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DATA EXPLANATION

Base Statisties: lllustrates the character’s starting statistics. The values shown are an indicator of where the character’s
strengths lie, These stats increase as the character levels up. The nine stat types listed are:
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€) HP: The amount of hit points the character starts with. This
number goes down as the character takes damage from
enemies. Incapacitation occurs when this value reaches zero.

e MP: The amount of magic points the character starts with.

Symbols and special arts require a set amount of MP to use.

Neither skill types can be used if this value reaches zero.

0 ATK: The base attack strength of the character’s physical
attacks. This value also affects the damage dealt by most
special arts (with the exception of Lymle’s special arts,
which deal damage based on her INT).

@) DEF: The character’s base defense rating. This value
calculates the amount of HP damage received from enemy
physical attacks. The higher the number, the less
damage incurred.

€ HIT: The character’s base hit rating. Dictates how easy it is
for the character to attack through an enemy’s defenses.
Works directly with the enemy’s GRD rating to calculate its
probability of guarding your attack.

0 GRD: The character’s base probability of guarding an
incoming attack. This value is affected and modified by the
enemy’s HIT rating.

@ INT: The character’s base intelligence. Directly affects the
strength of symbology and some special arts. The higher
the value, the stronger the symbology.

0 LUCK: Indicates how lucky the character is. Affects the rate
at which characters score critical hits, and how often they
are revived from incapacitation via Fury.

Q Critical: Shows the calculation used to modify the damage
dealt during a critical hit. 1.2 is the lowest modifier,
while 2.8 is the highest. Critical damage is calculated by
multiplying the damage modifier with the normal damage
dealt from the attack. Take note that this value does not
appear in any in-game status screens.

Base Resistances: Detaiils the base resistances for the character in question. The number shown is a percentage on how often

the character is able to'resist the ailment.

Base Resistances

(Polson. Stun Freeza | Paalysis | Silence. Fog | Curse  Pumpkin | Void ||
0o | o | 2 0 o o] o 0

MOVE SET TRBLE NDOTES

Each character's basic attacks are categorized as either “Long” or
“Short” range. The player’s distance from an enemy dictates which
range they're at, changing the types of attacks at their disposal. Short
range technigues can only be used when the player is very close to the
enemy, while long range attacks are initiated when the player is well
out of the monster's normal striking range. On the other hand, anti-
air attacks are only initiated if an enemy is flying in the air within the
specified range.

CHARACTER BLINDSIDE RANK

In an effort to quickly illustrate the usefulness of each character's
Blindside, a letter-based ranking and a short description has been
included with all of them. There are four grades in all, A being the best
grade available, while D is the worst.




2 4 5 6
Max Lv Damage MP cost  CPoost  Acguired Notes

| Rising Blade 10 | ATK x260%~350% 8~12 2 Level 1 | Attack with four rapid strikes, then launch the enemy skywards with a final rising thrust.

‘1 Stampede Slash 10 | ATK x312%~436% 12~18 3 [ Level 1 0_ Make a begline for the enemy, slashing along the way. 1
Aura Spark 10 | ATK x330%~380% 14~21 3 Level 23 Unleash a wave of focused energy with a downward swipe of the sword. _‘
Mystic Cross 10 | ATK x433%~766% 16~25 4 Level 39 Kick the enemy into the air, then jump up and run them ilz{qygh. )
Cyclone Blade 10 | ATK x300%~525% 16~25 4 Level 54 Spin upward with your sword, slashing repeatedly as you go. |
Celestial Sword 10 | ATK x400%~490% | 18~27 5 Level 63 Spin jump to generate a huge energy sword, then strike the enemy three times.

Raging Strike 10 | ATK x550%~650% 173~27 5 Level 80 Jump high into the air, then drive a high-speed downward kick into thé ehemy. —_[
Scintillant Stream 10 | ATK x816%~1120% 20~29 5 Skill Manual | Summon a sword of light in your left hand, then slash away fiercely with both swords. |

€D Name: The label for the skill.

e Max Lv: The maximum amount of skill levels the ability can be increased by. Skills with a 1 in this field cannot be leveled up. The
number shown will always be 1 or 10. Leveling your skills up improves their effectiveness while also raising the MP needed to

use them.

e Damage: The amount of damage dealt by the attack. The number value shown is muitiplied by a character’s ATK or INT to get
the final damage amount. Symbols use INT to calculate their damage, while special arts mostly use ATK, with the exception of
Lymle who uses INT. Skills or symbols that inflict no damage have a “None” written here. Fields with two numbers represent
the damage range between the level 1 and level 10 versions of the skill. For example, the damage calculation for Edge’s
Stampede Slash is listed as ATK x312%~436%. The first number, 312, is the level 1 strength of the skill, while the second

number is the level 10 value.

Q MP Cost: The amount of MP required to use the skill. Two values are listed here if the skill’s MP cost increases at higher levels,
the first numbers being the level 1 MP cost, while the second is the MP requirement at level 10. For example, Edge’s Stampede
Slash has an initial MP cost of 12 at level 1, but then jumps to 18 MP when its skill level is increased to level 10.

6 CP Cost: The capacity points necessary to equip the skill in battle configuration.

@ Acquired: The method for obtaining the skill. Abilities with a “Level” value in this field require that the character reach the
illustrated EXP level. Other techniques require the use of a Skill Manual to learn the ability. The necessary Skill Manual shares
the same name as the ability. Refer to the item appendix for each manual’s location.

o Notes: Various bits of information about the skill that range
from specific effect properties to info about the inputs
needed to use it.

CHRARACTER STAT COMPRRISON

Though the majority of the following data is found in each individual
character section, this is a quick comparison chart of the Star Ocean
cast’s statistics. Hopefully, this will illuminate the key differences
between each character, as well as the areas they excel in the most.
Areas highlighted in red designate an exceptionally high value.

Edge 200 | 50 | 25| 17 | 27 | 12 | 13 | 100 | {2
Reimi | 167 | 41 | 17 | 20 | 28 | 13 | 5 | 10 | 28
Fize | q72 | 66 | 16| 21 | 23 | 14 | 10 | 90 | 12
yme | 187 | 72 | 10| 16 | 19 | 11 | 41 | 90 | 12
Baochus WEEEER 34 W 6 S ddn| 10 | N 120 [N
| Meracte | 165 | 37 | 31 | 14 | 25 | 13| 9 | & | 12
| Sarah 145 | 78 | 11| 15 | 20 | 12 | 12 | 100 | 28
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DATE OF BIATH: LY 30— /e
AGE: 20 N |

Ever since he accompanied his father on an expedition across the wastelands

of post-Warld War Il when he was a young boy, Edge has dreamed of traveling
across space and finding his own planelary paradise. To realize this dream, he
underwent special lraining at the rigorous USTA Academy and was selecled for
the inaugural SRF team, a position he had dreamed of for years. A responsibile
man with a deep-seated sense of right and wrong, Edge often hastily springs into
action due o his straight-shooter personalily, leading others to brand him as
reckless. Perhaps this is one reason why his childhood friend Reimi is always

fecturing him.

Base Statistics

HP MP ATK DEF HIT GRD INT LUCK  Crifical

Base Resistances
Poison Stun Freeze Paralysis Silence Fog Curse Pumpkin  Void
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* MOVE SET

LONG RANGE (ATTACK) ®

SHORT RANGE (ATTACK) ® ®O® OO®
SHORT RANGE (DIRECTIONAL ATTACK) ®
ANTI-AIR ATTACK

ee®
JUMP

BLINDSIDE - RANK C

CHARACTER OVERVIEW

Edge’s party role is to act as a well-rounded melee unit geared
towards leadership. At higher levels, he has access to both damaging
hand-to-hand combat abilities and a small variety of offensive and
restorative symbols. This combination allows him to effectively
attack from any position, and also act as a light support unit for
injured party members. Though

ultimately weaker than Arumat

and Meracle in the damage

department, his main attack string

is far more flexible then theirs,

allowing for longer basic combos

that don’t require MP usage. His

special arts are also quite potent,

since they are an array of powerful

short range skills that easily link

together when used in combos.

His final three special arts (the

Celestial Sword, Raging Strike, and

Scintillant Stream) are also ranked

amongst the strongest skills
available to any character.



» CHRARARCTERS

Despite the symbols at his disposal, Edge’s strongest assets are his short range capabilities. His flexible combos, high ATK
rating, and relatively high DEF rating make him a powerful frontline brawler. When attacking, verify whether or not his short range
string has connected (@,®,®) before chaining into a fourth hit. This acts as a safety measure against defending enemies. If they
happen to guard your attack, canceling into his €®+@ may leave you open to counter attack. If his short range string hits, chain
the third hit into his €®+@, then as he recovers from the uppercut, perform his three-hit anti-air combo (leave the analog stick
at the neutral position, then press @,®,®) to juggle your airborne enemy. When MP is abundant, forgo the uppercut segment
and chain the third hit of his short range combo into his Rising Blade or Stampede Slash. With the Chain Combos skill learned,
additional special arts can be linked after either attack for even bigger damage. Learn this skill to quickly improve Edge’s combo
prowess (refer to his combo section for stronger combo examples).

TIPS & TRACTICS
LEVEL 10 BERSERK + BLINDSIDES + ATK BOOST

The strongest position for a melee unit is behind an enemy after a Blindside. Make this position even more advantageous by
equipping the ATK Boast and Berserk skills. At level 10, Berserk nearly doubles your ATK rating, but comes with a high cost:
characters with the Berserk status take double the damage they normally do. Don’t be afraid to use it in certain situations though;
its risk is negligible if you're fighting an enemy with attacks that are easy to dodge. Berserk is also useful for dealing high damage
to an enemy whose focus is on a - ,‘

weaker party member. This switches -
rﬁ?GET L ono O SCRERVGTITDHITES & wg,ﬂgi}*'ﬁ‘%

its attention to you, which may leave
you vulnerable to lethal damage,

but it does keep the enemy from
wrecking a vital member of your
party. You're also a lot more capable
of staying out of trouble than a

computer controlled character is.
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INFINITE COMBINATION

Edge’s €®+@ uppercut launches enemies into the air, setting them up for follow-up strikes. It's possible to continuously launch
the enemy with this same attack over and over again, effectively keeping it in a combo for an extended period of time. The
enemy’s only method of escape is to activate Rush Mode, which keeps it from being
bumped into the air. Although this combo deals very litile damage and leaves you
very open to attack from alternate enemies, it still has its uses in one-on-one fights. If,
for example, your opponent’s Rush Gauge is almost full, use the uppercut combo to
continuously hit them until they activate it. They'll still be in the sky when they enter
Rush Mode, so end your assault and back away to safety.
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EXAMPLE COMBOS
» gp+(®, juggle with his anti-air ®@®

@®® # Stampede Slash # Rising Blade # Cyclone
Blade # Mystic Cross

@@@ = Stampede Slash = Rising Blade ® Raging Strike
% Celestial Sword

@@E® #» Rising Blade # Raging Strike # Scintillant Stream
® (Celestial Sword

Max Lv 7MPCnst Acquired  Notes

Item Creation skill. Allows
o you to craft metallic weapons
Smithery Imt/qlly and armor. At higher levels,
Available .
more types of items become
available.
Increases chance of earning
items after defeating
Skill humanoid enemies. At higher
Anthropology Manual levels, the effect increases.
Once the skill is learned, its
effect is always active.
Adds a bonus to the effect
of HP recovery items. At
Aopetite 10 Skill higher skill levels, the effect
o Manual increases. Once the skill is
learned, its effect level is
always active.
Allows you to assign multiple
skills to a chain combo.
At higher skill levels, the
. Skill number of slots and the
Chai Compas # Manual amount of damage dealt
increases. Once the skill is
learned, its effect is always
active.
.

Allows you to run faster
Initially on the field for a limited
Available | distance. Press the €3

button while running to use.

Sprinting

Allows you to steal items and
Fol from others. At higher
skill levels, the chance of
. Skill success increases. To use

Plckpocketing ¢ Manual | this skill, press the & button
while wearing the Bandit’s
Gloves. Be careful not to
steal too much. ..




Name

Healing

Sitence

Max Lv

Damage

WP Cost

CP Cost

Acquired Notes

Obtained after
first entering
the Alanaire
Citadel.

HP recovery symbol. Recovers 31% of one ally’s maximum HP af level
1. The HP healed increases to 40% at level 10.

Support symbol. Places the target and nearby enemies in silence ‘
status, preventing them from using symbols. At higher skill levels, the
chance of success increases.

Level 17

Cure Condition

Level 30 Curative symbol. Purifies one ally of all status ailments.

Symbolic
Weapon

Radiant Lancer

Aurora Rings

Faerie Star

Special Arts

Name

Rising Blade

Max Lv
10

Support symbol. Allows one ally to absorb MP from the enemy wsith

Level-4b each attack. At higher skill levels, the effect duration ﬂc_reases.

INT x169%~301%

Attack symbol ©. At level 1, rains four spears of light down upon the

Level 57 .
enemy. At level 10, rains seven spears of light down upon the enemy.

INT x156%~260%

| Attack symbol ©. At level 1, erects three pillars of light, damaging any

Level 70 | . )
| enemy that touches them. At level 10, erects six pillars of light.

DEEDT

ATK x260%~350%

MP Cost . CP Cost

8~12 2

HP recovery symbol. Summons a faerie to recover 81% of all allies’
i 'Cn_aximum HP at level 1. At level 10, it recovers 90% of their HP.

Skill Manual

Acquired Notes

Attack with four rapid strikes, then launch the enemy skyward with a

S | final rising thrust.

Stampede
Slash

10

ATK x312%~436%

12-18

Level 10 Make a beeline for the enemy, slashing along the way.

Aura Spark

10

Mystic Cross

10

ATK X330%~380%
ATK x433%~766%

14-21
16-25

Unleash a wave of focused energy with a downward swipe of the
sword.

L. Kick the enemy into the air, then jump up and run them rﬁ%uﬁh.

Level 23

L :.LpVEI 39

Cyclone Blade

10

ATK x300%~525%

16~25

| Level 54 | Spin upward with your sword, slashing repeatedly as you go.

Celestial Sword

10

|

| ATK x400%~490%

18~27

Spin jump to generate a huge energy sword, then strike the enemy

Lo¥ek0a three times.

Raging Strike

Scintillant
Stream

Batle Skills

Name

ATK Boost

10 |

10

Max Lv

10

HP Boost

10

ATK x550%~650%

ATK x816%~1120%

MP Cost

MP Boost

10

18~27

Jump high into the air, then drive a high-speed kick downwaﬁ/ onto

Level80 the enemy.

"GP Cost |

L Skill Manual

20~29

Acquired

Skill Manual

Summon a sword of light in your left hand, then sla;1 };A/ay fiercely
with both swords.

Skill Manual

Notes

Adds 10 to your ATK at level 1. The ATK boost granted increases as the skill’s level increases
(granting +1000 ATK at level 10). The effect is only active when set as a battle skill.

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by
10000. The effect is only active when set as a battle skill.

Skill Manual

Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000. ‘
The effect is only active when set as a battle skill. [

Critical Hit

10

Skill Manual

Allows you to perform critical hits outside of Rush Mode. At higher skill levels, the chance
of success and the amount of damage dealt increases. The effect is only active when set as
a battle skill.

No Guard

Skill Manual

Prevents you from being thrown off balance when taking damage of less than 1 %E‘ your
maximum HP (at level 1). At level 10, the effect increases to 10%. The effect is only active
when set as a battle skill.

First Aid

Skill Manual

Auto Healing

Skill Manual

When taking damage from an enemy, occasiana-()j/ r.;cé;ers 20% of damage taken as HP (at
level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set
as a battle skill. 7
Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The
effectis only active when set as a battle skill.

Stun

Skill Manual

Occasionally adds a stun effect when attacking enemies. At higher skill levels, the chance of
success increases. The effect is only active when set as a battle skill.

Fury Boost

Taunt

Skill Manual

Inereases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the
effect increases. The effect is only active when set as a battle skill.

Skill Manual

Attracts the attention of enemies, making them larget you more often. Use this skill from thT
battle menu.

Berserk

Convert

Skill Manual

Boosts ATK by 40% for 30 seoond; (EI 1;0671 ),Ybut‘ do_ul;Ies damage taken from attacks. At
level 10 ATK is increased by 100%. Use this skill from the battle menu.

Skill Manual

Converts some HP to MP over a period of 30 seconds. At higher skill levels, the eEect
increases. Use this skill from the battle menu.
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REIMI

DATE OF BIRTH: MARCH 28
AGE:19

‘Balmfisa yauna woman ffam the Salonji family. one of the mast prestigious, N
fanilles on Earth. Her parents serve as boardmembers of the Space Development g
Division of the USTA. Upon passing the USTA's examination, she Was selected =|
along with Edge as 2 member.at the Inaugural SRF team. A woman ot hoth
literary and martial talent, Reimi is always looking out for those around her,

‘mrﬂ"lliwlgb 'm : how is second to none, having mastered bioth western and.

l 568 rmwer weapon of choice in batile. She has

Wn friends wm; Edge ifm childhood; she grew up with him like 2 sister,

tr!a‘mm#aﬂfm mﬁmr Mx well-being may.suggest that a different sort ol

LONG RANGE (ATTACK) ®

Base Statistics
HP  MP  ATK DEE  HIT  GRD INT  LUCK Critical

Base Resistances
Poison Stun Freeze Paralysis Silence Fog Curse Pumpkin  Void

SHORT RANGE (ATTACK) ®
SHORT RANGE (DIRECTIONAL ATTACK) ®
ANTI-AIR ATTACK
, ®
JUMP
JUMP ATTACK ®

BLINDSIDE = RANK B

CHARRCTER OVERVIEW

Reimi’s main objective is to inflict support damage from a distance.
This role is highly important to both casters and the other melee
units in your party, since her arrows can be focused on dangerous
field enemies, occasionally interrupting them and canceling their
actions. This strategy is further supplemented by her exceedingly
high critical damage multiplier, which is the highest of any character
type. It's best to focus your efforts on improving her critical hit rate,
which not only helps her control the enemy’s movements, but also
skyrockets her damage output to extreme levels. This is done by
giving her the Critical Hit skill or by simply equipping her with the
many bow weapons that already come packed with a critical rate

boost. If that wasn’t enough, her Focus skill also boosts her critical
rate at the cost of a mere 6 MP. Use this ability at the beginning of
every fight to potentially inflict heavy damage.
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Sadly, her high critical rate occasionally inflicts enough damage to draw enemies towards her. To avoid
taking serious hurt when this happens, use a Blindside to force the attacker to lose sight of you. Rush Mode’s
No Guard attribute can be used to walk away from multi-hit combos or situations where you’re surrounded.
It’s also worth equipping the Energy Shield skill to keep her safe when an adversary catches you off guard.
The Darkblood Chainmail armor found in Tatroi’s Colosseum nullifies HP damage 25% of the time, an effect
that can boost Reimi’s defense significantly if equipped with Energy Shield.

TARGET
LONG Crater Paryton

TIPS & TACTICS
JUMPING SNIPER

Reimi is the only character that can attack during her @ jump. This is useful for quickly moving away from enemies and
immediately staging a counter attack, a tactic that can be done indefinitely to slowly kill foes early in the game. This in turn also
makes her the perfect character for protecting the Bonus Board against foes that are good at smashing it. Keep in mind that this
loses its effectiveness during the later portions of the game when enemies start to incorporate stronger symbols.

In addition to its defensive uses, her jumping attack can

be performed extremely close to the ground to reduce its
recovery period. If done as close to the ground as possible, its
starting and recovery periods become much faster than that of
her standard shots. It’s so fast that she can even combo her
jump shots repeatedly against larger enemies, who can’t escape
until they activate Rush Mode. Use this technique when MP
isn’t available to inflict moderate damage.

MANUAL

RAPID ARROW COMBINATIONS

As soon as they are available, it's highly recommended that you organize Reimi’s Chain Combo set up to allow for repeated
chains between the Hunter’s Moon and Crimson Squall abilities. To do this, fill her Chain Combo 1 slots with Hunter’'s Moon,
Crimson Squall, then Hunter's Moon again (Hunter's Moon ® Crimson Squall # Hunter’s Moan). In the Chain Combo 2 slots,
equip two Crimson Squall skills, which can be chained into before or after her Hunter’s Moon skill. Once it’s set up, the idea is
to chain between her skills in a loop-like fashion, like so: Crimson Squall ® Hunter’s Moon ® Crimson Squall ® Hunter’s Moon
8 Crimson Squall. The beauty of this combination is that it rapidly builds
Reimi’s Rush Gauge while inflicting major damage. The damage dealt is
increased substantially when this combo is performed with her critical
boosting skills.

When the Savage Sparrows skill is available, it’s worth setting up Chain
Combos that consist of three back-to-back Savage Sparrows. Though
slightly weaker than her Hunter’s Moon loops, its faster attack speed and
homing capabilities make it more flexible against multiple enemies.

* EHARACTERS
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SKILLS
Field Skills

Name

Cooking

Max Lv

Acquired

Initially
Available

MP Cost

Notes

available.

Item Creation skill. Allows you to prepare food items. At higher skill levels, more types of items become

Botany

I
| Skill Manual

i

Increases the chance of earning items after defeating plant enemies. At higher skill levels, the effect
increases. Once the skill is learned, its effect is always active.

Chain Combos

j| Skill Manual

Allows you to assign multiple skills to a cha/n combo. At higher skill leve/s the number of slots and the
amount of damage dealt increases. Once the skill is learned, its effect is always active.

Harvesting

Special Arts

Name

Max Lv Damage

10

Initially
Available

A
i
«
‘

Allows you to harvest items at harvesting points. Press € at a harvesting point to use. At h/gher skr// /evels
the number of items you can harvest increases.

ATK x210%~474%

MP Cost

8~12

CP Cost

2

Notes
Fire a charged arrow that slices through everything /n its path.

Actjuired
Level 1

Sonic Thorn

Seraphic
Thunder

10

ATK x247%~262%

12~18

3

Shoot an arrow into the air, causing fightning to rain dawn in t/7e 4

LRt vicinity. At higher skill levels, the number of lightning bolts increases.

Crimson Squall

Chaotic
Blossc?mfm '

Hunter's Moon

10

10

10

ATK x256%~464%

ATK x300%~435%

ATK x250%~490%

14~21

16~25

16~25

Fire a charged arrow that erupts into a torrent of rapid-fire bolts. At
h/gher skill fevels, the number of bolts increases.

Close in on the enemy with a jump-kick, then /aunch a flurry of kicks
that cu/m/nates with a crushrng blow.

Level 28

Level 35

J Level 46

Frre a charged arrow that explodes into a sphere of smal/er arrows that
rain down upon the enemy.

Crescent Wings

10

ATK x300%~467%

18-27

Fire an arrow adorned with wings of fury that cuts through any enemy

!
[t it hits.

Heavenly Flight

52 vage
Sparrows

Battle Skills

Name

ATK Boost

HP Boost

Max Lv

10

10

10

10

i

ATK x280%~336%

ATK x300%~510%

18~27

20~29

Fire a charged arrow that strikes down from above and explodes on
| impact, causing widespread damage.

Fire a string of charged arrows that home in on any enemies in the
vicinity.

Level 71

Skill Manual

MP Caost | CP Cost

1

Acquired
Skill Manual

Noles

Adds 10 fo your ATK at Jevel 1. The ATK boost granted increases as the skill’s level increases |
(granting +1000 ATK at level 10). The effect is only active when set as a battle skill.

Skill Manual

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by
10000. The effect is only active when set as a battle skill.

MP Boost

Skill Manual

i Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000.

The effect is only active when set as a battle skill.

Energy Shield

Skill Manual

Occasionally nullifies physical attacks. At higher skill levels, the chance of success increases.
The effect is only active when set as a battle skill.

Critical Hit

Skill Manual

Allows you to perform critical hits outside of Rush Mode. At higher skill levels, the chance
of success and the amount of damage dealt increases. The effect is only active when set as
a battle skill.

First Aid

Skill Manual

When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at
level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set
as a battle skill.

| Auto Healing

Skill Manual

Gradually restores HP during battle. At higher skill levels, HP is restored more trequently. The
effect is only active when set as a battle skill.

Fury Boost

Skill Manual

Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the
effect increases. The effect is only active when set as a battle skill.

Rage

Skill Manual

Increases the chance of becoming enraged when an ally falls, and provides an ATK and INT
bonus when enraged. At higher levels the effect increases. The effect is only active when set
as a battle skill.

Taunt

Skill Manual

Attracts the attention of enemies, making them target you more often. Use this skill from the
battle menu.

Berserk

Focus

Skill Manual

Skill Manual

Boosts ATK by 40% for 30 seconds (at level 1), but doubles damage taken from attacks. At
level 10, ATK is increased by 1 00% Use this skr// from the batﬂe menty.

|
Boosts HlTand critical hit chance for 30 seconds At h/gher skill fevels, the effect increases. creases. |
Use this skill from the battle menu. ﬂ
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FRIZE

DATE OF BIRTH; FEB&JAH%: Y.
, JG‘E% 18 { ‘C‘i
‘ o

A young Eldarian, and the first heing from another planel that Edge has ever met,
His fooks are indistinguishahile from any Earthling. His somewlial large-laoking
gars are aclually a lype of Eldarian accessory. A stickler for paliteness and
harmony, Falze is capable of cool, calculaled reasoning. and his engineering
falents are vast enough that he designed the Sol (an Eldarian shuttlecraft) on
Iiis awn. He canalsa use symbology, a form of magic-like power unavailahle

o Earthlings. Stll, he was deeply maved upon meeting Edge, looking up lo his
swordsmanship skills and lake-charge attitude. Seemingly quiel and caim, he is
infact easily surprised and emaolionally swayed, revealing a pure, lronestside to

his persanality.

’, / /:4
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* MOVE SET

Base Statistics
HP  MP  ATK

Base Resistances
Poison | Stun  Fresze | Paralysis || Silenc

(s

CHARACTER OVERVIEW

The kindhearted Faize is a hybrid of a frontline fighter and an
offensive caster. His basic ATK stats and short range attack strings
are much better than the typical symbologist, while his INT rating
and list of symbols are certainly more potent than Edge’s. His

Terra Hammer, Dark Devourer, and Reaping Spark are amongst the
strongest symbols encountered, and he has all of the necessary skills
needed to boost their strength (Mindflare, Enlighten, INT Boost).
Faize is fairly flexible in the right hands.

When you first acquire Faize, equip him with a Chain Combo that
consists of Earth Glaive # Earth Glaive, which is used to attack
enemies from afar. When your level surpasses 21, change your
Chain Combo setup to Stone Rain # Earth Glaive or ice Needles

9 Earth Glaive. The Stone Rain combination works well against
crowded groups of adversaries, while the Ice Needles variation
should be used against those weak to the water element. Never
approach an enemy unless it gives you a direct opening (like after
initiating a recovery-heavy symbol). When that opening reveals itself,
strike with the combo @ =» «®+@.




As interesting as Faize’s attack style is, his lack of focus in a particular area does him harm. Not having any special arts to use
ultimately destroys the usefulness of his physical attacks, so it'’s necessary to fall back on his symbology. Since his INT rating

is lower than the other casters available, and
since he doesn’t have access to the Fast Cast
skill, there’s simply no reason to pick him over
a different symbologist. If that wasn’t enough,
Arumat, a similar melee unit/offensive caster,

is strictly more effective than Faize despite their
slight difference in play styles.

Since he’s generally weaker than other characters,
and since he takes an extended absence from the
party later, it's recommended that you remove
him from your ranks as soon as possible during
your first play through the game. There’s no
reason to waste EXP points on a character that
has a difficult time pulling his weight. If, however,
you intend on using him regardless (or it's your
second run through the game), focus your efforts
on improving his symbology with Mindflare,
Enlighten, INT Boost, and synthesized items that
advance his INT. With the right equipment, Faize
can act as a less-damaging, but far more resilient
battle mage that’s less prone to erratic deaths
(due to his better defensive stats).

TIPS & TACTICS
SHATTER THEIR ICY SOULS

Faize is the first character to get ice symbols, which inflict the freeze ailment against enemies weak to the water element.
Attacking an enemy while it is frozen occasionally results in a one-hit kill. Use the Scan Enemy skill to keep an eye out for
enemies weak against water, and set up a Chain Combo that consists of Ice Needles ® Earth Glaive. The Earth Glaive follow-up is
a quick means of potentially shattering frozen enemies, crushing their hopes of escape.
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REAPING SPARK

The Reaping Spark symbol is arguably Faize’s most interesting high-
level attack symbol. It summons several floating balls of energy that
rapidly hit enemies for several seconds. Its radius of effect is big
enough to attack large groups of enemies at a time, and it's one of the
few symbols of its strength level that can be added to a Chain Combo
group. It's-alsa considered to'be'a non-elemental symbol, which means
that there is no risk of it being resisted. Organize a Chain Combo that
consists of “Reaping‘Spark = Deep Freeze # Extinction to score giant
damage against adversaries caught In the spark’s grasp. Much of his
late-game attack strategy revolves around this symbol, so learn to use:
it effectively. ’

EXAMPLE COMBOS

® (2-hits) » g@+®

Earth Glaive = Earth Glaive

Stone Rain = Earth Glaive

Shadow Needles = Earth Glaive = Earth Glaive
Reaping Spark = Deep Freeze # Extinction

Activate Terra Hammer from the symboel menu, then chain
Deep Freeze » Extinction

144




SKILLS
Field Skills

Name

Alchemy

Max Lv

10

MP Cost  Acquired
Initially

Available

Notes

Item Creation skill. Allows you to forge metal into othr malerials. At higher skill levels, more types of items
become available.

Entomology

10

Skill Manual

Increases the chance of earning items after defeating insect enemies. At hEher skill levels, the effect
increases. Once the skill is learned, its effect is always active.

Chain Combos

10

Skill Manual

Allows you to assign multiple skills to a chain combo. At higher skill levels, the number of slots and the
amount of damage dealt increases. Once the skill is learned, its effect is always active.

Duplication

Symbols

Name
Earth Glaive

10

Skill Manual

Allows you to duplicate items using Magical Clay. At higher skill levels, the amount of clay needed decreases.
Some items cannot be duplicated.

Damage
INT x195%~260%

MP Cost
5~14

CPCost | Acquired Naotes

Level 1 Attack symbol @. Blades of stone burst forth from under the enemy’s feet.

Antidote

4

Level 6 Curative symbol. Purifies one ally of poison.

Ice Needles

INT x312%~532%

Attack symbol @. At level 1, launches six needles of ice at the enemy.

filolie At level 10, launches nine needles of ice.

Stone Rain

INT x195%~430%

Level 21 Attack symbol @. Countless rocks rain down upon the enemy.

Shadow
Need/i

INT x162%~332%

Attack symbol @. At level 1, Launches five needles of darkness at the

Level 27
enemy from behind. At level 10, launches eight needles of darkness.

Enlighten

Support symbol. Temporarily boosts one ally’s INT by 30%. At higher |

Level 34 skill levels, the effect duration increases. '

Deep Freeze

INT x161%~281%

—
Attack symbol @. Cools the air surrounding the enemy, freezing them |

Level 41
& from the ground up.

Vampiric Blade

INT x41%~131%

Attack symbol @. Mows down the area surrounding the caster with

Layol s dark blades that absorb MP.

Terra Hammer

INT x304%~672%

Level 55 Attack symbol @. At level 1, digs up three giant boulders, then smashes

. Dark Devourer

INT x375%~646%

Attack symbol @. Summons a creature from the netherworld and

Level 61
sends it to feast upon the enemy.

Reaping Spark

INT x163%~311%

Attack symbol [non-elemental]. Creates four black spheres that slice up

£avelod anything inside.

Extinction

INT x269%~399%

Attack symbol [non—elementa/]rEncases the enemy ina b;'ill of light, 7

el then releases the energy inside in an explosive blast.

Divine Wave

Battle Skills

Name

INT Boost

Max Lv
10

INT x447%~616%

Attack symbol [non-elemental]. Summons a wall of light arou}ld the
caster, damaging nearby enemies,

Skill Manual

MP Cost  CP Cost

= 1

Acquired
Skill Manual

Notes

Adds 10 to your INT at level 1. The INT boost granted increases as the skill’s level increases
(granting +1000 INT at level 10). The effect is only active when set as a battle skill.

HP Boost

10

2

Skill Manual

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by 10000. The
effect is only active when set as a battle skill.

MP Boost

10

Skill Manual

Adds 10 to your maximum MP at level 1. At level 10, your maximunr MP increases by 1000. The
effect is only active when set as a battle skill. _

No Guard

10

Skill Manual

Prevents you from being thrown off balance when taking damage of less than 1% of your maximu;n HP
(at level 1). At level 10, the effect increases to 10%. The effect is only active when set as a battle skill.

First Aid

10

Skill Manual

When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at level 1).
At level 10, 60% of the damage taken is converted. The effect is only active when set as a battle skill.

Auto Healing

10

Skill Manual

Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The
effect is only active when set as a battle skill.

Stun

10

Skill Manual

Occasionally adds a stun effect when aftacking enemies. At higher skill levels, the chance of
success increases. The effect is only active when set as a battle skill.

Pride

10

Initially
Available

Boosts status parameters when fighting weaker enemies. At higher skill levels, the effec:‘t /Tr;creases.
The effect is only active when set as a battle skill.

Fury Boost

10

Skill Manual

Increases the chance of surviving via Fury when your HP hits 0. At higher sleels, the effect
increases. The effect is only active when set as a battle skill.

Scan Enemy

1

Skill Manual

Allows you to view information on the targeted enemy. Use this skill from the battle menu.

Hide

1

Skill Manual

Diverts the attention of enemies, making them target you ess often. Use this skill from the battle ménu. i

Mindflare

Skill Manual

Boosts INT by 40% for 30 seconds (at level 1), but triples MP costs. INT is boosted by 100% at
level 10. Use this skill from the battle menu.

Convert

Skill Manual

Converts some HP to MP over a period of 30 seconds. At higher skill levels, the effe_ct increases.
Use this skill from the battle menu.
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LYMLE

HHH Ty P4 1aaas e

A mysterious girl from Triom Village who is apparently 15 yeats olth but doesn’t
ook a day over six. Allegedly the greatest symbologistin the village, she draws
symbol-like patterns an the walls all over town, though only she knows exactly
what they do. She is generally an expressionless girl, and she rarely opens her
heart lo anyone, although she has taken a shine fo both Edge and Reimi. Like any
ehifd, she fias both an innocent personality and a penchant for getting in troubie,
but Hecause she never wears any of it on her face it has hecome a source of
uneasiness for others. She can summon Cerberus with her symbology, causing
the ather viflagers to fear her @ bit. For some reason, she acts very cold and
distant loward Faize.

187 72 10 16 19 11 11 90 1.2

0 0 20 0 0 0 0 0 0

(]
(A)
L 3Ta)

Analog stick at neutral, then press € against a flying enemy

(B)

Similar to Edge’s Blindside, Lymle rolls behind the foe in a wide arc.
This occasionally causes her to run right into attacks with a wide
area of effect, but it ean get the job done.

CHRARACTER OVERVIEW

Endowed with high intelligence and a wide array of symbols, Lymie
is a primarily offensive symbologist. Her objective is to cast symbols
against preoccupied enemies from a safe distance, healing party
members as the need arises. Scanning adversaries and targeting
their elemental weaknesses is an important aspect of this strategy.
At lower levels, use the Fire Bolt, Lightning Blast, and Wind Blade
symbols to cover a lot of the elemental weaknesses you might
encounter. As her level raises and beiter abilities become available.
The ultimate goal is to set up her Hound Grenade, a powerfut
Cerberus attack that can add major damage when chained into after
symbols. Both the Tornado and the Volcanic Burst symbols can be
used to set up a Hound Grenade for devastating results.

Use either the Tornado or Explosion abilities to control your
adversary’s movements. This can act as cover when performing
follow-up actions or attacks. Tornado is the faster of the two, so use
it o score quick damage when you See an opening, or as a means
of covering healing symbols. Though slower, Explosion engulfs the
majority of the field in flames, interrupting any monster that isn’t in
Rush Mode. If you see Explosion hit, follow-up with a long range
symbol combo fo score inescapable damage (like Tornado ® Hound
Grenade).
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Unfortunately, Lymie's symbol selection is weaker than Myuria’s at high levels, a problem caused by their low damage output and
lack of elemental variety. This makes her weak against monsters that are resistant to fire symbols, the dominant element in her
symbol and special art list. Lymle’s strengths over Myuria lie in her special arts, which act as fire-based symbology with a much
faster casting time, and her debilitating Void and Sllence symbols. These can be used to cripple enemies wielding strong symbols
or bonus attributes. Use and abuse these symbols to roast the incoming opposition.

TIPS & TACTICS
FAST GAST + INT BOOST + MINDFLARE

Lymle’s attack plan revolves around her attack symbols and special arts, which both deal damage based on her INT rating. It’s
best to increase her INT by investing points into her INT Boost and Mindflare skills (push both to level 10). Also, put points into
the Fast Cast ability, a necessary supplement that speeds up her symbol casting time. Use Mindflare at the beginning of battle to
boost her INT by 100%. This power up comes at the cost of triple the MP requirement for symbols and skills, but special items
can be equipped to reduce the MP cost by a significant amount. With Mindflare, Fast Cast, and INT Boost activated, pummel
your enemy with symbot combinations to take advantage of the
boost (refer to her example combos).

SALAMANDERSTONE

Since the majority of Lymle’s
skills are fire-based, there’s
little reason not to improve
their power. Synthesizing the
Salamanderstone to Lymle’s
weapon of choice boosts the
damage of fire symbols by
15%. However, there’s no
need to do this if you're using
her Ruby Wand, Star Ruby
Wand, or Blazing Wand,
which already come with the
same power-up.
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EXAMPLE COMBOS
Scorching Star =» Hatchet Reel

Fire Bolt # Thunter Blast # Thunder Blast
Voleanic Burst # Hound Grenade

Cast Explosion with the symbol menu, then chain Ternado = Tornado
% Hound Grenade

Cast Explosion with tiie symbol menu, then chain Thunder Flare =
Thunder Flare

SKILLS
R S P RS T |

Name Mava MP Cost Acquifed Notes

Item Creation skill.
Allows you to create
symbol cards and
Initially other symbology- — e,
Aoty Available | related items. At ——
higher skill levels,
more types of items
become avaifable.
Increases the chance
of earning items after
defeating undead
Skil enemies. At higher
Parapsychology 10 Manual Skill levels, the effect
increases. Once
the skill is learned,
its effect is always
active.
Displays the locations
of treasure chests and
Sl harvesting points on
Treasure Sense i Vanual the minimap. Once
the skill is learned,
its effect is always
active.

Allows you to assign
multiple skills to
a chain combo. At
higher skill fevels,
4 kil the number of slots
Chain Combos 10 and the amount
Manual
of damage dealt
increases. Once
the skill is learned,
jts effect is always
active.
Allows you to use
a Disintegration
Stone to charge a
Skill Disintegration Ring.
el & Manual At level 1, one use
adds two charges. At
level 10, the ring is
completely recharged.

— = - y
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HARARCTERS

Notes

MP Cost  CP Cost  Acquired
Fire Bolt 10 INT x117%-~390% 5.14 2 Level 1 Attack symbol @. At /el{el 1 unleashes three enemy-seeking fireballs.
At level 10, unleashes six fireballs. i
; _ - HP recovery symbol. Recovers 31% of one ally’s maximum HP at leve
Hegiing 10 J & 3 LfVEIf s 1. The HP healed increases to 40% at level 10.
7Wind Blade 10 INT X156 %~358% 5~14 3 B _Level 13 - Attack symbol @. Fires swirling blades of wind at the enemy.
| HP recovery symbol. HP recovery symbol. Summons a faerie to
Faerie Healing T8 -- 18 - Level 21 recover at least 26% of all allies maximum HP (at level 1). At level 10,
! o it recavers 35% of their HP. - _
| Support symbol. Places the target and nearby enemies in silence
Silence 10 |- 22 == | Level 25 status, preventing them from using symbols. At higher skill levels, the
| | chance of success increases.
Lightning Blast | 10 | INTx198%~418% 5-14 3 [level28 | Attack symbol @. Hurls lightning bolts at the enemy.
Support symbol. Places the target and nearby enemies in void status,
Void 10 |- 30 - Level 36 canceling all support effects. At higher skill levels, the chance of
L i | success increases, - o
Explosion 10 | INTX272%~485% 21-30 = Level 47 | Attack symbol @ Sets off a large explosion centered around the enemy.
ol U == T o T el : : —
. . _ Support symbol. Temporarily boosts one ally’s elemental resistance by
Rl 9 | 5 ERHCGT ' 3. At higher skill level, the effect duration increases. )
1 u z
bt 10| INT x250%~464% 716 5 Levalle Attack sympol @, Calls forth an enemy-seeking tornado that sweeps
up any foe it touches. s —
| Thiiniter Fiare ‘ 10 | INT x195%-~374% 7-16 4 Level 65 Attack symbol @. Summons a ball of lightning that envelops and
| damages the enemy. ) |
‘ Volcanic Burst 10 | INT x433%~721% 10~19 5 Level 71 élgf;a,;l;symbaf @. Summons a swirling torrent of fire from beneath the
; | I ; | HP recovery symbol. Summons a faerie to recover 81% of all allies’
| | - #A |
feeiie Sty 9 . SKill Manual . imum HP at level 1. At level 10, it recovers 90% of their HP.
Damage Acruired
Hatchet Reel 10 | INT x300%~452% 8~12 2 Level T Summon Cerberus to perform a devastating spin attack on the enemy.
Seorching Star | 10 | INTxag6%-342% | 14-21 | 3 |Lewltg | SN TGS beahed giant wave kit
Hound Grenade 10 | INT x400%~490% 18-27 4 Level 32 Summon Cerberus to chase after the enemy and set off an explosion.
Spiral Fang 10 INT X370%-~510% 18-27 4 Level 41 Summpn Cerberus to chqrgg s{ra/ght ahead in a swirling blaze of flame,
B knocking back any enemies in its path.
Trinity Blaze 10| INT x353%~520% 20-29 6 Skill Manual Summon Cerberus, yvho generates an additional head on each shoulder
|7 | and breathes three times the fire.

‘Battle Skills

Name

MP Cost | CP Cost

Acguired

Notes

| B ’ | Adds 10 to your INT at level 1. The INT boost granted increases as the skill's level increases
e i ! Ebamanid | (granting +1000 INT at level 10). The effect is only active when set as a battle skill.
__ ; Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by 10000.
| calssing & 2 ! Aﬂl\{anual The effect is only active when set as a battle skill.
. Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000.
| - }
| i it 2 ShtvodnE: The effect is only active wiien set as a battle skill. ) B
. ; | Reduces the amount of time it takes to cast a symbol. At higher skill levels, the effect
ik 710 o ¢ el Marrzua/;v increases. The effect is only active when set as a battle skill.
: __ ; | Occasionally nullifies physical attacks. At higher skill levels, the chance of success increases.
| s e ! Skl Mamudd i The effect is only active when setas a battle skitt.
| When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at
First Aid 10 -- 2 Skill Manual | level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set |
i [ as a battle skill. |
; B . Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The |
i i i S effect is only active when set as a battle skill. ol |
B . Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the "
Fiw_Boost e ! SRl Waiial effect increases. The effect is only active when set as a battle skill. |
Increases the chance of becoming enraged when an ally falls, and provides an ATK and INT |
\ Rage 10 - 2 Skilt Manual | bonus when enraged. At higher levels, the effect increases. The effect is only active when set
as a battle skill.
; _ » ; Allows you to run away from battles quickly. At higher levels, the time needed to escape
i i Skill Manual | yocreases, The effect is only active when set as a battle skill. -
Hide 1 1 _ Skill Manual Diverts the attention of enemies, making them ltarget you less often. Use this skill from the
- battle menu. i
; | g . Boosts INT by 40% for 30 seconds (at level 1), but triples MP costs. INT is boosted by 100% |
i 10 | & SHET Mapia! at level 10. Use this skill from the battle menu. |
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BACCHUS

DATE OF BIRTH: MAY 5 ¥
AGE: 32 A

A native of En Il and member of the Motphus race, though his cyhorg hody makes

it impossible to guess what he looked like before. While his brain and spinal cord. o~
‘have begn laken fram his original body, the remainder Is an artificial struchure

ariginally developed for medical purposes, coversd by an armored shell made

fram arcanalite allay. He modified and strengthened the replacement body,

turning it into-a powerlul battle machine equipped with a variety of weapons: As

‘one might expect from liis appearance, he Is straitlaced, doggedly logical, and

generally unsocialile, but hie hides a warm, passionate side as well,

Base Statistics
HP  MP  ATK DEF  HIT  GRD INT  LUGK

Critical

Base Resistances
Poison Stun Freeze Paralysis

| 20 | o] o | o |

Silence

Fog Curse Pumpkin Void

* MOVE SET

LONG RANGE (ATTACK) ®
SHORT RANGE (ATTACK) ®

SHORT RANGE (DIRECTIONAL ATTACK)
ANTI-AIR ATTACK
®
DASH
DASH ATTACK

BLINDSIDE - RANK B

CHARARCTER OVERVIEW

Despite his size, Bacchus is one of the most mobile characters in
Star Ocean: The Last Hope. His ® button dash maneuver quickly
thrusts him across the ground, enabling him to dash around the
field at blinding speeds. It's also possible to attack during the boost
with a gun shot, which fires up to three rapid shots by pressing the
@ button repeatedly. This attack can also be chained directly into

a follow-up dash just as it starts to recover. Use this technique to
target enemies and repeatedly dash left and right while pelting them
with gunfire. As long as he continues to face his enemy after the
dash, he can repeatedly chain his dashing shots together with little
worry of ever being hit.




Bacchus’s attacks also have an abnormally high chance of stunning their target. When combined with the high amount of attacks
produced by chaining his dash attacks together, his ability to stun groups of adversaries is unmatched. Adding more impact to
this potent runaway strategy, his Emergency Repairs battle skill instantly heals 55% of his HP at a mere 5 MP (assuming the
skill is at level 10). This ability has no recovery ~ :
period, so use it as often as you like to quickly
restore his HP. Its lack of a cool down phase is
particularly useful if he’s taking damage from an
enemy: activate Rush Mode and repeatedly use
Emergency Repairs to turtle your way through an
attack. When combined with his unmatched DEF
rating, this gives Bacchus the edge he needs to
survive almost any hazard.

If that wasn’t enough, his seizure-inducing Black
Hole Sphere is easily one of the most effective
special arts available. It staggers all enemies
within its blast radius while repeatedly inflicting
damage to them. While they’re being crushed

by its gravitational pull, Bacchus and friends are
free to attack with whatever they like for nearly
five seconds. No one can keep enemies out of
commission quite like Bacchus can.

TIPS & TRCTICS
BLACK HOLE SPHERE AND YOU

Once you have it, Bacchus’s attack plan should revolve around the Black Hole Sphere. As mentioned, it hits all enemies onscreen
repeatedly for solid damage, while also leaving them immobile for almost five seconds. The damage dealt is based on Bacchus’s
ATK rating, so equip skills like ATK Boost and Berserk to boost its damage output. Though Berserk is risky because of its heavy
defense penalty, the Black Hole continuously staggers enemies as it hits, usually leaving Bacchus safe from harm. The only
exception is if your foe activates Rush Mode. Back away if this happens, to avoid punishment.

It's important to stage a follow-up attack once the Black Hole is released. When MP is low, start attacking your staggered
adversaries with repeated dash attacks. If plenty of MP is available, chain the Black Hole Sphere directly into the Irradiation ability
to deal heavy damage. Setting up Chain Combos that consist
of multiple loops between Black Hole Sphere, Irradiation, and
then Black Hole Sphere again is an extremely powerful method
of dealing heavy damage to everything on the field. You can
replace Irradiation with the Justice Savior skill at later levels for
a similarly devastating effect.

RARACTERS
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SKILLS

| Name i MP Cost | Acguired Notes

Initially Item Creation skill. Allows you to craft mechanical equipment and items such as bombs. At higher levels,
Available more types of items become available.

Initially Increases the chance of earning items after defeating mechanical enemies. At higher skill levels, the effect
Available increases. Once the skill is learned, its effect is always active.

Reduces the amount of damage taken from traps on the field. At higher levels, the effect increases. Once the
skill is learned, its effect is always active.

Alfows you to assign multiple skills to a chain combo. At higher skill levels, the number of slots and the
amount of damage dealt increases. Once the skill is learned, its effect is always active.

Initially Alfows you to mine ores at mining points. Press the @ button at a mining point to use. At higher levels, the
Available number of items you can mine increases.

Initially Allows you to hide from enemies on the field for a limited time. At higher levels, the duration of the stealth
Available effect increases. If you touch an enemy, you'll enter into battle.

Engineering

Robotics

Trap Evasion Skill Manual

Chain Combos Skill Manual

Mining

Stealth

Name' Max‘ Lv ”Damage : | MP Cost | CP Cost : Acquired » théé

Launch a barrage of missiles from behind, exploding on contact and
damaging any enemies in the vicinity.

Charge up both arms with electricity, then grab the enemy and shock
them with a high-voltage burst.

Irradiation 10 | ATK x316%~621% Level 30 Lock on to the enemy and call in a massive laser attack from the skies.
Termination 10 | ATK x428%~505% Level 38 Rend the earth with a devastating chest beam, causing a shockwave.

Black Hole
Sphere

Force Breaker 10 ATK x216%~424% 6~8 3 Level 1

Galvanic Shock 10 | ATK x270%~752% Level 16

10 | ATK x200%~400% Level 51 Generate a gravity field that immobilizes enemies in the vicinity.

Tear enemies apart with a beam emitted by the BEssed Buster support
mech.

Pepper the enemy with bullets fired by the Justice Savior support
mech.

Mow down the enemy with a chainsaw powered by the Godslayer
support mech.

Blessed Buster 10 | ATK x454%~569% Level 61

Justice Savior 10 | ATK x300%~570% Level 73

Godslayer ATK x300%~600% Skill Manual

Name flax MP Cnét ! ‘(;‘;chd.;l . Aéquire.ﬂ Notes

Adds 10 to your ATK at level 1. The ATK boost granted increases as the skill's level increases
(granting +1000 ATK at level 10). The effect is only active when set as a battle skill.

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by
10000. The effect is only active when set as a battle skill.

Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000.
The effect is only active when set as a battle skill.

Prevents you from being thrown off balance when taking damage less than 1% of your

No Guard Skill Manual | maximum HP (at level 1). At level 10, the effect increases to 10%. The effect is only active
when set as a battle skill.

When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at
First Aid Skill Manual | level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set
as a battle skill.

Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The
effect is only active when set as a battle skill.

Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the
effect increases. The effect is only active when set as a battle skill.

Attracts the attention of enemies, making them target you more often. Use this skifl from the
battle menu.

Boosts ATK by 40% for 30 seconds (at level 1), but doubles the damage taken from attacks.
At level 10 ATK is increased by 100%. Use this skill from the battle menu.

Scan Enemy Skill Manual | Allows you to view information on the targeted enemy. Use this skill from the battle menu.
Converts some HP to MP over a period of 30 seconds. At higher skill levels, the effect
increases. Use this skill from the battle menu.

Emergency Skill Manual Recovers 30% of your maximum HP (at level 1). The effect increases to 55% at level 10. Use
Repairs this skill from the battle menu.

ATK Boost 1 Skill Manual

HP Boost Skill Manual

MP Boost Skill Manual

Auto Healing Skill Manual

Fury Boost Skill Manual

Taunt Skill Manual

Berserk Skill Manual

Convert Skill Manual
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MERRCLE fis

A dynamic young Lesser Fellpool. Her birthplace is unknown but likely to be
Roak, judging by her race. Always brimming with energy, Meraele is bright and
amiable, hough she hates being left alone. She apparently crash-landed on Earth
after inadvertently stowing away on a spaceship; attracted by the smell of food,
she boarded the ship, which then took off with her in tow. After the crash, she was
apprehended and held captive in a military facility on Earth.

Base Statistics
MP  ATK DEF  HIT  GRD INT Lum( Critical

sl o | o L sl o ool el

Base Resistances
Poison Stlun Freeze Paralysis Silence Fog | Curse  Pumpkin = Void

* MOVE SET

LONG RANGE (ATTACK) ®
SHORT RANGE (ATTACK) ®

SHORT RANGE (DIRECTIONAL ATTACK) — ®
ANTI-AIR ATTACK
 DASH

BLINDSIDE - RANK A

CHARRCTER OVERVIEW

The bird-loving Meracle is a melee unit with a focus on long combos
and critical hits. Her high critical damage modifier meshes well with
her powerful special arts, which raise the probability of scoring a
critical hit because of the high number of blows they inflict. This
strength can be enhanced further with the Critical Hit ability, or by
using her Focus skill at the onset battle to temporarily increase her
critical rate. Using these abilities, Meracle can crush a targeted foe in
seconds.

Despite her status as a melee unit, Meracle’s DEF and HP ratings

are low, consequently making it risky for her to blindly rush into
battle. She also has horrendous recovery periods on all of her attack
combos and special arts. Compensate for this problem by attacking
when your foe is recovering from a move, or after successfully using
a Blindside. Isolating targets so you can perform uninterrupted
combos against them is also helpful. Though skills like HP Boost and
First Aid are also good for combating this problem, at least one of
those slots should be reserved for Critical Hit or ATK Boost when
they become available. Synthesis-strengthened armor and evasive
play that revolves around Blindsides is usually the better route to
take. Meracle has one of the better Blindside animations, which

allows her to avoid attacks that other characters can’t. There’s no
reason to stay married to any one set of skills or play styles though,
you can always swap out abilities mid-battle to compensate for a
variety of situations.




In regards to her offense, the final three attacks at the end of Meracle’s short range string leave her very open when blocked.
Instead of always committing to these attacks, press the @ button only a single time and verify whether her 2-hit scratch attack
hits or not. If it hits, press @ again to perform a follow-up combo that launches the enemy into the sky. Juggle your airborne foes
with her anti-air attack just before they hit the ground (if performed close to the enemy, her anti-air attack hits twice instead of
once). If MP is an abundant resource, forgo the launching flip kick and instead chain her first two short range hits into the Ripper
Pounce. The Chain Combos skill can improve her combo potential by a staggering amount, so learn the skill as fast as possible.
Refer to the example combos listed for tips on how to arrange your flurry of attacks.

Finally, use the Claws of Fury special art if you are ever surrounded by multiple enemies. This skill creates a shield of wind around
Meracle that shreds adversaries encircling your position. Since her biggest concern is staying out of bad situations, this can help
keep her from falling prey to sneak attacks. The Drill Spike skill is useful for the same reason. Not only can it damage long lines of
enemies, but it generally flies Meracle through them to a safer position.

TARGET

e L

Ansient Chimnea

TIPS & TARACTICS
CRITICAL MAYHEM

With Critical Hit and Focus being used, Meracle’s combo damage puts Arumat to shame. At level 49, start setting up Chain
Combo groups that allow you to string together one Ripper Pounce followed by four Somersault Smashes. Off of a successful
Blindside, this combo absolutely eradicates an enemy’s HP in no time flat.

You may opt to include nothing but the Drill Spike in your Chain Combo groups (up to 6) when Meracle reaches level 61. This
skill dashes her across the screen at a high speed while hitting multiple times. If any of the Drill's hits connect as a critical,
the damage dealt is sometimes four times that of normal. Because of this, chaining multiple Drill Spikes together erratically
deals huge damage to large
enemies, enabling her to e
murder single monsters '
faster than almost any other
character. Multiple Drill
Spikes also work well against
large groups of minor foes;
though repeated Drill Spikes
occasionally miss if their
villainous bodies are small.

- {
B M -
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COMPENSATING FOR MERACLE'S POOR DEFENSE

The Darkblood Chainmail armor found in the Colosseum’s shop nullifies =
HP Damage 25% of the time you take a hit. You can synthesize the '
Darkblood Chainmail with the Blue Talisman item to increase this rate
by another 25%. In cases where you want to wear armor with a
higher base DEF rating, the Darkblood Chainmail
can be synthesized to the armor to add its -
nullification ability. For example, synthesizing the
Darkblood Chainmail to the powerful Sorcerous \
Guard gives you a base 1651 DEF improvement, §
15% immunity to status ailments, +80 GRD, and the

HP damage nullification property. Use synthesis in this
manner to help cover Meracle’s weaknesses.

%

ANy

EXAMPLE
COMBOS

@®, then juggle with a delayed anti-air @
@® (2 hits) = Ripper Pounce » Comet Impact

® (2 hits) *» Ripper Pounce ® Acrobatic Vault # Ripper
Pounce ® Comet Impact

@ (2 hits) #» Ripper Pounce = Somersault Smash =
Acrobatic Vault # Claws of Fury

@ (2 hits) » Ripper Pounce ® Somersault Smash =
Somersault Smash ® Somersault Smash # Claws of Fury

@ (2 hits) = Drill Spike = Drill Spike= Drill Spike= Drill
Spike= Drill Spike :




SKILLS

Field Skills
Name Max Lv = MP Cost | Acquired Notes

Initially Item Creation skill. Allows you to craft lightweight equipment and accessories. At higher skill levels, more
Available | types of items become available.

Increases the chance of earning items after defeating avian enemies. At higher skill levels, the effect
increases. ane the skill is learned, its effect is always active.

Adds a bonus to the effect of HP recovery items. At higher skill levels, the effect increases. Once the skill is
learned, its effect level is always active.

Allows you to assign multiple skills to a chain combo. At higher skill levels, the number of slots and the
amount of damage dealt increases. Once the skill is (earned, its effect is always active.

_Ocarina | Skill Manual | Allows you to attract nearby enemies by playing an aliuring melody with the ocarina.

Crafting 10

Ornithology 10 Skill Manual

Appetite 10 Skill Manual

Chain Combos - Skill Manual

T

Max Lv | Damage MP Cost CPCost Acquired Notes
Ripper Pounce 10 | ATK x310%~478% < ' 2 Level 1 Scratch the enemy with feline obstinacy, shredding them to pieces.
Comet Impact 10 | ATK x300%~650% | 2 Level 1 1' Strike the enemy right where it hurts with a devastating wind-up punch.
- | Launch a three-part kick combination that sends both you and the
enemy skz-n/'gh.
Claws of Fury [ | A TK x360%~757% Level 38 Unleash a lethal flurry of scratches, uppercuts, and straight punches.

Somersault 10 | ATK x304%~464% Level 49 Rq/l forward,_ somersaylt kick the enemy into the air, then follow-up
Smash I ) with a crushing heel kick.

\ Drill Spike 1 0 A TK x350%~560% 3 _' £evel 61 Spin forward at high-speed, attacking any enemy in the way.

Jump up and slash your crossed arms downward, causing a
shockwave underneath the enermy's feet. N
Summon a massive ball of energy and hurl at enemies, bowling them
over as it surges past.

Acrobatic Vault 10 | ATK x360%~387% Level 26

X Claw 10 | ATK x440%~645% Level 71

| b
Mex Shockwave | 10| ATK x560%~686% " iSkillManua!

Battle Skills :

Name MaxLv | MPCost = CP Cost Acquired Notes

[ Adds 10 to your ATK at level 1. The ATK boost granted increases as the skill's level increases
(granting +1000 ATK at level 10). The effect is only active when set as a battle skill.

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by
10000. The effect is only active when set as a battle skill.

Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000.
The effect is only active when set as a battle skill.

Allows you to perform critical hits outside of Rush Mode. At higher skill levels, the chance
Critical Hit 10 Skill Manual | of success and the amount of damage dealt increases. The effect is only active when set as
a battle skill. B
Prevents you from being thrown off balance when taking damage less than 1% of your

No Guard Skill Manual | maximum HP (at level 1). At level 10, the effect increases to 10%. The effect is only active
when set as a battle skil. )
When taking damage frorm an enemy, occasionally recovers 20% of damage taken as HP {at
First Aid < Skill Manual | level 1). At fevel 10, 60% of the damage taken is converted. The effect is only active when set
as a battle skill. + )

Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The
effect is only active when set as a battle skill. -
Occasionally adds a stun effect when attacking enemies. At higher skill levels, the chance of
success increases. The effect is only active when set as a battle skill. )
Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the

| effect increases. The effect is only active when set as a battle skill

Occasionally steals an itemn when attacking enemigs. At higher skill levels, the chance of
success increases. The effeotl‘s only active when set as 4 battle skill,

Attracts the attention of enemies, making them target you more often. Use this skill from the
battle menu.

Boosts ATK by 40% for 30 seconds (at level 1), but doubles the damage taken from attacks.
At level 10, ATK is increased by 100%. Use this skill from the battle menu. o
Boosts HIT and critical chance for 30 seconds. At higher skill levels, the effect increases. Use
this skill from the battle menu.

ATK Boost 10 1 Skill Manual

HP Boost 10 2 Skill Manual

MP Boost 10 Skill Manual

Auto Healing Skill Manual

Stun - Skill Manual

Fury Boost Skill Manual

Steal Skill Manual

Taunt Skill Manual

Berserk Skill Manual

Focus ‘ Skill Manual
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' MOVE SET R
INGE (ATTACK) ® OO NG00
_ St .

Analog stick at neutral, then press @ against a flying enemy

| CHARARCTER OVERVIEW

Like Lymle, the beautiful Myuria is a support caster with a focus on
attack symbology. Though lackluster at early levels, she eventually

k 1 8 acquires a wide enough variety of both attack and support symbols
J ﬂ'ﬁb:ﬁa‘b JE : to fill either a restorative or offensive role in your party. Symbology,
A wielder of thunder symbology on a never-gnding quest to pursue Crowe, the man 3 | like her Plasma Cyclone, inflicts heavy damage to multiple enemies
she says killed hier beloved. Although she was bor on En Il, she had never met % on the field while also freeing her up to cast follow-up symbols. Her
Bacchus before. She confronts Crowe with a frigitl, suspicious demeanor, bul behind y | Arctic Impact and Divine Wave are also two of the most damaging
her face lies a heart filled with sadness and fear. She approached Edge’s party while | attack symbols available to any character. She even comes packed
on the hunt for Crowe, inadvertently saving them from doom in the process. P with the Enlighten, Mindflare, and Fast Gast skills, which can all be
. stacked together to vastly improve the damage and speed of her
symbols.

In addition to the above, the Convert skill is helpful for keeping
Myuria’s MP pool at its maximum during the early stages of the
game. For 30 seconds, it rapidly converts your HP into MP, giving
you a giant reserve for additional symbols when they're needed
most. This is the perfect compliment to the Mindflare skill, which
triples symbol MP costs for a massive INT increase. Convert
becomes less useful as items that reduce MP costs become
available, but it is useful during the earlier stages of the game as a
last resort.




Despite her strengths, Myuria has nothing exceptionally powerful at her fingertips. Though her symbols are quite strong when
backed by INT-boosting abilities, other characters can inflict the same amount of damage much faster at half the MP cost. The
key to Myuria's success is the usage of both her restorative and attack symbols via the Fast Cast ability, which a support caster
like Sarah doesn’t have access to. The Faerie Star, a symbol acquired from a skill manual, can heal 90% of your entire party’s HP
almost instantly (assuming the skill is at level 10).

W oric| Phancarm Lirerd

et/ "

TIPS & TACTICS
FAST CAST + INT BOOST + ENLIGHTEN + MINDFLARE

It's highly recommended that you equip Myuria with both Level 10 Fast Gast and INT Boost.
Both skills are essential to making the most out of Myuria’s symbology. To boost her INT even
further, cast both the Enlighten and Mindflare skills at the beginning of battle. Though costly,
the tripled MP cost does very little to hurt Myuria, as combinations of synthesized items and
monster jewels can reduce the base cost of symbols by almost 40%.

TARGET . . Extinetiaon
LONG Dark Bot "Striker siri'.-ra"moc,-.‘

e — P13 3

preog smog

MP ABSORB

Myuria’s q®+@ attack carries the unique ability to absorb MP when it hits. Though the amount
drained is small, the attack comes in handy in emergency situations where MP and restorative
items are low (admittedly a rare occurrence). A stylish way to land the attack is to chain into

it off of the third hit of Myuria’s short range string (®,®,® = hold any direction + @). This
dazzling combo deals pitiful damage at best, but it should be just what she needs when her MP
is low.




EXAMPLE COMBOS
Short range AEM » @+®

Long range @ = Deep Freeze » Lightning Blast = Ice Needles

Cast Arctic Impact from the symbol menu, then perform a chain
combo consisting of Deep Freeze = Extinction = Extinction

SKILLS
N NN SR

Name | MaxLv MPCosl Acquired  Noles

| item Creation skill. Allows you to
Initially | create medicinal items. At higher
Available | skill levels, more types of items
<| become available.

‘ ! Increases the chance of earning
J | ‘ items after defeating demon
Demonology 10 Skill Manual | enemies. At higher skill levels, the
’ effect increases. Once the skill is
i
|
|

learned, its effect is always active.

Increases the amount of Fol
received when selling items at
Haggling | 10 | Skill Manual | shops by 5% over the original
E ’ ' selling price at level 1. At level 10,
| the amount is increased by 30%.

| Allows you to assign multipie skills
to a chain combo. At higher skill
levels, the number of slots and the
amount of damage dealt increases.
Once the skill is learned, its effect
is always active.

Chain Combosl 0 | Skill Manual

= 3 L




Symbols

Name

MP Cost
6

{* CHARACTERS

Notes

HP recovery symbol. Recovers 31% of one ally's maximum HP at level
1. The HP healed increases to 40% at level 10.

CP Cost  Acquired

- Level 1

| Healing

Ice Needles

INT x312%~532%

Attack symbol @. At level 1, launches six needles of ice at the enemy. :

Laveh] | At level 10, nine needles of ice are launched.

Lightning Blast

INT x198%~418%

Level 1 Attack symbol @. Hurls lightning bolts at the enemy.

Deep Freeze

| void

INT x161%~281%

Attack symbol €. Cools the air surrounding the enemy, freezing them

L] from the ground up.

Support symbol. Places the target and nearby enemies in voi?)’ stélb;, i
canceling all support effects. At higher skill levels, the chance of
success increases.

Level 17

r

. Thunder Flare

INT x195%~374%

Attack symbol @. Summons a ball of lightning that envelops and

Level 23 damages the enemy.

Shadow
Needles

INT x162%~332%

lavel g5 Attack symbol @. At level 1, launches five needles of darkness at the

enemy from behind. At level 10, eight needles of darkness are launched.

¢
Enlighten

Support symbol. Temporarily boosts one ally’s INT by 30%. At higher

Lovolyit skill levels, the effect duration increases.

| Faerie Healing

| Reflection

HP recovery symbol. HP recovery symbol. Summons a faerie to '
recover at least 26% of all allies’ maximum HP (at level 1). At level 10, |
it recovers 35% of their HP.

Level 47

Support symbol. Temporarily boosts one ally’s elemental resistance by

el 3. At higher levels, the effect duration increases.

Dark Devourer

INT x375%~646%

Attack symbol @. Summons a creature from the netherworid and

Level 56 sends it to feast upon the enemy.

| Restoration

Resurrection symbol. Revives an incapacitated ally w_irh 22% of their

Raelad maximum HP (at level 1). Revives allies with 40% of their HP at level 10.

| Arctic Impact

INT x323%~430%

Attack symbol . Encases the enemy in a giant pillar of ice, then

Level 67 shatters it to pieces.

| Extinction

INT x269%~399%

:
| Divine Wave

INT X447 %~616%

Attack symbol [non-elemental]. Encases the enemy in a bafl of /ightT B

Lovel 73 then releases the energy inside in an expfosive blast.

Skill Manual Attack symbol [non-elemental]. Summons a wall of light around the

caster, damaging nearby enemies.

Plasma Cyclone

INT x355%~507%

Attack symbol @. Conjures up a storm of lightning bolts that streak

Skill Manual across the battlefield.

| Faerie Star

Battle Skills

Name

INT Boost

Max Lv

Skill Manual

HP recovery symbol. Summons a faerie to recover 81% of all allies’ |
| maximum HP at level 1. At level 10, it recovers 90% ol their HP. ’

MP Cost  CP Cost

1

Acquired
Skill Manual

Notes

Adds 10 to your INT at level 1. The INT boost granted increases as the skill’s level increases
(granting +1000 INT at level 10). The effect is only active when set as a battle skill.

HP Boost

2

Skill Manual

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by 10000. The
effect is only active when set as a battle skill.

MP Boost

Skill Manual

Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000. The
effect is only active when set as a battle skill.

| Fast Cast

Skill Manual

Reduces the amount of time it takes to cast a symbol. At higher skill levels, the effect increases.
The effect is only active when set as a battie skill.

Energy Shield

Skill Manual

Occasionally nullifies physical attacks. At higher skill levels, the chance of success increases. The
effect is only active when set as a battle skill.

i

-

|
First Aid

Skill Manual

When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at level
1). At level 10, 60% of the damage taken is converted. The effect is only active when set as a
battle skill.

(
¥
| Auto Healing

Skill Manual

Gradually restores HP during battle. At higher skill levels, HP is restored more frequen}ly. The
effect is only active when set as a battle skill.

Pride

Initially
Available

Boosts status parameters when fighting weaker enemies. At higher skill /evels-, the effect
increases. The effect is only active when set as a battle skill.

“ Fury Boost

Skill Manual

Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the effect
| increases. The effect is only active when set as a battle skill.

| Rage

Skill Manual

Increases the chance of becoming enraged when an ally falls, and provides an ATK and INT bonus
when enraged. At higher levels, the effect increases. The effect is only active when set as a battle
skill,

|
y
|

| Steal

Skill Manual

Occasionally steals an item when attacking enemies. At higher skill levels, the chance of success
increases. The effect is only active when set as a battle skill.

Skill Manual

Diverts the attention of enemies, making them target you less often. Use this skill from the battle menu. |

| Mindfiare

Skill Manual

Boosts INT by 40% for 30 seconds (at level 1), but triples MP costs. INT is boosted by 100% at |
level 10. Use this skill from the battle menu.

i

Convert

Skill Manual

Converts some HP to MP over a period of 30 seconds. At higher skill levels, the effec—t increases.
Use this skill from the battle menu.
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. SARAH

DATE OF BIRTH: SEPTEMBER 15
AGE 19 1

|
A landhbound Featherfolk who hails from her people’s homeland on Roak. She
was saved by Edge’s parly from a mysterious band of kidnappers in Tatroi while
staying there as a goodwill ambassador to the kingdom of Astral, Her carefree,
charitable demeanor lets her confer on equal footing with those from all walks
of life. While she often seems lo act off-kilter, she occasionally surprises others
with her straightforward responses to thorny questions. Her simple, almost naive
kindness is completely guileless,

Base Statistics
_HP . MP | ATK

Base Resistances
(Paison | Stun Fre

CHARARCTER OQVERVIEW

Angelic in every sense of the word, Sarah puts her heart and soul
into keeping her allies healthy. Her selection of restorative symbols
is unmatched, consisting of the potent Faerie Light, Faerie Star, and
Resurrection symbols that act as the foundation to her restorative
abilities. Though she has a number of offensive symbols at her
disposal, her inability to learn the Fast Cast skill reduces their use to
a single function: cover from enemy attack. Though unavailable to
Sarah until she’s level 74, the Tornado symbol is especially useful for
keeping enemies at bay, since it travels slowly enough to give Sarah
ample time to cast a follow-up symbol right behind it. This makes it
far more difficult for a foe to approach Sarah when she’s readying an
action. Be careful when using this tactic though: damaging an enemy
in any way may cause its rage to focus on her. Avoid this technique if
your party members aren't dealing high amounts of damage.

If an enemy ever manages to slip past your defenses, use her q@+@
attack to blow them away. You can even chain into the attack off of
her short range & for a 2-hit combo, or perform her @& launching
combo, then juggle the falling enemy with the burst of wind. After
knocking them to the far reaches of the battlefield, begin casting the
symbol of your choice.



Sarah’s biggest problem is the inability to use Fast Cast to improve her casting time. Adding insult to injury, the strongest
healing symbol obtainable, Faerie Star, can be given to other party members who do have Fast Cast, like Myuria and Lymle. This
essentially makes Sarah, a character that revolves around healing symbols, somewhat lacking during damage-heavy battles. This
problem only comes up on occasion though, as Sarah’s restorative abilities are still helpful during the main story arc. She is the
only character that can cast Resurrection, a symbol that revives an ally from incapacitation with 100% of their HP.

The key to success is focusing on her status increasing symbols, which no other character has access to. Use Enshelter on
characters like Meracle (who's weighed down by a weak defense), or utilize Enhance on offensive characters like Arumat, Edge,
Reimi, or Bacchus. Angel Feather is designed to be a well-rounded enhancement, but its most valuable property is the +15% INT
boost. Give it to any symbologist on your team for stronger attack symbols.

[,

TIPS & TRACTICS
BACCHUS AND SARAH, THE UNSTOPPABLE FORCE

Sarah works well in combination with Bacchus, who controls the field well enough to allow her
to cast any support symbols she needs to. She can also improve Bacchus with ATK and DEF
increasing symbology to make his Black Hole Sphere attack strategy even more potent. Cast
Enhance on Bacchus to increase his damage output, or use Enshelter to boost his defense if he
has Berserk activated. This same strategy can be applied to Reimi’s powerful Rush Mode Chain
Combo loops, which inflict horrific damage when backed by ATK enhancing symbols.

BUILDING AROUND A PLAY STYLE

If you aren't playing Sarah directly, equip her with the HP Boost and Energy Shield skills to
fortify her poor defense. The last thing you want is your healer taking a fall. Also, remember to
turn off any symbols you don’t want her to use (via the symbol menu in battle). She’ll often take
on the role of a poor offensive caster if you don’t. It's a good idea to turn off anything that isn’t
Faerie Light, Faerie Star, Resurrection, Cure Condition, Enhance, Enshelter, or Angel Feather.

If instead you like to personally control Sarah, keep Energy Shield on when taking a restorative role, then switch INT Boost in
the rare instances where you have to go on the offensive. You can use Mindflare as well to further increase your INT just before
making an attack. When attacking, strike with the Chain Combo Tornado ® Blast Hurricane or Aurora Rings ® Sunflare for big
damage.

THE LONG ROAD TO VICTORY

If you have trouble winning a difficult battle through offensive means,
try this: equip Sarah with MP regenerating items and factors so she
has plenty of MP, and then field a party of aggressive characters
(switch their Tactics to “Gang up on foes with full force”). Take control
of Sarah and move her away from combat, then focus on casting
symbols when your other party members need it most. This drags out
boss fights because of the poor attack methods Al-driven characters
use, but it almost certainly guarantees a win. Since symbols are the
only threat if she’s at the back of the battlefield, fortify this strategy by
giving Sarah items that improve her elemental resistances.




EXAMPLE COMBOS

Short Range @®), jugale with neutral anti-
air or g@+®

Short Range ®), €@ +®

Short Range » Tornado = Blast
Hurricane

Tornado = Blast Hurricane

Aurora Rings # Sunflare

SKILLS

Name | MaxLv MPCost  Acquired | Notes

| Item Creation skill. Allows you

Initially I to merge equipment with other

Available ! items to synthesize even stronger
Y ‘equipmenf,

Synthesis

Increases the chance of earning
items after defeating animal
Zoology | Skill Manual | enemies. At higher skill levels, the
‘ | effect increases. Once the skill is

| learned, its effect is always active.

e ! Allows you to assign multiple skills

‘ : | o a chain combo. At higher skil

| 10 | Skill Manual | levels, the number of slot; and the

| [ \ amount of damage dealt increases.
Once the skill is learned, its effect

| is always active.

Chain Combos

Allows you to listen to Eleyna's
auguries anywhere you like.
Auguries are special tips that
come straight from Eleyna herself.
There are 62 auguries in all, each

! appearing at random.

Skill Manual

| Allows you to summon a bunn;lo f
Bunny Call i Skill Manual | ride on the field. Requires Bunny
i Feed.




Acquired

i Healin Lovei HP recovery symbol. Recovers 31% of one ally’s maximum HP (at level
¥ 1). The HP healed increases to 40% at level 10.
R H'v - | Cure Condition 1 1 w3 8 - Level 1 Curative symbol. Purifies one ally of all status ailments.
it Wind Blade | 10 | INTx156%~358% 5~14 Level 1 Attack symbol . Fires swirling blades of wind at the enemy.
le Liohtning Blast | 10| INT x198%-418% 5~14 3 Level 12 Altack symbol @. Hurls lightning bolts at the enemy.
] — . .
. HaHiEt Lanair 10 | INTx169%~301% 5.14 2 Level 25 Attack symbol ©. At lfal/el 1, rains four spgars of light down upon the
2 ; il L Y | enemy. At level 10, rains seven spears of light down upon the enemy.
4 HP recovery symbol. HP recovery symbol. Summons a faerie to
Faerie Healing 10 - 18 - Level 32 recover at least 26% of all allies’ maximum HP (at level 1). At level 10,
it recovers 35% of their HP.
: ; = ;
Enshelter w0 |- 16 B Level 35 Support symbol. Temporarlzly b'oosts one ally’s DEF by 30%. At higher
3 o il skill que/s, the e@cl qU(a_tlo_n increases. - —— |
L . = Resurrection symbol. Revives an incapacitated ally with 22% of their
Festomnon i 4 SRR maximum HP (at level 1). Revives allies with 40% ol their HP at level 1 0.47"
., - 3 0, :
Eriiance o 18 = Level 40 Suppon‘ symbol. Temporar.lly bposts one ally’s ATK by 30%. At higher !
! skill levels, the effect duration increases.
Blast Hurricane 10 INT X225%~408% 10-19 4 Yaveld5 Attack symbol@. Summons a great vortex that blows away any enemy
| . - . 0200 I caught in its grasp.
i . - = HP recovery symbol. Recovers at least 71% of one ally's HP (at level
| £ Heal/ng~ ) 770 1_{) o SHYRIE 1). Recovers 80% of their HP at level 10.
7 ~ _ Support symbol. Temporarily lowers one enemy’s elemental resistance
\ i B il 19 i S by 4. At higher skill levels, the effect duration increases. S
\ ; _ ) - HP recovery symbol. Summons a faerie to recover at least 51% of all
| i 4 0 EsvaL allies’ maximum HP (at level 1). Recovers 60% of their HP at level 10.
| Aurora Rings 10 INT X156%~260% 716 4 fevel 54 Attack symbol @. At level 1, erects threg pi(lars of /ight, damaging any
enemy that touches them. At level 10, six pillars of light are erected. !
. . = Support symbol. Temporarily boosts one ally’s ATK, INT, HIT, GRD,
\ _Ang e | i 2 111 - Edies and DEF by 15%. At higher skill levels, the effect duration increases.
' FhiAer Elate 10 INT x195%~374% 716 4 Level 64 Attack symbol&@. Summons a ball of lightning that envelops and
el Lol damages the enemy.
e e R ; : z ] : 5 -
FT—— / ” 44 = Level 69 Hest{rrect/on symbol. Revives an incapacitated ally with 100% of their
N | maximum HP. o )
Forato 10 | INTX250%-464% 716 5 Wavel 74 Attack syml;ol @. Calls forth an enemy-seeking tornado that sweeps
| [|upanyfoeit touches. e
Sunflare 10 | INT x478%~560% | 10~19 7| Skill Manual | Attack symbol ©. Irradiates the enemy with a shower of light from above.
_ : HP recovery symbol. Summons a faerie to recover 81% of all allies’
2 SKIIMANUEL | ovaximum HP at level 1. At level 10, it recovers 90% of their HP. |

MP Cost

CP Cost

Acquired

Nute

Skill Manual Adds 10 to your INT at level 1. The INT boost granted increases as the skill’s level increases ‘
i (granting +1000 INT at level 10). The effect is only active when set as a battle skill. ‘
= } , | Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by ‘
HP Boost 1 - 2 Skill Manual {30000, The effect is only active when set as a battle skill ‘
hy B . Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000. ‘
| #F Boat i) 4 Skl Maneet | The effect l_s gnl}i active when set as a battle skill. [
y | B ; Occasionally nullifies physical attacks. At higher skill levels, the chance of success increases. |
j Cnergy Shield 10 | ! Sl Manwal The effect is only active when set as a battle skill. B o ‘
When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (at |
| First Aid 10 - 2 Skill Manual | level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set |
o == | as a battle skilf.
| ) = : Gradually restores HP during battle. At higher skill levels, HP is restored more frequently. The
| -Auto ety £ i L Sl Wil effect is only active when set as a battle skill.
: Firy Bost 10 B 1 Initially Increases the chance of surviving via Fury when your HP hits 0. At higher skill levels, the
4 Available effect increases. The effect is only active when set as a battle skill.
| ; B A ’ Allows you to run away from battles quickly. At higher levels, the time needed to escape
| Eilien 14 SRS decreases. The effect is only active when set as a battle skill.
4 s 10 6 e Skill Manual Boosts HIT and critical chance for 30 seconds. At higher skill levels, the effect increases. Use
| | | this skill from the battle mepy. L
"™ | 7 ; 3 Sl Manual | Diverts the attention of enemies, making them target you less often. Use this skill from the
| battle menu. R
: 2 . ‘ Boosts INT by 40% for 30 seconds (at level 1), but triples MP costs. INT is boosted by 100%
| iy : o Mg | atlevel 10. Use this skill from the battle menu.




ARUMAT

e

DATE OF BIRTH: APRIL 24
AGE: 26

i

e

An Eldarian soldier, blessed with extraordinary fighting ability even by Eldarian
slandards. A breakdown in the structure of his muscle cells has presented

him with an ultimatum to give up his current body, or die an early death.
Unsurprisingly, He has chosen to live out what time he has left as a lighter, partly
as redemption for the men he has lost under his command. Unafraid of death, he
lives a self-destructive life in his constant quest to push himself forward. Since
meeting Crowe and Edge, frowever, he has begun o re-evaluate himself,
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Base Statistics

HP Me ATK DEF HIT: GRD INT LUCK  Critical

(o] 5 | o | w o] 0] ] o]

Base Resistances
Poison Stun Freeze Paralysis Silence’ Fog GCurse Pumpkin  Void

* MOVE SET
LONG RANGE (ATTACK) ®

SHORT RANGE (ATTACK) ®
SHORT RANGE (DIRECTIONAL ATTACK) ®
ANTI-AIR ATTACK

OF
DASH

BLINDSIDE - RANK A

CHARACTER OVERVIEW

The cold and calculating Arumat is arguably the strongest melee
unit on the team. His entire game plan is geared towards being an
offensive monster at any distance, as he boasts both a giant ATK
rating and comes loaded with a small selection of attack symbols.
His attack strings are flexible, his special arts are damaging, and his
Terra Hammer symbol is perfect for inflicting fatal damage to groups
of enemies. Simply put, he’s a beast!

Despite his array of symbols, short range is Arumat’s primary
position. His main short range string and the majority of his special
arts have a wide area of effect, causing them to often hit foes
approaching his sides. The third hit of his short range string also
throws a projectile that returns to Arumat in a boomerang-like
fashion. This interestingly makes it difficult for evil-doers to stage

a counter attack even when the string is blocked. If this string hits,
chain the third slash into his directional attack (q@@+@). If MP is
available, ignore the directional attack and instead cancel into either
his Unholy Maelstrom or Diabolic Edge.




Take note that Arumat’s DEF is relatively low, an attribute that doesn’t work well with his aggressive nature. Though he does
have a large enough pool of HP to make up for it, revolve the majority of your strategy around attacking during enemy recovery
periods and using Blindsides. Arumat is especially effective when attacking after a Blindside, where his damaging combos come
into play. Play it safe and never rush into the fray unless you're certain of the outcome.

If an enemy is too powerful to attack directly, move out to long range and use either Nether Strike or symbology. Nether Strike
has the unique property of not being confined by an attack range; it can be done from any distance. Setup a Chain Combo group
that consists of Nether Strike ® Earth Glaive to perform a cool 2-hit long range combo. If you aren’t willing to invest the capacity
points into Earth Glaive, Neither Strike ® Nether Strike works just as well. As long as the points are available, you can add even
more Nether Strikes to your Chain Combo list for an even bigger amalgam of mayhem.

TARGET Ehastik Labdor

TIPS & TACTICS
LEVEL 10 BERSERK + CRITICAL HIT + ATK BOOST + BLINDSIDES = WIN

Invest SP into the ATK Boost, Critical Hit, and Berserk skills when they become available. Berserk comes packed with plenty of
risk, but if used in the right situation, the payback is phenomenal. For example, activate Berserk against an enemy with attacks
that are easy to dodge, and then use a Blindside against it. Berserk-boosted combos unleashed in this situation deal lethal
damage. Also, try activating Berserk before chaining together multiple Nether Strikes. You can attack with Nether Strike from a
safe distance, so Berserk’s DEF penalty will hardly pose a threat.

If Berserk is too risky for you, stick with just ATK Boost and
Critical Hit. Not only is Arumat’s critical damage modifier
exceedingly high, but many of his multi-hit special arts like
the Diabolic Edge and Bloodstorm Revolution increase the
probability of scoring a critical hit tenfold. His Aerial Gallows
skill is also quite powerful if it happens to score a critical hit
during its very last attack.

GROUP ERADICATION

Though his weak defense forces you to make more calculated
attacks during boss fights, Arumat is second to only Bacchus
when it comes to slaughtering groups of standard enemies.
His Diabolic Edge and Bloodstorm Revolution special arts have
an incredibly wide area of effect, enabling him to absolutely
crush iarge groups of approaching monsters. Set up Chain
Combo groups that consist of multiple uses of these skills to
quickly rack up Bonus Board tiles in battle.




EXAMPLE COMBOS
Short range ®A® » ¢» + ®

Long range @, then juggle with neutral anti-air @

Short range % Unholy Maelstrom

Nether Strike ® Nether Strike = Earth Glaive (or Dragon <
Roar) = g
Short range @@® = Diabolic Edge » /
Blood Storm Revolution # Aerial Gallows
Long range @ = Nether Strike # Earth Glaive

Short range @@® # Diabolic Edge = Aerial Gallows =
Earth Glaive # Dragon Roar

SKILLS

s NI
MP Cost  Acquired  Notes
Item Creation
skill. Allows you
| to forge metal into
Initially | other materials.
Available ‘| At higher skill
levels, more types
of items become
available.

Increases the
chance of earning
items after
defeating insect
Skill enemies. At higher
Manual | skill levels, the
I effect increases.
| Once the skill is
I learned, its effect
is always active.

Entomology 10

Allows you to
assign multiple
Skills to a chain
i combo. At higher
Sskill levels, the
Chain Skill number of slots
combos Manual | and the amount
of damage dealt
increases. Once
the skill is learned,
its effect is always
active.

Allows you to
duplicate items
using Magical
Clay. At higher
Skill skill levels,
Manual | the amount of
clay needed
decreases. Some
items cannot be
duplicated.

Duplication 10




Name

Earth Glaive

Fire Bolt

Max Ly ' Damagé

10 | INT x195%~260%

MP Cas‘l‘“

'CP bosl

5~14 3

T

Acquirad ' Notes

Attack symbol @. Blades of stone burst forth from under the enemy’s

Level 1
feet.

10 | INTx117%~390%

5~14

Attack symbol @. At level 1, unleashes three enemy-seeking fireballs.

Level 22
2l At level 10, six balls of fire are unleashed

Stone Rain

Explosion

Terra Hammer

Spesial
Name

Unholy
Maeistrom

INT x272%~485%

INT x304%~672%

INT x195%~430%

7~16

Level 37 Attack symbol @. Countless rocks rain down upon the enemy.

21~30

21-30

Le‘@/, 58 V/ﬁlttackfsymbo/ @. Sets off a large explosion centered around the enemy.

Attack symbol @. At level 1, digs up three giant boulders and smashes

Level 65
g them into the ground. At level 10, six giant boulders are dug up.

S——
e S

Max Lv | Damage

ATK x250%~340%

e e
o [ g I

MP Cost

8~12

Nether Strike

Diabolic Edge
Bloodstorm
Revolution

ATK x220%~476%

ATK x276%~402%

e

GP Cosl

Acquired Notes
Generate a giant scythe, take a swing with it, then strike it into the
ground.
Strike the ground to call up a p/l/ar of fire, Iaunch/ng the enemy
Skyward.

- Lunge forward wrth a five-hit spinning scythe attack.

Level 1

‘ Level 2;) L

ATK x379%~451%

Spin your scythe vertically at high-speed, striking over and over as you ‘

okt rise into the air.

Aerial Gallows

ATK x330%~420%

Tt 1

Attack with your scythe, then jump up and grab the enemy with it

LRl | before slamming the villain to the ground

Dragon Roar

ATK x450%~910%

Batile Skills

Name

ATK Boost

Iﬁﬁ [:nsii_

CP Cost

1

. =N

Acquired

Skill Manual

[ =

Skill Manual

|
Strike down with your scythe and watch in g/ee as dragons pour forth ‘
a/ong its tracks, attacking @ tgrgo{. |

T e
= = E

Notes

Adds 10 to your ATK at level 1. The ATK boost granted increases as the skill’s level increases
(granting +1000 ATK at level 10). The effect is only active when set as a battle skill.

HP Boost

MP Boost

Skill Manual

Adds 100 to your maximum HP at level 1. At level 10, your maximum HP increases by
10000. The effect is only active when set as a battle skill.

Skill Manual

Adds 10 to your maximum MP at level 1. At level 10, your maximum MP increases by 1000.
The effect is only active when set as a battle skil.

|
Critical Hit

No Guard

Skill Manual

Skill Manual

Allows you to perform critical hits outside of Rush Mode. At higher skill levels, the chance
of success and the amount of damage dealt increases. The effect is only active when set as
a battle skill.

Prevents you from being t/7rown off balance when taking damage less than 1% of your
maximum HP (at level 1). At level, 10 the effect increases to 10%. The effect is only active
when set as a battle skill.

First Aid

Auto Healing

Skill Manual

Skill Manual

When taking damage from an enemy, occasionally recovers 20% of damage taken as HP (; |
level 1). At level 10, 60% of the damage taken is converted. The effect is only active when set
as a battle skill

Gradually restores HP dur/ng ba[r/e Ar higher sk//l /evers Hl5 is restored more frequent/y The |
effect is only active when set as a battle skill.

Stun

Skill Manual

Occasionally adds a stun effect when attacking enemies. At higher skill levels, the chance of |
success increases. The effect is only active when set as a battle skill. |

Pride

Fury Boost

Initially
Available

; Boosts status parameters when fighting weaker enemies. At higher skill levels, the effect ‘(
, rnoreases The effect is only active when set as a battle skill.

Skifl Manual

' Increases the chance of surviving via Fury when your HP hits 0. At h/gher sk//l levels, the
| effect increases. The effect is only active when set as a battle skill

Taunt

Skill Manual

{ Attracts the attention of enemies, making them target you more often. Use this skill from the
battle menu.

Berserk
_tScan EnemL

Convert

Skill Manual

| Skill Manual

Boosts ATK by 40% for 30 seconds (at level 1), but doubles the d;n1;ge taken from attacks.
/jt /eue/ 10 ATK is increased b! 100%. Use this skill from the battle menu.

‘Allows you to view informa@n on the targeted enemy. Use this skill from Ine paﬂ/e mendu.

Skifl Manual

Converts some HP to MP over a period of 30 seconds. At higher skill levels, the effect
increases. Use this skill from the battle menu.

CHRRRLCTERS




YOUR TRUSTY STARSHIP,
THE SRF-003 CALNUS

In Star Ocean: The Last Hope, your quest will take you to new worlds
and even new dimensions. Wherever you go, your base of operations
is the starship Calnus, which holds all of the resources a team of
adventurers could possibly need.

THE COMMAND CONSOLE

When you're ready to blast off, approach the central console on the
Flight Deck to choose your destination. When enmeshed in a storyline
objective, you may not be able to leave your current planet, but between
quests, you can usually travel freely. There are plenty of new side
quests, Private Actions, and item acquisition opportunities awaiting
those who backtrack to previously visited worlds.

kR CAVE ODUEDETS
@ SAVE SPHERES

You can save your game at the
glowing pink orbs found in both
the Recreation Room and Edge’s
personal quarters. You get 20
save slots per storage device, S0
there’s no excuse for not saving
often!

CREW QUARTERS

The Calnus can host a crew of eight, with two characters assigned

to each room. You can change your room assignment at any time

by visiting the green computer screen across from the second-floor
stairway, and you will also prompted to make assignments when new
characters join later in the game. Characters gain affinity by sharing a
room with each other (see the Private Actions section for more details).

Edge can sleep on his bunk at any time to completely refill the party’s
HP and MP, and to cure all status conditions. On long flights, you can
choose to sleep until the next leg of the flight, or sleep until arrival.
This allows .

you to skip
Private
Actions and
hurry on to
your next
destination.

THE BATTLE SIMULATOR

The battle system in Star Ocean: The Last Hope can be tricky for new
players to grasp. If you'd like to brush up on the basics or practice
advanced moves like Blindsides and Rush Combos, visit the battle
simulator in the room at the west end of the Calnus’s second floor.




THE ITEM CREATION TERMINAL

Your guide through the Item
Creation process is a colorful
young lady named Welch.

Visit her at the terminal in the
meeting room, and she'll tell you
everything you need to know
about inventing recipes and

{* GAME BRSICS

EDGE MRAVERICK,
INTERGALACTIC TREARSURE HUNTER

It'll take more than a Workman'’s Blade and a pocket full of Blueberries
to save the universe. In addition to the usual RPG staples of
armaments, key items, and recovery items, Edge and his team require
hundreds of different metals, textiles, and other materials to use as
ingredients for Item Creation. Fortunately, there are plenty of ways to
acquire the items you need.

creating items based on them.
You can also pay social calls on
Welch; visiting her at various
points in the game triggers
amusing event scenes. These are
frequently unlocked after new
characters join your party, so visit
her soon after you recruit new
personnel, but before the Calnus
arrives at the next world.

@ TREASURE CHESTS AND PODS

In addition to the items within, you earn a small amount of EXP

and Party SP each time you successfully acquire an item from the
universe's hundreds of scattered treasure chests and treasure pods.
You'll also earn an Xbox 360 Achievement when you acquire 50% of
the game’s treasures, and another when you find them all. This should
provide plenty of incentive to open every treasure chest, even when you
aren’t interested in the contents.

Note that you can’t open a chest if you already have the maximum 20
units of the item it contains. When this happens, go to the item screen,
select the item, and press the back button to discard one unit. You
should then be able to open the chest and claim your EXP and Party SP.

S-, M-, AND L-SIZED OBJECT SPOTS

Later in the game, you can customize the Calnus with furnishings you
find or create yourself. You can place S-sized objects on the desks in the
Crew Quarters. These include devices like the Biorhythm Tester, which
provides an analysis of each character’s randomly fluctuating LUK stat,
and the Aroma of Love, which increases the rate at which opposite-

sex roommates acquire affinity for each other. You can place M-Sized
Objects in the two slots near the entrance to the Flight Deck, as well as
in the slot behind the terminal for the battle simulator. These include
Healing Sheets that cure wounds, a Memory Plate to keep track of your
accomplishments, and Gift Boxes that someone mysteriously refills with
useful items. The only L-Sized Objects are Li’l Vending Machines that sell
basic supplies and Item Creation ingredients and the Jukebox. You can
place them in the northeast corner of the Recreation Room.
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0@ HARVESTING AND MINING POINTS SHOPS AND VENDING

MACHINES
You can also acquire items from nature, by foraging in the woods and mining rocky outcroppings. To
harvest, you need Reimi in your party. You can use her Harvesting skill by pressing @ wherever you see There’s no need to slaughter a
green energy rising out of the earth. Only Bacchus knows the Mining skill, and you can use it by pressing @ herd of woodland creatures every
when you see a yellow shimmer o ey - time you need a Pie Crust or a

handful of Rivets. Many goods
can be purchased cheaply and
at large quantities from shops
and even your in-ship vending
machines. The stock at shops
and vending machines never
changes, and they never run

out of anything, so you can
return whenever you need a rare
ingredient or have finally saved
up for that special weapon.
You'll find full shop stock lists in
both the Walkthrough and ltems
Appendix sections of this book.

against a wall. Try to raise the level
of the Harvesting and Mining skills
as much and as early as possible,
so that you can take a higher
quantity of items out of each
harvesting and mining point.

The contents of harvesting and
mining points vary by region;
you'll find tables for each area

in the Walkthrough section that
follows. (Note that some items

on the harvesting and mining
tables are rarer than others.) You'll
reset all of a planet’s harvesting
and mining points whenever you
return to the Calnus, allowing you -
to harvest and mine at the same

points over and over again. Not all harvesting and mining points appear on your map. Studious explorers
may discover hidden harvesting points and mining points by pressing @ at
certain locations on the field.

MONSTER DROPS ADEPHAGA DRUS PiE
fRE T e
) : 4 ; Va3 st At an early point in your quest,
Nearly all monsters carry items, and if you're lucky enough, they !I . y B T Edge can buy the Pickpocketing
drop one whgn you defeat 'them.. In the Walkthrough section, you'll find Wit gl vl - skill manual and the Bandif's
Ingmsteremiries friat look et S egion S, InstLag, Inssst_~ GlOVES accessory. By equipping

Sl mpans the gloves and learning the

skill, Edge gains the ability to

The items listed under “drops” are in order of most rare to least; so while you are likely to win Blueberries pickpocket from human and

from a pack of Adephaga Drus, you may need to fight scores of them before you ever win any Protection feline characters with a tap of

Seeds. ©. (Shopkeepers are a frequent
exception, since you can't

There are several ways to increase the odds of getting an item from a monster. Each character has a skill always get around the counter to

that increases the odds of winning items from a particular race of monsters. Since this monster is an insect, reach into their pockets.) Most
Faize's Entomology skill raises the odds of winning an item if you use him in combat. You can also raise the characters hold a single item,
odds of getting items by triggering ambushes of multipie enemies (see “Engaging the Enemy” in this chapter  while a few hold money (Fol)

for more details). Finally, you can equip the Steal battle skill, which gives characters a chance of swiping a instead. You can only steal from
monster’s item each time they use a basic attack. each character once, but if you
fail, you can keep trying until
you succeed. Each character has
a hidden pickpocket-resistance
stat between 1 and 10, and

if your level of Pickpocketing
skill is higher than their level of
resistance, you’'ll have a high
chance of scoring the item. If it's
lower, you'll most likely fail.
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You can justify Pickpocketing to yourself (“One Fire Gem is a small
price to pay for me saving your entire planet!”), but you can't justify it
to your party. Whenever you attempt a pickpocket, there is a chance
that one or more of your allies may notice, and their affinity for you
will drop. You can read all about the affinity system in the Characters
section, but suffice it to say that if you pickpocket a lot, it makes

it difficult to get each character’s special ending scene (and the
corresponding Achievement) at the end of the game. However, you can
pick a few pockets without serious consequence.

PURSUING SIDE QUESTS AND
SHOF ORDERS

Once you've proven your heroism, characters may ask for your help
with more mundane matters. Delivering messages, fixing broken music
boxes, and collecting bird droppings may not sound glamorous, but
the rewards can be lucrative. All side quests are optional, but
completing them is a good way to earn EXP, Party SP, (occasionally)
rare item rewards and, ultimately, Xbox 360 Achievements. Completing
quests often leads to additional quests from the same character, or a
related one.

You'll find details about where and when you can accept side quests

in both the Walkthrough and Side Quests Appendix sections of this
book. Once accepted, a side quest is listed under the “Quests” section
of your data menu. When you’ve satisfied the quest objective, an
exclamation point appears by the name of the quest, signifying that you
can now return to the person who gave you the quest and receive your
reward. There are no time limits
on completing quests, although
certain game areas may become
inaccessible during the course of
the game, leaving you unable to
complete quests that began there.

+ GAME BASICS

FULFILLING SHOP ORDERS

When you visit most item, material, and equipment shops, you can
accept orders to deliver specific items to the shopkeeper. When you
make the delivery, you'll receive the promised amount of Fol as well
as additional EXP and Party SP rewards. Some requested items can
be found at harvesting points, won from foes, or even bought at other
shops. Others require you to gather ingredients and fire up the Item
Creation terminal on the Calnus.

Once accepted, shop orders are added to your Quests menu, and are
considered to be quests for the purposes of earning the Errand Boy,
Potential Postman, and Dutiful Deliverer Achievements.

Reward: 100 Fol

EXP
Perty 8P

COLLECTIONS AND BATTLE TROPHIES

As your quest progresses, you'll discover all sorts of interesting things
that your characters diligently record. Collections are saved on a
separate file within your login, so a monster that you discover on one
saved file is added to your collections data on every other saved file.
When you begin a new game, you may either reset this file or transfer it
over, so you are starting with all of your data from the previous game.
There are several things to collect, and you’ll untock Achievements

as you reach certain benchmarks in each category. Additionally, the
monster data you collect can be transformed into items with the aid of
Monster Jewels.

SPACESHIPS AND WEAPONS

You'll collect spaceship data from terminals you find throughout
your quest. Weapons data can be discovered from buying, finding,
and making weapons for your characters, as well as from examining
weapons lying
on the ground,
battling foes with
unique weapons,
or by speaking
to characters
who wield unique &
armaments.




BATTLE TROPHIES

A Star Ocean tradition, you unlock Battle Trophies by fulfilling various
combat conditions for each of your characters, such as dealing certain
amounts of damage, controlling them for certain lengths of time,
using a fire-type symbol against a fire-weak foe, and so on. Some
Battle Trophies must be stumbled across, while others are revealed

in advance in the Battle Trophies Menu. When you hit certain Battle
Trophy milestones for each
character, you'll unlock bonuses
like new combat voices, increased
level caps, and even additional CP
for equipping skills.

MONSTERS

If you fight a monster once, you'll unlock a data entry with its
description and certain bits of information. Each time you battle that
monster, the “% Analyzed” number rises, and when it hits 100%, you'’ll
unlock the full entry. Once you unlock a full entry, you earn the right

to turn that monster into a Monster Jewel (doing so requires blank
Monster Jewels, which you can find or make throughout the game).
Monster Jewels are Neck Accessories that provide stat boosts and
penalties based on their monster of origin; see the Bestiary in this book
to see what exactly each Monster Jewel does. Since you can transfer
your data over
when you begin
anew game, the
ability to make
powerful Monster
Jewels early on
provides a boost
on subsequent
playthroughs.

ENGRGING THE ENEMY

When exploring field and dungeon areas, you’ll find monsters roaming
along with you. When Edge makes contact with one, your party of
active characters is sent to a battlefield to fight that monster and

its companions. The way in which you engage a foe can provide an
advantage for one side or the other.

PREEMPTIVE ATTACKS

When Edge attacks an enemy from behind, you’ll trigger a preemptive
attack. You'll face fewer enemies, and they’ll begin the battle with their
backs turned
towards your

party.

SURPRISE ATTACKS

When an enemy attacks Edge from behind, it triggers a surprise attack.
You’ll face more monsters, you'll begin the battle surrounded, and the
monsters have Rush Gauges that are partially full.

AMBUSHES

When you begin a battle with a monster while one or more other
monster groups are only a few yards away, you'll provoke an ambush.
After you defeat the first group of enemies, the second group
immediately joins the battle. If there’s a third enemy nearby, they’ll join
next. Ambushes are generally a good thing; the more ambushes you
trigger, the higher your EXP bonus will be at the end of the fight (20%
for one ambush, 50% for two, and so on, up to 200%). You'll also have
a higher chance of winning items
from the enemies you defeat. Each
i ambush also earns you a green
- tile for your Bonus Board. (See
“Building and Protecting your

i s Bonus Board” in the next section.
i,’"’«(." ’}-' raer -n"" o "“Aﬁ )
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ON-FIELD EVASION SKILLS

When you're trying to avoid a fight, there are a few field skills that can
help. Edge’s Sprinting skill allows him to do a short, high-speed dash
with a tap of @, and Bacchus'’s Stealth skill (when selected from the
skill menu) makes the party temporarily invisible. If you actually want
to provoke your foes (say, to help engineer a multi-enemy ambush),
Meracle’s Ocarina skill is able to lure nearby foes to your position.




GAME BRSICS

ROVANCED COMBAT TARCTICS

START WITH
THE BRASICS

You can practice Star Ocean: The
Last Hope's combat system at
any time by selecting the battle
simulator from the game’s title
screen or on the second-floor of
the Galnus. The battle simulator
does an excellent job of explaining
the basics of combat and
introducing advanced techniques
like Blindsides and Chain
Combos. Rather than repeat the
same information, let's elaborate
on a few of the finer points of
combat in this section.

USING THE
BRATTLE MENU

One agpect of combat that the
tutorial does not mention is the
battle menu. At any point in battle,
you can press « to freeze the
battle and bring up a ring-shaped
menu. If you use the bumpers

to select another character, the
battle remains frozen as you make
a selection from that character’s
menu. (However, the character
you choose will not be able to
immediately use certain actions

if he/she is already in the midst

of some other action.) Many

of the menu options are self-
explanatory, but there are a few
significant options that you may
not immediately notice.

CHANGING YOUR SETUP

Choosing the setup menu allows you to rearrange your chain combos and equip different battle skills mid-
combat. This is a great way to experiment with new skills or switch from single-enemy focused combos to
wider-area ones when facing less favorable enemy odds.

If you press €3 or B in the setup menu, you can pull up your equipment screen. The ability to change
weapons mid-battle is invaluable when facing enemies with certain elemental weaknesses or resistances; for
example, you can swap out the Flame Sword against a fire-resistant foe, or equip your Anti-Silence Amulet
when facing foes that frequently inflict that condition.

TOGGLING OFF SYMBOLS

When you select the Symbology option, you'll pull up a list of your character’s known symbols. As you might
imagine, you can press @ to order that character to cast a symbol, and again to confirm its target. You can
also press € on any symbol to toggle it off so that the computer Al will not cast it in combat. This allows
you to shut off water-type symbols when battling water-resistant foes,
or shut off all offensive symbols when you need your allies to focus

on healing. You can toggle symbols back on in the Main Menu’s Skills
menu (under the Symbols sub-menu) or do it during your next fight.
This sort of micromanagement is crucial for getting the most out of your
Al companions.

CHANGING MEMBERS MID-FIGHT

Once you have five or more characters in your party, all characters beyond the first four in your roster remain
waiting on a virtual bench for you to call them into battle. You can swap out a character whenever he or she is
not in the midst of an action, even if that character has become incapacitated. Swapping out a fallen character
for a fresh character is often easier than attempting a resurrection symbol or recovery item in the middle of
battle. (However, once you swap out a character, you
will not be able to make any other character swaps
for a few seconds.) You'll also find that while you
can’t target characters on your bench, items and
symbols that affect everyone affect them too, so a
Resurrection Unit can resurrect them when they're
dead, and a Faerie Light symbol can heal them even if
they’re not in play.




MORE RABOUT BLINDOSIDES

Blindsides are the most reliable way of scoring a critical hits (and
earning blue Bonus Board tiles), and are the only reliable way to reach
the weak points of certain enemies. They also help you to elude the
attention of an enemy that’s targeting you, or break your own target
lock so0 you can turn your blade on a different foe.

When you and an enemy are both targeting each other, you can charge
a Blindside by holding down . When the targeting icon (three yellow
circle fragments) appear around your character, tilt the left stick in any
direction. (If you charge for too long without executing the Blindside,
your character becomes momentarily stunned.) Your character dives in
whatever direction you tilt the stick, and then slips behind your foe. You
can then attack for easy critical hits, and chain them into even more
damaging special arts.

Blindsides won't always go as smoothly as they do in practice. If your
target is in the midst of a move, it may hit you as you attempt to slip
behind it. Or, another enemy could knock you out of your Blindside.
As you Ievel'up BEAT:S, you'll earn bonuses (such as freezing nearby
enemies) that help make it easier to pull off successful Blindsides.
BEAT:S also eventually grants you the ability to do double Blindsides.
Double Blindsides are useful against foes that can use Blindside
counters. When an enemy is capable of countering your Blindside,

the targeting icon that appears around your character is red instead of
yellow. If you execute the Blindside while the targeting icon is flashing,
your foe will be unable to counter. If not, an exclamation point will
appear over the target’s head instead of a question mark. You must
then charge up and execute a second Blindside immediately, or you'll
get nailed with a Bonus Board-smashing critical hit.

MORE ABOUT RUSH MODE

Whenever you deal damage, take damage, or hold @ to build energy,
you charge the Rush Gauge beneath your character’s MP bar. When
your bar is full, you can expend that energy in one of two ways:

ENTERING RUSH MODE

Press € to enter Rush Mode. Your character will flash white and the
Rush Gauge will begin to deplete. Until it hits zero, you'll be faster,
immune to enemy knockdowns, and have an increased chance of
scoring critical hits. Entering Rush Mode is an effective defensive
measure; if an enemy has you on the ropes, this action stops its attacks
from juggling your character or knocking him around, allowing you to
use your own combos without interruption. Setting your character to
BEAT:B adds additional bonuses during Rush Mode, such as cheaper
special arts and symbols, increased critical hit odds, and even the
ability to replenish Rush Gauge energy while in Rush Mode.

USING RUSH COMBOS

To execute a Rush Combo, hold € and, before your character
completes its Rush Mode animation, press B or @ to trigger a special
art. If done correctly, you'll go to a special screen where your character
faces off against his or her targeted enemy, and a button prompt then
begins flashing. If you hit the button successfully, your nearest ally
joins the combo with a special art of his/her own. If you both know the
Chain Combos skill and have multiple special arts assigned to a Chain
Combo, you can go and back forth until you've dished out an obscene
amount of damage. Once the Rush Combo begins, there is nothing
your target can do to defend or break out of it. Rush Combos are an
extremely effective tactic against bosses, particularly late in the game
when every character has full three-part Chain Combos configured,
and can do perfect combos consistently. Rush Combos also allow you
to put Al-controlled allies’ full Rush Gauges to more effective use than
the Al would; when an ally’s Rush Gauge is full or nearly full, you can
switch over
to them, fire
off a Rush
Combo, and
switch back to
your preferred
character.

——




BUILDING AND PROTECTING THE
BONUS BORARD

The Bonus Board can be a great asset on your quest, since it provides
the necessary EXP for leveling up quickly, gives an infinite source of HP
and MP, and produces plenty of extra Party SP and Fol. There are four
types of tiles you can earn, and each gives you a bonus at the end of
gvery battle. Your Bonus Board has 14 slots in all.

Blue tiles provide a 10% EXP boost at the end of each fight. You earn
them by killing foes with critical hits, which is easiest to do by using
Blindsides against low-HP foes.

Yellow tiles provide a 10% increase in the amount of Fol you earn at
the end of each fight. You earn them by killing multiple enemies with a
single attack.

Red tiles restore 1% of each character'’s Max HP and Max MF at the
end of each fight. You earn them by killing a monster exclusively with
special arts and symbols.

Green tiles provide 1 additional Party SP at the end of each fight. You
earn one each time you're ambushed.

Your Bonus Board breaks whenever the character you're controlling

is hit with a critical hit or killed. When broken, you lose every tile that
isn't adjacent to another tile of the same type, and half of the titles that
are. Certain enemies excel at critical hits (an attribute you can view

by scanning them with the Scan Enemy skill), and all enemies have

a chance of scoring critical hits when they’re in Rush Mode. When a
character you control is about to be attacked by a monster in Rush
Mode, you may want to use €@ or Ed to switch to another character,
particularly a ranged fighter who is unlikely to be targeted. (Your Bonus
Board is not affected if one of the Al-controlled characters is killed or
takes a critical hit.)

Your Bonus Board is not preserved when you save your game. You can
save your game without losing it, but when you Ioad the saved file, you
begin with an empty Bonus Board.

GFIME BRSICS

DIFFICULTY LEVEL DIFFERENCES

When you start a new game, you'll have a choice between Earth Level
(easy) and Galaxy Level (normal). If you beat Galaxy Mode, you'll
unlock Universe Level (hard) and if you beat that, you'll unlock Chaos
Level (very hard). The differences in difficulty modes mostly affect
enemy stats. The only gameplay difference is that in Chaos Mode,
certain targeting icons do not appear, giving you fewer clues about who
is targeting whom and when you can execute Blindsides.

(® DIFFICULTY SETTING

Earth Level
Ga!axy Levef -
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Earth Level Universe Level

Enemy HP/MP x 0.7 Enemy HP/MP x 1.3

Enemy ATK x 0.8 Enemy ATK x 1.3

Enemy INT x 0.8 Enemy INTx 1.3

Enemy GRD x 0.8 Enemy GRD x 1.3

Galaxy Level Enemy Rush Gauge Increase Rate x 1.5

Chaos Level

Enemy HP/MP x 1.7

Enemy ATK x 1.7

Enemy INT x 1.7

Enemy GRD x 1.7

Enemy Rush Gauge Increase Rate x 2.0

Enemy HP/MP x 1.0
Enemy ATK x 1.0
Enemy INT x 1.0
Enemy GRD x 1.0




#. CHARACTER BUILDING

LERARNING, BOOSTING, ANDO USING SKILLS

A character is only as strong as his or her skills. Characters typically learn action skills by leveling up while other
skills are mostly learned from skill manuals that are found in chests or purchased in skill shops. Skills in Star
Ocean: The Last Hope break down into five general categories:

Action skills include special arts and symbols. Special arts are MP-consuming battle moves that can be
arranged into combos and assigned to B or @. Symbols are the Star Ocean equivalent of spells, and can be
cast from the Symbology menu in combat (some can also be cast from the field menu). Some symbols can
be arranged into chains and assigned to B or @, but you can’t really chain to them from normal attacks the
way you can with special arts.

Battle skills are among the most powerful skills in the game, offering such perks as massive stat boosts,
automatic healing, and the ability to steal items or inflict status conditions upon your foes. The catch is that
each character can only equip two battle skills at once. If a battle skill is not set into one of the two empty
slots in the battle skills section of the Skill Config menu, it won’t have any effect at all.

Battle menu skills are a subset of battle skill that can be used with the in-battle Skill Menu. They may or
may not cost MP, and have effects like revealing enemy data, offering temporary stat boosts, or converting
hit points into magic points. You do not need to equip these skills to use them, so they don’t cost any CP.

Field skills are skills that cannot
be used in combat. They allow
your character to dash, become
invisible, pickpocket, harvest
items, charge rings, and even
duplicate items. They typically

do not cost MP, but may have
additional material costs.

Passive skills are a subset of
field skills that are always on and
do not need to be equipped. Skills
like Zoology and Parapsychology
that increase enemy item drops
are passive skills, as are the Chain
Combos skill, Item Creation skills,
Haggling, and so on.

CONFIGURING YOUR SKILLS

To set up your action skills and
battle skills, select Battle Config
in the skills menu. At the start of
the game, you have two slots for
Chain Combos and two slots for
battle skills. The Chain Combos
passive skill will increase your
chain combo slots, but there is
no way to earn additional battle
skill slots. Equipping skills to any
slot costs CP, which you gain
gradually over the course of the
game. Prioritize your battle skills,
and use high-CP skills sparingly
in your Chain Combos.



Most skills are learned at level 1 and attain their maximum potency at
level 10. (A few skills, like Sprinting and Treasure Sense, cannot be
leveled up at all.) There are two kinds of skill points you can spend

to level up your skills: a character’s individual SP, which is earned by
gaining levels, and a party-wide pool of SP that is earned by opening
chests, completing side quests, harvesting at harvesting points, and
accomplishing other on-field actions. (You can also earn Party SP in
combat if you have green Bonus Board tiles.) Earning Party SP from
side quests such as fulfilling shop orders is a good way to strengthen
your characters early in the game.

INCREASING YOUR PRIMARY STATS

Your character’s base stats are based on a combination of his or her
level, BEAT rank, and equipment. Characters can receive additional stat
boosts from certain skills (like HP Boost and ATK Boost) and special
abilities known as “factors” on their equipment. You can permanently
increase a character's base stats by eating seeds, like Health Seeds,

Protection Seeds, and Magic Seeds, which can be found on your quest,

or generated by eating the Bizarre Fruit recovery item.

UP TEMPORARY BOOSTS

Several items provide temporary stat boosts. Special foods, typically
cooked by Reimi, offer boosts of up to 50% to a single stat that can
last for up to ten battles (or until the character is killed, whichever
comes first). The ingredients for cooking items are relatively cheap and
easy to find, so you should always be able to keep a variety of Reimi’s
concoctions on hand. However, each character can only have one
active food bonus at any given
time; if a character eats a second
meal, it replaces the effects of the
first. Needless to say, DEF and
ATK-boosting meals come in very
handy before difficult boss fights.

You cdn also earn temporary stat boosts from items like Strength
Potions, skills like Focus and Berserk, and symbols like Enhance
and Enshelter. These last for only a set amount of time, and do not
carry over from battle to battle (except in the case of multiple-battle
ambushes). Counting both foods and temporary stat boasts,
cannot have more than four temporary stat-boosti
at once.

{*+ GAME BASICS

USING THE BERT SYSTEM

Each character in your party can be assigned to one of three BEAT
settings by selecting BEAT in the Characters menu. When a character
is assigned to BEAT:B or BEAT:S, its BEAT type increases in ranks

as you clear battles, eventually maxing out at rank 20 (there are no
ranks to BEAT:N). As a general rule, your frontline fighters should be
set to BEAT:S early in the game, while other characters should stick
with BEAT:B. When fighting easier foes, you may want to switch your
frontline fighters to BEAT:B so they can begin accumulating ranks in
that as well.

BEAT:S offers boosts to the offensive ATK, INT, and HIT stats, and at
higher ranks offers bonuses to make your Blindsides more powerful,
more flexible, and easier to charge. Since your frontline fighters are
typically doing most of the Blindsides, they’ll want to focus on this
setting.
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BEAT:B offers boosts to the defensive Max HP, DEF, and GRD stats, and
at higher ranks offers bonuses to augment your abilities while in Rush
Mode and make it easier to charge your Rush Gauge. As a general rule,
Al-controlled characters should be set to BEAT:B, since they don’t use
Blindsides, are less skilled at defending themselves, and always use
Rush Mode instead of Rush Combos. BEAT:B becomes the preferred
choice for almost every character towards the end of the game,
because the Max HP bonus of BEAT:B is based on a percentage of the
character's Max HP (a 20% boost at rank 20), while all of the boosts
from BEAT:S max out at +100, a negligible number when your stats are
in the high thousands.
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BEAT:N (NEUTRAL)
BEAT:N allows characters to reap the stat boosts from both of their
current ranks in BEAT:B and BEAT:S, but not the special abilities. This
is worth using only for bosses against whom both Blindsides and Rush
Mode are irrelevant. (Against many bosses, it's preferable to use your
Rush Gauge for Rush Combos.) Never leave a character on BEAT:N
during normal battles, because sacrificing the ability to increase your
BEAT:B and BEAT:S ranks leads to weaker characters in the long run.

PRIVATE ACTIONS ANDO THE AFFINITY
SYSTEM

Throughout the game, several companions join Edge on his adventures,
and the bonds between them strengthen as they get to know each
other. This is reflected by a hidden stat known as “affinity” that each
character has for each other character. There are several ways to

raise or lower the affinity your characters share, most prominently by
optional events known as Private Actions.

Private Actions mostly occur on the long flights when you travel to a
new planet for the first time. These flights are broken up into legs, and
in each leg you can trigger a Private Action by speaking to a certain
character, or (in some cases) your choice of multiple characters. When
the Private Action concludes, each character either gains or loses
affinity for the other characters who appeared in the event, and you'll
hear a musical tone that signifies that the flight has advance to the next
leg. These in-flight Private Actions are entirely optional; you can blow
them off by choosing to “Rest until arrival” in Edge’s quarters. If you
only want to blow off a specific leg, or you can’t trigger a Private Action
during that leg, you can instead choose “Rest” to advance to the next
leg. You can see how close you are to your destination by checking the
command console on the Flight Deck.




There are also Private Actions that occur while the Calnus is docked, and a few that occur outside of the Calnus. To trigger the latter type, you
usually need to return to a previously visited location at a later point in the game. Some Private Actions won't trigger unless you've viewed some
earlier Private Action, or you made the right choice of comments to a character during some other event. You can find detailed instructions on how
to trigger each Private Action in this book’s Walkthrough section.

At the end of the game, if the affinity Edge has for a character and the affinity that character has for Edge add up to a certain amount, you'll unlock
that character’s ending scene and a corresponding Achievement. There are also a few Private Actions that wrap up character-specific subplots that
you won't be able to see unless you already have a certain amount of affinity. Affinity does not affect any other aspect of the game. Outside of Edge,
the only character relationship that unlocks anything (a single Private Action) is the relationship between Faize and Lymle.

Ways to Raise Affinity:

*Seek out and trigger Private Actions with a character. (Note that a very few Private Actions have a negative affect on affinity.)
*Make the right choices when prompted for comment during Private Actions.

Share a room with a character to gradually gain affinity for that character, and vice versa. (Note that many opposite-sex couples cannot share a
room until they've earned a certain amount of affinity.) Gain even mare affinity by setting furnishings like the Aroma of Lave in the shared room.
When sharing a room, you earn affinity based on your progress through the game’s main quest, not the game clock. (So leaving vour Xbox 360 on
all night won't make Edge’s roommate like him more.)

=l/se Love Potion No. 256 on a character fo make every other character gain affinity for him or her.

Ways to Lower Affinity:

*Trigger negative Private Actions (like peeping on Reimi in the shower) or say the wrong things during certain Private Actions.

*Get caught Pickpocketing. Your allies will not say or do anything differently when they catch Edge Pickpocketing, but their affinity stats fall alf the
| /) 3

same.

e(Jse the Super Aphrodisiac item on a character to make every other character jose affinity for him or her.

*Place Ominous Metal in a room shared by two characters fto make them lase affinity for each other.




. ITEM CRERATION

INVENTING AND
RACQUIRING
RECIPES

The Item Creation terminal in

the Calnus allows you to make
literally hundreds of items in the
privacy of your own starship. But
before you can make an item,
you need a recipe. Some recipes
are written on Recipe Memos
that turn up in treasure chests or
as rewards for side quests, but
for the most part, you'll need to
create them yourself.

PE INVENTION PF

Visit the Item Creation terminal and tell Welch that you want to “Invent new recipes.” You'll then be able
to arrange your party characters into “invention groups” of between one and three characters each. When
you select START, your invention
groups begin brainstorming ideas
and, hopefully, inventing recipes.
Every six seconds they spend
forming ideas costs you one Party
SP. There are three factors that
determine what recipes you’ll
successfully invent:
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ITEM CREATION SKILL LEVELS

Each character has a passive Item Creation skill like Smithery, Alchemy, or Cooking. Raising that skill
increases the number of recipes you can invent; you’ll never come up with a level 7 Engineering recipe if
Bacchus doesn’t have an Engineering skill of level 7 or higher. Resist the temptation to max out these skills
early in the game; while you may get a jump on inventing the recipes, you won't find the ingredients to
actually make them until much later.

. INVENTION GROUP DYNAMICS

Many recipes can only be created by a certain combination of characters. For example, Reimi may not have
the Smithery skill, but she knows a lot more about bows than Edge does. So for Edge to come up with a
Smithery recipe for a bow, he'll need Reimi in his group. Lymle may be the only character who has the

- Artistry skill necessary to create symbol cards, but she can’t make cards for symbols she doesn't personally
- know, unless another character can show her how. You can see which characters are required to make each




SECONDARY ITEM CREATION SKILLS

This is where it gets a little tricky. While Edge may be the only character
with the actual Smithery skill, every character has some aptitude for

it. When you highlight a character in the recipe invention screen, you’ll
see scores for every Item Creation skill in the upper-right corner of

the screen, as well as an eighth skill, “Sense,” that exists only as a
secondary skill. For example, the Smithery skill “Shell Armor” requires
a total Smithery score of 15, which has nothing to do with Edge’s level
in the Smithery skill. Highlight Edge, and you'll see that his Smithery
score is 10, which means you’ll need to pair him with two other
characters who have a combined Smithery score of at least 5. But that’s
not all; the Shell Armor also requires a Sense score of 13, so if you use
Bacchus to reach the Smithery score of 15, his -8 score in Sense will
keep you from success.

Trying every two- and three-person combination of eight characters
would be time-consuming, so it's best that you approach recipe
invention by first making a party that excels at each Item Creation skill;
for example, Edge and the two characters with the highest Smithery
scores. Then, for your next group, sacrifice your total Smithery score
a little bit so you can have a high Smithery score with the highest
possible Sense score. (Some recipes have high requirements in other
secondary skills, but Sense is the most common.) Repeating this
process for the other Item Creation arts should result in you learning
the vast majority of recipes.

EH'I\'HERINE INGREDIENTS AND
MRAKING ITEMS

Tell Welch you want to “Create items” and select an individual recipe
to get to work. On the right side of the screen, you’ll see a list of the
necessary ingredients, showing both how many you have and how
many you need. If you have enough ingredients to make at least one
copy of the item, you'll be asked how many you wish to make. When
making recovery items and other items that you want large quantities
of, it's a good idea to make as many of them at a time as you can,
because it increases the odds that you'll get lucky and make an extra
item.

When all of a recipe’s ingredients are commonly available at shops

or freely found at harvesting and mining points, there’s no reason to
hesitate. However, when you're using exceptionally rare ingredients,
like those found as rare monster drops or in treasure chests, don’t burn
your supply on a single recipe until you’ve made certain that you won't
require that material in another, better recipe. The “Welch’s Crafting
Corner” sidebars in the Walkthrough section offer specific suggestions
about where
to acquire rare
ingredients
and what
recipes to use
them on.

"+ GAME BASICS

IMPROVING YOUR GERAR
THROUGH SYNTHESIS

Sarah’s Synthesis skill is unique among the Item Creation skills in

that it maxes out at level 1 and does not involve recipes at all. From

the “Create Item” menu, select “Synthesis” to pull up a list of all of

the weapons, armors, and accessories your party owns (not including
those that are currently equipped by a character). Synthesis allows you
to take any of those items and use a single ingredient in your inventory
to boost its base stats or add special abilities known as “factors.” You
can use Synthesis on each item multiple times, although there are
limits; rare items can typically be synthesized fewer times than common
ones.

No item can have more than four factors. Some items add multiple
factors when synthesized; for example, Sukiyaki offers hoth “ATK +50,”
which is a very good thing, and “ATK +2,” which is a waste of a factor
slot. You can cut off the lesser second factor of many items by adding
them to items that already have three factors; in this case, only the ATK
+50 would make the cut.

Once you've added factors to one piece of equipment, you can transfer
those factors over to another piece of equipment by selecting the

new item as the Base Item and the old item as the Additional ltem.

This is also a great way to circumvent the Synthesis Limits on items;

if you attach all your desired factors to an older piece of equipment,
transferring all of them to a newer item will only count as one
Synthesis. The new item also gets stat boosts from the older item itself,
with better equipment providing better boosts.

Many of the game’s most easily acquired items can add useful factors
to weapons via Synthesis, with the stat boosts from Reimi’s cooked
items being particularly potent. There’s no reason to wait until you get
the game’s best items; it's cheap and easy to synthesize even items that
you expect to replace soon.
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THE FUTURE OF MANKIND
WRITS IN THE STAR l:lI:EFIN

With the Earth’s surface rendered uninhabitable by the imssile valleys of Warld War Ill, humanity turned its " %~

eyes skyward. The ingenuity that was once channeled into weaponsdevelopmem was refocused on the space , S

program, and with similar degrees of success Within a generalian the Umversa! Science aml Technology

Administration spearheaded the invention of warp drive, the cnnsmlctwn ofa maonbase, and lhe assembly . .

of a fleet of exploration starships. - s A J .
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Now it is time for the young crews of the Aquila, Balena, Calnus, 'Denldelio.n, and. L2 & 1 » .

Eremia to depart on their first major mission: To explore the Star Ocean; ani_f find a - 4 a8 e

new home for humanity.




THE MAIDEN FLIGHT OF
THE CALNUS

You'll first meet Edge in the Crew Quarters of the SRF-003 Calnus,
where he’ll fire up the battle simulator for a bit of pre-mission training.
You can return to this room at many points later in the game, and even
access the battle simulator directly from the title screen, so don’t feel
like you have to master the entire combat system right now. For the
moment, focus on the basic curriculum section and perhaps dabble a
bit in Blindsides. Once you've mastered the fundamentals of combat,
come back to learn the more advanced techniques.
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After exiting the battle simulator and watching the cut scene, take a
few moments to explore the Calnus. Save the game in Edge’s room if
you like, then descend to the lower decks by using one of the stairways
marked with a blue plus icon on your map. When you reach the Flight
Deck at the west end of the ship, sit down at your console at the front
of the ship, or speak to Reimi to initiate the launch sequence.

) e

It's abolt time, Edge, You'relate.
Are you ready to begin the leunch sequence?
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(% WALKTHROUGH

ONE SMALL STEP ON REDS . .. Mext speak to ffan, whals
standing outside of the Meeting
The trip could have gone a whole lot more smoothly, but at least Room, to earn Recipe Memo 05.
everyone has arrived on Planet Aeos in one piece. Wake up Reimi to Then search the shelves in the
trigger a cut scene, then leave the Flight Deck and take the passage storage area north of the Meeting
to the south to exit the ship. So much for being the first to set foot on Room to discover the data for the
Aeos; the crews of the Balena and Dentdelion have beaten you to it. SRF-Issue F98 Assault Rifle.

Return to the landing site and
seek out Rich, who is standing to
the northwest of the save sphere.
Rich gives you a Sniper’s Bangle,
which you can equip immediately
by pulling up the main menu,
selecting “ltems,” then “Equip
Items,” and setting it in Edge’s
Wrist Accessory slot.

Speak to Daniel, who is standing next to Rich, and then Andy, the next
closest NPC. Once you've heard what they have to say, head towards
the save sphere and speak with Reimi to trigger an event that ultimately
ends in your first real battle. The pair of Adephaga monsters shouldn't
give you too much trouble, and offer a good opportunity to practice the
basics of combat. For example, the Adephaga telegraph their attacks by
raising their front legs, giving you an opportunity to jump out of their
attack range by pressing @ and away on the left stick.

Return to the Calnus,
and inspect the
terminals of the Flight
Deck to find data
entries for two ships

in the SRF fleet. The
data is recorded in the
Spaceships section of
your Collections menu,
and if you manage to
find data on all of the
game’s ships, you'll
unlock an Achievement
for your efforts. You
can also collect data
on weapons, both your
own and those used by
other characters in the
game.
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(:ﬁp Map Treasures Monsters

1. Broken Metal Cutting Blade x 1
2. Blueberries x 3

3. Blackberries x 2

4. lronx 1

5. Insect Egg x 2

6. Bigberries x 1
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THE SEARCH FOR THE EREMIR

After defeating the pair of Adephaga, return to the Flight Deck and
report to Captain Grafton. He'll ask Edge to scout out the Eremia, which
crashed far to the north. Reimi insists on accompanying you. With her
at your side, you can harvest items wherever you see glowing green
energy rising from the ground. You'll also have a competent archer
backing you up on the battlefield; press the left or right bumpers during
combat if you want to take direct control of Reimi and leave Edge in the
capable hands of the computer Al.

N l]m)@ you off, rem'eéer?
\J‘ Il .
i Sy
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LOOTING THE LANDING POINT

The crew of the Dentdelion have succeeded in removing the debris

that was blocking the passage to the north, but don’t hurry off in

that direction just yet; it's crawling with enemies. First, examine the
unguarded chest and four glowing green pods to the northwest, which
contain a useful assortment of recovery items. You also earn a few EXP
(experience points) and Party SP (skill points that any character can
use) each time you find some loot. Between those treasures and the
harvesting point to the east of the save sphere, you can earn enough
EXP to take Edge to level 2 before you face the Adephaga again.

While chests and pods are never refilled, harvesting points do grow
back every time you return to your ship. Since this harvesting point
is so close to the Calnus, you can harvest it as often as you like by
repeatedly entering and exiting the ship. It's a great way to earn free
EXP, rack up some Item Creation ingredients, and fill your inventory
with HP-restoring Blueberries before you face the monsters in the
northern part of the map.

h v,

DABBLIN

SEARCH FOR A RIVER CROSSING

The wreckage of the spaceship Eremia is to the north, but a deep river
blocks your progress in that direction. Instead, head east towards

the Urd Falls Cave, which connects the Landing Point to the Northern
Coast. Enemies grow tougher in the cave, and tougher still on the
Northern Coast.
Proceed slowly,
earning EXP, items,
and Bonus Board tiles
before ducking back
to Edge’s room in the
Calnus for an HP- and
MP-recovering rest.




WORKING THE BONUS BOARD

You don’t need to get fancy to best the Adephaga and Killer Wasps that
patrol the Landing Point area, but you'll be richly rewarded if you do.
When Edge has caught the attention of an enemy but isn’t being actively
attacked, hold @ to charge up energy until the aura around Edge glows
blue. If the enemy who is targeting Edge is nearby, you can tilt the left
stick in any direction to execute a Blindside. Edge then slips behind his
target, and you may then tap € to strike it in the back for easy critical
hits. A successful Critical Finish (a kill with a critical hit) earns a blue tile
for your Bonus Board, which provides a 10% EXP boost at the end of
each battle. Your Bonus Board won't be cleared at the end of the fight,
so that 10% EXP boost lasts until the Bonus Board is broken by an
enemy that incapacitates or deals a critical hit to the current leader of
the party. As long as you can stay alive and on your feet, you can keep
piling on the tiles, potentially earning a 120% EXP bonus each battle!
However, your Bonus Board cannot be saved at a save sphere, so if you
load a saved game, you'll start with nothing.

Of course, there are other bonus tiles you might want to earn. The
Killer Wasps present a good opportunity to take out a foe exclusively
with special moves; make sure Reimi is targeting a different foe, then
lay into an untouched wasp with repeated strikes from Edge’s Rising
Blade special art. If an enemy dies exclusively from special art damage,
you'll earn a red tile, which recovers 1% of each character’'s HP and
MP at the end of each fight. You can also earn a yellow tile (worth a
10% Fol boost) by killing two enemies with one attack, or a green tile
(worth 1 additional party SP at the end of each fight) by getting in an
ambush battle, which occurs when you enter combat with one foe while
a second enemy is only a few steps away.

Any enemy can break your Bonus Board by scoring a crifical hit to the leader.
Ceriain enemies have a higher critical hit rate than others, however Rush
Maode will highly increase that unit’s chance of breaking the Bonus Board,
which is indicated by a white glow around them. When a glowing foe comes
at you, jump away or press a bumper butten (& or @@ ) to swifch fo another
character.
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To Northern Coast

£7 mMap Treasures

1.203 Fol

2. lronx2

3. [Earth Barrier] Seasonings x 2, Warped Carapace x 1
4. [Earth Barrier] Attack Seeds x 1
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THE FOES THAT LURK BEHINO THE FALLS 0

Brace yourself for a fight when you step into the Urd Falls Cave, since an Adephaga is

often waiting at the entrance. In addition to those familiar foes and the ever-annoying

Killer Wasps, you'll begin encountering Giant Bat and Gerel enemies here. Of the To Landing Point
two, Gerel are the more interesting, thanks to their ability to use the “Schism” special
art to split into two foes
whenever they are at the
brink of death. If your party
is hurtirg, never allow a
seriously wounded Gerel to
have a moment’s respite,
or the odds will suddenly
become a whole lot worse.




The Urd Falls Cave can be tough
for inexperienced players, since
the cave is thick with monsters
and the thin passages don’t allow
a lot of room to dodge. More
confident players can use this to
their advantage by getting a Killer
Wasp or Giant Bat to chase them,
and then running at another foe.
If the bat or wasp is right behind
you when the first battle starts,

it ambushes you as soon as the
initial batch of enemies is slain.
Having to fight two consecutive
battles may sound like a bad
thing, but the rewards are sweet:
each ambush earns you a green
Bonus Board tile (worth one
additional Party SP per battle) and
bonus EXP at the end of the fight.

WHEN EDGE FALLS,
REIMI PERSEVERES

If you haven't tried playing as
Reimi, the Urd Fall Caves are

a good place to experiment.
Reimi’s auto-targeting bow is nice
against quick-moving foes like
Killer Wasps and Giant Bats, but
it’s her ability to fire it mid-jump
that makes her such a powerful
character. Against foes without
ranged attacks, you can make her
dodge indefinitely by pressing

© and away, then she can take

a shot at the peak of her jump.
Switch to Reimi and use this
tactic to stay alive whenever Edge
becomes incapacitated in combat.

SECRETS OF THE URD FALLS CRAVE

If you’ve been diligently gathering
treasures, you'll find your fourth
and fifth chunks of Iron in one of
the pods in the southwest corner
of the cave. These pieces give you
everything you need to return to
the ltem Greation terminal at the
Calnus and upgrade Reimi's SRF
Protector to an Iron Protector.

(If you don’t have the recipe yet,
upgrade Edge’s Smithery skill to
level 2 and put him in an invention
group with Reimi.)

As you proceed north through the thin main passage of the cave, keep an eye out for mossy patches on the
wall that surround a hole with a dim green glow at the center. Reach your hand in, and you can pull out a
healing item: two Blueberries in the first hole, two Blackberries in the next, some Fresh Sage in the cavern
down the right (east) fork, and Defense Seeds near treasure #6. Don't get greedy, though — if you reach into
any hole a second time, you’ll get a face full of searing steam. It only deals a few points of damage to your
characters, but what about the damage it deals to your pride?

To reach your destination on the
Northern Goast, you'li need to
head west when the tunnel splits.
But first, explore the passage to
the east, where you'll find a dead-
end cavern at the base of a ledge.
In addition to a treasure hole and
the cave’s only harvesting point,
you can trigger the game’s first
Private Action here, although
you'll need to return for that
before blasting off of Aeos.




PLANET RAEOS:

8% NORTHERN CORST

&7 Map Treasures

1. Natural Water x 2

2. Attack Seeds x 1

3. Wind Gem x 1

4. 81 Fol

5. Seaweed x 1, Warped Carapace x 1
6. Ironx3

7. Fresh Sage x 2

8. Seaweed X 1

9. Bigberries x 1

10. Protection Seeds x 1

11. [Dark Barrier] 19,800 Fol

Harvesting Paint items

Blueberries
Defense Seeds
Fresh Sage
Insect Egg
Lemon
Pickled Plum
Seaweed
Vegetables

Mining Paint items

Iron
Silver-

11

2
v
|

Mansters

ADEPHAGA DRUS

1387
dsisiant Ta
Wik Again
DROPS

Protection Seeds, Insect Leg, Insect Egg
Blueberries

@1 s

~ KILLER WASP

Wtk Sfpalnst -

OROPS
Accuracy Seeds, Aquaberries, Blueberries

.. POLYPHAGA

Resistan T

ih ALNAST

DROPS
Protection Seeds, Insect Leg, Insect Egg,
Fresh Sage, Iron

-
-
-

(3

@_‘ ,. @ To Urd Falls Cave
:

J.' “' -

£ '“,‘l I
7 %]

. '
{ i o
‘ 2 : @
P ™

EXPLORE THE CORSTAHL HIGHLANDS

When you reach the Northern Coast, dash to the save sphere and preserve your hard-earned
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progress. Continue west to the green circle that appears on your map, and step into it for a complete

HP and MP refill for your entire party. These recovery spheres can
be used repeatedly, so this presents a good opportunity to rack up some

red Bonus Board tiles by killing foes with Critical Finishes — you can burn

through your entire MP bar in a single battle, then step back into the recovery
sphere to get it all back. The blue tiles will provide bonus experience for your

entire party, ensuring the least amount of time spent grinding monsters.
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Before you jump down to the beach, you should do a lap of the
highlands to hit the three harvesting points and pick up a chest or two.
Along the way, you’ll encounter giant cockroach-esque enemies called
Polyphaga. They aren’t much tougher than the Adephaga you've fought
before (and offer triple the EXP), but watch out for the aggressive
Bonus Board-smashing charges they sometimes use during Rush
Mode. When you see their Rush Gauge (to the right of their HP) ticking
towards 100, stay out of the way until their Rush Mode passes.

A PLERSANT STROLL ON THE
SHORE

Use the recovery sphere and save sphere before you jump down the
ledge to the beach, because there’s no climbing back up. The yellow

icon on your map directs you to your destination, the sole survivor of
the Eremia. Walk along the water line, where the beach’s treasure pods
tend to be located, and make sure to battle at least one of the new crab-
like Killer Chelae monsters for your monsters collection.

Heal up as soon as you spot the survivor lying on the beach. As soon
as you approach him, you'll trigger a cut scene that ends with a boss
attack. If you’ve cooked up any EXP-boosting foods, like the Pickled
Plum Rice or Ochazuke, now would be a fine time for a meal.

DROPS'
Warped Carapace

Break Through Armaras’s Shell

The trick to defeating Armaros 1s-smashing the rocky shell that
protects the right side of its body, If there's a spray of rock
shrapnel when you hit it, you're-hitting the'right place. As lang
as the shell is intact, no attack is.able to do more than a few
points of damage to Armaros. regardless of your characters'
strenath. Bul when !

the shell is'gone,
you can target the
glowing white spot
on the Armaros’s
side for friple-digit
damage.

Take control of Reimi or Edge. and set Faize's factics to “Fight
freestyle without using MP!," so he’ll help you sttike the shell
instead of interrupting your combos by jugaling Afmaros with
his Earth Glaive symbol. Continuously circle around Armaros
s0 vou can strike from the shell side; which fortunately also
keeps you outof range of most of its attacks. Whether the shell
is intact or not, normal attacks tend to be more effective than
Edge’s Rising Blade special art: So stick with Edge’s standard
combos (executed by keeping the left stick'in a neutral pesition
as you attack with @ ). When Armaros finally lifts the remnants
of its shattered shell, its speed increases dramatically, The same
tactics continue to be effective: circle and strike al the alowing
white spot with standard combos. You can also speed things
along by taking control of Faize and repeatedly hammering
Armaros with the Earth Glalve symbaol, since the bass Is
particularly weak to earth-type attacks.
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Even if you master Armaros's pattern, your allies may not, and Armaros
can dish out a lot of damage to low-level characters like Faize. Keep an
gye on everyone's HP and use Blueberries when an ally drops below the
halfway peint— don’t wait until they are near death. Armaros.is very
slow while its shell is intact, sa you can avoid its deadliest attacks by
running away and circling it from a distance whenever it enters Rush
Mode. If everything goes horribly wrong, take control of Reimi and have
her jump away while firing:in mid-air for as long as it takes to bring
down Armaros. The poor crustacean won't even be able to land a hit.

|

‘ THE LONG WALK HOME

4 It's along walk back to the Calnus, and there isn’t so much as a single recovery sphere or save sphere on the
way. That makes the journey a grueling one for parties who used up most of their resources in the Armaros
fight, but fortunately, you now have a third man on the team to help even the odds. Give Faize free reign to
fight all-out, using his Earth Glaive symbol to defeat foes from a safe distance. When he runs out of MP, he’ll
prove surprisingly useful in melee combat — his directional attack combo hits repeatedly and keeps foes
locked in place, setting them up for other characters to slip in for the kill.

You can’t go back the way you came, so continue east down the beach and enter the Urd Falls Cave through
a new entrance to the north. From there, you can head south to the ledge marked with an exclamation point,
and leap down to the chamber with the harvesting point. Once there, you can simply retrace your steps back
to the Calnus, heading south at the first fork inside the cave. Just don’t expect to find the ship exactly where
you leftit ...

&
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8% EXPLORARTION BRSE

&4 Map Treasures

1. Lemonx 3

2. Blueberries x 2

3. 193 Fol

4. Skill Manual “Scan Enemy” x 1
5. Blueberries x 1, Blackberries x 1
6. Uncooked Pasta x 1, Olive Oil x 1
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Exteriar

| . Duncan, SRF-002 Crewman ‘ Aquaberries x 1
b. Jakov, SRF-004 Crewman | Bigberries x 1
<. Jeter, SRF-004 Crewman | 230 Fol =
| 0. Ector, Eldarian Crewman | Aquaberries x 1

Interiar

\e. Bawles 1Fol

} f. Rose, SRF-002 Crewwoman Fresh Sage x 1

i g. Kaye, Eldarian Researcher | Monster Jewel x 1

h. Curious Eldarian
' i. Supreme Command Gaghan

J. Chad, SRF-004 Crewman
| k. Commander Grafton

|1 Donald, SRF-002 Crewman
| m. Rose, Smiling Eldarian
n. Van i

0. Pazal, Efdarian Scientist

Bizarre Frujt x 1 |
| Monster Jewel x1
Seaweed x 1
Natural Water x 1
Blueberrigs x 1

|10 Fol

Pickled Plum x 1
Seasonings x 1

| p. David, SRF-002 Crewman Olive il x 1

1 q. Lilia, Chief of Analysis
r. Airi, Eldarian Physician

1300 Fol _

Protection Seeds x 1 i

s. Alton, Eldarian Base Worker | Uncooked Pasta x 1
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THE WONDERS OF
PREFRBRICRATION

The Eldarians don't mess around. Just when you think you’re going to
turn a corner and spot the Calnus, you find an entire military installation
where your ship used to be. Look around a bit more, and you’ll also
discover a new bridge to the previously inaccessible western chunk of
the Northern Coast, where that area’s final three treasure chests await.
(However, one of the chests is enveloped in dark energy, and cannot be
opened until you acquire the Light Ring later in the game.)

Before you enter the base, do a lap around it and search out the four
treasure chests that are hidden in the shadows of the surrounding
crates. The best prize in the bunch is the skill manual in the chest near
the Galnus’s hangar, a one-shot item that can be used to permanently
teach Faize the Scan Enemy skill. Scan Enemy allows you to instantly
view the HP, resistances, and weaknesses of any monster in combat.
It takes no time to

cast — you get the
information as soon as
you select it from the
battle skill menu, so
there are no drawbacks
beyond the single-MP
casting cost.

REPORT TO CAPTARIN GRAFTON

You'll find Captain Grafton and Faize’s superior officer, Supreme
Commander Gaghan, waiting in the communications room in the north
wing of the base. They take the Meteorite Fragment you found on the
beach and offer you Faize’s services in return.

After your briefing, return to the communications room and search
some of the empty terminals to unlock collections data on the SRF-002
Balena, SRF-004 Dentdelion, and SRF-005 Eremia spaceships (may
they rest in peace). Your only assignment at the moment is to get some
R&R, so step outside and see what else the base has to offer.

THE ALPHA AND OMEGA SHOPS

The pair of shops in the northeast wing of the base finally offers an
opportunity to burn through some of the Fol that's been simmering

in your pocket. Base Shop Omega has the most interesting stock,
including an Eldarian Bow for Reimi, Silver Bangle accessories, and
skill manuals that teach the arts of Anthropology (to Edge), Botany (to
Reimi), Entomology (to Faize), and First Aid (to anyone). The science
skills increase your drop rate when battling certain types of enemies,
with Entomology being the most useful on this planet. First Aid is a
healing skill that’s extremely expensive, and will be trumped by superior
skills in the future, but it provides a temporary boost for frontline
fighters like Edge. Pick up one

of each skill manual if you can
afford it, and grab a Repair Kit
while you're there — it's the last
ingredient you need for the Storm
Blade recipe.

Base Shop Alpha deals in basic supplies as well as cooking ingredients.
If you have cash to spare, pick up a few of each ingredient. You
probably don’t have the recipes yet, but you may not be free to come
back here when you do invent them.

You may notice that in addition to buying old items a la carte, each shop
has a list of orders for specific items they want filled. You don't get huge
amounts of money for fulfilling orders, but you do get large amounts

of EXP and Party SP. Diligent harvesters may be able to part with some
extra Lemons, Seaweed,
Pickled Plums, and White
Rice, but don’t empty your
inventory of any one item,
or you could be left without
an essential ingredient for a
future recipe.




Base shop: Al

pha - stock

item o [Tyee _Price__|
Blugberries Usable ltems | 40 |
Blackberries | Usable ltems | 60
Aquaberries Usable ltems 30
Fresh Sage | Usable Items 150 |
| Uncooked Pasta | Other ltems | 100 |
| Raw Animal Meat { Other Items I 60
| Common Egg | Other Items 30
| Vegetables | Other Items 60
\ Seasonings | Other Items s 20 i
| Olive Oif ~ |otheritems 80 |

Base shop: Al

pha - orders

White Rice x 3
!Reward Rarity pEOme S S =
1 300 Y | Maria, SRF-004 Crewwoman =
Pickled Plum x 5
[Reward [Rarity From R
| 500 | Maria, SRF-004 Crewwoman
Seaweed x 5
{Reward Rarity From I
800 | Maria, SRF-004 Crewwoman
Gambleberries x 3
[Reward Rarity _ [From )

800 Brdy | Maria, SRF-004 Crewwoman

Base shop: omega - stock

ltem i Type R e e
Eldarian Bow Weapon 500

| Silver Bangle Wrist Accessory 800

| Skill Manual “Anthropology” | Usable ltems 800

| Skill Manual “Botany” Usable Items 900
Skill Manual “Entomology” | Usable ltems | 600
Skill Manual “First Aid” Usable ltems | 2000

Repair Kit

~ otheritems | 100 |

Base shop: omega - orders

Ironx5

| Reward Rarity From —

| 700 s Felius, Eldarian Clerk \
Silver x 4

Reward  |Rarity From - |
700 B w7 ; Felius, Eldarian Clerk

Lizardskin x 5

| Reward | Rarity From

LQOO :;'."‘( = Felius, Eldarian Clerk

Lemon x 5

| Reward | Rarity From

1300 - bivaig | Felius, Eldarian Clerk

COMPLETING THE BRASE TOUR

To trigger the next event, you merely need to leave the base and return.
However, it may be wise to take your captain’s advice and take a full tour of the
base, as there are a few interesting things to find. In the sickbay (the southeast
ving), you can rest up in a vacant medical unit, visit your wounded crewmates,
and accept “The Missing Patient” quest from Airi, the physician on duty.

I'm sorry to bother you with this, but do you think you could find him for

me? He's with the 8AF. From...the Balena, | think he said

7
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In the living quarters (the southern wing), you'll find a pair of treasure chests,
and more medical pods that you can use for quick healing. The terminals in
the center have collections data for the Eldarian Zagzagel, Sol, and Rednuht
spaceships.

Finally, in the research and analysis laboratory (the southwest wing), Lila offers
you the “Leg Collector” quest. Complete both this quest and the “Egg Collector”
quest that follows, and you’ll earn Recipe Memo 20 (Earth Armlet) as a reward.
Don't get too excited, though — you won’t be able to make the armlet until you
get a character with the Crafting skill much later in the game.



TION BRSE QUES

SIDE QUESTS

THE MISSING PATIENT
REWARD: 10 EXP, 24 Party SP

EGG COLLECTOR
REWARD: 30 EXP, 20 SP, Aquaberries x 1, Recipe Memo 20

Visit Airi in the sickbay, and
she’ll ask you lo track down
Rich, a patient who has gone
AWOL. You'll find Rich in the
exterior of the base, towards
the hangar with the Calnus.
Tell him about Airi, and he’ll go
Straight back.

LEG COLLECTOR
REWARD: 20 EXP, 18 Party SP, Blueberries x 1

Lilia, the Chief of Analysis in the research lab, wants 10 Insect Legs.
If you don't have enough on hand, purchase the “Entomology” skill
for Faize and level it up as much as you can afford to. That helps
increase your chances of winning Insect Legs by beating either type
of Adephaga.

When you bring Lilia her Insect Legs, she’ll send you out again,
this time in search of 8 Insect Eggs. If you don'’t already have them,
continue battling Adephaga as well as searching harvesting points,
where they turn up on occasion.

A BATTLEFIELD PROMOTION

Return to the communications room to speak to Supreme Commander
Gaghan, then Captain Grafton. Grafton next leads your party to the
newly refurbished Calnus. Congratulations, she’s all yours!

Once your crew takes their positions, speak to Faize, who gives you a
Monster Jewel. If you have collected the full 100% data on any monster
in your collections data, you can use the Monster Jewel to make an
accessory out of that monster. To do so, check the monsters section

of your collections data, select

a completed entry, and choose
“Transfer to Monster Jewel.” You'll
get a preview of that Monster
Jewel’s special ability (but not

its stat boosts), so check out all
your options before you commit
your one and only Monster Jewel
(you’ll get more in the future). Of
all the monsters on Aeos, the +5
ATK boost and +100 Maximum

HP boost of the Adephaga Drus is
probably the best bet.

After speaking to Faize, approach the console at the center of the Flight
Deck to choose your destination. But don’t leave Aeos if you have

unfinished business here, because once you are enmeshed in your next
mission, it may be a while before you'll be able to return.




REIMI’S MYSTERIOUS FLOWERS

= ends wIth one of 1hfee choices for Edge Say ;
- “You're really beautiful, Reimi," and Reimi becomes . 34
understandably delighted. The other two options
lower your affinity (with “They really are beaumpl
flowers” being particularly damagmgl
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§7 Map Treasures himac o House

1. Demon Amulet x 1
2. Blueberries X 2 v\ &y =1

3. [lce Barrier] Recipe Memo 02 x 1 e NN
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a Ir_on-l/:!/ﬁgza MQT | Anti-Stun Amutet x 1 | 5-1
b. Minuit, Devout Man's Cat | Tasty Mushroomx1 | %

i e E—————
| Empty Bottle x 1 {1 |

| d. Obstinate Woman

e. Spoiled Boy | Blueberries x 1

f. Shady Sorcerer Alchemist's Water x 1

g. Faithful Elder Sacrificial Doll x 1 |

h. Faithful Youth | Sacrificial Doll x 1 |

i. Lonely Young Girl | 10 Fol

/. Chilly 0ld Crone | Hot Chocolate x 1 ’

k. Big-Hearted Man 1 Fol |

oy To Thalia Plains

Residence To Thalia Plains

| 1. Ever-Smiling Old Woman | 53 Fol ) ’

| m. Clever Cat | Lizardskin x 1 — - @
. - N B—— “\. W __—_t{ p

Gh!_lqz_itqisml-lause 7 W - .

| n. Ghimdo 780 Fol | s a o . ___/.‘_0. \
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GETTING TO KNOW YOUR CREW

Once Faize has performed the calculations, go to the main console (Captain Grafton's old duty station) and set a course for the
unexplored planet. Even at warp speed, it takes a while to get there, and the game has no less than five Private Actions cued up
to help you pass the time. You can check your console after triggering each event to see how close You are to your destination.

To trigger the first event, speak to Reimi at her duty station, To frigger the second, visit your crew in the Recreation Room, where
you'll find them chatting about Crowe. For the third, visit Reimi in her second-floor quarters, which are directly across the hall from
your own. You don't have any choices to make in these first three events; just hit@and let the bonding happen.

To trigger the fourth event, again visit your crew in the Recreation Room, where Reimi and Edge ask Faize to tell the sad'story
of the first cantact between Earth and Eldaria. You have a choice of two responses: Faize likes you most if you man up and say
*...I'm sorry that happened, Faize.”

To'trigger the next Private Action, leave the Recreation Room for a moment, and then return. You'll find Reimi and Faize hanging out
again, discussing Eldarian swordsmanship. If you tell the story that begins with “Well, there was a bit of trauma | went through...”;
you'll win a few points with both now and pave the way for a follow-up Private Action that occurs after vou land on Lemuris.

Bl Rl

THE SCOURGE OF BRACCULUS There are two other chests in the village, although one is sealed under

a thick sheet of ice. If those aren’t enough freebies for you, talk to the
Big-Hearted Man at the entrance to town, who gives you a couple sprigs
of Basil, which can cure the paralysis condition. If you leave town and
then return to speak to him again, he’ll offer you a pair of Bigberries as
well. If you really want to get greedy, you can even search the fields on
either side of the village for Basil, Blueberries, and Blackberries.

After the final Private Action, the Calnus drops out of warp to land

on the unexplored planet. Speak to both members of your crew, then
step outside and take your first breath of brisk Lemuris air. From the
ship, head east through a tiny section of the Thalia Plains to reach the
southern entrance to Triom Village, where a man named Ghimdo is
waiting tq meet you.

T, RN e A

You can rest for free and save your game at the residence in the southwest
part of town.

The best buy at the weapon shop is
a simple Bowstring, which allows
Edge to complete the recipe that
upgrades Reimi's current Eldarian
Bow into a Hunting Bow. Edge’s
current Storm Blade is much
stronger than the new Blessed
Sword, so unless you weren't able to make a Storm Blade, you can skip
Ghimdo asks you to accompany his granddaughter, Lymle, as she heads  that one for now. You do need a Blessed Sword for a future recipe, so
northwest through the Thalia Plains to reach the oracle of the Alanaire pick one up when you have Fol to burn.
Citadel. Before you take the first step of that journey, return to Ghimdo’s
house and grab a Demon Amulet from the treasure chest. The amulet . S Finally, the general store
offers its wearer a 20% chance of avoiding damage from demonic N .. S b offers plenty of ingredients
: attacks, but since demons are N - : for Reimi’s recipes, as well
so rare in these parts, the bigger S 1T 3 as Fire Paint and Attack
perk is the +10 INT boost. Lymle ' = ‘ | Cards that Lymle can use
is heavily focused on INT-based ‘ ’ | to whip up a few symbol
symbology attacks, so you should ; ] - cards (see Welch’s Crafting
probably let her wear it. D S s Wi COrner sidebar).
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BARGAIN-HUNTING IN TRIOM can-can ceneral coods - orders

You wouldn't expect a rural town like Triom to offer a huge selection of ~ Custard Pie x2

high-level goods, but there are a few nice bargains in the local shops. At | Reward Rarity From

the skill shop, you'll find two new tomes that can be used to teach the A il Lively Youth

Parapsychology and Elusion skills to Lymle. Neither skill is particularly Ginseng x 5

essential at this point; Parapsychology increases the drop rate of Reward Rarity From |
undead foes (which are rare on Lemuris), and Elusion merely lets you | 400 gt gty Lively Youth __—

escape from battle more easily. But if you haven’t taught Reimi Botany .
yet, make sure to pick up that skill manual as soon as you can. You’ll T Rarity From
encounter plenty of plant-type enemies here, and they drop many of the |1 g9 prevere Lively Youth
ingredients that you'll need for Item Creation. o ) o T

Tiger ooja - stock

Item | Type Price
Skill Manual “Botany” Usable Items 900
Skill Manual “Parapsychology” Usable Items 1000
Skill Manual "First Aid” Usable ltems | 2000
Skill Manual “Elusion” Usable Items 1000

reflected Moon weapons - stock

ltem Type Price

Blessed Sword Weapon 700

Mystic Chainmail Armor 1000

Sniper's Bangle Wrist Accessory 800 |

Silver Bangle Wrist Accessory 800 |

Sacrificial Dolt Neck Accessory 500

 Bowstring  Other Items 100 ﬂBSISTﬂ"CE Pﬂtiﬂn and Flame SWOM; he: mﬂﬂf ﬂfwm Gﬂn bﬂ made wﬂh

ingredients that are fraely available ori this planst: (Thavﬂlessed Sword can

reflected Moon weapons - orders he purchased i Triom, and Fre Gems are: ﬂmppacl by upnomlrm M&n—Eating

Flame Sword x 1

| Reward Rarity From
| 600 NAGH N Taciturn Old Man

Hunting Bow x 1

' Reward Rarity From

1700 vy Taciturn Old Man

Oyakodon x 2

[Reward Rarity From Most require only sasily. purchased palr
| 900 Sae Taciturn Old Man

the limited supply of paints at fe Trlom G

can-can ceneral coods - stock

lt_ﬁm Type Price ltem Typ_e Price | you may want the riost; roughly. 80%
Blueberries Usable ltems | 40 | | EarthPaint | Otherltems | 80 wedkness to flame.
Blackberries Usable Items 60 Fire Paint Other Items 80
Aquaberries Usable Items 30 Attack Card Other ltems 60
Basil Usable Items | 30 Support Card Other ltems 40
Fresh Sage Usable Items | 150 Alchemist’s Water | Other ltems 300
Hot Chocolate Usable ltems 50 Vinegar Other ltems 40
Vile Goop Usable Items | 300 White Rice Other Items 60

| Ge Gen Tang Other ltems 400 Common Egg Other Items 30
Empty Bottle Other Items 40 Vegetables Other ltems 60
Natural Water Other ltems 120 Fresh Cream Other ltems 100
Magical Brush Other ftems 200 Pie Crusts Other Items 60




@ rlanet Lemuris:

3% THALIA PLAINS

@ M3p Treasures @ Harvesting Ppaint tems Monsters

1. Aquaberries x 3 Bigberries Nectar BRYAD
2. Aquaberries x 1, Blackberries x 2 Common Egg Thornberries A
3. 255 Fol Gambleberries Vegetables , % i
4. Darkness Gem x 1 Lemon White Rice R Fals A0
5. Blueberries x 2 Reststant T+
6. Vile Goop x 2 Witk Agmlnst -
Polgiue a2 £) mMining Paint tems i
8. Blackberries x 2 Wagic Seeds. Nectar, Wooden Stick.,
9. 401 Fol Crystal lce Gem Blueberries
10. Accuracy Seeds x 1 Darkness Gem Mercury
11. Monster Jewel x 1 Earth Gem

Fire Gem

12. Bizarre Fruit x 1
13. Skill Manual “Hide" x 1

L
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DROPS
Tasly Mushroom. Basil. Tasty Mushroom?

¢ I PERYTON

DROPS
Giant Bird Feather, Peryton Droppings
Common Egg

> WISE LIZARDMAN
% {if £x

DROPS
Lizardskin, Attack Card, Support Card

FOILING THE LOCAL FAUNA

The Thalia Plains is a vast and
open area, so you should have
little trouble dodging its monsters
as you travel north to the bridge
over the river, and then northwest
to the citadel. But dodging foes in
the citadel won't be easy, so you'll
want to gather some EXP and build
up your Bonus Board first. Battle
these foes on your terms, with the
free healing at Triom Village close
at hand.



The deadliest of the bunch are the Mist Grave mushrooms, which spew
out large clouds of pink spores that can paralyze anyone nearby. Paralysis
leaves your characters unable to move or attack, and is not automatically
healed at the end of the fight. Treat paralyzed characters with a dose of
Basil immediately, or
better yet, head it off
entirely. When you see a
Mist Grave rub its head,
you know the cloud is
coming, So you have
plenty of time to leap
away or trigger a special
art for a quick kill.

Some packs of Lizardmen include a Wise Lizardman symbologist
guarded by a pack of Lizard Soldiers. The Wise Lizardman’s symbols
can be deadly, so you'll want to slip past the soldiers to strike this foe
directly. When the Wise
Lizardman begins to
cast a symbol, you can
squash it by striking
with a full combo, a
launching attack, or
most special arts.

A MEAGER HARVEST FOR ITEM HUNTERS

There are only two harvesting points
in the entire Thalia Plains area,

and the one to the northwest is so
remote that it’s quicker to skip it and
instead travel repeatedly between
your ship and the harvesting point
east of Triom Village. Harvesters who
are up for a little hike can cross the
bridge over the river and head to the
northwest corner of the map, where
they’ll find a bridge to the Van EIm
Region of the planet. You won't be
able to take more than a few steps
before you find the path blocked by
trees and boulders, but a small patch
of grass contains a harvesting point
where you'll find more exotic items
than the ones available in Thalia
Plains.

Most of the 13 chests in the Thalia
Plains merely contain basic supplies.

t (Of course, even the lowliest chest full
of Aquaberries is worth visiting for the free EXP and Party SP you'll earn
just for lifting the lid.) The best items all come at the end, including the
Monster Jewel in chest 11, the Bizarre Fruit in chest 12, and the Hide skill
manual in chest 13. The Bizarre Fruit is weak for a healing item, but after
you eat it, you'll earn a seed that offers a permanent stat boost. Either Faize
or Lymle can learn Hide, a battle skill that makes it harder for enemies to
spot them in combat. (Like the Scan skill, you'll need to activate it manually
in each battle.)

{* WALK THROUGH

You can always use the Monster
Jewel to whip up another
Adephaga Drus Jewel, but the
beasts of Lemuris offer plenty of
interesting new options. The Dryad
is the best choice of the enemies
you’ve encountered so far, offering
stun resistance and a bit of in-battle HP regeneration. Later on, you'll
encounter the Mana Yeti, who offers increased critical hit odds and
resistance to the frozen condition, Horned Turtles who offer a whopping
+40 GRD boost, and the Apprentice Scumbag, whose jewel boosts your
post-battle Fol winnings by 15%.

T @7181a  #

MALE BONDING FOR FAIZE AND EDGE

Any time after vou land on Lenturis, you:can return
to your ship to trigger a series of Private Actions
between Edge and Faize. All of them take place in
Faize's second-floor quarters; and the firsttwo don’t
have any choices for you to make. Simply hiear Faize
out, and you'll rack up a few easy affinity points for
both characters.

The third: Pfivate Action anly occurs ifiyol answered
“Well, there was a bit of trauma | went through..."
when Faize asked Edge why he sed a sword during
the flight to Lemutris, It begins with an apology fram
Faize, and then a cholce of two responses for Edge.
“Tell me something about yourself, then," helps
receive the more interesting reply, but “There's
nothing to apologize for” wins Edge more esteem
from Faize (four affinity points instead of two).

'SNOIL3J-Y 31-HAlad




Planet Lemuris:

2% RALANRIRE CITRDEL

Q;; Map Treasures Mansters
1. Anti-Poison Amulet x 1
2. Shining Stone x 1 A KosoLD &g, MIST GRAVE
3. Skill Manual “Treasure Sense” x 1 'M EATT 1 EXp fi0
4. [lvy Barrier] Blue Talisman x 1 ¥ 5 Al Fian &) g § fo
5. Shining Stone x 1 = Fegistant To - i i
6. Guardian’s Rapier x 1 Wesk Agains! Weak Against
7. Shining Stone x 1 DROPS DROPS DROPS
8. Skill Manual “Focus” x 1 é\ggf)gste:ds. Raw Animal fieat. Hot Lizardskin Tasty kushroom., Basil, Tasty Mushroom?
9. Shining Stone x 1 .
10. Guardian’s Armor x 1
11. [Dark Barrier] Sacred Scepter x 1 v - PERYTON S SKELETON SOLDIER STONE GOLEM
12. Shining Stone x 1 % Hp 2—@ HEE EXf» f@" EAF
13. [Light Barrier] Skill Manual “Trinity Bah |y ) Fiil K ! | ez
Blaze” x 1 ’ WAt T - e o ' Paeiint
Wiaak Against Wi it

NOTE: DROPS y OROPS _ DROPS .

Giant Bird Feather, Peryton Droppings, Special Warishita Sauce, Rotlen Fish, Iron, Crystal, Sitver, Farth Gem

Common Egg Darkness Gem, DANGER! DO NOT DRINK!

Il - obelisk with Shining Stone

W - obelisk without Shining Stone WISE LIZARDMAN
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THE GUARDIANS OF THE CITADEL

As soon as Edge reaches for the door of the Alanaire Citadel, he is
enveloped by a white light that unlocks his latent powers of symbology.
His first symbol is Healing, which comes in handy once you take a
beating from the powerful monsters waiting inside.

The giant Stone Golems are the most intimidating, but their slow
movement makes them highly susceptible to Blindsides. The weaker
Kobolds actually pose a greater threat. They're fast and enjoy ganging
up on a single target, so melee fighters who are trying to protect their
Bonus Board need to continuously leap away from them to avoid being
surrounded. If your character ends up facing a throng of Kobolds, or

: you see one of them
enter Rush Mode,
press a bumper button
to switch to a long-
range character before
your fighter succumbs
to a Bonus Board-
breaking beating.

Wiy

THE WEST SIOE OF THE CITADEL

The Alanaire Citadel is full of blue obelisks, some of which have white
stones set in them. When you press @ to examine an obelisk with a white
stone, it rises up to create a bridge on the second floor of the citadel. An
empty obelisk won’t budge until you can activate it by finding a loose -
Shining Stone and setting it into the slot.

Activate the two obelisks on the ground floor of the west side of the map,
and raid the treasure chests near them for an Anti-Poison Amulet and the
first Shining Stone. If you're having trouble spotting the well-concealed
chests, don’t worry — finding loot is about to get a whole lot easier.
Head up the stairway on the west side of the map, and activate the first
of two obelisks to gain access to the treasure wing on the west side of
the map. There you'll find the skill manual for Treasure Sense, a passive
skill that makes all treasure :

chests, harvesting points, and
mining points appear on your
auto map. Teach it to Lymle (the
only character who can learn it),
and you’ll never miss another
treasure again!

Your newfound Treasure Sense leads you to a second Shining Stone,
located in the room to the southwest. Rather than returning to the
ground level to set the stones into the empty obelisks, continue up

the stairs, activate a fourth pre-lit obelisk, and travel up to the second
floor. If you've activated the four obelisks on the west side of the first
floor, you should have no trouble traversing the network of catwalks to
reach all of the treasures on the west side of the second floor. The loot
includes a Guardian’s Rapier for Faize, the Focus battle skill for Reimi,
and another Shining Stone. Before you take the north staircase back
down to the first floor, take the south staircase out to a dead-end chunk
of the citadel’s exterior, where you'll find the fourth Shining Stone. Heal
up first, since you may face a double-enemy ambush as soon as you
step outside.




THE ERAST SIDE OF THE CITADEL

Set two of your Shining Stones into the obelisks on the east side of
the ground floor, then set a third into the obelisk blocking the eastern
staircase. Duck into the east treasure wing to grab a suit of Guardian’s

Armor for Faize or Edge, and activate the final first-floor obelisk (no
stone required), which is blocking the stairway to the second floor.

On the second floor, you’ll find a recovery sphere and, amidst the \ & £

catwalks in the center of the citadel, a fifth Shining Stone. Head 7 p e dsin T Gorm, Al G S 0o
southwest from the final Shining Stone chest to a row of three obelisks, { FE ; di

two of which require your remaining Shining Stones. The final upside-
down obelisk is an elevator that takes you to the third floor, where you
find a save sphere and the citadel’s boss. You may want to backtrack to
the recovery sphere before you ride it.

Avenge the Oracle

The Dragon Newt is a powerful foe with a quick-charging Rush
Gauge that can keep him in Rush Mode for half of the fight.
Even when heisn'tin Rush Mode, nothing less than a Rush
Combo. or a normal cambo while you're in Rush Made. can
interruptthis creature while he's casting & symbeol. The Dragon
Newt is the first foe in the game wha can counter Blindsides,
and any attempt to use them in this battle will likely result in the
destruction of your Bonus Board.

Rush Mode is important here, so it's preferable to use a
character who js set ta the Rush Mode-focused BEAT:B (the
default setting for everyone except Edge), and who has earned
enouah ranks In it to collect a few good BEAT Bonuses. Reimii is
likely to have the highest rank, which makes her the ideal.choice.
Set the tactics for Faize and Lymle to “Stay out of trouble!" so
they'll spread out and focus on casting symbals, instead of
rushing the Dragon Newt and allowing him to damage the whole
party with his Sphere of Might special art. If Lymle has the Hide
skill, have her use it for a bit of extra protection — she is your
best healer, after-all, (If Lymle hasn’t learned the Healing symbol
vet, you should return to the recovery sphere and battle enemies
until she does.)

As Reimi, start'the battle by trigoering the Focus skill, then
pluck away at the Dragon Newt with arrows When it's moving
and special arts when it’s not. (As always; you stould switch
to-a jump-and-shool evasion strateqy if he sets his sights on
Reimi.) When Reimi's Rush Gauge is full-and the Dragon Newt is
stationary, trigger a Rush Comba by holding down®, and then
pressing @ or @. Follow the on-sereen button prompts ta join
the combo with other characters and dish out some seriously
heavy tlamage.
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ofe, WOODLEY VILLAGE

84 Map Treasures

1. Blackberries x 2
2. Curing Sheet x 1
3. Fresh Sage x 2

4. Anti-Stun Amulet x 1 Lutea’s House
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CURING BRCCULUS, PLAN B

After defeating the Dragon Newt, head north to a balcony exit, and examine the
strips of cloth marked with an exclamation point. Slide down after Reimi, and you’ll
find yourself just east of Woodley Village. Raid the chest near the citadel wall for the
Chain Combos skill manual, which allows a character to use the Battle Config menu
(under “Skills”) to set two-part special art/symbology combos to the left and right

+4 PICKpocketing

1 a. Village Weather Forecaster | Gambleberries X 1 triggers. Any character can learn this skill, but with only one copy of the book, you

| 0. Elmirre, Oracle Aspirant. |\ BAAGISAate e AS should give it to either Edge or Reimi, whoever you prefer to use most .

| ¢. Ultimate Master's Grandchild | Frozen Cider x 1

d. Nerve-Wracked Mother Vinegar x 1

e. Hyperactive Kid | Attack Card x 1

1. Outdoor-Loving Cat | Basil x 1 '
g. Storehouse Worker { Ripe Berrles x1

h. Shy Boy | Hot Chocolate x 1

I. Accommodating Woman

J. Lutea | Fir i
k. Lutea’s Mother | Bigberries x 1
| Foolhardy Girl | Lacquerx 1

m. Sir Francis, Curious Cat | Anti-Poison Amulet x 1




When you arrive in Woodley, head to the northwest building to find
Lutea. She'll give you a Symbol Stone and send you to find the source
of the bacculus disease. The party decides to consult with Ghimdo

in Triom Village, but you'll have to ask around to figure out how to

get there. The Village Weather Forecaster, who hangs out near the
town’s west entrance, helpfully spells it out for you. First, head to the
southernmost tip of the Van Eim Region and pick a Faerie Orchid on the
shore of Lake Aegis. That action removes the illusionary barriers that
block the forest to the east, which connects to the bridge back to the
Thalia Plains.

The Accommodating Woman in the southeast part of town gives you one free
cup of Hot Chocolate, a consumable item that cures the frozen condition.

STOCK UP AT THE WDODLEY SHOPS

The Woodley shops are
well-stocked with long-
awaited ingredients,
spicy new skills, and
powerful weapon
upgrades. You'll

need to complete the
Little Lost Girl quest
(see Woodley Village
Quests) before the clerk at the general store will do business with you,
but you can visit the skill and weapon shops right off the bat.

At Three Leaf Books, you can pick up more copies of Skill Manual
“Chain Combos,” although they won't come cheap. On the other hand,
Skill Manual “Pickpocketing” costs a mere 200 Fol, so you might as
well pick that up. The only other new skill you can learn here is the
attention-grabbing Taunt.

At the weapon shop, you can pick up the fire-element Torch Bow for
Reimi and Flame Wand for Lymie. While the Torch Bow is statistically
much weaker than the Hunting Bow, it is potentially more powerful here
on Lemuris, where many foes are weak to fire and none are resistant.
(Besides, you'll need it for a future recipe.) Would-be thieves can also
buy Bandit’s Gloves for Edge (see Adventures in Pickpocketing, in this
portion of the walkthrough), one of a handful of good wrist accessories
available here. Finally, if you need more Iron for your recipes, this is the
only place on Lemuris where you can buy it.

The new items at the general store include Rich Cheese, the last
ingredient Reimi needs to make MP cost-lowering Caesar Salad, the
Special Warishita Sauce needed to cook EXP-boosting Oyakodon, and the
missing Sharkskin that’s been keeping you from making the Iron Saber.
You'll also discover a few new paints for Lymle’s Artistry projects, and
cheap Rivets, which you should buy 20 of for future recipes.

The Curing Sheet located in chest #2 is the first available ship furnishing. Set
it on one of the M-sized glowing blue squares in the Recreation Room, and

you'll be able ta cure any malady simply by walking over it.

Three Leaf Books - stock

ltem ~ [ Type Price |
Skill Manual “Botany” - Usable ltems| 900 |
Skill Manual “Parapsychology”

Usable ltems| 1000 |

Skill Manual “Chain Combos” Usable Items| 3000 |
Skill Manual “Pickpocketing” Usable ltems 200 |
Skill Manual “First Aid” Usable ltems| 2000

Skill Manual “Elusion”
Skill Manual “Taunt”

Usable Items| 1000
Usable Items| 800

Thousand cods ceneral store - stock

(Mem  Type Price | [iem  [Type | Price
Blueberries Usable Items 40 Mysterious Paint | Other ltems 60
| Blackberries | Usable Items 60 Support Card | Other ltems 40
Mixed Syrup | Usable Items 100 | Rivet Other Items 20
Aquaberries Usable Items 30 Alchemist’s Other Items 300
Basil Usable Items | 30 | Water || | —
| Fresh Sage | Usable ltems | 150 | Vinegar | Other ltems | 40 |
Hot Chocolate | Usable Items 50 }Wl?ile Rice | Otherltems | 60 |
Vile Goop Usable ltems 300 | Raw Animal | Other Items | 60
Rich Cheese | Food | 180 Meat I [ |

Ge GenTang | Other ltems | 400 | |BRawFish Other ltems | 80
Sharkskin Other ltems | 80 | |CommonEgg | Other ltems | 30
Empty Bottle | Other ltems 40 Vegetables Other ltems . 60
Natural Water | Other ltems | 120 Olive Oil_____| Other Items 80 |
Magical Brush | Other ltems | 200 Special Other ltems : 120 ‘
Earth Paint___| Other ltems | 80 Wisiies faues

Water Paint | Other ltems 80 Fresh Cream | Other ltems | 100 |
[FirePaint___| Otherftems | g0 | |PleCrusts  |Otherftems | 60 |




Thousands cod
seneral store - orders

woaodley

weapon shop vii - stock
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Shortcake x 2 . Item Type Price : i

| Reward Rarity (From : Blessed Sword | Weapon 700 - 11 ]

| 800 WK | Harried Mother | TorchBow | Weapon 800 e | i
_ Flame Wand | Weapon 1500

Caterpilar FUIguss 2 _ Mystic Chainmail | Armor 1000

{Reward Rariy  From ) Bandit's Gloves | Wrist Accessory | 3300

|00, 202024 Harried Mother Sniper's Bangle | Wrist Accessory | 800

" 3 Silver Bangle | Wrist Accessory | 800

: Ay - o Sacrificial Doll | Neck Accessory | 500

[ Rarly _[Fom___ ‘ Lfron_ Otherltems | 400

|5 2. G fHatRa Mier Bowstring | Other Items | 100

waoodley

weapon shop vii - orders

Fire Gem x 4 Lacquer x 5

‘Reward Rarity  [From | Reward Rarity |[From

2,400 e Wise Old Woman | | 200 P | Wise Old Woman

Wolf Fang x 3 Iron Saber x 1

Reward  [Rarity  [Fom Reward Rary  (Fom

| 300 & | Wise 0ld Woman 600 Triy Wise Old Woman

"+ WOODLEY VILLAGE QUESTS

TROUBLE AT THE GENERAL STORE

Speak to the clerk at the general store fo accept a simple quest to
find her missing daughter. Once that's finished, the daughter sends
you on a follow-up quest fo retrieve her cat.

THE LITTLE LOST GIRL
REWARD; 50 EXP, 8 Party SP

Reward: The “Foolhardy Girl”
didn’t get far — she’s waiting
at the west entrance to town.
She'll return willingly after
speaking with you, and you
can collect the reward from her
mother at the general store.

THE CURIOUS KITTY
REWARD: 50 EXP, 32 Party SP

Once she’s safely back in the general store, speak to the Foolhardy
Girl again. She'll ask you to find her cat, Sir Francis, who ran off
into the Silent Forest. He isn’t hard to find, since he is marked by
an MPC icon

on your map,
but he’s deep
enough into the
forest that you'll
need the Faerie
Orchid to reach
him.

ADVENTURES IN PICKPOCKETING

If you teach Edge the Pickpocketing skill and equip him with the
Bandit's Gloves, he’ll have everything he needs to start picking pockets.
With the gloves on, approach anyone in town (even felines) and

press @ to take a swipe at their pocket. Each character has a level of
Pickpocketing resistance between 1 and 10, and you'll need to have
Edge’s Pickpocketing skill be equal to or higher than that number to
have a good chance of success. You can attempt to pickpocket as often
as you want, but each target has only a single item to steal.

Before you go too far to the dark side, know that there is a penalty

for this sort of behavior: when your allies catch you stealing, you lose
affinity points in their eyes. Each time you steal, each ally has roughly a
20-30% chance of noticing, so if you steal 10 times, expect to lose 2 or
3 points of affinity from each of your party members.

No one says anything at the time, but inveterate thieves later find out
what their friends really think when they beat the game and don’t get to
see any of the special affinity-based endings (or earn the corresponding
Achievements). If you care about such things, try to pickpocket sparingly.

Ban (= : Y -
The mast tempting item in Woodley is Lutea’s Fire Gem, but you'll need to
have your Pickpocketing skill up to level 4 to swipe it consistently. Elmirre’s
Magic Bracelet isn’t bad, and the kid certainly deserves to lose it. But
Elmirre’s Pickpocketing resistance is a few notches higher, at level 6.
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§7 mMap Treasures

1. Skill Manual “Chain Combos” x 1
2. Blueberries x 3
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5. Aquaberries x 3
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PICK AN ORCHID ON THE SOUTHERN SHORE

Head west from Woodley and follow the coast south
to reach the tip of a peninsula where you’ll find the
one and only Faerie Qrchid. You'll meet several

new enemies on your journey, including powerful
Mana Yetis that are best struck from a distance, and
resilient Horned Turtles that won't go down easily
unless you hit them with Blindsides, Rush Mode
attacks, and special arts. Both of these new foes

are weak to fire, so your new fire-type weapons and
Lymle’s fire-type symbols quickly prove their worth.

Those hunting for a good Monster Jewel target should take special notice of the Apprentice Scumbags, spry
little thieves who attempt to swipe a bit of Fol and dash away. If you can kill enough scumbags to fill up their
monster data entry (around 34), you'll be able to make a Monster Jewel that earns you a 15% Fol bonus at
the end of every battle.

The numerous harvest points here provide a great opportunity to pick up supplies, including rare Bizarre Fruits.

TRAVERSE THE SILENT FOREST

After grabbing the orchid, head north along the east wall until you find
the entrance to the Silent Forest, which extends east to connect the Van
EIm Region to the Thalia Plains. If you don't have the orchid in your
possession, you'll find what appears to be an impassible blockade of
boulders and trees at both the east and west ends of the forest, but
possessing the orchid clears those illusions and allows you to cross.

(% WALKTHROUGH

You'll encounter powerful Man-
Eating Trees in the woods, and
while they are slow, their large
size makes them hard to avoid. In
combat, it's easy to disrupt their
symbols, but their melee attacks
can tear a fighter to shreds and
shatter the Bonus Board. They’re
particularly dangerous when

two are close enough to double-
team a single character, or when
they're able to enter Rush Mode.
If you are using a melee fighter at
close range and they land a hit,
press the right or left bumpers

to immediately switch over to a
long-range character. Not only
does this protect your Bonus
Board, but it allows you to cue up
a good ranged symbol or special
art to save your entangled fighter.
As dangerous as Man-Eating
Trees are, they're worth fighting
to earn Fire Gems. If you have
skill points to spare, you may
want to boost Reimi’s Botany to
increase your odds of getting one.

If you're in the midst of The Curious
Kitty quest, you'll find the missing cat
in the heart of the forest. Talk to the
cat to scoop him up, and then take
him back to Woodley for your reward.




RETURN TO TRIOM VILLAGE

When you return to Triom Village,
pay Ghimdo a visit. He'll point you
towards the Wind Swallow Valley,
which is east past the frozen lake
in Thalia Plains, and give you the
Fire Ring you need to cross it.
Head outside, and look for the
Shady Sorceress who hangs out to the southeast of his house. She’ll
charge up your Fire Ring for free this time, but she’ll expect a payment
of 800 Fol for the next recharge.

Turn your Fire Ring on the frozen chest in the southeast part of town,
and you’ll uncover Recipe Memo 02. This Smithery recipe allows you
to upgrade Reimi’s Torch Bow with two Earth Gems and two chunks of
Iron. (Stone Golems occasionally drop Earth Gems, but you don'’t yet
have the skill that increases the odds of getting one.) Even if you can't
make the bow, now is a good time to return to the ship to reset all the
harvesting points and possibly whip up Edge’s Flame Sword.

Once vou return to the ship, you can turn your Pickpocketing skill againsi your
own companions. Reimi and Lymle have junk (Blueberries and a Lemon,
respectively), but Faize has been holding out on you — he has anather ]
Monster Jewel!

GETTING A J
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Completists who are determined to earn all of the game’s achievements must fulfill
all of Triom’s shop orders before battling the boss of this section of the game, as
you are never given another opportunity to do so. Shop orders do contribute to the
“Errand Boy,” “Potential Postman,” and “Dutiful Deliverer” Achievements.
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CROSS WIND
SWALLOW VALLEY
Head east across the frozen lake near Alanaire Citadel to reach the entrance to the tiny Wind Swallow

Valley area. You'll find your path blocked by two massive ice boulders, a third boulder covers a
mining point, but with your charged Fire Ring, you now have the power to liquify them by tapping @ .

WIND SWALLOW VALLEY / EELESTIHL SHIP
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As you approach the
Celestial Ship, you'll
encounter two new
enemies. Saber-

Toothed Tigers aren’t — =

particularly difficult, j ; =
but if you don’t strike 3 = -
aggressively, they can m &7‘? 253-" ﬁ:"’“
drag out the fight by howling for an endless stream of reinforcements.
Harpyias are annoying because they can hover above the battlefield
while they cast symbols. Their symbols can potentially break your
Bonus Board, especially if they are in Rush Mode, so make sure that
each Harpyia is being covered by a member of your party. Harpyia
symbols are easy to disrupt; have Edge use a directional combo to
uppercut them into the stratosphere.

BLAST A PATH THROUGH
THE CELESTIAL SHIP

Inside the ship, you'll notice sparkling objects on some of the consoles.
These are Plastic Explosives, which you can collect and set on the

various sealed doors on the ship. You don’t need to destroy every door to

progress, but you should destroy as many as you can, as each is worth
40 EXP and 5 Party SP. There are exactly enough Plastic Explosives

to destroy them all, but if you missed any Plastic Explosives during
your search, you can
always leave the ship
and re-enter to make
the expended ones
reappear.

After setting the
explosives on a sealed
door, you'll need

to press @ to light it up with your Fire Ring. Step back quickly, or
everyone will get hit for a sizable chunk of HP in the blast. However, if
a door has electricity arcing through it, you won't need to use your Fire
Ring to trigger the detonator. Just set the explosives on the door and
get out of the way!

VALKTHROUGH

CLAIM THE TREASURES OF THE LOST CREW

Whoever they were, the crew of this ship had some really great stuff.
Blast your way west from the entrance, collecting the first four Plastic
Explosives and some healing supplies at chest #3. Then, head north

to the ship’s donut-shaped central hub, where you'll find a chest
containing the HP Boost skill. Any member of your party can learn this
self-explanatory skill, and this can be a difficult choice to make. Edge
probably takes the brunt of the damage for the party, but symbol-users
like Lymle are more — . -

likely to have a Battle-
Skills slot to spare.

HP Boost is extremely
expensive to level up,
but the skill points you
invest in it will pay off
in the long run.

There are three passages on the east side of the hub. The upper passage
leads to the command decks of the ship, and the lower passage leads to
aroom with two more sets of Plastic Explosives. Your auto-map makes
it seem as though the central passage ends in a dead end, but at the
eastern tip you’ll find a door that can be blown open, which leads to the
previously inaccessible chest #2 of Wind Swallow Valley. It contains the
Blizzard Protector, an excellent piece of armor for Reimi.

There are two interesting treasures in the command decks of the ship.
The Cardianon Sword in chest #6 isn't as good as Edge’s Flame Sword,
but if you haven’t been able to make that yet, it's Edge’s best option for
the boss ahead. If you blast open the northernmast door, you'll find the
Skill Manual “Critical Hit”. This battle skill can be learned by either Edge
or Reimi, and you should consider which character will benefit from it the
most. As a frontline fighter, Edge
has a lot of battle skills to choose
from, so he won't always have the
open battle-skill slot necessary to
equip Critical Hit. Reimi is much
more likely to have a slot to spare.




THE LAST MOMENTS OF
THE CELESTIAL SHIP

To find out what exactly is going on here; examine the console marked
with a pink exclamation point on the ship’s main deck. You'll discover

a Cardianon Data Disc that gives you a glimpse of the crew’s untimely
demise, as well as the entry code to the door to the south.

When you open the

door, your party ends

up in a three-part

ambush of Dragon

Newt and Lizardman

foes. Save your game

first, and if you have

any of Reimi’s stat- B
boosting concoctions Check the terminal in the room with the recovery
on hand, now would be  sphere to get the spaceship data for the

a fine time to treat your ~ Cardianon lanaing ship.

party to a meal. Since

the effects last for at least three battles, they'll give you a boost for the
ambush battle ahead, as well as the boss battle that follows. Don’t hold
anything back during the ambush, because there’s a recovery sphere
on the other side of the door. You'll definitely want to use it to heal up
before you take the elevator to the upper deck of the ship, where — if
you haven't already guessed — something far nastier awaits.

A Beatdwn far Barachiel

At the beginning of the Barachiel battte, use the bumpers to
take control of Faize, and press @to open the battle menu.
Select Symbology, and use ® to'set Faize's lce Needles symbol
to off, Barachiel is so resistantto water that Ice Needles actually
heals him.

Fighting Barachiel at melee range 1s:a losing proposition, Since
Barachiel typically havers:above the battlefield, you'll be risking
heavy damage for a charce at a single jUmping strike that will
barely nick his hide. So ignore Barachiel as long as he's airborne
and have Edge foous an helping Lymte tend to the wounded, Try
to stay directly behind Barachiel as much as possible; and when
he:drops te the surface to use one of his special attacks; hit him
in the back with a Stampede Slash to Rising Blade combo.

The Stampede Slash alone should deal several hundred points of
damage, and while Barachiel wan't always stick around far the
Rising Blade part, the move deals a ton of damage when you're
lucky enough to fand it. Since Barachiel is weak fa fire, Edge's
Flame Sword proves to be a godsend here:
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Yaur Al-controlled allies simply cannot be trusted to know when or where to target Barachiel, so all they'll ever really do s get in the way by
wasting Barachiel's windows of vulnerability with underpowered attacks:. Once the battle begins and your party is sufficiently spread olt, you may
find it sasier to simply set Reimi and Faize to "Don't do anything” so they can't interfere. (Lymle’s contributions will remain invaluable, although
you should turn off her non-healing symbols,) Since Edge will be doing nearly all of the damage: you van really speed things along by giving him a
Strength Potion (which Faize can make) or feeding him some ATK-boosting Hamburg Steak before the fight.

A SOLEMN FRREWELL TO LEMURIS

After defeating Barachiel, you’ll have to hoof it back to Triom Village. But with all the Lizardmen and Dragon
Newts out of the way, you won’t have to deal with much opposition. The scene that awaits you in Triom is not
a pretty one, but it points the way to your next objective. With all the shops closed, there isn’t much to do in
Triom, but you can visit the Shady Sorceress to get your Fire Ring recharged before you go. Then return to
the Calnus, where you can now set a course for Cardianon!
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AN OVERLY INTRUSIVE CHAT WITH
COMMANDER GRAFTON

You don't need to return to Aeos to report your findings, but it you do go back; youl can
trigger a Private Action by speaking to Commander Grafton. He'll show more interestiin
your relationship with Reimi than your continting mission, and presume that the pair of
you are officially a couple. Edge and Reimi grow closer [f you play along by saying “You
knew, sir?" It only hardens Edge's heart if you deny it.

As long as you're back on Aeos, pick up

any skill manuals and ingredients that you
couldn't afford the first time, and rack up
some easy Bonus Board tiles by taking down
the:local monsters. Completists should
dellver as many Orders as they can, as the
Exploration Base shops do not remain open
for much longer.

sl




§7 Map Treasures

Cardianon Mothership Dock
1. Defense Seeds x 1
2. Bigberries x 2

Cardianon Mothership 1F
3. Basilx 5

4. Defense Breaker x 2

. Thunder Ring x 1

6. Fortitude Potion x 2

7. Blackberries x 3

8. Skill Manual “Taunt” x 1
9. Wisdom Bracelet x 1

Cardianon Mothership B1

10. Monster Jewel x 1

11. 1020 Fol

12. Skill Manual “Auto Healing” x 1
13. Skill Manual “Chain Combos” x 1
14. [Ice Barrier] Crystal x 1

15. Thunder Armlet x 1

16. Compact Freezing Bomb x 1

Cardianon Mothership B2

17. [lce Barrier] Silver x 1

18. Universal Device x 1, Gunpowder x 1
19. Laser Oscillator x 1

20. Li'l Vending Machine No. 1 x 1

Monsters
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Iron, Frozen Cider
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DOWNTIME ON THE FLIGHT TO CARDIANON ZAP SECURITY
LOCKS WITH THE

It's a long way to Cardianon, so you'll have plenty of time ta band with your crew. The THUNDER RING
Calnus won't reach its destination until you've triggered the six Private Actions listed
below, in order. Before you land, make some time to visit Welch at the ltem-Creation

| terminal. It doesn't count as a Private Action, but you ean trigger an amusing new event
scene: Begin the long trip with another report to the moonbase: Visit Reimi at her console
to pateh the non-interactive call through.

Travel to the western wing of the
mothership’s first floor, where
you'll find the Thunder Ring

in chest #5. The Thunder Ring
functions just like the Fire Ring
you obtained on Lemuris, and can
be used to overload a variety of
Cardianon machines. You’ll find
your first target at the center of
the map, where a security door
automatically shuts when you
approach it. Approach the control
panel to the left, and give it a
good zap to force open the door.

= The next Private Action also invelves Reimil.
Visit her in the Recreation Room, and you'll be
prompted to guess what makes today special.
Guess that it's her birthday, or Edge’s stock will
tumble in her eyes:

» After the Reimi events, visit the Meeting Room (where the [tem Creation terminal Is
located) to trigger a special event with Lymle and Faize. Aiterwards, Edge's opinion of Faize
rises, and Lymle grows closer to both men.

= Exit to the Recreation Room, where [t becomes abundantly clear to. whom you need to
speak with next.

« Reimi is your target once again. You can find her
in the room with the battle simulator, reminiscing

about the childhood she and Edge shared. _
The Thunder Ring has only two

charges, and the Shady Sorceress
isn't around to fill it up for you.
Fortunately, you don't need her;
after the door lock explodes,

T ‘ Y Tl T By - | you can refill your ring from
I.':’J»‘ it'?‘ ;S\"QA BRTUeES | the plasma that is left coursing
through the conduit. You won’t

A WARM WELCOME FROM THE MOTHERSHIP CREW always have thiat opportunity, so

= Finally, join the entire party in the Recreation
Room=Help yourself to a caokie — you're only
moments away from Cardianon, Well, sort of.

SNOIL3JY 3 1HAlad

fill up the ring while you can.
As soon as you open the door on the Cardianon Mothership

Dock, you'll be jumped by a pair of Cardianon Soldiers and
their mechanized guard-bot companions. Since the healing
facilities on your ship are so close, you can afford to go all out
in this fight in an attempt to pick up a few Bonus Board tiles.

s 5 B -

You'll see a lot of those guard bots in the decks ahead. They
move extremely quickly on the field, so it isn’t easy to run away
- : i from them. Either fight
__.‘.ﬂ?éﬁ = B“ = | them one by one or
e S i 4 5 round them up for a big
multi-ambush battle.
When battling a mixed
group of bots, target
the blue Assaulters first,
since they are the more
damaging of the two.
The red Commando
bots typically focus
on stunning your
characters to set them
up for Assaulter attacks.




GATHER INTEL AT THE
MOTHERSHIP'S COMMAND CENTER

The B1 floor of the mothership primarily consists of a large central
room overlooked by two balconies. Before you head to that room’s
main terminal, pick out all the treasures from the rooms on the east
and west wings, and on the west balcony. The best prize by far is
Auto Healing, a continuous HP-recovery skill that can be learned by
any character in your '

party. It's good even
for ranged fighters and
symbol-users, since
unlike First Aid, the
character doesn't need
to be under frequent
attack to reap the
rewards.

The terminal in the central room
points your party towards its
ultimate destination, and provides
a code to unlock the door to the
northeast. In the same room, you'll
also find the collections data for
the Cardianon Mothership, in the
console at the opposite end of the room from chest 14. Grab the two
treasures in the northwest room, then continue on to level B2.

AUTUMATED SHOPPING, CARDIANON STYLE

The Cardianon may be genocidal xenophobes, but even they know a
good business opportunity when they see one. Your team can stock up
on basic recovery supplies at the Compact Vendor Unit 003 on level B2,
including Fresh Sage and party-healing Ripe Berries. You'll also find a
variety of explosives for sale, but don’t buy at these prices when you're
likely to find scores

of explosives for free.
Besides, there isn’'t any
urgent need to stock
up on new Gunpowder
and Micro Circuit
ingredients, as there
will be several identical
vending units to come.

compact vendaor unit oos - stock

(Ttem | Type Price
Blueberries | Usable ltems 0
Blackberries Usable Items 60
Ripe Berries Usable Items 200

| Basil Usable Items 30

| Fresh Sage Usable Items 150
Compact Poison Bomb Usable ltems 800
Compact Stun Bomb Usable Items 800
Compact Freezing Bomb | Usable ltems 800
Compact Silence Bomb Usable Items 700

| Scrambling Unit Usable ltems 300

| Gunpowder Other Items 80

| Micro Circuit Other Items 400 |

{* WALK THROUGH

WHARKE THE COLOSLEEPERS

After hitting the vending unit,
head west to a chilled room full
of Cardianons and Lizardmen in
coldsleep chambers. A Lizardman
near the center of the room has a
Cardianon 1D Card that you’ll need
to progress further, but you won't
be able to snap it off of his frozen
corpse. Head through the eastern
doors to find the temperature
control unit, and give it a blast
with your Thunder Ring. That'll
thaw out the corpse, but it'fl also
awaken the sleepers, filling the
room with Lizard Warriors.

Leave the room to the north, and head east to a computer room where
you can register your new ID card. Then pass through the coldsleep
area again, and save your game in the hallway to the south. Before you
use your 1D card on the nearby door, head south to the treasure room
in the southwest part of the map. One of the treasures is a “Li’l Vending
Machine” of your own, which you can install in the Recreation Room of
the Galnus for future shopping convenience.

= == =N =

It's easy to score Blindsides against the straightforward Lizard Warriors,
making the coldsleep area a great place to rack up blue tiles.

A LITTLE HELP FROM
THE STEEL GIANT

Don’t head through that ID-locked
door until you're sure you've found
all of the treasure chests on this
floor and the previous floors. You
won't ever have another chance to
come back for chests that you may
have missed.

After the event scene, Edge gets
trapped in a room with his three
companions. Speak to each

in turn, telling them what they
want to hear. (If you choose the
wrong dialogue option, the whole
conversation repeats until you
get it right.) When everyone’s
mind is at ease, the steel giant
bashes a hole through the wall
to the Cardianon Mothership’s
Subterranean City.
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ESCAPE FROM THE BIOLOGICAL LABORATORY

There’s no going back, so march forward through the three tiny areas of the Biological Laboratory. The
treasures start to get good here, with a Comet Robe for Lymle and a mighty Cardianon Bow for Reimi ranking

among the best loot. Don’t expect to take these items without
a fight, though, as you’ll be ambushed by four consecutive
groups of foes as soon as you step through the door that
connects the second and third map. Fortunately, there’s a
recovery sphere right before the door, so you can heal up
beforehand and have your team go hog-wild with all their
best special arts during the battle. Don’t forget to return to
the recovery sphere to recoup your MP afterward!

LYMLE’'S THIRST FOR KNOWLEDGE

You'll find anether vending unit in the Biological Laboratory 1F map, If you examine:it; you'll
discoverthat it sells the same stuff as the previous one. But if you examine it a second

time, you'll trigger

a Private Action
between Edge, Lymle,
and Bacchus that
results in nice affinity
boosts all around.
Note that if yvou don't
trigger It here, you
can frigger the same
event at the vending
unit in the upcoming
Control Tower.

TAKING BRACCHUS FOR A SPIN

There’s quite a bit more to Bacchus than originally meets

the eye. First things first: use his accumulated skill points to
improve his Galvanic Shock and Force Breaker special arts, as
well as his Robotics skill. If you have an extra Chain Combos
manual on hand, teach it to Bacchus and set up a handy
Galvanic Shock/Force Breaker combo that can launch foes and

pelt them with missiles in mid-air.

Among Bacchus’s other skills

are Mining, which allows you to
extract ore from the glowing walls
on Lemuris and Aeos, and Stealth,
which allows you to become
invisible and slip past your foes.
You can use Stealth as much as
you like (by selecting it from the
skill menu) and there’s really no
downside to it, besides the missed
combat rewards, of course. Stealth
is especially useful when you're
striving to avoid combat on your
way to a save or recovery sphere.

Once Bacchus has had his skills
upgraded and has been given
some leftover accessories to
equip, make him your leader and
take him for a spin. His basic
attack is simply to fire a single
long-range shot, but if you get
close to your target, you can do a
thoroughly satisfying backhand-
and-shoot combo. You'll also
notice that @ makes Bacchus
slide instead of jump, and that
while he’s sliding (and only while
he’s sliding) he can fire a rapid
sequence of shots that often leave
foes stunned. If you're nimble
enough, you can slide back and
forth repeatedly until you land the
stun. This technique even works
against bosses!

Push on to the Control Tower.
You'll exit the Biological
Laboratory to find yourself

in the heart of the Cardianon
Mothership’s Subterranean

City. The path to the Control
Tower is linear and quite thin, so
you’ll probably need to rely on
Bacchus’s Stealth skill if you want
to avoid combat. Some battles
are unavoidable, as the Cardianon
troops attack from flying vessels
at certain points on the map.
Among the new foes are giant
Armored Dragoons, who have a
number of ways to smash your
Bonus Board. As Edge, try to stay
behind them, and switch to a
ranged character when they enter
Rush Mode.

On the bright side, the chests are
full of powerful items, and a save
sphere is just ahead. ..
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THE MAZE OF ENERGY BARRIERS

Every floor of the Control Tower is protected by a maze of
glowing red energy barriers. Monsters and guard bots can walk
right through them, but if you so much as graze them, you'll get
knocked back (potentially into an enemy surprise attack) and
everyone in your party takes an amount of damage equal to 1%
of their Max HP.

There are two types of energy barriers. Both flicker, but one type
(marked by dotted red lines on the map) flickers off for a long
enough period that you can run through it. There is no possible
way to cross the barriers that are marked with solid red lines on
the map.

To get the treasures in the B1 level of the Control Tower, you'll
need to take a very roundabout route that begins by heading north
from the entrance through the first flickering barriers and passing
through two additional flickering barriers to the west. You can
then head northeast to the first two treasure chests, or southeast

- amem o the third. It's a hassle,
but the one-two punch of
Streaked Chainmail and the
Energy Shield skill gives
Reimi a significant boost on
defense.

HIT THE GENERRTOR RRER
WHILE YOU CAN

There are two exits on the west side of the Control Tower’s

B1 level. Make sure to first take the one to the south, which
leads to a small chunk of the Generator Area that contains two
unguarded treasure chests. If you instead begin ascending
through the ' .
tower, you
never receive
another good
opportunity to
come back for
them.




EXPOSE THE HIDDEN BARRIERS

The twist in the next few levels of the Control Tower is that the energy
barriers won’t be visible until you use your Thunder Ring to destroy a
steam vent in each of the floor’s ring-shaped hallways. (The vents are
marked with pink exclamation points.) As in the B1 level, you'll need
to travel roundabout routes to reach the chests, but the contents are
almost always worth the trouble.

You'll need to travel through the central ring of Level 1F to reach the chest
with the Stun skill manual. Before you teach this to Edge, make sure he has
an open Baltle Skill siof. If not, you’d be better off teaching it to Faize or
saving it for a future recruif.

BATTLING THE DRAGON GENERALS

The second floor of the Control Tower marks the debut of Dragon
Generals, enemies that are so massive you have little hope of avoiding
them. Dragon Generals have over 10,000 HP and are very good at
breaking Bonus Boards, so you should take these fights seriously.

Despite their size, it’s astonishingly easy to continuously juggle Dragon
Generals with Edge’s directional attack combo. Use this technigue to
) keep the dragons busy while Reimi
and Bacchus pelt them in mid-air,
but be prepared to run away or
switch characters as soon as your
target enters Rush Mode.

El— 0200

If you have Bacchus in your party and a high level of Robotics skill,
you should be racking up large quantities of bombs from the enemies
on the mothership. Tossing EM Bombs is a great way to get damage
in while the

Dragon General

is on a Rush

Mode spree, and

a blast from a

Compact Poison

Bomb is always a

good way to start

the fight.

THE LONG RIDE TO THE 55TH FLOOR

Level 3F is the easiest to navigate, thanks to a rotating central ring that
is too low to be affected by the barriers above. Head west from the
entrance to destroy the one and only steam vent, then pick up the final
batch of treasure chests. The exit to the area is in the southern part

of the map, where you’ll find an elevator that takes you directly to the
top floor of the tower. There, you'll find a save sphere and a very angry
Cardianon leader.



(* WALKTHROUGH

£ =

P
Resistant Ta -
Woak Againsi »

Stick it to Sahariel

The trick to this fight is
good positioning and careful
timing. Control Edge, keeping
him facing Sahariel and
slightly to one side, ata

distance roughly equivalent to
the:lenath of your foe's body.
Like most of the previous
hosses, there isn't much

point in attacking Sahariel
Unless he exposes his weak

spot. which is on his chest.

Sahariel has a variety of attacks, and if he uses.one that involves
the guns on his back, hold your position and have Edge charae
his Rush Gauge, use a Healing symbol ona Wounded pariy
member, or bring Basil to someone who's paralyzed. But if
Sahariel rears up to attack instead, quickly hit the trigger for

a Stampede Slash/Rising Blade combe to both dish out heavy
damage and cancel the impending Voltage Blast. As Soon as
Sahariel falls back on all fours, use @®arid push the stick away
from the boss to back-leap far, far away, as he'll likely retaliate
with a Bonus Board-smashing ground stamp.

Even though) Faize can cast
symbols to exploit Sahariel's
weaknesses, Lynile, Bacchus,
and Relmi are the more useful
allies here. Lymle's healing

is essential, and the constant
long-distance pot shotg from Reimi-and Bacchus can guickly fill
up Sahdriel's Rush Gauge. That may sound like a bad thing, but
Sahariel uses the attacks that expose his Weak point much more
frequentty when he's in' Rush Mede. Note that when Sahariel is
in' Rush Mode, you will net be able to intercupt his attacks with a
successful, so Edge may end up taking some'damage himself

ESCAPE THE CARDIANON MOTHERSHIP

After destroying Sahariel, you can take the elevator on the east side of the 55th floor down to the central part
of the Generator Area. There, you'll find the button that is abie to free the Calnus from its tractor beam, but

don’t press it until you're confident that you've claimed every treasure the Cardianon Mothership has to offer.
Once you free the Calnus, there’s no going back.

Your flight through the
Emergency Bypass area isn’t
timed, but you’ll need to hurry

all the same. Press & repeatedly
to dash under the falling doors,
because if you get stuck, the only
way to open them again is to
battle a few packs of Guard Bots.
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SET ACOURSE FORENIl... EVENTURLLY

When everyone is safely back on the ship, speak to Bacchus, and he’ll suggest you set a course for his home world of En II. But before you
head in that direction, there are a few other options you may wish to pursue. For one thing, this is your last possible opportunity to fulfill the
Orders from the shops on Aeos’s Exploration Base, and retrieve the spaceship collections data from the terminals there (which now includes
Calnus-Il).

Secondly, if you burned through your last Fire Ring charge on the
Cardianon Mothership, you definitely want to return to Lemuris’s Shady
Sorceress for a refill. And while you don’t need to do them now, when
you arrive on Lemuris you'll find several new side quests have become
available.

There’s been a mass migration of villagers from Triom to Woodley,
including the Shady Sorceress, so you'll have a long walk ahead of you.
But it’s well worth a trip to Woodley, as that’s where all the action is (See
New Quests in Woodley sidebar). You can also put Bacchus’s Mining
skill to good use by having him drill for gems and metals at the glowing
yellow points in cliff walls. You can do the same thing on Planet Aeos, of
course, but all the good stuff is found on Lemuris. You should easily dig
up the materials you need to make Reimi’s Earthsoul Bow, for example.

Wherever you decide to go, you'll be prompted to make room assignments. You have
a crew of five and only four rooms, so someone’s got to share. This decision ultimately
affects some of the game’s dialogue and leads to a few exclusive Private Actions, and
characters can gradually gain affinity for each other by sharing a room. (However,
opposite-sex characters cannot be ordered to share a room unless they already have

a considerable amount of affinity.) You can change room assignments at any time by
selecting the room directory on the wall of the Crew Quarters hallway.




NEW QUESTS IN WOODLEY VILLAGE _

(v WRALKTHROUGH

SIDE QUESTS

THE STUBBORN MATRIARCH
REWARD: 80 EXP, 40 Party SP

OIL FOR THE COLD
REWARD: 80 EXP, 30 Party SP

The Obstinate Woman in
Woodley’s First Snow Inn is
concerned about her mother-
in-law, who refused to join the
evacuation from Triom. Return
to Triom and say whatever you
need to say to get the Chilly Old
Crone to move to Woodley. Return to the Obstinate Woman for your
reward, then speak to the Chilly Old Crone for an additional quest.

IN NEED OF NECTAR
REWARD: 100 EXP, 40 Party SP

The Storehouse Worker in the northern part of town needs 16
servings of Nectar for the coming winter. You can find plenty of
Nectar at the harvesting points in the Thalia Plains and Van E/m
Region, and earn them from defeating Dryads and other monsters.

The Chilly Old Crone has joined her family at Woodley's First Snow
Inn, but she isn’t happy about it. Help her deal with the cold by
bringing her a dose of Wolf Oil. If you don’t have any on hand, you
can win some by battling Saber-Tooth Tigers in the Wind Swallow
Valley.

IN SERRCH OF 'SHROOMS
REWARD: 120 EXP, 33 Party SP

The Storehouse Worker wants Tasty Mushrooms next, and getting
16 of them is a bit more of a challenge. They appear at \Van Elm
Region harvesting points, and are dropped by Giant Fungus and
Man-Eating Tree monsters.

FANG FLUTE FABRICATION
REWARD: 800 EXP, 47 Party SP

The Lonely Young Girl in the southern part of town wants a Fang
Flute, an item that you can only craft with the aid of a future party
member. When you
learn the recipe, make
two flutes, and deliver
them here to solve this
quest and the one that
follows it

FURTHER FANG FLUTE FRBRICATION
REWARD: 1,000 EXP, 50 Party SP

Leave the area and re-enter after delivering your first flute, and the
Lovely Young Girl subsequently requests another. Good thing you
thought to bring a spare!
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DUELS ON THE BATTLEFIELD AND THE CHESS BOARD

Instead of impulsively triggering the first Private Action you: see, make:a full loop of the ship.to see if you have any other options.
And take a moment to introduce Bacchus to Weleh in another bonus event at the Item-Creation terminal.

= Theaction kicks off with Reimi’s traditional call to the moonbase from her Flight Deck consaole.

« When you leave the Flight Deck, vou'll spot Bacchus playing chess in the Recreation
Room. But if you continue on to the Crew Quarters, you'll find Lymle and Faize discussing
something. You canonly trigger one of the two events. |f\you ehoose Bacehus, he and Edge
both raise their opinion of each other. If you choose Faize and Lymle, both grow closer fo
Edge, and Edge also grows closer to Lymle.

« To trigger the next event, visit the room north of the Meeting Room for the second part
of Faize's training event. This one ends in a no-holds-barred training match between Faize
and Edge. and while no one can actually die here, Faize will think nothing of destroying
your Bonus Board if you aren't careful. Win or lose, both characters' opinion of the other
rise, although the loser ends up thinking twice as much of the winner. If Faize emerges
triumphant, it strengthens his relationship with Lymle as weil,

« In'the next part, you again have your choice of two events. but you
can do both if you purste them in the right order. Before you speak to
Bacchus in his room, you have an opportunity to peep on Reimi in the
women's bathroom without advancing the flight ta the next leg. But
you may not want to; while talking to Bacchus raises hoth characters’
affinity, peeping on Reimi only causes her opinion of Edge to drop.
S0 while Bacchus is the right tactical choice, watching a scantily: clad
Reimi fire hier bow at Edge may be a mare appealing option for some
plavers.

= You'll only have one choice of Private Actions for the remainder of the voyage, with the next taking place in the Meeting Room.
While the Private Action is friggered by speaking to Reimmi; the resultis a boost in Faize and Lymle’s opinions of Edge, as well as
his opinions of them.

« 1f you head upstairs, you can learn what Reimi has named vour potted plants. That's not a Private Action, but you might be
curious anyway. The actual Private Action is in the Reereation Room, where joining Lymie for “nappy time” results in Lymle and
Faize taking the first rocky steps towards friendship. -

» Join Bacchus at the chess table far the next event. If you chose to play chess
with Bacehus during the secand Private Action of this journey, you'li view the
sequel to that event. If you didn't, you'll see the original chess event that yau
missed previously.

* For the final Private Action of the journgy, visit Reimi in the room with the battle
simulator. You have a choice of responses here, and both pravide the same total
amount of affinity. If vou tell Reimi you'll “take her to the stars,” It raises Edge’s
opinion of Reimi by 3, and her opinion of Edge by 1. The second choice has the
ppposite result, raising Reimi's opinion by 3, and Edge’s by 1. But only the first
ghoice will lead to an additional Private Action, which oceurs in the very last
section of the game. Whichever you choose, the event ends abruptly whenithe
flight to En Il takes an unexpected turn. .,
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THE CALNUS'S
SURPRISE
DIVERSION

Your objective was En Il, but now
you’ve found yourself somewhere

else entirely. Head northintothe  CONSPIRE

»

abandoned town to investigate, WITH | — S Canus TS ==
and you'll find your first clues KLARUS TO L e .

in the Gas Station Shop. You'll BRERCH i = , : —
automatically leave the building THE BASE S — == — i

when a man named Klaus invites

you to his home in the northeast, ~ You'll find Klaus
but you should head right back waiting in the home
into the gas station. In additionto  Northeast of the gas

a chest full of Bigberries, you can  Station. After your chat, go
repeatedly raid the fridge behind back inside to raid another chest. There’s

of Blackberries, Aquaberries, basic healing items as the one in the gas

|

| l!l

i station, and a cat that offers a nice pickpocket
ot S ke target for truly shameless thieves. LEQEFII'_‘I
= SAVE SPHERE
From Klaus's House, head southwest to reach the now-unlocked gate to  PASSAGE
the west of the Calnus. Open the nearby chest, save your game, and pick
up the phone to proceed. Once the entrance to the Military Facility rises, % i

Klaus appears, giving you a fleeting chance to pick his pocket. Talk to him Q = INTERACTION POINT
when you're ready to go inside.

THE TECHNOLOGIES OF THE PAST ,
There are two Private Actions you can trigger in the Abandoned Town, and you'll want to do both before you proceed into the

Military Facility. To trigger the first. examine the radio on the counter of the Gas Station Shop. That'll get Bacchus talking, and
raise Edge’s opinion of him.

The second Private Action is set in Klaus’s house.

Just examine the refrigerator to trigger an event that

increases Edge’s affinity for Faize and Lymle. and Faize's

affinity for Edge.
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Talk to everyone in your holding
cell, then talk to Faize again to put
Klaus’s plan in action. True to his
word, Klaus opens the cell doors,
freeing not only your party but a
legion of secret government alien
and bigfoot specimens. These are
tough foes, so fire up Bacchus’s
Stealth and make your way to the
cell with the recovery sphere to
the southeast. Hold court there,
clearing out a few enemies at a
time before ducking back in for an
HP and MP refill.
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The “No Guard” skill manual in that room is a strong skill for frontline
fighters. The higher you jack it up, the more it protects your character
from being knocked down by enemy attacks and having symbols and
combos disrupted. At max level, a foe must deal damage equal to 10%
or more of your health to knock you down, although getting there costs
a fortune in SP.

Once you reach the recovery sphere, don’t forget to backtrack for all the
treasure chests. The highlight is the Earth Ring in Chest #4, although it’s
completely out of charges. But you’ll have plenty of oppartunities fo get it
charged before you need to use if.

PUTTING BIGFOOT SAM ON ICE

The Bigfoot Sams are hearty, powerful foes, but their weakness to
the water element makes them very vulnerable to being frozen. Once
frozen, you can shatter their 4,000+ HP with a single strike.

To exploit this weakness, begin each battle by having Faize cast Ice
Needles, then take control of Edge to distract the target. (The Bigfoot
Sams are quite skilled at countering spells with their long-range attack.)
Once you get the Compact Freezing Bombs from chest 3, you'll be able
to use those instead of relying entirely on Faize.

By combining Stun resistance with a Critical Hit boost, Bigfoot Sams make for
an appealing Monster Jewel target. Keep fighting them until you earn the full
maonster collections data.

Rescue Me_racle from
the Genomic Beast
When vou open the door by the save sphere, you'll find Meracle

Linder attack by the massive Genomic Beast. Take him down,
and you'll win your sixth party member.

A

Don't let the Genomic Beast's weakness to Thunder tempt you
into taking control of Bacehus, Bacchus's Galvanic Shock special
art is extraordinarily powerful here, but his height unfortunately
results in him getting pummeled by the beast’s fire spin attack.
Edge, an the other hand, is shaort enough that the beast's arms
qo spinning right over his head, allowing you to contintously
attack with standard combos or the Stampede Slash special art
(when the Genomic Beast is spinning, you don't want to use
maves like Rising Blade that cause you to jump),

Use Rush Mode combos to deal heavy damage to the Genomic Beast.
You might even get lucky and get a free shot from Bacchus's Galvanic
Shock.




A MIRACLE ON THE BATTLEFIELD

Meracle is a powerful and lightning-quick melee fighter, but with weak
Defense and a low HP total, it can be tough to keep her alive. If you
intend to use her in combat, give her all of the party’s Defense and
Health Seeds and any good defensive skills you have lying around, like
HP Boost or First Aid. Equip her with Defense-boosting accessories, as
well as the Iron Claws that the Genomic Beast dropped.

Meracle’s combos offer some interesting options. The directional combo
ends with a kick that can send even large monsters flying across the
room, while the standard combo ends in a pop-up that sets the target up
for further attacks. In terms of sheer damage-dealing potential, Meracle’s
Ripper Pounce special art is hard to beat. Its lengthy combo leaves her
vulnerable to attacks from other enemies, so it’s best used in one-on-one
situations only — clear any potential interlopers away with directional
combos or the Comet Impact special art.

One of Meracle’s finest features is that she dashes from side to side when using
a Blindside, avoiding a lot of the attacks that can disrupt other characters.

WHALK THROUGH

FLEE THE WRATH OF KEVIN

After exiting the Holding Area, you'li find yourself in yet another cell.
Wake up Reimi and equip her with the Alien Arc bow. Speak to Faize,
then Meracle, and Klaus will come to save you.

Be careful as you run through the thin doorways of the Experimental
Area, as there may be monsters waiting to pounce just off to the sides.
There are also plenty of treasure chests hidden in the corners, including
a new weapon for
Bacchus. When you
finally reach the Calnus,
you’ll have no choice
but to set a course for
an emergency landing
on Planet Roak.
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BEACHCOMBING ON THE ASTRALIAN COAST

%+ WALKTHROUGH

The new monsters in this area of Roak are not particularly difficult, but they can wear you down on the long
walk from your ship to Roak’s first village. Lower-level parties should spend some time sticking close to
the ship and racking up blue Bonus Board tiles, which are very easy to get against straightforward, easily
Blindsided foes like the Unicorn Wolf and Kobold Bandit.

The other reason to stick to the coast is wildlife
spotting. Keep your eyes peeled for the blowhole-
blast of a whale-like creature, the fish swimming
near the docks, and the school of jellyfish that's
perilously close to the beach. Beautiful!

When you travel towards the suspension
bridge in the southwest part of the map,
take the long way around by combing the
beaches along the eastern coast. Here,
you'll find little sparkling treasures that have
been randomly washed up hy the waves.
You'll get a lot of common items, including
Lemons and Wooden Sticks, but every now
and then yoU'll find a Lesser Demon’s Fetish
or a precious chunk of Platinum.
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@ Planet roak:

«§% TATRODI RRER

§7 mMap Treasures  fJ Mining Paint items

1. Barrier Spiritwater x 1 Gold Ruby

2. Bunny Feed x 3 Iron Silver

3. DANGER! DO NOT DRINK! x 3 Light Gem Thunder Gem
4. Bellwether's Bow x 1

:{ PICKpOCKeting

a. Fully-Prepared Man | Repair Kit x 1
b. Apprentice Tribesman 40 Fol
c. Hara-Working Tribesman , Bunny Feedx kW
d. Elger Tribesman ‘Magical QI_a_}_/)g 1

| e. Friendly Tribeswoman | Sacrificial Doll x 1

*The characters listed above will not appear on your first visit to the Tatroi Area.
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@ Harvesting Paint items

Blackberries Red Seed
Blue Seed Seasonings
Dendrobium White Rice
Ebony Wooden Stick

To Northeast Astralian
Continent
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TRERD CAREFULLY ON THE RORD TO TRTROI

ALBERO DI ANIMA
EXr ¢

ORDPS
Bigberries, Aquaberries, Basil, Nectar

You're almost to Tatroi, Roak’s first village and the home of a long-awaited save sphere (at the inn). But as
gt you cross the network of bridges that leads.to the city gates, you must contend with two new enemies. Albero

TR di Anima treefolk are extremely powerful and should be avoided entirely or fought from a safe distance with
ranged characters. Thieving Scumbags can swipe a lot more Fol than the Apprentice Scumbags you fought

on Lemuris, so you need to be vigilant about tracking down and slaying the ones that steal from you before
they can escape with the loot.



http:leads.to

Both new monsters offer great Monster Jewel opportunities. Like the
Apprentice Scumbag, the Thieving Scumbag Monster Jewel offers a 15%
Fol boost, and adds 30% immunity to the stun condition to sweeten the
deal. The Albero di Anima jewel provides 30% immunity to both poison
and paralysis, a bit of HP regeneration, and a solid DEF boost.

A BUNNY-CATCHING LESSON FROM THE BLACK TRIBE

When you reach the sandy patch at the south end of the Tatroi
Area—nhead west to the entrance to Tatroi. You can’t yet cross the
desert to the south, nor can you find anyone near the tent outside
of town. Walk down Tatroi’s main street until you trigger the event
that introduces Sarah. Return to the Tatroi Area, where you’ll find a
cluster of people around the large black tent.

Speak to the Fully-Prepared Man
for a free Glowstick, then to the
Apprentice Tribesman working
on the east side of the tent. Ask
them about the bunnies, and
they’ll send you to speak to the
Tribe Elder at the entrance. Visit
with him to trigger an event that
teaches you everything you need
to know about Bunnies, and a
whole lot more. After the Friendly
Tribeswoman hands you the
Bunny Reins, repay her hospitality
by heading inside the tent and
swiping a Bellwether's Bow for
Reimi.

When you cross the bridge to the northeast to catch your first Bunny, the day’s events
soon take an unexpected turn. The Bunny must wait, as you suddenly have far more
pressing matters to attend to.
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e TATROI

| p. Diligent Clerk _

| b. Gentle Old Woman

Fresh Sage x 1

¢. Smooth-Talking Shopkeeper

Gold x 1

d. F}'erce/y Resolute Guard

Natto x 1

e. Cat-Loving Kid
f. Talking Cat

Sweet Fruit x 1
Holy Water x 1

| 9. Unlucky Old Woman

| . Fruit-Crazy Od Man

i. Shadowy Dollmaker

J. Potentially-Slacking Guard
k. Relaxed Guard

| Vile Goop x 1 i
Thornberries X1

| Accuracy Seeds x 1

I Impulsive Girl

Sitkx 1

m. Cheerful Girl

Snakeskin X 1.

i n. Suspicious Psychokineticist

Disintegration Stone x 1

| 0. Veteran Guard
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| Resurrection Elixir x 1

Legend
{ = SHOP
= PASSAGE
4 =NPC

Resistance Potion x 1
| Blueberries x 1

| . Jarvis, Hot-Blooded Bouncer

Queen of Inventors’ House

Gordeau’s Spirits
5. Sharp-Tongued Waitress

Ginsengx1_ | : o
Hyper Potion x 1 | x. Jasmine, Queen of Inventors | Seasonings x 1 |
Mansion
_ 2 AWoolﬂx 1 h o | y. Mischievous Woman | Fresh Cream x 1 l
Aquaberries x 1

*You can pickpocket Vinegar from the Tavern Bartender only during

“The Stray Carrot” quest. If you wish to do so, you must pickpocket

before speaking to her.

East Part of Town

87 Map Treasures

1. Blackberries x 2

t. Dutiful Sailor Coal x 1
u. Canal Barge Chief Lemon x 1
v. Unsatisfied Guard | 650 Fol
\ w. Envious Eider
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Cystalx1 |

2. Anti-Curse Amulet x 1

3. Bigberries x 2

< 4. [lvy Barrier] Physical Stimulant x 3
5. Girl’s Gift Box

6. Ripe Berries x 1

7. Aquaberries x 4

8. Recipe Memo 16 x 1

9. 12000 Fol

Mansion

Queen of

Inventors® House

Homespun Inn 1F Homespun Inn 2F




A QUICK TRIP THROUGH TRATROI
You’ve only just arrived in Tatroi,
and already you need to be on
your way. After you rescue Sarah,
meet the Black Tribe outside, and
attempt to catch a Bunny, the
canal barge that runs between
Tatroi and Astral City becomes
open for business. You can board
it in the southeast part of town whenever you're ready to move on. Note
that Edge won't let you leave Tatroi through any other exit.

While you are in town you can sign up for a few side quests, although
neither can be pursued at this point. Speak to Fez at the Twin Books
shop in the northwest corner of town, and he entrusts you with the
“Missing Brother” quest. Then, the Dutiful Sailor in the east part of
town asks for your help with “The Seafarer’s Treasure” quest.

The Suspicious Psychokineticist can recharge any of your rings, including the
new Earth Ring. However, you won't need to use it anytime soon.

NICE FINOS AT
THE TATROI BAZARR

Tatroi is full of shops, but the stock is mostly stuff that you have seen
before. Diligent treasure hunters likely own every item for sale at Ed’s
Weapons, save for Edge’s new Bastard Sword. But don't waste your
money on that unless you're trying to complete the Weapons section of
your Gollections menu, as you'll find a much better sword before you
ever have a chance to use it.

The only new skill at Fez's Books @ ;

is Meracle’s Ornithology (which OeEe b
raises the rate of item drops from | WA

Bird monsters), but they also have
enough copies of the essential
Skill Manual “Chain Combos” for
the rest of your party. Don’t miss
the Tents available at Tools ‘R’ Us;
they are pricy at 4,000 Fol, but the ability to completely refill the party’s
HP and MP anywhere on the field is absolutely invaluable.

Make sure to take a look at the
Orders section of each shop,
where you may be able to pick
up easy EXP and Party SP by
dipping into your on-hand stock
of Red Herbs, Mixed Syrups,
Thornberries, Ripe Berries,
Holy Water, Gold, and Tasty Mushrooms. Put some of that money

into buying a few each of every new ingredient for your item-creation
endeavors. You'll want to stock up on Carbon Fiber and Aramid Fiber in
particular, since they are used frequently in high-level recipes.

Black cat Material shop - stock

ltem { Type {Price | |ltem  iType | Price |
Lacquer | Other Items | 200 Handspun Thread | Other ltems | 100 |
Aramid Fiber | Other ltems | 800  Empty Bottle j_Otperlterqsfiltwi‘
Carbon Fiber | Other ltems | 1,000 Rivet | Otherltems |20 |
Fur Pelt |Other tems [ 2,000| | Neck Chain [ Other tems | 80|
Taffeta Ribbon | Other ltems | 200

Black cat material shop - orders
Holy Water x 4

ﬁéwa'r_d_ Rarity From -

8Q0 g | Smoot@-_Tgf{(ipg Shopkeeper |
Pumpkin Cider x 5

Reward Rarity [From A
500 |k | Smooth-Talking Shopkeeper |
Silk x 10

Reward Rarity  From = il
10,000 iy | Smooth-Talking Shopkeeper |
Cashmere x 8

Reward Rarity From 7 g |
7,000 Yy Smooth-Talking Shopkeeper ]

Tools ‘R’ Us - stock

item Type Price ltem _ |Type Price |
Tent Usable Items | 4,000 | | Light Paint Other ltems | 100 |
Gunpowder | Otherltems |80 | |Healing Paint “iOther/tgr“ni 180
Magical Brush Other ltems | 200 | | Parchment }Q”""’ ltems _| 400
Fire Paint Other Iltems | 80 Repair Kit jOther Items 100
Wind Paint Other ltems | 80 Alchemist’s Water | Other Items | 300
Thunder Paint Other Items | 80

Toals ‘R’ us - stack

Ogk x5

Reward Rarty  From -

700 - | Percipient Elder

Anti-Silence Amulet x 1

'Reward Rarity From v}
14,000 | g iegicd | Percipient Elder

Silver Amulet x 1

| Reward Rarity From |
| 1,200 g iid Peroipientf@eri

Fire Charm x 1

[Reward ~ [Rarity  [From

2,000 Saiadd Percipient Elder




ROOMY Foods - stock

Good crocers - stock

Item Type | Price ltem ‘Type | Price ltem “Itype Iprice | [mem  [Type  [Price
Rich Cheese Food 180 | | CommonEgg | Otheritems |30 | |Blueberries | Usable ltems| 40 Fresh Sage Usable items| 150
Natural Water Other ltems | 120 | | Vegetables Other ltems 160 | | Bigberries Usable ltems| 100 | | Hot Chocolate Usable Items | 50
Vinegar Other ltems |40 | | Seasonings Other ltems |20 | [ Blackberries Usable Items| 60 Glowstick Usable ltems| 90
Uncooked Pasta | Other items 100 | | Special Warishita | Other ltems | 120 | Aquaberries | Usable ltems| 30 Vite Goop Usable ltems | 300
| Raw Animal Meat | Other ltems |60 | | Sauce | | | Basil | Usable ltems | 30 Pickled Plum | Food |20
| Raw Fish Other ltems |80 | | Fresh Gream | Other ltems | 100 T T
Good crocers - orders
rROOMY Foods - orders Thornberries x 3
RedHebx3 Reward | Rarity CFom !
[Reward [Rarity [From e 100 | | Cheerful Girl |
300 | | Peppita. Girl Who Loves to Help T
= - : Ripe Berries x &
Mixed Syrup x 5 |Reward ~ 7?{% el
Rewad  Rary  (Fom 200 | Cheerful Girl
| 200 | Peppita, Girl Who Loves to Help '
‘‘‘‘‘‘‘ Physical Stimulant x 3
Pickled Pepper Potion x 10 ‘Reward | Rarity From 3 i |
Reward | Rarity 'From | 300 | e Cheerful Girl |
1,200 [ oy Peppita, Girl Who Loves to Help - '
- ) = Tasty Mushroom x 8
Caesar Salad x 3 Reward ~ [Rarity [fom
Reward | Rarity i From 200 [ fr Cheerful Girl
300 [y Peppita, Girl Who Loves to Help T
, Lavesang Accessaries - stock
Ed's weapons - stock = - o
- R T , |ltem Type | Price ‘tem [[yp‘g_‘___jmgg_j
Item [Type Price ' Bandit's Gloves | Wrist Accessory | 3,300 Anti-Freezing | Neck Accessory| 5,000 |
| Blessed Sword Weapon 700 | Sniper's Bangle | Wrist Accessory| 800 PAmulet |
|Sivance Weapon | 5,000 Silver Bangle | W})'stAccessof)/[n‘}{_)_a - | Sacrificial Doll | Neck Accessory | 500
| Bastard Sword ___ Weapon | 11,000 Earth Armiet | Wist Accessary | 15,000 Warning Broochi | Neck Accessory 1,000 |
| Torch Bow Weapon | 800 . o
| Icicle Rapier Weapon 14,000
[ Fame Wand SR 000 LOvesong Accessories - orders
| Dragonscale Armor_ Armor |3500
| Mystic Chainmail Armor 1,000 Green Beryl x 3
| Blizzard Protector Armor 1,200 Reward Rarity {Fom
Comet Robe Armor 2,400 8.000 ) | Handmade Craftsman
5 Salamanderstone x 3
Ed’s weapons - orders = : T —
eward Rarity {From e |
Gold x5 26,000 Yrifvirey | Handmade Craftsman
Reward  [Rarity [Fom . SR
7.000 | Knight-Obsessed Shopkeeper L - N R
Reward {Rarity ~ [From L
Runic Metal x 2 20,000 Yy Handmade Craftsman
Reward  |Rarity | From S . e el E )
2000 | frstrde | Knight-Obsessed Shopkeeper Stallion Snaps x 1 o _
Reward From A
Venom Sword x 1 2,100 Handmade Craftsman
Reward  |Rarity [From
15007 |-,"ni‘(-s’,~ iKnigflt-Obsess‘s'd Shopkeeper sy i FEZ’S BOOKS - Stl:ll:l(
KM’m”/XL,, ' a—— — | item ' Type Price -(/fci'ﬁriww)_w wfybé ~ [Price
{Reward  |Rarity |From ey 2 e N R Skill Manual | Usable Items | 600 Skill Manual “Fury | Usable ltems| 4,000 |
11,200 | Knight-Obsessed Shopkeeper | “Entomology” Boost” |
) Skill Manual Usable Items | 1,100 Skill Manual { Usable Items 1,000
Heraigstane i | “Ornithology” | | ‘Elusion” _ .
Reward | Rarity Fromi—a St N e B e Skill Manual Usable Items| 3,000 Skill Manual Usable Items| 800 |
6,000 Knight-Obsessed Shopkesper | | cnain Combos” L A |
Skill Manual Usable ltems| 2,000 Skill Manual Usable Items | 1,200 '
“First Aid” “Hide" |
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#8% RASTRAL CITY / ASTRAL CASTLE

87 Map Treasures

1. Monster Jewel x 1

2. Swept Hiltx 1

3. [Dark Barrier] Earthrock Mail x 1

4. Basil x 4 Sl
5.8 Fol i

6. Riot Potion x 2 :

7. Health Seeds x 1 |
8. Famed Sword “Veinslay” x 1
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Astral Castle:
Audience Chamber

Astral Castle: 2F

{} PiIckpocketing

a. Drooling Girl  {Llemonx 1 Residence LN

b. Canal Barge Chief™ Lemonx 1 . | X. Knight's Wife !1 Sacri

| ¢. Woozy Man S Peryton Droppings x 1 Mobius’s One-Stap Shop

d. Composed Knight Tentx 1 r .

¢. Anessa the Tomboy Sacrificial Doll x 1 | y. Jack-of-All-Trades |Alchemfst’s Water x 1 |
f. Lias, Astralian Royal Knight Astralian Emblem x 1 The King’s Inn

g. Ramrod-Stiff Knight Empty Bottle x 1 }74/\9?&:0/(}”:7"7 | Barrier Spiritwater x 1 |
h. Sickly Mother Silver x 1 »

|1 Terminally Shy Knight VTR T L R

J. Drowsy Old Woman Resurrection Elixir x 1 | A. Unconditionally Obedient Knight | Thunder Gem x 1

k. Kind-Eyed Old Man _ [MO00FOISRSSE T | B. Novice Knight B | White Rice x 1

. Careless Shopkeeper | Warning Broochx 1 C. Serious Guard 200 Fol

m. Lively Girf Giant Bird Feather x 1 D. Exceptionally Slow-Talking Guard | Mental Potion x 1

n. Teary-Eyed Girl Empty Bottle x 1 E. Guard Prone to Fantasizing Miracle Pie x 1

0. High-Spirited Girl Aquaberries x 1 F. Thoughtful Guard Holy Water x 1

p. Madonna of the Greengrocers Pie Crusts x 1 G. King of Astral Ruby x 1

q. Heavily Made-Up Lady Blueberries x 1

r. Man Who Appears to Be a Guard 1830 Fo! Efjl Pastoidt = —=
s. Fidgety Man Common Egg x 1 H. Faithful Servant Learning Gloves x 1

t. Battle-Tested Soldier | Energy Braceletx 1 I. Shrewd Guard Monster Jewel x 1

u. Knight Whose Dream Was Fulfilled | Gambleberries x 1 J. Overly-Cautious Knight | Pickled Plum x 1
' v. Brand-New Guard 5 Fol *The characters fisted above will not appear on your first visit to Astral Castle: 2F,
v ardsmanfike Guard Astralian Emblem x 1

“This is the same character who appeared in Tatroi, and can only be pickpocketed once.

**You can pickpocket a ionster Jewel from Buster, Bravny Thug, who appears south T HE uu |E T STR E E TS
of the barge after you defeat Black Eagle and stay at the inn. D F H STR H L E |TY

Astral City is full of people, but no one has much in the way of advice
or quests to offer you. Speak to them all anyway, especially the knights,
since simply viewing their weapons unlocks a few new entries in

your collections data. Pickpocketers may want to snatch one of their
Astralian Emblems, an accessory that offers a +25 Attack boost.
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The two grocers don’t sell much of anything that you haven't seen
before, but there are a few good finds in Mobius’s One-Stop Shop.
You can buy Critical Hit skill manuals, a useful battle skill for fighters,
and HP Boost skill manuals that provide an excellent long-term battle
skill for any member of your party. You can also pick up a few staple
ingredients like Silk and Wool, and buy 10 bolts of Silk to fill the order
at Tatroi’s Black Cat Material Shop. That transaction earns you a tidy
profit of 6,000 Fol, 1,000 EXP, and 47 Party SP.

When you are done shopping at Mobius’s, help yourself to a few free
samples by picking up some dropped Fol at the base of the stairs and
raiding the three chests on the second floor.

Pickpocketing sucoessiul!

& Astralan Emblam 21

whaole Heart Foods - stock

item o T | Price

| Pumpkin Extract | Usable ftems | 200
| Sweet Fruit | Food (200
| Natto Food 800 |
| Ge Gen Tang Other Items | 400 |
 Natural Water _|otherttems 120 |
Uncooked Pasta Other Items | 100 ‘
Raw Animal Meat __ | Other Items 60

Raw Fish | Other ltems 180
Common £gg _ | Otherltems | 30 _
Vegetables | Other Items | 60 -
Seasonings | Other Items 20 |
Special Warishita Sauce | Other ltems 1120 |
Fresh Cream | Other Items | 100 i

whole Heart Foods - orders

Poison Hemlock x 10

| Reward (Rarty — [Fom
| 3,000 _‘( 2 | Madonna of ,”’,9 Greengrocers
Dendrobium x 2

Reward Rarity | From
| 1.000 Aot | Madonna of the Greengrocers
Curry Rice x 4
[_ﬂgygd ] Rarity ~ [From - A
[ 500 iy » Madonna of the Greenarocers
Nectar x 8
Reward  |Rarity [From

300 ®

Madonna of the éreengracers .

The Happy sKip Grocery - stock

— e S - :.
Mobias’s one-stop shop - stock
Mem [Ty [Price |
Anti-Paralysis Amulet Neck Accessory 18,000

| Sacrificial Doll | Meck Accessory 500

| Warning Brooch Neck Accessory | 1,000

| Tent Usable ltems | 4,000

Skill Manual “HP Boost” | Usable ltems 18,000
Skill Manual “Gritical Hit” | Usable tems | 4,400
Skill Manual “Fury Boost” | Usable Items 4,000
Skill Manual “Hide" | Usable Items 1,200
Iron | Other Items 400
Wool | Other Items 200
Silk ) | Otherttems 400
Satin Ribbon Other ltems 400
| Parchment - | Other Items 400
| Map of Astral | Otheritems | 1,000

|

Mobius’s one-stop shop - orders

Coal x 10

Reward Thariy Fom |
‘3,000 .’-{ff; Jack~o/—A/l-TradesW 7ﬁ|
Light Gem x 4

Reward Rarity  [From =
8,000 Loy Jack-of-All-Trades

Ashx3

Reward Rarity From N
500 vy uacobNRToes

Thunder Charm x 1

‘Reward |Rarity | From — =]
2,000 \Yetete | Jack-of-All-Trades |

fem " Trwe  [price
Blueberries | Usable ltems |40
Bigberries [‘gs_‘_a_lg/e ltems 1100
Blackberries | Usablo ams |60
Aquaberries | Usable ltems |30
Basil | Usable iems | 30
Fresh Sage Usable Items | 150
| Hot Chocolate | Usableltems | 50
| Glowstick | Usable ftems | 90
| Vile Goop | Usable Items | 300

The Happy sKip Grocery -

orders

Red Seed x &
Reward ——_—ﬁ'arity i .
500 B ___f‘
Blue Seed x &
Reward Rarity | From ]
600 I | High-Spired 6ir
Bizarre Fruit x 1
[Reward | Rarity |From o
| 2,000 | e | High-Spirited Girl
Perfect Berries x 4
(Reward




(+ WALKTHROUGH

AN RUDIENCE AT ASTRAL CASTLE

The king welcomes you warmly to his castle and sends you to wait

on the second floor while the remedy is prepared. There, you find

a treasure chest with Health Seeds, and a harvesting point that you
can't harvest without Reimi. (Despite the message about “rare items,”
it contains mostly mundane recovery items, but the EXP bonus for
harvesting it is unusually high.)

When you head downstairs to collect the remedy, you'll discover
that it's been stolen by Black Eagle, the notorious bandit. Edge vows
to catch Black Eagle and storms out of the castle, but you should
storm right back in to search the

chest behind the king’s throne.

The Famed Sword “Veinslay” is

significantly stronger than any

other weapon available to Edge at

this point in the game.

The easiest way to beat Black Eagle is with 2 combination of Blindsides
and Rush Mode combos. Begin by launehing Black Eagle up with a
) firmant ' directional comba, then reposition Edge and be ready for when he
m’;:;‘:“’ charges to unleash a Blindside. After you score with a Blindside, getin
three good hits and then launch into your best special art combo to pile
on the hurt. A few eyeles of that should charge up Edge's Rush Gauge.
allowing him to Unleash a Rush Mode combo for a few thousand points
of damage. (Just because Edge is alone doesn't mean that his Rush
Mode combos
are:any less
effective—
he'll simply
do all of the
parts himself
instead of
passing it off
toan ally.)

No one in Astral Gity seems to know much, so hop a barge
back to Tatrol. There, you'll find two witnesses who have seen
Black Eagle: the Unlucky Old Woman south of the statug, and
«the Manly and Upright Wartior standing near the entrance

to the colosseum. Only after you've spoken to both does the
clerk allow you to enter the colosseum. Edge must now fight
Black Eagle one-on-one, so make sure he's fully rested and his
gguipment is up to date before the battle begins,




UNFINISHED BUSINESS IN TRTROI
ANDO ASTRAL CITY

After your colosseum victory, tuck Reimi in for the night and head
outside to get some fresh air. The next morning, Reimi rejoins you,

and a new quest presents itself. Before you rush off to cross the Astral
Desert south of Tatroi, you may want to spend some time accepting
and completing the many new side quests that have opened up in Astral
City and Tatroi.

If you want to get a jump on things, accept all of the Astral City quests,
and pick up a Sweet Fruit in Astral City at the Whole Heart Foods

shop. Head to Tatroi to finish the “Locked Out” and “The Stray Carrot”
quests, and then accept all of the new quests available there. Raise
your Entomology and Ornithology skills as much as you can and head
back to the Calnus, battling Axe Beaks and Honeybees along the way.
Take the coastal route so you can give the Sweet Fruit to the girl on the
docks (finishing yet another quest), then grab the Seafarer’s Treasure
on the nearby beach. Visit the Calnus to fix the Music Box, then head
on back to Tatroi and hit the newly reset harvesting and mining points
on the way. You can finish ali of the remaining quests when you reach
Tropp.

"+ QUESTS IN ASTRAL CITY

ol
acious tresoorel |E's baen stolent

SIDE QUESTS

LOCKED OUT
AEWARD: 300 EXP, 14 Party SP

THE LATEST BERUTY FAD
REWARD: 1,000 EXP, 46 Party SP

Speak to the Careless
Shopkeeper near the fountain
in the Astral City square. She
hopes to reopen her shop, but
can’t find the keys, which she
apparently lost at Gordeau’s
Spirits in Tatroi. Don’t waste
time searching the pub; just talk to the Tavern Bartender who is
waiting outside of the door in Tatroi near the statue. Once you return
the Weapon Shop Key, Treasure Hunter Weapons is once again open
for business! The stock contains a Sylph’s Saber weapon for Faize
and Astral Armor for Faize and Edge.

MUSICAL MENDING
REWARD: 1,000 EXP, 45 Party SP, Recipe Memo 06

The Teary-Eyed Girl outside
The King's Inn has broken her
music box. With Welch’s help,
it'll be easy to fix; the Music
Box is a level 1 Engineering
recipe requiring only the girl’s
Broken Music Box and a single
Repair Kit. Repair Kits are sold at the Tool ‘R’ Us store in Tatroi for
100 fol.

The Heavily Made-Up Lady north of the fountain wants ten Peryton
Droppings, which can be earned by battling Axe Beak foes. Meracle’s
Ornithology skill makes winning them easier, S0 boost it up as much
as you can. There's a good spot east of the bridge in the Northeast
Astralian Continent where you can easily arrange an ambush of two or
three Axe Beaks, which increases the odds of getting items to drop.

THE STRAY CARROT
REWARD: 1,200 EXP, 48 Party SP

Talk to the Overly-
Cautious Knight
who appears in

the second floor of
Astral Castle after
saving Reimi. He'll
ask you to find his
stolen... Carrot
Doli?! Whatever!
You'll find it in the pub at Tatroi, in the pocket of the Manly and
Upright Warrior. You'll need to equip Bandit’s Gloves and have your
Pickpocketing skill at level 6 or higher to snatch it.




Treasure Hunter weapons - stock List

ltem Type Price ;]
Blessed Sword Weapon 700 o]
 Bastard Sword | Weapon 111,000
Torch Bow Weapon 800
| Sviph’s Saber Weapon 19,800
Dragonscale Armor | Weapon 3,500
Bronto Armor Armor ' 3,800
Astral Armor Armor 16,000
Mystic Chainmail Armor 1,000
Blizzard Protector Ammor 1,200
| Streaked Chainmail Armor 12,400

"= QUESTS IN TATROI

* WALKTHROUGH

Treasure Hunter weapons - order List

Platinum x 4
Reward  [Rarity  |From \
5,000 T | Careless Shopkeeper \
Meteorite x 2
Reward [Rarity  |From g
3,000 | ririy Careless Shopkeeper
Ruby x 2
Reward Rafg WO WFeom I
4,000 | Yerr | Careless Shopkeeper |
lcecrusher Sword x 1
{Reward Rarity From E i
3,000 e | Careless Shopkeeper

SIDE QUESTS

MISSING BROTHER
REWARD: 300 EXP, 50 Party SP

THE SHODDY DOLL
REWARD: 400 EXP, 42 Party SP

Fez, in the Twin Books skill shop, wants you to find his missing
brother and deliver a note to him. You’ll find him waiting at the
docks in the city of Tropp, but he won't be able to find his way
back until you're able to clear out all the Astral Desert quicksand
by completing the two Sand Bird quests later in the game. When
the quicksand is gone, he'll head straight back to Tatroi. There,
he’'ll open his own counter in the Twin Books skill shop, and sell
the rare skill manuals for HP Boost, MP Boost, No Guard, and
Auto Healing.

THE SEARFARER’'S TREARSLURE
REWARD: 400 EXP, 22 Party SP, Seafarer’s Harpoon

The Dutiful Sailor in the east part of town lost an Old Pendant at
sea and hopes that it has since washed up on the shore. You'll find
it in the Northeast Astralian Continent, on the beach closest to the
Calnus. Your

reward for
returning it is
the Seafarer’s
Harpoon, a
weapon for a
future party
member.

CRAZY FOR GRAPE JUICE
REWARD: 800 EXP, 50 Party SP

The Fruit-Crazy Old Man south of Tatroi's central statue wants to
special order some grape juice from Tropp. You'll find the juice
dealer in Tropp’s Weapon Shop, and he’ll sell you a bottle for 300
Fol. Bring it back to claim your reward.

Speak to the Shadowy Dollmaker southwest of the statue, and he'll
give you a Wooden Doll to deliver to an inn patron in Tropp. The
woman you bring it to won't be happy, but you'll receive your reward
when you .

return to the
Dollmaker
all the same.
He'll then
offer you the
“In Search
of Anessa”
quest,

IN SERRCH OF ANESSH
REWARD: 800 EXP, 38 Party SP

When you complete “The Shoddy Doll” quest, the Shadowy
Dollmaker offers this follow-up quest. The girl you're looking for is
Anessa the Tomboy, hanging out by the lamppost northeast of the
barge in Astral City.




: QUESTS IN TRTRO!

THE FIRST ERRRAND THE SECOND ERRAND

REWARD: 150 EXP, 30 Party SP, Ultimate Bomb x 2 REWARD: 300 EXP, 32 Party SP, HP Absorption Unit x 4

At her Tatroi home, Jasmine, Queen of Inventors sends you on a After completing the first task, speak to Jasmine for your next
series of item-gathering errands. To finish the first one, bring her mission: gather nine Bee Stingers. The Entormology skill should
ten pieces of Fresh Sage. You'll find your reward in the open chest make it easier to squeeze them out of the local Honeybees.
behind you.

THE THIRD ERRAND
AEWARD: 600 EXP, 32 Party SP, Time Stopper x 1

For the final errand (for a while, at least), Jasmine merely wants
13 pieces of Wool. You can purchase them at Mobius’s One-Stop
Shop in Astral City for a total cost of 2,600 Fol.

chaz’'s Books - stock LIst

{ltem Tyﬁe Price

Skill Manual “Anthropology” Usable Iitems | 800

Skill Manual “Botany” Usable Items | 900
Skill Manual “Parapsychology” | Usable ltems | 1,000

Skill Manual “HP Boost” Usable Items | 8,000
| Skill Manual “MP Boost” | Usable ltems | 8,000 |
| Skill Manual “No Guard” | Usable ltems | 3,000 |
| Skill Manual “Auto Healing” Usable Items | 4,200 j

’+ QUESTS IN NORTHERST ASTRALIAN CONTINENT - R

FOOO RUN
REWARD: 600 EXP, 42 Party SP, Recipe Meno 19

After curing Reimi and speaking to the cat-gir! near the arch between
central and eastern Tatroi, return fo the Patiently Waiting Girl on the
docks near the Calnus. She desperately desires a Sweet Fruit, which
is sold at the food shop in Astral City. When you bring her one, she
rewards you with the recipe for the Wisdom Bracelet.
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CROSSING THE DERDLY SANDOS ON BUNNYBRCK

The entrance to the Astral Desert is in the southwest corner of the Tatroi Area, but you won't get anywhere

near Tropp without a Bunny. If you attempt to cross the flowing quicksand on foot, you'll sink into it and
reappear at the entrance of the area. You'll need a big fluffy Bunny to stay afloat.
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Gross the bridge north towards
the central part of the Tatroi Area,
and hunt down the giant pink
Bunny. Circle behind it and press
@ to hop on. You can hop off
with @, but the Bunny runs away,
forcing you to catch a new one.

While on a Bunny, you won’t be
able to enter the menu or use
Reimi and Bacchus’s Harvesting
and Mining skills. You can still
open treasure chests and pick

up glowing white items with €,
although positioning the Bunny in
front of them can be a challenge.
When you encounter an enemy,
battles unfold as normal, and
you'll still be riding a Bunny when
you return to the field.

The chest at the oasis holds
something cool: a Silver Chalice

that acts as a bottomless Blueberry,
recharging after every fifth fight. (Not
that Blueberries are in short supply
or anything...)

TWO PATHS THROUGH THE ASTRAL DESERT

There are many rivers of quicksand in the Astral Desert, but only the first
one completely blocks your path. Once you cross it, you'll have a choice
to make: continue hopping west to Tropp, or ditch the Bunny and cross
the desert on <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>