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INVENTORY

While navigating the worldbeneath in Dragon Quarler,

some elements of this guide may need explanation.
This section is designed to illustrate what all of the
tables, maps, and individual components of the
walkthrough are and howthey work.

f you'recomfortoble withthegame and have
played for a bit, the informatian becomes easier

understand and apply to your own game. Good
luck Ranger!

Inventory section afthe guide has many entries for weapons,
1I1ds, armor, and general itemsthat you'll find throughout your

Is. Most of them are self-explanatory, but the Weapon Tables
can seem complicated. Here'san example of what's to come and
how to interpret it.
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WALKTHROUGH E
There are mony ports of the wolkthrough thot may need a bit of description to
be opprecioted ond used. Toke 0look through this section to get a peek at
whot yau'li find.

MAPS
If you ~ay through the gome multiple times, whether from restorting or complet·
ing the game ond beginning ogoin, you'll notice thot certoin ~erns (boxes and
monsters) ore locoted in different oreos of the some mop.This is becouse there
are essenliol~ two loyouts for each mop: Aond B.

On the mop thot there ore White Boxes ~h e~er on Aor 0 Binside. These show
the locations of the White Boxes in the gome ond whot loyout you hove for that
map.So, if you come upon 0White Box A, you know thot the rest of the boxes
follaw loyout A.

The location of three things won',chonge bosed on the loyout: the Key, the Blue
Chest, and the D·Rotio Doors.These ore 011 static ond remoin in the some spot
regardless af how ohen you try 0level.

•
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The beststrotegies ore coiled out within this box. At times, there's0 f10wless strotegy ogoinst a
is shown.

Whotever's mentioned, it'ssure to moke the go me eosier. However, since some ofthe strof~gies

Iize the concepts offered.

These mini·bestiory entries oppear atthe beginning of each section in which you'll find monsters. The entries are not full
entries ond won't include 011 of the information that can be found in the Bestiary, but they give enough information for you to
know whot'scoming.
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TACTICS
Many different topics are discussed in these sections, but most ohen, you'll
discover that new skills and strategies ore mentioned.Toke advantage of the
wisdom in these sections and get on edgeover yourcompetition.

INVENTORY

Ifyou want to beat Cyclops with same semblance
ofvola" you can just hold your ground on Round
I, build up your Ap, and wait for him to come to
you. When he gets there, unload an him witha
IOAp·20Ap·30Ap·30Ap·30AP cambo. Then
stand there and trade blows for afew turns
until he has the grace to die. To be safe, heal
ahereveryone ofhis af/acks, because he starts
doing more damage w/ulnhis HP gets low.

e •••..........
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induded i the full Bestiary entry. This is not all of the Boss data, but it should be enough to get you startedon the bonIe.

ilf·'

, Boss Mini-Bestiary

, '. '

.
BOSS fIGHT: CYCLOPS :

ICB M :iiltl'

Boss Strategy

-----------
All of the strategy needed to decimate the boss is right here! Screenshofs
and hints provide even more insight into th own tactics.



These ore Ihe obvious slols ond here'swhollhey offect.

Starting Hit Point

Statistic Description _
Ana PIIysicaI Anack S~

Defense Defense from Physical Attacks
Magk MagkaI Ana Sir.....
Speed Initiative; Acharader with high Speed ads before others
Mo,_t _._--",R!!!Il! of Mo,__
Absolute Defense Shielding; Restores itself after every combo and prevents

those withit from taking massive damage

These oil show Ihe thnnre thol °spe­
cific type 01 onock hos 01 occurring
125%,50%,75%, or 100%1.110
monster is immune 10 on ottock, iI's
noted in the lobIe.

BESTIARY
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Unit Physkal I"slonl death.nadl (If h foils, deals normal domogel

30AP
SKILL NAME TARGET TYPE DESCRIPTION

Physkal

~

Ogre Slice

Rusl Armor

YlIlJI!IIllCIl; 0 simple grunt in the Ronger force with 0 very low D·Roling. Nobody'e~
from this boYs oscenl inlo manhood, but there ore forces 01 work thot go lor

liMen the Rongers ond Trinity.

person, Ryu is 0 sensitive ond (ourageous lad; very lew of the Rongers sloe his
01 hummiIy, one! this sets him oparlfrorn his (ornpotriots. While many of the

of evil, Ryu is willing 10 toke 0 foir look 01 the people who ore trying 10 miJke
SIiodowy world.Beyond thot, Ryu pIoces IitIle foilh in the D·Roting sysIem. Many Rongers

people os 0 lesser breed entirely, but Ryu doesn'l (ore in the leost. Perhaps this is 0 red of
'sown roting, which is nol very high. Or maybe Ryu senses 0 power of 0 different sort thot is begin­

III1lIlo toke form in this sublerroneon world.

~ (omes 10 0 lighl, Ryu is 0 monster. Driven by necessity ond onger, he lokes the light 10 malevo­
lent Genies ond onything else thot tries 10 hUrl the people he cores obout. WI!h 0 sword ond shield inhis
hcnls, this bIodesmon is nol 0 person 10 be trifled with.Aher the early levels of the game quickly pass,
you11 find thot Ryu is 0 powerhouse for your party. In bottle, expert Ryu 10 be on the front lines laying
down foes and laking damage with the besl of them. Prepare for this and depend on ~.

To trigger bottles with Ryu, swing your blade 01 monslers who ore gelling aIud 100 dose.This isn'l 0

long-ranged oIIock, but il occurs quick~. For this reason, Ryu is awonderful person 10 hove in the lead of 0 party; you won'l foce enemy Extro Turns nearly os ohen
boIIIes against single lorgets is perfect wilh Ryu, okhough Un is usuolly abeller choice for engaging multiple enemies.

Ryu's out of bailie obility will monifesl ear~ in the game, ond he will be able 10 charge oround the map 01 high speed; he knocks enemies out of the way without triggering OIlY corntiiit II
quite nihy and fun.This technique con gel you out of aIighl spol (if 0 light looks like 100 much 10 handle), ond ncon gel you through Ievek very qUick~. The downside of 01 this is diot RyIi won't.
meal with his powers for long. Once the D-Counter begins 10 tick (which is discussed in deloil in the Advonced Functions section), this power will use up Ryu's precious time. For this reason, you aIiinOI

power forever.

Ryu'sgreatesl obility in bailie has its own section;when you wonllo learn more, reud through the Advanced Functions section 10 see the glory of Ryu'sdragon powers.

20 AP
SKILL NAME TARGET TYPE DESCRIPTION

Fang

Hotecut

Crimson Reid

Skulsplil

~ Ait.t""13O%_~-M

Physical Anadl Power 40% Ir."ss ofenemy Defense)
"-120% _1iRliif~iI::.4:::~~ _

Anadl Power 120% and Allurocy +50%
WI I

Anadl Power~ by 1.5 for nexl turn

..... JI!!!!! .. II' "-!!!!!!I0
Rondom domoge belween 50% ond 200%;-...,...--".__..,
....~ _ntnslt
Reslores HP 10 Ryu equoIlo 10% ofdomoge~deaI;;..;;,;.,1~~..,

p.,.. nriII !!!!!!f!I ...... II BY!:si!!!!!!!!!i.:::I1''--'"''-- _
Anadl Power 125% (Deals domoge 10 enemy's API

Rvu G)





In a fight, it's foolish to ignore Bosch's Beast Blade, a em f ra Ie .

appears to be frail, but itwon't foil him when he faces off ogol~t all on
Genics (or anything else that moves against him). Bosch does not have a ve
sive set of skills to use in benles, but the ones that he has mastered or.. qui
cient for laying down the low against Trinity and Genics.

Bosch doesn 't feel that he needs to use his sword to engage in cambot. When he is
of bailie and sees enemies, Bosch will simply run over and kick at them tog.t t1ii
started. This has less range and tokes longer than Ryu's more efficient blodt;!s1i
it isn't verywise to have Bosch in the lead unless you are very comfortable with th
monsters in the area. (arry a bit of meat around ifyou are going to have Bosch at
front. With that, at least you can distract the monsters while your companion hurries
over to kick them in the rump.

BOSCH SKILLS

10 AP

1Inst
Paisanbite

20 AP

, .
Unit

•• I

~ AIIall 25%~ 01~W-Powwl
Physkal Allaa Pawer 80'10, Paisans enemy

SKILL NAME TARGET TYPE DESCRIPTION

!ian Smash
U.
Unit

~ AINdl Poww4O%~"~W-"'I
Physkal Allad< Pawer 110'10. AllurlKY -20'10

BOSCH @



------- -----



Shazom Circle

~ Fh II!-Ik An.dI
Magk Magit walthatbladts the movement afSOftle enemies

!I-I!! kI M.tI! AJt8
Magk EIedrk Magk Alladt

.-""""='......;.._._~ EIIdI'k~ AJt8 tIIII'!!PI!. _ In

Ma;c One-shot kiI (eHediYe venus undead)

~ IIhd
Magk Hil-badt mogit. Impolls enemies oyer a wide area, sentIng

lhem flying
!!!!9.s I""IS 3IIns to.tInte (-' _ f. tint I
Magil Sels up a IfIllG doIlhat explodes when enemies alladt h

~ NlnlllpIIysiIIII .....
SpedaI ledu<es enemy Alladt Power by tO%

SII!H -
~w-. p..., ~ 10%

Unit Spedal ledum ...... yMagk Power by 10%
IIIIt sew - IlI!!!IY
Unit ~ Iedu<es......yMoye Power by 10%
c.dI MIlk Fh~An.dI

Frosl Circle Ma;c lIe Mogk Alladt
JaIl c.dI III!! EIedrit..An.dI
G-F1are T"'P Ma;c Magk wallhatbladts lhe movement 01 some enemies
.IIIIW TrIp MagIc Maglclllp tIIIISt.sllllllies tIIII_ .... tIIIId••

20 AP

FhWat ,. FhMaglcAJt8
rnbal Mogk Magil Irap lhal stuns enemies lomilg inlo IOftlod wilh h
IaWIst !!II.! klMaglcAJt8
fragbal Trap Ma;c Mogk Irap Ihat stuns enemies loming inlo loctlod whh h

~ ~ ~ EIedrit MagIc AJt8
TeIeportation SeH Spedal Swhlhes positions with a lOIIIflCII1ion
rr.shr lJII GIYIS 20"It.~
Mnge Bomb T"'P Ma;c Sots up a If... dolthat uplodes when enemies aIIadt h
lrIiIIiIISi Tnp MIlk .. - iIie ..,... .I_111111ies

30AP
SKILL NAME TARGET TYPE DESCRIPTION

-!lIP.!!! J!!p
Mirage Blast Trap

Nina is a yaung girl who you meet early in the game, and her existence is somewhat
of a mystery. The girl can hardly speak, and she is terrified of people even more than
she is frightenedof monsters. This hints at a troubled pastfor the girl in her tallered
dothes, but Ryuis not the type of person who would abandon a lady in need. Athough
Nina is good with magic and can protect herself, Ryu immediatelycomes to her aid
when the chance arises. The kinship between these two is quite strang, and this band
will lead them bath onto a very lang path.

Nina'sspells can wound and slow enemies down aver very large areas. Even in the
beginning, itis possible to keep enemies at baywith Nina's magical traps. When cren­
lures get dose to her, things don't fare nearly as well. Nina isn't strongenough to
wear very solid armor, and this limits her defensive abilities. When Genics try to
charge her, the safest option is to retreat and let Ryu teachthemrespect for the inno­
cent. Nina isn't a heavy damage dealer, and her greatest gift tothe party rests an
your use of her Traps and Oebuff spells (spells that reduce enemy statistics).
Fortunately, Nina has a great deal of speed, and that lets her determine the direction
of the bailie, even ifshe plays a supportingrole in the process.

Nina just isn't an aggressive person, and having her lead the party is almost a recipe for
disaster. It takesawhile for Nina toswingher staff around, sosheoften fails to starl a
fight on theright fool.Beyond that, you don't want her to be up front when things starlta
fly. Onlyon rare occasions will you want to put this fragile creature in the lead.

Ninahas theability todraw items toher over a substantialdistance. When things have fall­
en by the wayside, or are in the middleofanenemyduster, this can be a nifty technique.

In com bat, Nina is limited 10 casting three MagicalTraps at a time. Tocounter this, she
also has a special ability thatwill erase anyof her Traps that are currently on the
playing field . This occurs instantlyand will free up all of Nina 'sslots.

NINA <II
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SKILL NAME TARGET TYPE DESCRIPTION

SKILL NAME AP COST DESCRIPTION

SHIELDS

• • I

An.k P_ 75%, FtiItAn.k
Alladl Power 70%, Givesweighllo Alluraey
AIIds elftd1 toSlUlSslve lIIlwcks
May cbange into III abilily-reducing alladl depencing onpre-

An.k P_ 70% _ iIcreases CritkaI o-e
AVlKVUlll thal OOS inenemies

A!Iadl Power 130%, AIIds eIleds to_live alIalls
Adjusts allack power soIhal enemy HP wiD nol be<ome0
All" Power 110%, Reduces evIllY Move Power
Allack Power 120%, Gives welghlto penelration
EIther llisset, orhas a Rev_ eRect
Hil-back eHed
60% All" Power~soI-r Defenst Power

Shot
Spedol

WIIet lit,Spirltchargo lCIlvoles lIIl.-ticoIy
Counterallack physical and shol allacks
WIIet lit,explo4es lIIIlI rtdIm .my HP to 1(\oso slield)
Bladls anenemy aIIadl once during a baIlie
Chnder lIlIYers 5AP wt.mr litby • !I""!Y alIall
Counleralladl magi< attacks
Wl.-Iit,dlncter Del-. iIcreases by I'll
Cuts damage by 25%, Steals hems from atladtilg enemies
StillsM.s "-1In.ki,g IIIIIIies
(anre<over from being UlKonsdous once during bailie
Wl.-Iit,dIncter A!Iadl iIcr_ by I'll

A""-' ~ 5",e!aI ~ ".w..s lIIlwck erlliues
Blow Up! ~ead Shol Alladl Power 150'1.
ShotterI .... Shot n. doser .. istotile .-r, tile ......MdoaIs
lersllan<e1 em Shot Alladl Power 150'10
1hat's hi lIIit Shot A!Iadl P_ 100% (rogdess ef -rDel-. r-)

!!tJ,!!tYI
How's That?
cMIiii Iiid
n.e! lIIit
('menl Unil

20 AP

That's hi UIit
GoOn! Unit
Stay litre! UIit
Keep AI III line

~ UIit
Outlo My Way Unit

To"TIisI UIit

30AP

Anger SAP
Counler 10AP
~ OAP
Feint 10AP

flower 0AI
ReRed 20AP
SWeW Ioost 5AP
Snatch 15 AP
Steal 5AP
Valor 10 AP
w..,.. Ioost 5AP

SHIELD SKILLS

These abilities are applicable to the shields of all characters.They're acrucial element to the overall
strategy for the group, so dan', immediately dismiss them as being insignificant when compared to
the weapon·spe<ificskills.

Un is apowerful member of Trinity, on organization that wonts to live outside of the Rangers'
tyranny.Somepeople will label them as terrorists, while others seek their protection.The truth
falls somewhere inbetween, and Un is a better example of Trinity'sbest side. Even though this
milnant woman keeps agun01 her sideatall times, she also hos a tremendous amount of empa­
thy and intelligence. Things could go very poor~ when Ryu and Lin meet, but the strength of their
characters allows the two to giveeach other a chance. In the long run, theyprabob~ have alotto
leam from earn other.

Un is preny good attaking down just about anything 01 range. If on enemycan't return fire or
dose the gop, she is on absolute demon.With her guns blazing, Lin can throw fire across the field
at several targets without foil. It is awee bnhardfor Linto movearoundin her provocative
armor, but her low speed is well worth thepositive ospecIs of her gear - solid protection from
enemy damage, of course.

It iso't bod to have Lin in the lead. Not on~ con she start fights atrange(beingagunner), but
her low speed makes Extra Turns even more valuableto her.There are fights where Lin wouldn't
even have the time for ashot unless shewos the one to start everything. If you have any prob­
lems with Ryubeing on point, put Lin there and enjoy the show.

Un's out of combatability is a charged shot that will push enemies away from her. This can be use­
ful foravoidingcertain fights or forgening to more importanttreosure boxes or different enemies.

Un 's combatability is eosily one of the coolest things in the game. Because of her Trinity combat
gear, lln canrunaprofileon any of the enemies that you runacross. Without wasting asingle
Ability Point, Lincontell you what elements thecreature is weakto, what youcon steal from the
beost, andother useful bits (sometimes even aworning on themonster'sspecialanacks).This is
on invaluable skill that should beused heavily when entering new areos. Unhos to be within
moderate range of the creatures todo aprofile, but this won't expose her any more than normal
combot would.

LIN G)



GAME BASICS

It'svery easy to get around in Breath ofFire: Dragon Quarter. at least
to nibble on your arm). The Left Analog Stick on your (
your maneuvering, and the camero will usual~ be under i1ie confrol of the
Stick (this is disabled during cut scenes and in town areas). Most of the halls nd r
the game are given enough space that you rarely will have to fight against tile (
a good view of things around you. Sometimes you will have to look up to no .
enemy crawling along the ceiling to drop on you, but this odds a nice touch 0

as you wonder through the world under the surface.

MENUS

Although it's also easy to navigate through the game's menu system, there are a fewpoints
of interest that are worth noting.

Ifyoudon't have the time toselect which
trap you wont to use inthe main game
(when enemies mayalready be dosingin
on you), it's safer to head towardtheTrap
sub-menu. This gives you a graphic dis­
play of your remaining Trap items, and
it'ssimple to switch to whatever you wont
without riskingthe wroth of the oncoming

horde. From here, you can also change the order in which you cyde through these items.
This is a nice perk for people who corry around threeor more types of Traps and havea
specific order in which they wont to use them.

The Skills menu hasa list that youcan
select at anytime. This list not onlyshows
and describesall of the skills thatyou
havefound, but italso gives unknown
symbols for all of theskills thatyou still
have tofind. This isnice for gouging how
for your character'sknowledgehaspro­
gressed. Youshouldtry to visit theSkills

menu as often as possible; every new weapon needs to be threadedwith your best abilities,
and it'salso useful to examine new skills thatyou have learned.

The Party system is the best place in the
world, because that'swhere you get to
spend your Party Experience. If you oren't
building up Party XP for another run
through the gome, then spend this as soon
as you have enough for a new level. This
is a great way to push your party to sub­
stantial power at on even higher role.

Some nifty tricks for saving thisXPare listedin the section for Using Your Experience, in
the AtlvanceJFundions section.

STATUS EFFECTS

How cauld the monsters win any fights without resorting to nasty tricks and cheap status
effects? Sure, these things even the playing field, but they can be vicious ifone lands atthe
wrong moment. Knowing the perils of these anacks and their appropriate cures is the first
step to countering them. Slaughtering your enemies before they can costthese spellswould
be even better, but that is not always possible.

----------~



Status Effects and Cures
Nome Effect (ure Duration
Bind
Blind
(onfused
Lack
Poison
Sleep
Stun
Unconscious
Virus

(an't move for 3 turns
Lowers Accuracy and Evasion
People allack and move randomly
(an't allack for 3 turns
Lose HP each turn
No action for 3 turns
You lase turn
You are dead
Gain 1/2 AP each turn

THE COLONY

Footloose
Eye Drops

___~_W,_a._ke Up
Unlock
Antidote----- Wake Up
No (ure
Tonic
Vaccine

3 Turns of bailie
----~3 Turns of bailie

Walk it oK
3 Turns of bailie
Until cured
3 Turns or until struck
1 Tum of bailie
Until bailie ends
Until cured

It's alwaysgood to have Multimedsaround because that cures just about everything in the game. Instead of having cheaper curative items, it'salmost always better to pay a bit more and use
only asingle inventory slot. Theseveral hundred lennyyou lose will often be earned bock quickly by bringing home a few extra items to sell.

Tr a s ann Effect5

TRAPS (THE PETS SYSTEM)

It only tokes a few minutes to learn the basics of the PETS system. Thereare a number of
Traps that you canset for your enemies in this game, and all of them will serve in some way
to give you on easier job when you trigger your encounter with the targetedgroup of ene­
mies. Read throughthissection to get on advancedideoof whateach of the Traps are capa­
bleof and for thebest times touse these nifty littledevices.

Combining Traps can be a great way to
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 toss a Bind Bomb or
two into the mix. This will serve well to
soften a tough group of enemies. You can
get into some pretty big XP fights this way
without risking your party'shealth. These
tactics work even better if lin is atthe
head of your party (her ranged attacks in
the first round will end up hitting all of
those grouped enemies for substontiol
damage). If enemies can't move, then lin
is even more pleased with the situation. A
boring bottle for Ryu, no doubt, but he
can deol with being put on the bench now
and then.

Ultimately, all of the Trap items are good. Because the damaging items differ in their ele·
mental properties, it'snice to stock up on the right type of explosives before hitting some of
the elementolly focused dungeons.

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

(nWKls substontial damoge and binds your enemies
InWKls damage ifit hits orwiD stay in place if it misses
Food that most enemies wiD eat; this wttl confuse them
Much like the bomb, although it blows up even if it misses
After a delay, this bomb wiD explode and bum for a sholl time
Will draw monsters tofeed; great for ambushes
Food that wiD paisan enemies
An area-af'eKed explosive
Food that drives enemies away; even zombies aren't saphraphoges
Food that puts enemies tosleep

Bind 80mb
Bomb
(anfusian Mushrooms
Dynamite
Fire Bomb
Meat
Poisoned Mushrooms
Prax Bomb
Rollen Meat
Sleepy Mushrooms

Some StatusEffects will wear off over time. You have to walk these off or wait for a number
of combat rounds for them to disappear. Multimedsare best used in bottle, for effects that
are dangerous to your party'ssurvival, and for long-term ailments (such as Poison). If you
keep10Multimedson hand, it is unlikely that you will run intomany problems. Just
remember to fill thisslot up everytime youstroll intotown, and those peskyenemies will
lament their wastedtalents.

All of the Trapitems are useful, but it'sbestto keepasupply of onlyoneor two of them at
atime liar inventory purposes). Choose the Traps thatmake the most sense for the type of
fighting that you enjoy. If you wont to woundtheenemies ahead of time, Bind Bombs and
Dynamite are wonderful choices. Ifyou'relooking to glean the most Experience Points from
your bottles, Meat is the pick of the litter. RottenMeatgetsyouthrough areas without hav­
ing 10 fight.

-- - - - - - - - - - --::=--- - - - - - - - - - """="- - - - - - ----

GAME BASICS ~
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IOAP Slice • X
20AP • • X
30AP • X X

IOAP Side Slash • X
20AP • • X
30AP • • X

IOAP Slice • •20AP • • •30AP X X X

IOAP Slice • •20AP • • •30AP X X X

Equipment in Breath ofFire: Dragon Qoorter is alair bit more complicoted lhon in a lot of role-playing gomes. Instead of relying on anew
spread of more powerful and more expensive goOOle5 when you reo<h anewarea, n's ohen wise inthis gome to coreful~ consider whot is
ovoiloble 10 you.There are anumber of subtleties that ore imporloot when using equipment in bonle, and this sectionwill help noviceand
e'*petienced~o~ke in choosing that nexl upgrade.

For all of four equipped items, eo<h character is given three slots. In combot, it only moilers which item you're current~ wielding, bUI this
system oIIows for a lot more Rexibility than Il1Ost. It's very easy to switch ilems during combot.Te<hniques for rhis arelighrly discussed at
several points in the AdvolKed Functions section for Battle, but asubstantial number of uses for this system are dealt withhere.

As for as ~f19 weapons goes, you need 10 consider several ospects of your choices. Row domoge is a nice thing to hove. You can be the fostesl and most agile beost on the plonet, but onymonster fromdown
~ tear you 10 shreds ~ you con'l cW1 out 011 ounce of poin.Thus, you will won/lo moximize your damoge ouIpuI unless the cost in Initiolive is truly prohibitive.

Many of the heavier weapons in the game do have substantial penalties toInitiative, and Ihat means thot
acharacter who was consistent~ going before all of your enemies could ~ip bock inthe laller ports of the
round wilh thot shiny new (and very heavy) blade.Sure, therearemany bollies where Ihis is ane<essory
sacrifice, but n's nice 10 have a fosterweaponas well. Ifyou'refacing weaker enemies, afost weapon
ensures aroundof kil~ wilhoutlaking damage from your enemies (fewer healing items used and a
TocticalBonus to your experience).When ahuge group ofpowerful monsters comes around the bend, it's
best to have your deadliest fool forward. Use your three weapon ~o~ 10 haveyour best weapon, afoster
weapon, and apertinenl elemental weapon foryour area. There areother combinations for equipped
weapons, but this sure is auseful one to consider.

~lll!Jtute of weapons is their olIock range. In many systems,adogger con reo<h as for as ahalberd, but Dragon Quarter has induded amuch moreuseful (andrealistic) system. Un's guns hove
jfJe ri!oit:ll)IIl!e;~, but even different melee weapons ore distinguished by their maximum olIock range. It's real~ nice 10 have Ryu equipped with asword thot has substanliol reach; he is theone in your
portywho wibe~ the most running around, and you don'lwonl him 10 fall just short of moking a lethal combo against on enemy because of 1finolAP wasted on movement. If you don', have access to a
sword With sIoIislics and a lovely reach, you might wonIlo make sure that one of your spores has more length.

Nina's~ enperhaps the mosI c~x. AIthoudJ she 1m access 10 anUB of elemental slaves, these will nol moke her olIocks innately come from that element. Thus, she can still cost ice spel~ with afire
stoff.lnsIeod, her weapons d odd 10 the potency of elementoI spells from acertain realm. If you hove three elemenlol stoves equipped, you Wl11 always be able 10 shred any foes with on elementalweakness
(because you con use the strongest speas from your strongest stoff of that e1emenl).StiI, it is wisesllo moke on inlelligent de<ision and obondon one of your elemental stoves when amore powerfulonecomes alone.
l1is'MJ'f,you winat only be strongest ogoinst two elemental types, but hove access to apowerful generic stoff will moke you stronger against all of the creatures who don'thove aweakness to any elements.



10AP Slice • •20AP • • •30AP X X X

10AP Sfice X X
20AP X X X
30AP X X X

10AP Slice • •20AP • • •30AP Violet Death • X

10AP Slice X X
20AP • • •30AP • • •

LEGEND BLADE 10AP Slice • •.. 20AP • • •
800001 ISO 49 0 15 0 30AP • • Great Smash

Hey, Hey! • X
Stay Herel Oulla My Way X

• X X

10AP Hey, Heyl • X
20AP X • •
30AP X • •
10AP Greetings • •20AP • • •
30AP • • •
10AP Hey, Hey! • •20AP Keep At II! • •30AP X X X

ICECANNON 10AP Hey, Hey! • •20AP Keep At ItI • •
32001 500 18 0 4 -10% 30AP X X X

10AP Hey, Heyl • •20AP Keep At It! • •30AP X X X

10AP ('Mere! • •20AP • • •30AP • X X

HANDGUN 10AP Hey, Hey! • X
20AP X • •

50001 600 22 0 8 ·10% 30AP X • •



Armor is a pretty simple factor in Dragan Quarler, so it can be dealt with quickly. For the most pori,
you should decide whether to focus on defense, movement range, or afair mix of the two. Have your
standard armor be a nice blend if you aren't entirely sure which side you prefer, and then keep two
backup suits of armor that cover the extremes. In abanle where you are maintaining afixed position,
it pays to throw on your heaviest gear, but use your light armor if you have to be mobile (while fight­
ing ranged enemies and mages).

x
x
x

x
•
X

IOAP There!
20AP Take This!
JOAP That's It!

IOAP Frast • X
20AP • • X
JOAP • • X

IOAP Joltball • X
20AP • • X
JOAP • • X

Jolt • •LiQhtninQ X X
X X X

IOAP Jolt • •20AP • • X
JOAP • • X

IOAP Jolt • •20AP LiQhtninQ • •JOAP Valhalla X X

100P Chop! X X
20AP X X X
JOAP X X X

IOAP Flare • •20AP • • X
JOAP X X Kyrie

IOAP Frost • •20AP • • X
JOAP X X Death

IOAP Flare • •20AP • • •JOAP • • •

MOR AND SHIELDS



I

Amulet 320 3 3 •Solid Ring 800 0 0 Phys.Def-2S%
Astral Ring 800 0 0 Mag.Def-2S%
Silver Arc 1600 8 S X
Solid Loop 2400 0 0 Phys.Def-SO%
Astral Loop 2400 0 0 Mag.Def-SO%
Gold Arc 3200 16 3 X
Talisman 4000 6 1 •Vari Ring SOOO 0 0 Univ.Def-2S%
Platinum Arc 9000 24 1 X
Vari Laop 15000 0 0 Univ.Def-SO%
Saul Rin 24000 0 0 S ecial

Ranger Shell 320 3 3 •
Salid Shell 800 0 0 Phys.Def-2S%
Astral Shell 800 0 0 Mag.Def-2S%
Buckler 1600 8 S X
Solid Guard 2400 0 0 Phys.Def-SO%
Astral Guard 2400 0 0 Mag.Def-SO%
Protector 3200 16 3 X
Riot Guard 4000 6 1 •
Vari Shell SOOO 0 0 Univ.Def-2S%
Chabham Plate 9000 24 1 X
Vari Guard 15000 0 0 Univ.Def-SO%
Soul Shell 24000 0 0 S ecial

Tricharger 320 3 3 •Solid Ribbon 800 0 0 Phys.Def-2S%
Astral Ribbon 800 0 0 Mag.Def-2S%
Bangle 1600 8 S X
Salid Bangle 2400 0 0 Phys.Def-SO%
Astral Bangle 2400 0 0 Mag.Def-SO%
Platinum Shield 3200 16 3 X
Hymnal 4000 6 1 •Vari Ribban SOOO 0 0 Univ.Def-2S%
Ughtwave 9000 24 1 X
Vari Bangle IS000 0 0 Univ.Def-SO%
Saul Ribban 24000 0 0 Special

SHIELD COST DEFENSE WT SKILL

SHIELDS

SHIELD COST DEFENSE WT SKILL

If there are any status condiHons thot yOUl::ObsoluJel)l ~.!"t offor~ to hQve nd 00 our Characters, then it is worthwhile to keep aset of
armor in your third slot that ~as on j/limunitf to ibot effect. Hnestly, the 't many status oilmel1ts that can ruin aparty if you
have anice stash of curative items tucked away. The big exception to this is Confusion; that ability con ruin your day with asurgeon's
precision. Ifyou ever are unfortunate enough to have all three of your characters afflicted with Confusion, things can go very poorly
before you have time to cure people. Beyond that, even asingle character thot gets to ollock while Confused can wreak havoc on your
party. Immunity to this horrible status effect will be agreat boon in fights againSt afew specific enemies, even if your general defe
suffers for it. Keep armor like that in aspore ~ot and be ready to use nWhen the Hme comes.

Shields are on even more dynamic entity in this game. Not only do shields help to protect you from the evik of the world's slings and stones, but they hove a bun of nifty skills th
game, you won't have avery large selection of shields, but before long, your entire party will have access to skill-bearing shields. Unlike weapon skilk, shield olliliiies are octivot
(when ochorocter is struck). Some of these are retributive, dealing damage to the foolish enemy who moved against you, but others are even more useful.

To get the mosl out of your shields, it is nice to have aset with askill·steoling ability, another with aprotective skill, and afinal one that is based on damage deQling 'l!1 a~J JlI: emon
follows the notion that you can switch to whatever you need during bailie. Throw on the skill-stealer if iI's abottle that you know you can handle (or one where you are lii$I _~ng

protective shieldwhen in doubt, and then turn to the final shield during special circumstances.

If you wont to equip your character for maximum survivability in the later stages of the game, it is nice to have aset of shields with your best defensive abilities woven into them. Hov
equipped will give you alot of leeway when you are taking on some of the game's most difficult foes for the firsltime. Because many of the best powers only work one Hme per bolile
completely sound to have redundant shields with the some ability.

Ryu is out in the middle of all the fights, sodamage is afact of life for him.When choosing shield skills, remember to get something fun for him. Extra Ability Points are always useful lLeeddower), and ev
Weapon and Shield Boostscan odd up if you are fighting longer bOllles (these are not useful at all in the short skirmishes, but the cumulative nature of these skills will push them over the top in the long run).

For someonelike Nino, Snatch and Ouststorm are personal favorites. Snotch has all of the funrnonolity of Steal and ahealthy reduction in damage token aka.You pay for this in extra Ability Points per enemy oIIddc,
but this is afair cos! for apowerful shield ollribute.

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

One interesting thing about shields is thaI some of the most powerful shields are very strong but still have no slot for obilnies. This forces you into atough decision. II you are willing to sacrifice thlf signff·
icont get out of trouble power that the shield skills allow, you can equip some fairly inexpensive and useful shields. For Ryu, being amelee character with a load of hit points in the later game, this is
sometimes agood trade. For froillillie Nino, this isnot as likely to payoff (as you don't even wont her on the front lines in the first place).



.. ,..
Ranger Suit 360 14 10
Light Suit 880 9 20
Heavy Suit 2200 22 0
Fire Gear 3300 16 5 ReduteS Fire damage by50%
Ice Gear 3300 16 5 Reduces Ice damage by50%
Plasma Gear 3300 16 5 Reduces Electric damage by 50%
PaisanGear 3300 16 5 Pratects against Paisan canditian
Virus Gear 3300 16 5 Protects ogoinst Virus condition
Chaos Gear 3300 16 5 Protects against Confuse conditian
Sleep Gear 3300 16 5 Protects againstSleep condition
Blind Gear 3300 16 5 Protects against Blind condition
Bind Gear 3300 16 5 Protects against Bind condition
Stun Gear 3300 16 5 Protects against Stun condition
Lock Gear 3300 16 5 Protects against Lock condition
Impact Gear 3600 17 5 Reduces hit-back distance by75%
Death Gear 3900 18 5 Protects against Instant-death allacks
Superlight 4000 12 25
Strider Suit 8400 17 15
Superheavy 9600 34 5
Excel Suit 10000 14 10
Protect Suit 60000 12 5

.. ,.
Wild Chaps 360 12 10
Quick Chaps 800 7 20
Heavy Chaps 2000 0 0
Fireproof 3000 14 5 Reduces Fire damage by 50%
Iceproof 3000 14 5 Reduces Ice damage by50%
Plasmaproof 3000 14 5 Reduces Electric damage by50%
Paisanpraaf 3000 14 5 Protects against Poison condition
Virusproof 3000 14 5 Protects against Virus conditian
Chaosproof 3000 14 5 Protects against Confuse condition
Sleepproof 3000 14 5 Protects against Sleep condition
Blindproof 3000 14 5 Protects against Blind condition
Bindproof 3000 14 5 Pratects against Bind condition
Stunproof 3000 14 5 Protects against Stun condition
Lockproof 3000 14 5 Protects against Lock condition
Impactpraof 3300 15 5 Reduces hit-back distance by75%
Deathproof 3600 16 5 Protects against Instant-death allacks
Quick Garter 3900 10 25
Wild Garter 8100 15 15
Heavy Gorier 9200 32 5
Princess Guard 9600 12 5
SaveQueen 54000 10 5

.. ,.
Slave Clothes 280 10 10
Light Clothes 720 5 20
Heavy Clothes 1800 8 0
Fire Check 2700 12 5 Reduces Fire damage by50%
Ice Check 2700 12 5 Reduces Ice damage by50%
Plasma Check 2700 12 5 Reduces Electric damage by50%
Poison Check 2700 12 5 Protects against Poison condition
Virus Check 2700 12 5 Protects agoinst Virus condition
Chaos Check 2700 12 5 Protects against Confuse condition
Sleep Check 2700 12 5 Protects against Sleep condition
Blind Check 2700 12 5 Protects against Blind condition
Bind Check 2700 12 5 Protects against Bind condition
Stun Check 2700 12 5 Protects against Stun condition
Lock Check 2700 12 5 Protects against Lock condition
Impact Check 3000 13 5 Reduces hit-back distonce by75%
Death Check 3300 14 5 Protects against Instant-death allacks
Light Robe 3600 8 25
White Robe 7800 13 15
Heavy Robe 8800 30 5
Angel Coat 9200 10 10
Divine Coat 48000 8 5



GENERAL ITEMS

Golden XP Tickets raise the amount 01 Experience that you get
from ballies by 5%per ticket. Because these stock, this is on
extremely useful item to corry around. You can get up to 20 01
these items. You can often find at leost one per ~s thrQugh~
game (there is one spot in the Frozen Rood where it is il\yarilJb~
found). However, the best way to get these is to use The. (olony.
See the section on The (olany toward the end 01 the guide to lind
out more about this.

Presents increase the percentage 01 items that are dropped by
enemies that you kill. Although some may preler the Experience
itemsto these, there is lillie reason not to have both. Themost
dependable place to lind aPresent is in Kokon Horay, whichyou
can learn about later inthe guide as well.

THE COLONY

Restores 50 HP to one person
Restores 100 HP to one person
Restores 200HP to one person
Restores 100 HP to allmembers of your Qraup
Restores 200HP to allmembers of your Qroup
Cures Unconscious and restores 1/ 2 ofMax HP
Lets a party flee from a Non-Bass Bailie
Cures Poison status
Curses Confusion and Sleep status ailments
Cures Bind statusailment
Cures Virus status ailment
Cures any ailment except for Unconscious
Bait for enemies; can restores 10HP when used inbailie
Fire element mini-bomb that explades oncantact
Fire Trap that can be thrawn or used incombat
Explodeswhen enemies approach or can beused at will inbailie
Bait that causes Confuse, will afllict you if used inbailie
Bait that causes Poison, will afflict you if used inbailie
Bait that causes Sleep, will afflict you if used inbailie
Adds I round ofAbility Points to thecurrent character
Adds 2 rounds ofAbility Points to thecurrent character
Increases the tarQet character's allack by25% for a bailie round
Increases the tarQet character's defense by25%for a bailie round
Increases the tarQet character's initiative by25%for a bailie round
Increases thetarQet character's ranQe by25%fara bailie round
Raises allaf the character's bailiestats by50% for a round
Raises Experience Points perbailie by 5%
Raises thechance for monsters to drop items when they die
Increase therange at which monsters are detected onthe mini-map
Allows you to use theTelecorders to save your game one time

60z
120z
240z
360z
720z
500z
320z
20z
20z
20z
20z
100z
8z
40z
80z
80z
16z
16z
16z
N/ A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A
N/A

NAME COST PURPOSE
Heal Kit
Aid Kit
Med Kit
MeQa Aid Kit
Trauma Kit
Tonic
Escape
Antidote
Wake Up
Footloose
Vaccine
Multimeds
FreshMeat
Dynamite
Bomb
Prox Bomb
Confushraom
Poisonshraom
Sleepyshraam
Add AP
Full AP
Allock Boost
Defense Boast
Speed Boost
RanQe Boast
7thSense
GoldenEXP
Present
Tracker
Save Taken

may soundabviaus, but one 01 the greatest pieces 01 wisdom in Dragon Quarter is to corry enough usable items to get
l OUthrough any situation that may arise. Hoving curative items (to save you Irom evil status ailments) can make the
differenle in a longer battle, and general healing is a must under any circumstance. There are no inns or simple
eolthsolutions inthe underworld . Your characters will have to use healing and curative items to regain every single

point that is lost during the adventure, and you wen't wont to be caught in the middle 01 a huge dungeon (or
arse, a boss light) without a single aid kit to rely on . Even when the cost seems prahibitive, shell out those Zenny

and get ot least a stock01 ten healing kits for every excursion. For many 01 the later dungeons (when you will likely
haveextra pockets to lorry more items ), it is wise to ha ve at least twostocks.

Belause it deesn't cost any Ability Points to use items inbuttle, you should heal characters as soon as they toke any damage that is threatening. In boss lights, this is especially Clitical;
somebosses do so murh damage that it is fooli sh to fall even 30 or 40 hit points short of your maximum. Fainting in the middle 01 bailie means that you will lose your Attock, and it
Ianbe hard to turn the initiative bock against your enemies once they have stolenitfrom you. Heal early and heal often. Yet, healing items are not the only ones of use til you.

Thereare many tem porary items (sulhas Power Boost) that increase your possible damage output/ one way or another. When on extremely important round begins, throw one of
these items into the fire to push your best com binationallacks toa more fever ish pitth, Imagine the power 01 the lollawing strike: before Ryu has his turn during a round, Ninq
directs all of her AP to Ryu with Transfer and uses a 7th Sense onhim aswell. In a single round, you can combine several items and spell effects in a synerGistic way. The end
result will be a huge outpouring 01 damage in one allack (there are a number of enemies who are several times easier to kill by tackling them in this manner).

Of rourse, Dragan Quarter limits your abi lity to come into bailie with hundreds of kits and booster items by dramatically limiting your party's inventory. This makes certain mun­
dane decisions very important duringa dungeon crowl. Exactly how many healing kits are wise to bring? Is it worth carrying around 30 Aid Kits, 20 Multimeds, Power Boosts, Range
Boosts, and everything else that you pick up? Perhaps, but you won/t be able to grab much loot from the monstersand chests ifyou ore playing itsofe. Maybethat is atrade that you are willing to
make, but having substantial Zenny andon influx of powerful items con be of dramatic impertenre in the middle and late game. As with many things, it'samoiler of balanle.

One nifty way to keep yourinventory dear is to toke themost powerful healing kits that you Ion offord. Instead of having four stocks 01 Heal Kits (+50 Hit Points), you could buy on entire stock of Med
Kits (+200 Hit Points). Ifyou have substantial wealth to spare, you even have the option ofbuying the group healing items, the Mega Aid Kit and the Trauma Kit (which respectively heal everyone for 100
and200Hit Points).These cost a lot of money but are even better in terms ofbackpack efficiency. You can then lim~ yoursell fUriher by pUlling spore items in your item locker to save for later dungeons. If

the benles hoven't been pushing you 10 the edge, then it is unlike-
INVENTORY Iy that the current area is going to suddenly overwhelm yOU!

ITEMS
Item List



For example, Ryu is on incredible damage dealer when he'sfacing a single opponent.Even
shielded warriors who can absorb attacks simply can't stand up to ihe brutal strikes that Ryu
con dish out. If you equip Ryu with as many high damage skills as possible, he'll excel as a
duelist, but this will leave him a bit exposed when you're thrown into a bottle against sixor
seven enemies atonce; this is compounded if the enemies are spread out. Even with over

100 Ability Points, Ryu won't be able to
knock everyone down before he storts to
toke a bit of damage. In this circum­
stance, Nino reveals herself as the girl
that will save the day. Almast every ele­
mental ability that Nino has can hit mul­
tiple enemies. When monsters start to
group around Ryu, a long burst of fire
spells will soften your enemies to the
point where a few sloshes will finish each
one off. Nino'smagical traps also serve
well in keeping enemies atrange.

To get the mast out of each party member, it'scrucial that you equip your people with the
right selection of skills. At best, assuming a perfect weapon, you'll get 10 choose three skills
for each level of action. With only nine total skills are available at a given time, you'll have
to consider what the character needs to accomplish during a given fight. Throw in high dam­
age skills for Ryu'sboss fight, but maybe give him more group attacks for dealing with won­
dering encounters. If Nina isn't coming through with row damage, give her the ability to
transfer her AP to a character that'smore successful atIhis. Have lin attock everything on
the field atmax range or have her - attock everything on the field at max range (who
needs flexibility when you hit hard AND dress like acot?!). Focus on getting what you wont
out of each character and every bottle will be easier.

One nifty trick for getting more skills intoagiven light is to carefully thread different skills
into three weapons and have them all on your character.This gameisverylenient about
switching between equipment pieces during bottle, soyou couldhaveRyu walkaround with

•
FUNCTION

.........._---------.

SKILLS

Once everyone has a working knowledge of the game, everything else should
be on easy slide into a perfed victory. Well, maybe itwon't be quite that easy.
In fact, Breath ofFire; Dragan Quarler is one of the more challenging RPGs to
hit the market over the post couple ofyears. (apcom has decided to shake up
the scene by throwing a couple of curve bolls atthe community, and players
will be both challenged and excited by the results.

Even thoug the learning curve is a bit higher in this game than
for some of t~e more traditional titles, players will find that
Ihings become much easier once they understand what
ihe game is Irying to accomplish. At first, money
feels very tight and experience is hard to come
by. After you learn where to look for all of
these things, itwill be you who determines how many challenges you wish to face.
Everything will become optional and you'll be able to set your own pace. Thus, be ready for

smooth soiling after a rough and
exciting takeoff.

This section is useful for taking a look
atthe more complex aspects of the
game. Using skill combinations, party
experience, and the SOL system, play­
ers can successfully mine all that this
game has to offer. Without mastery of
these functions, it will be a much
harder run through the massive dun­
geons of Dragan Quarter.

t~p in IIQ rstandms the skill system is to take a look atthe basic skills with which
ad By itself each skill is fair~ easy to understand. Every skill has a

30 Ai's), and a character can haul off and use os many skills per round
(with Ability Points). Eosy enaugh, if you wont to walk on up to a man­

nd ~it ihem with five or six 10-point attacks during a round. The 20- and 3D-point
skills cost more and usually hit more targets or have a chance of adding secondary effects in
the pro<oss of doing damage.

The nice thing about the skill system is that many skills have a perfect time and place. Ryu
has a very strong basic attack (Slice does awesome damage for a 10-point attack), but a
well-placed Kick con throw on enemy bock atthe end of a long combat round (thus wasting
enemy Ability Points as the creature moves bock into position). Mocks that hit multiple ene­
mies often cost more or do less damage, but pay for themselves in full when several ene­
mies are clustered together. If you have your characters fill different roles, it will make
increase the effectiveness of your entire party.



BESTIARY

Have Ryu rush forward
to intercept incoming
oltockers. This not only gives them a

target of olfock, but it serves as a screen (enemies have to
move all the way around Ryu to advance on the ladies). In

- - general, you will wonl Ryu up front during combat while Nino
/

BATTLE TECHNIQUES

chain. Special combos are specific groups of skills that are done with a result that is different
from the use of those skills outside of a combination. There'sno way to tell which skills com­
bine to form aspecial combo, so it's all a metter of trial and error.

Special Combinations toke a while to uncover.
Because you don't start with many of the skills that
you need to pull off these nihy moves, they are dis-
cussed throughout the guide. As you continue to odd
to your inventory of dirty tricks, you will be told how
to complete more and more of these. From the
beginning of the game, Ryu'sSide Slosh to Vertical
Slosh combination is the first of these special moves
that you will encounter (this combo couse Ryu's
Vertical Slosh to hit over a wide area, which is certainly useful and is neat to watch).

Because Dragon Quarter has on active bOlfle system, there is a lot 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 untillhe lost one has fallen. Even a well-equipped
party can be destroyed in this game if you make a dire mistake or two during a vicious
encounter. Although each player must figure out what style to use over dozens of bolfles,
there are some common techniques that almost anyone can rely on to succeed.

In bottle, you can expect no quarter from your enemies, but the game's engine will give
you a lot of leeway when it comes to most decisions. For one, movement does not truly cost
you anything until you end your turn or make on nttnrk against your foes. This means that
you can toke a character's turn and run around the entire circumference of his or her move­
ment radius to see where the best point of olfock or defense will he: ~t any time before
making on olfock, you can choose to reset your position without having Iosl a single Ability
Point. You won't find a better deal anywhere else. Use this ohen 10 scrape together an extra
AP or two; severol enemies may seem equally distant, but one mig~tlle jus! dose enough

for you to get on extra alfock. No one li~es to end their tum
with nine Ability Points.

Because some characters (Ryu) are many limes more~·
erful in dose ronge combat, itis really important toset

your party up well during the fif,lt rwnd, It'~ a101 bQrder to
move around freely once baltle hilS been joiJ:led, so every­
one's first turn means the most ·ri'determining their roles for
the rest of the fight. Imagine ifyou hold your ground while
severol enemies dose the distance for a series of melee

olfocks; Nino and Lin would be standing right next to
Ryu. This would give the enemies free reign on olfock-

ing whoever they wonted.

To toke some of the chance out of
things, be willing to spend

some Ability Points.

THE COLONY

COMBINATIONS

asword for Boss fights, one for random encounters, and on elemental blade that counters
the temmen enemies in whatever dungeon you'recurrently wondering through. Nino could
be set up to have all of her elements on one stoff, true enough, but you could have her set
up to wield any of three elemental stoves; each one could have a single element and a wide
range of supporting spells. This would make Nino a lot more versatile, and you'dhave the
option to switch stoves during any bottle that required adifferent ele­
ment. Because weapon switching tokes no Ability Points, there's
no reason to force one weapon to do everything.

These are generic examples, and many dungeons will require a more
subtle opproolh. Nino'sbest stoves are usually generic ones, espe­
cially later in the game, so you won't ohen have three elemental
stoves at once. For Ryu, the later weapons are often very large
and heavy, so he ohen has to keep a light weapon as a spore,
regardless of its skill selection.

use; her
skills are extremely interdependent.
If you try to ovoid combos with her
and just stick with on olfock -or
two - that works, her performance
will not only suffer, but it will col­
lapse into near uselessness. Many
of Lin'sskills, like Hey, Hey and
such, are meant to build up into
combos that ore synergistic. Unlike
the other characters, Lin can quickly
dish out triple damage with a tiny
combo. This makes your gunner a
fairly weak chorocter until you get
to know her, atwhich time she
becomes a mainstay for the rest of
the game. As for her skills, it's nice
to have atleast one weapon with
damage and debuff threads against
a single enemy. During larger
fights, have a weapon with higher

range and a ton of 30-point olfocks (Lin'sSniper Scope guns are absolutely incredible). Lin's
30-point strikes ore meant to sohen massive groups of targets, and the damage from these
gorgeous-looking techniques is substantial. Blow Up! and Let's Dance! show off the real
power of range and Area of Effect (AoE) skills.

There are two types of combinations in Dragon Quarter. normal combinations and special
combinations. Normal combos ore basically a string of your normal abilities, done in any
or er, t atgrant iiCUniiilotive +I omoge onus or eoc new sit atis usee in the



ond Lin stick to the bock ond use their ronged onocks to wound entire groups of torgets. If
one of the two lodies is going to toke 0 shot, try to moke itLin. Our lovely gunner con still
put on some hefty ormor, ond she also has a dose anack or two in the later game. By itself,
Shaner is a skill that puts the fear of doom into monsters' hearts.

When you're fighting enemies who have no ranged cnorks atall, you can be a lot more
devastating. Nino has a ton of tricks up her sleeves, and these odd up to a complete mas­
tery of melee-based enemies. Nino's mogicaltraps can be laid over a substantial area
between your party and the enemies (especial~ when you use 20- ond 30-AP spells). Ifyou
loy magical traps, then these will serve one of two purposes, depending on the monster.
Some monsters won't run through trops; they huddle in the corner, avoiding the certain
damage that waul h~ them should they advance. Other creatures will charge through the
magicoltraps and lose health and Ability Points along the way. In either rase, Nino can
entirely control bames if the enemies lock range and ambition. Another secret of our unas­
suming mage is thot she con target enemies through walls (Ryu and Lin can't do this under
even the bes of environments). This makes itpossible to have Nino peg away atcreatures
that tnn't always find a suitable poth to reach her. Unfair? Perhaps. Being a monster is a
nasty coreer, and they know the risks.

Most of the time, you will have to deal with ranged combat. Instead of using magical traps
and patience, foes under these conditions should be met head on. Ryu can thrust himself
into the thick of things as Nino and Lin start their work. If you are facing melee and ranged
anackers, do everything that you can to group them so that you don't end up with people
flonking your precious mage. Ryu only has enough APs to be in one place atone time (usu­
ally), and you don't wont a hoard of people to surround your group. To ovoid this, bock Lin
ond Nino owoy as Ryu tokes the eorly melee onackers. This will cause the enemy front to
odvonce (thus, they will consolidate their force, making group oncrks much easier).

If there is cover to be found in 0 room, ond there ahen is, you con always use thotto your
advantoge during 0 tough skirmish. Line of sight is almost always needed for onacks in
Dragon Quorter, and 0 corner, pillar, or boulder can hide you from the assault of almost
onything. What mokes cover even more useful is the opportunity to build up Ability Points.
You can always tuck your porty awoy until they are up to their maximum APs; the first
enemy who pokes his head around the corner in these cases will certainly regret what will
happen next.

EXPERIENCE POINT SYSTEM
The experience system in Dragon Quarter is also something that is novel and exciting. There are
two ways in which your party gathers experience. The first way is preny normal, and most
gamers will be extremely comfortable with this system (you kill monsters and gain experience,
and that experience is then divided and given to each member of your party). This system is
tried and true, and you will gain your levels just os you do in many other series.

The other type of experience is more versatile. Banles and special items will give you Party
Experience. This is almost like on experience bonk. It's possible to let this gather for as long as
you wish, but eventually you will wont to use this experience 10 give your characters additional
levels.The first nifty port is that you con assign this experience to anyone in your group. Do
you wont to cotch Nino up so that she is the some level as Ryu? Go ahead. Do you wont to keep
leveling Ryu so thot he is on undefeatable lord of banle? Fine by us. Party Experience is great
for rounding out your party and for customizing them to match your style of ploy.

As a bit of advice, you may wont to level Lin up more than anyone else; your gunner'slow
speed puts her preny for bock in the order of initiative, and that can hurt a lot in short encoun­
ters. Hoving a few bonus levels should ensure
that Lin is much more active in combat during
the early and middle game.

The fun doesn't end there. There is on entire
level of strategic use for party experience that
hides beneath the surface. Ifyou die, give up,
or win the game, you will have the chance to
start over at the beginning (or ot your lost
sove, for the first two alternatives). When you
restart, you will have lost your recently gained
experience and allthuse precious, wonderful
levels. It's sad, it's rough, but it'sentirely
expected. Yet, all of the party experience that
you have soved will still be there. If you are
gening to a point in the game where you just
feel overpowered and frustrated, let the
restart option lead you to the winter of your
discontent. Saving up a ton of party experience will allow you to begin anew; asecond run with
a fair measure of free levels will make each step along the journey a lot easier. You will gain
more experience points (by winning fights more eosi~), and you will have more money to
spore because you won't be wasting es much on healing items. Plus, the entire process is relax­
ing and enjoyable. Your enemies don't like this prospect so much, but that is their problem to
worry about.

To give you on ideo es to how for your party experience con go, the following table shows
roughly how much experience it tokes to get all three of your party members up to aset level.



Example

Desired Party Level and

Required Experience Total

bonus to your experience, itmay seem
unimportontto focus on the game'stocticol
aspects. The counterargument to this is that
these bonus points are given for things that
you already shoot for. You always wont to
be the one to start a bottle; itgives the
character who attacks a free round, itpre­
vents your enemies from doing the some, it
gets you a higher percentage for Extra Turns
(which factor into your final score), and it
gives you more experience. Who would soy
no to that? Second, it'salways great to
escape bottle unharmed, so that should be a
goal for every encounter.

The only real sacrifice for this system is to
corry around enough meat so that you con
lure enemies to their gluttonous demise. This
con be a problem because it demands that
you use on inventory slot for the food, it costs a bit of money in the early game, and you
wi ll spend a bit more time setting up some of the fights. In the end, itis really a moiler of
individual preference whether that extra 3%is worth the trouble. The nice thing about meat
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2,000
30,000
110,000
390,000
961 ,000
1,925,000
3,500,000

10
20
30
40
50
60
70

There are ways to increase the amount of Party Experience that your group receives. The
most obvious way is to light as many monsters as possible during your trips into the dun­
geons, but that is neither subtle nor glorious. Abetter way storts with on understanding of
how Party Experience is awarded.

When your party receives Experience Points for on encounter, the engine multiplies that
number by the sum of your listed Tactical Bonus and Roting Bonus. The result is the amount
of Party Experience that your group gains. See the following example:

100Experience Points ' (10%TOdical bonus + 60% Rating Bonus)
100 Experience Points' (70% Total Bonus)
70 Party Experience Awarded for Bailie

EX Tum 12 1 .5
Turn 1 10 2 2
Turn 2 8 3 4
Tum 3 6 4 6
Turn 4 4 5 8
Tum 5 2 6 10
Turns 6·9 1 7 12
Turn 10+ 0 8 14

9 16
10 20

tossing is that itsets up your party for on AoE spom ollock. If all of the enemies are clus­
tered together for a meal, you can have all three party members rush in with AoE attacks.
This is a great way to vaporize groups of light ond medium enemies in the first turn.

So the Tactical Bonus is useful and fun for the whole family, but what about the Rating
Bonus? The truth of that system will lead many a player into a lust for huge bottles against
as many enemies as the engine will let them pull together. The Rating system weighs the
total number of enemies that you kill in a bottle against the number of rounds that it tokes
to bring those villainsdown. If you can gather a large enough hoard and timely defeat
them, the rewords are fit for a king.

The final Rating Bonus is calculated by multiplying the TIme Factor by the Enemy Foetor. A
bottle withsixenemies that lasted for three rounds wouldhave a Rating Bonus of 60%.

In really huge bottles, it isevenpossible for youto earn more Party Experience than the
total amount for the monsterskilled. Thishappens because the RatingBonus con go above

200%byitself. Whether you are planning on
restartingthegameor not, it is fairly obvi­
ous that the Party Experience system iscriti­
cal if you are interestedin getting yourchar­
etters intothe higher levels. Ahealthy
understanding of the experience system
makes it a whole lot easier to set yourself up
for thekind of bottles that receive massive
bonuses for Tactical and Rating parameters.

The Tactical Bonus system is based around
three things: Extra Turns, Food, and Party
Health. Your Tocticol Bonus will be higher in
a fight where you initiate the encounter (as
opposed to being surprised by your ene­
mies), toke no damage at all, and when the
fighting storts while the monsters are eating
food.See the table below.

Tactical Bonus System
Party Initiates Bailie 2%
Bailie Starts While Enemy Is Eating 3%
No Party Members Are Wounded in Bailie 5%

Time Factor Enemy Factor

The awards are given independently. You get a totalTactical Bonus based on the sum of the
porometers that you fulfilled. Becausethe sumof all three values onlyachieves a 10%

ADVANCED FUNCTIONS ...



D·RATIO: A MEASURE OF SUCCESS
The D·Rotio hos a few functions in Dragon Quarter, and the most important one is its use os a
measure of score. Aher surviving your journey to the end 01 the game, the system will calculate
a new D·Ratio for you (for when you start the game over). Although you start with ameas~

1/8192, it is fairly easy to improve on this with each ploy through. The highest level is 01/4
ratio: a Dragon Quarter.This is not entirely easy to achieve, and it tokes a lot of practice and
patience to pull off. Still, knowing how the score is ranked can make a huge difference!

28

All 01 this may seem a bit complex until you have survived a few banles and seen the math
in action. These tables will give you a glance atthe underlying system that computes the
Party Experience, but they really don't metter as long as you can work on the end result;
group enemies together and dash them to pieces as quickly os possible. II you can do that,
then the experience points will roll into your coffers ata blinding rate. Ahealthy use of
meat 10 draw groups together will aid you in this, and don't be shy about taking risks with
AoE spells. For maximum experience, itis sometimes better to destroy a large group on the
second round rather than prune its members down over three or lour rounds. You will toke
more damage this way, but if the experience points are worth the trouble ...

Alinalthing to mention about levels is that no one is likely to run into the hard cop lor
Experience Points in Dragon Quarter. You can toke your party about as high as you could
ever wont and still have anumber of levels to go. Instead 01 using a rigorous hard cop, the
developers decided 10 use a system of diminishing returns with regard to level rewords.
Aher level 60, charaCters don't get much of anything from gaining levels. Sure, you will get
a point her and a point there, but nothing will show up to warrant the huge amounl of
time that it II likely take to get those levels. For almost every player, level 60 is as high
as you shaul ever seek.



To find out what a person'sscore would be, odd up the values from the following tables and
look on the final table to see whot D-Ratio they would earn.

BESTIARY

Ryu'sincredible ability to run around the world and bosh monsters out of his way without
triggering a fight is addictive. It's fun, useful, and just couldn't be allowed to continue with·
out a price. Thus, this is a point of increase for your D-Counter. Don't use Ryu 'scharge unless
you absolutely need to bump on enemy out of the way without gelling into a tussle. Well, if
you don't core about having to give up before the end, use the ability as much as you wont.

THE DREADED D-COUNTER

The Extra Turn Rate is a percentage that reflects the number 01 random encounters that you
begin (rather than being allacked by your enemies). It isn't too hard to get a high ranking
in this area, although a 95%may toke some practice in anticipating camero problems and
ambushes.

For Mop Completion, you only need to uncover a room. Often, on entire section will be
revealed just by walking into it. Yellow doors usually mark the break points lor your mop, so
itis criticolthat you open every yellow door to atleast poke your head in. Some yellow
doors hide broken elevator rooms and things that have no major importance, but the con­
cealed areas still count toward your linal Mop Completion percentage.

As for Treasure Boxes Opened, you will lind that this is a lot easier to score well on during
your second run through the game. The areas hidden behind D-Ratio doors often have at
least a chest or two, and this contributes well to your total.

For scoring well on the Number of Saves section, you must resort to using temporary saves
only. This is a very scary thing (especially if you live in on area where power tends to be a
bit finicky). This may sound a bit extreme, but you may wont to grab a very basic UPS
(uninterruptible power supply) ilyou are playing this way. No one deserves to ploy lor ten
hours only to have a power flicker trash everything.

Other than that, this isn't much 01 a limitation; people who are going through the game a
second time will rarely face a challenge that they aren't ready for. Hard saves aren't very
criticol when you have a killer party to rage through the game.

Kokon Horay, the Fairy Dungeon, is a perfect way to top oil your point total. You will score
some extra points by exploring the higher levels of the dungeon. If you are a hair's width
away from a Dragon Quorter victory, the Fairy Dungeon is a major spot on your path to that
sacred rank.

After a certain point in the early game, on ominous counter will appear in the upper right
side of your screen. This isn't exactly a doomsday dock, but the counter isn't for from it. If
that counter reaches 100%before you finish the game, everything will be over for your
beloved bond of heroes. There are ways to prevent the counter from rising too quick~, but
there are no ways to reverse its fearsome tread. Time marches onward, and the D-Counter
creeps in its footsteps.
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10 PoIBls
9 Points
8 Points
7 Points
6 Points
5 Points
4 Points
3 Points
2 Points
1 Point
oPoints

174
1/8
1/16
1/32
1/64
1/128
1/256
1/512
1/1024
1/2048
1/4096
1/8192

B50F
B46F+
B41F+
B36F+
B31F+
826F+
B21F+
BI6F+
B11F+
B6F+
B5F----------
Tlie average party level is GcIdecI to
your totalscore

100Points
95+Points
90+Points
85+Points
80+Points
75+Points
70+Points
65+Points
60+Points
55+Points
50+Points
50- Points

Number of Saves

Average Level

Highest Floor

Reached in Kokon

Horay (the Bonus

Dungeon)

Total Score (D·Ratio)

10 Points
9 Points
8 Poi.ts
7 Points
6 Points
5 Points
4 Points
3 Points
2 Points
1 Point
oPoints

10 Points
9 Points
8 Points
7 Points
6 Points
5 Points
4 Poi.ts
3 Points
2 Points
1 Point
oPoints

10Poi.ts
9 Points
8 Points
7 Points
6 Points
5 Points
4 Points
3 Points
2 Points
1 Point
oPoints

CED FU cnON

8 10 Points 0 10 Points
9 9 Points 1 9 Points
10 8 Points 2 8 Points
11 7 Points 3 7 Points
13 6 Points 4-5 6 Points
15 5 Points 6-7 5 Points
17 4 Points 8-9 4 Points
20 3 Points 10-11 3 Points
23 2 Points 12-13 2 Points
26 1 Point 14-15 1 Point
26+ oPoints 16+ oPoints

95%
90%+
85%+
80%+
75%+
70%+
65%+
60%+
55%+
50%+
500/.-

Clear Time [in Hours)

98%+
96%+
94%+
92%+
90%+
88%+
86%+
84%+
82%+
80%+
80%-

Extra Turn Rate

42+
39+
36+
33+
30+
25+
20+
15+
10+
5+
4-

Map Completion

Rate

Treasur-e Boxes

Opened



INVENTORY

Dragon Charge

Hurricane

This ability costs 30 AP to use, bUI almost
nothing con stand in your way when yau
throw out this much raw damage. Enemies
with heavy armor or shielding absorb a set
level of damage from each allack. For this
reason, the Twister is a perfect way to lay
bosses low without wasting points as you
power through a new shield again and again.
Ability Points will go down quickly when you

use this, but your O·Counter won't suffer as much as it would with any of the other abilities.
In general, the Twister is your most efficient strike as a dragon. The tolal damage for a
Twister is over twice what a good Vortex hit would inflict, so fact thaI into your decision what
push comes to shove.

The Power Mack adds 1.5%to your O·Counter every time it is used.

Dragon Breath

Twister

The 20·AP dragon Dnack can hit enemies
over a small area. This is rarely a cast-effec·
tive method for clearing out a bailiefield,
but there are specific cases where a boss will
summon allies and expose the entire group
to a single allack with this ability. Against
fewer than three targets, though, this allack
rarely pays off. If you have a lot of Ability
Points to spend, it is often beller to hit enemies individually.

The Group Allack adds 1.25% (per target in rangel to your D·Counter every time it is used.

At no time does the ability to breathe fire do enough damage to justify its huge cost in D·
Counter points. Still, if you are planning on giving up in the near future, it is extremely
enjoyable to watch your enemies simply melt away under the onslaught of Ryu'sbreath.

To use the Breath Mack, keep your finger
on the circle after you selected the teth­
nique. Ryu will continue to breathe as long
as yau keep your finger on the bullon (and
the O-Counter will continue to rise). When
the enemy has been suitably pulverized,
you can take you finger off of the bullon
and loot your foe 'spuddle for anything that might still be of use.

The 1O·AP allack of the drogon is not
weak in any way. Although any enemy
who is worthy of seeing your dragon form
will not fall to a single hit from this, a
couple of singles will cut into most boss's
health bars by a considerable margin.

This basic allack adds 1%to your
O-Counter every time it is used.

Movement

Ryu's dragon form is so powerful that itbecomes a thing of beauty. No mailer what enemy
you are facing, it won't be able to stand up to the drogon if you are willing to put some
points into the bailie. Once you learn how to use the full potential of this form, itis easy to
destroy any boss without even wasting many points on the old D·Counter. First, you should
acquaint yourself with the basic moves of the dragon.

The dragon has a huge field of movement, and it doesn't cost Ryu a single Ability Point to
fly from enemy to enemy during acombat round. This is a huge asset during fights where
the dragon is facing multiple targets. Take full advantage of this by wounding targets across
the balllefieid. Not every enemy has to be killed for the drogon to be successful; in fact,
leaving enemies atlow health for the rest of the party to finish off is a very efficient way to
save points on your D·Counter.

The big.ticket way to tack an D-Caunter points is to transfarm into a dragon. After the previ·
ously mentioned plot point, this will be an option for you during every bailie. To limit this,
you will wrack up majar Caunter points every lime you tronsfarm. The moral of the story is
to only change into a dragon when you need to, not when you want to. If you have high
enough levels, you will only need to transform during a couple of the boss fights atthe very
end of the game. Ev many of these are possible to survive without resorting to dragon
power if you have incredible equipment and some practice.

Aform of damage control for your D·Counter is to use the dragon as efficiently as possible
when you do ave to transform. The strotegy behind this is discussed in the next section.

...

Against some enemies, even the dragonis
not given an instant victory. This doesnot
keep from you being able to do anythingin
the game in a singlehit, however.To
increase your power for a single round, use
the Dragon Charge ability. After three
charges, even the most powerful bosses in
the game will fall to their kneesinhorror. A

Twister after several Dragon Charges will do obscene, legendary damage.
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These do stock, andtheyareoftenworthhundredsor even thousands of lenny epiere. You
(Onmakea fortune byselling these, andthey won't toke up more than a slot or two in your
pock during a givenrun. It's almost never wise to pass these by.

Still, the biggest moneymoker of all in the game tomes from spore equipment. Be(Ouse these
don't stock, Ihey will eatup your inventory, but there is a101 of money to be mode from seil­
ing these items aftertheyhave beenidentified in a town. A(aupie of pockets worth of equip­
ment (on fetch you 10,000zeven in the middle of the game. That is enoughlenny to keep
you rolling in healingkits andMultimeds for a rouple of dungeons ot leost.

There are other ways to make money too. At a fewpoints in the game, there are large
groups of gold (hests. Enough rhests have lenny that you (On make a lidy sum by gathering
these. If you save whenyouare dose to one of rhese areas, and don't mind being abit
(heesy, then you (On keep gathering the loot, selling the items, and using the give up option
todo it all over again. You (on make substantial wealthover ashortlime by doing this.

THE COLONYTHE COLONY
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Cool Down

Who (auld resist a lure like that? There is only a single mature inthe entire world of
Dragon Ouarter who wouldn't fall to a heavy strike after 0 few DragonCharges, andonlya
madman would seek out such on enemy.

The Dragon Charge odds 2%to your D·Counter every time itis used.

EARNING LOTS OF ZENNY

THE SOL SYSTEM
The S(enorio Overlay System (SOL) keeps the game excitingduring replays. SOL odds new
plotscenes to the game when it is being run odditionol times. Some of these scenes are
available after a single restart (give up once andthey are there). Others require you to (om­
plete the game before they show up, and some (On't even be seen untilyouhave completed
the game several times and gollen a fairly hefty D·Rotio.

There aren't any reoi tricks to this, beyond beoting the game and(ontinuing toploy withthe
some save slot. Your D-Rolio will improve over time, and some new areas will be available 10
you. If you wonl all of the bo(kground and side events to be under your (onlrol, itwill toke
at least a rouple romplete drruits of Dragan Ouarler.

This ability (osts nothing in Ability or Dragon Points, and it will turn you bock into Ryufor
the remainder of your turn. Do this when a light is bock under rcntrol tc keep your
D·Counter as low as possible.

lenny makes the world go around, but ittokes a whole lot of (ash to get everything you
need in Dragon Ouarter.There are weapons, shields, suits of armor, and healing items, and
the (ost of living rarely goes down. You are going to need some tricks to make that lenny
o((ount go intothe sky, and this is the plece to start learning how.

Rrst off, a ton of lennyare wasted when you are starting off in the game and don't know
what is worthpicking up. Be(ouse your inventory slots are painfully limited, there are often
decisionsfa be mode in the middle of the dungeon. "DoIkeep this or throw itaway so that I
(on pickup that new skill?What about this sword? Darn it, Ineed a pock mule.'

These thingswill come up, but there are a few simple rules that will help you to make fair
decisionsabout what is valuable. Grab every skill that you rome erross and immediately try
to learn il; if you already have that skill, then throw the item away. Skills sell for almost
nothing, and it just isn't worth it to grab these (especially heceuse they don't stork).

Spore healing kitsand wrotive itemsare nile if you need them to survive, but don't toke
anythat won't be of use toyou. These things are also very poor sellers when it comes to
bartering time. If you pick up some extra healing kits of a different type than the ones you
alreadywere (orrying, then use those first to get rid of them. You won't waste anything that
way, and youwill sti ll free up that inventoryspare with good speed.



From the ICKker room, exit to the hollwoy ond toke the stoirs to the second floor. The door
otthe end of the holl is your (optain's office, where you'll find Bosch, your portner, waiting
for you. Tolk to him, ond he'lIleod you in for 0 briefing oboutthe doy'smission. Ask 011 the
questions you wont, then respond with "No Questions" ond you'll be dismissed.

MEET BOSCH AT THE LIFTPORT

After your briefing, the man blocking the
door otthe other end of the hollway will
move, ollowing you occess to lowSector
Junction. You'll find 0 poir of Telecorders
there, but Sove Tokens ore too precious
to waste this early in the gome.

VISIT LOWSECTOR JUNCTION
AND BOROUGH

When you're done seeing the sites of Borough, cross back through the Junction into the
lihpcn, where your train owoits. Or, opparently, nol. Bosch will order you into the lift tunnel
to investigate. Head down the stairs and into the open troin tunnel.

The door to the west will toke you to the
Borough. Talk to the shop girl silting on the
box on the bottom level to buy supplies.
Accept her odvice ond blow all 300z on Heol
Kits. Make sure to place them on top of the
five Heal Kits you already hove (or remem­
ber to Sort them loter) to save inventory
space. The other two shop girls sell weapons
you can't afford and appraisals you don't
yel need.
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YOUR FIRST CONFRONTATION

Smash the White Boxes in the first tunnel (with the Circle Bullon) to reveal some random items,
usuolly Fresh Meat.

In the next tunnel you'll face your first few
enemies. Run forward a bit and toss the
Meat atthe Duke. Before he can take more
than a bite or two, run up and give him a
hearty kick. There, now you've saved the
Fresh Meat and guaranteed that Bosch gets
the Extra Turn, a free opportunity to smack
the baddiesaround before the normal turn
order begins.

CHAPTER ONE <II
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~
LESSON 1: GETTING STARTED

This isyour opportunity to master the basics of combat. Among the simple tactics to master:

• Moving the shortest distance necessary to get within range of the foe (he'll light up when you're near enough!, so you don't woste ony AP.

• Check your remaining AP before you nttcrk and plan on anack that will use up os much of itas possible in asinglecombo. Ryu'sbest combo is to startwithhis10AP nttark
and input Circle - Circle - Circle (hold down R2), which uses 60 AP. If he only has 50 AP after movement, Chain from the 20 AP allackto the 30 AP allack. It'salmost always
beller to use all your AP in one combo insteadof several individual allacks or small combos.

• Bosch hasno level 3ollacks, sohisbest 60 AP combo is Circle - Square - Circle - Square, using all four of his allocks. This tokesa bit of practice to pull off bemuse of timing, so
pay allentian to the allack options inthe corner instead of the action on the balliefieid. If Bosch has only 50 AP after movement, skiponeof the 10 AP allacksand use both 20's.

• Alwaysuse your utility skills first, and your powerful cnerks lost. For example, Thrust does only 25%damage, but lowersdefense, souse that first. Thatway, the more power­
ful Snakebite can get both the 10%damage bonus and the benefits of the lowered defense.

• Asyou start fighting enemies in larger groups, toke special note of Skills with "Spread" or "line" targets, which can hit multiple foes. If youwont to comboup to one, like
Bosch'sFangSkill, select Fang first to see where you need to stand and what enemy you need to target to get the largest group. Then hit Xto cancel, target that enemywithyour
10 AP allock instead, and chain up to Fang.

After combat, head up the platform atthe end of that tunnel and into the small room. Inside you'll find a Yellow Box, which always contains beller stuff than the White Boxes, usually zenny, Xp,
stat boosting items, and Save Tokens.

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

THE RAILWAY BRIDGE AND THE TREASURE KEY

The next room will contain either a trio of Nuggets and Dukes or a single Duke Commander.
Whatever it is, treat them to the Meat-and-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 try to open that
Treasure Chest; you don't wont to get hit in
the bock by on enemy that may be lurking
in the passage to the north. The group of
foes here will either be a Duke and a beefy
Duke leader, or agiant pock of mixed foes.
Use the item you find in the chest to teach
both characters the Steal skill.

The door to the west leads to on elevator
to the next floor. But head out the nerth­
east door first to get to that blocked
Yellow Box in the first room (it usually
contains a Save Token). There aren't
evenany foeson.lhe way.
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NEW SKILL: STEAL

Steal isone of the most imporlant skills inthe game, because it allows you to steal items from your foes. It works like this: thread itinto
ashieldand, whenthat character gets hit, there'sa good chance of stealing one of the allacker'sitems. (The exact odds of success are
determined by the rarity of the itemand the difference in Speed between the character and the allacker.)The downside is that iteats 5
AP off the top of your bar each turn. That'sa negligible amount later in the game, but early on ittends to keep you from doing your
best combos. For thisreason, you may wont to give it only to the party leader (since he'll get 0110eked most anyway). And you can
alwaysde-thread it when you're going into on area where there'snothing you wont to steal.

Gelling bored with Ryu'slimited selection of skills? Get hit by a Duke to steal his Ogre Slice skill. Asmock from a Duke Leader will net
you Wild Swing. Go ahead and thread those onto your sword for versatility'ssake, but don't get too excited; they're not incredibly powerful.

HP Up
Suit: Impad 5.... +1 (1:2)
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Shm: Wild Swing (I :4 )

DEATHCOWG

CHAPTER ONE ..

A MAJOR BATTLE IN AN EMPTY FLOOR
When you open the door oher the hall post the lih, you may find yourself storing into the eyes of a huge minotaur·like Deathcow. If you don't
see it, then that means there'sa stealthy Goo Element lurking nearby inside. Either foe can be bribed with Meat or outrun, but they're guarding
the Treasure Chest and holding the Treasure Key. There'sagreat skill in that chest, so you'll wont to toke them down sooner or later. If you've
still got a bunch of healing items, you should do it now.
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the Deothcow, walk up to the edge of the ledge, away from the ramp, and kick it in the head. That wi ll force the Deathcowto
Bosch while Ryu stays away fram the ledge and builds up hisAP (on every other turn he con run up, do hisbest combo, and run

bOd< without risk). Have Bosch focus on
.allacks like~okebite and Fang that will
Poison the Jleothcow and lower its
defense. The Goo Element is harder to
see, but if you can allock itfrom atop the
ledge, it won't even be able to fight bock.

'fhOl!-s it for floor, Grab a few White Boxes on your way to the elevator in the
south. If you fought the Deothcow and itdropped the Impact Seal +1 (in your inventory it
will appear os ??rm??+I), you may wont to toke it bock to the Borough and get it appraised. It offers higher defense and some protection against Hit·backs(where enemies knock you bock and
you hove to woste AP walking bock up to them). It aka offers 990z ifsold (prabobly a bener choice), enoughto buy a bunch of healing items and a Ranger Edge +2 from the weapon shop.

~
NEW SKILL : SIDE SLASH

Side Slashallows you to ollock inaspread pattern, but does very lillie damage by
itself. Its true strengthlies in combination with Vert Slosh, the 20 AP ollock locked
into your Ranger Edge sword. If you con chain from Side Slosh to Vert Slash, then
Vert Slosh will copy the spread and hiteach enemy twice. The only downside is that
thiswill end your combo no moiler how much AP you have left.
Since Vert Slosh is locked onto the Circle bullon and you con only thread Side Slosh
intothe Square, you can currently only do this with a Slice · Side Slosh · Vert Slosh
combo. When you get a different sword, make sure to assign Side Slash and Vert
Slash to the some bullon soyou can do the combo for only 30 AI'.

i.t.'
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fir. Bomb II :4)
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•
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If you got Side Slosh from the chest in lift to Bio(orp 2, use it here (in the Slice· Side Slosh · Vert
Slosh combo) to toke out dumps of bots. Moke sure you never hove Ryu ond Bosch stond right
next to eoch other; otherwise you'll ollow your foes to hit you both with the some Flore spell.

LIFT TO BIOCORP 3 (SOUTH)

A FLOCK OF BATS

This room is full of lontern ond 'til" lontern Bots. Agood trick is 10 toss some Meot ond let
them sworm oround it, then toss 0 few sticks of Dynomite otthem (if you've found ony). After
you weoken them 0 bit, you hove the choice of onocking them os 0 dump by using Meot, or lur­
ing Ihem owoy to kill them one by one. The more you fight ot once, the bigger XP Bonus you'll
gel. But if you're low on heoling items or ploying conservotively, the other method is much sofer.

CHAPTER ONE ...
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THE DANGER ROOM

MAMA NUGGET AND THE HYCHEE

The doors will lock as soon as you enter,
and they won't open until all the enemies
are killed. If you're low on supplies, tread

carefully, using Meat to lure away distant Dukes so you can toke them one by one. If you're
feeling bolder, toss the Meat into large dumps of foes and bailie the Dukes en masse with skills
like Fang and Side Slosh.

Some players will see agiant Nugget at the end of the hallway. That'sthe Mama Nugget, a level 18 enemy that'snot quite as tough es the
Dealhcow, but is a lot more dangerous. If you choose to fight it (it's not in your way and is easily avoidable), lure tl out with some Meat so you don't
need to deal with its children, and toke it out quickly. Heal after every turn or you risk being wiped out by its lightning allack. It guards a Yellow
Box that usually contains 400 Party EXp, and often drops aJuju, which you should save for a future party member who actually uses Magic.

If you don't see the Mama Nuggelthere, 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 Mama
Nugget, those Hychee will be atthe entrance
to the east shaft instead.)Hychee are the one
enemy you always want to see. They give you
Heal Kits when killed, and if you manage to
slosh or kick them before they allack you,
they'll die with no combat required. Tread
slowly so they won't surprise you when they
drop from the ceiling.

Don't miss a Yellow Box atthe end of the broken bridge in the next room. It contains a
healing item that may come in handy when you cross the intact bridge and end up in the
game's first Danger Room.
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NEW SKILL : KICK

Kick knocks enemies bock a fair distance, which has multiple uses. If you kick them into asolidobject, they'll toke a bit of
damage. It'salso good for knocking them into someof the deadly Trops and Spells you'll get later inthe game. Even if
there'snothing to Kick them into, you 'll force the enemy to waste someof his AP coming bock to you.

Unfortunately, Kick can't be used within combos. When you wont to use it you'll have to do your combo first, save 10 Ap,
and then do the Kick afterwords.

If you ovoided the Morna Nugget earlier, she'll be waiting for you here. Make sure you wipe out the smaller Nuggets before you engage her in combot
so you can give her your full attention.When all the enemies are defeated the Treasure Key will appear, and you can get a new skill for Ryu, Kick.

All that remains between you and your destination now is a single corridor, but the danger
isn't 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 smock right into them. So contain your excitement and walk
carefully through the corridor, denying your foes on easy Extro Turn.

..~m.
DGD51
~SO% I 1000;. ! HEA~

L..-----lIL..-------l

THE SECRETS OF BIOCORP

If you got her Drop Item (0 Plasma Seal), get it appraised by the appraiser who happens to be hanging around in the next hallway.

It'sin the fourth room where you may find
a real threat (depending on your enemy pattern): AMorna Nugget and her small brood. Getting to the Yellow Box will be difficult if you
don't wont to fight them, so either write it off and run to the door or heal up and prepare to do bottle with mom. Wipe out the wondering
kids first, and then slowly approach the Morna Nugget and start tossing Trops. 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 atthis point.

After the intermissions end, continue down the hallway post the Telecorder and you'll find on
unguarded Yellow Box and possibly some White Boxes as well. Then make your way into the
series of central rooms that are full of coged enemies. You have nothing to worry about in the
fi~t room, but beware of Hychees in the ceiling inthe second area. At least the Heal Kits they
corry will be awelcome find.

CHAPTER ONE '4



ASTE SHAFT 1 F & 2F

INVENTORY

i.,·'
lurid Du.I (I :2)

I '"

WORKER ANT

Bomb (1 :2)
Junk (1 :2)

"l!TIJImJII
LCI 120 Uu.iIjI [ij m.
U OO% I 100% I 100%J

IlIIIIIIIEI~i'f.l
Es,a,. (1:4)

BIND SPIDER

Footloo •• (I :41
LuridDu.I (I :21

RYU COMES TO

Aher 0 hondful of exciting intermissions, your hero owokens lost ond olone in the benom of the Old Woste Shoft. Inexplicobly, there's0

Telecorder ond on Item Shop nearby. Now is 0 good time to use 0 Sove Token, cs 0 boss fight is only moments owoy, ond you'll get onother Sove
Token on this floor.

l~O W ERG A MIN G

BEATING CYCLOPS WITHOUT A SCRATCH
Cyclops is 0 powerful foe, but his weok Movement rote gives you on opportunity tobeot him in0 poinfullyeosy woy. Simply
runowoy every turn, ploying ring-oround-the-rosy with the pile of debris in the center of the bonlefield. Cyclops con't go os
for os you, so you con sove up obout 20 AP eoch turn. When your AP bor is mostly full, run up, do 0 60 AP combo, ond then
use the rest of your AP to run owoy ogoin. He won't even touch you.



BESTIARY

Ifyou wont to beot Cyclops with some semblonce
ofvolor, you con just hoM your ground on Round
I, build up yourAp, ond waitfor him to come to
you. When hegets there, unlood on him with0

IOAp·20Ap·30Ap·30Ap·30AP combo. Then
stond there ond trode blows for 0 few turns
until he hos the groce to die. To be safe, heal
ofter every one ofhis affacks, because he starts
doing more damoge when his HP gets low.

THE COLONY

DROP

('{(LOPS

~OSS FIGHT: CYCLOPS

THE TUNNEL AND THE TREASURE KEY

Aner rhe Cyclops, you'll have to fight your way through a tunnel full of ceiling-crawling Bind Spiders and Worker Ants. The Bind Spiders can
bequiteannoying, soyou'll need to exploit their elemental weakness to Rrewith some of Nina'smagic tricks (see the Tactics section below).
You 'll lindlotsof Footloose items inthis dungeon, which cure the Bind condition they like to innict. Save them ifyou can; Bind goes away
at the end of the turn andit's not much ofa hindrance if theystayin your characters' anack ranges anyway.

Worker Ants are more cowardly, and will try
to run for the door. Block their path with
fire circles and go ofter them... Iknow 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
unlessyou kill them all. Head back to the first room of this floor to find the chest, which con­
tainsa Solid Shell +1 Shield for your main character.

FUN WITH G -FLARE
Nina'sonly starting skill is G.F1are, which sets up a wheel of fire in the banlefield. You can only do this in areas with no enemies or allies, so there is no way to use this skill to
harm enemies directly. To damage foes, you'll either have to:

• Set itbetween a distant foe andyour party. Most low·levelenemies can't see the lire rings, and will walk right into them. Or set
it behind a cowardly enemy (like theWalker Ant) andwait for them to flee right into it.

• Set it behind an enemy and have your main character knock the foe into it with
his Kick skill, or any other skill that knocks an enemy back.

• Have your hero save 10 AP and use itto bock up alter his combo. Nina usually
goes immediately after the hero'sturn, so she can set upfire circles in the interim
distance, which the enemy will foolishly stumble right into.

You can have up to three magic circles on the screen atonce. If you want to add another, you'll have to use Nina'sR2ability, Erose
Magic, to get rid of an older one. The game allows you to overlap them, so it'seasy faset up three in the some spot andthen Kick
a foe intothem for severalhundred points of damage!

CHAPTER Two ~
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LIN JOINS THE CAUSE

At the first fork, toke the possoge on the left to get to on unguorded Yellow Box (well, they'reOronge in this oreo, but you know whotl meon).
When you return ond toke the right possoge, you'll witness 0 poir of events during which Lin joins your porty.

Switch her to porty leoder, ond you'll get on
opportunity to use her greotest asset in the very
next room. Somewhere, 0 well·hidden Goo
Element lurks. When you see it pop up, hove
her shoot it with the XBunon, initioting combot. Use her Extro Turn to get fomilior with her
onocks; especiolly Ouno My Woy, which con knock foes bock into Nino 's G·F1ores (or onything
else). Spreod out 0 bit so you'll be sofe from the Goo'sgroup ettcrks, ond toke it out os quickly
us possible.

SEEK OUT THE HERMITS

The gold chests inthe next room should orouse your suspicions-they certoinly don't look like
ony chest you've seen so for. Avoiding 0 confrontotion with these sedentory chest-mimicking
Hermit enemies is 0 piece of coke, but you'll wont to pick 0 fight. Hove Nino get the Extro Turn
(they'll come olive when you opprooch, sooct fost) ond set up G-F1ores behind them. They're
immune to regulor domoge, but should die instontly when knocked into the flumes by Ryu's
Kick or Lin'sOuno My Woy skill.

If you gOllucky, they'll drop the Jolt skill, ond you'll understond why we couldn't offord to leove them olone. This simple lightning spell is Nino's firstdirect onock. II con even hit 0 smoll group
of enemies if they'restonding in0 dump.

------ ---- - -
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DANGER ROOM

This noor'sfirst room is a Danger Room full of Bind Spiders, but lin'slong range gives you a fairly easy strategy for victory. Toss some Meat
to get them dumped up and follow it up with a bullet. Have lin use Ouna My Way to knock the spiders bock, while Nino fill the space
between with G-Flares. lin should stick with Ouna My Way to push them bock again, while Ryu tokes out any spider that managed to get
dose enough to allack.

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

ROACHES IN THE HALLS

Rustphages are pretty easy to beat if you spot them from for away and have lin shoot them. Nino can lay down G-Flares while she shoots
them from afar, ensuring they never get anywhere near you. Bolder players may wont to gather them up (with meat or such) and have Ryu
start the combat, slaughtering them en masse with Side Slosh combos for big EXP bonuses.

Outside of some scallered Bind Spiders and Rustphoges in the hallways post here, you don't have too much to worry about on your way out.
Just keep your eyes peeled, because both enemies are fond of jumping from ceilings or dark corners. Towards the end you'll find a pair of
Walker Ants guarding a Yellow Box, and it'sa free ride from there to the ladder.

CHAPTER Two ~
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THE COLONYWALKTHROUGH

•
SHOWDOWN WITH DEVOLVE

--------...............-------------4•

The first room contains a few of our favorite ene­
mies, Hychees (now sinfully easy to pick off with
lin's gun), and there will probably be on Odd
Hychee lurking nearby too. The piles of healing

items that the Hychees provide usually portend a major threat, and the DeVolve in this room is
certainly no exception. You can skip this guy, as all he'sguarding is a Yellow Box and aD-Ratio

door, but why skip a fight you con win?

The usual shenanigans work well against
DeVolve: lin knocks him bock, Nino uses G-Flares to fill the space, while Ryu waits in front, filling up his AP bar, waiting for the DeVolve to
gel through. Make sure Ryu is blocking the doorway so the DeVolve ren't get in and start smashing the entire party with his spread attacks.

You might wont to de-equip your Steal-threaded shield for this fight. If you steal the DeVolve's Stuffed Animal, he'll become enraged, gain
a bunch of Ap, and probably beat you silly. Believe itor not, this is true. [If you do steal it, the Stuffed Animal con be sold for 250z]

Two D-Ratio doors block off most of this floor, so if Ihis is your first time through, there'snothing left to see.

CHAPTER Two ...
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Disappointed that no one falls for their lillie lcek-l 'm-o-thest ruse anymore, Hermits have
token to the ceiling. You rnn't always see them coming, so tread slowly and prepare to strike
as soon as one drops. As before, G-F1are combined with a hit-bock allack is your only chance
of victory.

From the centrol hallway where the Hermits
lurk, you con go east to a hallway where a
DeVolve guards a Yellow Box, west to the
Danger Room, or north to the exit.
Fortunately, the only "Danger" in the west
Danger Room is a large group of Rustphages,
which appear when you search the corpse of
the dead DeVolve.The Treasure Chest con­
tains acrudallin skill, There!.
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NEW SKILL: THERE!

There! does very lillie by itself, but when used inacombo, it enhances the cnerk that follows it. For exomple, the odded effect
of Un's20 AP Stoy Here! Skill usuolly lowers on opponent'smovement rote. But ifyou do 0 There! - Stoy Here! combo, the
odded effect will be to inflict the Bind condition insteod. There! combos with neorly 011 of Un's20 AP Skills in this moiler (the
only effect with Oullo My Woy is 0 slight domoge boost).

Boss Ant is pocking the Fireblost spell, which will do serious domoge to 0 wide spreod of
your choracters. Even if you con keep your chorocters for oport, this powerful ollock will
weor your porty down. The only solution is to fight with obondon, since he isn't ony more
dongerous up dose. Hove Ryu ond Un ollack with their best combos while Nino costs Jolt after Jolt. Victory will eorn you either a Fire
Check +1suit of armor, or 0 Lurid Stone thot can be sold for 1,000z.

ENDSECTOR BOROUGH
Toke 0 few moments to deor out your inventory, buy supplies, ond drop aSove Token in the
smoll outpost before the Uftport. The boss fight that owoits os soon os you poss through the
west door won't be difficult, but you'll need to be ot full heolth to survive their initiol ollocks.

BOSS ANT'S FIERY VENGEANCE

The room to the north is full of Worker Ants, which con be eosily ovoided. If you decide to go out of your way to erodicote these harmless,
peaceful creatures onywoy, prepare for 0 bit of karmic retribution: The doors will seol, the Oonger Room music will ploy, ond 0 Boss Ant will
appear bock at the entronce of the room.

g05S ~IGHT: ~1fJ'S AWAI«(NING

GOSCH
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GUNNER SGT.

DROP

II iit.'
300.

CHAPTER Two ...



BATTLER SGT

STEAL
300z

INVENTORY

Aher adisturbing event scene, you'll find
yourself facing Bosch and two other Rangers,
with Ryu locked in his dragon form. Thanks
to his dragon powers, Ryu is completely
invincible and can shred Bosch 's crew like
origami swans in agarbage disposal. But the
timer has started ticking on your O-Counter,
and every attock you make will bring you
closer to aO·Counter death.

Since each turn costs Ryu 2%ofhis O-Counter, itultimately uses less ofthe O-Counter to have Ryu go nuts and start dishing out Twister
attacks leh 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 towards your other choraders. IfNino and Un can finish oH Bosch and pull oH some G-F1are/knock-back tactics to kill the third guy, you
can finish this fight in a single round.

POWERGAMING

POWER GAMING - STEAUNG FROM BOSCH
Bosch is holding his trademark Fang skill (which is unavailable anywhere elsel 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 dragon form, and Bosch will avoid a"acking other characters in hissingle-mindedpursuit of Ryu.

lin is your only hope, since Nino probably won't have found ashield with an empty slot atthis point. Thread Steal into Un'sshield before the ba"le begins, and then do
the following:

• Have Ryu kill the other rangers on turn I, and then fly to the far end
of the ba"lelield, so Un is between him and Bosch.

• Position Un atthe far edge afBosch'smovement range lit'sroughly
the same as your characters' average rcnqe),

Bosch will move directly towards Ryu, and will only attack Un ifshehap·
pens to be in sword range where he stops. If you get lucky and steal both
items from Bosch'stwo cnerks, you can end the fight on the next turn
having used only 6%of Ryu'sD·(ounter.
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TO THE DANGER ROOM

11111~reg:roups in the small Uft: LowSector 1area. There's0 Telecorder and onItemShop here, ond lots of White and Yellow Boxes full of tosty items like AP Ups and

From the Uft LowSector 1area, toke the
passage inthe northwest down to Uft
EndSector. Asmall army of Rustphoge are
lurking around the train, so toke the initia­
tive and kill them quickly. These pesky
roaches are a bit tougher than their Baby
Rustphoge brothers, but they're easyto
beat if you use the terrain to your advan­
tage (onocking from abovewhile you block
therompwith G·F1ores).

011 have three paths to choose from. The southeastpath leads to Uft LowSector 2, the first of
Ifffee floors on the wayto the Biolab. The northwest and northeast paths both lead bock tothe
L1ft EndSector floor, which you aren't required to visit. But you might as well do 'emanyway:
The northeast path leads to on easy Yellow Box (guorded on~ by a single Baby Rustphage), and
the northwest path leads to aTreasure Chest with a new Skill for Nino.

There are on obscene number of batson the pair of bridges to the southeast. If you can get0 large groupof them in combat atonce, it'spossible
rock up sometruly obscene EXPbonuses. When you kill them all, theTreasure Key will appear.

If youturn around andtoke the south bridge to the west, return to the terminal where you fought Bosch and the EndSector Borough just beyond
that. If you continue to the east you'll findthe Treasure Chest, guarded by a Deathcowanda Beak.

The Deathcow may be bigger, but the Beak is
by for the more powerful foe. Unfortunately
for them, power doesn't metter match when
you mn't even reach your opponents. Since
both enemies have such limited movement ranges, you can easily keepthem atboy by holding
your ground and using lin's Ouno My Way Skill repeatedly. So Un knocks them bock, Nino fills
the void with G-F1ores, and Ryu stores up AP sohe con move in, strike, and move bock out
every other turn. They'll never even touch you.

NEW SKILL: JOLTBALL

The Treasure Chest contains Jaltball, a Ughtning·type magic circle similar to G·F1ore. When enemies hit it, they'll toke some Ughtning·type damageand havea good chance of
being Shocked. When on enemygetsshocked, he looses the rest of his AP for that turn. This added effect makes Joltboll a bener Skill than G·F1ore, but if you're still usingNino's
Pyromania weapon, you won't have on extra 1OAP slot for it yet.
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The first room oflhis floor presents a lovely opportunity 10gel sweet, sweel revenge for every time a Duke knocked you out in the Uh 10

Bio(orp areo. Abunch of Dukes are stuck up on the ledge with the Treosure Chesl, ond there's nothing they con do while you hurl explosives
ctihem and steal an easy Extra Turn with lln'sgun. The four Dukes in the next room are actually capable of fighting back, bUlthey should­
n'l give you 100much Irouble.
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The next room contoinsa pair of new foes
coiled Tricksters. These annoying creeps like
to steal on item at random from their target
and then allemptto flee. They're easy to kill
one-on-one, but canbe aserious pain in
larger bonles. Make sure bothare dead
before you challenge the Duke Bollier.

NEW SKILL :
You'dreally thing this Skill would be good, but you'dbe wrong. When you're hit, your character strikes bock with whatever 10 AP Skill is
set on your Circle bunen. 10 AP Skills never do much damage outside of combos, and the 10 AP the Counter uses (Quid be put to much
beller use during your own turn.

THE DUKE BATTLER

The hallway he guards leads to the Treasure Chest ledge from the first room. The Treasure
Key should be there if you killed all the Dukes, so open the chest and grab Blow Up!, Lin 's
firsl 30 AP Skill. This powerful spread allack is the worst nightmare of bot and roach enemies.

This armored super-Duke is your only ~hot atgelling the Shield Counter Skill, so make sure you equip the Steal Skill before the bailie begins.
The Duke BOllier is almost completely immune to hit-bocks, so Oulla My Way tricks won't help. But he is very slow, soifyou'redetermined not
to give him a fair fight, you can pull the some run-and-save-AP trick you used against the Cyclops.
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THE COLONY

LIFT LOWSECTOR 3

DEADLY AMBUSHES IN LIFT3

All the enemies in this fleer are pocked into the north room and the two connected bridges, There could be up to six spiders here, usually hiding
on the ceiling, and one well·hidden Goo Element. Switch to Ryu here, since his sword arm can react to surprises (like falling spiders) foster than
Un'sgun.

Killing the Goo Element will make the Treasure Key appear in the spider-pocked alcove south
of the entrance. Retrieve itcarefully, then make your way slowly down the spider-infested
bridges to the room with the Treasure Chest. Itcontains Ryu's10 AP Skill, RU5t Armor.

CHAPTER THREE ...
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RETURN OF THE DUKES II

The first Duke you'll encounter on this floor is sleeping peacefully, and it would be a shame to woke 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 gening the huge pock 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'sBlow Up! and Nino'sJolt to hit as many foes as possible, but make sure
they're standing against the bock wall when they do. Otherwise, they'll be vulnerable to the Duke'sbrutal counter oncrks,

The Treasure Key will appear when the lost Duke dies, and the chest contains a Backpack that
odds a page to your inventory. When you'redone dancing, singing, and weeping tears of joy, step
through the door and toke the lilt up to LowSector Borough.



You emerge from the lih to find lowSeelor Borough much 'he way you leh it. The paths to
Ranger HQ ond the lihore blocked, but the door to the Corplob hos finolly opened. Heol up
(pick up severoIAntidotes), geor up, ond heod inside.

THE CAPTURED
FAIRY

The door to the Corplob (in the eost) is
locked with 0 key cord you don't hove. Try it
onywoy, becouse the event in which you find
the cord doesn't hoppen until you do so.

While you'redown there, visit the two smoll rooms in the southwest. One £Ontoins 0 few
chests, while the other £Ontoins 0 coptured foiry. As 0 reword for soving her, she transports
the porty to The Colony ond honds over 0 Fairy Drop if you don't olreody hove one. The
Colony is 0 stronge mini-qcme thot will ultimotely leod to mony new items ond skills, os well
os on optionol 50·story dungeon. This is covered in the Kokon Horoy seelion.

For now, hire the three Worker Antswoiting by the sign ond ossign them to 0 digging teom.
Check bock often (oher every 20 bottles or so) to hire odditionol Worker Ants os they
become ovoiloble. No digging will begin until the next time you visit, so osk the Foiry to send
you home ond heod bock to low Sector Borough.

..........._--------~.•
CORPLAB ENTRANCE

CHAPTER FOUR

ROSS: LOWSHiOR GOROUGH AFJlIlUSH

I® _ijiUl§IJ'II'j

STEAL
800 .

DATTLER L1~UT.

STEAL II STEAL
soo.

---
CHAPTER FOUR <II



INVENTORY

Three ofBosch's cronies are waiting when you climb up the steps from the (orpLab, silting
an a canister ofPoison Gas. The Poison condition gels applied to you on each turn, so there's
no point in dealing with it. Instead, focus on quickly killing the rangers.

The Mage iseasily the most dangerous foe,
because he can castlceblast (which hits mul·
tiple characters) and a nasty spell called
Hundredgears (which depletes 100 HP from
its intended target). For this reason, make
sure no one's HP drops below 101; ifit
does, they'll be in one·hit kill range.

The BOllIer charges to allack, but the other two hang back and use ranged allacks. Set up
some magic traps in the Battler's path, and save Nyu's AP and wait for him. The other two
rangers have Aid Kits that can heal the party, but they only use itwhen their HP drops below
one-half. No one will intervene ifNyu kills the Battler while Un (using Blow Up) and Nina soh·
en up the rest ofthe group.

During the initial stages ofthe battle, ithelps to consolidatethe approaching enemies if your
party backs up slightly. Although two ofthe enemy rangers use ranged weapons, 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 BOllIer should quickly crumble under these conditions, and
the other rangers will have nothing to showfor it.

/

I
I

INTO THE CORPLAB

Alter the post-banle intermission, one ranger drops his Bio(orp ID. Use it on the cord reader
to get past the locked door. There are no enemies on this floor, but there is aTelecorder and
the three shop girls. Buy some Antidotes to dear up any lingering Paison effects, and take the
southwest door to Corplab 1F.

This next area has a number of humans and goo monsters, so no single Trap works well.
Take some meat for manipulating the Goo, but make sure you have some type of Bombs for
dealing with humans (who don't snack until alter they wipe the floor with you).
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THE CORPlAB 2F TREASURE KEY

Toke the elevator inthe southwest corner up
to Ierplcb 2F and searchthe northern
rooms. In the central room (accessible from
the east) you'll encounter on Odd Hychee
and acadre of regular Hychees.Stock up on
healingitems, thengo across the bridge.

Both sides of the bridge are pocked with
Buzz enemies. They're fairly weak, so throw
some Meat and go for a big XP bonus. Bring
along a few spore Antidotes, though,
because their stings are poisonous. lin is the
best person for culling the herd here, use
her for the Extra Turn and unleash wide
area o"ocks.

CHAPTER FOUR ...



INVENTORY

THE CORPLAB 1F TREASURE KEY

There are twa Patroller enemies in the hallway south of the roam inwhich you fought the
Rafflesias. Nate the Yellow Box behind them, but think twice about engaging these twa in
combat. When each Patroller dies, itsummons four tough Bouncer enemies in the next hall-
way. Let bath live and the hallway remains dear; kill them bath and eight Bouncersawait. If
you're up for the challenge, go for it!

room atthe end of the bridges contains two Rofflesias, some rother pewlior enemies. For a relatively easy fight, skip all of Nina's turns and
e Ryu and Un pelt them with everything in their arsenal. For more challenging bonles, have Nina chip in, too; rhis foe'sstats increase by 10%

ass 1he bam: itgels hit with magic. The XP this enemy relinquishes will increase according~ , but don't gel in over your head. On each
tum, the Ra 9!Jin huH as many HP as they currently hove. Therefore, don't bite off more than you con chew or you may find that they
regenerate mclre damage thon your characters can innict. To sofe~ earn Xp, knock the Rafflesias to the brink of death before using any Magic.

After defeating both enemies, the Treasure Key appears. Crass the east bridge and hang a
left to get to the Hychee roam, where the Blue Chest awaits. It contains Roundsaber, a
30AP Spread anack for Ryu.

"" POWERGAMING

r What are eight Bouncers compared to aparty of your potential? If you're fairly experienced and comfortable with the game by now, the Bouncer fight can be a lot of fun. Use
the boxes in the corridor to make theenemies bunch up before engaging them. When the Bouncers get hooked onto the boxes, itis safe for Nina to start the fight-this is
exactly what you want. Hammer the Bouncers with AaE anacks from the start of the fight to end it in one or twa rounds. This earns you ahefty XP banu~ven from mere
Bauncer5-(]nd it's aTON of fun to pull this off. The second time through the game, this fight is a must, but even first-timers will enjoy the potential for a goad tussle here.

If you're characters aren't quite powerful enough for this fight, stack up an Bombs and Dynamite. When the Bouncers get stucktogether, use Dynamite to softenthe group.
After doing so, throw in a couple of Bombs (these can be saved for the first round of banle and used manually).

r: .~-...~~:. ~ ~
I :' ..-.... ... ---
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The elevator atthe end of the Bouncers'
hallway leads to a new section of
CarpLab 1F. The large roam here is full
of Rubyand Plasma Gao, enemies that
can quickly overwhelm a party with
powerful magic. To do so, strike attheir
type weaknesses. Hit the red Ruby Gao
with ice spells andthe yellow Plasma
Goo with fire. Hining the Rubies with

fire or the Plasmaswith lightning causes them to regenerate and become stronger. After
dearing the room, the Treasure Key appears.
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CORPLAB 3F, 4F & SF

The chest contains Blunt, a Nino spell that lowers its targets' anack score. This technique is
effective against certain enemies, in particular Armstrongs.

There is a giant Armstrong in the corner of the Blue Chest room that follows, but this enemy is
slow and narcoleptic. so combat is easy to ovoid. If you wont to fight this enemy. be advised
thot it has amazing defense. Nino is the best choice here, especially if she has the lightning
skill. The Armstrong counters physical cnorks, so make sure lin stays for away and keep Ryu's
HP up.The Armstrong falls asleep aher a few turns and gains 250 HP. When this occurs, have
everyone skip their next turn to fill up their AP bars. On the next turn, woke up the foe with
blistering 150 AP combos.
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CORPLAB 3F NORTH

The large central room on this floor contains a bunch of Goo enemies, including the new Sapphire Goo. Kill at least one of them to acquire the
Frost skill for Nino.

Afor more interesting pair of enemies lurks
here as well, the Konophoge. These gilded
bugs are worth 10,OOOz, but their value drops
in half with each unsuccessful attock. With this in
mind, use the party'sstrongest level 3attacks to kill them withas fewhitsaspossible. These
enemies are quite good atrunning away, so have Ryu use a pair of Deothbringers during his
Extra Turn to dispose of them. If they seem to be getting away, have Nino ottemptto-reorn
them with a lightning attock.

--------



WALKTHROUGH

CORPl AB 3F SOUTH

THE COLONY BESTIARY

CORPl AB 4F

There are four Patrollers on this floor. Each one will summon nine Bouncers intothehalls whenit
dies. Ifyou're determined to ovoid the Bouncer benles, use Ryu's D·Dashtoget throughby with
only a small cast to the D-Counter (0 few tenths of a percent if used carefu lly).

The bridge that connects the north and south ports of this mop will either be infested with a bunch of Buzz enemies with one Queen, or just
three Queen Buzzes. If the former appears, go for the big XP. If the latter appears, just fight them one-en-one. It shouldn't be a problem, as
these enemies are susceptible to Fire and not particularly dangerous. Also, they always drop longfoots!

After crossing the north bridge, go bock 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 interesting event occurs on the way.

GeNing post the Patrollers in the northwest remer room can be tricky if you wont to open the
Blue Chest neor the entronce fo this floor (do so, as it contains a Backpack). AGoo Prism (0
slightly tougher version of the Goo Element) has the Treasure Key, and it sometimes 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 Nino finishes the job, the item changes based on the element used.

Un: Handgun +3
Ryu: Strong Sward +3
Nina-Ice: Ice Check +1
Nina-Fire: Ruby Maser +1
Nina-Electric: P1asmap!;:.;:o;:o;f:.;+~l__...

CORPlAB SF

This floor is free of enemies, so explore at your leisure and don't miss the Telecorder and
shop girls in the southwest room. Arma'sshop is always the some this time; the Electric-type
weaponsfor Nino and the Anti-Ice armor available to everyone should provide a due about
yourparty's next destination. Both sets of equipment are useful in the Ice Coves, which is
just post the door inthe northwest.

----------~----------- - --------

CHAPTER FOUR ..
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MEET THE GARS
You'll find 0 room guarded by four Gar-series enemies if you continue into the door directly ahead. They guard a treasure of either three Yellow
Boxes or one Yellow and five White, so it's probably worth the trouble. However, four Gors atonce can be overwhelming, so open the door ond lure
them out one or two ata time before entering.

Like virtually 011 enemies in the Frozen Rood, Gars ore weak to Electric cncrks. Since Nino will be
your MVP throughout this dungeon, try to equip her with on Antenno or Thor Hammer for the slight
Electric·domage boost they provide. If you haven't found one, you con buy one from the weapon
dealer atthe end of Corplab.

....._------..............._---------..
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THE CENTRAL CAVERN
There's a large cavern narth af the entrance that contains a number of Goo Sapphires and Drillbugs. Drillbugs are prelly easy to avoid, since they're
completely obsessed with running araund in their lillie circles. If you choose to fight them, you'll find them pretty easy to beat with Lightning spells
and long range allacks. From here you can go north to the stairs, or east to the Treasure Chest.

--------- ..............._--------~.

THE TREASURE CHEST

~PO W E R G A MINGI
----------------

Drillbugs are very easy to group together with meat, so toss a slab of juicy ribs into the center of a bug group. The lillie guys will
converge on the meat and lend themselves to a very shocking Extra Turn from Nina. This earns you a nice chunk of free XP.

The bridge here is full of new Aggrossa and
Aggrosser enemies. Try to lump them up
with Fresh Meat, and then take them out
with Blow Up and Jolt allacks. Not only will
you get agood amount of Xp, you'll also
end up with a pile of valuable HP Ups.

The Aggrossers will drop the Treasure Key once eradicated. The nearby chest contains Lin's
Greetings skill.
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HERMITS: THE NEXT GENERATION
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POWERGAMING

Not everything inthe frozen loke oreois asitseems.Switchto lin so you can see ifher crosshoirs
appear on the White Boxes before youapproachthem. If they don't show up, the box is probably a
Jock Box in disguise. Toss someMeat to lure out the beast within, then start the fight with Ryu.
Most of the boxes in this room are foke, including the giant one.

Fortunately for you/ Jock Boxes are easily beaten
and offer on incredibleopportunity to earn
obscene amounts of money. Additionolly, the Big
Jock Box holds the Treasure Key for this Aoor.

JACKING THE JACK BOXES
Every time you hit the Jock Box, the amount of cosh it holds increases. You con
actually watch the pot grow, hit by hit, by using Un'sProfile ability. The formu­
la that determines how much money you get is complex, but the method to
maximize itis pretty simple.

On your first turn (the Extra Turn, for exomple), hit the enemy three, five, or
seven times (seven gets you the most money), then end your turn and wait
until the Jock Box'sfirst turn. Amessage will soy/"Jock Pod"and the amount
of lenny it holds will begin to increase dramatically.

On your next turn, have everyone hit the Jock Box as ohen as possible. Youmustkill it this turn, or the pot will zero-out permanently on the Jock Box'snext turn. Get inas
many hits as possible before it dies. Use low damage skills like There!andHex(sold inThe Colony), and Ice-type spells like Frost to get in 15-20 hits before you finish it off.
Ifyou can hit the Jock Box enough, its pursewill max out atastunning 60/000 lenny. Pull thisoff on each of the five or so Jock Boxes in this dungeon, and you'll never
need to worry about money again.

~I~~ -

'---------------------------------------- --

THE EAST CHAMBER

There'sa smoll army of Gars here, but
they'll have trouble reaching you from the
pit in the south port of the room. Capitalize
on this by sohening them up with explosives
before you wade in and finish them off.

....
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This room also marks the return of the Beak and Deothcow enemies lost seen inthe Uft to
LowSector. Iheyrenowhere nearas tough now that you'refive or six levels higher, butlhey
con still pose a serious threat. Try to have Ryu start the fight so he con get inrange before
they cost Howland all of your characters end up withthe Bind condition.

The TreasureChest inthe south end contains theeasy-to-abuse Feint skill. Grab thot, then
continue north to the thirdAoor.

~---------_=r_----------"""'=" ---------- ---
CHAPTER FIVE <II
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The first time you're hit in eoch combat, Feint will erose all of the damage. Combine itwith the ability to switch shields in combat, and this
powerful skill con be exploited in a number of ways. For example, thread three different shields with Feint, switch between them on each
of your turns, and prevent three allacks. Or once your Feint has been expended, switch to ashield threaded with Valor or some other
useful skill.
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The Treasure Key for this noor is in the clutches of a giant Ice Goo surrounded by a cadre of
smaller Goo Sapphires. The Ice Goo may look more dangerous, but it will go down just as quickly if
you use common sense Goo-killing tactics. Use some Meat to get all the Goos together, then have
Nino get the Extra Turn. Immediately hit everyone with some lightning spells to suppress their abil­
ity to use high-level skills, then clean them up with moss-kill tactics.

THE ICE GOO
--------..............._---------.

To get to the Treasure Chest, you'll need to
fight your way post the Bug leader and his small army of Drillbugs. If possible, try to lure
the Drillbugs away and kill them first; you wont to toke the Bug leader on by himself.

If there are Drillbugs in the fight, ignore them and kill the Bug leader first. If you kill a
Drillbug in the Bug leader's presence, he'll cost a Blizzard spell on the entire group. Avoid
that and he's not so tough. Watch out for his Thumbing aMack, which can Blind its target, but
do keep him olive long enough to steal the Leech Power skill. This neatliMle shield skill will
suck a few AP from any foe that nttcrks you. Best of all, it's free for you to use.

The chest contains a weapon, not a skill. Make sure you don't accidentally dump it from your
inventory before you can get it Appraised; the (leaner comes with the important ('Man!
skill pre-installed.

CHAPTER FNE ..

The next room is a fairly easy Danger
Room, where you'll have to fight a handful
of Aggrossas and Beaks. The Aggrossas are
preMy shy, and you may need to 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
characters on the bridge.

THE DANGER ROOM

;---------
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A LEGION OF GARS
The four Gars in this room are in a pretty tight formation, so it won't be easy to cut them into
smaller groups. This would be a good time to use some of your accumulated explosives to weaken
the Gars before Nino finishes them off with lightning anacks. It'snice to starlthis off with agood
Meat toss, though; you don't wont any of those Gars to make a run and rob you of on Extra Turn.
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A WELCOME HYCHEE ROOM

This looks like 0 typicol Hychee Room: Five of the smoller maggots surround asingle Odd
Hychee. However, check out the ceiling before you rush in 10 collect your Heal Kits-there
are twomore Odd Hychee lurking up there. Lure them down and wipe them out, too; the Mega
Aid Kits they drop will be a big help inthe series of boss fights ahead.

BEAKS ON THE BRIDGES

If you don't core about the Treasure Chest here, you con go straight through ihe door to the north and ovoid the Beaks entirely. If you wont to get the Treasure Key, start the bottle from afar so
you can use the thin network of bridges to your advantage. Whenthe Beaksare forced to come at you in single file lines, they'll be set up perfectly for G-series spells and Lightning blasts; line
anacks like Fangworkwell, too.

The Treasure Chest inthesmall roomtothe north contains Fragball, a 20 APMagic Trap skill for Nino. This one is Ice-type (so it'suseless in this dungeon), with the added effect of freezing
some enemies. Don't miss theother alcoveat thesouthend, which will either havea YellowBox or fourWhiteBoxes.

SHOP GIRLS AND JACK BOXES

Makesure you have plenty of Aid Kits and Tonics before you toke the north door to the Storoge Area. Hit the Telecorder, too-you can offord
tospendaSave Token, sinceyou'll get twomore aher the boss fight.This is one of the best save points in the game; if you're going to save at
all, this is a keyspot.

When youcross the land bridge to the east, you'll be only a few steps away from the sweet relief of a pair of shop girls IJaju and Leol and a
Telecorder. However, don't assume thatthis final room issafe, because several of the chests here are Jock Boxes. By now you should know how
to mint Zenny fromeach one; it'stoo bod there isn't a weapon shop here to spend your fortune on.

NEW SKILL : ( 'MERE!

Lin can't learn ('Mere! atthis point in the game, but it comes pre-installedin the Cleaner gun that youcan now have appraised. ('Mere!
does no damage, but it will pull enemies forward a great distance. This can be usedtoprevent foes fromfleeing, pull enemies into
G-Flares, and bring distant targets into Ryu's range.

:;>
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INVENTORY

You just saved your game, and things (an get very exdting over the next few ba"les. An up(Qming series afbass fights will grant you a lovely amount of Party Experien(e,
espedally if you win those fights during the first round.

If you want to have a bit of fun and build up more pawer, use your Dragon abilities to destroy the enemies inall threeof the ba"les. Afirst-round victory is almost hard to
avoid onre D·(ounter points are no longer an issue.

When theseries of fights is over, give up and start the whole preress over again. An hour spent (ollecting XP in this manner will set a party up for the rest of their journey
(you (an gain enough levels to stay out of harm'sway through most (hallengesl.
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An eight-on-three fight is never foir, 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 Ryu wades into
their midst. Ifyou can go into aposition for Side Slice to hit aGunner and aBal/ler atthe some
time, you will enioy the extra damage that the Bal/ler tokes. Gunners iust don't have the
defense to survive for very long against direct al/ack.

When the Gunner on the left side is down and the Bal/lers are on the wane, it's time to strike at
the more prominent group (on the right side). Have Lin pull them together and continue to have
her and Nino use softening AoE al/acks; Ryu should stay close and bring targets down.

The final group atthe bol/om is ofIiI/Ie consequence with its supporting warriors slain. Advance on them and grant them aswift rest.

ASIi\'IOV

GeMrator 11:41

This walking drill press isn'thalf as tough as itlooks. Send Ryu in to deal with itdirectly while Nino
and Lin use their Spread al/acks to kill the Annexes before they al/ack. Make sure Ryu has Steal
equipped;ifhe gels lucky, he can swipe the Asimov's Generator, reducing its ability to regain AP.

Because the Asimov will constantly regenerate its Annexes, the machine will al/ack only rarely.
This keeps your party from taking much damage at all!

When Asimov falls to 0 Hp, you have three rounds to flee before itexplodes. Run iust for
enough away that the Annexes are in the outer range ofNino and Lin 's al/acks, so they con
continue to deal with them, while awaiting the boom.

IfXP isn't as important to you, iust keep running and make the Annexes do all ofthe hard work. They will get abock al/ack in against you, but you won'trisk being in close proximity to the
blast ofthe Asimovwhenit dies.

- - - - - - - - - - - -=- - - - - - - - - - - ........"...... ----------,-- --

CHAPTER FIVE <4



ROUND lHftH: CAPTAIN lHIO

CAPTAIN ZHlO
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INVENTORY

In the final round afthis battle, Captain lena attacks while two Mage Captains back her up.
lena isn't too tough at first, but she can strike two charaders each turn far smalf amounts of
damage. Your first priarity is to take out one ofthe Mages;both can castlceblast and hit multi·
pIe charaders. The mage on your immediate flank is the best target, and your party should be
able ta take this caster down in the first round.

When one ofthe Mages is dead, things get abit more camplex. lena is easy enough ta wound
early on, but she has aheck ofacard to play ifyau push her back to the waif. Ifthe second
mage dies or ifleno falfs belaw half ofher maximum health, she wilf use her Final Verdict
skilf to power herself up considerably. To maximize your chance ofwinning this fight, concentrate on leno aher the first mage dies. You can woundthe other in preparation for 0 kill, but don't
finish that second mage until leno undergoes her transformation. When Captain leon begins to approach half·health, save up your AP for ahuge combo attack thot wilf send her as far toword
the grave as possible (Ryu is the best choice for doing this). The moment she changes, kilf the other mage and work on the deadly leader once she 's alone.

leno does alot more damage in her new mode ofattack and she takes half damage from alf ofyour attacks, including the magi·
cal ones. This is why you want to lower her health bar as much as possible before this stage ofthe fight. Ifthings are stilf look·
ing bleak, even with alf ofthe preparation work that you have done, transform into aDragon and hit leno with a Twister.

Aher defeating leno, recaver her sword, the Violet Blade. Take
itoutside to get appraised and begin using itimmediately. Don't
forget to raid the rooms that border the battlefield.Apair ofSave
Tokens is among the treasures.
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In the secondfight, it'seasy to stealthe Take Thisl Skillirom the Asimov, but
a little tougher to steal the Generator, which can be sold for 2,500z. The
Batteries that the Annexes have can be sold for a mere 100z.

In the final battle, snagthe powerful Valar Shield Skill from lena herself, as
well as her trademark V(which can be said for 1300z). The Mages each hold
a Magic Wand +2, a fantastic weapon for Nina that has increasedpower
and manymore skill slots.

STEALING FROM ZENO'S MEN
There'sa lot of great stuff to swipe in the three boss fights, soequip everyone with Steal to increase the odds you'll get it all.
In the firstfight, steal Dent Weapon from any of the three Gunner Captains, (ounter from the Lead Battler, and Third
Eye from the Lead Gunner.

~
A PLETHORA OF NEW SKILLS

The skills youcan steal in this series of bottle are all quite useful. Third Eye is quite interesting; it's a 10APskill that guarantees your
next attack will hit. It can', be used in combos, which is annoying, but it's nice tohave available inoneof your alternateweapons, espe­
cially when paired up with powerful, but inaccurate, skills like Ogre Slice.

Un's Take Thisl skill is one of her few good damage-dealing skills, and it's especially cool when used in combination withThere!.

The shield skill Valor will resurrect a character (up to one HP) the first time you die inanybattle. Always keepashield with this
equipped in your inventory for boss fights (where itcan really hurt to lose a turn gettingwaken up with a tonic). It also ensures that
you'll never lose the game when your entire party is hit by a powerful spread attack. Obviously, swapit out once it's been activated.

Finally, there is Violet Death, the 30 AP skill that exists only in lena's Violet Blade. This nifty little skill hits once witha weak attack that ignores the enemy'sDefense, and then follows it
up with a powerful spread attock. In general, it's a better skill than Deathbringer.

CHAPTER FIVE ...
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A DEN OF THIEVES
After turning the corner in the first room of IndustOne, the porty comes foce-to-foce with five new
Trickster-series enemies. The two Bondits stun the porty ond steoltheir items, possibly costing 0

turn, ond then run for the exits. HighwoyStors oren't pickpockets, but they will grob ony items on
the bo«lefield. This will likely include the items you just recovered from the Bondits.



Aher defeating the Ebonfires, the lonely Baphometloses its regeneration ability and storts costing Flore instead of Rreblasl. Clearly the safest strategy is to eliminate the weaker Ebonfires first,
but this comes ata price: Aweakened Baphomet will relinquish only 300 XP instead of the usual 1,000 XP.

INDUSTONE 2F

BAPHOMET AND THE EBONFIRES

Two new enemies lurk in the next area. The
giant Baphomet and the smaller Ebonfires
congregate in open areas, so use lin's
(,Mere! skill to bring them into Ryu's range.
Switch Nina to Ice anacks, because both foes
are Rre-based enemies.

THE COLONY

Take the north door out of there to find a
room with a trio of Odd Hychees. The lower
door leads to the next part of this floor.

Fortunately, a new weapon will help counter
011 of this nonsense. The ('Man skill in lin's
deaner weapon will pull the fleeing bur­
glors back to the party. Then Ryu and Nina
can teach them avaluable lessan abouttak­
ing things that dan', belang ta them.
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NEW ENEMIES IN 2F WEST

The second room in2F West hos 0 trio 01 robotic enemies guarding a Blue Chest. Inactuality, the Blue Chest is aWonder Boxand the Capeks
aren't holding aTreasure Key.

Whether you skipthis light or not, it'simportant to note that the Capekenemy is abundant here soit begoovesyou tolearn its weaknesses. Like
most electric creatures, Capeks are weak against Icespells. Similar to the Annex enemies, they lose some 01 their offensive might ilyousteal
their Battery Pack. Capeks have two long·range cnorks (Gatling and Jolt), and conuse Pushto knock bock those who get toodose. For this
reason, get Linthe Extra Turn and onlymove Ryu inlor the killingblow.

/ POWERGAMING

JACKING THE WONDER BOX
Like the Jock Box, theWonder Box seems to exist to reword players who can ligure out its linle game. Itwill sell-desnud at
the end 01 any turn inwhich it is hurt, andthe item itleaves behind is based on how much damage it sustained. You have one
turn in which to get it as dose to 0HPas possible without going over. The prizes are:

SOl. HP
251-500HP
51-250
II -50
6·10
2·5
I

H Kit
Save Token
GOIcI XP
Hymnal . 1
SkHl: Keep At ItI
Soul Ring. 1
Junk



THE EAST WING TREASURE KEY

THE COLONY BESTIARY

Stay an the graund flaar aher wiping aut the Capeks hanging araund near the entrance.
Praceed carefully inta the center af the room ta find a bunch af Petraphages.

When alerted to the party's presence, a Petraphage will quickly charge atthe party in a straight
line. If yau successfully dadge the creature, it will hit a wall and mamentarily stun itself. When
this happens, quickly shoot it. It 'snot always passible ta eliminate Petraphages without combat,
because they tend to a"ack aut of nawhere. To steal the Explosion skill from a Petrophage,
you must face a bottle or two so don't auto-kill the entire herd.

auick~ dispose of Petrophages to avoid their Twin Strike a"acks later in the fight. This self-destructing a"ack con inflict lethal damage to anyone nearby. The oily Petrophages are weak against
Fire spells and weapons, but the flames make them ignite. When this happens, know that they'll use Explasion on their next turn. This will cause damage to the entire party, plus it will kill any
other Petraphages nearby. Kill all of the Petrophages to make the Treasure Key appear.

THE EAST WING TREASURE ROOM

Enter the next large chamber and locate a small control room with a Fire Goa and some Goo
Rubies. Nina's usual Gaa·killing tactics are effective here. The prize is Un's level 3 let's
Dance! skill. It resembles her Blow Up skill, but the area of effect of let's Dance is a circle
instead afaspread effect.

Continue sauth to reach a new tunnel that takes you to the lower half of the West Wing. From
here, con6nue west to the ladder that rises to the next floor. Amixed bag of Bandits,
Pelrophages, and HighwayStars will nnempt to prevent the party's safe passage. You won't miss
much by choosing to avoid them and run for the exit.

CHAPTER IX ..
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RETURN OF BAPHOMET

The first port of IndustOne 3F is one giant Danger Room. There shouldn't be any enemies in the
control room, but as soon as you open the door the party comes face-to-face with a Bophomet
and seven Ebonfires. Don't let them surprise you!

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

CAPEKS ON PATROL

After a vacant room with four White Boxes, you should enter a giant warehouse area. Five Copeks are guarding the bock wall. The four
doors lead to small pockets of treasure (the second door from the south leads to the exit).

It'seasy to ovoid the Copeks, as these creatures can only see as for as their red tracers. However, you mustkill them all to get the Treasure
Key. The Treasure Chest (accessed through the northernmost door) contains Nino'sFireball skill, yet another Level 2magic trap.

----- ------



BESTIARYKOKON HORAY ~E _
A MACABRE SCENE IN INDUSTTWO

The fi~1 room of the nexl Aoor is llnered with corpses, entirely locked down, ond seemingly
devoid of enemies. Heod inlo the control room in the bock ond loke a look ot ihe fallen rangers.
When you return to the main area, a new boss, Ionnu, is wailing omongsl the carnage.

Bess: TANTRA

TAtHRA

Skill: ( 'm....10 :71

u : , '

300. 0 :7)

The battle with Tantra is fairly quick but
messy. Tantra will likely start by putting the
entire party to sleep. Therefore, equip the
party with armor that prevents Sleep. The
boss then uses the Forcacion skill to gain an
across-the-board stat boost at another char­
aders expense. Tantra lashes out with a
Multi Attack, and recovers its HP by draining
it from your party.

The one thing Tantra lacks is defense, so it's possible to cut him down in iust a few turns-ifeveryone remains awake and alive. This beast
has no particular magical weakness, so have Nina make achain with all ofher attack spells to receive combo bonuses.

Anyone with aSteal-threaded shield should try to snatch ('Mere, the useful lin skill that is
built into the Cleaner. Aher doing so, switch back to shields that have either Feint or Valor.

Ifthe fight isn'tprogressing fast enough, put on anti-sleep or anti-confusion armors. Both of
these effects are nasty when they hit two or three members ofyour party. Confusion is the
worst ofthe bunch, so beware ofit.

.....- - - - - - - - - - ....",------------ 'l:::'" ------------- --
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THE NORTH ROUTE

BESTIARY

POWERGAMING

PICK A DOOR, ANY DOOR

lnntru leaves behind the IndZone2 ID. Use it to unlock the doors to the north and south.
Each door leads to a separate part of 2F with a mini-bess, a Blue Chest, and a ladder to 3F.
The route you take is yours to make, but the southern route is definitely easier.

Proceed carefully as you enter the second room of this Roor. Deegon will charge forth at the
party fromthe darkness, and you can't afford for him to get the Extra Turn. Doing so would
give himtwocansecutive turns while your party is tightly pocked and vulnerable.

r-;HREEVERSIONS OF TANTRA
If you want the Crimson Raid skill, one of Ryu'sbest level 2aMacks, then take
both routes. Each mini-bess you defeat pawers up the boss that awaits in 3F, thus
changing the items the boss will be holding. To get a chance atstealing Crimson Raid
instead of the weaker Brainquake or Blunt skills, eliminate both mini·bosses before
entering 3F. The boss will be a lot tougher, but it's worth il!

If you want all three skills, drop a Save Token back at the Telecorder in Storage, fight
each form, learn the skill, give up, and do itagain

THE COLONY
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Deegan possesses great reach with his long arms, so spread out the party. He is weak to Ice onocks, and since you're fighting him on athin bridge, Fragball works quite well. Use lin to knock
him back or pull him forward into the ice traps, and have Nyu hammer him with his strongest anacks. Make sure to heal all status conditions immediately.

The only itemyou can steal is an Afro (17), which can be sold for 2,0001 (!!). Ifyou're not desperate for money, thread defensive skills like Feint, Valor, and Phys.Def into the party's shields
insteadofSteal.

When the Treasure Keymaterializes, open a nearby chest to get lin'sToo Slow!! skill.

THE SOUTH ROUTE

like Deegan, Geegagis is waiting in the second room of IndustTwo'ssecond Roor. Unlike Deegon, geMing the Extra Turn against a lumberinghulk likeGeegagis isn't particularlydifficult.
Geegagis may have tough defensive skills, but he'seasier to defeat.

CHAPTER SIX ..



BOSS: GEEGAGIS

GEEGAGIS
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It isn'teasy to pierce Geegagis' armor plating, so focus on Ice spells and small combos that build up to al/acksthat ignore defense (like Fang). Geegagis isn'tstrong on offense, but he will use
the Toke That! skill after gel/ing hit 10 times. The closer the party isto Geegogis when this occurs, the more damage itinflicts. Fortunately, Lin and Nino have long-range ol/acks that should
keep them fairly safe. When Geegagis storts gathering his fury, move Ryu away and store AP for aturn.

The Treasure Chest in the south wing contains Ryu'sSpiritcharge, a level 2skill that powers up the level 3skill that follows it (kind of like lin'sThere! skill). II's barely better than a good
level 2nttark like Skullsplit or Fang, though.

REMATCH AT INDUSTTWO 3F

There'sa room full of White and Yellow Boxes outside of Tantra 's room. Raid the chestson the other sideafter the boss fight.

BOSS: TANTRA

TAtHRA - DHGOtl VERSION
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Tantra has all ofhis old abilities, plus the al/ributes
and abilities ofwhichever friend(s} he absorbed. If
he absorbed Deegan, he hos Counter (hooked up
to his OWll Drain) and Pre-Primus, as well as some
nasty physical combos. Ifhe absorbed Geegagis,
he has the some incredible defense, and the Toke
That! ability. Ifhe absorbed both, he has both sets
ofabilities, although his defense is lower than ifhe
hod just absorbed Geegagis.

Tantra's Drain counteral/ack is particularly effedive. Since Drain depletes apercentage ofacharader's
Hp, always heal after al/acking and not before. End all ofLin's combos with the OUI/a My Way ability
to knock him out ofDrain range and prevent some damage ifhe does Toke That! during your turn.

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 gel/ing killed by Hundredgears,
but it's also small enough that Pre-Primus won'tget much offhis Drain al/acks Ifhe absorbed
Geegigas. Heal up when he begins Hgatheringhis furyHin preparation for aToke That! al/ack.

11 you run out ofhealing items, switch to Dragon Form and end the fight as quickly as possible.
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MIDSECTOR MALL

Toss the kids in the minivan and break out ihe charge cards, 'cause we're gaing tathe mall! Yes, the MidSectar Mall has faad, folks, and fun
aplenty, as well as Ihe posl·Tantra Telecorder you've been waiting for.

The HoI Dog Vendor is dosed, but ihere'splenty of good shopping alArma 'sWeapons MidSector. The exact shop list is random, as usual, but if
you're lucky, you'll be able to pick up such Ireats as aMagic Wand for Nina and aSniperScape for lin.

------------..,.-- - - - - - - - --..,.. ------------ ----
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s I e Appraiser hiding in a distant corner; you /II want to use her lockers to deor up some inventory slots before the next orea.

UNDEAD AND BROKENHEARTED

Acadre of Zombies will be waiting for you when you enter TradeSector 1. Zombies may top the
most-annoying enemy list in Dragon Quaner, since they return to life immediately aher being
killed. To eliminate them permanently, you must find their disembodied soul, in the form of the
floating green Breakheart enemies.

The Breakheorts don 't always hang around
near their Zombie bodies, so you may
need to track them down. Use meat to
avoid needless Zombie baMles as you
search for them.

Breakhearts are very difficult to hit, both an the
field and in combat. Ryu'sThird Eye skill, fallowed
by a strong Level 3aMack, will come in quite
handy. Another option is to freeze them with Nina /s
Ice spells, dropping their evasion considerably.

POWERGAMING

With a save point just recently passed, this is an extremely evil place for some power XP forming. For one thing, the XP for Worm-Men and Breakhearts in this region isn't
bad atall, but that is only the beginning.

The rewords for these fights are also quite sweet. Anumber of Breakhearts will drop AP Ups for you. These are the best items in the game for increasing a charocter's over­
all effectiveness. If you use your hem locker to save them, itis possible to give up and retry this area several times. Do this to grab 30 or 40 AP Ups and you won't have a
care leh in the world!

You can even make a fair bit of money during your foray into the wild world of power gaming. Breakhearts alsa provlde you with Ghost Stones to sell for a fair sum, and
there ore Kanaphages just a level down into the sector.

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

A DIFFICULT TREASURE CHEST

Hunt down 01110 Breakhearts on this floor to get the Treasure Key. Along the way you/II
encounter another new enemy, the Worm-Man. This reptilian freak has almost no mobility, but
his aMack range is surprisingly long and wide. If you can get a shelf or wall between you and
him, kill him safely with Nina's magic. If you have a SniperScope, lin can kill him from far
oway, too. Meanwhile, Ryu can catch up on his reading.

~--------



You 'll find the Blue Chest in the north alcove in the north room, In some variations, Petrophoges
will ambush you from behind the desk, so tread carefully, The chest contains a Backpack,
Seems as though the treasure was worth it after all!
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TRADESECTOR IN

TRADESECTOR B BLUE CHEST

The room with the Blue Chest is erressible from TrodeSector In'snortheost lodder.Toget the
Treasure Key, you need to kill the three Worm·Men in thesouthern port of the room. You
don 't need to bottle the Zombiesinthenorthern oreo; the olcovethey guord is empty.

Hove Un shoot through 0 shelf to stort thefight with the Worm·Men. If you position her corefully to the side, she'll be oble to hit the group with
skills like Let's Dance! while Nino con simply test right through the shelves. If Ryu'sup for it, send him inos on obstocle to prevent the Worm·
Men from getting ot the protectedchorocters.

The Blue Chest tontcins Ryu's level3Grele Stage skill, the some skill the Worm·Men probobly just used againstyou. It's not terribly powerful,
but it's usefulwhen you're surroundedby weok enemies.

In addition to the usual Zombies, Breakhearts, and Petrophoges, the hallways are populated
with a new enemy, the Trilizard. This beast chonges its magical type every turn, cycling from
Fire to ke to Electric (its initiol mogic when the bottle begins is rondom). Moke sure Nino hos 0

weapon like Mogic Wond thot (on hold skills of 011 three types, so she (on figure out whot's
effective with level I ntterks, ond then hommer itwith more powerful stull.

The tunnels olso mork the return of
Konophoges, the enemies thot will give you
10,OOOz if you (on kill them inone hit. Thot
tosk will be 0 lot eosier if you picked up Ryu's
Spirit(horge skill in IndustTwo. Cost thotfirst,
then use Deothbringer for whot will likely be 0

nne-hit kill.

There ore three lodders in TrodeSector In. Thesoutheost lodder leods to 0 smoll (hunk of
TrodeSector Awith 0 Yellow Box. The northeost lodder leods to the Treosure Key ond Blue Chest, while the northwest lodder leods to Trinity Pit. If
you wont to get the Blue Chest, it'ssofer togo toword Trinity Pit ond kill 011 the Breokheorts there first. Thot woy, there won't be ony zombies
guording the Blue Chest in TrodeSector B.

TrodeSector In is a level thot runs beneath TradeSector Aand Band consists of nothing more
than aseries of thin hallways. The banles aren't tough, but the tight quarters will make the
enemies difficult to avoid.



BESnARY

•

RYU MEETS ME BETH

After the party arrives atthe Trinity Pit, Nino and lin leave Ryu to explore alone. He's free
to visit the item shop and Appraiser, use aTelecorder, and talk to Trinity members. However,
the plot will not progress any further until you talk to Mebeth, the Trinity leader, who is wait­
ing in his office in the northern port of the centrol area.

After that, you have achoice. One option
is to go west to the barracks, where a
Trinity member will offer to let you sleep.
This will lead to the game's next event,
"Proteel Nino" (and no, it won't refill
your health). Before you bunk in for the
night, you have 0 rore opportunity to
toke a side quest. Tolk to lin in Nino's

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

THE COLONY
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TRINITY PIT
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CHAPTER SEVEN
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After you accept the Trinity member'soffer to rest in Ihe barracks, Lin will come in 10 join
you. When you return to visit Nino, you'll find her under allack from a pair of Trinity memo--'~..
bers. Defealthe bosses while keeping her safe!

PROTECT NINA



BOSS TRINITY

INVENTORY
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First, use an Unlock or Multimed an Nina to cure her Lock status. Have her run to the carner ond start laying Fragballs and Fireballs in the path
ofher allackers. This should keep the enemies at bay until Ryu and Un can arrive to help. Ifyou don't have those skills threaded, Nina should
make adash for the open ground (toward Ryu). Ifyou have her equipped with alight suit ofarmor, Nina can get her movement range up to a
wonderful level, so you might be able to break free ofthe bed's constrained area in asingle turn. (This makes the Trinity fighters alot tougher
in the rounds to came.}

Beware! IfNina goes down during this fight, itwill mean the game is aver for your party. This shouldn'tbe too much ofaproblem ifyou have
enough healing items.

After the first twa Trinity members fall, two more came rushing in. Have Nina stay at the back
ofher room and under as much cover as possible while Ryu and Un make itover to the door. Stay behind the thick parts ofthe wall instead of
looking out ofthe windows; the man from the main door can cast through windows without aproblem.

Both ofthe Trinity members will finish their approach and start to take easy shots against your party. By then you will have enough AP to
return in kind, but with steel and lead. Have Nina came in as the fight is dying down just to lend ahand.

----------.-:'
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BATTLES IN LOW SECTOR

The amounts and placements are randomly determined, but expect to face Gigantis, Trilizard, and DeVagueenemiesasyouwonder the halls of
this area. Those are tough fights, especially with Gigantis, a foe who is basically identical totheCyclops bossyoufought earlyinyourquest.
Only Trilizards have elemental weaknesses to exploit, so Nino should aim for gening the most targetsand workingherway up through a large
spell list for combo bonuses. High power anacks that hit in aspread or circle pottern, like Violet Death, Grde Stage, Blow Up!, and Let's
Dance! are amust for Ryu and lin.



isfloor is usually guarded by a large gong of Bandits, led by a newShadawplayerenemy. Shadowplayers have strong
aren't so deadly; they prefer to use their turns to order the Bandits around.

r aut the Bandits with mass·killtadics (or Explosives an the field), and then hald off against theShadowplayer until you can steal Hazecut,
strang level 2 Ryu skill. Hazecut is so accurate that you'll never need tause Third Eye again. TheSuperlight +7 suit he drops is also a great

find, if you'relucky enough to score one.

THE TREASURE KEY

The Treasure Key is in a small roaminthe southeastcarnerof this floor. To get it, you must kill the Gigontis and four DeVogues crammed
into the small room. Toss some Traps when you enter the door (they're not terribly observant), and then make sure you get the Extra Turn.
This fight can be tough, so shields with Volar or Phys.Def are a good idea. The raam is so small that your circle and spread techniques are
likely ta hit everyane.

The Treasure Chest contains That's It!, a skill that comboswith skills the way There! daes. Use it immediately to pawer up crucial skills like
Blaw Up! and let's DanceL
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LIFELINE MIDSECTOR EAST

In the second room of thisarea, you con get around the lorge pipe to your
right of the for side of the room. When you turn the corner you'll find 0 wel­
come sight: Three Hychee ond onOdd Hychee.

The bond of foes ofthe end of the next room won't be so welcome: Three
Trilizords ond 0 DeVogue, usuollyhanging too dose together to be separated. Toss
someTraps to soften them up, theytake out the Trilizards os quick~ os possible.
ThreeTrilizardsonackingin concert will usually result in the death of a choracter.

•

LIFELINE MIDSECTOR WEST

You'll enter the first room of this floor with 0 spring in your step ond 0 song in your heart, as it seems free of enemies and contains a Blue
Chest. Unfortunotely, you're doubly wrong, because the chest is a Wonder Box and the poth to itis guarded by a trio of nigh·invisible Goo
Prisms. However, both foes are easy to kill and give up nice items (although they're not so impressive by current standards).

The trio of Gigantis enemies in the next room are significantly less delightful. At least they're
all standing shoulder to shoulder, sening up the possibility of some Trap shenanigans. They
won't eat mushrooms or meat, but Explosives will hurt them and Ronen Meat will scaner them,

allowing you to take them one ata time.

LIFELINE TOPSECTOR
~'-~"---------......._---------..



820 415

Bao.1 Range (I :4 )

BANDIT

800.1 Power (I :2)
Boo.1 Arma, (I :2)

I " •

(EREBUS

oopon:~~~e~~: +6 (1:4)

GIGA:lTIS

120 99

SEBON

Mega Aid KitWake Up

i it·'' 0"
200% 200%

Aid KII

40 42

BON APPETIT

Skill: Hancul (I :2)
AI,a (1:4)

SIIADOWPlAY HI

_ s::tSwonl +5 (1:4)
Sull: Super ghl +1 (1:4) '-__~"";"'_--'

THE TREASURE KEY

You must fight a huge pock of Bandits and Shadowplayers toget the Treasure Key here. Round them all up in a bunch, starlthe fight, and
thenwipe them oul withmoss-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 are full of boxes, so you'll
probably wont to pay them a visit.There'sa trio of Bon Appetits behind the dump of boxes
inthe first corridor. These foes give up Aid Kits when killed.

The next corridor is guarded by a pair of Gigantis enemies that are easy to toke one ata time. Be careful when you see what appears to be
a pair of Odd Hychee and five Hychees-the colors are reversed, so those Odd Hychees are actually Sebons (as in, "Cest bon"?) and the
liNle guys are Bon Appetits. It's not a big difference, but Sebons are preNy hearty and will counter any allack with Confuse, making them
perilous to fight. Have Nino get the Extra Turn and wipe them out safely with fire spells, preventing any retaliation.

THE NORTH CORRIDORS

The North Corridors lead to the Blue Chest and the next area. Hong a right as soon as you enter
them, and you'll seeeight boxes guarded by what appears to be aTrilizard. Actually, it's a
Cerebus, on enemy similar to Rafflesia. Whenever aTrilizard is hit with Fire, it powers up,
increasingthe power of attacksand its XP value. However, since the Cerebus regenerates about
half its health each turn, Ihings con quickly spiralout of control. Douse its flames quickly with
Ice spells and moveon.

Ignore the door inthe for west room for now and double bock for the Blue Chest. II contains
How's That?, a Linskill that comboswithmost of her Levell aNacks. When used aher Too
Slow!, There!, or Hey, Hey!, it tacks on a 10%drop inone of the target'sstats.

THE END OF THE LINE

When you openthat west door, you'll find a difficult bosswaitingforyou. Ifyour resources are
depleted, now might be agood time to go bock to the Trinity Pit to get appraisals and supplies.
The bosswill be waifing.

CHAPTER EIGHT ~



INVENTORY

Bosch is as obsessed with Ryu as ever. This
boss won'tallock the other characters ifthey
stay out ofhis way, so have Un and Nina
snipe and cast spells from as for away as
possible. Using this tactic, all you'll have to
worry about is keeping Ryu alive.,.t·'

Skill: ThrustII

BOOST BOSCH

BOSS: BOOSY BOSCH
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From the place where you fought Bosch, you can head northeast to TopSedor Borough (the next
town), or southeast to Lifeline EndSedor. The EndSedor is completely empty, except for a D·Ratio
door that leads to on optional five-level dungeon coiled the Main Shaft Sedor. There ore a few
exclusive skills to be found there, but nothing to write home about. Still, ifyour D·Ratio ollows it,
why not toke a look?

Bosch has nothing worth stealing, so equip ashield with Valor or Phys.Def. Ifyou did the side quest in Old TrodeSector and got Ryu's Discharge
skil" make sure you have that equipped. Bosch does about 200 damage to Ryu aturn, and with Discharge you can return itall for only 20 AP.

Since Bosch regenerates 1/4ofhis current HP each turn, you need to toke offmore than 20%
ofhis life bar in your first turn to do any permanent damage. For that reason, everyone should
skip their first turn and build up adouble AP bar (and some Discharge damage) before they cut
loose. Ifyou can'tdo that level ofdamage, you'll have no choice other than to switch to your
dragon form to get this fight started.

Bosch goes berserk aher falling below 1/4 HP Max, and gains enough power to kill Ryu every
turn. Either keep Ryu alive with Tonics or switch to dragon form for the final turn or two.

LIFELINE ENDSECTOR
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THE GREATER KARON

Use the Telecorder ond buy supplies in TopSeclor Borough, then heod to the highest point in
town, where you'll find 0 door thotleods to the PowerOne plont.

You'll be rushed by 0 Skeleton shortly cfter you enter. Dodge them if you con, since you con't
ever kililhem for good until you defeottheir moster, the mighty Koron. When you're ready to
face down this mighty foe, hang a left and you'll find the boss atthe end of the colwalk.
Awww,., isn 't he adorable? He'sso tiny! Kill him anyway, with Fire spells and powerful combos.
The skeletons won't bother you after that, and you'll score aTreasure Key, The Blue Chest in
the next room contains a Backpack.

CHAPTER N INE <II
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THE NUGGET FAMILY

Their placements are random, but you'll run into atleost one Nugget family here. Moma Nugget ond the kids have fin oily been joined by that
deadbeat, Papa Nugget, ond he's pretty tough. Wipe out his brood quickly, before he can use Valhollo (the level 3Electric ollock) to power them
all up, then flambe whoever's leh standing.

TWO ELEVATORS TO CHOOSE FROM

You con go either northeast or southeast from the room with the Blue Chest. The northeast hall
leads to the northwest elevator, which goes to the second floor. The southeast halileods to the
southwest elevator, which goes to the third floor. Both the second and third floors go to the
fourth ond finol floor, so the route you choose is up to you. Both floors have Blue Chests, so if
you wont both treasures you'll need to do some backtrocking.

The finol room of each hall is a Danger Room. You'll face another Karon and its ormy of
Skeletans in the north holl. Another doomed fomily of Nuggets awaits in the sauth.

•
POWERONE 2F & 3F

--------............._--------...
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Whichever routeyou take, you're sure to be assaulted by wave after wave of Karels and their RescueMech sidekicks. Karels are basically identi­
tel to Capeks; steal their Battery Pack to weaken them, watch aut for their lang 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 to go first, so use your Extra Turn to hit them,
not the Karels, or they'll just heal all the damage you inflict.

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 a
Karan and his pack of Skeletons. Fire Bomb them, Fireblast them, or just plain blow 'emaway, and you'll get the Treasure Key. The Blue Chest
contains Divine, a relatively worthless Nina skill (it lowers enemy movement rates by 10).

POWERONE 3F TREASURE KEY

To get the Treasure Key in 3F'seast hallway, you'll need to battle a new foe: Prole-Karel.
They shouldhave stuck with the prototype, 'cause this guy'sa lot tougher than the production
model, sportingmare HP and new moves like the devastating Primus. Switch away your Steal·
threaded Shields, since stealing Proto-Karel'sSafety Lock will result in it going berserk and
earning double AP each turn.

The Blue Chest is in the northern part of the west hall, just below the elevator to 4F. It contains
(rossviper, a Level 3 Ryu ski ll that putshim an the ather side of his foe. It's rarely useful, but it looks really cool.

--------- --- -
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POWERONE 4F TREASURE KEY

If you're coming from the second Aoor, you'll get to fight 0 poir of Proto-Korels in the hall following the elevator. If you're coming from the
third Aoor, you'll have a pock of Karons and larger (but weaker) Lesser Karonsinstead.

- -----=----



Turn your al/ention to the "AD" stat in
Deamoned's stat box. That stands for Absolute
Defense, and it's the key to boss strategy for
the rest ofthe game. Absolute Defense is a
shield that you have to penetrate before you
damage aboss, and itgrows back aher each
combo. So ifyou can'tdo at least 200 dam­
age to Deamoned with each ofyour combos,
you won'teven scratch his life bar.

The way to bal/le foes with Absolute Defense is to skip every other turn so you can get adou·
ble length AP Bar. Have Un use Shatterifyou're at close range, and Blow Up! ifyou're not.

Ryu is a special case. Ifyou are in danger and need to resort to dragon use, Charge up two
times and use Twister to do lethal damage to any boss. When outside ofdragon form, you may
find you do more damage with long chains ofSlice al/acks at 10%or20%bonus damage (use
ather 10 AP abilities to lead into this).

THE COLONY

REG ENT 0 ~ AM0 t~ ~ 0

NEW SKILL: SHATTER
Shaner is one of Un'sbest moves in the entire game. If you have achanceto get up close without wasting manyAPs, Shaner will blowyour enemies away. The damage done
from this cnerk (even outside of a combo) can bedouble or eventriple what lin would be able todish out otherwise.

Creatures farther out will suffer linle, but thaI is inconsequential. For boss fights, thisisa killer find that should always grace your weapons!

POWERONE ROOF

Healup andjuggle your inventory before you go upthe stairs, as Regent Deomoned iswaiting for you. He does have one skill to Steal, Anger, but after that you'll wont Shields with cheap
defensive skills or no skills 01 al l. SavingAPis very important inthe fight ahead.

The two routes converge on the hallway in the east center of the mop, where youemerge to find yourself surrounded by Crushedheorts-three
on each side. lure them closer in, if you con, since a two-front benle isdangerous. Unless you can kill them all atonce, one side is going to
become enraged and strike bock. Victory will earn you the Treasure Key.

Go southto find some Yellow Boxes, then north to reach the Blue Chest. You shouldpass some Primo on the way, which can always be squashed
for tasty Med Kits. The Blue Chest contains Shatter!, a level 3Un skill that doesextra damage when used atpoint-blank range.

Since Ryu is your best damage dealer againstDeamoned, have Nina Transfer her AP to him so
that he can al/ack every round.

Deamoned hasanumber ofpotentially fatal moves, including Fatal Strike, which will reduce acharader to 1Hp, and Meta Impad, which does a
ton ofdamage and knocks targetsacross the field.Ashield with Valor is agood idea, ifyou can afford to lose 10 AP offyour combos. Ifyou
have them, switch to Deathpraof, Death Check, and Death Gear armors to protect your characters from Fatal Strike.

CHAPTER IE ..
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CENTRE ENTRANCE
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Stock up on supplies before you enter the Centre, os it will be your lost opportunity to do so for 0 good while. By stocking up, you should grob well more thon 10
Med Kits. Why risk running out? It will toke up 0 lot of inventoryspoce, but survivol is more importont.

HUNT DOWN THE CREEPSTALKER

Asmoll army of Buzz Militonts will meet you otthe entronce to the second room, ond they moy
hove 0 new Creepstolker enemy in their midst. Creepstolkers ore cowordly foes thot prefer to
blend to their surroundings ond hide. But when they're onorked, or cought in0 crossfire, they
retoliote by costing Quoke for serious domoge. If you're lucky, you/II steel lin'sGo On! skill in
the process. Don/t forget to use ice spells to freeze Creepstolkers inplcce (this mokes them sit­
ting ducks when Ryu comes colling).

If the Creepstolker didn't get involved in the Buzz Militont bo"le, you/II hove to trock it down
somewhere between the two stoircoses. He olone holds this f1oor 'sTreasure Key.



AVOID THE DARKSTALKERS

THE COLONY

The next room is home to Dorkstolkers, a more visible cousin of the Creepstolker. These guys
will ottempt to steal your items and then flee. If they foil, they'll stick around and steal HP with
the Drain onock instead. They'refairly easy to ovoid, so you might as well just run through on
your way to the Blue Chestinthe middle of the room. Itholds one lost Backpack.

POWERGAMING

You don't have to ploy the game through multiple times to get all of the skills in this complex dungeon. There is a choice
here and asecond choice later (combining to form four discreet paths that you can't backtrack and exploreI. Still, you have
the option to ploy to the end of this dungeon and give up. You will get to keep your lOed equipment and your skills. This
saves you a lot of time and gets you many nifty toys to ploy with.

Heck, you will even make a fair bit of Party XP along the way, so there is nothing to lose. Enjoy.

DECISIONS, DECISIONS .

Go bock into the first room, through the middle door to find the Telecorderyou've been waiting for. After that, make your way east to this
floor'sfinal room.

The teleporters in the Cenlreare one-wayonly. So give il some thought when you choose between the north and south teleporters at the end of the firsl floor. They both lead 10 separate areas
and separate bosses, and there's no going bock. If you've already played through once, make sure to go the other way so you con see the other boss: The north rood leads to Cupid, and the
southleads toHortensia.

•.........._--------...
CENTRE 2F
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OPENING THE PANDORA BOX

Whichever way you went, you'll encounter a Pandora Box on the first hallway of Centre 2F. The
Pandora Box looks just like a normal chest, but the fact that iI's suffering from the lock condi­
tion is a dead giveaway that something is amiss.

The Pandora Box will pelt you with magic combos for four turns and then self-destruct. It isn't
hard to kill, but you may want to wait it out, as the item it holds changes each turn (you can
see the change with Profile). They are:

TlInI I - 7 5elise

Turn 7 - Gold EXP

TlInI 3 - Save Tolien

Tum 4 - Skill: Mirage Blast

Obviously, skill hunters will want to hold out four turns to get Nina'srare and strange Mirage Blast skill. The Pandora Box'sallacks get stronger each turn, and the turn 3 Infernos and
Blizzards can eosily wipe out your party. So keep your party members very for apart to ensure there will be atleast one survivor.



BESTIARY

The Door Guardian

If you took the north route, you'll find a Gargantuo guarding the entrance to the next room. If
you took the south route, itwill be a PantagrueIinstead. Both enemies are tough, but the
strategies to beating them vary.

The Gargantua has an Absolute Defense of 500, which is not easy to beat. You can try damag­
inghim in the field with Explosives, but you'll still have to overcome the damage shield in rem­
bat. Attack only every other turn for maximum combo damage. His Wild Swing attack is
strong, but he can only do itonce a turn, so a Feint·threaded shield will be a lifesaver.

THE COLONY

The Mahadevan Holds the Key

Both doors lead to a Mohodevon and a
small army of Ebonfires. Use meat to form a tight pocket of targets before throwing in a few Rre Bombs. Kill the Ebonfires in Un'sExtra
Turn, but make sure tospore one until the end, as his existence will keep the Mohodevon from using Blizzard.

The Mohodevonwill give up the Treasure Key when killed. The Blue Chest in Centre 2F North contains a Princess Guard +4, and the Blue
Chest inCentre2FSouthcontains on Angel Coat +4. These are great armors for lin and Nino, respectively, that grant solid defense and
strongprotection from all status conditions. Too bod you won't be able to get them appraised until five minutes before the end of the game.

CENTRE 3F NORTH

The Pontogruel hasserious body space issues, and will cost Valhalla if anyone gets too close. If
you stay awayand have linshoot him from afar (with every-ather-turn combos, since he has
onADof 200) he won't be able to muster anything stronger than Jolt. Nino is useless here,
since the Pontogruel 'smagic defense is obscene, but she can Transfer her AP to lin or Ryu.
Haveyour tough swordsmanrun up every turn and do serious damage, but save points for a
hasty retreat. When Pontogruel, he'll drop Nino'slevel 3Shazam skill.

CHAPTER TEN ~
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GOO EVERYWHERE .

If you took the north teleporter bock in Centre 1F, you'll eventually end up here. After passing on 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 gets the Extra Turn, and use it to cast a spell of the type each
is weak to, preventing them from casting high level spells during their turn. As long as you can fight them a few at a time, they'll be easy to
beat. But where is the Treasure Key?

GREY GOO SCENARIO

Head back into the hallway, and yau'li find plenty of new surprises. Each of the three alcoves
has been taken over by a colorless goo. The first is a Goo King, a powerful enemy that can cast
level 3spells like Inferno and Primus, and smash you nat with Expand. De·equip Steal·threaded
shields, because you don't want to steal his Sponge. Itwill make him stronger and give him a
universal shield that cuts damage dealt to him in half. God help you then.

Not enaugh Goo for you? You also have to fight a Goo Crystal in each of the other two alcoves
before the Treasure Key will finally appear. The treasure is Blizzard, Nina'sfirst level 3anack
spell. learn it, thread iI, and head out the door to the east. An opportunity to use it against a
boss is only seconds away.

REGENT CUPID
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Cupid is easily the weakest ofall the regents. Cupid tends to run away while ordering her indestructible pet Oncolte to beat your characterssilly.



THE COLONY BESTIARY

Oncoffe does dish out 0 serious beoting, but because he only goes where Cupid commands it,
you always know who's going to get hit. Usually the character has aturn or two to equip aFeint
or Valor-threaded shield, or run away ifnecessary. Don'tlet everyone else completely slack off,
though ... 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 to
build up AP and affack every other turn.
Unfortunately, you also need to chase down
the liNle weasel, so charaders that haven't
been targeted by OncoNe should drop their shields to save AP.

•
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When you return to the room with the three roundalcoves, you'll findthem full of Cerebi
(Cerebuses, Cerebu, Corobou,?). Frost·lceblost comboscon kill them easily, sothere'snoreal
threot here. Once again, you con power up them with Rreifyou wont the extro Xp, but the
big reword here is the Treasure Key. Open the chest tofind Inferno, Nino's level 3 Rre spell.

REGENT HORTHHIA

Shield: 80. Ie +4 II :4)

At the beginning ofeach turn, Hortensia uses Fortune to change the color ofthe squares in the room. These squares are the key to on easy victory; when she casts Hymn during her turn, every·
one will experience an effect based on the color oftheir square. Blue squares heal you, Red squares hurt you (even ifyou're only near them), and White squares do nathing. Unless you are a
sucker for pain, stay on the healing squares.

Hortensia's magical weakness changes from turn to turn, 50 you'll need to try to figure itout with Profile or trial and error. Nino is the MVP ofthis fight, 50 use a Magic Boost ifyou have itand
keep her well proteded. Unfortunately, after every ten allacks Hortensia will use her Divine Shell skill, knocking all the characters back, forcing you to waste AP moving up to her. So move in,
accumulate Ap, and follow the blue squares. Slow and steady will win this boss fight.

Ifyou are having trouble making itacross the board, Ryu can transform into adragon, move
into position, and then either allack (using more points) or calm down and have made the long
trip for only asingle D-(ounter point! Either way will make the fight alot easier.

Thought this bailIe isn't extremely dangerous, itcan be frustrating. Don't be afraid to summon
the dragon in the name ofa fun vidory. There isn't long to go from here.

ANOTHER DECISION

For the next port of the game, there are four variations. The two available after bonling Hortensia are the left teleporter, which leads to 4F Central 1and the bossJewit, or the rightteleporter,
which leads to 4F South, and the boss Vexodon.

- - - - -,,,...--- --- --
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CENTRE 4F NORTH
(CUPID TO JEZUIT)

This noor is pretty simple. Blow past a group
of Buzz Militants (they're easily evaded)
and face off with a tiny Pandora Box that
gives you a second chance at a cool item.

The third room contains a giant Darkstalker
and a pack of his liMle friends. The big one
is the only enemy thot you need to kill; he
alone holds the Treasure Key. The chest
contains Snatch, a great skill for when you
replay the game. It'san improvedversionof
Steal that also grants a 25%Defense bonus.

All thatis left inthis noor is a packof tasty Prima.



CENTRE 4F CENTRAL 1 (HORTENSIA TO JEZUIT)

KOKON HORAYTHE COLONY•WALKTHROUGH

This strange and beautiful level has only one room with enemies, but they'retough. Three tiny-but-potent Duke Knights guard the bridge in the
center of the middle room, and a Duke lord (with the Treasure Key) is snoozing behind them.

Engage the Knights on the bridge and fill their path with magic traps. Mirage Blast is great here, since itdoesn't cost you AP to put it for away.
Then stand way bock (their Spread cncrks have incredible rangeland let them run into it. Meanwhile, aSniperScope-equipped lin can plug
away otlheir armor (it will crock after 15 shots).

~_-.l"----+-r' '''''''''''r--------f~'''''----''''''';~---~-

The Duke lord is a super Duke Knight with a liMle bit of Absolute Defense that makes geMing your fifteen hits in tougher. He'll cost Howl on
his first turn, so make sure it'sRyu that gets the Extra Turn. That way ifhe gets Bound, it will be in sword range.

This floor'schest contains Hyper Kick, a powered-up Kick move that does more damage and knocks enemies further.

CENTRE 4F CENTRAL 2 (CUPID TO VEXACION)

Dorkstolkersand Creepstolkers, enemies that are always easy toovoid, guard the first half of
Ihisarea. The tunnel that connects it tothesecondhalf is full of Nerve-Men, and there's no
avoiding them: One has the Treasure Key. Use lin to shoot lhemfrom far away, ensuring
your bcnleswill be ene-en-one and relatively easy.

All that follows them is a bunch of Primo providing much-needed medical relief, and a Blue Chest
conloiningNino's level 3 Lag Valhalla skill. Thisodd spell sets a magical trap thet explodes into
the Valhallaspell at the beginningof Nino'snext turn. It'sactually preMy useful against Vexocion
and his cronies, so threadit upbefore youwalkthrough the teleporter inthe southeast.

CENTRE 4F SOUTH
(HORTENSIA TO VEXACION)

This floor is the mirror image of 4F North. After breezing post some Buzz Militants, your
next foe is a gilded KonophogeDX. There is a shop before the final boss, so some rash might
be nice ... You can always switch to dragon form for a guaranteed 30,OOOz.

The final room has a Giant Creepstolker,
leading a pock of his smaller brethren. Kill
the big guy for the Treasure Key, which
contains lin'sThat's Itskill. It'snot the
best prize, but this is the easiest variation.

CHAPTER TEN <4
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REGENT JEZUIT
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INVENTORY

Jezuit will immecliately use his Shaclaw Walk skill, making him impervious ancl untargetable.
The trick to getting post this form isNino's magic circles. Loy them between your group ancl
Jezuit ancl he'll walk right into them, shattering his Shaclow Walk. You will then be able to
attock him cliredly.

Uncloaked, Jezuit is still tough, but not increclibly so. His Absolute Defense is the lowest of
the regents, so you should be able to toke him clown pretty quickly. But with skills like
Primus ancl multiple attacks each turn, he's certainly capable ofknocking your characters out
ofthe fight. With his lower AD, you can afforcl to equip more expensive shield abilities.

REGENT VEXACION

Vexacion claes not fight alone. Nalaka has
been trainecl to hunt clown Nino ancl proted
himself against magic. Rykecl exists to
clestroy lin ancl is well protectecl from
her bullets.
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DROP
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Everyone shoulcl focus on eliminating Nalaka first, since Nino won't lost long against his constant assaults. Lin ancl Ryu shoulcl ignore their own
attackers ancl focus on him. Nino shaulcl loy magic traps in early turns ancl then start gunning for Rykecl. Itnever hurts to make sure that
Nalaka isstill in the blast raclius ofspells like Fireblast ancl Blizzarcl; he may be strong against magic, but itwill still clo some clamage.

Every thircl round, Nalaka ancl Rykecl announce their intention to save up their AP to (ounter attacks. That's your cue to have lin ancl Ryu hold
offancl builcf up their AP for aturn.

When Nalaka ancl Rykecl have been slain, turn your attention to Vexacion. He is the toughest ofthe
three, sporting both cleaclly special attacks ancl on Absolute Defense of2BO. Scatter your charaders

so he can't hit them all atonce with his wicle strokes; also use items like JIb Sense to power up
your strongest charaders on the /urns they attock. There's always clragon form too, ifyou neecl it.

for avery quick victory, switch to clragon form in the first round, (harge up twice then use your 20 AP Hurricane attock to wipe out everyone
except for Vex. Alone ancl injured, he won'teven stancl up to asecancl hit from the fury ofOcljin's avatar. This only works ifRyu gets to attock
hefore the enemies hoye movedaport, so he sure to tome into the hattIe with Nyu's lightes/ weapon equippedif/his isyour plan.

o,;,o...~
Use a Steal·threaded shield against Vexacion long enough 10 steal Terabreak, a level 3 Ryu skill that's great against foeswitha
high defense.
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THE FINAL BATTLES
USING THE FOUR KEYS
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Use your accumulated keys on Ihe obelisks ihet follow and the path 10 Ihe final banles will open.
First, there are the Ihree shop girls and a Telecorder, always a sight for sore eyes. Make sure to
gel all your boss items (Boosts, ]Ih Senses, AP Charges and the like) oul of the locker, because
you/II want fa use them on the next fight.

If you are going 10 explore all of the Centre in one run through the game, by using the give up
command, then Don't Save here! ID your new equipment, put extra material in the lockers,
then give up and run through the various halls of the Centre before moving on.

ElYON

Ifyou're fighting him fair and square, you're in for atough bal/le. He 'll immediately summon
two Alter Egos, versionsofElyan that aren'tquite as tough (they have no Absolute Defense) but
dish out thesome damage. Try to focus your full·AP al/acks an Elyan, but get the Alter·Egas
caught in the crossfire ofmoss-kill skills like Inferno, Blizzard, Let's Dance!, etc. Switch to your
best Phys. Oef shields (or Valor), because the mostdangerousal/acksare all physical.

flyon will al/ack you on the GeoThermal Elevator. He isn't the lost boss, but he is the toughest.
Of course, ifyou've been saving up your O·(aunter, you can offord to use some ofit on him.
lustmake sure to save at least 10%for the boss that follows.

After five turns ofAlter Ega beatdowns, Elyan will begin to meditate. He can't resummon his
Egos for the next few turns, so kill them now and focus exclusively on Elyon for awhile. His sale
attock at this point will be Karma, which puts acounter on the head ofone party member, indio
cating the number ofturns he or she has to live.

After turn 9, Elyon snaps out ofhis trance and begins pelting you with powerful magic. This is a
good time to switch to the dragon farm and finish him off. Just remember to save abit ofyour
O·(ounter for what comes next.

Or, if you wont to get things done quickly, transform to adragon inthe first momentsofthe
bal/le. (harge up three times anddoasingle Hurricane to kill both ofthe sidekicks, and thenuse aTwister to finish Elyon off. Selling your existence over to aDragon spirit, 10 Percent; Beating
Elyan and making him look likeatool, almost12%; (ompletely conquering the toughest fight in the game without lel/ing the boss even al/ack, Price/e ... emt; nifty.

>- - - - - - - - - - -.,------------0::;- ----------- ---
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POWERGAMING­
~~

---------
You will notice that there is an incredible Party XP bonus if you kill Elyon and his buddies in asingle round lusing dragon Ierm). If you kill Elyon's buddies inasingle round,
every round, for 3 turns, the total Party XP bonus is almost 40,000! That is extremely nice.

Now, you could always do that and give up, couldn't you? Go bock to the lost telecorder, only a few minutes bock, and do this all over again. Imagine building up 1Million
Party XP in under two hours and restarting the game ataround level 60 for the entire party. If you wont an easy shot ata Dragon Quarter, this is your (hance. Sit bock and
enjoy the ride.

Elyon hasa noble spirit that many of the leaders down belowlock, and it is no sacrifice to leavehim oliveafter you defeat him on the lilt. He is the lost of the Regents who will stand inyour
path and there is no need for more bloodshed. Yet, as you descend from the lift terminal, somethingis still wrong about the world around you. Aforce is manifesting within your body and
beyond it.Perhaps thefinal confrontation is still at hand!

- Defeat wasn'tenough to stop Bosch. Mortality wasn'tenough to stop him either, and he believes that your dragon spirit won'tsaveyou from him now. The
time has come to see whoiswilling to sacrifice more ofhis humanity for this ultimate victory. You fight for friendship and for hope that all these efforts can

save adoomed life. Bosch fights for rage and supremacy. Though only one couse is noble, bothare overwhelming, and everything hangsinthe balance.

Inside the final elevator, you must stop Bosch. At first, the bottle against him is survivable withoutgiving in to the dragon. Ifyour party is extremely well
skilled, you can use Full APs and 7th Sense items to deal maior damage against Bosch. Defensively, Bosch is still somewhat vulnerable; he isn't much scorier

than many ofthe Regents that you have already defeated.

Offense however is Bosch's strongpoint. Bosch isstunningly good atbringing substantial damage to bear againstasingle target during any combat round. Even
with full hit points you might lose Lin or Nina (or even Ryu) when Bosch moves in. Ifyou don'thave Tonics, there might be alot oftrouble. Without healing

items and Tonics, itis better to move straight into dragon form.

To beat Bosch on alevel playing fieltl, save up to full AP bars before making attacks with each person. Stick to single-target battle skillsand small combos (Side Slash
moving quicklyintoSlice for Ryu, openers with tight combos for Lin, etc.). Have Nina on Transfer duty, most certainly to keep Ryu at full power, and have Lin whittle

away with light attacks.

Make sure to have shieltls with skills for reducing damage or negating attacks. Afull spread ofdefensive shieltlswoultl be great to have for this encounter!

Ifyou really want to get 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 not the most effective use ofyour party, but itdoes give everyone achance to take aswat at this recurring foe!

This is the last fight where items make adifference. Throw every Attack Boost, Range Boost, and 7th Sense intoyour options, because itwon't matter aher this!

Ifyou run out ofTonics or have about 20%ofyour D-Caunter paints leh, you might as well go straight into dragon form. To kill this form ofBosch will onlytake
about 10%ofyour D-Counter, so you will still have leeway in the remaining challenges.

As adragon, itisbest to use the same technique that makes the Regents quake in their boots (Three Dragan Chargesand two Twisters willreduce Bosch to rubble).
Two Chargesand three Twisters will cost atad less and will work ahen tao, so itreally doesn'tmatter unlessyou are truly scraping the final stages ofD·Counter
madness!

Ifyou areon aD·Counter budget, try to do things the slow way and only transform when Ryu runs the risk ofgoing down without being able to come back. If
Nina and Lin are down, your Tonics are depleted, or things iustseemhopeless, itis time to use the D·Counter, come what may.

Shoultl you get to this encounter without enough Counter points, try to do the f/yon fight aver again without quite as much wastethere. Ifyoustill don'thave
enough going for you, itmay become anecessity to restart. There is nothing wrong with this;restarting is alot offun. Use the E1yon fight to scoreaton ofParty
XP and run through the game again with astronomic levels. This end fight is abit challenging the first time through, at its worst, but youwill breeze through the
whole process on asecond play.

Whatever the case, Bosch will not last well against your party this time; ifyou are high enough level to survivehis maior attacksor ifyou have the 0­
Counter points to use against him, the battle will end soon enough.



WALKTHROUGH THE COLONY

By now, everyone knows that it isn', safe to defear an end bass from anRPG; that just makes them strangerandeven maredetermined 10 get your party. This is no exception with Baschand
his hatred of Ryu. Without any care for the future, Bosch gives in to the dragon spirit and turns himself over to fury. Now that your adversary is a dragon tao, things will change quickly.

BOSS: BOSCH AS DRAGON

Nothing can hurt Bosch now. He is stoppable, unforgiving, and evil! Well, Ryu could transform into adragon and teach this villain alesson
instead. That sounds like aperfectly wise solution.

This fight is meant to be acase ofdragon against dragon. It doesn'tmaf/er what you do with the ladies because
they are absolutely outclassed by Bosch now (they have grace, wisdom, and beauty so Bosch had to get some­
thing cool that they lacked). It 's lime for Ryu to finish everything without remorse.

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

There are no subtleties here. Transform and get things done. Ifyou don'thave the points to kill Bosch offquickly, you won'tbe able to bring him down
slowly. This isn'tastrategic bailie; this is ahit or miss slugfest.

No mailer how hard he tried, Basch is spent aher this encounter. The only barrier between you and the heavens above is now the farce behind
the transformations and destruction. This is what the Regents did everything to prevent, and what comes next could spell ihe end for mare than
the party. (an Ryu face a dragon in its mast destructive manifestation?

The power of the dragons can reach across time and mortality itself. Before you are able to 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 aher a brief sequence, use your Dragan Breath to
allack the dragon. No mailer how many (eunter points you have, the dragon'sshield will absorb the allack entirely.

You can fly around the room for fun before doing this, but this confrontation is meant to have only one conclusion (that won 't be triggered until
you expend every D-(aunter paint).

You knew that there would be great sacrifices if you wanted to reach the sky, and this is the place to prove that you are willing to leave yourself
behind so that the others con survive. The honor and actions of heroes will long outlive their doers. Ryu can aHeptthis because his friends are
warth it. That is why Bosch dies alone, in the end, and why you will always carry victory atyour side.

CHAPTER TEN ..
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Working in business will make your ants Smarter, the arts will improve their sense of Toste,
and tougher jobs give your ants more Guts.

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

Before you con do much of anything in the Colony, you'll need to have your lillie workers
get into the dirt and excavate the entire area. This will toke three full teams of workersa
moderate amount of time to complete. If you start on this very early in the game, it won't
toke too long before you have a working colony. ~

EXCAVATION

Smarts is the stat that reflects the intelligence of each anI. This ollribute is important for merchant
octivifies (Bonking, Newspaper work, Review Boord judgments, etc.).Try to put your smart ants
into these businesses, becouse you'll earn much more money when they're incharge. You'll also
find thot those businesses are a lot more flexible when intelligent ants run them.Shops gain ~ems

foster; the Bonk olwoys seems to have the best foreign opfiers for you, and more.

Toste makes for a fine Cafeteria, wonderful music inthe Concert Hall, and a happy society.
Most of the time, ants with Toste won't be able to get your party anything special (although
creative businesses will make more money when they have ants with Toste under their
employ). Still, you wont your ants to be all that they can be when it comes to their talents.

Each statistic con increase from 1to 1DO,
and some of your best ants may reach 100
in all three of their stots! As ants age, they
gain much higher ollribute scores, but the
end of on ant's days is usually not for
behind once they start to max out their
abilities (ants die before or around their
fihieth birthday). It'sasadfact of colony

life that you must hire new ants every now and then to replace those who have gone before.
Training centers are great for gelling young ants up to speedto try and fill the voidthat
their skilled elders have leh behind.
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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 air, usu­
ally not for from the center of town, and
they are more than willing to speak with
you. Any of these Fairies will give Ryu a
Fairy Drop that will toke you to the Colony,
where ants are looking for a leader to help

them excavate their region. This item should stay with you atall times, and it con be used in
any area where there aren't monsters nearby. You won't only find items, money, and fun in
the Colony, but the ability to create stores. This provides your group with a place to sell
extra equipment and items during long dungeon crawls. Nifty!

The first order of business is to get a hefty
group of ants under your employ. It will
toke a few thousand lenny to get the
Colony to the point where it'sself-sustain­
ing, but even a few hundred lenny 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 atthe

Colony entrance every time you arrive. Check in frequently atfirst, as you are building up a
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 front of the Colony you con access the Orders screen. This lets you assign your ants
to various activities. Excavation will toke up a lot of your time and ollention for a short
while, but eventually you'll have a full selection of businesses to select for your colony's
room. There are ten possible businesses to run and ten rooms that you con uncover to put
them in (the moth works out preny well there).

Ants usually seek employment when they'revery young. As the ants work or train, they'll
progress in whatever field you've chosen for them. Despite each ant'sstarting stots (which
vary tremendously), all of your lillie creatures con find a niche wherever they end up.
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BESTIARY

The Market serves severoImajor functions. You can turn this nihy business into aSkill Shop
or use itas aspare Equipment Shop for one of your characters.

Market

As an example, consider the Skill Market. Skills appear in the Market over time, and your
people will come to pick those up and learn them. This is a nice boon for your party, but
thoseskills take a while to show up. In the middle stages of your Colony'slife, you will need
to encourage a massive flood of brainy ants into your ronks. Go to the Training Centers ohen
to ensure that everyone is hitting 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.

BUSINESSES
All of the businesses in the Colony are subject to your control at all times. You con put ants to
work, fire them, move them to new jobs, or do whatever you please. Although thoroughly
immoral, this supreme level of Federal control of the notional workforce is useful for your grow­
ing economy.The most important thing for you to do is decide what you want out of the Colony.
Ifyou wont aspareselection of weapons and armor, then build up a few Markets for your char­
cders. Interestedin making a ton of money? Build a Bank. Or are you the type who just enjoys
building micro-worlds? Go for aCafeteria, aConcert Hall, and afew more of the peripheral ant
buildings. The Colonycon improve your party or just exist os a place for you to nurture os you
travel through the game. Get what you wont out of this part of Fairyland.

Because the Colony is continuous throughout resets, death, and game completions, you won't
have to worry about losing your progress. One odd thing about this is that time is measured
in enemykills insteadof actual time passed (probably to keep people from leaving their PS2
on overnight). This means that there is only so much that you can accomplish in the Colony
without winning the game or being forced to restart. That is fine, but it is something to be
aware of. If you want to play the ant game as much as possible without worrying about get­
ting anywhere in the main game, simply replay the first few areas of the game and restart;
these sections are fast, have a number of easy enemies, and won't give you any problems.

THE COLONY•WALKl}-jRDUGH

There are severalobstacles that you should
key an eye on during yourexcavation
work. Ant lions hove taken overa number
of cavernsinthe Colony. When youare
dose to breaking through the wallson an
Ant lioncave, make sure that you havea
well-restedgroup of antsinthe lead. Even
thoughyour troops aregood atdealing

with these massive beasts, they can take some serious losses if theyare young or are
already injured.

Rocks in the soil con couse certain tunnel areos to collapse.This is aone-time threat becouse the
ants aresuchgood enginee~ , but theinitial groupto tunnel through a rockyregionis subject to
real danger.There are a couple of ways to deal withthis.The dark wayis to have your third
excavation group almost empty (have one or two antsinthe regiment). When the tunneling
nears the dangerous rocks, put the tiny group inchargeof the clearing. Ifthere is a rock col­
lapse, you won't lose manyof your workers. It is even betterifyou have a lot of tunneling time
(so that you don't end your turn under the rock)and aSmart group of nmnelers to do the
work. Thisseems to raise the odds that the rocks won't collapse until aheryour party hassafe~
passed intothe lighter soil.

There is on~ onewatery area in theColony, andyour fi~t grouptobreak intothis covern (in
the lower right side)will probab~ lose some werkers to drowning. Again, have the smallest
grouppossibletake the risk for everyone else.

Ifagroup does take some injuries, it is best to take them off of the lines for a linlewhileand
let them rest. Unless you like the cost of buying and troiningnew ants, this is still fiscallya
sound idea, and it is obvio~ anethically wise move. Your ants trust you totake core of them.

While tunneling, there are a fewgood
things that your antswill runacross. The
fi~t is yourgoal, the usable caverns of the
Colony. Ten rooms are down there inthe
dirt, justwaitingto have your people clear­
ingthem and move on in. Your ants will
find them without much afa problem once
you take the time to explore the three

startingpaths to their conclusions.Afinal covern is revealedatthe base of the area, where
Kokon Horay has restedlikea dormant volconofor many ages. Uncover that wondrous
entrance to gain access to a 50-level dungeon with treasure, monsters, and a battle that will
testall ofyourskills.

Another interestingevent happens whenyour tunnelers uncover hidden tunnels. Some of
your smarterantswill alwaysbekeepingtheir eyes out for these tinypassages. There
aren't too manyimportant items and suchinsidethesesmall caverns, but youwill find some
lenny thatwill pour nicely intoyourants' coffers to fuel your expansion. You don't really
have to havevery powerful ants to find these; usuallyyou will just be told about a new cav­
ern or twowhen youreturn to the Colony.
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RESEARCH
Useyour Labs, oneof the twostartingbusinesses, to researchnewtypes of activities for
your ants.Your most intelligent antsaccomplishthisbest. Keepan eye on yourSmart ants
so that theycanalso be put intoworkwithinother businesses, for research is a key aspect
ofmanyplaces inthe Colony. Markets, Banks, and manyother businesses research items
and options, soyouwill need a tonof Smart ants to keepeverything running smooth~. -

As a Skill Shop, the ants will do their best to come up with some new skills for you. On the
whale, they will find skills that are somewhat rare. You will likely know a number of them
already, but there are ohen a few new ones in the mix. It is worth doing atleast a single run
of the Skill Shop inthe beginning so that you con grab these extra skills. Aher the skill shop
has reached its limit, move on to a different store type. Even redoing the Skill Shop won't
get you a different set of skills, so itis necessary to move on.



The Equipment Shops arenice because theytoo will end up with a rare selection here and there.
Youcon lind someverypowerful weapons andarmorforyour party pretty earlyin the game if
youlocus heovi~ on developing your colony. You will needa lot of cosh to buy these goodies,
but that is something that the Bonk con solve (see belowl. Although the best items a Market con
research are not the linest pieces 01 equipment inthe game, the Colony will give you access to
these items loirly early on. II your Bonksare beginning to spill money out the lront doors, this is
agreat way toconvert some 01 that cosh intopower for your growing party.

The earnings potential 01 Markets is moderate. It tokes a group 01 antswith Smarts and
businesssavvy tomake you a substantial prolit inthis lield.

The Lob is the most important business to put your ants into(lor the earlystages 01 the
Colony's development). It is here that antscome up withideas for newbusinesses to build. II
you wont to really see your Colonyexpand, put antswith enoughSmarts to innovate.

Once all 01 your businesses have been researched (there are 10 total businesses), you should
switch anyLobs that you have over to researching items. Thiswill get youa lewnifty trin­

kets. One item thatcomes up very early in
the rotationis a Golden XP ticket, and
theseare quite useful lor gelling your
party a boost intothose highest tiers 01
power. Youcan tear down and rebuild Lobs
toget moreof these ifyou so desire. Each
time, the list will be researched anew. Do
this 20 times tomaxout your XPpotential;

you aren't allowed to corry and use more than20 Golden XP tickets ata time.

The earnings potential 01 Lobs isnonexistent; Lobssoakupyour money anddon't giveyou
bock anylenny. 01 course, youget items and such instead. Beyondthe GoldenXPtickets,
you won't get a lot 01 exciting stuff from the Lobs. As lor as time andreturn oninvestment
goes, the Golden XP tickets are lost and potent, and the rest 01 your Smart antsare often
beller spent in other lieIds once you have enough of those.

Cafeteria
It'shard being on ant. Dungeon dwellers like totoke a chomp atyouwheneveryou pass,
the Ant Lions are always wailing lor a snack, and the Burrows only knowwhat couldbe
down in the lowest levels 01 the earth. Your lillie guys and gals would love to havea place to
cool off and think of good times. Build a Cafeteria to give them sucha place.

For a Cafeteria to draw a real crowd, makesure to place ants with real Toste atthe head of
the project; your ants don't wont swill to break their day's monotony. Thiswill pay for itself
bydrawing a lair profit.The moneyis actuallypretty trivial compared with some of the
other uses of businesses in the Colony, but your workers deserve the love, eh?

The earnings potential of a Cafeteria is moderate. You won't make a ton01money with a
Cafeteria, but you will likelyearn a profit. If you enjoy playing with your ants, then go
ahead and build one of these just for fun. Obviously, a group 01 ants with low Toste won't
runa very good Cafeteria and your income will suffer lor it.

Explorer
If you have astrongand daringant to spore (who isn't long for this world anyway), build on
Explorer'sGuild andlet your boldest ants head out into the cold world outside 01 the Colony.
These dare-doers will bring bock small items as a token of their travels, and they will gladly
give these to you. It's very hard to get on ant up to the point where it con go into the most
dangerousareas and survive, but you can findsome interesting items that you might have
missedby doing this. On the whole, this is a very difficult business to work on.

For the best chance of success, try to have your explorer ants work out atthe Trainers until
they reach a decent age. Focus on Guts and let them build themselves into a real fighting
machine. After that, slowly push them through the dungeons to see how much trouble they
can toke.

You won't make anymoney from the Explorer'sGuild in a direct sense. It 'sup to you
whetherthis is a worthwhile investment. Most of the low-level dungeon areas will have the
ants bringing you equipment that isn't even worth taking to a store to sell. The highest dun­
geons might net you something novel, but it'sa lot of time that could be spent sending your
party bock through those levels instead.

, Concert Hall
The Concert Hall exists mostly for your amusement. The ants here will research various tunes
from the game'sselections. Once finished, you will be able to listen to these melodies atany
time you see fit. If you are building up a colony to support your party, this is certainly one of
the weaker businesses to look into. It doesn't toke too many ants to start building up a large
selectionof music (it just tokes a fair bit of time). If you do wont to have a Concert Hall, just
put on ant with style andasense of Toste so that you end up with a musical prodigy.

The earnings potential of the Concert Hall is substantial. If you don't have the funds to
directlybankroll all of your ant operations, a well·stoffed Concert Hall can help out a lot.
Trainthree ants in Toste and put them in a developed Concert Hall for a couple hundred
lennyof profit.This by itsell will toke core of several negative income operations.
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Bank

Interest Exam Ie

Traine r s

We still haven't talked about the big time moneymaker. Foreign investments are what make
the Colony thrive. Dais and Mils are the commodities that you will quickly gain access to. The
markets for these items are somewhat constrained, so you won't see either one crash or go
into asuper boom. For what you want to do, that is very good news indeed. Once you have
around 40,000 or so Zenny to invest, this is the path to glory. You can even start much earli­
er and slillturn a very nice profit without wailing for very long.

At first, when you only have access to Dais, watch the market carefully. Dais don't fluctuate
nearly as much as Mils do. When the price gets into the low BOs, pick up a full group of Dais
and sell them at 100+. This doesn't take long to happen, and you will see a tidy increase in
your finances. This is still child'splay campared to the Mil market.

Mils can fall as low as BO as well (which is an absolute steal). Grab everything that you can
possibly buy atthis rate and pop your head into the bank over the next hour of playing; at
some point, the price will dimb back 10 200, 250, or even 300. Sell, sell, sell!!! Repeatlhis
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 limes, you will be buying up real estate,
consolidating your empire, and probably having a private tunnel dug to the surface just to
make life easier for your party. Hard work and dedication are the best ways 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 waiting for the next price depression.
You may wish to use Checking enoums during the interim so that you aren't leMing your money
rol. If you hit the money cap and are looking for things to do with it, consider buying expensive
equipment, puNing mare money into the Colony account, or building asecond Bank for investing
even mare money. By that point, you will have practically infinite wealth.

Not only is the Bank perfect for making money through trade; if you put three Smart ants in
there, the Bank will generate its own money. life couldn't be beller in the Colony.

The Training area gives your young ants a great opportunity to focus on the path that you
wish to push them toward. Walk in there and tell your liNle guys whether to train in Guts,
Smarts, or Taste. Come back after a number of kills and your hatchlings will be ready to
enter the workforce. Almost all of the ants will try to focus on Guts if you don't tell them to
do otherwise, so walk over to the Training Center every time you put an ant in there.

You can't make any money from the Trainers, but this is still a wise investment in the long
run. Well-trained ants today mean riches tomorrow. Remember to take your ants out before
they reach old age. There is no reason to have an ant train from birth till the grave; eventu­
ally, each ant 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. Toke the onts out earlier if you are still
struggling to 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.

Any TIme
Alter Compounding
Alter Compounding

10 Kills
100Kills
500 Kills

12,B321
16,1051
20,0001

Checking 0.05%
Savings (Big 100) 0.1 %
Savings (Super 500) 0.2%

Checking Account
Big 100Auount
Super 500Account

Bank Accounts
Account Ty e Interest Rate/Kill Compounded Every Withdrowal

People build banks so that they have a safe place to put their money. In Dragon Quarter,
money is fairly safeas it is, but you would be wise to look into banking as a means of
increasing your wealth. Sure, Checking and Savings accounts are fairly slow for accumulating
wealth, but the Foreign markets are the key to ludicrous wealth in this game.

Checking offers a place to deposit money
and watch it grow steadily (though slowly).
You receive half of a 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 back
to grab your wealth atany time. This
amounts to an interest rate of 5%for every
100 kills you make.

Savingshave 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
difference is somuch that the improved compounding of Checking account interest does not
even came dose to pushing it over the tap. See the following table for a better view of what
the three account types can do for your money.

This table makes it look like the Big 100 aHounts will get you twice as much money as a
Checking account (over the same period) and that aSuper 500 account will get you four
times as 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 should dear things up. The small figures below show what would happen ifa per­
son invested 1O,OOOz in each of the three accounts for 500 fights.

If you plan on throwing a ton 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 has itsplace for people who will constantly be adding to their enount, The only plan
that really falls through the works is the Big 100 Savings Account. It just isn't that fiscally
soundto go with a plan that still locksaway your money but doesn't even come through on
Ihe interest rate.



Goo Slayer requires you to slay nine Goo
creatures. It is nice ifyou get this chal­
lenge before you go very for into the
game; several of the early dungeons are
filled with eosy GoDS, and this mokes for a
simple victory. Ifyou don't try Goo Sloyer
untillole in the game, you will hove to
seorch mrefully throughthe lost couple of

dungeons to find your torgets. Itmoybe necessory 10 restort your party to pass this if you
run out of monsters to kill. The reword for this challenge is 30,000z.

Technician is the oword given to 0 person who con win nine benles without taking onydam­
oge. The difficulty of this mission vories 0 lot, depending on your place inthe game ond on
how for you ore willing to toke things to get this oword. To guarantee that you win, sove
somewhere nice ond simple ond then use Ryu'sdrogon powers to completely overcome your
opponents. Give up oheryouget your oword and your D·(ounter will be reset. To beotlhis
without resorting tosuch brutoltoctics, find 0 ploce in the next dungeon that hos 0 few open
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people bum rush the monsters like this to ensure eosy fightsuntil everything is over.

Duke Hunter is entirely easy inthe first dungeon. You hove to kill nine Duke creatures 10

get the oword. Eorly inthe game, Ihis is very simple. If you hove to wait until later, youwill
findsome very tough Dukes in the fin al few oreos in the game. As with many other chal­
lenges, this is one thot you mayhove more fun completing if you woit until your second run
through. Either woy, finding the Dukes is the only bother; beoting them is never too much of
ochollenge. Well, moybe in Kokon Horoy, but that is 0 worry for another time. Your reword
for this chollenge is 1,000 Porty Experience.

l -Round Warrior is more fun thot 0 borrel of Goo Elements. You need to whock out nine
victories in the first round of combat. This is onother chollenge for the eorly game or for con­
trolled oreos. Use meot ondbombs to sohen your enemies ondthen go in for the kill. If you
don't get jumped by onything horrific, this should be 0 foirly easy task.

Tri-Buster can be 0 reol poin. You must
kill nine of the triple-heoded monsters that
oppeor sporodicolly throughout the game.
The problem is thot 0 101 of dungeons just
don't have nine of these beosties 01 once.
Get this challenge toword the end and be
patient enough to woit until it's completed.

Hard Puncher is about os much fun as
they come. Your gool is to decl l,000or more domoge in 0 single roundwithyour moin
chorocter (without going intodrogon form). This is very eosy if you are of moderotely high
level, ondit is still dooble even if you oren't. First off, find 0 plere thathns seven or more
el\emi~ Ihol ~IlU lOI\ \lull Ill\lelhet 'H\lhIlllld. II ~IlU \lO\llln ~p P!IlDSI 1o s'o" 0\\ the bonle,
or hove Nino Tronsfer her Ability Points to you, you will hove many onocks to make during
your round. Use Side Slosh to hit us many of your enemies01 once as possible. If you ten
get seven or eight enemies in your sights ot once, that 1,000 mark won 't be hard to grasp.
Even doing 20 points of domoge 0 strike would be enough if you were hining everymonster
with 9Side Sloshes! Using elementol blodes ogoinst weok creotures 10 thot element is eneth­
erobviouswoy of geningthis done. The reword for this mission is Ryu's(elfis +9blade.

Bot rooms ore olwoys nice for gening this mission done!

Talk to the ants in your paper from time to
timesothat you can readtheir publimtions.
Some of the headlines from the news sec­
tion are amusing.

These are the challenges that you can
unlock from the ReviewBoord. Ifyou have
trouble completinganyofthese challenges,
read thenext sectionto get some hints
toward victory.

Chicken Runner isaveryeasychallenge.
You have to run awayfrom nine bcnles.

Find a place where there are enemies fairlyclose to a yellowdoor and lure them close tothe
exit with food. You should start your bnnle and ditch as quickly as possible; repeat this nine
times for a truly easy challenge passed. The reword for this mission is Un's (eme Here!skill.

Combo Master asks that you complete nine combination onmksin a row. Build up your
Abilil'i Poinls ol\d make IhishO\l\len.'tllU 'Wlln'l ho~e III~nd Ollll 01lime'H\lhIhis lho\\en\le.

The Review Board

Newspaper

The earnings potential of a quality
Newspaper is fa ir, but itwill toke a lot of
~me onb 'Wo '0 mo eni~nO\l\len. till
until you are comfortablewith the rest of

your colonybefore taking on thischallengingnewfrontier inbusiness. Ifyou don't have the
appropriate ants ineach slot foryour paper, the entire businesswill foil toproduce any
income.

The Review Boord is a reallyrewording businesson severoIlevels. Throwa fewSmartants
onto the review panel, and you will soonfind a number of challenges coming online. Toke a
look atthese and go oher the onesthatyou feelsafe trying. Onthe whole, the rewords for
these quickly odd up, and you wi ll be inmuchbetter shape throughout the game if you get
what you can out of them. Anotherbenefit of this business is thatyou can tokea look at
severoIinteresting party statistics (such as the number of monstersdefeated, best Nugget
price that you fetched, and number of benlesl,

Perhaps no business inthe (01anyis harder to run than the Newspaper. Because you need to
have all three slots filled for the place to runatall, itis somewhat tough to get one of these
going during the eorly stages of the (olony. Later on, youstill will need to be quite careful
whenchoosingthe workers fo ryour local paper. You wi ll need a writer, a desk ant, and a
designer. Thiswill toke Guts (for thewriter), Smarts(for the desk ant), and Toste (for the
designer). Makesure that youmanually assigneveryone to the proper position so that you
don't have Mongo the Bosher trying to copy-edit (utie Artjoy's"Hardball" report on
Renaissance poetry.



Stockhouse
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Robocrusher is another kill nine-enemy challenge. Rnd and destroy nine machines to win.
Early on, this is very tough, but there are entire dungeons 01 machines near the upper lev­
els, so bide your time and get your victory then.

Nuggets are cute and lun to ploy with.
Honestly, they are pretty tasty too. Sullur­
eating bacteria and underground lungi
don't make lor the most appetizing diet,
and people just can't help but loll in love
with recipes like Nugget Roost, Nugget on
aStick, and Not-Chicken Nuggets. Your job
with this business is to raise yummy and

large Nuggets lor public consumption. The short and sweet version is to put some ants with
Toste in here, leed the Nuggets well, use Multimeds on them ilthey get sick, andthensell
them at the best time ome they mature. II you wont to make any serious money Irom the
Stackhouse, i1takes a lot more work than even the Newspaper. II you are willingtotoke the
plunge, invest your money, throw in substantial effort (and sell a bunch 01cute little Nuggets
as meat), and then read on for a more detailed analysis of the meat market.

To pull bock your sleeves and become aserious breeder, put some of your best ants with
Toste in here. Those ants will be able to research the better food types for raising your
Nuggets; you won't have to leed them the low·cost and low·quality foods for long. Instead,
you con select from the finished list and go aher things that will raise the size and flavor of
your Nugget. Proper feed will cost a set amount lor every ten enemies that your party
defeats (standard time progression in the Colony). These costs are not very high compared
with the total running cost of the entire business sector, but this could give you some prob­
lems if you are already running in the red. Build a Bonk and work your money up before
playing with the Stackhouse if you are having any monetary problems.

Aher you have chosen the proper leed for your Nugget, ittokes some effort to know the
best time to sell the little guys. II you try to get rid of the beasts before they lully mature,
you won't get a return on your investment. Wait too long, however, and the darn things will
die on you. For the best mix of growth and health, try to switch between BrownRice and
Hoy when your Stackhouse doesn't have many options and thentry Vito Vine andX-Soda
once you have unlocked these expensive load types. The thing about the higher cost loads is
that they do pay for themselves (although not by a gigantic profit margin). X-Soda, ason
example, will raise the value of your Nugget by aboul 200z per period. Thatbyitselfwon't
get you a prolit, but if you sell your Nuggel when the market is atits best youwill realize a
profit of 100z for each period of X-Soda feeding.

Look at the table below to see the prices for the main feed items and lor on ideo01 what
they do 10 your Nugget.

Feed TI/pes
Name casl Effect

II you talk toyour Nugget, youwill also have theoption to feed the coif a Ireat outside of its
normal feedingpattern. Ironically, youaregiven a listof mostly Trap items to do thiswith.
Fresh meat is a nice treatlor a thin and healthy Nugget, and Multimeds will help a sick
Nugget gel onto the rood torecovery.

When it is getting tobea good time to sell your Nugget (aher it has matured), you wi ll see
a notice onIhe main bulletin board at the frant of the Colony. This nolice will let you know
that your Nugget has grawn up and is ready lor saleon the open market.Check fairly often
withtheStackhouse Fairyaher this tosee how things are inthe meal market. If things go
through the rool, she will tell you to sell immediately(and you should). Otherwise, wait until
the market is very high and let your Nugget wonder off to a new home atthat time.
Obviously, you can't wait forever to make thesesales, but you have a fa ir amount of leeway
if you start looking early instead01waiting for your Nugget to be in perlect condition before
even considering the state of the industry.

The thousands 01 Zenny thatyour best early generation Nuggets will fetchwon't exactly pod
the Colony'scoffers. In fact, you won't be making much more of a profitthantheComert
Holi. This is a much more rewardingand personal business, though, and some people will
have a very good time with the Stackhouse if theygive it a chome.

Weeds
Hay
Brown Rice
Falgrass
Tofu Grass
Vila Vine
Yummy Root
X-Soda

Free
70x
bOx
bOx
IOOx
IOOx
IOOx
700x

Nugget slats wnl nal change much
Slightly raise size and flavor
Keeps Nugget from gelling sick
Raise size quickly
Well-balanced, for bolh slals
Anolher healthful choice
Raises Nugget lasle quickly
High increase in stals
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KOKON HORAY

Each level only hos one room. This doesn 't make the lighting any easier! You'll often be
forced to peel enemies away from the center of a group so thai you aren 't overwhelmed
by Genic firepower. Don 'tlorgetto bring a supply of meat to help wilh this! Anice stash
of other trap items wouldn't hurt either. It tokes money to make maney, and Kakon
Horay is all about that concept. This isn't a pleasure strolllhrough the garden. This dun­
geon is more of a pleosure cruise ot night, through eel-infested woters.

Here'sa bit of extra advice. If you aren 't going to Kokon Horayearlyon in the game
(for some of the gear in the eorly levels ), then wait until the very lote stoges of the
game. Do this so that you can walk intothe dungeon withnine backpackpoges. Hoving
that many pockets will let you pick up and corryoff a whole lot more loot. Even with all
those slots, you 'll likely have to run through Kokon Horaytwice toget everything. The
only alternative is to ditch some of the weakeritems, and nobodyreollywonts to do that
- after all, you have to go through to get these goodies. If you ore planning ongelling
every item, ploy through the first15 to 20 levels and then quit.That is a lot more effi­
cient on time than playing upto the 40th level and then having to turn bock and start
the whole process over for the final ten pieces of equipment,_________

Still, this presents asubstantial problem for the triab of Kokon Horay. You certain~ don'twont to
start out atgroundzero. lucki~, you'll have your equipped ~ems and a full inventory.This obvi·
o~ works to your advantoge. Having a nice spread of stotistic-increosing items (Power mecs,
Protein, etc.) will make things a lot easier. It'seven belter to have atleast 200,000 or more Party
XPtakick things off. For the goodies inside the bonus dungeon, it 's worth the effort.

Before entering, save your game and hove a massive supply of health items. Make sure
that you take the best health kils that you can offord; four or five stacks might nat be
enaugh(dependingon your party'spower, nothing mighl be enough). Your level has to
be prelly high to simply walk through this place, so take lhat into account. Alevel 30
partywill have 0 tough time of the dungeon, especially without high-end gear. By level
40 or so, you should be able to go through Kokon Horay a lot faster and without as
many tedious fights. If you spend the substantial time to amass XP for a 50th level run,
you 'll easily blostlhrough everything that Kokon Haray has to offer. Ir's all a moiler of
time and preference.

When you 'regelling those health items, don't forget to bring a load oltanics along. If
you have the final enemy of the dungeon down to 10%01 his health bor ond have Ryu
drop, you will not want to open your menu and see that Nina quaffed your last tonic
because she got thirsty. Don 't let this happen 10 you. Alsa, keep 0 number of Multimeds
with you as well; there aren't too many status effectors in the dungeon, but you wi ll be
hit with at least a dozen Binds (you'll need to get out of some of those).
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Expect to run across Bind as the mast cammon status ailment, although there are a few Virus-infested enemies.

The best-equipped weapons for this dungeon are probably Ryu's Drogan Blade, a high-end
Magic Staff for Nina (the Wizard Wands are nice, but most of them are already hidden in
here), and a Sniper Scope for lin. For alternates, keep high-damage weapons with a wide
selection of skills. There are a few elementaltargels in Kakan Haray, bur nat enough to
make it useful to bring loods of extra tools. For armor, choose one really light suit for
everyone, one super defense suit, and an anti-status piece of armor for your third slot.
Shield-wise, have one for stealing (there are a couple of skills down there), and two more
with nice protection abilities_Physicol damage reduction is a big plus; you will face a load of
melee enemies.

Anumber of nasty 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 floor. The Fairies will
try to watch 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 go 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 oul. You will have to wait for a level with a Fairy to pull your party out, and there could be a few
levels of monsters in the way of that. For this reason, you must keep on eye on your supplies and know well ahead of time ifthings are going to go badly.

Safety should come before valor in the decrepit halls of Kokon Horay.

&_-

KOKON HORAY <4
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survive down here? It turns out that on entire don of the lillie nuisances has thrived under these dank conditions, bur now they block your way
e isn't going to let you steal his family away without a fight, and Morna isn't for behind!

Bown same"lI t~e" little: :ones outside of bottle to keep things simple. Use meat to draw everyone out of their fortified area, and you can even use the ledges atthe front of the
fo~ a gun am sh point if you're worried at all by this encounter. Either way, the Morna and Papa Nuggets are the only true concern. When you 're ready, grab them (one ata time

dIl ma og It, or ifyou're nervous). Fire softens these Nuggets well, and Ryu is perfectly crafted for taking the Morna down. If you eliminate everyone except for the Papa in the
una, t~en things shQuld go quite well. You get a bit of free time because of the Papa's urge to heal his family with lightning (even ifnone of them are left). Finish any stragglers
sere around and move on.

resent that you find in the rhest is useless in Kokon Horay, but it will get you more items during the rest of the game. Monsters will tend to drop things more often after ballie
n op have some of these in your inventory, so keep this gift around.

Enemies
4 Lantern Bals
4 Aggrossers

Treasure
Magk Wand+6
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Blind Gear+4

3 Duke Hunters
3 Duke Magi
1 Duke Battler

Blind Che(k+S

6 Duke Hunters
2 Wonderboltes

Enemies

Enemies

Enemies

Enemies

Treasure

Treasure

Treasure

Treasure

FOURTH FLOOR

SIXTH FLOOR

There are a number of Dukes on the
flanks in this room. Ifyou 'repowerful,
try to use two sets of meotto bring
everyone together for a massive rumble.
Use everyone'sAoE ottocks ond wipe
everything out in the first round. If you
ore lower in level, then draw the central
group forword first. This will get you into
a fight without pulling the flanking Dukes into the melee. Hove Ryu block the Dukes from advancingon the ladies andthenuse a couple of Nino'smogicoltrops to further contain the
orea.That Duke Bottler is a decent taste of things to come. These new Dukes are beller trainedand extremely well equipped. Make sure that the lesser targets are out of the way before
you turn your allention to the Bottler. For defeating this heavy guy, build up Ability Points if you are having trouble. Afull round of waitingseems like on eternity, but it pays for itself
quite well on the following turn. Have Ryu try a Spiritcharge in the first round aswell, inhopesof landinga nice hit or twoduringhis big second round.

These DeVolves are hidden bock on tiny
ledges. If you don 't wont to engage in a 3 DeValves
fair fight, have lin stort Ihe fight from
maximum range. Without the ability to
get to you quickly, each DeVolve will Bladesma(k fRyu SkHl)
have practically no chance of dealing a
point of damage to anyone. Nino and lin get to have all of the fun, but Ryu can finally
toke a breather. II you wont to be more aggressive, then have Ryu charge up and do
things his way.

The Wonderboxes can be fun to ploy with, but you won't get anything good out of them in Kokan Horay. Thisisa place for bailie and victory, not for gambling and jackpots.

FIFTH FLOOR .

SEVENTH FLOOR

The enemies are spread out on this level.
You won 't have the fun of on enormous
bottle, but you won 't have to deal with
the stress of one either. Use meat to pull
out the Hunters, if you can gel on angle
on them. Many will try to use the ledges
fo stay away from you. If you have any
problems, switch to lin and let her start
the skirmishes.

This dungeon level isn't very fair to the
enemies 01 all. There are two Deathcows 2 Death(ows
that are stuck in the middle of nowhere.
Ifyou wont to be mean, just have lin
snipe them intooblivion. If you have a bit Autorifle+7

~~~~~-~~~~--

more honor, courage, and the urge to use
one or twoof your precious healing kits,
you could try to melee them across the
gop. Still, whylooka gift house in the mouth? If you'regoing to toke the fight to the Cows, it's worth trying out lin 'sShaller skill. When the Cows are dose and can't move out of the
way, it's great to see her do rude and beautiful things with her cool toys. At range or up dose, lin really comes into her own in Kokon Horay.

~-.-

KOKON HORAY ...



Enemies

Teleport (Nina Sktl)

Treasure

7 EboiItns
I Mallaclevaa
I 8apIlomet

Treasure

con't keep up the fight. At worst, itwill try to put some people to sleep, but this tactic is ineffective when there aren't other creatures to bock it up.

ondary bats down in the first round, use meat at the front of the ledges to draw just a few of the bats doser. Gelling intoa light
erfor 0 fledgling party that is coming through these levels without the benefit of heavy artillery.

I e Beaks are the I eo 0[

t from the size ond shope of
ill know what is coming;

9 re a lot like Deathcows, ond
ll! a:r slouches in bailie. The Beaks

are able to Bind people now and then, SappIlire Master+S
and this makes things 0 bit more edgy if
a fight is alreody going poorly. Use Lin
and ploy to her strengths; ifyou trigger a bailie where the Bon Appetits are staying, youcanuse her massive rangewith her bestweapons to hit the Beaks long before theycan make a
successful approach. This erodes the constitutionof these fierce worriors, and it will make Ryu's life a lot easier.

, ''',-if
, '

, I ' ------
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Bind Check+4

5 Black Widows
3 Rafflesia

Enemies

Treasure

TWELTH FLOOR
Use meot to group these enemies ond
then pour notural ond mogicol fire oil
over them. lin ond Nino con devostote
this herd of creotures without breoking 0

sweot. The Block widows should go down
before they con do much of onything, ond
the Rofflesio will be left olone to fend for
themselves. Ryu should toke oil of his
eorly ottocks on the Rofflesio, for thot reoson, ond will hove ot leost 0 couple of them
hurting by the second round. After thot, things just degenerate into 0 stondup fight.

THIRTEENTH FLOOR

Slrong SwarM

Enemies

Treasure

6 Ruslphages
I DeVolve
I Glganlis

Rustphoges ore fost ond con do 0 little bit
of domoge, so line your porty up for
mojor AoE ottocks before this bottle
begins. One group of the Rustphoges
should be in front ond 0 bit on the side,
while the other is behind the lorger ene­
mies. Hove lin try to kill 011 of the close
Phoges during her Extro Turn, ifpossible,
ond then do whot you con to kill everything else thot odds to thot fight. There isn't 0 whole lot of room to moneuver, so the enemies moy woste 0 bit of time untongling themselves.
Either woy/ Ryu is going to be tied up with the DeVolve ond Gigontis when the time comes. These lorge brutes just toke domoge ond keep stonding. Consolidote the fight before trying to
skunk the Gigontis, becouse he won 't die os eorly os you would like.

For breoking down the lorge guys/ you moy wish to try equipping 0 Debuff weopon (one thot is threoded with defense down-type skills, like Ryu/s Rust Armor). Becouse ittokes 0 num­
ber of ottocks to cut oport 0 Gigontis, these Debuffs ore worth it, especiolly for porties thot ore 0 bit lower in level.

FOURTEENTH FLOOR
lin is the queen of this bottle. Aggrossers
ond Worm Men ore both weok to gunfire,
ond AoE shots will weoken the entire
field . Use meot so thot you den't hove to
fight everything ot once, ond keep Ryu
on those Worm Men (the Aggrossers will
go down very quickly without their help).

Enemies

Treasure
Impact Che:.;;(k=+4=== =-=",,-== = ...:

FIFTEENTH FLOOR

Treasure

EnemiesAny of your chorocters con obliterote
these poor little guys. lure them together 6 Guard Ants
with meot ond toke the entire cluster of
them with 0 few simple strikes. If you
toke too long, these onts will sturt to pro- Dustslorm (Shield SkUl)
teet eoch other ond moke things difficult
for you, but the first round should see them put in the grove before thot happens. Who
knows why these innocent insects were here in the first ploce. They should hove stoyed in
the Colony with 011 of your buddies.

..............._--

KOKON HORA ...



Ughlwove

2 Prima
1 Bon Appelil
5 Aggrossers

Enemies

Treasure

Kurt the Dukes a lillie while tearing up the Pikes. The goal here is to break the Dukes' armor before you go after them directly. It isn't pure damage
8 number of times you hit these tin cons. Group anacks let you thin the ronks while accomplishing this. Once the Pikes are down, try to break the armor

e; the lliugh part about this is that the Dukes' armor won't break until their turn of combat. This makes it a guessing game as to when to switch between hilling
Ovel time, you will get used to this, but ittokes a fair bit of practice and perception.

u as have Illstth~ir armor, it is not a hard thing to bring them down. If you are very powerful, you con kill these Dukes before that happens, but this is simply not on efficient use of
llint f YOll are still fighting other enemies. Remember to stick with 10-Ability Point allacks when you are trying to break Duke armor. Sure, the damage is quite weak (especially for
dUn a doh't have obs<ene 10-AP cnerks like Ryu does). In the long run, that won't matter; This advanced Duke armor will block over 75%of your damage; gelling the Dukes out

r sui 'Will more than pay for itself.

Treasure

This dungeon level doesn't require much
of anything from you. Group everything
together with meat and descend upon
them with AoE ollacks. Nothing here will
hurt you at all if you oct quickly and
slaughter your targets. That should not be
hard to do.
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Ad Delay (Ryu Skill)

Excel Suit+4

5 GarPikes
2 Beaks

2 Black Widows
3 Armstrongs

Lockproof+4

Enemies

2 Goa Prisms
5 Kanaphage

Enemies

Enemies

Treasure

Treasure

Enemies

Treasure

Treasure

TWENTIETH FLOOR
The Black Widaws are primarily thrawn in
here to distract yau fram the real threat.
Even still, the sleeping Armstrongs need
not be woken until the Widows have been
killed. For the best chance of a victory
without harm, fows on taking each
Armstrong by itself; these creatures love
their counterallacks but aren 't very
aggressive if you don 't go after them directly. Save up APs for each run and then take out anArmstronginone fell swoop. Don 't use AoE otterks unless somethingvery odd happens. On
the whole, it won 't payoff to wake all of the Armstrongs until it is the proper time to dealwith them.

Try to take this group down in two fights.
Even if things go wrong, the strategy for
this level is fairly sound. AoE ottorks dur­
ing the first round will serve you well;
this will make the high·hit point monsters
of this level into much softer targets.
Even Ryu should wade in there with his
Side Slashes. Although your enemies may
get a round or two of allacks off, these ore foes without too much in their bag of tricks; if youhave the healing kits, you will make it through this without anylenq-term consequences.

TWENTY-THIRD FLOOR

TWENTY-SECOND FLOOR

TWENTY-FIRST FLOOR

This is a level with a lot more firepower
to bring against you. It is not wise for 7 Duke Knights
even a somewhaltough party to go after --~-=_.~=~-~~-

seven Dukes at the same time. Try to use
meat and bring a couple Dukes ata time Fireproof+S
onto the ledge toward the front. You con '"--~---=--=====

then ambush them with lin and make them come all the way out to you in bailie; this
will have them arriving at the frontl ine with almost nothing left to give. Three bouts of
that and the Dukeswill be nothing more than a memory.

As always, use lowAP skills to break Duke armor.

The Kanaphage are a pain to track down,
and this level bears a lot more frustration
than challenge. Keep lin inthe lead and
shoot atanything that moves to trigger
the fights. If you mn't kill off the Kanas
during the EX Turn, they will probably get
a blast inatyou. This is slow and tedious
work, but nothing here shouldbe able to
take you out, certainly.



Enemies
4 GarSnlpers
2 Trilizards
1 Duke Lord

Treasure
APresetlt (LiJI Skill)

jnto it. This is not a foe to be taken lightly.

. fillst off the famous Duke armor is a staple of the Duke Lord's defense; you will have to crock that stuff open with a heavy round of lO·AP allacks from
ber likely a tlitijJ). fecond, the Duke has a small absorb shield that you will have to pound through with each combo. This is by no means a large
ma oneyou to ollack the Duke every other round ifyour party is not adept at pushing raw damage. If that is the rase, build up Ability Points and go

r her round. THis is not ideal because of the way Duke armor breaks, but itmay be necessary.

is considerable offense! Duke Lords will often spend the entire first round Binding your party; this is on AoE spell, although Nino and Lin won 't
yu when the spell iscosl. Whatever happens, Ryu is likely to be the only person who is worth spending a Multimed to get out of the Bind (and

eddy in melee with the Duke).

IitlWeen R'yu and the ladies. The Duke Lord's melee cnnrks will hit multiple people ifthey are dose together, and those shots hurt badly. You will wont to have
ne ound, to9 his rare Third Eye skill, but stay with the best shield for damage reduction that you have after thaI. With Nino and Lin safe to heal Ryu every

be Ieand sound s the Duke pounds away and quickly weakens toward his own demise. Still, he is a mighty foe to defeat, and his death is worthy of a leader.

Once the lillie guys have been eliminated (or reduced to a tiny count), go after a Gigantis on the side. You should be able to get away with fighting two ballies against these three ene­
mies, and that will make the entire dungeon level a lot easier. One or two of these large monsters won't be able to threaten your party too much, and you have already faced fo r worse.

---~- - -------
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MIIIIdau BIade+S

4 (bonfires
2 Baphomets
1 (erebus

Weaken (Nino SkiD)

4 Worm Men
2 Nervemen

2 Worm Men
4 Gigantis

Angel (oat+8

Enemies

Treasure

Stinger

3 GarPikes
2 GarSnipers
1 Trilizard

Enemies

Enemies .

Tr-easure

Treasure

Enemies

Treasure

TWENTY-SEVENTH FLOOR
This level is one thai you could almost sleep
through and survive, although it is a fair bit
of fun. If you use your meat carefully, you
can group this moderately sized farce into a
light duster. Have lin slart off the fight then
and hose dawn the entire hoard. Nina will
step up next and can use AoE spells to finish
off any Ebanfires and weaken the Baphomets
to the point of uselessness. Ryu'sonly need is to come in ond deon up anything that is left. If you strike hardenough, the Cerebus may be the only thing left by the time it carnes to lin's normal
combot round. This orea is fun, bears adecent amount of EEXp, and is a nice break from the tougher fights inthe levels above and below.

You have to be extremely tough to go
after this entire group of enemies as a
meat group. Afew tosses will let you try
this, but the extremely high hitpoints of
the Nervemen will keep a single round of
AoEspells from geUing you a simple vic·
tory. Throw inthe Virus abilities that
these shadowy figures can wield, and
you mayhave some real problems if your curative supplies are low. Unless you are quite sure of yourself, take theWorms and Nervemen on over two or three bettles, lin andRyu can
easily handle things under these conditions.

More Gigantis are here.Things aren't too
hard, because you have some roomto
move aroundand arrange the boule, so
this is more a metter of patientlygoing
through. lin should draw enemies to the
party (as none of your enemies have sig­
nificant ranged ettorks), and Ryu should
engage everyone who gets dose.

lin and Nina can soften, as usual, and Ryu
will have to busy himself with many assists.
You shouldn't have a problem doing this
roomin three bettles, and that means thai
each oneis preUy small. Be careful of your
flanks sothat nothing can gel an EX Turn in
against you, but that is aboulthe most thaI
couldgo wrong here.

You are beginning to get into the area of Ihedungeon where the treasure is really nice. There have alreadybeena couple of nifty armor pieces (such as the Angel Coat from the last level), and
now you are seeing rare weapons like lin'sStinger. From here on out, almost all of the loot is stuff ihet paysyou back for going through this trying place. If there is ever aquestion as to what to
ditch, Ihrow away just aboulanything armor-wise fromthe early part of the dungeon in favor of these treasure items. If your packsare beginning to really fill up, and you need to get that last
piece of loot to fit, completely heal your partyand drop the remainder of the healing items fromthat slot. Don't go too for with this, lest you end up in a banle that you cannot win. Still, Kokon
Horay is all about riskand reward.

KOKON H RAY ~

TWENTY-EIGHTH FLOOR

THIRTIETH FLOOR

TWENTY-NINTH FLOOR



Protedor+3

Enemies

Treasure

4 Goo Prisms
3 KanaphageDX

I
ut you shaul t yon

e larger KonopH e~ere
domoge thon their lesser

H still move with substontiol
oye in stcrt all of the fights

ere, just to be sofe, ond toke out the
Konos before you turn toword any of
the Goos who hove odded. Nino ond her spells will be absolutely splendid in gelling through these skirmishes without hoving the porty toke much domoge; everyone else has trouble
deoling domoge to these enemies. Elemental ollocks are the order of the doy.



THIRTY-FIFTH FLOOR

THE COLONY BESTlAAY

CutspcKe IRyu Skill)

3 Crushedhearts
3 Goo Kings

Enemies

Treasure

Before engaging in bailie, make sure that
your steal shields aren 't equipped. Goo
Kings have nearly worthless treasure that
you (On toke, butlhey get very angry if
you toke Iheir beloved Sponges.

Lin and Nino ore great at removing the
Crushedheorts from the field, and Ryu
should start on the Kings during each fight against mixed enemies. The Goo Kings can do a fair bit of damage, and their ollockswill hit everyone over a moderate area. Keepthe ladieswell
in bock and have them pluck away at the large Goos as best they can. Heal your party often if you start to toke damage; Goo Kings can deal a hugeamount of damage, andyoudon't wont
10 lose to these creeps. Use meatlrom a distance to keep these ballies as small as possible. Gelling all of the Goo Kings 01oncewill make thingsa bit too hal more some parties to handle.

THIRTY-SIXTH FLOOR

Hymnal+6

Enemies

Treasure

5 Ebonfires
3 Mohadevans

This level is almost a joke. Ebonfires are
way too weak for you to face seriously
at this level, and the Mahadevans just
don 't have quite enough of anything to
bring you to your knees. Group these
enemies logether and toke them all on
atonce. AoE allacks will kill every
Ebonfire and may even bring down the
Mahadevans ifyour party is powerful. Either way, this is a pleasant break before some of the stormy levels above the 40th floor.

THIRTY-SEVENTH FLOOR
Enemies

Treasure

3 Crushedhearls
4 Duke Knights

Impa<l Gear+8----"""""'......._.....

You should be fairly comfortable with
fighting Duke Knights by now. The
Crushedhearts are easy targets for lin
and Nino, and Ryu can start on any of the
Duke Knights who enter the bailie. At
worst, you will be facing all four Dukes at
the some time, and your porty should be
able to survive that without using up too
many potions. If in doubt, use more meat tricks to divide the enemy group in half.

Do as many low·cost AoE allacks as possible during the first round or two. Try to break multiple sets of Duke armor atthe some time to reallyspeed things up. Ryu and Nino are very
good at doing this; Lin will still be forced to either go for a single target or use her abilities tokeepthe enemies bunched up (pushing the lead Dukes bock into their buddies).

THIRTY-EIGHTH FLOOR

2 Gao Prisms
6 Nervemen

Tracker ISpecialllem)........~~~a_

Enemies

Treasure

Unless you ore feeling extremely virtuous,
there is away to have alot of fun on this
level. There are fwo groups of enemies here,
and you can fight them all at once by throw­
ingmeottoword the center of the oreo before
ollocking.The wall in the center of the mop
will keep the second group of Nervemen from
gelling into the bailie for many rounds. Lin
connottorgetenemies through awall, but her AoE shots will still hit targets through awall if the original target is valid. Thus, you should use the enemies in front to hit everyone for os long os the first
two Nervemen hold up. Nino can use her magical ollocks through walk without any problem, so this odds to the level of brutality after you finish off the eorly group. Set a few magical traps in the path
of the Nervemen to compound their dilemma, and enjoy the hovo< you are wreaking. There is no way that the second group will get on ollock in if you ploy dirty boll with them like this.

Ifyoudon't wont to do things this way, or have trouble triggering the fight with all of the enemies, then just do everything twice. Have lin start the light atmedium range, soften the
enemies, and then sendRyu in for the kills. This isa textbook engagement.

TheTracker that youreceive works b bein in the or inventor much like the Present and Golden XP items. Look for the increased details for the monsters on your mini-mop and
----decide whether this is on item that you are interested in keeping. For many people, this Js~ nice addition to their pocks.
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Riot Gvanli·1
Treasure

Goo EI_tal
Fire Goo
Ice Goo
Lightning Goo
Goo Prism
Goo Crystal
Goo King

[

a gila
yway this caulH u h

. iE au draw all of the 00 monsters
e time. If that happens, use

(Fire is usually a good
pe out one color of Goo with

ir . This will also injure asecand
type, and the third won't gel 10 heal
because rhey haven't been hurt yef. Have
Ryu focus on hiMing the neutral GODS (Ice
for our example), and you should only be
faced with acouple rounds where the remaining beasts get to whack atyou. The King will pour out a fair bit of damage on his own too, so make sure not to steal fromhim.
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FOURTY·THIRD FLOOR

BESTIARY

L --------'
KOKON HORAYTHE aJLONY

4 Creepstalkers

Save OueeuS

Enemies

Treasure

This place gives you time to rest and recoup.
Go to the right side, where the Stalkers are
usually hiding, and then use Nina to freeze
all of them with an ice spell. After this, Ryu
can destroy the entire group in a round or
so. Ice makes Creepstalkers practicolly
defenseless, and it's fun to run through and
dear them out once you know that.

FOURTY·FOURTH FLOOR
Another fight that shouldn't bother a party
of your caliber. Get all of the Crushedhearts
that you con logether and use Fire and AoE
gun allacks to dear the air. If you can do
this in a single round (which isn't hard at
all with a decent gun or even with Nina by
hersell], Ihen the Hearts won't be able to
power up ond counterallack.

Enemies
8 Crushedhearts

Treasure
Wizard Wand+9

FOURTY·FIFTH FLOOR
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3 Duke Knights
2 Duke Lords
Pantagruel

Valhalla (Nina Skill)

Enemies

Treasure

Before you try to go after Ihe massive form
of Pantagruel, use the old meat bait to get
the Lords off of the center.Taking on single
Lordsshouldn't be a challenge, and their
removal will make the following fights a lot
easier. If Pantagruel adds to a Lord fight
(which con happen even at consideroble
range sometimes), don't panic. Pantagruel
only does moderote damage until you rush him. Fight the Lord, heal when you con, and then kill Pantagruel just as you would have done in the next fight.

The Duke Knights aren't strong enough 10 stop you anymore, not in these numbers, so the big focus is on Pantagruel. To be sure of a good run, you must get your porty up to full Ability Points during
the first round. Let the Knights take up their positions or even gel a hit in; this is not agreat sacrifice. Pantagruel will throw out a couple of spells to wound you, but he is just ~ching to have you get in
dose. In a moment, you will give him more than he wants.

On the second round, charge Pantagruel with full force. If his speed is high enough to have him allack in the middle of your party order, then wait until he hos oIIacked this round before rushing. Yau
con hold your allacks until then and sustain another hit or two. Again, this isworth it. When everyone is ready to go, have Ryu, un, and Nina hit Pantagruel with everything at ooce. Ryu is best su~ed
for thisand will do amazing damage even with basic Slices against the magical Duke. In one group of oncrks, your party should kill Pantagruel and leave the remaining Dukes in owe of your power.
Finish them off os you seefit .

If you had let Pantagruel get a round or two of allacks by rushing him prematurely, he would have shown you his true pawer. This creature has powerful AoE spells thot are crippling tayour porty once
he is angered. At least acouple 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 Pantagruel).

Enjoy Valhalla, which now waits for you in the chest. Nina has finally gollen her last lightning spell, and it sure is a beauty to watch.

KoKON HORAY ...



Treasure
Legend Blade+9

Enemies
2 Duke Knights
2 Duke Lords
1 Gargantua
Pantagruel

Sext
°fight
UIle

er way, it's °fjgIJt !hot you
VIVJl. Ifyou s~1I hove MiiIti_, hit °

well in the first round ond get
·on. If you ore out of

, get Ryu into combat range with
both Lords before they con Bind you.

When only the Gorgontuo and Pontogruel remain, go over and slip into position behind the Gorgontuo.This Duke will not move againstyou most of thetime; he is happy just tosit thereand boskin
the glory of the only other Pontogruel. If you onock this Gorgontuo from behind, you will chen enter into°fight without having Pontogruelodd. That pretty much spells doom for thelinleguy, and it
leaves Ponto without any friends.

You already learned how to kill Pontogruelfrom your previousencounter withhim. Nowonly a round of buildingup strength remains before your final victory. Do this and rejoice. You have beaten the
dungeon.The final exit on~ has asingleguard for youto pass. Everythingis sodose.



No one is going to kid oround ond pretend that Dover isn't a challenge. This is an enemy
who can deal damage with horrific efficiency. Without Tonics and a load of healing items, you
might not be able to win. If you don't have many points left on your D·(ounter, you might
be in trouble too. Still, Kokon Horay has presented you with 49 challenges already and all of
those have fallen. This is just the condusion of all that has come before.

During your first raund, set the party up in a wide formatian. Turn Ryu into a dragon and
have him strike Dover with a simple Vortex allack. Or, if yau really want to save Ability
Points, breathe on Daver for just a fractionafasecond. Damage isn't the goal with either of
these strikes. HiWng Dover in your dragon form will cause the wyrm to shift all of his defens·
es for that round toward protecting itself against other dragons. This gives Ryu a chance to
cool down and let his blade allacks fly. Nina should transfer her Ability Points fo Ryu to assist
him with this, and Lin can pour on the solid 20-Ability Point damage allacks. This will throw
aut thousands of hit points in damage per round, and Dover only has 15/000 to bring into
the arena. You anly need several rounds of these tactics to destroy the dragon, but his
allacks will jeopardize your plans frequently.

Daver can hit things over a fair area (that is why you need to maintain a wide farmation). A
lot of the time, the dragon will give up a round so that it can strike and breathe during the
following round. When this happens, you are almost doomed to lose a character; sadly, Ryu is
a target of this because he is so dose to Dover. Accept this and be glad that more people
aren't in the way of the devastating breath. If yau bunch up, it is entirely possible to lose
everyone atonce. Just wait for the next raund, use a Tonic on anyone who forgot to duck,
and then heal everyane up to full health. If you have the supplies, you will be victorious.

After Dover is dead, get Ragnarok from the chestin back and go through the final door
to leave Kokon Horay. You have all of the toys that this mighty dungeon has to offer.
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1*'Ogre Slash

THE COLONY

Ragnarok (Nina's Final Skill)-----

Dover, an Anti-Dragan

Treasure

FIFTIETH FLOOR
Enemies

FINAL BOSS
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