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Far safe use ol this product, carsfully read the fellowing section of this menual and the Precautions section of
o instruction manual susplied with the PSP {PlayStation®Porteble) system betore use. Hetain hoth this
thiar manual and the instruction manual for future reference
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POWER/HOLD switch

Front view
Disc cover  DC OUT connectors
{1 e " [& I 5 ].I
IR port J USB L OPEN latch

connector

Ser up your PSP* (PlayStation*Portable) system according to the
_instructions in the manual supplied with the system. Turn the
system on, The power indicator lights up in green and the home

" menu is displayed, Press the OPEN lacch to open the disc cover,

~ Insert the FINAL FANTASY TACTICS™: THE WAR OF THE
sLIONS™ disc with the label facing away from the system, slide until
fully inserred and close the disc caver, From the PSP* system’s
home menu, selece the Game icon and then the UMD icon. A
thumbnail for the sofoware is displayed. Select the thumbnail and
press the @ button of the PSP® system to start the software. Follow
the on-screen instructions and refer to this manual for information
on using the software.

OTICE: Do not eject a UMD™ while it is playing.

Waming! Keep Memory Stick Duo media out of reach of small
children, as the media could be swallowed by accident.

0 save game settings and progress, insert a Memory Stick Duo
into the memory stick slot of your PSP* system. You can load saved
game daca from the same memory stick or any Memory Stick Duo
containing previously saved games.

Directional
buttons

MEMORY

STICK NS

puom™
access
indicator

WLAN
access
indicator

Analog stick
Strap holder

Left speaker ——

HOME button

PSP* (PlayStation®Portahle) system configuration
L button

LCO screen R button

) Daip = G e POWER
L indicator
Volume HDLD

indicator

Right speaker

START button

i SELECT button

Sound button

————— Display button

The following are the basic controls for FINAL FANTASY TACTICS:
THE WAR OF THE LIONS. For a more detailed explanation of

the specific controls used for a particular screen, please refer to the
corresponding section of this manual,

Battlefield Controls

Directional buteony

—

* Move cutsor
= Seroll batelefield (while holding che @ burran or viewing a unit's
moverient range) -

Analog stick * Rotare bacilefield
& button * Confirm
* Display Barele Menu for selected unit
@ button * Cancel
* Display selecred unit's movement range
B buton * Open Barle Menu
® bution * Highlight enemies and allies by color
R bution * Change cimera angle
L button * Zoom ||:|l infout
SELECT button * Display help

START button

*+ Return cursor oo unit

HOME butten

* Exir game




World Map Controls

* Cyele through units

Directional buttons * Mowve cursar
= Seroll warld map (while holding the ® huian
& bution * Conhirm
o Bfii & Evter ciny
® buton = Cancel
& button * Open World Map Menu
R button * Zoom map infout
L button * Zoom map infour
SELECT burton * Dhsplay help
START burton * Open World Map Menu
HOME button * Exit pame
Party Roster Controls
Direcrional buttons * Mowve cursar

Analog stick * Change displayed areribuze
@ bation * View detailed unic informacion
@ buiton = Cance
» Retirn o world map
® button * Ohpen Parcy Menu

® bution * Topgle status display onfoff

R button * Cyele through unies

L button * Cyele chrough unis

SELECT button * Display help

START button * Open Party Menu

HOME button * Exit game

Help

On most screens, pressing
the SELECT button

will allow you to view
explanations of game rerms,
menu options, and other
on-screen information.

reigns over the kingdom of Ivalice. A year has passed
since the loss of the Fifty Years’ War, The prince, though
but two years of age, has ascended the throne, his father
having been claimed by sudden malady. Too young to
rule, the prince requires a regent, who would be king in all
but name. The queen’s brather, Duke Larg, had seemed
the obvious choice for the regency. However, fearing the
influence such an appointment would give the queen, the
Council refused to back him. Instead, they appointed the
king's younger cousin, Duke Goltanna, as regent.

Duke Golranna and Duke Larg were both generals who
had distinguished themselves during The Fifty Years'
War. Duke Goltanna counts as ally the greater part of the

aristocracy loyal to the Crown. However, the fallen nobility

and free knights left in the aftermath of The Fifty Years'
War have aligned themselves with Duke Larg,

With Duke Goltanna under the banner of the Black Lion,
and Duke Larg under that of the White, the stage is set for
what history would one day record as the War of the Lions.

&




Ramza Beoulve

T have no with to change the world. ™

The knight apprentice who rakes center stage in
this tale, He is the youngest son of the proud and
storied House Beaulve, long famed for producing
leaders of the Order of the Northern Sky, grearest
of the Four Orders, Count Orlandeau and

Elder Simon often remark on how closely Ramza
- resembles his father, Lord Barbaneth Beoulve,
-when he was yet in his youth,

- The issue of his father’s paramour, a baseborn
woman of the Lugria family, Ramza often fele
himself o be beneath his trueborn brothers, He
believes that true justice lies not in highting for one's
self, but for athers, and detests those who would
sucrifice others to further their own ends, whatever
the cause.

Delita Heiral
i your bivth and faith that WTOHE Yo,
norl "

Ramza's most trusted childhood friend and
 fellow knight apprentice at the Royal Military
Akademy ar Gariland. Born of a mere
stablehand and his wife, Delita and his
 sister, Tierra, were taken in by House
Beoulve when their parents succumbed

- to the Black Death, Through the influence
‘of Ramza’s father, the late Lord Barbaneth, Delita
was admitted ro the Akademy, a privilege ordinarily
reserved for sons and daughters of the aristacracy,
However, as a commoner among nobles, he has
often feit our of place.

Alma Beoulve

“To live in an age so wondrous is blessing—
bt to live in Tvalice, even more one.”

Alma is Ramea’s true younger sister—born of a
different mother than the elder Beoulve siblings,
She actends the Eagrose Preparatory Akademy, and
her bright and cheerful demeanor charms all those
around her, Since birch, Alma has spent almose

hier entire life within a monastery, only recently
terurning to live at the Beoulve manse. Because

of their similarities—and closeness in age—she

- finds favor with Ramza over her other brathers,

Princess Ovelia Atkascha

"Wordd that Iwere born no princess.”

Adopted daughter of King Ondoria Atkascha I11,
tuler of the kingdom of Ivalice, She formally joined
House Atkascha on occasion of the death of the
king's second son,

Though it is widely believed that she is the truehorn
child of the late King Denamda 1V, making her the
half sister of Ondoria 1, she is, in fact, nat of the
royil bloodline. The Council, which abliors the
prospect of Queen Louveria tuling the kingdom,
installed her in place of the true princess, who died
long ago, so that she might succeed ro the throne,
Her true parentage is unknown,

Soon after Princess Ovelia entered the royal family, Queen
Louveria gave birth 10 a third son, Prince Orinus Arkascha.
The princess was then entrusted 1o the care of Duke Larg,
who arranged for her o be fostered within the quiet
sanctuary of Orbonne Monastery.

rias Oaks

“Have you wo pride—no honor?™

A female knigh serving in the Lionsguard, che
Crown’s persanal shields, Rising rensions berween
Dukes Larg and Goltanna after the death of
Ondoria 111 led to fears for the salety of Princess
Ovelia, and the Council dispatched Lady Oaks 1o
Orbonne Monastery as a guard, Her loyalty to the
royal family is unwavering, as is her strong sense of
moral clarity. Agrias sympathizes with Ovelia for
having to live sequestered away from the rest of
the kingdom.

Mustadio Bunansa
L a machinist. Do you knoy the history
af my trade?”

A young man who works in the mines ofﬂuug, the
Clockwork City. Mustadio is the son of Besrudio
Bunansa—a brilliant machinist famed for the
design of mechanical weaponry-—and, alongside
his father, he seeks to restore the countless relics
of antiquity that slumber deep beneath the ciry,
Young Mustadio has mastered the use of the
“pistal,” a device that can fire meeallic projectiles

ac high speeds when packed with powder.




During bartle, you can control the main character and the units under
his command. Your first task will be to choose which of these units ta
send into the fray,

Starting the Battle

4 When a battle is encountered on
the world map, you will be taken
to the squad formation screen. The

- As the game progresses, you will travel throughourt the kingdom of
Tvalice; visiting various locations and hghting bartles.

"‘\ number of units you can place on
| the held will vary from battle 1o
As you mave berween = * baule. In some cases, you will be

Iocatians on the world map, required to form two .ﬁ([u.:dx of units.
you will sometimes face bacdle

ot be chown evenr scones,

Squad Formation
Select units from your party and place them on the available riles. Press
the START button when you have finished positioning your troops.

Currently selected
unit and key
attributes (p. 23}

ez

in
of squad members
and remaining

Unirs can be plaged
on the raised tiles,

Lead your unitg inmw bacdle,
A battle fswan by mecring the
vhijective shown béforehand

Choose “Parry Roster” from
thie World Map Menuw (p. 20
10 arginize your parey and
prepare far battle,

Squad Formation Screen Controls

Directional buttons Meove cursor
START button Confirm squad
L L button, R button Cycle through units
& button Place, swap, or remave currently selecred
it
i ® button Jump to unit on currently selected tile
\"!’Ihl:n n rown, }"UU Lan visit i
§ taverns, outhiters, warriors i ® button Display selected unit’s starus screen
guilds, and poachers’ dens. | .




Once you have chosen your squad members, they will move to the
batdefield.

“The Art of War

Fulfill the objective displayed at
the beginning of the battle o claim
wvictory for vour squad. If you fail

“ o meet the objecrive, the main
character dies, or all your units are
either petrified or KO'd, the game

will end and you will be returned w the title screen.

At Battle’s End

When the battle is wan, you will

be rewarded with money (gil) and

items, and all of your units” HP
and MP will be restored.

The CT Gauge and Actions

A unit’s CT (Charge Time) gauge must
hill before chae unit can ace, Turn order is
determined by the arder in which units’
CT gauges reach 100, with an “AT" icon
appearing next to the unit who currently has the active turn. A higher
Speed attribute (p. 23) causes a unit's CT gauge to fill ac a faster rate;
allowing that unit to perform more actions than slower units.

=00 +@®

affects the number of actions that can be performed

given time-frame,
% @

Turns

When a unit's turn comes around, vou will be able to control the unit's
ACTInnNs.

1. Turn Begins
At the beginning of a unit’s turn, the Bartle Menu {p. 15) and the
unic’s status panel (p. 23} are displayed.

‘This icon is displayed
above the unir with the
active turm

n order |
tal units

2. Issue Orders (p. 16)

You can then seleet "Move,” “Act,” or “Wait” from the Battle Menu,
During the course of one turn, it is passible to Move once and Act
onee, in whichever order you choose,

Move s a different

cnemy uiics or End turn without caking | <22

ion on the use abilities, any furcher actions.

attleficld

3. Choose Facing

After both moving and acting, or afrer choosing the Wait command,
you will be prompred to decide the unit’s facing. A unic’s chance to
evade artacks depends on the direction from which an attack comes, so L
.Il\'\'il}" \:Llc[npl (1] i'fL).\'i!il'll }'(]U]' .‘:l]”i‘d ”l{'l]'l]JL'l'.\' in .'Gl[l-h a \’\"a}f Lha[ [']'l(!
L‘ll(‘m_',-' must a[L:iL']i [l'l(:“\ ]1L"\ld—“||.

Effect of Actions on CT

The commands yon give a unit during its rurn will affect ivs subsequent CT
gauge value, Units thar rake fewer setivns will find their wrn coming around
faster than units that perform all available actions.

Both Move and Act used CT drops ca b

Move, then Wait

CT drops 10,20

Act, then Wait CT drops to 20

Wait only CT drops co 40




The Battlefield
Bartlefields are made up of various types of terrain. It Is important to
take the terrain types into consideration when maneuvering your units
in battle.

Movement range
Selecring a unit and
pressing the @ buteon
will display thar unir's
pussible range of
movement in blue,

Status panel (p. 23} Tile height

Units labeled with
“Guest” in the upper lefe

corner will move and act
automatically during the
battle, "Enemy” denoes
hiostile units,

depth is also shown

for water tiles.

The Battle Info Menu

Pressing the @ button will open a menu that allows you to view
informarion abour all units on the battlefield, as well as adjust various
game settings,

Turn List

Selecting “Turn List” from the
menu allows you to view the
upcoming turn order of every unic
involved in the battle. Certain
conditions can change the order, so
bC sure to Ch:ck [‘h(‘ liﬁl’ F!'L‘.ql]fl'll’h"
~and carefully.

Bridges and Movement

When a tile exists at the
same coordinates bath on
and under a bridge, the
cursor will automatically
toggle back and forth
between the two when
placed at that position.

Unit List
Selecting “Unit List” from the menu allows you to view the status of all
units, and is navigated in essentially the same way as the Party Roster

{p 22), However, the following menu will be displayed when pressing
the START bucton or @ burton.

Unit List Menu

Sort Units Sort units according to the selected value.

Find Unit Return to the baulelield, jumping o the selected unie.

Options
Selecting “"Options™ from the menu allows you to adjust various game
settings (p. 21).

The Battle Menu :
When a unit's turn has come around, press the & button disphy the -
Bartle Menu. You will then be able 1o is ommands and check that
unit’s status. The menu options available may vary depending on the
unir s starus,

Maove (p. 16} Move the unit to a different location,

Act (p. 17) Artack or use abilities.

Wait (p. 17)

Choose a facing and end turn.

View the unit's status.

Status (p. 22)

Al Setan Al partern to govern the unit’s actions,
Al Settings

Manual Control the unit yourself,

Berserker Attack selected enemy,

Drefender Support selected ally,

Healer Heal wounded allies.

Coward Artempt to flee to saféry,

Earning EXP/JP and Gaining Levels

Successtul actions will ears a unit EXP (Experience Points) and
JP (Job Points). After earning a certain amount of EXP, a unit
will gain a level (p. 23), and receive a corresponding increase

in atcribures. Earning |I* will allow a unit to gain job levels and
possibly gain access to new jobs (p. 26),
# Whenever a unic earns T, the other units parriciparing in the bactle will also earn a

sukall amaount of JP towards thar unic's job,




Choose “Act” from the Battle Menu
to artack or use combar abilities.

“The unit with the "AT” icon
displayed above its head can be
ordered 1o mave, perform an
action, or wait.

Move ;
When you choose “Move” from the Bartle Menu, the tiles to which a Auacking B0

unit can move will be highlighted in blue. Select the tile to which you 1 iles in artack range re hl,‘-‘.'lilg_,i1l'_t‘.d
wish to move the unir and press the @ button ro move there, in red once you select “Artack.” Use

the cursor to select the tile you wish

A unit’s movement range is derermined by terrain, weather, and the ta: targee.
*unit’s Move and Jump artributes.

Using Abilities
Each job has its own unique abilities. Choose the ability you wish to
use, and then select a target. Abilities must be learned via the Abilities
sereen of the Party Roster (p. 25) before they can be used.

Special Tiles

On the batdefield, vou will
encounter certain tiles to which
your units cannot be moved, such
as lava or deep water. To move to
these riles, units must be assigned
“ certain special abilities (p. 25).

Cerrain abilities require time to execure, You can check when an abilil}'
will be executed in the turn list by pressing the left or right directional
button while selecting an abilicy.

Some tiles may also contain hidden traps, or even conceal items. W:th ST
Selecting “Wait” allows you to choase which direction the unit should
remain facing and end its turn without further movement or action.

Traps and Hidden Items

When a unit moves onto a trapped tile, an effect (such as Sleep) will
be activated. However, a unic with the Treasure Hunter ability can
bypass traps to obtain the items hidden on trapped panels. Not all
trapped tiles contain hidden items, though, and moving back to a
teapped tile after obraining irs item will spring the trap, even for units
with the Treasure Hunter ability.

Mounting Chocobos and Picking up Items

When a chacobo is present in your squad, a unit can mount the
animal by moving to the tile it occupies. It is also possible to pick up
crystals and treasure chests (p. 19) by moving to the tiles they occupy.

When selecting a target for gn artack or ability, the expected result
will be displayed along with the probability for success.

Expected result

Estimated damage or
ather effect




Status Ailments

A variety of status ailments can be inflicted on your squad members.
Check the help rexe (p. 4) for hints on how ro cure these afflictions,

Status ailments can restrict a unit’s actions, and, under certain
circumstances, even result in the affliceed unit being removed from
the party at the end of the bartle.

Poison

Gradually drains HP.

Slecp

Puts unit o sleep, preventing all actions.

Silence

Prevents use of magicks,

Blind

Reduces necuracy of physical artacks.

Confuse

Cannot issue commands; unit areacks enemies

and allies alike.

Charm

Cannot issue commands; unit artacks allies.

Berserk

Boosts Artack, bue cannor issue commands; unit

attacks enemies.

Doom

Displays countdown, reduced by | each murn;

unit is KO'd when count reaches ().

Immobilize

Prevents movement.

Disable

Prevents actions.

Stone

Thirns unit to stone, preventing all actions,

0il

Causes weakness 1o fire.

Toad

Lowers ateributes; unic can only use “Awack” or

the black magick “Toad.”

Chicken

Causes unic to flee, not participating in

the battle.

Undead

Causes healing iterns and magicks o damage

the unit.

KO

HI is 0 unit cannot act.

Defeated Units
A ntimber will be displayed above
a unit that has been KO'd, and this
I'lllmht‘r “'i“ dL'CTL".IS{: CVI:T‘\' time
that unit's turn comes around. On
the turn after this number reaches
zero, the unic will disappear and
]TL' I'L‘pi'ﬂﬁ:‘.'il h)-’ a treasure L'I]L'Sl ora
crystal. The defeated unit will then be removed from your party.
Thl‘ ame I:‘.I'l({h' [!‘This hﬂl"l)t'n\ T T]'IL‘ I'['lH]IT] ch:irac[cr.

Defeated enemy units will also be replaced by treasure chests
or crystals.

Treasure Chests
You can obtain the item inside a
rreasure chest by moving a unit
Qnto [hL‘ same ['Il]C as th L']l(.‘SL.

Crystals
Upon moving into the same rile as
a crystal, you will usually be given
two options: acquire the abilities of
the fallen unit, or recover HIP? and
MP. Some crystals only give the
aption to recover HP and MP.

Desertion
Units that end the bartle as chickens will be removed frem your party.
Units will alsa leave the party if their Bravery (p. 23) drops oo low,
inducing cowarc or their Faith grows too strong, leading them to a
ual calling,




O the world map, you can move your party to new lands and
locations.

You will alse have access to various establishments when you enter a
town or city {p. 28},

A View of the World
To enter a town and gain access o its shops and guilds, first move
your party to the location you wish o visit, and then select its icon

and press the @ button.

A full day will pass every
Thme you mave your
party 1o the next paint
an the map,

Present location

Current gil

City Establishments

World Map Menu

Press the START button or @ button to open the following menu:

Move Moave to the selecred location.

Party Roster Adjust che setap of your unirs (p, 22).

Chronicle Review infarmarion abour the events that have occurred and the
characters thar you have encountered, 2

Turorial Acewss the in-game tuorial (p. 9).
Data Save, load, or delere game dara.
Options Adjust various game serrings.

Selecting "Options” will open the follﬂwing submenu:

Cursor Movement Set the contral scheme for the bartleheld cumsar,

Setthe repeat rate for the baulefield cursor when a
direcrional burron is held.

Cursar Repear Rate

Multi-height Toggle Rate Set the rate at which the cursar will toggle between

the upper and lower riles when on a bridge (p, 145

Ser the length of the delay befare menu cursar
movement repeats when a directional buteon is
held

Menu Cursor Speed

Tayern {p. 28) Hear rmors and gossip, complete errands
earn gil, or participate in Wireless Play (p. 32).
Outhirter (p. 29) Buy and sell items.

Message Speed Set the speed at which messages should be

displayed.

Warriors’ Guild (p. 30)

Hire new units for your party, or change the
names of your monsters,

Battle Prompts Ser wherher or nor o display explanatary messages

cluring bartle.

g '_I‘-inchers' Den (p. 31) This store only becomes accessible after you have

ot progressed past a certain point in the game, In
addition m selling standard irems ar half price,
poachers’ dens also allow the apportunicy 1a
purchase rare equipment.

Set whether or not to display ability names during
bartle,

Display Ability Names

Set whether or not to display messages describing
ability effects during battle,

Display Effect Messages

Moving on the Map
- Move around the map by selecting the location
you wish ro visic and pressing the @ bucton.

Story destination. Moving here will result in
a battle o scene thar advances the plot.

Maoving to these locations will accasionally
result in battles,

Display Earned EXP/]P Set whether or not to display the amount of EXP

and JP' earned by units in bartle.

Set whether or not o highlight enemy and ally
units in different colors during batle,

Target Colors

Display Unequippahble Ser whether or not unequippable ivems should be
Trems shawn in the list when selecting equipment fora
unie {p. 24).

Optimize on Job Change Set whether units” equipment should be re-
oprimized when they change jobs.
Restore Default Settings Restere all aprions to cheir default seteings by

selecting “Defaultes,”




Access the Party Roster from the World Map Menu (p. 21) to view
your party's statistics, and manage your units.

The Party Roster Screen

Basic information {or the currently selected unit is displayed ac the
battom of the screen, Press the @ button to view a unit’s starus in

> greater detail, Pressing the START burton or @ button while on the
Party Roster screen will open the Party Menu (p. 24), from which vou
can mudif‘v the selected unit’s serup.

Autributes vo display

You can toggle the
attribmies displayed
beneath vour units by

pressing lefe or righton
the analog stick,

Basic status

Viewing Unit Status

Press the @ burton to view the status of the currently selected unic.

Atrtributes

Equipment

Unit aumber

neny
cator

Job (p. 26}

“PARTY ROSTER

Basic Status Panel

Lv. “The unit’s level, Increases for cach 100 EXP pained, resuli-
ing in an inceease in other attributes.

EXP Fxperience paints. Obtained by successhully amacking or
using abilities,

Hre Hit points, Reduced when the unic is attacked, IEHP is
reduced to @, the unit is KO'd,

MP Magick points. Used ro cast spells, and damaged by
certain aracks.

CT Charge time. A unit can take a turn when CT reaches
Tk
Ally/Enemy @ (i blue dor) indicaees an ally,
Indicator ® (1 red dot) indicates an enemy,
Zodiac Sign Compatibility berween signs affects the amount of damage

twa unirs deal to one another. See the in-game help {p. 4)
for more information,

Bravery Affeces the amount of damage deale by the unit's physical
artacks. A unit is turned into a chicken {p. 18} If Bravery
drops o 10 ar below,

Faith Affects the srrength of magick cast by ar on the unit.

Attribute Panel

Move The maximum distance the unit can move per .

Jump The unit's maximum jumping distance.

Speed “The rate ar which the unit’s CT gauge refills.

RIL The Atrack and Weapon Block Rates for the weapons in the unit's

right and left hands, respectively.

ATK The unit's Artack (rop) and Magick (botiom) atribuces,
C-EV The unic's physical (cop) and magickal (botem] Evasion actribures.
S-EV The physical (top) and magickal (botcom) Evasion races for the unit's
shield. ¥
%5
A-EV The physical (rop) and magickal (boteom) Evasion rates for the unit’s
BECESOTY.

M(_mster Eggs

If you have one or more
monsters in your party, they
will occasionally lay eggs.

These eges will be added 1o the
Party Roster, and when an egg
hatches, a new monster will join
your ranks.




~ Five options are displayed in the Party Menu that allow you to modify
the setup of your unics.

> 1. Equipment
You can change your equipment or check your inventory from
this screen.

Anribures with selected
item equipped

Equip

Choose the piece of
equipment you wish to
change and press the

B burton to display a list
of items available for that
slat. Trems that can be

equipped appear in black.
Number equipped by units
Total number owned

Equipping Items
Right Hand

Eequip & weapon 1w boose Arcack or a shield 1o boost
Evasion.

Lefi Hand

Fequip a weapon to boost Armack or a shield 1o boost

Evasion,
Head Equip headwear ta boost HP.
Buody Equip armaor to boost HP.

Equip an accessary for various special effecrs, such an
increased Maove artribute (p. 23),

Accessory

automatically equip units with
_the strongest available items in

the party’s inventory. These items
will be chasen according to their
numerical actribures, without
regard to any additional properties
they may possess,

Remove
Select “Remove” to remove equipped items from the unit.

View List
This command allows you to reorder, discard, unequip, sort, and find
items in your inventory. Select one item and then another item 1o swap
their positions in the list. Selecting an item and pressing the € button §
a second time will open a menu allowing you to discard, unequip, or

sort items. You can also press the @ button to display which units are
equipping the currently selecred irem.

2. Abilities

Each job (p. 26) has a unique set

of abilities that can be learned by
spending JP (p. 27). By using the
“Assign” command, you can assign
known abilities to a unit even if its
job is no longer the one from which
thase abilities were learned. To
learn or assign abilities, select “Abilities” from the Party Menu,

Ability Types

Comba abilities. The unit's job ability appears in the rop
slot: the second slot may be assigned any action ability
the unit has learned.

Reaction Abilities activated when the unit is attacked.

Abilities

Support Abilities that provide the unic with boosted artribares;

Abilities the ability to equip more items, or other similar
enhancements.

Movement Abilities that affect the unit's merhod or fange of

Abilities OVement.

Assign
Use this command ro assign abilities. Choose the type of ability you
wish to assign, and then select the desired ability,

Remove
Use this command to remove abilities thar have been assigned
previously,

Learn

A unit can learn new abilities by spending JP.
First select “Learn,” and then the job which has
the ability you wish to learn. Available abilities
will be displayed in bold.



Choose “Job” from the Party Menu
o change the selected unit's job.
Hach job has abilities thar units can
learn (p. 25) by spending Job Points
~ (JP). A unit's job also determines

- the equipment it can use.

Job Levels and Prerequisites
%:11 a Lll]it ]13& ;l(.l_'l”]'lLllillt'd
enough JP in its job, its job level
will increase. Reaching higher job
levels unlocks new jobs. Some jobs
require that a unic has acquired
certain levels in multiple other
jobs.

Changing Jobs

Choose “Job” from the Party Menu w open the job selection screen,

Currently
selected unit
Press the L button ar |
bution ro cycle through
Viour units.

Currently
selected job

Available job
[obs available to the
unirt are illuminared.
4. Dismiss
Selecr “Dismiss” ro remaove characiers that are no longer useful to the
party. Be careful when using this command, as dismissed units will
NOT rerurn.

5. Sort Units
Sort the Party Roster by selecred
criteria.

Viewing Job Information
Press the @ burton while viewing
the Status screen (p«22) fora unit
ta display a list of the jobs available
to that unit.

Lv. Curremt job level,

Total Toral number of JP earned rowards selected job.

Next Number of ]I required for next job level.

14 Number of | available for learning abilities (p. 25), Using TP w learn
ahilicies will nordecrease the wtal JP for the selected job.

Viewing Ability Information
Press the @ button while viewing job information to display a list of
the abilities for the selected job. Abilities that appear in black have

been learned, while abilities yet to be learned are shown in gray.

Abilities

MrP The number of MP required 1o use the ability.
Speed The amount of time required to use the abilig (p, 17
i3 “The amaint of JP required to learn the ability,




‘Once in a town or city, you will have access to establishments such
a5 taverns, outfirters, and warriors’ L.:ui|d'-‘ each of which provides
different services.

Taverns

In a ravern, you can |}ick up putcmiully useful rumors, take on
errands, or use the PSP* Ad Hoc Mode to challenge, or team up with,
another player.

Rumors

Listen to gossip and rumors from across the kingdnm.

Errands

The option to send your units on treasure-hunting expeditions and
other profit-making venrures will become av. 45 YOU Progress
through the game. After an errand has been completed, you can rerurn
to the tavern to hear a report of the results and allow the units to
rejoin your party. Some errands require fees far participation,

Read the derails of the

Select the errand you wish o
accept, then press the @ burton.

Once the errand is comiple
o send on the errand. The the units will be waiting 1o
sesutdts of the errand will vary
depending on the jobs and
levels of the units you send,
and the selecred units will be are currenthy underway in the
semoved from your party for Chronicle, accessils
the duration of the errand. World Map Menu,

give ireport of the resules the
next time you visit the avern.

nds

You can see which errs

via the

Melee and Rendezvous (p. 32 — 37)
Using Ad Hoc Mode, you can face off against anocher player in melee,
or work together to complete a mission by selecting “Rendezvous.”

Outhtters

You can buy and sell irems at an outfivter.

Buying ltems
After selecting an item you wish to buy, use the directional buttons to
choose the quantity, and then press the & burton.

Available items

PIOEIESSCS,

CY |’J'IJT]'I FomaT Lo [OWTl, JHIJ L']'Illl'lg{‘ as {h(‘ SLory

Ttem name and price

You gan checl which

units can equip a

selected item by pressing

thie @ burton.

Number currently
equipped by units /
Total number owned

Selling Items
After selecting an item you wish to sell, use the directional buttons o
sdjust the quantity, and then press the € button,

Number currently

equipped by units /
Total number owned

Selling price

Fitting

Selecting “Firting” at an outfiteer will
allow you to try on items in order

to see how equipping them would
change a unit’s ateributes. [rems

being tried on will appear in red.

Fitting Room Menu

Try On Select a location, and then select an available irem from the list 1o

Yot on,

Optimize Equip the unit with the best combination of frems from your
inventory and that of the outhrrer,

Puar Back Remove an item thar is heing tried on,
Sell Selecr an item equipped by the unit to sell i
Done Leave the fitting room. You will be presented with the oprion of

purchasing or rerurning all ivems being tried on,




P I
Warriors’ Guilds

At a warriors' guild, you can spend gil to hire new units for your
party. You can also change the names of any monsters in your parey,

Male Soldicr

Hire a new male recruit.

Select “Male Soldies™ o be
presenved with the seas screen

er "Hire,” “Don't

for a wnis, then press the @
button, @ bucon, @ burron, or

& burton. the unit's status screen again,

ew Info” to checl

Selecring “FHire” will open a

en. Name vour

e EnEry 3 ’
NEW e sing the method unit will be d o, Choose
explained on page 8 Yes" or "N, or "C. v

Mame” for another chance o

name the unit.

Female Soldier
“The process for hiring female units is
the same as that for hiring male units.

Change Name
Select a monster from your party to
change its name.

)
Poachers’ Dens
As vou progress in the game, poachers'
dens will become aceessible in certain
b . y
towns and cides. Normal items here are
sold ar half price, and they
access to rare and wondrous items.

lso provide

Entering the Den

You \.1|1.:|]1|)-' enter a poachers” den if a
unit assigned the thiel (p, 40) support
ability “Poach” is present in your party.

The Profits of Poaching
‘The variery and quantity of items available in poachers” dens will vary
depending on the type and number of moristers vou have hunted using
the Poach abilicy,

When a unit

Poach ability de

Ag you poach more monsters,

cabs: @ monseer, the inventory available

the monster will be poached. at-poachers” dens will be
expanded. The increased stock
will sometimes include rare
items,

Monsters cannot be poached during wireless play (p. 32), During
r, monsters defeated by units with the Poach abiliry will

wireless pl
simply disappear from the bacdefield.




Melee

Choose “Melee” while at a tavern to battle another player using Ad
Hoc Mode. You can earn valuable items by participating in these
battles.

You will need two PSP systems and two FINAL FANTASY TACTICS:

THE WAR OF THE LIGNS UMD"™s to use Ad Hoc Mode. If the cannection
is interrupted during play, there is a chance that your progress will be lost, so
be sure to save your game hefore starting wireless play.

Melee Battles

Your forces appear in blue, and
your opponent’s in red, with the
ng the greater reward.

Basic Rules

Defeated Units

KOYd unics are not permanently removed from your party
when the KO counter reaches zero. They are only removed
From the barrlefeld, Units defeared in this manner will
return to your Party Roster after the bartle.

Vietory Wihen all thie units of one side are KO'd or remaved from
the battlefield, the side with units remaining will be declired
the victar, In the case where the bartle exceeds the preset

3), victary goes to the side with the

limit on actions {p.
highest number of units remaining ar thae time.

Inyisible Trivisible units will appear to be transparent, and theis
ateacks will never miss. They will still be susceprible
attacks, however,

Poach Mansters defeated by units with the Poach ability will be
removed from the battlefield instead of being KO'd.

Entice Unies broughe aver to your side by means of the Enice
ability will act on their awn and cannar be given

commitngds

After the Battle :
A player’s units will retain all JP, job levels, and items obtained during
wireless play. However, items used during wireless play are returned to
the player's inventory, and sttus effects revert to their pre-battle state.

WIRELESS |

Starting a Melee Battle
After paying the fee, sclect “Host
Melee Batele” to become the
hosting player, or “Join Melee
Battle” to join a bartle hosted by
another player, and then wait for
YOUT DPPONENT o appear.

If an opponent cannot be found. you will be returned to the menu,
and your gil will be refunded.

Rules of Engagement
Once an opponent is found, the hosting player can set the rules of the
barcle. The visiting player must wait unil this process is complete.

Map Selection Select cither randam or manual map selection,

¢ Limit Place 4 limit on the amaunt of time available for
deciding units’ actions, Cinee thiz time is gone, you
will have only 15 seconds to complete each unid's
eurn before it defaubts o “Wair”

Action Limit Place a limit on the number of unit actions per battle.

Special Controls Turn special conerols (p. 33) on or off.

Select the method for laying traps, ar “None” 10 ser
10 raps.

Trap Placement

Ser the number of traps to be placed on the

Number of Traps
bastlefield,

Choose whether or not to allow use af the
Arithmeticks ability

Arithmeticks

Choose “Diefaults” o reset all options 1o their defiult
values,

Restore Defanle Settings

Map Selection

1f manual map selection was
selected, the hosting player will be
able to select the location for the
battle. Maps can only be chosen
from locations which the player has
alrcady visited.

Squad Formation
Once the visiting player has confirmed the map location, bath players
can assemble their squads (p. 11), just as they would before
a single-player battle.



rap Placement
- Selecring “Manual” for this oprion
allows each player to lay the chosen
= number of traps.

~ Controls for Trap Placement

Directional buttons Muove cursor,

1L butten, R button Selece trap type.

& button Place trap,
® bution
® bution

Lay trap randomly,

Shew riles where traps can be placed.

Moving a unit onto a tile containing a trap you placed will not activare
the trap. However, it is possible for both players to lay raps on the
_same tile,

== Beginning the Battle
* 'The battle will begin once all traps have been set. A “Communicating...”
message will be shown as the other player inputs commands for his or

her units, and you must wait for you own units’ turns before you can
input commands for them.

Number of actions taken /
Action |

Squad color

~ Your unics are displayed as
“Blue.” and your apponent’s
anirs are displayed as “Red”

Time remaining Time remaining
1o you to opponent

: Quitting

Either player can quit and return to the tavern during wireless
play by selecting “Quit” from the Battle Info Menu (p.14).

Spoils
After the battle, you will be allowed

o L']'"][INC a cerrain nllmbcr Uf.“' CAsLre
chests depending on the ourcome.

Special Controls
Turning on the Special Controls option allows che use of various extra
controls during bartle,

Knockback

Pressing the & butron just before landing a hit with the Artack
command will knock the enemy unit back one tile. For a unit using
the Dual Wield abilicy, the € button must be pressed just before the
second attack lands.

If the First Strike reaction ability activates for the enemy unir, ic will
not be knocked back.

Locking Weapons

The icon displayed in the image to the right

will appear when the probability of hitting an
enemy with the Attack command is close to 50%,
signifying that the units have locked weapons.
Both players must repeatedly press the € button
o Jt:!.L‘J'HliIIE‘ th‘ outcome.

1f the attacking unit gains the upper hand (i.e., presses the @ button
more times), its attack will ;unr:muticuﬂy hir and knock the dcfcnding
unit back one tile. Should the defending unic win the struggle, it will
evade the attack and respond with a Counter Tackle (p, 38,

Weapons will only become locked if the units are in neighboring tiles,
For units using Dual Wield, this effect will only occur on the first
-I[[:lL'k.

Disarming Traps

If you move a unit onto a tile
containing a trap, you will have
the chance to disarm the trap. A row of butron icons will be displayed
that you must ]Tla(ch le;] }'OLLI' own button })Tesses. IFY‘JL\ I“'dnﬂgf (143
press the correct buttons in the correct order within the time limit, the
trap will be disarmed. Any mistake will immediately set off the trap.



Pray

WIREL

Cooperative Play
Choose “Rendezvous” while at a tavern {p. 28) to begin a cooperative
two-player battle mission using Ad Hoc Mode.

Rules of Battle
Bartles proceed largely as they do in single-player mode. Satisfy
the abjective shown before the battle to win. The better your
performance, the greater the reward. Friendly units will not he
permanently slain, but if KO counters for enemy units reach 0, they
will transform into treasure chests or crystals.

Rendezvous Missions

There are various cooperative battle missions, each with their own
objective. You can attempt each mission as many times as you like.

Current record

The resubes for cach mission
will be evaluated on a scale of
ang to fiye stars,

After the Battle

A player's units will retain all JP earned, job levels gained, abiliries
learned from enemy crystals, and items obtained during wireless play,
However, items used during the batre are returned to each plaver's
inventory and status effects revert to their pre-bartle state,

Starting a Mission
After selecting “Rendezvous,” the following options will be displayed:

Elect to host the bactle or join anether plager’s batde,

then search for a partner and begin the mission.

Start Mission

View Available Missions View the currently available missions.

WIRELESS P1AY

Choose a Mission
Once a partner has been found, chis
screen will appear to the hosting
player. Select a mission to read its
explanation, and then select "Okay.”

If no partner can be found, you will
hf_' [L‘lLHI]l'li to l]]t: ravern men.

Squad Formation (p. 11)
Both the hosting and guest player will then be able to agsemble

their squads.

In battle, friendly units will be displayed in blue, and enemy units

in red.

Beginning the Battle

Just as in single-player battles, the
objective will appear at the start of
the battle, Coordinate with your
partner while controlling your own
units to complete the objective
and win the batde. You can exit
the battle at any time (p. 34) by
selecting “Quit” from the Baule
Info Menu (p. 14).

= OBIEGTIVE

Spoils

Once the objective has been met,
you will be rewarded with a number
of treasure chests just as in a melee
battle (p. 33). The number you
receive depends on the evaluation of
your performance.

If the objcctive is not met, the mission will be counted as a failure, the &
Game Over screen will appear, and then you will return to the tavern.



These are the primary jobs available to units in the pame. Certain
characters may also be able to use jobs that are not listed here.

Abilicies in red are reaction abiliries.
Abilities in green are support abilities.
Abilities in blue are movement abiliries.

Squire

W

Fundaments

capons Allowed  JENGHEETIe 1 B T NPT

Wandd-be warriors training ro-become heroes,

Employ basic battle skills, such as stone-thro

focusing one’s powe

Counter Tackle Counter enemy

Equip Axes Exquip axes even IF not normally permitced
Heastmaster Increage the abilitics of monsters in neighbaring riles,
Defend Dectense encmy's hiv probabilicy by half

JI" Boost Imcrease earned ]I by 5iF

Move +1 Iricrease movement mngs by 1

Aum-Pation

Automarically use potions when injured

Thiow ltems

Thiow ftems o units across the batdefield:

Safeguard

et
sfolen

Prevent equipped items from being ren

Reequip

Change equipment in the middle of bartle,

Treasure Hunter

Evade erups and discover hidden irems on the bartleheld.

Knight

Arts of War

Parcy

 Wargiors who are seeong of arm and pure of spirit, |

Sward, knight'

-t o
Destroy the enemy’s equipment, or deal damage to
attributes.

Uisé weapon 1o block enemy aricks:

Warriors who use hawl-like vision for ranged arvacks:

(o i

Alm

Carefully focus before loosing an attack to increase its

Adrenaline Rush

damage.

Reeceive a boost o Speed when atacked.

Ar

‘s Bane

Evade arrows

ip Crossbows

Fquip crosshows even if nof normally permined.

Concentration

ng the Attack commind,

Jump +1

Monk

Weapons Allowed

Martial artises who push body and mind w the mit,

Martial Arts

Critical: Recover HIY

Mane

damage.

Fully recover FIP if reduted o eritical scanis.

Counter

Counter enemy attacks,

First Strike

er hefore even being artacked

Serike

Bruwler

Lifefont

Recover HI' by moving,

White Mage

Regenerate

4

W
B

FUA

o

Cast Repen when anacked

Arcane Defense

Reduce damage teceived liom magicks.

Equip Heavy Annor

Equip heavy armor even if not narmally permitted

Equip Shiclds

Equip shields even if not normally permitred,

Equip swords even If ant normally pesmined.

| Fequip Swords




Black Magicks

Magick Counter

i

Cast magicks evoking elements such as ice and
o deal damage.

Coundter magick amacks with the same magick

I Arcance Strength

dealt by magichs,

—[ Increase da

Time Mage

Time Magicks
Criticul: Cruick

Mages who manipulare rime and space,

Stall’

Cast magicks that change the flow of time.
Ser il 4

e o 100 i reduced vo erideal s

Mana Shield

LoseMI inseead of HE when avacked

Swiltness

Reduce the ¢ rime of es by half

i
Teleport Muowe to tiles bevond normal movement range
Levitate Float in the air, as if aleced by the time magick Floar

Summoner

Summon

sans Allowed

cal: Recover MI'

Smtf, rod

Fually recover MP iF reduced 1o cricical stams

| Halve MP

| Reduce the MP cost of magicks by balt

Vigllance

Dietertd awomsatically when anacked.

Wartiors who wage war with wards, swaying
cnemies’ feelings or even their loyalties,

Speecheraft
effects.

Barplug cheraft
Equip Guns Equip puns even if not normally permitted.
Tame Turn eritically wounded enemy monsters o allies;

Beast Tongue Gain the ability ro use speecheraft against monsiess,

Staff, rod, book, pole

Warriars who manipulate the mystic weave to
inflict harm oo both body and mind,

Utilize arcanc powers to inflict stawus ailments or absorb
energy.

Mystic Arts

Ahsork MP

Detense Boost

When hit by magick, recover MP equal 1o it Casting S0s1

Reduce damage received fram physical atuacks.

Ignore Weather Avoid penalties for weacher when moving,

Manafony

Recover MP by moving,

Sword, axe

-
Unigue warriors whe use the land itself as 2 weapon

41

Attack enemies with natural features of the land.

Geomancy

Nature's Wath Counter encmy artacks with geomancy.

Gil Snapper

Seeal gil lram the chemy when anacked.

Attack Boost [ncrease damage dealt by physical sracls

Sticky Fingers

Intercept and carch frems chirown by the encmy.

Ignore Terrain Avold penalties for terrain type when moving,

Poach

Pouch enemies deleated by means of the "Anack” commang

Lavawalking

Giainl the ability 1o move and act ont lavi,

Move +2

1

Increase movement sange

Incredie maximum jumping distance by 2,

| Jump 42




Serategists decply learned in arichmerick law,
Arithmeticks Auntomatically target encmics with magicks based on

various algorithms,

When res

divide remainder among alli

el HI* inexee 1. AR AT

CupofLi

Soulbind Dieal ball of 1 od damage to cnemy when attckoed

% EXT* Boost Farn more EXI* for every action performed.
Warriors w.lm fight with skills derived Acerie EXP Farn EXP simply by moving,
from the wiys of the wyvern: ; .
2 Accrue I Earn [P simply: by moving,

Revive automatically when atracked and KO'd,

Draganheari

ip polearms even if nor normally permitred

Eguip Polearms

Agnore Elevation Avpid penalties for moving between tiles of different height,

apons Allowed Inserument

Régeive a boost 1o Magi

Magick Boost

Faith Boost K 1 Sepalat bod
Move +3 Ine

Fly Fly over enemies and obstacles when moving.

\
r ¥
3 ™

Masters of warfare who secle perfection
in swordplay 1o sharpen the mind,

€ MUVEITENL fange oy .

laido

Ronecrusher [eal damage to enemy equal to the samurai’s maximum

FIP-AF pedyced 1o critical scarus,

Shirahadori Frade enemy

Equip Katana Equip katana even if not normally permireed
Doublehand Hald a weapon with both hands o increase damage. Knife, cloth I

i i, 5 FaLes “dey 5 3 2. ’ s 3 Fh -
Swim Muve, stop, and act in water of depths up to 2, Waomen whase enchanting dances lead o enemies’ undoing,

Dance Lower enemies’ atiributes by dancing.

Fury a boost o Artack when attach

Bravery Boost = S-poine boost to Braverny

Jump +3 Inc naximum [umping distance by 3.

5 Allewed Knife, ninja blade, Hail " " Fly Fly over enemies and obstacles when moving.

Wartiors of shadow, operating from the
 darkest corners af history with lirde regard for life,

Throw shuriken, bombs, and v 5 WEAPONS at ene

Become invisible when avacked

Mime

W s Allowed

“Vanish

Refexes Inéreise evasion rite
Dual Wield Exquip gne weapan in each hand.
Waterwalking Move, stop, and act while standing on the surface of warer,

Mysterious masters of mimicry

Mimic Perform the sanie action as the last ally 1w take a turn.




Squire

Boost physical attack power,

Charge and body-slam an enemy,

Throw a stone ar a distant enemy.

Remave poison, silence, and blind starus.

Chemist

Lise a potion 1o restore 30 HI

Use a hi-potion 1o restore 70 HP.

Llse an ether to restore 20 MP,

Use an elixir to fully restore HP and MP.

Use an antidote 1o remove poisan status.

Use a maiden's kiss to remove toad starus.

Use a remedy ro remave all staris ail

Use phoenix down to remave KO starus.

Knight

Destray a unit's helm,

Destroy a unit's armor.

Rend Shield Destroy a unit’s shield.
Rend Weapon Diestroy a unit's weapon.

Halve aunit's MP,

Reduce a unit's Speed by 2.

Reduce a unit's Artack by 3.

Reduce a unit’s Magick by 3.

Archery

Archer

Aim +1 Strike with o +1 bonus to Artack,
Aim +2 Strike with a +2 bonus to Avack,
Aim +3 Strike with a +3 banus to Atack.
Aim +4 Strike with a +4 bonus to Anack,
Aim +5 Strike with a +5 bonus to Artaclk,
Aim +7 Steike with a +7 bonus o Artck,
Aim +10 Serike with a +10 bonus 1o Atcack.
Aim +20 Strike with a +20 bonus o Arack.
Martial Arts  Monk
Cyclone Artack all enemies in adjacent tiles,
Pummel Dieal damage equal 1o 1 1o 10 times value of Avack atribuce,
Aurablast Artack enemies through walls and other obstacles.
Shockwave Dheal earth damage to enemies in four directions.
Doom Fist Inflicr doom status on an enemy, |
Purification Remove searus ail ments from nearby allies,
Chakra Restore HI and MP t nearby allies,
Revive Remove KO starus from an adjacent ally.
White Magicks White Mage
Cure Restore o semall amount of HP.
Curaga Restore a large amount of HP.
Raise Remove KO status.
Arise Remove KO starus and fully restore HIY
Protect Reduce damage received from physicil attacks.
Shell Reduce damage received from magicks.
Esuna Remove all seanus ailments except for KO,
Holy Deal haly damage.
Black Magicks Black Mage
Fire Deal a small amount of fire dumage,
Blizzara Deal a maderare amount of ice damage.
| Thundag Dreal a large amount of thunder dumage.
Firaja Deal a massive amount of fire damage.
Poison Inflict poison status.
Toad Inflice toad starus,
Death InHice KO status,
Flare [Deal non-elemental damage
=




Mystic Arts

Boost CT pauge recharge rate by 50%.

Umbra

Taflict blind searus on the rarget.

Halve CT gauge rechurge rare.

Empowerment

Absorh 113 of the targer’s maximum MI'

Freeze CT gauge, preventing all actions.

Invigoration

Absorh 174 of the carger's maximum HE,

Prevent movement from carcent location,

Quiescence

Inflict silence searns on the target.

Floar 1 tile above the ground and gain tesistinee to carth damage.

Fervor

Inflice berserk starus an the target.

Ser CT sauge 10 100, allowing an i

Turn.

Reduce the tamper's Bravery,

Dieal damage equal to 25% of the rarget's maximum HP,

Trepid

H.

Render the target unable w act,

Call down 4 giant mereor o deal massive damage.

Tnd

Turn the target o stone:

Summoner

Gepmancy

Geomancer

Resrore HI to-allies in range.

Sinkhole

[amage che tanger and render it unable to move.

Deal ice damage to enemies in range.

Torrent

Diamge the targer and inflice toad starus.

Fleal earth damage to enemies in range.

Tanglevine

Damage the target and inflict stop starus.

Absath a cerrain amount of damage that would otherwise be dealt
1o allies.

Deal non-elemental damage to enemies in mnge.

Tremor

Damage the rarget and inflicr confuse stars.

Will-o'-the-Wisp

Damage the targer and inflice sleep statns,

Sandstorm

Dhamige the targer and inflice blind status,

Deal water damage 1o enemies in range,

Snowstorm

Damage the target and inflice silence s,

Inflice silence status on enemies in range.

Magma Surge

Damage the targer dnd inflict KUY satus,

Dieal dark damage w enemies in fange.

Thief

Steal gil equal to-the target’s level times its Speed.

Charm an enemy of the opposite gender.

Taido

Samurai

Ashura

Dhammage all enemies within range.

Kotetsu

Osafune

Dramage all enemies wichin range.
Reduce the MP of all enemies within range.

Steal the rarget's helm.

il L
Restore HP 1o all alfies within range,

Steal the rarget’s armor.

Kiyomori

Cast Procect and Shell on all allies within runge.

Sireal the rarget's shield.

Seeal the rarget's weapon.

Muramasa

Damage all enemies within range and inflice confuse

or doom status.

Steal the rarget's accessory.

Kiku-ichimonji

Damage enemies in all four directions,

Steal EXP from the wrger.

Chirijiraden

Greatly damage all enemies within range.

Orator

Throw

Ninja

Thraw shuriken at encmies 1o deal damage.

Cause an enemy unit to defect,

Reduee target’s C1 gauge o (.

Bomb

[hrow bambs at enemies w deal damage.

[nerease che target’s Bravery,

Knife

Throw knives at enemics o deal damage.

Reduce the targer's Bravery,

Sword

Throw swords at enemies to deal damage,

Increase the trpet's Faich,

Katana

Throw katana ar enemies to deal damape.

Reduce the targer's Faich.

I'olearm

Throw polearms st enemics w deal damage.

Oibain gil from the rarget.

Axe

Throw axes at enemies to deal damige.

Anger the target and inflict berserle starus,

Book

Throw books ar engmies 10 deal damage.




- Arithmericks

Arithmetician

Use €T as a base for arithmetick caleularions.

Use level as a base for arithmerick calculartions.

Use EXP as a base for arithmerick caleufations.

Use tile heighe as a base for arithmetick calcularions.

| Prime

Target values chat are prime numbers.

Multiple of 3

Target values thar are multiples of 3,

Multiple of 4

Farget values that are multiples of 4.

Multiple of 5

Tharger values that are multiples of 5.

Jump

Dragoon

Horizontal Jump 2

Jump up to 2 tiles hardzontally.
Al i

“Hori | Jump 4

Jusmp up o 4 tiles harizontally.

Horizontal Jump 5

Jump up to 3 tiles horizonally.

Hari I Jump 8

Jump up v 8 tiles horizoncally,

Vertical Jump 3

Jump up o 3 tiles vercically.

| Vertical Jump 5

Jump up o 5 tiles vertically.

Vertical Jump 7

Jump up o 7 tiles verrically.

Vertical Jump 8

Jump up to 8 tiles vertically,

Bardsong

Bard

Seraph Song

Restore M to all allies.

Life's Anthem

Restore HP 1a all alliss.

Rousing Melody

Boost all allies’ Speed.

Battle Chant

Boost all allies’ Arcack.

Magickal Refrain

Boost all allies” Magick.

Nameless Song

Girant various boons o all allies.

Finale

Set all allies’ CT' gauges o 100,

Dance

Dancer

Witch Hunt

Dreal MP* damage to all enemies,

Mincing Minuet

Iheal HI' damage 1o all enemies.

Slow Dance

Reduce all enemies’ Speed,

Palbka

HReduce all enemies’ Avtack,

Heathen Frolic

Reduce all encmies’ Masick,

Forbidden Dance

Inflicr various starus ailments on enemies,

Last Waluz

Sec all enemics’ CT gravges 1o 1,

ACTION ABILITIES

Using Arithmeticks

Any magicks a unit has learned that
list ithmericks” in their in-game
help texe descriptions (p.4) can be
cast by means of the Arichmericks
command. Magicks cast in this way
consume no MP and rake effect
immediately. The unies affected by the spell are derermined by the base
\".'l] e ;U]d :'Il'iihn'lt'lick C:llbulﬂ[il]n “L‘]L'Cl'(.‘l.l.

[1] Select a base value: CT, Level, EXP, or Heighr,
[2] Select an arithmetick calculation: Prime, or Multiple of 3, 4, or 5.
[3] Select magick to cast,

Example:
Selecting “Level,” “Multiple of 5,” and *Fire” will result in all units
whose level is a multiple of 5 being struck by the black magick Fire,
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ED WARRANTY

OWN THE BIRTH OF A GENERATION.

T™WO SIC EPICS THAT LAUNCHED THE MOST
POPULAR RPG SERIES IN THE WORLD MAKE THEIR WAY
TO THE PSP® (PLAYSTATION® PORTABLE) SYSTEM,
ENHANCED GRAPHIC STUNNING NEW WIDESCREEN
PRESENTATION AND UNEXPLORED DUNGEONS AWAIT,
THERE 15 NO BETTER TIME TO EXPERIENCE THE FINE

PRESENTATION OF FINAL FANTASY YET,

N WARRANTY SERVICE
2, ple 1

| 1DE
Product
i a1

contact our Custom
Monday - F

CUSTOMER SUPPORT

5 during the
d Time

For information and services by Square Enix, Inc.,
go to www.square-enix.com
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EVERYONE 10+ 10 TEEN
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