest, you'll need to
fight your woy past the Bug Leader and his smoll army of Drillbugs. If possible, fry to lure
the Drillbugs away and kill them first; you want to take the Bug Leader on by himself.

If there ure Drillbugs in the fight, ignore them ond kill the Bug Leadar first. If you killa
Drillbug in the Bug Leaders presence, he'll cast o Blizzard spell an the entire group. Avoid
that and he’s not so tough. Watch out for his Thumbing attack, which can Blind ils forget, but
do keep him alive long enough fo steal the Leech Power skill. This neat little shield skill will
suck o few AP from any foe that attacks you. Best of all, it's free for you fo use:

o e GRS (),

Magic » s » | I P
Trap ss»

The chest contains a weapon, not a skill, Make sure you don’t accidentully dump it from your
inventory before you can get it Appraised; the Cleaner cames with the important €’ Mon!
| &% carry skill pre-installed.
any more items!

| Encmy
Thumbing

THE DANGER ROOM

The next room is a fairly easy Danger
Room, where you'll have to fight o handful
of Aggrossas ond Beaks. The Aggrossas are
pretty shy, and you may need fo use Meat
to lure them off the roof. The Beaks will use
Howl immediately, so don't start the fight
from too for bock. Make sure Ryu is in the
lead, or he could get stuck behind the other
choraters on the bridge.
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A LEGION OF GARS

The four Gars in this room are in a pretty fight formation, so it won't be easy fo ! them into

smaller groups. This would be o good fime fo use some of your accumulated explosives fo weaken
the Gars hefore Nina finishes them off with Lightning aftacks. It's nice to sturt this off with o good
Meat toss, though; you don't want any of those Gars to make o run and rob you of an Extra Turn,
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A WELCOME HYCHEE ROOM

This looks like u typical Hychee Room; Five of the smaller maggots surround o single Odd
Hychee, However, check out the ceiling before you rush in to collect your Heal Kits—1there
are Iwo more Odd Hychee lurking up there. Lure them down and wipe them out, too; the Mega
Aid Kits they drop will be o big help in the series of boss fights shead.

BEAKS ON THE BRIDGES

If you don't care about the Treasure Chest here, you can o straight through the door fo the north and avoid the Beaks entirely. If you want to et the Treasure Key, star! the baitle from ofor sa
you con use the thin network of bridges to your advantage. When the Beaks are forced 1o come at you in single file lines, they'll be set up perfectly for G-series spells and Lightning blosts; fine
aftacks like Fang work well, too.

The Treasure Chest in the small room fo the north contains Fraghall, o 20 AP Magic Trap skill for Nina. This one is Ice-type (so it's useless in this dungeon), with the added effect of freezing
some enemies. Don’l miss the other alcove of the south end, which will either have a Yellow Box or four White Boxes.

SHOP GIRLS AND JACK BOXES

When you cross the land bridge to the east, you'll be only a few steps away from the sweet relief of a pair of shop girls {Jaju and Leo) and o
Telecorder. However, don't assume that this final room is safe, because several of the chests here are Jack Baxes. By now you should know how
to mint Zenny from each one; it's too bad there isn't a weapon shop here to spend your forfune on.

Make sure you have plenty of Aid Kits and Tonics before you take the north door to the Storage Area. Hit the Telecorder, too—you can offord
to spend a Save Token, since you'll get two more after the boss fight. This is one of the best save points in the game; if you're going fo save at
all, this is a key spot.

0O00000
NEW SKILL: C’MERE!

Lin con't learn ('Mere! af this point in the game, but it comes pre-installed in the Cleaner gun that you can now have appraised. C'Mere!
does no damage, but it will pull enemies forward a great distance. This can be used to prevent foes from fleeing, pull enemies into o
G-Flores, and bring distant targets into Ryu's range. .

[ v g SE. G |

» T
L ]
a -

CHaeTer Five (<)




 HOW D USE THIS GUIDE CHARACTERS _ GAME BASICS 1" INVENTORY

You just saved your gome, and things can ge! very excifing over the next few baitles. An upcoming series of boss fights will grant you o lovely amount of Party Experience,
especially if you win those fights during the first round. g

If you want to have o hit of fun and build up more power, use your Dragon abilities 1o destroy the enemies in all three of the battles. A first-round victory is almost hard to
avoid once D-Counter points are no longer an issue.

When the series of fights is over, give up and start the whole process over again. An hour spent collecting XP in this manner will set a party up for the rest of their journey
(you can gain enough levels to stay out of harm’s way through most challenges).

H 520 | 420 I

aTmcu DEFEHSE Mmic SPEED MOVE AB DE
30 |
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|
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| DROP
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U Shisld: Rumger Shell +3 (1:8) " 500z i

An eight-on-three fight is never fair, so you'll need to even the odds quickly or your foes will
wear you down, Gunners are annoying cowards and they fall like wheat when Ryv wades into
their midst. If you can go info a position for Side Slice to hit a Gunner and a Battler af the same
time, you will enjoy the extra domage that the Baitler takes. Gunners just don't have the

defense fo survive for very long against direct attack.

When the Gunner on the left side is dovwn and the Batilers are on the wane, it’s fime to sirike af
the more prominent group (on the right side). Have Lin pull them together and continue to have
her and Nina use softening AoE attacks: Ryu should stay close and bring fargefs down.

The final group of the hottom is of little consequence with its supporting warriors slain. Advance on them and grant them a swift resl.

| 1400 | 1024 |
i ATTACK DEFENSE MnGi( SPEED MOVE AB DE
00 | 712 50 30

MTA(K DEFENSE MAGIC SPEED MOV‘E

Fm
100% | 150% | 25%

meq:q
100% | 200% | Heol
| Iallt»qI Padk || |

| Generater (1:4) " Skill: Toke This! l

This ealking il press isn't half as fough as it looks. Send Ryw in fo deal with it directly while Nina
and Lin use their Spread otiacks io kill the Annexes before they attack. Make sure Ryv has Steal
equipped: if he geis lucky, he can swipe the Asimoy's Generator, reducing ifs obility to regain AP

Because the Asimov will constantly regenerate its Annexes, the machine will atiack only rarely.

This keeps your party from laking much domage of all!

When Asimav falls to 0 HP you have three rounds to flee before it explodes. Run just for
enough away that the Annexes are in the outer range of Nina ond Lin's atfocks, so they can

continue to deal with them, while awuiting the boom.

If XP isn't as importan! fo you, just keep running and make the Annexes do oll of the hard work. They will get o back atfack in against you, bul you won't risk being in close proximity to the

blost of the Asimov when it dies.

CHapTER FIVE
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In the final round of this battle, Captain Zeno attacks while two Mage Caplains back her up.
Zeno isn't foo fough at firsi, bu she can strike two characters each tum for small amounts of
damage. Your first priority is o foke out one of the Mages; both can cast Iceblost and hif mulfi-
ple charocters. The mage on your immediate flank is the best targel, and your pariy should be
able fo take this caster down in the first round.

When one of the Mages is dead, things get a bit more complex. Zeno is easy enough to wound
early on, bt she has o heck of a cord to play if you push her back 1o the wall, If the second
mage dies or if Zeno falls below half of her maximum health, she will use her Fimal Verdict
skill to power herself up considerably. To maximize your chance of winning this fight, concentrate on Zeno after the first mage dies. You con wound the other in preparation for o kill, but don't
finish that second mage until Zeno undergoes her fransformation. When Captain Zeon begins fo approach half-health, save up your AP for o huge combo aftack that will send her as far toward
the grave os possible (Ryu is the best choice for doing this). The moment she changes, kil the ofher mage and work on the deadly leader once she's alone.

Zeno does o lot more damage in her new mode of attack and she takes half damage from alf of your aMacks, including the magi-
cal ones. This is why you want fo lower her health bar as much os possible before this stage of the fight. If things are still look-

ing bleak, even with all of the preparation work that you have done, transform into a Dragon and hit Zeno with a Twister
After defeating Zeno, recover her sword, the Violet Blade. Toke ’

it oufside o get appraised and begin using it immediately. Don't
forget to raid the rooms that border the battlefield. A pair of Save .
Tokens is among the Ireasures.
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STEALING FROM ZENO’S MEN

There's a lot of great stuff to swipe in the three boss fights, so equip everyone with Steal to increase the odds you'll get it ull.
In the first fight, steal Dent Weapon from any of the three Gunner Capfains, Counter from the Lead Buttler, and Third
Eye from the Lead Gunner.

—— In the second fight, it's easy to steal the Take This! Skill from the Asimoy, but
v bl |  itle tougher to steal the Generator, which can be sold for 2,500z The
Butteries that the Annexes have can be sold for o mere 100z

In the final battle, snag the powerful Valor Shield Skill from Zeno herself, os
well as her trademark V (which can be sold for 1300z). The Mages each hold
o Magic Wand +2, o fantastic weapon for Nina that has increased power
and many more skill slots.

GOC00C0
| A PLETHORA OF NEW SKILLS

The skills you can steal in this series of battle are all quite useful. Third Eye is quite inferesting; it's a 10 AP skill that guarantees your
next attack will hit. It con’t be used in combos, which is annoying, but it's nice to have available in one of your aliernate weapons, espe-
cially when paired up with powerful, but inaccurate, skills like Ogre Slice.

Lin's Take This! skill is one of her few good domage-dealing skills, ond it's espedially cool when used in combination with There!,

The shield skill Valor will resurrect a character (up to one HP) the first time you die in any battle. Always keep a shield with this
equipped in your inventory for boss fights (where it can really hurt to lose o turn getting woken up with a fonic). It also ensures that
you'll never lose the game when your entire party is hit by a powerful spread attack. Obviously, swap it out once i’s been adfivated.

Finally, there is Violet Death, the 30 AP skill that exists anly in Zeno's Violet Blade. This nifty fittle skill hits once with o weak attack that ignores the enemy’s Defense, and then follows it
up with a powerful spread attack. In general, it's o better skill than Deathbringer.

CHarTER FIVE (4




¥ j\‘\ 76 et “W—

L WP xp

| L

\[_29 | 380 | 180 | {29 | .

| FIRE ICE (3119 FIRE I(i ELEC f FIRE ICE ELEC
100% 100%

1|
| DROP DROP DROP
i Skill: Steal (1:2) Boos! Ronge (1:4) Zonnypwrse Skill: Side Slash (1:2) Meoga Ald Set

50% | 150% | 100%

i DROP DROP
Fire Bomb (1:4) m P +4 (1:4)
Sult: Fireproel +3 (1:4) Fresh Meat (1:2) Skifl: Fireblast . F“'I'“I“"

A DEN DF THIE\IES

After turning the corner in the first room of IndustOne, the party comes face-to-face wiith five new
Trickster-series enemies. The two Bandifs stun the party and steal their ifems, possibly costing o
furn, and then run for the exits. HighwayStars aren’t pickpockets, but they will grab any items on
the battlefield. This will likely include the items you just recovered from the Bandits.
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BAPHOMEY AND THE EBONFIRES

Two new enemies lurk in the nex! areo. The
giont Baphome! and the smaller Ehonfires

congregate in open oreas, so use Lin's

Fortunately, a new weapon will help counter - .
l all of this nonsense. The ('Mon skill in Lin's || '-__' Ll L Qv ‘
I

(leaner weapon will pull the fleeing hur-
I glors back to the party. Then Ryu and Nina
‘ ton feoch them o voluabla lesson about fak-
|

ing things that don't belong fo them. ('Mere! <kill 1o bring them into Ryu's range.
Switch Nino 1o lee aftacks, becouse both foes
| ure Fire-based enemies.
‘ Take the north door out of there to find o
room with o frio of Odd Hychees. The lower _
door leads 1o the next part of this floor. 000

Bophomet's most annaying attack is Silence, which
casts the Lock condition on the party. Lacked char-
acters can't attack, so use Multimeds fo cure this
affliction. The only other cure is the Unlock

item, which can be stolen from Baphomet.

After defeating the Ebonfires, the lonely Baphomet loses its regeneration ability and starts costing Flare instead of Fireblast. Cearly the sofest strategy is o eliminate the weaker Ebonfires first,
but this comes af o price: A weakened Baphomet will relinguish only 300 XP instead of the usual 1,000 XP.

Unless you've already purchased it ot a Colany shap, this is the first opportunily 1o get the Fireblast skill, so don't let the Baphomet get away!
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HP | XP

L

| J .
0 | FIRE ICE  ELEC FIRE  ICE  ELEC
I 100% | 200% __Heal | ot g

|

DROP

] STEAL o DROP
. " b iy
l oo _“I;’f;"‘u“l’{':n;‘lI'L‘;”' | oy Pock (1:0) J =— Shil: Steal (1:2) Beest Rangs (1:4)

THP | XP | : L | HP | XP

_ || 24 | s00 | 150 |
| FIRE  ICE _ ELEC | | FIRE ICE  ELEC FIRE ICE  ELEC

Heal 150% | 100%

4 100% | 100% | 100% 200% | 100% | 100%

DROP i | DROP
T Skill: Side Stash (1:2) Ol (1:4) skill: Explosion (1:2) g e b -

! L | HP | XP
| | 17 [ 280 | 8o |

! FIRE ICE ELEC
Heal | 200% | 100%

| Boast Power ,

| Weapon: Ruby Mazer (1:4)
Skiil: Flare

The second room in 2F West hos a trio of robofic enemies guarding o Blue Chest. In actuality, the Blue Chest is o Wonder Box and the Capeks
aren't holding a Treasure Key.

Whether you skip this fight or not, it's imporfont to note that the Capek enemy is obundant here so it begooves you fo learn its weaknesses. Like
most electric creatures, Capeks are weok against Ice spells. Similar to the Annex enemies, they lose some of their offensive might if you steal
their Battery Pack. Copeks have two long-range attacks (Gatling and Jolt), and can use Push to knock back those who get too close. For this
reason, gef Lin the Extra Turn and only move Ryu in for the killing blow.

% POWERGAMING |

JACKING THE WONDER BOX
Like the Juck Box, the Wonder Box seems fo exist to reward players who can figure out its little gome. It will self-destruct ot
1 the end of any turn in which it is hurt, and the item it leaves behind is bosed on how much domoge it sustained. You have one
i turn in which to get it as dose 1o 0 HP os possible without going over. The prizes are:
i
SOL WP Heal ki
251-500 HP Save Token
51250 GoldXP |
11-50 Hymnal +1
-5 Soul Ring +1
" 4 .
‘A
’(f L\ %
1% 78 - - d b———
> 4¥
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The Copeks and Wonder Boxes guard o room with o Blue Chest ond on easy passage fo the south side of this oreq.

There are half o dozen Capeks here, idling behind a fence. It's possible fo start the fight from the other side of the

fence (hitting the entire group with Blow Up and Iceblas! is pretty tempting), but this approach will leave Ryu out of the fracas entirely. Its
befter lo move fhrough the break in the gate and strike direcily.

4" =« S T
i L '-=-—.:':-.--|r ‘ A
- =

With the Capeks out of the picture, it's fime to focus on the handful of Petraphage enemies fo make the Treasure Key appear. The key is
used on the Blue Chest in the alcove to the south. Open it to get Refect, an expensive shield skill that serves as o Counter for magic attacks.
Despite what the name implies, nothing actually gets reflected. Instead, the character just retaliates with his or her first Level 1 attack. At 20
AP this skill is fairly weak.

From the D-Ratio room, head directly to the south part of 2F Wes?, skipping 2F East entirely.

Stay on the ground floor after wiping out the Capeks hanging around near the entrance.
Proceed corefully into the center of the room to find a bunch of Petrophoges.

When olerted to the party’s presence, a Petrophage will quickly charge at the party in a straight
line. If you successfully dodge the creature, it will hit o wall and momentarily stun itself. When
this happens, quickly shoot it. It's not always possible to eliminate Petrophages without combat,
because they tend to attack out of nowhere. To steal the Explosion skill from a Pefrophage,
you must face a bottle or two so don’t auto-kill the entire herd.

Quickly dispose of Petrophages to avoid their Twin Strike attacks lafer in the fight. This self-destrudting attack can inflict lethal domage to anyone nearby. The cily Petrophages are weak against
Fire spells and weapons, but the flames make them ignite. When this happens, know that they'll use Explosion on their next turn. This will couse damage fa the entire party, plus it will kill any
other Petrophages nearby. Kill oll of the Petrophages to make the Treasure Key appear.

' _ THE EAST WING TREASURE ROOM
m e."' — !g
. — V. Ce— . S Enter the nex! large chomber and locate o small control room with o Fire Goo and some Goo

T T . Rubies. Nina's usual Goo-killing tadics are effective here. The prize is Lin’s Level 3 Let’s
R - Dance! skill. It resembles her Blow Up skill, but the orea of effect of Let's Dance s a circle
instead of u spread effect.

Continue south to reach a new funnel that tokes you fo the lower half of the West Wing. From
here, confinue west o the lodder that rises to the next floor. A mixed bog of Bandits,
Petraphages, and HighwayStars will aftempt fo prevent the party's safe passage. You won't miss
much by choasing to ovoid them and run for the exit.

Larcty
lechiant

| ,
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L | HP | XP
FIRE ICE FIRE  ICE_ELEC

100% | 200% | Heal 25% | 200% | 100% 50% | 150% | 100%

i DROP DROP DROP
Woeapon: AutoRIle +4 (1:4) 3 Fire Romb (1:4) ¥ ) eapon: Pyromania +4 (1:4)
|| " Shisld: Solid Loop (1:4) Buttery Padk (1:4) Suit: Firapeoof +3 (1:4) Frosh Meat (1:2) Skill: Fireblast Unlock

RETURN OF BAPHOMET

Thie first part of IndustOne 3F is one giont Danger Room. There shouldn't be any enemies in the
control room, but os soon as you open the door the party comes face-to-face with o Bophomet
and seven Ehonfires, Don't lef them surprise you!

Because the Bophomet will jump almost immediately after the door opens, throw o chunk of
Meat at the door before you approach it. This way, you con retreat when the door opens and
watch the Baphomet fly over fo the food. Easy target in sight and o good reason to cut it down!

I L [ we | xp [N ' B | XP |
|31 | 580 | 230 | _ 23 | 420 | 140
|

|
i

ELEC FIRE ICE ELEC

CAPEKS ON PATROL

After o vocant room with four White Boxes, you should enter a giont warehouse area. Five Capeks ore guarding the back wall. The four
doors lead to small pockets of treasure (the second door from the south leads 1o the exit).

I¥'s easy to avoid the Copeks, os these creatures can only see as for as their red tracers. However, you must kill them oll to get the Treasure
Key. The Treasure Chest (accessed through the northernmost door) contains Nina's Fireball skill, yet another Level 2 magic frap.

"y
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The first room of the nexi floor is litered with corpses, entirely locked down, and seemingly
dovoid of enemies. Head into the control room in the back and take o look af the follen rangers.
Mhen you refurn to the main orea, o new hoss, Tanfra, is waifing amongst the carnage.

The battle with Tantra is fairly quick but
messy. Tanira will likely star! by putling the
entire party fo sleep. Therefore, equip the
party with armor that prevents Sleep. The
boss then uses the Forcacion skill fo gain an
across-the-board stat haost at another char-
acler’s expense. Jantra lushes out with o
Multi Attack, ond recovers its HP by draining

it from your party.

> e [
J| 49 1300 2000 |

ATTACK DEFENSE. MAGIC SPEED | MOVE AB DE £

60 38 5 | fa

i DROP _— -l“
| 100%  100% | 100% — R .
| — |
| Skill: C’'merel (1:2) 300z (1:2)

The one thing Tantra lucks is defense, s it'’s possible to cut him down in just a few turns—if everyone remains awake and alive. This beast
has no particular magical weakness, so have Nina make a chain with all of her attack spells fo receive combo bonuses.

Anyone with o Steal-threaded shield should try fo snatch C’Mere, the useful Lin skill that is
built into the Cleaner, After doing so, switch batk to shields that have either Feint or Valor.

= v @ |

= I

If the fight isnt progressing fast enough, put on anti-sleep or anti-confusion armors. Both of |} 2
these effects are nasty when they hit two or three members of your party. Canfusion s the
worst of the bunch, so beware of it.

e
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PICK A DOOR, ANY DOOR

Tantra leaves behind the IndZone2 1D, Use if o unlock the doors to the north and south.
Euch door leads fo o separate part of 2F with o mini-bess, a Blue Chest, und o ladder 1o 3F
The route you take is yours fo make, but the southern route is definitely eosier.

THREE VERSIONS OF TANTRA

If you want the Crimson Raid skill, one of Ryu's best Level 2 attocks, then toke
bath routes. Each mini-boss you defeat powers up the hoss that owails in 3F, fhus
chonging the items the bass will be helding. To get o chance ot stealing Crimson Raid
instead of the weaker Brainquake or Blunt skills, elimingte both mini-bosses befors
enfering 3F. The boss will be o lof tougher, but it's worth it!

If you want all three skills, drop o Save Token back of the Telecorder in Storage, fight
each form, learn the skill, give up, and do #t aguin

SRR WL Y

THE NORTH ROUTE

Proceed carefully as you enter the second room of this floor. Deegon will charge forth at the
party from the darkness, and you can’t afford for him fo get the Extra Turn. Daing so would
give him two consecutive turs while your parfy is tightly packed and vulnercble.

. e [[[[

ATTACK DIHNSE MAGIC SPEED Mﬂ\f! AB DE
120 | | 200 =

DROP W
50% | 150% | 100% Nl
| Afro (1:4) || — |

Deegon possesses great reach with his long arms, so spread out the party. He is weak to lce attacks, and since you're fighting him on a thin bridge, Fragball works quite well. Use Lin fo knock
him back or pull him forward info the ice fraps, and have Ryu hammer him with his strongest attacks. Make sure to heal all status conditions immediately. |

The only item you can steal is an Afra (7), which can be sold for 2,000z (1!). If you're not desperate for money, thread defensive skills like Feint, Valor, and Phys.Def into the party’s shields
instead of Steal

When the Treasure Key moferiolizes, open o nearby chest 1o gef Lin's Too Slow! skill

THE SOUTH ROUTE

Like Deegon, Geegagis is waifing in the second room of IndustTwo’s second floor. Unlike Deegan, getting the Extra Turn ogainst o lumbering hulk like Geegagis isn't parficularly difficult.
Geegugis may have tough defensive skills, but he's eosier to defeat.




o

The Treasure Chest in the south wing contains Ryu's Spiritcharge, u Level 2 skill that powers up the Level 3 skill that follows it (kind of fike Lin’s There! skill). It's barely better than a good

"r’f

55 1300 1200

ATTACK |DEFENSE. MAGIC SPEED | MOVE AB DE
110 | 100 300 3 | 15 —

DROP
25% | 150% | 75% —
| Boast Powaer (1:2) || Boost Armor (1:2) |

It isn't easy fo pierce Geegagis’ armor plating, so focus on Ice spells and small combos that build up fo attacks that ignore defense (like Fang). Geegugis isn't strong on offense, but he will use
the Take That! skill ofter getfing hit 10 times. The dloser the party is fo Geegagis when this occurs, the more domage it inflicts. Fortunately, Lin and Nina have long-range attacks thot should
keep them fairly safe. When Geegagis staris gathering his fury, move Ryu away and store AP for a turn.

Level 2 attack like Skullsplit or Fang, though.

REMATCH AT INDUSTTWO 3F

There's o room full of White and Yellow Boxes outside of Tantro's room. Raid the chests an the other side ofter the boss fight. |

| 58 | 2000 | 2800 I

"
I| 60 | 1800 | 3000 |

ATTACK |DEFENSE| MAGIC SPEED | MOVE = AB DE Al"m(l! |DE¥ENSE| MAGIC S?EED | MOVE AB DE
300 —

DROP . DROP
100% | 100% | 100% — L 100% | 100% | 100%
| Skill: Broinguake (1:4) || T Senve (1:2) | | Shill: Blomt (1:4) || 7 Sense (1:2) |

Tantra has all of his old ahilities, plus the attributes

and abiies of whichever i) e absorbed. I [ —
he absorbed Deegon, he has Counter (hooked up m v
fo his own Drain) ond Pre-Primus, as well as some

ATTM]( nmus: MAGIC smn | move AB DE :
nasly physical combos. If he absorbed Geegagis, | 200 = b
he has the same incredible defense, and the Take DROP y
That! ability. If he absorbed both, he has both sets ||oo% 100% IOD%“ |
;zda?ifi ahbwgh“ ; !usd?fema & lower than if he | Skill: Crimson Raid (1:2) ” 7% Sensa (1:2) |

Tantra’s Drain counferattack is particularly effective. Since Drain depletes o percentage of a character’s
HP always heal after attocking and not before. End all of Lin's combos with the Outta My Way ability
o knock him ou! of Drain range and prevent some domage if he does Take That! during your fum,

After stealing his special skill, dump the party’s Steal shields for shields with Phys.Def or Univ.Def
Keep the party’s HP in the mid 100 range. This prevents them from getting killed by Hundredgears,
but it's also small enough that Pre-Primus won't get much off his Drain attacks If he absorbed
Geegigas. Heal up when he begins “gathering his fury” in preparation for a Take That! attack.

If you run out of healing items, switch to Dragon Form and end the fight as quickly as possible.

- e &
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mw.l 50% | 100%

DROP
Rotten Meat (1:2)

®
[ 30 [ 200 | 250 |

25% | 100% | 25%
DROP

Ghost Stene (1:8)
AP Up (1:2)

\
%

Sleepyshroom

L | HP  XP L | HP | XP L | HP | XP

FIRE ICE ELEC

| 200% | 100% | 100% l 100% | 100% | 100% 100% | 100% | 100%

DROP ) DROP DROP
o (1:4) Skill: Explosion {1:2) Skill: Sreal (1:2) Boost Ronge (1:4) ssul;r::\::ru:guuo‘:;l :!; Vacine (1:2)

MIDSECTOR MALL

Toss the kids in the minivan and break out the charge cards, ‘couse we're going to the mall! Yes, the MidSector Mall has foad, folks, and fun
aplenty, os well os the post-Tanirn Telecorder you've been waiting for.

The Hot Dog Vendor is closed, but there’s plenty of good shopping af Armo’s Weapons MidSector. The exact shop list is random, as usual, but if
you're lucky, you'll be able to pick up such treats os a Magic Wand for Nina and a SniperScope for Lin.

'HAPTER SEVEN («)
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in 0 distant corner; you'll want 1o use her lockers fo clear up some inventory slots before the next area.

yom

EAD AND BROKENHEARTED

o If you've set up a Nina shap in The Colony, check
in and see if they're selling the Holy Heart ye!
B [t costs 20,0002, but its well worth buying; its
S huilt-in Kyrie skill kills oll Undead instantly.

The Breakhearts don't always hang around
near their Zombie bodies, so you may
need 1o track them down. Use meat to
avoid needless Zombie battles os you
search for them.

Breakhearts ore very difficult 1o hit, both on the
field and in combat. Ryw's Third Eye skill, followed
by a strang Level 3 attock, will come in quite
handy. Another option is to freeze them with Nina's
Ice spells, dropping their evasion considerably.

With o save point just recently passed, this is an extremely evil place for some power XP farming. For one thing, the XP for Worm-Men and Breakhearts in this region isn
bad at oll, but that is only the beginning. |

The rewards for these fights ore also quite sweet. A number of Breakhearts will drop AP Ups for you. These are the best items in the gome for increasing o chorocter’s over- |
oll effectiveness. If you use your item locker o save them, it is possible to give up and retry this area several fimes. Do this to grob 30 or 40 AP Ups and you won't haven |
care left in the world! '
|
|
|

You can even make o foir bit of money during your foray info the wild world of power guming. Breakhearts also provide you with Ghest Stanes to sell for o fuir sum, and
there ore Kanaphages just a level down into the sector.

Essentially, this is a killer spot for bringing your party up 1o speed (or for making them just plain uber),

A DIFFICULT TREASURE CHEST

Hunt down all 10 Breakhearts on this floor to get the Treasure Key. Along the way you'll
encounter another new enemy, the Worm-Man. This reptilian freak hos almost no mobility, but
his attack range is surprisingly long ond wide, If you can get o shelf or wall between you and
him, kill him safely with Nina's magic. If you have o SniperScope, Lin can kill him from for
away, too. Meanwhile, Ryu can cotch up on his reading.
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You'll find the Blue Chest in the north alcove in the narth room. In some variations, Petrophages
will ambush you from behind the desk, so tread carefully. The chest contuins o Backpack.
| Seems os though the treasure was worth it ofter oll!

< al

( ™~ =)
| a2 OLD TRADESECTOR IN AND B

L HP  XP
| a1 [1200] 620 |
FIRE  ICE_ ELE

DROP
Shield: Silver Arc (1:4)
Shiold: TriCharger (1:4) Varies by slementel type

o Lo Las
[ 2a_| 500 [ 150 |

30_| 200 | 250 .
FIRE ICE 1113 s

| 200% 50% | 100% | | 25% 100% | 25% | 200% | 100% | 100%

g | DROP I stac M DROP DROP
— Ratten Meat (1:2) Shet f,""""l':‘z';a' Sleepyshroom 0l (1:4) Skill: Explosion (1:2)
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I FIRE ICE  ELEC f
j - 100% | 100% | 100%

= DROP
Suit: Virwsproal +4 . .
— Suit: Vi mﬂ k o Vacine {1:2)

DROP

I.nn (1:4)
Shield: Solid l-g (1:4)

,ﬂtmm lhe!rilimrd Thkbunﬂdnngesnsmugimllmwmmnl,qtﬁnnhum
ﬂnhknhﬂadrklﬂshnﬁdnmi:u}mthshmﬂnbumsmdm} Make sure Ning hos a
weapon like Magic Wand that can hold skills of all three types, so she can figure out what's
aﬁlﬁniﬂhlmll attacks, ond then hammer it with more powerful stuff.

The tunnels afse mark the retumn of
Kanophages, the enemies that will give you
10,000z if you can kill them in ane hit. That e
task will be a lof easier if you picked up Ryv's  |*
Spiritcharge skill in IndustTwo. Cast that first,
then use Deathbringer for what will likely be o
one-hit kill

There are three lodders in TrodeSector In. The southeast lodder leads 1o o small chunk of
TradeSector A with o Yellow Box. The northeast ladder leads 1o the Treasure Key and Blue Chest, while the norihwest lodder leads to Trinity Pit. If
you want fo get the Blue Ches!, it's safer to go toward Trinity Pit and kill ol the Breokhearts there first. That way, there won't be any zombies
guarding the Blue Chest in TradeSector B.

TRADESECTOR B BLUE CHEST

| The room with the Blue Chest is accessible from TradeSector In's northeost ladder. To get the
Treasure Key, you need fo kill the three Worm-Men in the southern part of the room. You
don't need 1o batile the Zombies in the northern areq; the alcove they guard is emply.

Have Lin shoot through a shelf fo stari the fight with the Worm-Men. If you position her carefully to the side, she'll be able to hit the group with
skills like Lets Dance! while Nina can simply cast right through the shelves. If Ryu’s up for if, send him in os an obstadle to prevent the Worm-
Men from getting af the protected characters.

The Blue Chest contains Ryu's Level 3 Girdle Stage skill, the same skill the Worm-Men probably just used against you. I's not terribly powerful,
but it's useful when you're surrounded by weok enemies.

A\ 55 _— - — —
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TRINITY PIT

N

L | HP | XP
[ 30 [1100] 13 |
FIRE  ICE  ELEC
200% 50% 100% B

DROP

RYU MEETS MEBETH

After the party arrives at the Trinity Pit, Nina and Lin leave Ryu fo explore alone. He's free
fo visit the item shop and Appraiser, use a Telecorder, and falk to Trinity members. However,
the plot will not progress any further until you falk to Mebeth, the Trinity leader, wha is wail-
ing in his office in the northern part of the central area. :

After that, you have a choice. One option
is to go west fo the harracks, where o
Trinity member will offer fa laf you sleep.
This will lead to the gome’s next event,
“Protect Nina” (and no, it won't refill
your health). Befare you bunk in for the
night, you have o rare opportunity fo
take o side quest, Talk fo Lin in Nina's

room, and she'll suggest you get Nino some medicine in Old TrodeSector 2, a three-level dun-
geon you can reach by leaving Trinity Pit through the now open northwest exit, This quest is
entirely optional and has no bearing on the rest of the gome (but you can pick up two skills

on the way, one of which is quite useful).

SIDE QUEST: NINA'S MEDICINE

L  HP | XP
FIRE ICE  ELEC

STEAL DROP

24 | 500 | 150

FIRE 1CE
200% | 100%

STEAL DROP
pyshroom

- I o i

FIRE ICE ELEC
100% | 100% | 100%
DROP

Suit: Virusproof +4
Sult; Virus Chack +4

L | HP | XP
FIRE ICE  ELEC

DROP
Vocdne (1:2)

| HP |

FIRE ICE

ELEC
100%

Skill: Explosion (1:2)

ELEC

50% | Heal | 150%

DROP

STEAL

ey i Skill: Thrust (1:2)
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L HP | XP L | HP  XP | L HP | xp
16 | 260 | 75
FIRE  ICE  ELEC FIRE  ICE  ELEC FIRE  ICE  ELEC .
0% | Heal | 150% 50% | Hesl | 150% 100% | 100% | 100% S/
DROP DROP DROP STEAL

Shisld: Tolisman +2 (1:4)
Shiold: Hymnal +2 (1:4)

Skill: Ogre Slice I

Seir: Ice Seal +2 (1:4) ] - Sult: Chaos Chedk +3 (1:8)

Old TradeSector 2

This floor is huge, but fairly uneventful. A few old friends are
lurking in the hallwoys and small rooms: Gars and Aggrossas
have come 1o visil from the lce Cave. There’s also o Gigantis

running about (a.k.a. Cyclops, the gume's first bass).

Withaut Nina, you mus! rely on physical attacks. If Lin hos o
ThunderRifle lying around, she should switch to that agains!
the Gars. If not, no hig deal—they're nol sa tough anymare.

There are three ladders down from this lloor. The northeast

ladder leads 1o your ultimate goal, Nina's medicine. The narth- . s Z
west ladder leads 1o the TradeSector € Treasure Room, and the " Ty
southeast ladder leads 1o the TradeSector D Treasure Room.

TradeSector C Treasure Room

From the northwest ladder, cross through the tunnels on the west side of TradeSector D, and info o small
chunk of TradeSector €. Here you must battle four Worm-Men in what is probably the hardest fight in this

dungeon. Make sure you're healed up to max ond have Valor, Feint, or Univ.Def on your shields before Lin
starts the combat from as far away os possible. The Treasure Chest contains Enfeeble, o Level | Nina Skill

s —, —
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It always helps to have Lin start the fights when Worm-Men are involved. These creatures have the hit points to take some real punishment, but
[*  penetrating weapons (such as Lin’s guns) are more damaging thon usual against these fleshy monsters. If you group the Worm-Men with meat, o
long range burst of Aok attacks from Lin will do great things in the Extra Turn. If you are using her Sniper Scope, another turn or two might go
well too before the Warm-Men get into their substantial range. By then, Ryu should be ready to charge in ond sfill have APs to spare.

| TradeSector D Treasure Room

| s v & |
—— = From the southwest ladder in Old TradeSector 2, head north along the east wall of TradeSector C.
| = y Two rooms to your left will beckon, but both are full of enemies and have little to offer. Instead,
| 75 = continue straight to the ladder to TradeSector D. Grab a Yellow Box ot the end of a hallway fo the north, then go back down and hang a right
| info the Blue Chest room where you'll have ta batle two Gigantis enemies. Hit them from afar so Lin can have two turns to pick away at them
' ; with Blow Up! while Ryu builds up his AP. By the time they reach you, he should be able 1o toke one down in a turn or two. The other will soon
""" s {00 follow, giving up o Treasure Key thot leads to Ryu's Level 2 skill Discharge.

This skill deols damage equal to the amount of damage Ry has taken in the fight (or since his last Discharge), moking it @ very strong attack
against bosses, From that room you can go south to the central plaza of TradeSector C where you can pick up a few more White and Yellow Boxes.

Nina’s Medicine

The northeast ladder leads directly to the room in the northeast corner of TradeSector D. This is
a Danger Room, and you must kill oll eight Pikes to unlock the doors and start the medicine
event. Fortunately, the Gars are prefty easy to separate, so you should be able o toke them
with ease, fwo or three af o time. When all have fallen, you'll find the medicine as well as a
handful of Yellow Boxes.

PROTECT NINA

After you accept the Trinity member's offer fo rest in the borracks, Lin will come in to join 4L N

you, When you return to visit Nina, you'll find her under attack from o pair of Trinify mem- o

bers. Defeat the bosses while keeping her safe! y 9
RS F -
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First, use an Unlock or Multimed on Nina to cure her Lack status. Have her run fo the corner and start laying Fragballs and Fireballs in the path
of her attackers. This should keep the enemies at bay until Ryu and Lin can arrive to help. If you don’t have those skills threaded, Nina should
make o dash for the open ground (toward Ryu). If you have her equipped with a light suit of armor, Nina can get her movement range up fo a
wonderful level, so you might be able fo break free of the bed's constrained area in a single turn. (This makes the Trinity fighters a lot tougher

in the rounds fo come.)

| Beware! If Nina goes down during this fight, it will mean the game is over for your party. This shouldn’t be too much of o problem if you have
enough healing items.

After the first two Trinity members fall, two more come rushing in. Have Nina stay of the back
of her room and under as much cover as possible while Ry and Lin make it over 1o the door. Stay behind the thick paris of the wall instead of
loaking out of the windows; the man from the main door can cast through windows without @ problem.

Both of the Trinity members will finish their opproach and start o take easy shots against your party. By then you will hove enough AP fo
return i kind, but with steel and lead. Have Nina come in as the fight is dying down just o lend o hond.

i
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i
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Shield: Tolismman +2 (1:4) 1
Shisld: Hymnod +2 (1:4) SHEs. Oyre. s
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DROP |
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DROP DROP
a1 N Stuifed Toy (1:2) Skilk: Steal (1:2) Boost Range (1:4) _ s:;. ;“f‘f? oy o
BATTLES IN LOW SECTOR

The omounts and placements are randomly determined, but expedt o face Gigantis, Trilizord, ond DeVogue enemies as you wander the halls of
this area. Those are fough fights, especially with Gigantis, a foe who is basically identical 1o the Cyclops boss you fought early in your quest.
Only Trilizards hove elemental weaknesses to exploif, so Ning should aim for getting the most largets and working her way up through a large
spell list for combo bonuses. High pawer attacks that hit in o spread or circle pantern, like Violet Death, Gircle Stage, Blow Up!, and Let's
Dance! are a mus! for Ryu and Lin,

L | HP | XP L | HP | XP L | HP | XP
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I'HIEVES AHD ASSASSIHS

' ﬂln'hlmﬂy guarded by a large gang of Bandits, led by o new Shadowplayer enemy. Shadowplayers have strong
't 5o deadly; they prefer to use their tums to order the Bandits around.

Ulsor out the Bondits with moss-kill tactics (or Explosives on the field), and then hold off against the Shadowplayer until you con steal Hazecut,
iy Level 2 Ryu skill. Hazecut is sa accurate that you'll never need to use Third Eye ugain. The Superlight +7 suit he drops is alsa a great

ﬁyéil‘n lucky enough to score one.

THE TREASURE KEY

The Treasure Key is in o small room in the southeast corner of this floor. To get il, you must kill the Gigantis and four DeVogues crammed
into the small room. Toss some Trups when you enter the door (they're not terribly obsarvant), and then moke sure you gef the Extra Tum.
This fight can be tough, so shields with Volor or Phys.Def are a good idea. The roam is so small that your ircle and spread techniques ore
likely to hit everyone.

The Treasure Chest contains That's I8!, a skill that combaos with skills the way There! does. Use it immediately to power up crucial skills like
Blow Up! and Let’s Dance!.

One of these D-Ratio doors gets you into the otherwise inaccessible north half of Lifeline MidSector—and clearly
this isn't the ane. The elevator is smashed, and all you get for your troubles is o Yellow Box and four, count ‘em,

four Trilizards. This is o punishing battle that is best avoided

As you probably guessed, this is the D-Ratio door thal actually does loke you to the north half of Lifeline MidSector,
Take the elevator down, then fight your way through packs of Bandis (led by Shodowplayers), and a seemingly end-

less parade of Trilizards.

When you see a doar to your right in MidSector West, take it, but be prepared for a double
Gigontis ombush af the fork. Grab the chests to the right, and then head ta the left where
B you'll find o suspiciously empty room. ... until you spot the Goo Crystal. This nasty Goo has
an Expand atfack that can pound you flat if you stay teo dose, so spread out a bit! Killing
him will be mostly Nina's job, since he’s very strong ngoins! physicol attocks.

[z == u‘gﬂg Q.

-
e

Grab the Treasure Key when he dies, then continue west. Pass the first door on your left g -
(unless you want to fight mere Trilizards) ond take the second left instead. You'll find a Blue :_ 'ﬁ S .‘l
Chest with Nino's bizarre Slapper +3 weapon, This allows Nina fo use o physical attack -
called Chop in combat
LT
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DROP S 1
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= Tiilizords und o DeVogue, usually hanging toa dose fogether to be separated. Toss
some Traps 1o soften them up, they fake out the Trilizards as quickly s possible.
Three Trlizards oftacking in concert will usually resul in the deaih of a character

LIFELINE MIDSECTOR WEST

You'll enter the first room of this floor with a spring in your step and a song in your heart, as it seems free of enemies and contains o Blue
Chest. Unfortunately, you're doubly wrong, because the chest is o Wander Box and the path to it is guorded by o tri of nigh-nvisible Geo
Prisms. However, hoth foes are easy to kill and give up nice items (although they're nat so impressive by current standards).

The rio of Gigantis enemies in the next room are significantly less delightful. At least they're
all standing shoulder to shoulder, setting up the possiiility of some Trap shenanigans. They
won't eat mushrooms or meal, but Explosives will hurt them and Rotten Meat will scatter them,
] allowing you o take them one ot a fime.

@) LIFELINE TOPSECTOR
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THE TREASURE KEY

You must fight o huge pack of Bandits and Shodowplayers to get the Treasure Key here. Round them ofl up in a bunch, start the fight, and
then wipe them out with mass-kill spells. The key will appear when the lone Shadowplayer dies.

THE SOUTH CORRIDORS

The corridors south of the room where you found the Treasure Kit ore full of boxes, so you'll
probably wan o pay them o visit. There's a frio of Bon Appetits behind the cump of boxes
in the first corridor. These foes give up Aid Kits when killed.

L HP | XP L | HP | XP
21 | a0 | a2

\

100% | 100% 100%

aparc S Sword +5 {1:4))
Sult: Super Light +7 (1:4)
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| The nex! corridor is guarded by o pair of Gigantis enemies that are easy fo take one of o fime. Be careful when you see whal oppears fo be
a pair of Odd Hychee and five Hychees—the colors are reversed, so those Odd Hychees are adually Sebons (o5 in, “Cest bon?) and the
little quys are Bon Appetits. It's not a big difference, but Sebons ore pretty hearty and will counter any attack with Confuse, moking them
perilous fo fight. Hove Nina get the Exira Turn and wipe them out safely with fire spells, preventing any refoliation.

THE NORTH CORRIDORS

The North Corridors lead 1o the Blue Chest and the nex! area. Hang a right os soon os you enter
them, and you'll see eight hoxes guarded by what appears to be a Trilizard. Actually, it's o
Cerebus, an enemy similar to Rafflesia. Whenever a Trilizard is hit with Fire, it powers up,
increusing the power of ftacks and its XP volue. However, since the Cerebus regenerates about
half its health each turn, things con quickly spiral out of control. Douse its lumes quickly with
Ice spells and move on.

Ignore the door in the far west room for now and double back for the Blue Chest. It contains
How’s That?, a Lin skill that combos with most of her Level 1 attacks. When used after Too
Slow!, Therel, or Hey, Hey!, it tacks on a T0% drop in one of the farget's stats.

T TETETTETT T |

Icehlant

When you open that west door, you'll find o difficult boss waiting for you. If your resources are
depleted, now might be a good fime to go back fo the Trinity Pil 1o gel appraisals and supplies.
The boss will be waiting.
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Bosch is as obsessed with Ryu us ever. This
boss won't attack the other characters if they
stay out of his way, so have Lin and Nina

0 50
DROP
100% | 100% | 100% —

snipe and cast spells from as for away as
passible. Using this tactic, all you'll have to

| | worry about is keeping Ryu olive.
| | Meage Panacea (1:2) || Skill: Thrust I

Bosch hos nothing worth stealing, so equip a shield with Valor or Phys.Def. If you did the side quest in Old TradeSeclor and got Ryu’s Discharge
skill, make sure you have that equipped. Basch does about 200 damage fo Ryu @ furn, ond with Discharge you can return it oll for only 20 AR

Since Bosch regenerates 1/4 of his current HP each furn, you need lo take off more than 20%
of his life bar in your first turn to do any permanent damage. For that reason, everyone should
skip their first turn and build up a double AP bar {and some Discharge damage) before they cut
loase. If you can't do that level of damage, you'll have no choice other than fo switch fo your
dragon form 1o get this fight starfed.

Bosch goes berserk after falling below 1/4 HP Max, and gains encugh power fo kill Ryu every
turn. Either keep Ryu alive with Tonics or swifch fo dragon form for the finol furn or two.

LIFELINE ENDSECT’DFI

From the place where you fought Bosch, you can head northeast to TopSecior Borough {the next
tawn), or southeast to Lifeline EndSector. The EndSector is completely empty, except for o D-Ratio
door that leads to an optional five-level dungeon colled the Main Shafi Sector. There are o few
exclusive skills 1o be found there, but nothing fo write home about, Still, if your D-Ratio allows il,
why not fake a look?

[W— S——
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The next room will introduce you to the heavily armored Duke Knight enemy, sure fo top your list of mast-dreaded foes. His defense is
through the roof, but you can break through by using 10 AP ottacks like Thrust and Hey, Hey!. After 15 physical hits (magic doesn' count),

the armar will crack ond his defense will drop.

Mine Shaft Sector B

_ [, The next enemy is o lot less annoying: Crushedhearts are tiny and easy to kill, but they
vy 5= ‘:}’ go into charge made ofter one of their number dies, using the potentially deadly Twin
7% / Strike move on their next turn. Use skills like Fireblost and Let's Dance! to make sure -

they all die at roughly the same time.

Ebanfires return on this floor with their new leader, Mohodevan. Unlike Baphomet,
Mahadevan doesn’t mind being alone. When the lost Ebonfire dies, he'll begin wrecking
your party with Blizzard, the Level 3 Ice spell. So always keep ane Ebonfire alive while
you pound Mahadevan with Eleciric attacks. Victory will earn you the Treasure Key.

Mine Shaft Sector A

Things start off nice and easy, as the only enemies in the first room ore
Primas (and possibly Bon Appetits), bugs that give up Med Kits when
shot on the field. Prima aren’t effective or dangerous, so just brush them

out of your way and enjoy the rewards.
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The Blue Chest in the next room is guarded by a Goa Crystal, mare Crushedhearts, and o pair of Duke Knights. It's all worth it in the end, os your prize is a sorely needed Backpack.

' Mine Shaft Sector €

Kanaphoges return on this floor, along with their big brother, Kanophage DX, The DX version halds 30,000 zenny, but killing it in one sirike is P ——
pretty tough, even with Spiritcharge. Do it quickly, though; it can cast Inferno, the Level 3 Fire spell. A couple of dragon points will get you the : = » . “f
full cosh value of a DX, but that is only worth the effort if you have poinis to blow or are planning on giving up soon. Fiy Al

You may encounter a pair of finy, hard-fo-see Nervemen os you proceed toward the chest.
These annoying foes are similar o Worm-Men, and have no parficular weaknesses. A larger
. (but otherwise identical) pair are guarding the Treasure Chest and Treasure Key, along

' ' with a group of Buzz Militants. The chest cantains Reversal, a Ryu skill that can deal seri-

| TS s e a.

il ous domage when Ryu is very low on HP. Staying ot 10-20 HP is risky, but it can kill
Kanaphages in ane shot.
Mine Shaft Sector D “.‘*% ﬂ @ DTy
This is the only floor that isn’t entirely linear. 0 ch - e
| The first raom contains anather Mahodevan and his Ebanfire followers, which can be ignored, \
Instead, head down to the sauthern doar. It ends in a dead end, but there are Crushedhearts \ __

‘ there to kill. If you're lucky, a Duke Knight or two will wander within Lin’s gun range and you
can gun them down (slocacowly) with no possibility of retaliation. There are three Duke Knights
| in the next room, so killing even one will be o big help.

The middle door leads to those Duke Knights, the Treasure Key they hold, and Lin's Kidding!
skill (in the Blue Chest). The north door leads ta the next floor, which contains nothing except a few boxes, so you might s well head back naw.

- ® " - Mine Shaft Sector E

vien v

i g l The only enemies on the fifth floor are the Nervemen (five of ‘em) on the bridge. The bridge leads to an elevator up to TopSectar, which is
: handy, but not much of o reward. Fight the Nervemen, then D-Dash through or return the way you come. It's up to you.

~
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THE GREATER KARON

Use the Telecorder ond buy supplies in TopSector Borough, then head to the highest point in
town, where you'll find o door that leads to the PowerOne plan.

L

ICE ELEC

!

You'll be rushed by o Skeleton shortly after you enter. Dodge them if you can, since you can’t
ever kill them for good until you defeat their master, the mighty Karon. When you're ready to
face down this mighty foe, hang a left and you'll find the boss at the end of the catwalk.
Awww. .. isn't he adoroble? He's so tiny! Kill him anyway, with Fire spells and powerful combos.
The skeletons won't bother you ofter that, and you'll score o Treasure Key. The Blue Chest in
the next room contuins o Backpack.

— — — B rarty
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Their placements are random, but you'll run into ot least one Nugget family here. Moma Nugget and the kids have finally been joined by that
 deadbeat, Papo Nugget, and he's pretty tough. Wipe aut his brood quickly, before he can use Valhalla (the Level 3 Hlectric attack) to power them
‘oll up, then flambé whoever'slef stonding.

'} TWO ELEVATORS TO CHOOSE FROM

You can go either northeast or southeast from the room with the Blue Chest. The northeast hall
leads to the northwes! elevator, which goes 1o the second floor. The southeast hall leads 1o the
southwest elevator, whith goes 1o the third floor. Both the second and third floors go fo the
fourth and final Aoor, so the route you choose is up to you. Both floors have Blue Chests, so if
you want bath treasures you'll need 1o do some backiracking.

The final room of each hall is o Danger Room. You'll face another Karon ond its army of
Skeletans in the north hall. Another doomed fomily of Nuggets awails in the south.

l |

¢ POWERONE 2F & 3F
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KARELS AND REPAIRMECHS

Whichever roufe you take, you're sure to be ossaulted by wave ofter wave of Korels and their RescueMech sidekicks. Karels are bosically identi-
al 1o Copeks; steal their Battery Pack to weaken them, watch out for their long range attacks, and use Ice spells. The new twist is the
RescueMechs, small machines that exist only to heal wounded Karels and boost their AP They tend 1o go first, so use your Extra Turn to hit them,
not the Karels, or they'll just heal oll the domage you inflict.

You can sfeal the RescueMech’s AP-swapping Transfer skill (Nina can learn it), but getting | Ve
the RescueMech fo attack you is fairly difficult. Try to get it in combat without the Karel, and ‘I =
1

then affack it at close range, provoking it into using the Lightning skill. |

POWERONE 2F TREASURE KEY

From the northwest elevator, loop all the way around to the large vertical hallway in the west. You'll find the Treasure Key in the possession of o
Karon and his pack of Skeletons. Fire Bomb them, Fireblast them, or just plain blow ‘em away, and you'll get the Treosure Key. The Blue Chest
contains Divine, o relatively worthless Nina skill (it lowers enemy movement rates by 10).

=L N i‘,‘. “

—il
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POWERONE 3F TREASURE KEY

To get the Treasure Key in 3F's eost hallway, you'll need to batile o new foe: Proto-Karel.
They should have stuck with the prototype, ‘cause this guy’s a lot tougher than the production
model, sporting mare HP and new moves like the devastating Primus. Switch away your Steal-
threaded Shields, since stealing Proto-Karel's Safety Lock will result in it gaing berserk and
earning double AP each turn.

The Blue Chest is in the northern part of the west hall, just below the elevator fo 4F It contains
Crossviper, o Level 3 Ryu skill that puts him on the other side of his foe, s rarely useful, but it looks reafly cool.

CHaPTER NINE (¢
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POWERONE 4F TREASURE KEY

If you're coming from the second floor, you'll get to fight a pair of Prote-Karels in the hall following the elevator. If you're coming from the
third floor, you'll have a pack of Karons and larger (but weaker) Lesser Karons instead.
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The fwo routes converge on the hallway in the east center of the map, where you emerge to find yourself surrounded by Crushedhearts—three
on each side. Lure them closer in, if you can, since o two-front battle is dangerous. Unless you can kill them all ot ance; one side is going fo
become enroged ond strike back. Victory will carn you the Treasure Key.

Go south 1o find some Yellow Boxes, then north ta reach the Blue Chest. You should pass some Prima on the way, which con always be squoshed
for tasty Med Kits. The Blue Ches! contains Shatter!, o Level 3 Lin skill that does extra domage when used af point-blank range.

OoC0000
NEW SKILL: SHATTER

Shatter is one of Lin's hest moves in the entire game. If you have a chance to get up close without wosting many APs, Shatter will blow your enemies oway. The damage done
from this attack (even outside of o combo) can be double or even triple what Lin would be able to dish out otherwise.

Creatures farther out will suffer little, but thot is inconsequential. For bass fights, this is o killer find that should always grace your weapons!

POWERONE ROOF |

Heal up and juggle your inventory before you go up the stairs, as Regent Deamoned is waiting for you. He does have one skill fo Steal, Anger, but after that you'll want Shields with cheap
defensive skills or no skills ot all. Saving AP is very important in the fight chead.

Turn your attention fo the “AD” stat in

. Deamoned's stat box. That stands for Absolute
Defense, and it’s the key fo boss sirategy for
the rest of the gome. Absolute Defense is a

99 3800 16000
i} ATTACK DEFENSE MAGIC SPEED MOVE AB DE

1| 170 a0 | 200 40 | 70 200 S Ay I.. shield that you have fo penefrate before you
'Fur-m " damage o boss, and it grows back affer each
100% | 100% | 100% = RS wmbo. So if you can't do af feast 200 dom-
age fo Deamaned with each of your combos,

you won't even scratch his life bor.

The way to battle foes with Absolute Defense is to skip every ather turn so you can get a dou-
ble length AP Bar, Have Lin use Shatter if you're of close range, and Blow Up! if you're not.

Ryu is a special case. If you are in danger and need 1o resort to dragon use, Charge up Iwo
fimes and use Twister fo do lethal damage to any boss. When outside of dragon form, you may
find you do more demage with long chains of Slice atiacks at 10% or 20% bonus damage (use
other 10 AP abilities to lead into this).

Since Ryu is your best domage dealer against Deamoned, have Nina Transfer her AP fo him so
that he can attack every round.

Deamoned has o number of potentially fatal maves, including Fatal Strike, which will reduce o characler fo 1 HP and Meta Impac, which does a
ton of damage and knocks fargets across the field. A shield with Valor is o good idea, if you can afford fo fose 10 AP off your combos. If you
have them, swilch fo Deathproof, Death Check, and Death Gear armors fo protect your characters from Fatal Strike.

CxnrTen Nine (<
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DROP DROP DROP
Protein {1:4) Y Skill: Go Onl (1:2) 2
Bomb (1:2) Boost Armor (1:2) AP Up Jelly Pasta (1:4) HP Up Jully Pasta (1:4)

CENTRE ENTRANGE

Stock up on supplies before you enter the Centre, os it will be your last opportunity fo do so for a good while. By stocking up, you should grab well more than 10
Med Kits. Why risk running out? It will toke up a lot of inventory space, but survival is more important.

HUNT DOWN THE CREEPSTALKER

A small army of Buzz Militants will meet you of the entrance to the second room, and they may
hiave o new Creepstalker enemy in their midst. Creepstalkers are cowardly foes that prefer 1o
blend to their surroundings and hide. But when they're attacked, or caught in a crossfire, they
refuliate by casting Quake for serious domage. If you're lucky, you'll steal Lin's Go On! skill in
the process. Don't forget o use ice spells to freeze Creepstalkers in place (this makes them sif-

ting ducks when Ryu comes calling).

If the Creepstalker didn't get involved in the Buzz Militant battle, you'll have to track it down
somewhere between the two staircoses. He alone holds this floor’s Treasure Key.
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AVOID THE DARKSTALKERS

| The next room is home to Darkstalkers, o more visible cousin of the Creepstalker. These guys

4| will attempt to steal your items and then flee. If they fail, they Il stick around ond steal HP with

| the Drain attack instead. They're fairly easy to avoid, so you might s well just run through on
|| your way to the Blue Chest in the middle of the room. It holds one lust Backpack.

-
DECISIONS, DECISIONS =

The teleporters in the Cenire are ane-way only. So give it some thought when you chaase befween the north and south teleporters at the end of the first floor. They both lead to seporate oreass

and separate hosses, and there’s no going back. If you've already played through once, make sure fo go the other way so you can see the ofher boss; The north road leads fo Cupid, and the
south leads fo Horfensia.

‘| powensAMINs

You don't have to play the game through multiple fimes to get all of the skills in this complex dungeon. There is o choice
here ond a second choice later (combining to form four discreet paths that you con't backtrack and explore). Still, you have
the option 1o play to the end of this dungeon and give up. You will ge! fo keep your IDed equipment and your skills. This
soves you o lot of fime and gets you many nifty toys 1o play with.

Heck, you will even make a fair bit of Party XP along the way, so there is nothing fo lose. Enjoy.
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OPENING THE PANDORA BOX

Whichever way you went, you'll encounter a Pandora Box on the first hallwoy of Centre 2F The
Pandora Box looks just fike o normel chest, but the fact that it's suffering from the Lack condi-
fion is o dead giveaway that something is amiss.

The Pandora Box will pelt you with magic combes for four turns and then self-destruct. It isn't
hard ta kill, but you may wont to woit it out, os the item it holds changes each turn (you can
seg he change with Profile). They are:

XP

ICE ELEC

Torn 4 — Skill: Miroge Blast

Obviously, skill hunters will want to hold out four turns fo get Nina's rare and strange Mirage Blast skill. The Pandora Box's attacks get stronger each turn, and the turn 3 Infernos and
Blizzards con easily wipe out your party. So keep your party members very fur aport fo ensure there will be at least one survivor. - —
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I you toak the north raute, you'll find @ Gargontua guarding the entrance to the next room. if
you taok the south raute, it will be o Pantagruel instead. Both enemies are tough, but the
strategies fo beating them vory.

The Gargantua has an Absolute Defense of 500, which is not easy fo beat. You can try domag-
ing him in the field with Explosives, but you'll stll have to overcome the domage shield in com-
bat. Attack only every other turn for maximum combo domage. His Wild Swing attack is

strong, but he can only do it once o fum, so a Feint-threaded shield will be o lfesaver.

The Pantugruel has serious body space issues, and will cast Volhalla if anyone gets oo dose. If
you stay away and have Lin shoot him from afar (with every-other-furn combos, since he has
an AD of 200) he won't be able fo muster anything stronger than Jolt. Nina is useless here,
since the Pantogruel's magic defense is obscene, but she con Transfer her AP 1o Lin or Ryu.
Have your fough swordsman run up every furn and do serious domage, but save points for o
asty retreat, When Pantagruel, he'll drop Nina’s Level 3 Shazam skill

The Mahadevan Holds the Key

Both doors lead to o Mohodevan ond o
small army of Ebonfires. Use meat to form o fight packet of targets before throwing in o few Fire Bombs. Kill the Ebonfires in lhwﬁdﬂ
Turn, but moke sure to spare ane ntil the end, os his existence will keep the Mahadevan from using Blizzard, .

The Mahadevan will give up the Treasure Key when killed. The Blue Chest in Centre 2F Notth contains o Princess Guard +4, and the Blue
Chest in Centre 2F South contuins on Angel Coat +4. These are great ormors for Lin and Nino, respectively, that gront salid defense and
strong profection from all status conditions. Too bad you won't be able fo get them appruised unfil five minutes before the end of the game.

CENTRE 3F NORTH
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DROP DROP
7' Sense (1:2) Sponge Woapon or Armur (special) —

GOO EVERYWHERE

If you took the north teleporter back in Centre 1F you'll eventually end up here. After passing an empty hallway with the Blue Chest, you'll
end up in a room full of Ice Goo, Fire Goo, and Lightning Goo. Make sure Nina gefs the Exira Turn, and use it 1o cast o spell of the type each
is weak to, prevenfing them from casting high level spells during their furn. As long as you con fight them a few ot o fime, they'll be easy to
beat. But where s the Treasure Key?

GREY GOO SCENARIO

Head back into the hallway, and you'll find plenty of new surprises. Each of the three alcoves
hos been faken over by a colorless goo. The first is  Goo King, o powerful enemy that con cast
Lavel 3 spells like Inferno and Primus, ond smash you flot with Expand. De-equip Steal-threaded
' shields, because you don's want to steal his Sponge. It will make him stronger and give him o
universal shield that cuts damage dealt to him in half. God help you then.

Not enough Goo for you? You also have to fight o Goo Crystal in each of the other two alcoves
before the Treasure Key will finally appear. The Ireasure is Blizzard, Nino's first Level 3 attock
spell. Learn it, thread it, and head out the door fo the east. An opporfunity fo use if against a
I hoss is only seconds away.

| 99 | 3200 IbGGU|

ATTACK |DEFENSE| MAGIC SPEED | MOVE AB DE
120 | 88 [ 700 & 220 |

0 0 A5
DROP \ 14 DROP
100%: | 100% | 100% = Ty 100% | 100% | 100% —
|| I Shield: Silver Arc +4 (1:4) "Sc.ir Diviews Cout +4 l_'l:-i}| | Weaopon: Caltis «9 (1:64) ||Supw|lanvy +3 {1:3?}!

Cupid is easily the weakest of oll the regents. Cupid tends to run away while ordering her indestructible pet Oncatte to beat your characters silly.
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Oncotte does dish out o serious beating, but because he only goes where Cupid communds i,
you always know who's going fo get hit, Usually the character has a turn or twa lo equip o Fein!
or Volor-threaded shield, or run away if necessary. Don’t et everyane else completely slack off,
thougth . ... Cupid does cast Blizzard or use Push every now and then.

Like all the other regents, Cupid has an
Absolute Defense, so characters will need fo
build up AP and attack every other turn.
Unfortunately, you also need to chase down
the little weasel so characters that haven't
been targeted by Oncotte should drop their shields to save AP

Q. CENTRE 3F SOUTH

i L | HP | XP L HP | XP

[ 41 [1200] 620 | [ 60 | 600 | 500 |
FIRE ICE ELEC

150% | 75% 100% Varles | Varies | Varles Heal | 150% | 100%

% LY
DROP DROP DROP
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HP Up Wiyitimads (-8} Shield: TriChargar (1:4) Voriex by vlemental type 7 Seasa Boost Armer (1:2)
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RAFFLESIA, muznnns 'AND CEREBI, OH MY!

room, you'll have to fight through three Rafflesio and three Trilizards.
s don's use magic. If you're desperate for XP and have healing items to

| -
'| 99 | 3500 | unool

ATTACK BEFENS! MAGIC SFEED MDVE AB DE
108 1800 260

DRGP
Vuries | Vories | Varies
| Shield: Bangle +4 (1:4) ”Suil: SaveOuoen +4 I'I:dl|

At the beginning of each turn, Hortensia uses Forfune fo change the color of the squares in the room. These squares are the key lo an easy victory; when she casts Hymn during her furn, every-
one will experience an effect hased on the color of their square. Blue squares heal you, Red squares hurt you (even if you're only near them), and White squares do nothing. Unless you are o
F sucker for pain, stay on the healing squares.

> eEr— ][]

Hortensia’s magical weakness changes from furn fo fur, so you'll need o try to figure it out with Profile or trial and error. Nina is the MVP of this fight, so use o Magic Boos! if you have it and
keep her well protected. Unfortunately, after every fen attacks Hortensia will use her Divine Shell skill, knocking all the characters back, forcing you o waste AP moving up fo her. So move in, |
accumulate AP and follow the blve squares. Slow and steady will win this boss fight.

If you are having trouble moking it across the board, Ryu can transform into a dragon, move
info position, and then either attack (using more peints) or calm down and have made ihe long
trip for only a single D-Counter point! Either way will make the fight a ot easier.

Thought this battle isn't extremely dangerous, it can be frustrating. Don’t be afraid fo summon |
the dragon in the name of o fun victory. There isn't long fo go from here. |

ANOTHER DECISION

For the next part of the game, there are four variations. The two available affer battling Hortensia are the left teleporter, which leads to 4F Central 1 and the bass Jezuit, or the right teleporter,
which leads 1o 4F South, ond the boss Vexacion.
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CENTRE 4F VARIATIONS
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CENTRE 4F

NORTH
(CUPID TO JEZUIT)

This floor is pretty simple. Blow past a group
of Buzz Militants {they're easily evaded)
und foce off with a finy Pandora Box that
gives you a second chonce o a cool item.

The third room contains a giant Darkstalker
and o pack of his little friends. The big one
is the only enemy that you need to kill: he
olone holds the Treasure Key. The ches!
contains Snatch, o great skill for when you
replay the gome. It's an improved version of
Steal that also grants o 25% Defense bonus.

All that is left in this floor is a pack of tasty Prima.
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CENTRE 4F CENTRAL 1 (HORTENSIA TO JEZUIT)

This strange and beaufiful level hos only one raom with enemies, but they re tough. Three finy-but-potent Duke Knights guard the bridge in the
center of the middle room, and o Duke Lord (with the Treasure Key) is snaozing behind them.

Engage the Knights on the bridge and fill their path with magic traps. Mirage Blust is great here, since it doesn't cost you AP ta put it far away.
Then stand way back (their Spread attacks have incredible range) and let them run into it, Meanwhile, a SniperScope-equipped Lin can plug
oway ot their ormor (it will crock offer 15 shots),

The Duke Lord is o super Duke Knight with a little bit of Absolute Defense that makes getting your fifteen hits in tougher, He'll cast Howl on
his first tum, so make sure it's Ryu that gets the Extro Turn. That way if he gets Bound, it will be in sword range.

The Heavy Garter +3 thot the Duke Lord drops is close fo Lin's strongest ormor, defense- ;. ;
wise. Here's the catch: The Duke Lord is apparently wearing it (o garfer!?), and when his
armor cracks, it becomes a reqular Heavy Garter.

IF you want this badly, have Nina kill him with magic instead. Or use a blow from Ryu os
a drogon,

This floor's chest contains Hyper Kick, o powered-up Kick move that does more domage and knocks enemies further.

CENTRE 4F CENTRAL 2 (CUPID TO VEXACION)

Darkstalkers and Creepstolkers, enemies that are alwoys easy to avoid, guord the first half of
this area. The tunnel that connedts it to the second half is full of Nerve-Men, and there’s no
ovoiding them; One has the Treasure Key. Use Lin to shoot them from far away, ensuring
your battles will be one-on-one and relatively easy.

All that follows them is @ bunch of Prima providing much-needed medical relief, and a Blue Chest
containing Nina's Level 3 Lag Valhalla skill. This odd spell sets o mogical trap that explodes into
the Valhalla spell at the beginning of Nina's next turn. It's actually pretty useful against Vexacion
*and his cronies, so threod it up before you walk through the teleporter in the southeas!.

CENTRE 4F SOUTH
(HORTENSIA TO VEXACION)

This floar is the mirror image of 4F North, After breezing past some Buzz Militonts, your
next foe is o gilded KanaphageDX. There is a shop before the final boss, s some cosh might
be nice ... You can always switch to dragon form for o guoranteed 30,000z

The final room hos a Giant Creepstalker,
leading o pack of his smaller brethren. Kill
the big quy for the Treasure Key, which
contains Lin's That's It skill. It's not the
= best prize, but this is the easies! variafion.
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Jeavit will immediately use his Shadow Wolk skifl, making him impervious and unfargetable.
~\ Therick to getting past this form is Nina’s magic circles. Loy them between your group and
" Jeauit and he'll walk right into them, shattering his Shadow Wolk. You will thea be able to

99 | 3600 | 16000 ttack i diedfy
ATTACK IDEFENSE! MAGIC = SPEED | MOVE AB DE T8 S (WY TR,
150 115 | 180 1999 50 50 4 I

v Uncloaked, Jezuit is still tough, bul not incredibly so. His Absolute Defense is the lowest of
the regents, so you should be able to take him down pretty quickly. But with skills like

DROP
100% | 100% | 100% &

| m—m_ i Primus and multiple atfacks each turn, he’s certainly copable of knocking your characters oul
Sult: Excel Sult 49 (1:32) Shiold: Solid Ribbon +8 (1:2) - of the fight. With his lower AD, you can afford 1o equip more expensive shield abilities.
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Everyone should focus on eliminating Nalaka first, since Nina won't last long ogainst his constant assaults. Lin and Ryu should ignore their own
attackers and focus on him. Nina should lay magic traps in early furns and then start gunning for Ryked. It never hurts fo make sure that
Nalaka is still in the blast radius of spells like Fireblast and Blizzard: he may be sirong against magic, bul it will still do some domage.

Vexacion does naf fight afone. Nalaka has
been trained to hunt down Nina and protect
himself against magic. Ryked exists o
destroy Lin and is well prolected from

her bullets.

Every third round, Nolaka and Ryked announce their intention fa save up their AP fo Counler attacks. Thal's your ce lo have Lin and Ryu hold
off and build up their AP for a turn.

When Nalaka and Ryked have been slain, furn your attention fo Vexacion. He is the toughest of the
three, sporiing both deadly speciof attacks and an Absolute Defense of 280. Scatter your characters
s0 he can’? hit them ail ot once with his wide strokes; also use items like 71 Sense fo power up
your sirongest characters on the furns they attack. There’s always dragon form foo, if you need it

For u very quick victory, switch to dragon form in the first round, Charge up twice then use your 20 AP Hurricane ottack fo wipe out everyane
excepl for Vex. Alone and injured, he won't even stand up to a second hit from the fury of Odjin's avator. This only works if Ryu gels lo affack
belore the enemies have moved aparl, so be sure fo come into the battle with Ryu' lightest weapon equipped if this is yaur plon.

Use a Steal-threaded shield against Vexacion long enough to steal Terabreak, o Level 3 Ryu skill that's great against faes with o d
high defense.
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THE FINAL BATTLES
USING THE FOUR KEYS

Use your nccumulated keys on the obelisks that follow and the path to the final battles will open.
First, there ore the three shap girls and o Telecorder, always a sight for sore eyes. Make sure to

gel oll your boss items (Boosts, 7h Senses, AP Charges ond the like) out of the locker, because
you'll want to use them on the next fight.

If you ore going 1o explore all of the Centre in one run through the game, by using the give up
rommond, then Don’t Save here! 1D your new equipment, put extra material in the lockers,
then give up and run through the various halls of the Cenire before moving on.
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Elyon will attack you on the GeoThermal Elevator. He isn'f the lost boss, but he is the foughest
0f caurse; if you've been saving up your D-Counter, you can afford fo use some of it on him.
Just make sure lo save of least 10% for the boss that follows.

If you're fighting him fair and square, you're in for a tough baifle. He'll immediately summen
two Alter Egos, versions of Elyon that aren't quite as tough (they have no Absolute Defense) but
dish out the same domage. Try to focus your full-AP attacks on Elyon, but ge! the Alter-Egos
caught in the crossfire of moss-kill skills like Inferno, Blizzard, Let’s Dance!, efc. Switch to your
best Phys. Def shields {ar Valor), because the most dangerous attacks are all physical.

After five turns of Alter Ego beatdowns, Elyon will begin to meditate. He can’t resummon his
Egos for the next few turns, so kill them now and focus excusively on Elyon for o while. His sole
attack at this point will be Karma, which puts a counter on the head of one party member, ind-
cating the number of turns he or she has to live.

After turn 9, Elyon snaps out of his trance and begins pelfing you with powerful magic. This is o
good time fo switch fo the dragon form and finish him off. Just remember to save a bit of your
D-Counter for what comes next.

Or, if you wont fo get things done quickly, fransform to @ dragon in the first moments of the
battle. Charge up three times and do a single Hurricane to kill both of the sidekicks, and then use a Twister o finish Elyon off. Selling your existence over to a Dragon spiril, 10 Percent; Beating
Elyon and making him look like a tool, almost 12%; Completely conquering the toughest fight in the game without letting the boss even atfack, Pricele ... errrr, nifty.
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path lﬂ“ﬁﬂl‘k no Mll hr mw , \G you dmnd from the lf terminol, somalh[ng is sﬁll wrong obout the world ) you. A farce is manifesting within your bmly and
“beyond it Perhaps the final confrontation is st at hand!

Defeat wasn't enough to stop Bosch. Mortality wasn’t enough fo stop him either, and he believes that your dragon spirit won't save you from him now. The
time has come to see who is willing ta sacrifice more of his humanity for this ultimate victory. You fight for friendship and for hope that all these efforts can
L ) »y save  doomed life. Bosch fights for rage and supremacy. Though anly one cause is noble, both are overwhelming, and everything hangs in the balance.

Inside the final elevator, you must stop Bosch. At first, the battle against him is survivable without giving in fo the dragon. If your party is extremely well
skilled, you can use Full APs and 7th Sense items fo deal major damage against Bosch. Defensively, Bosch is still somewhat vulnerable; he isn't much searier
than many of the Regents that you hove olready defeated.

Offense however is Bosch’s strangpaint. Bosch is stunningly good al bringing substantial damage to bear against a single forge! during any combat round. Even
with full hit points you might lose Lin or Nina (or even Ryu) when Bosch moves in. If you don't have Tonics, there might be a fof of trouble. Without healing
items and Tonics, it is better to move straight into dragon form.

To beat Bosch on a level playing field, save up to full AP bars before making attacks with each person. Stick to single-target battle skills and small combos (Side Slash
maoving quickly into Slice for Ryu, openers with tight combos for Lin, etc.). Have Nina on Tronsfer duty, most certainly to keep Ryu at full power, and have Lin whitile
away with light attacks.

Make sure fo have shields with skills for reducing domage or negating attacks. A full spread of defensive shields would be greaf to have for this encounter!

if you really want to et Nina involved (without making her into the usual Transfer AP platform), have her drop circles and use Lin to push Bosch back into them. This
is nof the most effective use of your party, but it does give everyane a chance fo take o swat af this recurring foe!

This is the lost fight where items make a difference. Throw every Attack Boosi, Range Boosl, and 71h Sense info your options, because it won't matter affer this!

If you run aut of Tonics or have about 20% of your D-Counter points left, you might as well go straight into dragon form. To kill this form of Bosch will only take
about 10% of your D-Counter; so you will still have leeway in the remaining challenges.

As a dragon, it is best fo use the same technique that makes the Regents quake in their boots (Three Dragon Charges and two Twisters will reduce Bosch fo rubble).
Two Charges and three Twisters will cost a tad less and will work offen too, so it really doesn't matier unless you are truly scraping the final stages of D-Counter
madness!

If you are on a D-Counter hudget, try fo do things the slow way and only transform when Ryu runs the risk of going down without being able fo come back. If
Nina and Lin are down, your Tonics are depleted, or things just seem hopeless, it is time fo use the D-Counter;, come what may.

Should you get to this encounter without enough Counter poinis, Iry fo do the Elyon fight over again without quite as much waste there. If you shll dont have
enaugh going for you, it may become a necessity fo restart. There is nathing wrong with this; restarting is a lot of fun. Use the Eiyon fight fo score  fon of Party
XP and run through the game aguin with astronomic levels. This end fight is o bit challenging the first fime through, af ifs worst, but you will breeze through the
whole process on a second play.

Whatever the cose, Bosch will not last well against your party this time; if you are high enough level to survive his major attacks or if you have the D-
Counter points fo use against him, the battle will end soon enough.
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By riow, everyone knows that it isn't safe to defeat an end boss from an RPG; that just makes them sfronger and even mare determined to gef your party. This is na exception with Basch and
his hatred of Ryu. Without ony care for the future, Bosch gives in fo the dragon spirit and furns himself over to fury. Now that your adversary is o drogan too, things will change quickly.

Nothing can hurt Bosch now. Ha is stoppable, unforgiving, and evill Well. Ryu could transform into a dragon and feach this villain a lesson
instead. That sounds like a perfecily wise solution.

they are absolutely outclassed by Bosch now (they have grace, wisdom, and beauty so Basch had to gef some-

. <
This fight is meant to be a case of dragon against dragon. It doesn’t matter what you do with the ladies because /K/{ B A
N7/
thing cool that they lacked). Its time for Ryu fo finish everything without remorse. (

Transform and do fhree Dragon Charges. Two Twisters will break Bosch and throw his splintered body across the lift. Nothing he does can change the fact
that you are better than he will ever know.

There are no sublleties here. Transform and get things done. If you don't have the points to kill Basch off quickly, you wen't be able o bring him down
slowly. This isn't a strategic hattle; this is o hit or miss slugfest.

No matter how hard he tried, Bosch is spent after this encounter. The only barrier between you and the heavens above is now the force behind
the transformations and destruction. This is what the Regents did everything to prevent, and what comes next could spell the end for more than
the party. Can Ry foce o dragon in its mast destructive manifestation?

The power of the dragons can reach across fime ond marfality itself. Before you are able fo see the sky, you must be able to stand before the
full power of the wyrms and defy that existence without flinching. As you regain control after o brief sequence; use your Dragon Breath to
atfack the drogon. No matter how many Counter points you have, the dragon’s shield will absorb the attack entirely.

You con fly around the room for fun before doing this, but this confrontation is meant to have only ane conclusion (that won't be friggered uniil
you expend every D-Counter point).

You knew that there would be great sacrifices if you wanted fo reach the sky, and this is the place to prove that you are willing to leave yourself
behind so that the others can survive. The honor ond octions of heraes will long outlive their doers. Ryu can accept this because his friends are
worth it. That is why Bosch dies olone, in the end, and why you will always carry vidtory af your side.

CHapTER TEN (9
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There are Fairies in almost every town that
you reach in Dragon Quarter. You will see
these small ladies hovering in the ir, usu-
ally not far from the center of town, and
they are more than willing fo speak with
you. Any of these Fairies will give Ryu o
Faity Drop that will tuke you fo the Colony,
where onts are looking for o leader 1o help
them excovate their region. This item should stay with you at all fimes, and it can be used in
any oreo where fhere oren’t monsters nearby. You won't only find items, money, and fun in
the Colony, but the ability fo create stores. This provides your group with a ploce to sell
exira equipment and items during long dungeon crowls. Nifty!

RECRUITING AND TRAINING ANTS

The first order of business is fo get o hefty
group of ants under your employ. It will
fake a few thousand Zenny 1o gel the
Colony to the point where it's self-sustain-
ing, but even a few hundred Zenny will
get some things started. Until you have all
20 slots for your ants filled up, you'll find
three new recruits waiting for you of the
Colony enfrance every fime you orrive. Check in frequently ot first, as you ore building up o
host of workers. Make sure to deposit money with the Fairy in front so that your workers

~ will be properly paid for their duties.

From the frant of the Colany you can access the Orders screen. This lets you assign your onts
‘I various octivities. Excavation will toke up o lot of your time and attention for a short
while, but eventually you'll have o full selection of businesses to select for your colony’s
room. There are fen possible businesses to run and fen rooms that you can uncover to put
them in (the math works oul pretty well there),

Ants usually seek employment when they're very young. As the ants work or irain, they'll
progress in whotever field you've chosen for them. Despite each ant’s starfing stats (which
vary iremendously), oll of your little creatures can find o niche wherever they end up.

Working in business will make your ants Smarter, the arfs will improve their sense of Taste,
and fougher jobs give your anls more Guls.

Guts determine the Hit Paints of your ants, and this will mean a lot when they have to leave
the safer areas of the Colony. During excavation and exploration, ants stand in the way of
danger. If on ant doesn't have enough Guls, certain accidents can kill them off outright. No
ant deserves an end like this, so Iry to put your most hardy ants into the tougher jobs. Of |
course, you won't have much choice in the beginning, so salute your brave soldiers and put |
them all to work as you expand your empire.

Smarts is the stat that reflects the infelligence of each ant. This attribute is important for merchant
adivities (Banking, Newspaper work, Review Board judgments; etc.). Try fo put your smart ants
into these businesses, because you'll earn much more maney when they're in charge. You'll akso
find that those businesses ore o lot more flexible when intelligent ants run them. Shops gain ifems

faster; the Bank always seems to have the best foreign opfions for you, and mare.

Taste makes for a fine Cafeterio, wonderful music in the Concert Hall, and o hoppy society.
Most of the time, ants with Taste won't be oble fo get your party anything spedial (although
treative businesses will make more money when they have ants with Taste under their
employ). Still, you want your ants to be all that they can be when it comes to their talents.

Each statistic con increase from 1 fo 100, j
and some of your best ants may reach 100

in all three of their stats! As ants age, they ]
gain much higher attribute scores, bul the
end of an ant’s days is vsually not for
behind once they start to max out their
obilities {ants die before or around their
fiftieth birthday). It's o sad fodt of colony
life that you must hire new anls every now ond then fo replace those who have gone before.
Training centers are great for getting young ants up to speed to try and fill the void that

their skilled elders have left behind.

Before you can do much of anything in the Colony, you'll need to have your little workers
gel info the dirt and excavate the entire area. This will take three full teams of workers a

moderate amount of time to complete. If you start on this very early in the game, it won't
fake foo long before you have o working colony.
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There are several obstacles that you should
key an eye on during your excovation
work. Ant Lions hove taken over o number
of caverns in the Colony. When you are
close to breaking through the walls on on
Ant Lion cave, make sure that you have a
well-rested group of onls in the lead. Even
though your troops are good af dealing
with these massive beasts, they can fake some serious losses if they are young or ore
already injured.

Rocks in the soil con couse cerfain tunnel areas fo collopse. This is a one-fime threat becouse the
ants are such good engineers, but the initial group to funnel through a rocky region is subjed 1o
real donger. There ure a couple of ways to deal with this. The dork way s to have your third
excavation group almost emply (have one or two ants in the regiment). When the tunneling
nears the dangerous rocks, put the finy group in charge of the dearing, If there is a rock col
lapse, you won't lose many of your workers. It is even better if you have o lot of funneling fime
{(s0 that you don't end your tum under the rock) and a Smar group of tunnelers fo do the
wark. This seems fo raise the odds that the rocks won'l collapse until after your party has sofely
passed into the lighter soil.

There is anly one watery area in the Colony, and your first group to break into this cavern (in
the lower right side) will probably lose some workers to drowning. Again, have the smallest
group possible take the risk for everyone eke.

If 0 group does take some injuries, it is best to toke them off of the lines for u little while and
fet them rest. Unless you like the cost of buying ond training new ants, this s stil fiscally o
sound idea, and it is obviously an ethically wise move. Your ants frust you fo take core of them.

While tunneling, there are o few good
things that your ants will run across. The
first is your goal, the usable caverns of the
Colony, Ten rooms are down there in the
dir, just waiting to have your people dlear-
ing them and move on in. Your ans will
find them without much of a problem once
you foke the time fo explore the three
starfing paths 1o their conclusions. A final cavern is revealed at the bose of the areo, where
Kokon Horay has rested like o dormant volcono for many ages. Uncover that wondrous
entrance 1o gain access fo a 50-level dungeon with freasure, monsters, and a battle that will
test all of your skills.

Another interesting event happens when your tunnelers uncaver hidden tunnels, Some of
your smarler ants will always be keeping their eyes out for these finy passages. There
oren't foo many important items ond such inside these small caverns, but you will find some
Zenny that will pour nicely into your ants’ coffers to fuel your expansion. You don't really
have to have very powerful ants to find these; usually you will just be fold obout a new cav-
em or two when you return fo the Colony.

Use your Labs, one of the two storfing businesses, 1o research new types of aclivities for
your ants. Your most infelligent ants accomplish this best. Keep an eye on your Smort anls
so that they can also be put into work within other businesses, for research is a key osped
of many places in the Colony. Markets, Banks, and many other businesses research items
~and options, so you will need o ton of Smart ants to keep everything running smoothily.

As on exomple, consider the Skill Market. Skills appear in the Morket over lime, and your
people will come to pick these up and learn them. This is a nice boon for your party, but
those skills take a while to show up. In the middle stages of your Colony’s life, you will need
to encourage a massive fload of brainy ants info your ranks. G fo the Training Centers often
fo ensure that everyone is hitfing the books hard, and build extra businesses that are good
for raising shrewd ants (more Markets and Banks). These are businesses that more than pay
for themselves financially, so you won‘t be losing out on anything by doing this.

All of the husinesses in the Colony ure subject to your control af all fimes. You can put ants fo
work, fire them, move them fo new jobs, or do whotever you please. Although thoroughly
immoral, this supreme level of Federal control of the national workforce is useful for your grow-
ing economy. The most important thing for you fo do is decide what you want out of the Colony.
If you want o spare selection of weapons and armar, then build up a few Markats for your chr-
ocfers. Inferested in making o fon of money? Build o Bank. Or ore you the type who just enjoys
building micro-worlds? Go for o Cafeteria, o Concert Hall, and o few more of the peripheral ant
buildings. The Colony can improve your party or just exist as a place for you to nurture os you
travel through the game. Get what you want out of this part of Fairylond.

Because the Colony is confinuous throughout resets, death, and gome completions, you won't
have to worry about losing your progress. One odd thing about this is that time is measured
in enemy kills instead of actual time possed (probably to keep people from leaving their PS2
on overnight). This means that there is only so much that you con occomplish in the Colony
without winning the game or being forced fo restart. That is fine, but it is something 1o be
aware of. If you want fo play the ant game os much as passible without worrying about gel-
fing anywhere in the main game, simply replay the first few oreas of the game and restart;
these sections are fast, have o number of easy enemies, and won'l give you any problems.

The Market serves several major functions. You can turn this nifty business info o Skill Shop
or use it as a spare Equipment Shop for one of your charadters.

As a Skill Shop, the ants will do their best fo come up with some new skills for you. On the
whole, they will find skills that are somewhot rare. You will likely know o number of them
olready, bul there are often o few new ones in the mix. It is worth doing at least o single run
of the Skill Shop in the beginning so that you can grab these extra skills. After the skill shop
has reached its limit, move on to o different store type. Even redoing the Skill Shop won't
get you o different set.of skills, so it is-necessary-fo move on.
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The Equipment Shops are nice becouse they too will end up with o rore selection here and there.
You can find some very powerful weopons and armar for your party pretty early in the game if
you focus heavily on developing your colony. You will need a lot of cash to buy these goodies,
but that is something that the Bank can solve (see below). Although the best items o Morket can
research are not the fines! pieces of equipment in the gome, the Colony will give you ccess fo
these items fairly early on. If your Banks are beginning to spill money out the front doors, this is
a greaf way fo convert some of that cush into power for your growing party.

The earnings potential of Markets is moderate. It takes a group of ans with Smarts and
business sovvy lo make you o substantial profit in this field.

The Lab is the mos! important business 1o put your ants info (for the early stoges of the
Colony's development). If is here thal ans come up with ideos for new businesses to build. If
you want o really see your Calony expand, pul ants with enough Smarfs fo innovate.

Once all of your businesses have been resaarched (there are 10 total businesses), you should
swilch any Lobs that you have over to researching items. This will get you a few nifty trin-
kets. One item that comes up very early in
the rotation is o Golden XP fickef, ond
these are quite useful for getting your
party a boost into those highest tiers of
power. You can fear down and rebuild Labs
to get more of these if you so desire. Each
fime, the list will be researched anew. Do
this 20 fimes to max out your XP potential;
you arent allowed 1o carry ond use more than 20 Golden XP fickets at a fime.

The earnings potential of Labs is nonexistent; Labs soak up your money ond don't give you
back any Zenny. OF course, you get items ond such instead. Beyond the Golden XP fickets,
you won'f get o lot of excifing stuff from the Labs. As for os fime ond return on invesiment
goes, the Golden XP tickets ore fost and potent, and the rest of your Smart ants are often
better spent in other fields once you have enough of those.

11 hard baing on ant. Dungeon dwellers like 1o take o chomp at you whenever you pass,
the Ant Lions ure olways wailing for a snack, and the Burrows only know what could be
down in the lowest levels of the earth. Your little guys and gals would love 1o have a place to
ool off and think of good fimes. Build o Cafeteria to give them such o ploce.

For a Cafeteria fo draw o real crowd, moke sure to place onts with real Taste af the head of
the project; your anfs don't want swill o break their day’s monatony. This will pay for itsell
by drawing o fuir profit. The money is actually prefiy trivial compared with some of the
other uses of husinesses in the Colony, but your workers deserve the love, eh?

The earnings potential of o Cofeteria is moderate. You won't make o ton of meney with o
Cofeterio, but you will likely earn a profit. If you enjoy playing with your ants, then go
ahead and build one of these just for fun. Obviously, o group of ants with low Taste won't
run a very good Cafeteria and your income will suffer for it.

If you have a strong ond daring ant 1o spare (who isn't long for this world onyway), build an
Explorer’s Guild and let your boldes! ants head out into the cold world outside of the Colony.
These dare-doers will bring back small items as a token of their travels, and they will glodly
give these to you. If's very hard to get an ant up o the point whers it can go into the most
dangerous areas and survive, but you can find some inferesting items that you might have
missed by doing this. On the whole, this is a very difficult business 1o work on.

For the best chance of success, fry 1o have your explorer ants work out af the Trainers until
they reach a decent age. Focus on Guts and let them build themselves info a real fighting
machine. After that, slowly push them through the dungeons fo see how much trouble they
can fake,

You won't moke any money from the Explorer’s Guild in a direct sense. It's up fo you
whether this is o worthwhile investment. Most of the low-level dungean areas will hove the
ants bringing you equipment that isn‘t even worth toking fo o store to sell. The highest dun-
geons might nef you something novel, but it's a lot of fime that could be spent sending your
parfy back through those levels instead.

The Concert Hall exists mostly for your amusement. The ants here will research various tunes
from the game’s selections. Once finished, you will be oble o listen to these melodies of any

fime you see fit. If you are building up a colony to suppart your party, this is certainly one of
the weaker husinesses 1o look into. It doesn't 1uke too many onts 1o start building up o lorge
selection of music (it just fokes a fair bit of time). If you do want 10 hove o Concert Hall, just
put an ant with style and a sense of Taste so that you end up with o musical prodigy.

The earnings potential of the Concert Hall is substantial. If you don't have the funds to
directly bankroll all of your ant operations, o well-staffed Concert Hall can help out a lot.
Train three onts in Taste and put them in o developed Concert Hall for a couple hundred
Zenny of profit. This by itself will toke core of several negative income operations.
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People build banks so that they have a safe place to put their money. In Dragon Quarfer,
money is fairly safe as it is, but you would be wise fo look into hanking os o means of
increasing your wealth. Sure, Checking ond Savings accounts are fairly slow for occumulating
wealth, but the Fareign markets are the key to ludicrous wealth in this game.

{hecking offers o ploce Yo deposit money
and watch it grow steadily (though slowly).
You receive holf of o percent increase in
your account size for every 10 foes you
slay from the world outside the colony. This
is safe and simple, and you can come hack
fo grab your wealth ot any time. This
amounts fo an interest rate of 5% for every
100 kills you make.

Savings have the down side of locking your money away for either 100 or 500 fights. This is
a huge bummer, of course, but the interest rates are tremendously higher here. In fact, the
differenca is so much that the improved compounding of Checking account inferest does nof
even come close to pushing it over the top. See the following table for a better view of what
the three account fypes can do for your money,

Account Type

: .Iahlzmli R;ﬁe/l(lll Compounded Every  Withdrawal

Checking 0.05% 10 Kills Any Time
Savings (Big 100)  0.1% 100 Kills After Compounding
Savings (Super 500) 0.2% 500 Kills After Compounding

This table makes it look like the Big 100 accounts will get you twice as much money os a
Checking account (over the same period) and that o Super 500 account will get you four
fimes os much. This isn't entirely accurate because of interest compounding, but this isn't
enough to weaken the long-term potential of Savings accounts over Checking. The following
example shauld clear things up. The small figures below show what would happen if a per-
son invested 10,000z in each of the three accounts for 500 fights.

Big 100 Account 16,1052
Super 500 Account 20,0002

If you plan on throwing a fon of money into the Bank for the long haul, this shows that the
Super 500 plan outdoes its competitors by a very nice margin. Of course, the Checking
account hos its place for peaple who will constantly be adding to their account. The only plan
that really folls through the works is the Big 100 Savings Account. It just isn't that fiscally
sound to go with a plan that still locks away your meney but doesn't even come through on
the interes! rate.
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We still haven't talked about the big fime moneymaker. Foreign invesiments are whot make
the Colony thrive. Dals and Mils ore the commodities that you will quickly gain access to. The
markets for these items are somewhat constrained, sa you won't see sither one crash or go
into a super hoom. For what you want 1o do, that is very good news indeed. Once you hove
around 40,000 or so Zenny fo invest, this is the path o glory, You con even start much earli-
er and sfill tu a very nice profif withou! waiting for very long.

At first, when you only have access o Dals, watch the morket corefully. Dals don' fluctunte

nearly os much as Mils do. When the price gets info the low 80s, pick up o full group of Dals
and sell them at 100+ This doesn't toke long fo happen, and you will see o fidy increase in
your finances. This is still childs play compared fo the Mil market.

Mils can fall os low os 80 as well (which is an absolute steol). Grab everything that you con
possibly buy at this rote and pop your head into the bank over the next hour of playing; o1
some point, the price will climb back to 200, 250, or even 300. Sell, sell, sell!1! Repeat this
process to reap absurd, lewd, unreasonable monies {yes, money needs to be plural when you
are making this much of it). After doing this several fimes, you will be buying up real estate,
consolidating your empire, and probably having o private tunnel dug to the surface just fo
make life ensier for your porty. Hard work and dedication are the best woys to seek self-ful-
fillment, but the Foreign market is your path to kingly wealth.

There will be some times between selling your stock and waiing for the next price depression.
You may wish fo use Checking accounts during the inferim so that you aren’t letiing your maney
rot. If you it the money cap and are looking for things to do with it, consider buying expensive
equipment, putting more money into the Colony account, or building o second Bank for investing
even more money. By that point, you will have practically infinite weolth,

Not only is the Bank perfect for making money through trode; if you put three Smart ans in
there, the Bank will generate its own money. Life couldn’s be better in the Colony.

The Training oren gives your young anis a greal opporiunity fo focus en the path that you
wish to push them foward. Walk in there and tell your little guys whether o Irain in Guts,
Smarts, or Toste. Come buck ofter a number of kills and your hatchlings will be ready fo
enter the workforce. Almost all of the ants will fry o focus on Guts if you don's tell them to
do otherwise, so walk over to the Training Center every fime you put an ant in there,

You can't make any money from the Trainers, but this is still o wise invesiment in the long
run. Well-trained ants foday mean riches tomorrow. Remember to fake your ants out before
they reach old age. There is na reason to have on ant train from birth till the grave; eventu-
ally, each unt needs to head out and make his or her mark on the world. Depending on your
colony’s needs, age 10-20 should be fine for this. Take the ants out earlier if you are still
struggling fo get all of your businesses up and running, but wait a bit longer if you have a
lot of money and a well-established infrastructure.
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Pechaps no business in the Colony is harder to run than the Newspaper. Because you need 1o
have ol three slots filled for the place o run at all, it is somewhat tough to gef ane of these
going during the early stoges of the Colony. Later an, you still will need to be quite coreful
when choosing the workers for your local poper. You will need o writer,  desk ant, and o
designer. This will take Guts (for the writer), Smarts (for the desk ant), and Taste (for the
designer). Make sure thal you manually assign everyone to the proper position so that you
don't have Mango the Basher trying fo copy-edit Cutie Arfjoy’s “Hardball” report on
Renaissance poetry.

Talk to the ants in your paper from time 1o
fime 50 that you con read their publications.
Some of the headlines from the news sec-
tian are amusing.

The earnings potential of o quality
Newspaper is fair, but it will take o lot of
fime tnd work Yo make fris hoppen. Wan

until you are comforfable with the rest of
your colony hefore taking on this chellenging new frontier in business. If you don’t have the
appropriate onis in each slof for your paper, the entire business will fail fo produce any
intome.

The Review Board

The Review Baard is o really rewarding business on several levels. Throw o few Smart anis
onlo the review panel, and you will soon find o number of challenges coming online. Take o
look at these ond go after the ones that you feel safe trying. On the whole, the rewards for
these quickly add up, and you will be in much hetter shape throughout the game if you get
what you can out of them. Another benefit of this business is that you can take a look af
several interesting party stafistics (such os the number of monsters defeated, best Nugget
price that you fetched, and number of battles).

These are the challenges that you can
unlock from the Review Board. If you hove
trouble completing ony of these challenges,
reod the next section to get some hints
toward victory.

oy T Y
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Chicken Runner is a very easy challenge.
You have fo run oway from nine batiles.
Ml#&ﬁ!ﬂmmmhkbcbmu o yellow door and lure them close ta the
 exit with food. You shald st your battle and ditch as quickly os possible; repeat thi nine
- times for a fruly easy challenge pussed. The reward for this mission is Lin's Come Here! skill

m Master asks that you complete nine combination attocks in a row. Build up your
Abiliy Points nnd make this happen. You won't hove 1o spend o lot of time wish this dhallenge.

Goo Slayer requires you to slay nine Goa
creotures. It is nice if you get this chal-
lenge before you go very far into the
gume; several of the early dungeons are
filled with easy Goos, and this makes for o
simple victory. If you don't fry Goo Sloyer
until fute in the game, you will hove to
search carefully through the last couple of
dungeons fo find your fargets. It may be necessary ta restart your party fo poss this if you
run oul of monsters to kill. The reward for this challenge is 30,000z,

Technician is the oward given fo a person who can win nine battles without faking any dam-
oge. The difficulty of this mission varies a lot, depending on your pluce in the game and on
how far you are willing 1o ake things to get this award. To guarantee that you win, save
somewhere nice and simple and then use Ryu's dragon powers fo completely overcome your
opponents, Give up affer you get your award and your D-Counter will be reset. To beat this
without resorting o such brutol tadics, find a place in the next dungeon that has a few open
ballways. Wowally, tood con pull enemies oway Srom Sk baddies 'n suth Paces. Yeree your
people bum rush the monsters like this 1o ensure easy fights until everything is over.

Duke Hunter is enfirely easy in the first dungeon. You have to kill nine Duke creatures to
get the award. Early in the game, this is very simple. If you have 1o wait until loter, you wil
find some very fough Dukes in the final few oreas in the game. As with many other chal-
lenges, this is one that you may have more fun completing if you wait until your second run
through. Either way, finding the Dukes is the only bother; beating them is never loo much of
a challenge. Well, maybe in Kokon Horay, but that is a worry for another time. Your reward
for this challenge is 1,000 Party Experience.

1-Round Warrior is more fun that o barrel of Goo Elements. You need to whack out nine
victories in the first round of combat, This is another challenge for the early game or for con-
trolled areas. Use meat and bombs 1o soften your enemies ond then go in for the kill. If you
don't get jumped by anything horrific, this should be a fairly easy task.

Tri-Buster can be o real pain. You must
kill nine of the triple-headed monsters thal
oppear sporadically throughout the game.
The problem is that a lot of dungeons just
don't have nine of these beasties af once.
Get this challenge toward the end and he
patient enough To wait until it's completed.

Hard Puncher is obout as much fun os
they come. Your goal is to deal 1,000 or more damage in a single round with your main
choradler (without going into dragon form). This is very easy if you are of moderately high
level, and it is still doable even if you aren’t. First off, find o place that hos seven or more
enemies hat you con pull fogether with food. 1§ you pop on AP Boos) 1o stort off the bonle,
or have Nina Transfer her Ability Points to you, you will have many attacks to make during
your round. Use Side Slash fo hit as many of your enemies of once as possible. If you can
gel seven or eight enemies in your sights af once, that 1,000 mark won't be hard to grasp.
Even doing 20 points of damage o strike would be enough if you were hitfing every monster
with 9 Side Sloshes! Using elemental blades against weak creatures to that element is anoth-
er obvious way of getting this done. The reward for this mission is Ryu's Celtis +9 blade.

Bat roams are always nice for getting this mission done!
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Robocrusher is another kill nine-enemy challenge. Find and destroy nine machines to win.
Early on, this is very fough, but there are entire dungeons of machines near the upper lev-
els, so bide your lime and get your viciory then.

Nuggets ore cute and fun to play with.
Honestly, they are pretty fasty foo. Sulfur-
eating bacteria and underground fungi
don’t make for the most appetizing diet,
and people just con't help but fafl in love
with recipes ike Nugget Roos!, Nugget on
a Stick, and Not-Chicken Nuggets. Your job
with this business is to raise yummy and
large Nuggels for public consumption. The short and sweet version is to put some ants with
Taste in here, feed the Nuggets well, use Multimeds on them if they get sick, and then sell
them af the best fime once they maiure. If you want to make any serious money from the
Stockhouse, it takes o lot more work than even the Newspaper. If you are willing to take the
plunge, invest your money, throw in substantial effort (and sell a bunch of cute liitle Nuggets
us meat), and then read on for 0 more detailed analysis of the meat marke!.

To pull back your sleeves and become a serious hreeder, put some of your best ants with
Taste in here. Those ants will be able fo research the betier food types for raising your
Nuggets; you won't have 1o feed them the low-cost and low-quality foods for long. Instead,
you con select from the finished list ond go after things that will raise the size and flavor of
your Nugge!. Proper feed will cost a set amount for every fen enemies that your party
defeats (standard fime progression in the Colony). These costs are not very high compared
with the fotal running cost of the entire business sector, but this could give you some prob-
lems if you ore olready running in the red. Build a Bank and work your meney up before
ploying with the Stockhouse if you are having any monetary problems.

After you have chosen the proper feed for your Nugget, it takes some effort to know the
best fime to sell the little guys. If you try 1o get rid of the beasts before they fully mature,
you won't get a refurn on your invesiment. Wait foo long, however, and the darn things will
die on you. For the best mix of growth and health, try to switch between Brown Rice and
Hay when your Stockhouse doesn’t have many options and then try Vita Vine and X-Soda
once you have unlocked these expensive food types. The thing about the higher cost foods is
that they do pay for themselves (although not by o gigantic profit margin). X-Soda, os an
example, will raise the value of your Nugget by ahout 2002 per period. That by ifself won't
get you a profit, but if you sell your Nugge! when the marke! is af its best you will realize a
profit of 100z for each period of X-Soda feeding.

Look at the table below 1o see the prices for the main feed items and for an idea of what
they do to your Nugge!.

Nugget stats will not change much

Hay ' Slightly raise size and flavor
Brown Rice 60x Keeps Nugget from getting sick
Fatgrass 60x Raise size quickly

Totu Grass 100x Well-balanced, for both stats
Vita Vine 100x Another healthful choice
Yummy Root 100x Ruises Nugget taste quickly
X-Soda 200x High increase in stats

BESTIARY
—

If you talk to your Nugget, you will also have the opfion 1o feed the calf a Ireat outside of ils
normal feeding pattern. Ironically, you are given o list of mostly Trap items fo do this with.
Fresh meat is o nice treat for o thin and healthy Nugget, and Multimeds will help o sick
Nugget get onto the road fo recovery.

When it is getting to be o good time 1o sell your Nugget (after it has matured), you will see
a notice on the main bulletin boord ot the front of the Colony. This nofice will let you know
that your Nugget hos grown up and is ready for sale on the open market, Check foirly often
with the Stockhouse Fairy after this o see how things ore in the meal markel, If things go
through the roof, she will tell you to sell immediately (and you should). Otherwise, wait until
the market is very high and let your Nugget wander off to a new home ot that lime.
Obviously, you can't wait forever to moke these sales, but you have a fair amount of leeway
if you start looking early instead of waiting for your Nugger fo be in perfect condition before
even considering the state of the industry,

The thousands of Zenny that your best early generation Nuggets will fetch won't exactly pad
the Colony’s coffers. In fact, you won’t he making much more of a profit than the Concert
Hall. This is @ much more rewarding and persanal business, though, and some people will
have o very good time with the Stockhouse if they give it o chance.

Tue Coony ©

?




s e = B e e M "

ny will ﬂumluumw
'Wllmfmytnwinlhmr

igec -uﬂﬂyumﬂhfm‘sdlolmr
1 toke 1o hnfnhwmthrwghmmhng.

, your parly may mrlhll tlnwuh the Move command
any time you go to the Colony, but do not tread lightly

o Kokon Horay. Instead, your group will be
enter (or reenter) the dungeon and
evels hﬂa been saved und will

g BAME BASICS ll INVENTORY

e R i)

LS =
.

Sill, this presents o substantiol problem for the trinks of Kokon Horay. You cerfainly don') want to

start out of ground zero. Luckily, you'll have your equipped items and  full inventory. This obvi-

ously works to your advantoge. Having u nice spread of stafisfic-increasing items (Power meals,
Protein, etc.) will make things o lot easier. 's even better o have of least 200,000 or more Party
XP fo kick things off. For the goodies inside the bonus dungeon, it's worth the effart.

Before entering, save your game and have o massive supply of health items. Make sure
that you take the best health kits that you can offord; four or five stacks might not be
enough (depending on your party’s power, nothing might be enough). Your level hus to
be pretty high to simply walk through this pluce, so take that into sccount. A level 30
parfy will have o tough time of the dungeon, especially withaut high-end gear. By level
40 or so, you should be able 10 go through Kokon Horay o lot foster and without os
many tedious fights. If you spend the substontial time to amass XP for o 501h level run,
you'll easily blast through everything that Koken Horay has ta offer. It all a matter of
time and preference.

When you're getfing those health items, don't forge! to bring a load of tonics olong. If
you have the final enemy of the dungean down to 10% of his health bar and have Ryu
drop, you will not want fo open your menu and see that Nina quaffed your lost tonic
because she gol thirsty. Don't let this happen 1o you. Also, keep a number of Multimeds
with you os well; there aren’t too many status effectors in the dungeon, but you will be
hit with of least o dozen Binds (you'll need 1o get out of some of those).

Each level only has one room. This deesn't make the fighting any easier! You'll often be
forced 1o peel enemies away from the center of a group so that you oren’t overwhelmed
by Genic firepower. Don't forge! to bring a supply of meat to help with this! A nice stash
of other trap items wouldn't hurt either. It tokes money to make money, and Kokon
Horay is all obout that concept. This isn't a pleasure stroll through the gorden. This dun-
geon is more of o pleasure cruise ol night, through eel-infested waters.

Here's o bit of extra advice. If you aren't going fo Kakon Horay early on in the game
(for some of the gear in the eorly levels), then wait until the very lote stages of the
game. Do this so that you can walk info the dungeon with nine backpack pages. Having
that many pockets will let you pick up and carry off 0 whole lot more laot. Even with all
those slats, you'll likely have 1o run through Kokon Horay twice fo get everything. The
only allernative is to ditch some of the weaker items, and nobody really wants to do tha
- after oll, you have to go through to get these goodies. If you ore planning on getting
every item, play through the first 15 to 20 levels and then guit. That is o lot more effi-
cient on fime than playing up to the 40th level and then having to turn back and start
the whole process over for the final ten pieces of equipment.
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The best-equipped weapons for this dungeon are probably Ryu's Dragon Blade, o high-end
Magic Staff for Ning: (the Wizard Wands are nice, but mos! of them ore olready hidden in
here), und o Sniper Scope for Lin. For alternates, keep high-domage weapons with o wide

. selection of skills, There ore o few elemental targets in Kokon Horay, but not enough to
muke it useful to bring loads of extra tools. For drmor, choose one really light suit for
pveryong, one super defense suil, and an anfi-status piece of armor for your third slof.
Shield-wise, have one for steoling (there are o couple of skills down there), and two more
with nice protection abilities. Physical damoge reduction is a big plus; you will face a load of
melee enemies.
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Expect to run across Bind as the most common status ailment, although there are o few Virus-infested enemies.

A number of nosty fights and gloomy levels are ahead of you. Make sure that you have absolutely everything before you take that final step and descend to the first Hoor, The Fairies will
fry fo waich out for you in the dungeon, but you won't find one of them in every level. Combine this with the problem that the elevators only ga down, and you end up with some real
risk-taking. Your party can't give up in the dungeon either; so there are no simple ways out. You will have 1o wait for o level with o Fairy fo pull your party out, and there could be a few
levels of monsters in the way of that. For this reason, you must keep an eye on your supplies and know well ahead of time if things ure going to go badly,

Safety should come before valor in the decrepit halls of Kokon Horay.
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. & down here? iﬂlm gﬂ!ﬁl an entire clon of the little nuisances hos thrived under these dank conditions, but now they block your woy
n't going fo let you steal his family away without  fight, and Mama isn't far behind!

ones aﬂlﬂu to keep things simple. Use meot to drow everyone out of their fortified area, and you can even use the ledges af the front of the
: pﬁ‘lf )Nﬁ'ﬂ worried af oll by this encounter. Either way, the Mama and Papa Nugges are the only true concern. When you're ready, grab them (one af o fime
Wﬂ, wﬂ‘igal'rl nervous). Fira softens these Nuggets well, and Ryu is perfeatly crafted for 1aking the Moma down. If you eliminate everyone except for the Papa in the

hould go quite well. You get a bit of free time because of the Papa’s urge to heal his family with lightning (even if none of them are left). Finish any stragglers

ive, have Ry tush lumrd with Side’ Siulm ond Nina turn fo Area of
magic for the finale. This isnt meant 10 be o toxing encounter.
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FOURTH FLOOR
There are o number of Dukes on the

flanks in this room. If you're powerful, 3 M l'lutm
Iry 1o use hwo sets of meal fo bring 3 Duke Magi
averyone fogether for o mossive rumble. 1 Duke Battler
lse everyone's Aof atfacks and wipe )

everything out in the first round. If you Treasure
are lower in level, then drow the centrol
group forword first. This will get you info
a fight without pulling the flanking Dukes into the melee. Hove Ryu block the Dukes from advancing on the ladies and then use o couple of Nina’s magical trops to further contain the
area.That Duke Battler is a decent tuste of things to come. These new Dukes ore better trained ond extremely wall equipped. Make sure tha the lesser fargets are out of the way before
you turn your ulention to the Battler. For defeating this heavy guy, build up Ability Points if you are having frouble. A full round of waiting seems like an aternity, but it pays for itself
quite well on the following turn. Have Ryu Iry a Spiritcharge in the first round os well, in hopes of landing o nice hit or two during his big second round.

These DeVolves are hidden back on tiny Enemies
fedges. If you don’t want to engoge in a
fair fight, have Lin stort the fight from
moximum ronge, Withou! the ability fo
get 1o you quickly, each DeVolve will
have practically na chance of dealing a
point of domage to onyone. Nina ond Lin get 1o have all of the fun, but Ryu can finally
tuke o breather, If you want to be more oggressive, then have Ryu charge up and do
things his way.

The enemies are spread out on this level,

You won't have the fun of on enormous 6 Duke Hunters
bottle, but you won't have to deol with 2 Wonderboxes
the stress of one either. Use meat to pull

out the Hunters, if you can get an angle Treasure
on them. Many will try 1o use the ledges '
fo stay away from you. If you have any
problems, switch 1o Lin and let her start
the skirmishes.

The Wonderhoxes can be fun 1o ploy with, but you won't get anything good out of them in Kokon Horay. This is o ploce for battle and victory, not for gamhbling and jockpots.

This dungean level isn't very fair to the

enemies al all. There are two Deathcows 1 n-llmws
that ore stuck in the middle of nowhere.
If you wont to be mean, just have Lin Treasure

snipe them into oblivion. If you have o bit
more honor, courage, and the urge 1o use
ane or two of your precious healing kits,
you could iry to melee them ocross the
gap. Still, why look o gift house in the mouth? If you're going to fake the fight to the Cows, it's worth Irying out Lin's Shatter skill. When the Cows are close and can’t move out of the
way, it's great to see her do rude and beautiful things with her caol foys. At range or up close, Lin really comes into her own in Kokon Horay.

Hoxon Horay ()
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EIGHTH FLOOR AR

off survivors, ond then tum everyone’s atfention to the Botiler. Alone, this powerful Duke poses no
his nrmor open and take your victory. No Duke con stand up fo Ryw forever.

[ Treasure |

Sfu?nd-l-i

Enemies
7 Ebonfires
1 Maohodevon
llqil-ul

Y 1 Bad i ] 'ﬂ_.u !
EVENTH FLOOR
Mﬂ'ﬁl oo deal fo Enamies
fm_lrhtﬁnmdshmul 3 Bon Agpelits
will know whot fs coming: 5 Boaks
% ore o lof like Deathcows, and Y
Mt e s T o
ore uble 1o Bind people now and then,
and this makes things a bit more edgy if
o fight is already going poorly. Use Lin

Sapphire Master+5

and play fo her strengths; if you Irigger o batile where the Bon Appetils are saying, you can use her massive range with her best weapons to hit the Beaks long before they can make o
successful approach. This erodes the consfitution of these fierce warriors, and it will moke Ryu’s life a lot easier
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Use meat fo group these enemies and

then pour natural and magical fire all 5 Block Widows

over them. Lin and Nina can devostate 3 Rofflesia

this herd of creatures without breaking o

sweat. The Black Widows should go down
before they con do much of anything, and Bind Check+4

the Rafflesia will be left alone to fend for

themselves. Ryu should take all of his

early ottacks on the Rofflesia, for that reason, and will have ot least a couple of them
hurting by the second round. After that, things just degenerale into a standup fight.

THIRTEENTH FLOOR
Rustphages are fast and can do a liftle bit 3 -

of domage, so line your party up for 6 Rustphages
mojor AoE attacks before this battle 1 DeVolve
begins. One group of the Rustphages 1 Gigantis

should be in front and a bit on the side,
while the other is behind the larger ene-
mies. Hove Lin try to kill all of the close
Phages during her Extra Turn, if possible,
and then do what you can to kill everything else that adds to thot fight. There isn't o whole lot of room o maneuver, so the enemies moy waste o bit of fime untangling themselves.
Fither way, Ryu is going to be tied up with the DeVolve and Gigantis when the fime comes. These large hrutes just take domage and keep standing. Cansolidate the fight before frying fo
skunk the Gigantis, because he won't die os early os you would like.

Treasure

Strong Sword+b

For breaking down the large guys, you may wish fo fry equipping o Debuff weapon (one that is threaded with defense down-fype skills, like Ryu’s Rust Armor). Becouse it fakes o num-
ber of attacks to cut apar! a Gigontis, these Debuffs are worth it, especially for parties that are a bit lower in level.

FOURTEENTH FLOOR
Lin is the queen of this buttle. Aggrossers =

and Worm Men are hoth weak to gunfire, 4 Aggrossers

and Aok shats will weaken the entire 4 Worm Men

field. Use meat so that you don’t have to

fight everything at once, and keep Ryu
on those Worm Men (the Aggrossers will Impact Chack+4

go down very quickly without their help).

FIFTEENTH FLOOR
Any of your characters can obliterate

these poor little guys. Lure them together & Guard Ants

with meat and take the entire duster of

them with a few simple strikes. If you
Inke too long, these unts will start to pro- Duststorm (Shield Skill)

fect each other and make things difficul

for you, but the first round should see them put in the grave before that happens, Who
knows why these innocent insects were here in the first place. They should have stayed in
the Colony with all of your buddies.

-—
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Koxon Mopay (1)
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: SIXTEENTH FLOOR

Delden EXPurtoncs ikt

to fight ullw.,.. lm__r
mu..;ﬁ.. i

, ﬂﬂﬂﬂﬂuhﬂu Dukes o little while fearing up the Pikes. The goal here is 1o break the Dukes’ armor before you go after them directly, It isn't pure damage
R ﬁs M is based on the number of fimes you hif these fin tans. Group attocks let you thin the ranks while accomplishing this. Once the Pikes ure down, try to breok the armor
Dukes os I!INHNHB. the lough part bout this is thot the Dukes’ armor won't brook unfil their tum of combat. This makes it o guessing game as fo when 1o switch between hitting

o and the nex!. Over lime, you will get used to this, bu it takes o fair b of practice and perception.

,ﬁ‘nﬂh Dukes hove lost their armor, it is not @ hard thing to bring them down. If you are very powerful, you can kill these Dukes before that happens, but this is simply not an efficient use of
if you are still Fighting other eremies. Remember fo stick with 10-Ability Point attacks when you are trying fo break Duke armor. Sure, the damage is quite weak (especially for
! ilflﬂ Lin, who don't have obscene 10-AP attacks like Ryu does). In the long run, that wont mater. This odvanced Duke ormor will block over 75% of your damage; getting the Dukes out

- SEVEHTEEHTH FLOOR
Tt e e on ke

@nleﬂmwuﬁhwlm 2 Duke Magi
‘gnemies
wmmwmmﬂﬂ e

o bt wih everyone of

four of the six foes do Vori Ribbon+3
mw,h it fares nicaly if
]ﬁl iﬂtﬂl#mﬂu ol o fime: There ore no enemies here that ore new or have special powers to be wary of. Enjoy the simple fights while they last.

EIGHTEENTH FLOOR
Wwfhmmd Conger s

i hmﬁh’_tulm firs because 1h 3 Worm Men

Treasure
Flome Blaster+5

D o -

- -
. NINTEENTH FLOOR

This dungeon level doesn't require much

of anything from you. Group everything 2 Prima
together with meat and destend upon 1 Bon Appetit
them with Aok attacks. Nothing here will 5 Aggrossers
hurt you a1 all if you adt quickly and

sloughter your torgets. That should not be Treasure

hord 1o do. Lightwave
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TWENTIETH FLOOR

The Black Widows are primarily thrown in Enemies
here to distract you from the real threat.

Even still, the sleeping Armstrongs need

not be woken until the Widows have been

killed. For the best thance of a victory Treasure
withau! harm, facus on taking each

Armstrong by itself; these creatures love

their counterattacks but aren’t very

uggressive if you don't go ofter them directly. Save up APs for each run and then take out an Armstrong in one fell swoop. Don't use Aok attacks unless something very odd happens. On
the whale, it won't poy off to wake oll of the Armstrongs until it is the proper fime fo deal with them.

TWENTY-FIRST FLOOR
Try 1o take this group down in two fights,

Even if things go wrong, the strategy for 5 GarPikes

this level is foirly sound. Aok attacks dur- 2 Beaks

ing the first round will serve you well;

this will make the high-hit point monsters
of this level into much softer targets. Excel Suit+4

Even Ryu should wade in there with his

Side Sloshes. Although your enemies may

get a round or two of ottacks off, these are foes without foo much in their bag of tricks; if you have the healing kits, you will make it through this without any long-term consequences.

TWENTY-SECOND FLOOR
The Kanaphage are a pain to track down,

and this level hears a lof more frustration 2 Goo Prisms

than chaollenge. Keep Lin in the lead ond 5 Konophage

shoot af anything that moves to Irigger

the fights. If you con’t kill off the Kanas
during the EX Turn, they will probably ge! Lockproof+4

o blost in at you. This is slow ond tedious

work, but nothing here should be oble to

fake you out, cerfainly.

TWENTY-THIRD FLOOR
This is o level with o lot more firepower

fo bring ogainst you. It is no! wise for 7 Duke Knights

even o somewha fough parly fo go affer

seven Dukes of the same time. Try to use
meat and bring o couple Dukes at a time Fireproof+5

onto the ledge foward the front. You can

then ombush them with Lin ond make them come oll the way out o you in battle; this
will have them arriving ot the front line with almost nothing left to give. Three bouts of
that ond the Dukes will be nothing more than o memory.

As always, use low AP skills 10 break Duke armor.

Kowon Horay (<)
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TWENTY- FOIIR'I'H I’I.Obll

ke armor s o staple of the Duke Lord's defense; you will have to crack that stuff open with o heavy round of 10-AP attacks from
cond, the Duke hos a small absoh shield that you will have to pound through with each combo. This is by no means o lorge
 Duke every other round if your party is not adept at pushing raw damuga. If that is the cose, build up Ability Points and go

*Iitmtmrﬂ Eye skﬂl, but stay with the best shield for dmga reduction that you hove after that. With Nino and Lin sula fo heal Ryu every
 the Duke pounds away and quickly weakens toward his own demise. Still, he is  mighty foe to defeat, and his death is worthy of a leader.

 their doesn't ome in handy
|. loo often, but it is alwoys neat when you can pull it off.

] Once the fitle guys have heen eliminated (or reduced fo a tiny count), go after a Gigantis on the side. You should be able to get away with fighting two battles against these three ene-
miles, and that will make the entire dungeon level a lot eosier. One or two of these lorge monsters won't be able to threaten your party foo much, ond you have already faced for warse.
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TWENTY-SEVENTH FLOOR
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This leval is ane that you could almost sleep
through and survive, although it is o fair bit
of fun. If you use your meal carefully, you
can group this moderately sized force info o
fight cluster. Have Lin start off the fight then
and hose down the entire hoard. Nina wil
step up nex! and con use Aok spells 1o finish
off any Ebonfires and weaken the Buphomets

to the point of uselessness. Ryu's only need is fo come in and dean up anything that is left. If you strike hard enough, the Cerebus may be the anly thing lefi by the fime it comes to Lin's normol

[ Enemies ]

2 Baphomets
1 Corebus

Treasure

Mandou Blade+5

tombal round. This areu is fun, bears o decent amount of EEXP, and is a nice break from the tougher fights in the levels obove and below.

TWENTY-EIGHTH FLOOR

More Gigantis are here. Things aren’f too
hard, because you have some room fo
move around and arrange the botile, so
fhis is more o matter of patiently going
through. Lin should drow enemies 1o the
party (s none of your enemies have sig-
nificant ranged attacks), ond Ryu should
enguge everyone who gets dose.

TWENTY-NINTH FLOOR

Lin und Nina con soften, os usual, and Ryu
will have 1 busy himself with many ossists.
You shouldn't have a problem doing this
room in three battles, ond that means that
aach one is pretty smoll. Be coreful of your
flanks sa that nothing con get on EX Turn in
aguins! you, but that is chou! the most that
could go wrong here.

You are beginning to get info the area of the dungeon where the treasure is really nice. There have already been o couple of nifty armor pieces (such ns the Angel Coat from the last level), and
now you ore seeing rare weopons like Lin's Stinger. From here on ou, almost ol of the loot is stuff that pays you back for going through this Irying ploce. If there is ever o question as fo whal 1o
ditch, throw away just about anything armor-wise from the early part of the dungeon in favor of these treasure items. If your packs are beginning fo reafly fil up, and you need fo get that lost
piece of loat to fif, completely heal your party and drop the remainder of the healing items from that slot. Don’t go oo far with this;, lest you-end up in o batle thal you connol win, Stll, Koken

Horay is all about risk and reward.

THIRTIETH FLOOR

You have fo be extremely tough to go
after this enfire group of enemies os o
meat group. A few tasses will let you fry
this, but the extremely high hit points of
the Nervemen will keep o single round of
Aok spells from getting you o simple vic-
tory. Throw in the Virus ahilities that
these shadowy figures can wield, and

you may have some real problems if your curative supplies are low. Unless you ore quite sure of yourself, take the Worms and Nervemen on over two or three battles. Lin and Ryu cun

ensily handle things under these conditions.

2 Worm Men
4 Gigantis

W

Enemies

3 GarPikes

2 GarSnipers
1 Trifizard

Treasure

Stinger

4 Worm Men
2 Nervemen

Weaken (Nina Skill)

Hokon Homay  («)

-
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Enemies
3 Lesser Karons
3 Korons m U T a e

fne of L B
d enemy approaches, the first one should be dead. Well, dead again.
‘ These undead monsters will somefimes lurch forward to get an Extra Turn against you. Be olert and don’t underestimate the risen deod. These

af w and suffering; keep your eyes on them ond give them their final rest.

< THIRTY THIRD FI.OOR

i start all of the fights
hore, just 1o be safe, and toke out the
I(unns efore you turn toward any of
the Goos who huve added. Nino and her spells will be obsolutely splendid in getfing through these skirmishes without having the porty toke much domage; everyone else hos trouble

dealing damage fo these enemies. Elemental attucks are the order of the day.
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THIRTY-FIFTH FLOOR

Before engaging in battle, make sure that W
your steal shields aren’t equipped. Goo 3

Kings have nearly worthless freasure thal 3 Goo Kings

you tan foke, but they gel very angry if

you foke their beloved Sponges.

Cutspace (Ryu Skill)

Lin ond Nina ore great af removing the
Crushedhearts from the field, ond Ryu
should start on the Kings during each fight against mixed enemies. The Goo Kings can do a tair bit of damage, and their ottacks will hit everyone over a modarate area. Keep the lndies well
in back ond have them pluck away of the large Goos as best they can. Heal your party often if you start fo take domage; Goo Kings con deal o huge amaunt of damage, and you don't wani
to lose to these creeps. Use meat from u distance fo keep these battles as smoll s possible. Getting all of the Goo Kings at once will make things o bit 100 hot more some parties to handle.

THIRTY-SIXTH FLOOR

This level is almost o joke. Ebonfires are w
way foo weak for you to face seriously 5

al this level, and the Mahadevans jus! 3 Mohadevans

don’ have quite enough of anything lo

bing you to your knees. Group these
Hymnol+6

enemies together and take them all on
al once. Aok attacks will kill every

Ebonfire and may even bring down the
Mahadevans if your party is powerful. Either way, this is o plensant break before some of the stormy levels above the 40th floor.

THIRTY-SEVENTH FLOOR
+ You should be fairly comfortable with = ——

fighting Duke Knights by now. The 3 Crushedhearts

Crushedhearts are eosy fargets for Lin 4 Duke Knights

and Ning, and Ryu can start on ony of the

Duke Knights wha enter the batile. Al
wors!, you will be facing all four Dukes af Impact Gear+8

the same fime, and your party should be

able to survive thal withoul using up foo

many potions. If in doubt, use more meat tricks o divide the enemy group in half.

Do os many low-cost Aof oftacks as possible during the first round or fwo. Try to break multiple sets of Duke armor af the same time fo really speed things up. Ry and Ning are very
good at doing this; Lin will still be forced to either go for a single target or use her abilities o keep the enemies bunched up (pushing the lead Dukes hack into their buddies),

THIRTY-EIGHTH FLOOR
Unless you are feeling extremely virtuous,

there is a way fo have a lot of fun on this 2 Goo Prisms
level. There are two groups of enemies here, & Nervemen
and you can fight them all af once by throw-
ing meat toward the cenfer of the area before
aftucking. The wall in the center of the mop
will keep the second group of Nervemen from
[ geffing into the battle for many rounds. Lin
| cannot forget enemies through o woll, but her Aok shots will sill hit torgets through o wall if the original target is valid. Thus, you should use the enemies in front o hit everyane for os long s the first
. two Nervemen hold up. Nina con use her mogical aftacks through walls without any problem, so this adds to the level of brutality after you finish off the early group. Set o few magical trops in the paih
of the Nervemen to compound their difemma, and enjoy the havoc you are wreaking. There is no way that the second group will get an oftack in if you play dirty ball with them like this.

If you don't want to do things this way, or have trauble Iriggering the fight with all of the enemies, then just do everything twice. Have Lin starf the fight ot medium range, soften the
enemies, and then send Ryu in for the kills. This is o fexthook engogement.

Treasure
Tracker (Special Item)

E The Trocker that you receive works by being in the party inventory, much like the Present and Golden XP items. Look for the increased details for the monsters on your mini-map ond
' decide whether this is on item tha! you ore inferested in keeping. For many peoplé; this is a nice oddition to their packs.

Moxon Moray (<)
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G Enemies |

4MWH

: mmmmmmﬂmsﬁmmhmﬂawiﬂmmnmdmkmmdarlhalnuslysludd Start things off with o good AP
v, and you con stort to really push the Bargantua down. A session or two of that wil kill this awesome-looking monster and leave you free fo hondle any of the Duke Knights

s, ftﬂ «an erack them and boke them, some os ever. Enjoy the cookout.

dmnllnfllle omurmu

0 time. If that hoppens, use
peril (Fire is usually o good
“thoice) 1o wipe out one color of Goo with _
Tair speed. This will also injure o second Goo King
type, and the third won' gef to heal
becouse they hoven't been hurt yet. Have
Ryu focus on hitting the neutral Goos (lce Rio! Goards7

for our exomple), and you should only be
faced with  couple rounds where the remaining beasts get 1o whack af you. The King will pour out a fair bit of domage on his own too, so make sure not to steal from him.
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FOURTY-THIRD FLOOR
This place gives you fime fo rest ond recoup.

6o to the right side, where the Stalkess re 4 Creepstalkers
wsually hiding, und then use Nina fo freeze
all of them with on ice spell. After this, Ryu
can destroy the entire group in o round or e Ousinlh

s0. Ice makes Creepstalkers practically
defenseless, and it’s fun fo run through ond
dlear them out once you know that.

FOURTY-FOURTH FLOOR :
Another fight that shouldn't bother o party

of your caliber. Get all of the Crushedhearts
that you can together and use Fire and Aok
gun attacks 1o dear the air. If you can do
this in a single round (which isn't hard ot Wixard Wand+9

ll with a decent gun or even with Nina by

herself), then the Hearts won't be ahle to

power up and counterottack.

FOURTY-FIFTH FLOOR
Before you Iry to go ufter the massive form .

of Pantagruel, use the old meat baif fo ger 3 Duke Knights

the Lords off of the center, Taking on single 2 Duke Loeds

Lords shouldn't be a challenge, ond their

removal will moke the following fights a lot

easier. If Pontagruel odds 1o a Lord fight
(which can hiappen even af considerable Valhalla (Nina Skill)

ronge somefimes), don't panic. Pantagruel

only does moderate domage unil you rush him. Fight the Lord, heol when you can, and then kill Pantagruel just as you would have done in the next fight.

The Duke Knights aren't sirong enough fo stop you anymare, nat in these numbers, so the big focus is on Pantagruel. To be sure of a good run, you must get your party up fo full Ability Points during

the first round. Let the Knights take up their positions or even get a hit in; this is not a greot soifice. Pantagruel will throw out a couple of spells to wound you, but he is just itching fo have you get in
close, In o moment, you will give him more than he wants.

On the second round, charge Pantagruel with full force. I his speed is high enough to have him attack in the middle of your party order, then wait uniil he hos attacked this round befora rushing. You
can hold your attacks uniil then and sustain another hit or two. Again, his is worth it. When everyone is ready to go, have Ryu, Lin, and Nina hit Pantagruel with everything of ance, Ryu s hest suifed
for this and wil do omazing domage even with basic Slices against the magical Duke. In one group of attacks, your party should kill Pantagruel and leave the remaining Dukes in awe of your power
Finish them off as you see fit.

If you had let Pantagruel get a round or two of attacks by rushing him prematurely, he would have shown you his true pawer. This reature has powerful Aok spells thot are ippling to your party once
he Is angered. At least a couple hundred points of damage will hit most or all of your people every round once this is set in place. Nobody enjoys that (except for Panfogruel).

Enjoy Valhallo, which now waits for you in the chest. Nina hes finally gotten her last lightning spell, and it sure s o beauty to watch.

Koxon Horav (<)
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Drktalkers hore ond bt

uﬂhlwﬂhqlammm snm

ugh, bul they shouldn't be oble 3 Darkstalkers
bﬂ&ﬁmﬂmmmﬂm
w*wmwhddmw
\ -

] pnﬂﬂhmrmlmk Buki+7

Cocehi b1 et

htmﬁbinqnhim 4('aubus
o corefll, youan 3 Doke Lords
it the Lords ta woke up and come after r
mmﬁ;mmmm

‘of the room and basically defuses Grenode+9

MM be.an ugly shugfest ogainst
- fhose Duke Lords of their best. If you get them alone, the Lords will foll to your light ottacks!

.ﬁlmwu{m and you end up with o mess of Duke Lords ot once, use some spare AP-boosting items fo get of least one of the Dukes down during the second round.

- FOURTY-NINTH FLOOR

gy
o e s
il in the first round ond get Logend Blode+9
n. If you are oul of
ods, get Ryu into comot ronge with

" both! lnlurn they con Bind you.

i When only the Gargantua and Pantagruel remain, go over and slip fnfo position behind the Gargantua. This Duke will not move against you most of the fime; he is happy just 1o sit there and bask in
the glory of the enly other Pantagruel. If you attack this Gargontua from behind, you will often enter info a fight without having Pantagruel add. That pretty much spells doom for the little guy, ond i
leaves Panta without any friends.

You already leomed how to kill Pantagruel from your previous encounter with him. Now only o round of building up sirength remains before your final victory. Do this and rejoice. You have beaten the
dungeon, The final exit only hos a single guard for you to pass. Everything is so lose.




ADVANCE [Il.!-' UNCTIONS

ol ollF 1

FIFTIETH FLOOR

Enemies

=

17 440 70

ATTACK |DEFENSE| MAGIC = SPEED | MOVE = AB DE
70 | 42 28 28 30 | -
DROP
100% | 100%  100% -
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No one is going o kid around and pretend that Dover isn‘t o challenge. This is an enemy
who con deal domage with horrific efficency. Without Tonics and a load of healing items, you
might not be able fo win. If you don't have many points left on your D-Counter, you might
be in trouble 1oo. Still, Kokon Horay has presented you with 49 chollenges olreody ond all of
those have fallen. This is just the conclusion of all that has tome before,

During your first round, set the party up in @ wide formatian. Turn Ryu into o dragon ond
have him sirike Dover with a simple Vortex altack. Or, if you really wan to save Ability
Points, breathe on Dover for just a fraction of a second. Damage isn't the goal with either of
these sirikes. Hitfing Dover in your dragon form will cause the wyrm to shift oll of his defens-
es for that round toward protecting itself against other drogons. This gives Ryu o chance to
cool down and let his blode ottacks fly. Nina should transfer her Ability Points to Ryu fo assist
hiim with this, and Lin can pour on the solid 20-Ability Point damage attacks. This will throw
out thousands of hit points in damage per round, and Dover only hos 15,000 to bring info
the orena. You only need several rounds of these facics to destroy the dragon, but his
attacks will jeopardize your plans frequently.

Dover can hit things over a fair area (that is why you need to maintain o wide formation). A
lot of the fime, the dragon will give up a round so that it can strike and breathe during the
following round. When this happens, you are almast doomed 1o lose a charadter; sadly, Ryw is
u farget of this because he is so dose fo Dover. Accept this ond be glod thot more people
aren’t in the way of the devostating breath. If you bunch up, it is entirely possible to lose
everyone of once. Just wait for the next round, use a Tonic on anyone who fargot to dutk,
and then heal everyone up to full health. If you have the supplies, you will be victorious.

After Dover is dead, get Ragnarok from the chest in back and go through the final door
Io leave Kokon Horay. You have all of the toys that this mighty dungeon has to offer.
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| Immune | Immune 75% 75% 75% Immune 25% 100% 50% trmune 75% 5% | 75%

STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES

POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN
Immune | lmmune | 25% | 5% | 25% 25% 25% 75% 75% | 75% | 75% 75% 75%

BoosTt BaoscH vt @D
HP |INTLAP| XP
2000 | 40 9000

STATISTICS
ATTACK |DEFENSE MAGIC | SPEED MOVE | AB DEF
100 | 70 220 | 45 | so | -

DROP ITEMS ELE TYPES DAM
Skill: Thrust FIRE ICE ELEC

vt @D

HP |INTL AP|
30 | 40 | 300
STATISTICS

ATTACK |DEFENSE| MAGIC | SPEED | MOVE | AB DEF
100 | 45 20 37 | s0 -

DROP ITEMS ELE TYPES DAM
6,000z (1:2) FIRE ICE ELEC

| [ ege Panaces 1) | | | SKill: Fang 100% | 100% | 100%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES

1

DARK DEATH HOLY ATTACK DEFENSE MAGIC  SPEED  MOVE DARK DEATH HOLY ATTACK | DEFENSE MAGIC  SPEED  MOVE

STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK
I L I I 25% 25% 25%

STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN
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===
GAME BASICS INVENTORY

S'lﬁ‘I'ISTICS STATISTICS
ATTACK D!FENSE MAGIC | SPEED MOVE | AB DEF | ATTACK DEFENSE| MAGIC | SPEED MOVE | AB DEF |
- HO 110 450 62 50 | 100 | 25 | =m0 | i

DROP ITEMS A SI’EA[ l'lEM‘S ELE TYPES DAM DROP ITEMS i ELE TYPES DAM
FIRE ICE ELEC ] Skill: Felnt (1:2) FIRE ICE ELEC |

100% | IDO% 100% | 100% | 100% |5
: —=0

VULNERABILITIES STAT REDUCTION VULNER&BILITIES  VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED  MOVE | . DARK DEATH HOLY ATTACK DEFENSE MAGIC  SPEED  MOVE

| _tmowme | _immuns | _imvene ] | tmmeme | fmmme | _lmmone | 75% | tmmene | immene

STATUS CONDITION VULNERABILITIES il STATUS CONDITION VUlNERl\BIUTIES
POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK | POISON CONFUSION SLEEP BIND STUN FROIEN
# 1 i | 1 1 i | I

=, = e ey ,v ]-' o el

o G

i @®» S OC .- . Cchaps I.E\film

BoscH [me.] uvun CAPTAIN ZENO Levit @D
ATy I HP_[INTLAP  XP IH'ILAP JXE HP_INTLAP_XP_
0|

Immune lmmune | 25% .: .

“HP |INTLAP| XP | ' i | HP |INTLAP| XP

3200 | 40 | 16000 |5 ‘ - - 440 30 70

. STATISTICS TR " STATISTICS
S ATTACK |DEFENSE| MAGIC | SPEED MOVE | AB DEF N\ : ATTACK |DEFENSE| MAGIC | _SPEED _MOVE | AB DEF
| tso | a8 | 700 | 60 [ 40 [ 220 | 70 42 28 28 30

STEAL ITEMS || ELE TYPES DAM | DROP ITEMS ELE TYPES DAM
Shield: Silver Arc +4 (1:4) B FIRE ICE ELEC § Skill: Ogre Slice FIRE ICE  ELEC

Swit: Divine Coat +4 (1:4) 100% | 100% | 100%

VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK DEATH HOLY | ATTACK DEFENSE MAGIC  SPEED  MOVE DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED  MOVE
I i 25% 25% 25% 25% 50% k ' I | 25% | 7% |mmuny

STATUS CONDITION VULMERABILITIES STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK
I ! I I 25% I | | | | 25% 25%

DEAMONED
HP |INTLAP| XP

HP [INTLAP XP
3800 | 40 | 16000
STATISTICS
ATTACK |DEFENSE| MAGIC | SPEED MOVE | AB DEF
170 | 80 | 200 | a0 70 200

1600 40 1200

STATISTICS
ATTACK DEFENSE| MAGIC | SPEED MOVE | AB DEF
120 | 65 | 200 | &0 70 | -

DROP ITEMS mmﬂ_ ELE TYPES DAM DROP ITEMS Fm ELE TYPES DAM

Skill: Anger FIRE ICE | ELEC Afro FIRE ICE ELEC
| || Pump Muscles | [100%100% | 100% [ |
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK  DEATH  HOLY ATIACK DEFENSE MAGIC  SPEED  MOVE DARK | DEATH  HOLY ATIACK DEFENSE' MAGIC  SPEED  MOVE

[ [ 0 |1 25% 75% | | | 1 | 75% [ [ | 1 25% 25% | 25% | 25% | 25%

STATUS CONDITION VULNERABILITIES
POISON CONFUSION ~ SLEEP BIND STUN FROZEN SHOCK

STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN

75% | Immens | lm 25%

> \ ’ 0 100 GEEGAGIS
HP [INTLAP | XP " HP |INTLAP, XP
6000 40 | 24000 = 1300 | 40 |
STATISTICS STATISTICS
ATTACK |DEFENSE| MAGIC | SPEED MOVE | AB DEF ATTACK DEFENS! MAGIC | SPEED MOVE | AB DEF

158 | 80 1200 | 1999 50 | 330 110 100 | 300 | 30
DROF f ELE TYPES DAM DROP ITEMS ELE TYPES DAM
7th Sease (1:2) FIRE ICE ELEC Boas! Power (1:2) FIRE ICE ELEC
| Tonic il Toast Armer (1:2) | [25% [150%] 75%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED MOVE DARK DEATH HOLY ATTACK DEFENSE MAGIC  SPEED MOVE
[t J_ s |_ I L i T | 1 1 & | ® | §, ?5% ?5% L : L |
STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES

POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK
I | 5% | 75% | 15% 5% | 5% | 25%

BIND SHOQK

POISON CONFUSION  SLEEP STUN FROZEN




i e

ADVANCED FUNCTIONS
—

GuNNER CaPN evi. @ GLINNEF! LIELIT Lsmﬂ
HP |INTLAP XP | ﬁﬂ HP_ [INTLAP| XP |
' STATISTICS

STATISTICS TICS
ATTACK |DEFENSE. MAGIC = SPEED MOVE | AB DEF ATTﬂ(I( DEFENSE! MAGIC | SPEED MOVE | AB DEF

DROP ITEMS STEAL ITEMS | ELE TYPES DAM _ DROP ITEMS STEAL ITEMS 'El._i_r—w;e_s_nim
Skl Dent Woapon | FIRE ICE ELEC il Handgen +1 FIRE ICE  ELEC

500z {1:1)

VULNERABILITIES STAT REDUCTION VULNERABILITIES | VULNERABILITIES | STAT REDUCTION VULNERABILITIES
nnnx DEATH  HOLY ATTACK DEFENSE MAGIC SPEED  MOVE DARK DEATH HOLY | | ATIACK DEFENSE MAGIC SPEED  MOVE

5% | 75% | 75% 25% 25% J 50% |Inmrn | lmmune | 75% 75% | 75% | Immune | 25%
S — ;I I :

ST“TUS CONDITION VULNERABILITIES H SYATUS CDNDITII’JN VI.II.NERABII.ITIES
| POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK
L 5% | ?5% s | Immune 25% | 75% 75% l 1' 25% | 25% | 25%

5502 (1:2)

g GLINNEFI SGT g mmn ]
HP [INTLAP. XP [ kT | . HP um AP B
: { 20 150_| s l_
STATISTICS STATISTICS 3 M
= Armcx |DEFENSE' MAGIC =~ SPEED MOVE | AB DEF ’ ' ATTACK |DEFENSE MAGIC | SPEED MOVE | AB DEF

- 260

40 20 20 | 35 - . 08 | 74 1800 501 .0
DROP ITEMS : ELE TYPES DAM ! DROP ITEMS . I ELE TYPES DAM |
Weapoa: Pistel +1 FIRE ICE ELEC Shield: Bangle +4 (1:4) FIRE ICE ELEC |
5002 100% | 100% | 100% Suil: Save Queen +4 (1:4) Vaories | Varies | Varies | &

VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK  DEATH  HOLY ATTACK DEFENSE MAGIC SPEED  MOVE DARK  DEATH  HOLY ATTAGK _ DEFENSE _MAGIC__ SPEED__MOVE
100% 50% limmune 75% | 75% | 75% | 75% 25% ! | n |}

STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN  SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN
% | 75% | 7% 75% | 75% 75% | 75% I [ =9

LEaAp BATTLER v @

HP INTLAP XP ' r HP |INTLAP XP
3600 | 50 146000 750 40 640

STATISTICS \ STATISTICS
ATTACK DEFENSE MAGIC SPEED MOVE AB DEF J/ ATTACK DEFENSE MAGIC SPEED MOVE ' AB DEF !

150 115 120 1999 50 50 50 20 | 40 -

ELE TYPES DAM DROP ITEMS . | ELE TYPES DAM

Suit: Excel Suit +9 (1:32) FIRE ICE  ELEC Skill: Counter FIRE ICE ELEC

| | [ Shisld: Solid Ribbon +8 (1:2) | |100% ] 100%] 100% 500z | L100%100% | 100%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK  DEATH  HOLY ATTACK DEfENSE MAGIC  SPEED  MOVE DARK DEATH  HOLY ATTACK DEFENSE MAGIC SPEED  MOVE

[ | ¥ [ 25% | 25% | lmewme | 25% Immune 50% | lmsume | lmewse 75% | 75% | 75% | immume | lmssens

STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES
POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN _ SHOCK

Mace CAPN

INTLAP XP
580 30 520

STATISTICS
ATTACK DEFENSE MAGIC SPEED MOVE AB DEF

‘ HP INTLAP XP
{ ] § 720 | 30 640

| & STATISTICS
k ATTACK DEFENSE MAGIC SPEED MOVE AB DEF

38 50 20 52 | 30 - &0 a2 80 38 | 40 |
DROP ITEMS ELE TYPES DAM £ ELE TYPES DAM
Skill: Third Eye FIRE ICE ELEC Mogic Wend +2 [1:4) FIRE ICE ELEC
| | 2002 ] 100% | 100% | 100% 4502 J 100% | 100% | 100%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED MOVE DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED MOVE
50% Iemmmn lemerne 75% 75% 75% [T Tmmune 50% | lweweme | lwwwewe 5% | 5% | 75% 5% | 25%
h_ STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES
| POISON  CONFUSION SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION SLEEP BIND STUN FROZEN SHOCK
| I b } | I 25% 5% I | b 5% 25% | 25%

Bosses (9




el e : ] ==
I
| row Ta use THis cuice l[ CHARACTERS cave Basics M INVENTORY
:’ = d
» f\ 18 > A LA A 70
520 | 30 150 2600 40 7000 A
) L) ' - L) L) 1) ) ¥ 3 o 1) i Ag U
55 13 60 [T 0 | 145 88 | 140 | 58 50
s - ¥ PRO ELE TYPES DAM
- Shisld: Ranger Shell +3 (1:2) Weapon: Sireng Sword +% (1:32) FIRE ICE ELEC
5502 (1:2) 100% | 100% | 100% t | Shield: Solid Shall +7 (1:4) |
RAB A \ 0 STAT REDUCTION VULNERABILITIES
DAR DEA 0 AC D AA D 0 ATTACK DEFENSE MAGIC SPEED MOVE
50% |mmune |remome 75% T75% 75% Immune 5% J i
OND 0 STAT_IJS CONDITION VULNERABILITIES
0IS0 0 0 BIND RO 10C) 1 POISON CONFUSION SLEEP BIND STUN FROZEN
| immune jmmune | immune 25% | 5% 5% 25% I I i L
| 3
"-. 3 r |
I B O OnCO 99 LEVEL
‘ ) - i o : I HP |INTLAP| XP |
| — ! 40 0 2400 | 40 | 7000
STATISTICS
3 ) f PEED D D ATTACK DEFENSE, MAGIC | SPEED MOVE | AB DEF
300 999 20 | 40 45 | - 155 86 180 | &0 50 -
DROP [ STEAL ITEMS N ELE TYPES DAM DROP ITEMS ELE TYPES DAM
Weapon: Coltis +9 (1:64) FIRE ICE ELEC Waeapen: Stromg Sword +5 (1:8) FIRE ICE ELEC
' Superheavy +3 (1:32) 100% | 100% | 100% Shield: Solid Ring +8 (1:8) ] 100% | 100% ' 100%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES

il DARK  DEATH _ HOLY

SPEED  MOVE

ATTACK  DEFENSE MAGIC

DARK DEATH

HOLY

ATTACK DEFENSE MAGIC | SPEED

MOVE
5% | 75% I | | I

|

STATUS CONDITION VULNERABILITIES

POISON CONFUSION

SLEEP

BIND STUN FROZEN

100%

STATUS CONDITION VULNERABILITIES

POISON CONFUSION  SLEEP

FROZEN
5%

SHOCK

BIND
I 25%

STUN

TANTRA

HP |INTLAP, XP

1300 | &0 2000
STATISTICS
ATTACK DEFENSE| MAGIC | SPEED MOVE

AB DEF

78 | s0 | 40 | 38 50 |
e .
DROP ITEMS ELE TYPES DAM
Shill: C'mars! FIRE ICE  ELEC
300z (1:) |

DROP ITEMS

TANTRA (Assorsen Deecon)

vi. @

HP |INTLAP| XP
2000 40 2800
STATISTICS
ATTACK DEFENSE! MAGIC | SPEED MOVE | AB DEF
5 | 52 | s | @3 70 .

ELE TYPES DAM
Skilk: Braingueke (1:7) 17113 ICE ELEC
100% | 100%  100%

| 7 Sonse {1:4)

VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES

DARK DEATH HOLY ATTACK DEFENSE MAGIC  SPEED  MOVE DARK DEATH HOLY ATTACK  DEFENSE MAGIC  SPEED  MOVE

I I 25% 15% 25% | | 25% I I I 25% 25% | 25% I 25%
STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES

POISON CONFUSION  SLEEP BIND STUN FROZEN SHOK POISON CONFUSION _ SLEEP BIND STUN FROZEN SHOCK

I 25% I I | 15% 5%

v

TANTRA [Asscreen GeecaGis)

HP XP

3000

[INTL AP|
1600 40

TANTRA (Assoreen Descon
& GEeEGaGIs)

eve. (T

INTLAP| XP

HP

;‘ a STATISTICS STATISTICS
“"_ -. “ ATTACK DEFENSE' MAGIC SPEED MOVE | AB DEF ATTACK DEFENSE| MAGIC SPEED MOVE AB DEF
90 90 00 | 20 35 | 95 70 00 | &0 B0

DROP ITEMS ELE TYPES DAM DROP ITEMS ELE TYPES DAM
Skill: Blumt (1:2) FIRE ICE  ELEC Skill: Crimson Strika (1:2) FIRE ICE ELEC
J l Ttk Sense (1:4) [ 100% | 100%  100% [ J [ Tk Sonsa (1:4) |

VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK MOVE ATTACK DEFENSE MAGIC = SPEED MOVE

DEATH HOLY

ATTACK DEFENSE MAGIC = SPEED

25% | 75% I I I

DARK DEATH

HOLY

POISON CONFUSION

1

STATUS CONDITION VULNERABILITIES
SLEEP

BIND

STUN FROZEN

25%

SHOK
25%

STATUS
POISON  CONFUSION

SLEEP

CONDITION VULNERABILITIES
BIND STUN FROZEN

158




f ﬂDVﬂNCED{LINC TIONS

TRINITY!? wve. @D _ oy TRINITY??

— — — =
HP [INTLAP| XP ' £ _ I HP[INTLAP| XP
BRI { _Em

STATISTICS ; ™ STATISTICS
ATTACK |DEFENSE| MAGIC _SPEED _MOVE | AB DEF | h ! MTA(K DEFENSE| MAGIC | SPEED _MOVE | AB DEF
125 76| &0 34 50 _ - 48 B 115 | 68 | 200 47 50

DROP ITEMS STEAL ITEMS 1 ELE TYPES DhM : | DROP ITEMS ] STEAL ITEMS ELE TYPES DAM
Suit: Heavy Swit +3 (1:8) " FIRE ICE | ELEC | }| Weapon: Magic Wand +4 (1:14) FIRE | ICE | ELEC

600z (1:8) _J' [ 100% [ 100%  100% L.' N 650z (1:8) i 100% | 100% | 100% |
VULNERABILITIES STAT REDUCTION VUI.NE*&B“J‘“ES _.: VULNERIBi[lTi—ES = STAT REDUCTION VULNERABILITIES
DARK DEATH HOLY ATTACK DEFENSE MAGIC SPEED MOVE | DARK DEATH | DEFENSE MAGIC SPEED MOVE

75% Immune | |mmune 25% 75% 25% | 75% | 75% 75% | Immune ! 25% | !s% | 75% 75%

STATUS CONDITION VULNERQB]LIT!ES Nt STATUS CONDITION VULNER&BILITIES
ﬂ POISON (GNFLISION SLEEP BIND STUN FROZEN SHOK POISON | CONFUSION  SLEEP BIND STUN FROZEN SHOOK
k I 25% 5% | I == Immune 75% 75% 75%

- = -

' ¥

TrRiniTY!! eve. @EED

" INTLAP| XP
| 20 | 750 ]
STATISTICS STATISTICS
ATTACK |DEFENSE| MAGIC | SPEED MOVE | AB DEF . ATTACK |DEFENSE| MAGIC | SPEED MOVE | AB DEF
95 7% [ 130 || &0 60 - ) T - . ) 50 | 280

DROP ITEMS ELE TYPES DAM DROP ITEMS ; ELE TYPES DAM i
Woopon: Ruby Maser +3 (1:8) FIRE ICE | ELEC Skill: Terabreak (1:2) FIRE ICE | ELEC

™) Leg Warmers | [100% [ 100% | 100% | | Weapon: Mondou Blads +9 [1:32) | | 100% | 100% | 100%
VULNERABILITIES STAT REDUCTION VULNERABILITIES VULNERABILITIES STAT REDUCTION VULNERABILITIES
DARK | DEATH ' HOLY ATTACK DEFENSE MAGIC  SPEED | MOVE DARK DEATH = HOLY ATTACK | DEFENSE| MAGIC SPEED = MOVE
1 [ ¥ i 25% | 25% Immune 75% 75% [ | I 25% | 25% [ [ [ n

STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES
POISON | CONFUSION  SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION  SLEEP BIND STUN FROZEN SHOCK

25% | Immune | [mmune 25% | 25% |  25% 25%

999999999999 uw[

HP | INTL AP|
r | o [ 7
STATISTICS

ATTACK |DEFENSE| MAGIC | SPEED | MOVE | AB DEF . ATTACK |DEFENSE| MAGIC | SPEED = MOVE | AB DEF
L T ) T T | [ AL 7 | 7 T[Sy ? ?

DROP ITEMS ELE TYPES DAM DROP ITEMS & ELE TYPES DAM
Suit: Slave Clothes +& (1:8) FIRE = ICE = ELEC FIRE | ICE ELEC

|| 1000z (1:8) | [100% | 100% | 100% | [ | ? 3 "

STAT REDUCTION VULNERABILITIES
ATTACK | DEFENSE MAGIC  SPEED  MOVE
7 T T 7 7

HP |INTLAP| XP
900 | 40

STATISTICS

VULNERABILITIES
DARK DEATH HOLY

50% | Immune | [Immuon

STAT REDUCTION VULNERABILITIES VULNERABILITIES

ATTACK DEFENSE MAGIC SPEED MOVE DARK DEATH HOLY
25% | 75% | 25% | 75% | 75% 7 T 1 2
STATUS CONDITION VULNERABILITIES STATUS CONDITION VULNERABILITIES
POISON | CONFUSION SLEEP BIND STUN FROZEN SHOCK POISON CONFUSION SLEEP BIND STUN FROZEN SHOCK
? | 7 | 3 ? | ? ? ?

25% | | I I 15% 15% 25%

Bosses (4)
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