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In most RPGs, you spend most of the game travel-
ing from location to location to uncover pieces of
information, participating in minigames, and fight-
ing boss battles that further the game’s story line.
Occasionally, your party is drawn into random bat-
tles as it moves between towns, but the real focus
is on character interaction.

Final Fantasy Tactics, however, focuses on the
game’s tactical aspects. You still build up your
characters and learn new skills and actions, but
the real emphasis is on the battle strategies them-
selves.

The greatest distinction between this game and
its Final Fantasy predecessors is the game’s 3-D
battle system. You wage the game’s battles on
isometric-view 3-D maps (as large as 16 x 16 tiles)
where terrain, height, and other elements become
factors in the battles. Even though the game is
turn-based, you must plan your strategies carefully
before you commit units to battle.

Some may consider these battlefields small,
but with the added element of height, they don’t
feel particularly cramped. You can rotate the 3-D
maps in 90-degree increments to survey the entire
battlefield, see enemies lurking behind buildings,
and locate obstacles. The two-level zoom feature
lets you zoom out, the camera angle feature allows
you to tilt the viewing angle, and there’s a bird’s-
eye map view, as well.

In previous Final Fantasy games, the battle sys-
tem incorporated the “Active Time Battle” (ATB)
system. In Final Fantasy Tactics, Square has updated
the ATB system to the “Charge Time Battle” (CTB)
system. Each unit has a Charge Time (CT) meter
that starts out empty and fills as time passes.
When a unit’s CT gauge reaches 100, the player
can input a command for that unit to move, attack,
cast a spell, and so on. Keep in mind that the
enemy units have CT gauges, as well; both friendly
and enemy characters can act, with their speed level
determining sequence.

In the following sections, we’ll explain the
intricacies of the game’s battle system (and how to
make the best use of it), break down the more than
70 battle maps, and provide detailed information
on cach of the 20 Job Classes and NPCs, as well as
a complete listing of all monsters, items, hidden
treasures, and secret locations.

Welcome to the world of Final Fantasy Tactics!

FINAL FANTASY TACTICS ~ THE OFFICIAL STRATEGY GUIDE
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ON AND OFF TH¢ BATTLEFICLDS

PART TwWO

On and Off the _ =

v

Battlefields

P

The Flow of Battle

In a simulation/RPG such as Final Fantasy
Tactics, you must complete each battle suc- .
cessfully before you can proceed further P/ Attack<Team Formation

in the thfy line. The gamL Lnlphablb on Before beginning a battle, the Attack Team

battle requires you to fully understand | \Saad/ | ACLEEEIRE L BN L AT
; must choose and position the characters you
how the game works before you can Wwant to-dehloy i the next battle.” It's
succeed in the tasks ahead. This pHpOnt nqk onlyio take the time
to decide where to place your
section takes you Sth by STL‘P characters, but to ensure your
i group is comprised of a well-

through the features of the game’s  ilanced orce

battle system and shows you how The pool of characters
. from which you can select

to use the different parts initially, after the prologue
battle, consists of Ramza,

together to take full advan- B 1o Satires g ferble
tage of this information. _ Squires, and one male and

one female Chemist. To

allow for the most diverse

| range of Job Classes, you’ll

want to select both a male

N R .l and a«female Squire and
w ‘ both Chéemists. Make sure

_ ¥ you call up each_unit’s Status

ﬁ‘ Screen. with the W button so

you can choose the strongest

‘ and best-equipped characters.
' Although you can’t make any
"L W | adjustments to their current
. setup, you can view their
equipment configurations and

\ other vital statistics.
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Capacity- § ;

Placement is important, but net.as much as selecting
the proper characters for each battle: The maximum num-
ber of Attack Team members is five. However, in some bat-
tles, that number reduces to four, and yet others force you

to divide your group into two battalions of one to three

characters. The left side of the screen displays the number
of members each Attack Team may consist of. You can
always choose to send less than the required number, but
never moré; In random battles you have the option of send-
ing other characters into battle in Ramza’s place.

In bMQ Ieﬁu to

divide your troops, you can
use the X button to switch
between the first formation
screen and the second to
reorganize your units as you
see fit. However, when
switching characters from
one screen to the other, you
must first remove them from
the screen they were originally
placed on before moving
them to the next.

1t Squad

Capacity 33

Winning Conditions

To complete a battle successfully, you must meet its objec-
tive. Winning Conditions fall into three categories: Defeat
all enemies, defeat one enemy, or save one allied charac-
ter. In the case of the latter two, the name of the character
you must save or defeat will be shown and the character
briefly highlighted. Failure to satisfy the battle’s objective
results in “Game-Qver,” and you must reload and start the
game from your last save spot. Yo;m.can fail in two ways: If

““EINAL FANTASY TACTICS ¢ THE OFFICIAL STRATEGY GUIDE |3

Ramza dies and isn’'t resurrected before his countdown
runs out, or if a character you're supposed to protect dies.
In the latter instance, you won’t have the opportunity fo
revive this character; “Game Over” is declared at the
moment of the death blow.

Lo dltzons for Winning

‘H..

%‘i‘( enemies!
\

A Checklist before Entering the Fray

Before sending your troops into battle, remember these
things:

& Make sure you’'ve equipped your characters properly
with all the necessary armor, weapons, and other equip-
ment. Visit the shops in towns often to make sure you
have the most up=to-date equipment. Your enemies cer-
tainly will!

& After each battle oritwo, check to see how many JPs each
character has accumulated, purchase new spells if you so
desire, or changeiJob Classes. This maintenance needn’t
occur after every battle, but you'll. want to keep close tabs
on your characters! job development so you can pick up
more powerful skills on schedule and change classes when
you :consid'é it jfééessa ry.

pd <‘quym:m’wa ch inged Job Classes recently, make sure your
% ~characters are equipped appropriately. Certain*Job

G{asses mstl‘ict the use of certain types of weapons and

armor, which can leave a character unarmed and/or.

wlmput armor. This is especially crucial during the first
few Battles, when access to different equipment classes
tgf%o‘re limited.

o When organizlng your party, make sure the group you're
sending into battle is strong in both offénsive and defensive
(restorative) skills. it's important to have at least one char-
acter in your paﬂy who can ‘heal, cure, and revive. During

the game’s first two chapters* you'll probably want to have

two or three units with access to these abilities.

& Save your game before and after each battle!!! This prevents
having to backtrack too far if you fail and safeguards
you agamst those nasty acts of God (power outages arld
the like)." v

sd1>14>7LLVE >HL 440 ANV NO



has its pros and cons. Keep this in mind
when training your units. Certain Job 3
Classes excel in hand-to-hand combat and
can withstand the pressures of the front line.
Others need the protection of other units to better perform
their long-ranged spells.

To perform most of the physically based
attacks, your characters must close the dis-
tance between themselves and the enemy
units. Most weapons have a one-panel
attack radius requiring your character to
stand next to the target unit. Although physi-
cal attacks tend to wield the greatest strength,
they also put that member of your attack
range at equal risk of attack. When choos-
ing troops to fill your front ranks, look
for those with HP totals as high as their
attack strength.

Magical attacks, on the other
hand, as well as Gun and Bow/Crossbow attacks, can be
waged from afar. This allows you to keep your Priests, Tl'iCkS Of the "n‘ade
Wizards and other “at-risk” characters out of harm’s way
while still contributing to your army’s success. A game as complex as Final Fantasy Tactics affords you the

When attacking any enemy unit, take time to"confirm ‘chance.to employ numerous battlefield strategies. Learning
the success ratio for that attack. Some foes are immune to  what-to.do and when to do it is part of the fun. There is no
certain types of attacks and spells; others are protected by - ene way to win this game and you should explore as many
armor or the items they have equipped. For the greatest . strategies and techniques as you can. Developing your owum
chance of success, try to attack enemy units-from the rear  style, instead of following someone else’s, personalizes your
or side. The percentage of success is always lower when  gaming experience and makes thesgame more rewarding. To
you attack an enemy head-on. get you started, we've compiled some basic guidelines.

Once you've'met a battle’s objective, the screen
shifts-to the World Map view, allowing you to explore
newlysepened areas. As the story progresses, yoti'll
find yourself revisiting areas to gain valuable information.
If -a-battle’s objective isn't met, the “Game Over” screen
appears and you must restart from your last saved position.

PART TWO » ON AND OFF TH€ BATTLEFI€LDS

Navigting Menus and Screéns 4 )

The programmers at Square have pmwded a great deal of .
information in the onscreen menus ‘and lists that you can
access during battle scenes. Knowmg how and when to use
this information can make the' différepce between winning. or
losing the battles! >

You may access detailed information on a given charac-
ter’s status, equipment, and abilities at any time during the
game. During the battles, the AT and Unit List'screens allow
you to see a character’s sequence of movqs_.a_’ﬁd access status e
screen information for both allies and enemies. i

I 4 FINAL FANTASY TACTICS ¢ THE OFFICIAL STRATEGY GUIDE



Status Screen

o .....'.;1 oM ol o0

On this screen, you can view the abilities and equipmenta =

character possesses, as well as their Move, Jump, and Speed
levels. Use this screen to survey which enemies pose an
immediate threat and which have items worth pilfering
(using the.Thiéf's Steal ability set) or breaking (using the
Knight's Battle Skill abilities).

You can also acquire detailed information on a partic-
ular equipped item or ability. through the game’s Online
Help system. To access this information, press the SELECT
button to bring up the finger pointer, and then move it to the
area of interest using the directional buttons. Press the @
button to display information on thatitem.

AT (Active Turn) Screen

The AT.List is the most important and informative screen dur-
ing battle. Its purpose is two-fold: First, it allows you to see the
order of all units’ (allied and enemy) AT period, and learn when
a magic spell or charged attack will be discharged. With spells
and charged attacks, the name of the unit responsible for initi-
ating the action displays in parentheses to the right. To differ-
entiate sides, enemy units display in red type and allied units
in black. Using this information, you can plan magic spells or
charged attacks witknowing when the spell will be executed in
relation to the targeted enemy’s AT.

FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE |5

_to move through the onscreen characters to the one you need
s detailed information on. To open the Status screen for the
* selected character, press the @ button.

Second, you can use the AT List to locate a unit on the
battlefield or learn where (or on whom) a magic spell or
charged attack has been targeted. Use the A\ W directional
buttons to select a unit or an attack and press the @ button.
The battlefield will appear with the targeting cursor cen-
tered on the selected unit or highlighting the tiles targeted

by the attack.
NOT €

When you view the Map
) screen from the AT List, you
g/ can't rotate, toggle the viewing
angle, or zoom in or out.

Lv.or Exp.00
M-, -
0I5
e L 00

0ST
oré
I0oD

Unit List Screen

Accessing this screen allows the player to see the current sta-
tus (HP, MP, CT, Level, and Brave/Faith points) of any allied or
enemy unit (except the Zodiac bosses’) on the battlefield. You
can filter the information that displays using the L2 and R2 but-
tons. Using the Directional pad or the L1/R1 buttons allows you

5412142711 Vd 2HL 440 ANV NO

Understanding AT and CT

Before your units may attack the enemy, their turn must
come around. This is where Active Turn and Charge Time
come into play.

Active Turn (AT)

Once the unit’s Charge Time (CT) reaches 100, its command
turn comes around. This is called Active Turn (AT). It’s pos-
sible to Move and perform an Act during each AT, although
you needn’t perform either if you don’t want to.

If only an Act is performed during AT, that unit’'s CT
starts at 20 instead of zero, and likewise if only the Move is
performed. If both Move and Act are ignored (if just Wait is
executed), that unit’s CT initializes at 40.

Using only a portion of the character’s available com-
mand actions, then, allows that character’s AT to occur
more quickly.
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PART TWO

Charge Time (CT)

,CL is the amount of time required for a spell or special
.attack to actually execute a ou give the command. For
Ieg'/ ﬁ” o 'é'_l'ﬁ',l\"r’éé' Black spell ‘rgqulres t@le‘
between command input and Spe execution. Generally
speaking, the more powerful the spell, the longer the
Charge Time. Of the Ice spells, the weakest, Ice, will take
the least amount of time. Ice 2, Ice 3, and Ice 4 follow in
ascending order of power and length of Charge Time.
Therefore, a weak attack or spell will execute faster follow-
ing the command.

On the other hand, an attack or spell that requires a
longer amount of Charge Time means that other characters
could fill their CT gauges and be able to execute commands
of their own. For example, if an enemy Wizard enters the
command for a high-level spell such as Fire 3, it's possible
to attack that character with quicker attacks and spells and
take out the enemy before it can actually launch the devas-
tating spell. Understanding how CT works is extremely
important to ensuring victory.

Physical Attacks

Most physical attacks require the attacking character to be
positioned directly next to the enemy they wish to attack.
Exceptions to this rule are attacks'made with Spear

=31 and Stick-type weapons, which have an extended

_V_’- 5 1 attack range of two panels in each of the four
'lﬁ(‘ X cardinal directions, and attacks made with
e E-Q: __Bows/Crossbows and Guns, whose range is
,  circular and begins.roughly three. panels from.

l}-a
‘st jts user (depending upon the

P

Even though the Archer cah't takget nearby enemies
directly, he/she can still hit them by setting the target-
ing cursor on a panel that places the enemy between
the Archer and the targeted panel.

MOST PHYSICAL
ATTACKS FALL
WITHIN THIS

" ONE-PANEL

ATTACK RANGE.

6 FINAL FANTASY TACTICS ¢ THE OFFICIAL
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SPEAR AND
STICK-TYPE

'EAPONS ALLOW
YOU TO ATTACK
FROM A GREATER

DISTANCE WHILE
AVOIDING AN
ENEMY'S
 COUNTERAT TACK.

4"

{12 Lv47 Exp 1o S

ARROW-BASED
ATTACKS HAVE AN
ATTACK RADIUS
WELL BEYOND
THAT OF OTHER
PHYSICAL
ATTACKS.
HOWEVER,
ENEMIES WITHIN
TWO PANELS
CAN'T BE
TARGETED.

With thé\lmcebtion of charged attacks, physical attacks
occtr immediately after you enter the command.

Chargéd attacks work ‘similarly to magic spells in
requiring a period of time to accumulate strength before
execution. To avoid giving your target the opportunity to
slip avf«'ay, check the positioning of the attack’s execution in
thz’ sequence of unit AT turns before setting the attack:
“Press the € or = directional button after highlighting the
attack you want. This displays the AT List and shows when
the attack will occur. Using this nifty feature is essential
:jlen setttﬁg magical attacks. (But we’ll get to that in a,

nutel)

THIS PREVIEW
AT wiNDOW
SHOWS WHEN="
FARGE
+ 2 ATFACK
WILL DISCHARGE.

Certain attacks, such as the Lan¢er’s Jump skill, provide

the bonus of making that unit invulnerable to enemy attack

- until after his/her own attack is completed. Of course, this
isn’t without drawbacks. After a Jump atfack command is
entered, that unit also can’t be targeted By allied units for
beneficial spells, such as Cure or Haste. And Jump requires

RATEGY GUIDE N



that you target a panel, not a unit. Because you can’t deter-
mine when the jump will conclude, if the targeted unit
moves from the targeted panel before the attack executes,
the attack won'’t succeed.

Magical Attacks

Unlike physical attacks, most magic attacks requlrw a set
amount of Charge Time. The magical spells’ effects rﬁ‘dlu?::f
one to three panels, allowing them to affect multiple:ﬂln!ts
with a single attack, offsets this time deficit. When select-
ing a spell to cast, the amount of MP required to cast itand
the length of time that will pass before it executes displays
to the right. Press the =¥ directional button prior to com-
mitting casting the spell to learn where in the AT List the
attack will discharge.

Once you’ve determined which spell a character will
cast, you must determine whether to target a specific unit
or the panel they stand on (if there’s a*“live” unit present on

the selected panel). This option gives you the f]exibility_g&

fixing the location where the effect will occur or allowing
the effect’s range to move with the targeted unit.

HERE A CURE 2
SPELL IS TARGETED
DIRECTLY ON A
SKELETON.

When targeting a unit, remember that if
the spell requires a long charge period, the
targeted unit may be able to act before the
spell becomes
active. If this"
occurs, it's pos-

wsible *he or she
Prior to casting a spell, take

will mee into the time to compare its effect (that is, amount of dam-
the midst_of age) to other spells in your arsenal. You'll find that y
your-ra nks; certain characters are more vulnerable to one form of

in that case, magic than another.

when. the spell executes, it
may affect your own units.

argument for checking the
AT List before you castany
attack that requires the
passage of time before
completion! Ensuring a
spell will actually harm its
target before his or her AT
turn s crucial-to using the

" magical afts effectively. pon

.

‘tlefield is relatively flat, this is the maximum number of

This is the most compelling/
\ path An obstacle ymg“between you and your target will ™
< greatly reduce the possibility of the attack succeedlng,

allowing the Archer a much broader range and higher success
‘ratio against obscured opponents. Higher ground provides the

Consider, too, thg protectlon of your
Magic Users. If the
unit charging a
spell dies before the
action’s complete,
that spell will never
come to pass.

e

The time required for charged attacks decreases

drastically after the first round of battle and then

fluctuates throughout its course. If a spell's CT is
prohibitively high during a battle’s first round, wait an

¥
! AT turn or two before trying to cast it.

Effect of Terrain

One element that stands out in Final Fantasy Tactics is the
variety of terrain types in its battlefields. Battle map topog-
raphy is very important with regard to both movement and
attack. S,

Each unit has an associated Move level. When the bat-
tiles that they can move, from their starting point. However,
because most battlefields are not flat, the character’s Jump
level comes into play. ¢

Asyyeu can SEE, BAT ThE

WORLD QF-FINAL R
TACTIES @ECURS OVER,
VARIETY BF ENVIRO?

el indicates the greatest vertical distance
from one panel to the next. For example, a
of 3 can move from a panel with a height

6d1214>71LLVd >HL 440 ANV NO

in also plays a large
ermming the range
., and, to a lesser

[ i > B‘&w ttacks, Crossbow
] {‘T“ jarrels launch in a stralght

or pre-
vent it altogether. Arrow attacks from Bows arc through the air,

perfect v e point for both types of attacks, affording ﬂié
greatest, targefable area.

ACTICS ¢ THE OFFICIAL STRATEGY GUIDE!7
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PART TWO

Finally, variations in landscape elevation affect physi-
cal and magic attacks that have vertical limitations. If the

.difference in height belwee_rl the t-argeted panel (or the
panel a targeted unit stands on) and the caster’s location
exceeds the vertical attribute of the attack; those panels

won't be affected and the attack won’t be allowed.

Reaction, Support, and Movement Skills

Reaction skills are designed to respond to enemy attacks.
From guarding against an enemy’s physical attack to
restoring HP using potions to turning invisible after receiv-
ing damage, reaction abilities enhance the way a character
counters enemy attacks.

Support and Movement abilities enhance a character’s
status by expanding his or her capabilities for power, attack
range, accuracy, movement, and speed. Support skills also
allow a character to equip items or use intrinsic skills out-
side of his or her Job Class. Employed wisely, these skills
can augment weak characters and endow strong ones with
superhuman abilities.

Healing

Keeping your troops -alive is your number_one priority.
Should a character fall in battle and his or her life counter
expire, a crystal or treasure chest remains on the battlefield.
Once this happens, you lose that character for the duration of
the game. If this happens to Ramza, the game ends and you
must replay the battle. For this reason, you must position
your characters with restorative abilities so they can heal
those who fall prey to enemy troops,.as well as support the
rest of the team offensively.

Healing a character can occur via Ramza’s Wish ability,
which transfers HP from the caster to the target character;
Cure spells, which affect multiple characters at once; and the
Potion items thrown by a Chemist.

POTIONS ALLOW CHEMISTS TO REVIVE WOLINDED
COMPATRIOTS.

" OR HER HP 1O

“WIsH"” ALLOWS
A CHARACTER TO
TRANSFER A
JPORTION OF HIS

ANOTHER
CHARACTER.
THE RECIPIENT
RECEIVES TWICE
THE HP vALUE
THE GIVER LOSES.

Zodiac Alignments

In the world of Final Fantasy Tactics, every unit takes
guardianship of one of the 12 signs of the Zodiac. These
“guardian constellations” greatly influence a character’'s
affinity with companion units. If a character attacks a unit
with “good affinity,” he or she can inflict greater than nor-
mal damage. If the target’s Zodiac has-“bad.affinity” to the
attacking character, less=than=normal damage is inflicted.
Affinity within your own party is equally important. When
selecting characters to deploy.in-battlé, try to sélect a team
where “good affinity” exists among all members. During
battle, you can check your astrological affinity by calling up
the Help screen for that unit’s Zodiac sign' on the Status
screen.

Zodiac"Alignments with Good Affinity

The affinities of Zodiac alignments are determined by their
positions relative to each other when all the Zodiac signs
are placed, in order, in a circle. The Zodiac signs that share
good-affinity are those that form an equilateral triangle (one
with three 120-degree angles). A character can inflict
greater damage on an enemy with a Zodiac alignment with
good affinity than on a character with neutral affinity.

Affinity is at its greatest when the Zodiac signs are
opposites (those with a 180-degree aspect to one another)
and the characters are of the opposite sex.

BN 8 FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE



Zodiac Alignments with Bad Affinity

Zodiac signs that have bad affinity are those with 90-
degree aspects (any four Zodiac signs that form a square) to
each other. A character will inflict less damage on an enemy
with a Zodiac alignment that has bad affinity than on a
character with neutral affinity.

Zodiac signs with 180-degree aspects for charat:ters of
the same sex have the worst affinity.

IS

Bad
Affinity

Brave and Faith Points

The number of Brave and Faith points your character pos- «

sesses also plays a large role in how effective youricharac-
ter is on the battlefield. Brave points affect how poweg'fully
your character can attack; Faith points affect the character’s
affinity with the magical arts (both giving and receiving )

Brave Points

“This parameter displays the relative bravery of a character.
When it’s high, specific types of attacks become more pow-
erful and/or ‘'more accurate. However, when it's low, the
character may become fearful, abandon battle, and hide in
the corners of the battlefield. If it falls below 10, the char-
acter will turn.into a chicken. Although unit gains a Brave
point for each turn they survive, if the unit hasn’t changed
back to human form before the battle ends, you'll lose their
services forever.

You can raise or lower Brave points during the course
of a battle using certain magic spells or abilities. Although
raising a character’s Brave points has obvious benefits'in
the attack realm, lowering them seems to make a character
more able to find rare items using the Move-Find Item skill.
Regardless, after each battle, a unit’s Brave points are reset
and reflect only a fraction of the enhancements acquired
during battle. Beware of lowering a unit’s Brave too much;
with a score of five, there's a chance that he or she may
possibly leave your party.

Faith Points b & P

This parameter reflects how much faith a character has in mat-
ters of religion and the supernatural. A character with high
Faith points has better affinity with magic than those with
lower leyels. This is good when casting a spell or receiving a
defensive one, because it increases the spell’s effect. However,
units with a greater affinity for magic also take more damage
on the receiving end of an offensive spell. As with Brave points,
you can alter this parameter during the course of a battle using
certain magic spells or abilities, and reaching'a 95-point level
may possibly cause the character to leave the party.

Status Anomalies

_Units who’ve suffered certain spells or attacks from certain
‘weapons can end up suffering from various status anomalies.
. While afflicted with these abnormalities, the unit may or may

not return to normal with the passage of time. Recovery differs
for each condition, as the following table illustrates.

Negative Status Anomalies

Anomaly Description/Recovery Method

Po}son Slowly lowers the unit’s HP. Cured by Antidote
and Remedy or through magic.

Sleep Can’t move or perform an action due to state of
sleep Cured by Remedy, magic, or sustaining
an attack.

Silence Can’t use magic. Cured by Echo Grass and

_ Remedy or by magic.

Darkness rllon of successful hits when you attack

. dropg ‘Cured by Eye Drop, Remedy, or magic.
Confusion Causes unit to act randomly, including attacks,
spells, and use of items. Cured by Remedy,
magic, or sustaining an attack.

Charm Anacktailied units. Cured when you sustain an
attack.

-« Continue attacking the closest units, without

g any command inputs. Cured by magic.
e Character dies over a period of three turns.
"gga“incurable
* Can't move (Act and Wait are still possible).
Cured by magic.
~ Can't act (Move and Wait are still possible).
Cured by magic. N
Character is turned into stone. Cured by Soft,
_Remedy, or magic. It's “Game Over” if all of
' the allied units are turned to stone.

0il ~ You become covered in oil amithus vulnerable

- 1o Fire attacks. Cured by R y or when you
sustain a Fire-based altaqk
Toad Y You can only fight or use the Toad Black Magic
3 Y wwmm% Kiss, Remedy, or magic.

omes a chicken and can't
~ participate in battle. Cured by magic. If the

battle ends while the unit is in this state, there is
the chance that he or she may possibly leave
your party.
Character sustains damage from items/spells
that restore HP. Cured by Holy Water.
Occurs when HP reaches zero. Use Phoenix
Down or magic to recover.

Chicken

Undead
Cannot Fight.

FINAL FANTASY'.TQCTICS #THE OFFICIAL STRATEGY GUIDE |9
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* ON AND OFF TH€ BATTLECFICLDS

War Funag

30675

IF THE BARKEEP KNOWS OF ANY AVAILABLE PROPOSITIONS,
THEY WILL SHOW UP HERE.

The bars in the towns and cities allow characters seeking
fame and fortune a means of gaining extra experience and
Gil. Accepting a proposition consists of paying an up-front
fee for information from the barkeep and then sending a
portion of your group on a mission. For each mission; you
can send up to three units for a set period of time' (as long
as it’s not Ramza or any guest characters that

(/o N have joined your party). The characters

¥ .+ WY are missing from your group during this
\ﬁ"‘ AN time and you can’t use them in battles.

2

)
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AETER YOU SELECT ONE, THE BARKEEP WILL TELL YQUWWHAT HE

KNOWS REGARDING THE TASKs

SUCCESSFUL PROPOSITIONS CAN YIELD GREAT REWARDS!

-



After the specified time has passed, returning to that
bar allows you to retrieve your characters and get a report
on their accomplishments. The rewards for successfully
completing a quest are JP, treasures, unexplored lands, and
reward money.

See the appmg;l—tag about each

of the game's propositions.

The safest way to accumulate JP through propositions are where two town locations are
directly next to one another on the map. This allows you to move back and forth between
the two towns to pass the time (one day for each move) while avoiding
possible random location battles.

poken” job requirements. If you send off characters

unskilled in the occupations the task requires, it can result in lower IPs, less reward

money, or failure. For example, one proposition, “Master Math,” calls for a member of

your troop to act as a Math Tutor. Failure, or at least reduced |Ps, is guaranteed if you
don’t send the one class that specializes in Math, the Calculator.

Certain propositions have *

O
=
“

s
/

4271L1Vgd DHL 440 ANV

CAUTION

Don't lose track of when and where you send characters on propo-
sitions. The longer it takes you to retrieve them after a quest is
completed, the higher the probability of failure for that quest.

230f
=24

If you need any of the characters -
you’ve sent on a proposition, you cancall. = .
off the mission by selecting the “Call
Back” option from within the bar.

5471
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All “the. action in Chapter One, which 1
explains the friendship of \our heroes,
Ramza and Delita, and ﬂ:&reasons for their

SURVEY. OF ‘THE mmma.u zz;:::“g,:;.,f':;g;%:%ﬁ% s
WWCHAPTER ONE3  THEEs it

y
&
J \\ r,. L s 1 ‘: . }5‘” # ,'./
c...Emlogue Orbonné MonaﬂWT MISS[OH Tl’rree 75 | ‘% ' |
V%t
o

This battle, durmg whichwyoy-contrélonly Ramza, depiets the A!ternate[;ﬂchastlsed b}? hlS brothers for disob ordeyf
kidnapping of the Princess Ovelia'hy a sold{r,wha.bears a and p;alseﬁ ﬁr his/mission’s sut;céss, Ram?a’f isarmy 4
striking resemblance to Delita Hyral. Thls is BattleW, " Yoeun hengsent toftake tare of the thieves: esp@mble '

- - mdor s kl![nappmg, > J

AYAN
A
=]
U
L
W
il |
<]
o0

Mission One Defendir e, 'Igros Gastle / {
o A ' e‘.’lhicves'_}?u( !

Chapter One’s first miSsion sends Ramza, Delita, and their J £
army of Hokuten cadets rushing to defend Igros Castle from * _» and 7: Thieves’ Fort 4
the Death Corps, a group of dlsenfranchlsed sdldter y i 1grgs Castle

the 50-Year War. Along the way tTiey save evyv'i.l ard
named Algus, protector of a Marquis Elm’ﬂor, whose
embassy was ambushed on_ ;ts way to lggosfast}e ?

”~

N SNIRNEY OF TH¢

Event: Algus leaves party.
4, LenaI?PIateau
1

Battle 8: Lenalia Plateau

1. Magic City Gariland - 5, Foyoham Plains v
Battle 2: Magic City Gariland : . attle 9: Windmill Shed /
Eve,pts:r Dg_ua joins party as a Guest Mgmber' - 6./Fort Zeakden

+#2. Mandalia Plains ™ ‘é /
Battle 3: Mandalia Plains RR® 105 Fortiz eglpieh

=
N

Events: Choosmg option #2 before committing to
battle raises your Brave peints! Algué]om arty

Guest Memberl \ f;’—)
‘3 1gros’€ast'le s “‘*W"“"“"\L\.E-‘f" £ i\

LS
-

PART THR€

Although Ramza’s brothers commqn:f'
Castle, Ramza joins Algus on his'q
Marquis Elmdor. '

1. Igros Castle

. Sweegy Woods
Battle 4: Sweegy Woods &,
. Dorter Trade City WA
Battle 5: The Slums of Dorter &
4. Zeklaus Desert B

Battle 6: The Cellar of the Sand Mouse
. Igros Castle

(o= ]

o

i

B 4 FINAL FANTASY TACTICS # THE OFFICIAL STRATEGY GUIDE



ive: Defeat all enemies!

nem i1s: Lezales (Knight),
Arc Iwr x3, Chemist x1

Difficulty Level: 1/5

Ireasure Data: None

on’t worry about
g wrong maoves
g this battle Jf

za’'s HPs fall below
t0, he will merely fall

in€onscious | and '« be
L unable to act as the rest
fithe battle plays out.

n s‘% it lgatilg
control 0
The computer con .
trols all er charac- |

ters, bg ally .and
enem Commanding

o only 6‘:‘19 character lel;s
$471 _yg,u focus while, nog |
{ 4 yverwhelming youwith ©
. 4" the fine points of using ©

1 [ 4 thegame’s battle system. ",

how«m
and actions nct
but also to learn how

to use tools such as
the AT and Unit lists.

2 LIV HD

>N

I>DBVOIW DHL -

T

r
v it
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Objective: Defeat all enemies!

BATTLE MAP 01

Chemist x |

MAG[C CLF\RY %"i!‘li(ulh- Level:

nmended Experience Le

> GARIL

Suggested Attack Team Composition and Formation:

Of the five enemies presentﬁon thes battleflgjd‘ﬁwo reprcsen
more immediate danger—-the Squtre,wwho leads the’ gang. %
Brigands, and the ChemiSt Eliminating them should be iﬁqr
primary concern; this hecomes obvious with.a qulﬁkiﬁﬁl&;t

’ lhc Unit List menus

A SLIRVEY OF TH € BATTLEREICLEDS
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The Squire leading the Brigands carries a Broad Sword,
which inflicts more damage than the daggers the others are ¥
wielding. Remoying himifrom the battle early reduces. the -
damage your partypem ers may incur L C

; E]lmmatmg the Chem1st m\gﬁwse abﬂlﬁqﬁ' !
(heal) and possibly Phoenix Doﬁ’m (revi {

W his fallen or injured comrades, The othe Qgs;‘s-appar'- After you eliminate the head Squire and the Chemist,
o~ ent; Bonus is that retiring him early gives you a chance'to. the remaining Squires should pase ne problem provided you
i acquire the Phoenix Down ability from “the crystal that  heal your party members who take damage. N
f appears four rounds after his demise. ::E
) be afraid to go s}owly. It's more important for you r - 03 [%
te the battle with all your characters alive than to - . A3 P —]
ecord time. Because your characters start with a 5 ! M
40 HPs, keep a Chemist close by to keep them & =
battle, you can’t resurrect a character who's s O
t,” so once their counter is up, they re lost g
™

Check Point!

After you complete this battle, the Magic City Gariland becomes a safe haven for pur-
chasing goods and recruiting soldiers. Although recruiting extra manpower may not be
important right now, buying armor and weapon upgrades certainly is. Gariland's shop
deals in light armor (clothes) and the lighter, more basic weapons appropriate for
Squires, Chemists, and even Mages. Keep in mind that armor (both body and head)
plays a significant role in raising your characters' HPs and MPs, so upgrading
whenever possible is crucial during the first part of the game. And be aware of the
correlation in the game's first three chapters between opening up new cities and
acquiring new armor, weapons, and accessories. Whenever a battle point becomes a
city point, checking out the shop should be a top priority (after saving, of course!).
At this point you also will want to check out the Formation screen and see what
new abilities or Job Classes are available to your characters. If your Chemists managed
to go up a level during the Gariland battle, then they should have access to the first
Mage classes—Priest and Wizard—and be able to buy the Chemist action ability

Phoenix Down. Phoenix Down allows your Chemist to revive comrades who fall in
battle. This is an important skill in the game's early stages. Make sure several of your
characters, if not all of them, have access to it.

Any Squires who reach level two in that class will have access to Knight and
Archer classes. One warning though: Knights can't wear light armor and Archers can
use only Bows and Crosshows. Because Gariland's shop can't meet their weapon and
armor needs, hold off on switching to those classes until after you reach Igros.
Good secondary action abilities for this stage of the game include Item
(so your troops can use potions to heal themselves), Black Magic,
and White Magic (if available).

.’gfour side, but not under
ntrol. When a Guest charac-

FINAL FANTASY TACTICS #THE OFFICIAL STRATEGY GUIDE|17 Il




Yefeat all enemies or Save Algus! | "
_ I ' Units: Squires x 4, Thief x 1, i

: Red Panther x | 3
me
X:0 Y:0—Dagger or Potion
X:4 Y:4—Broad Sword or Hi-Potion by
X:4 Y:12—Rod or Antidote
QT 4 X:8 Y:6—0ak Staff or Eye Drop ,
To find the treasures hidden on each maN cter equipped with the Chemist Movement abil- "y
ity Move-Find Item must end their move on the provided coordinates, Luck alone determines
which item he or she receives. Also, the panel where an item is found becomes a trap location. : ThIM(I@;I_obﬁ:uw 1
: o i i .
A o+ Is determined by which one . ¢
! » W4 of the two actions you gﬁi
y Azl choose. ¥ !
; '
£y
L] ' Suggested Attack Tean Formatlorr( W A
B o e
If you thoose “Destroy the’ Déath io‘rps, don’t worryfif 1lled $§
s ob|ective°he sja Guest Character and merely be 4 ?ggq‘\

] Under

ated | %s HPs'fall to zero. ff you choose“Save A]gus ins , you mu;
orfy defeatuthe enefiiies on the battlefield but keep gus al
Choosmg #“Destroy the Death [Corps” will increase jyour group’s  HPs
two and an additienal eight flms for the duration of this battle. | i
lets you keep your dlbtancg ffom the enemy and makes them advance into 5 iy
range. P

BATTLEFICLDS

N

 a

ABNRVEY OF TH

- ‘g
5% “3 5
\«2 F
o= E |
W
£ ) 1\
274 |
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A,

_ _ The key to conquering this battlefield is to group"yd‘ilr
. - 3 : " party members. By dividing your party into two to three
' units, you benefit from strength in numbers, and while part
of the party advances to rescue Algus, the other group(s)
can carefully advance and deal with the group of Squires
““wand the Red Panther. You also stand a much better chance
. of surviving if you let the enemy come to you instead of

. rushing headlong into the fray and becoming surrounded.

Of fhe enemies present, be é: e
_and the Red Pantﬁer The Thle? has &

age from a successful attack. The Red P r's-\se._c':ond;}-
attack type, Poison Nail, does what its name imﬁies.lA poi-
_soned character loses HPs with ‘each AT until_ the effect
" either wears off or the Antidote item cutes the character.

ONO I>21LdVHD

HL

)
7

CheckPoint!

Toward the end of a battle, when the enemy's numbers
are low, make your characters do something even if
they're not in position to attack. You gain JPs by suc-
cessfully casting spells, using items, and so on. This is
especially important during the game’s earlier battles,
because it helps your characters acquire abilities
faster and, with the increase in levels, allows them to
change to more specialized Job Classes such as the
Monk, Oracle, and Ninja.

75\W

Dependmg on how aggres- &
swely the enemy aéacks Algus \\
from the onset ‘of the ‘battle, you X
may find making your way over to
protect  him ' (including using
Potions to keep him alive) your first
action. Sometimes the enemy will kill
him before your side has an AT. If
you've chosen “Save Algus,” the
game will end at that point and you
must start over.

After this battlefield has been successfully completed, it becomes an area where random
battles can occur. Possible enemies/monsters include: Goblins, Wizards, Archers,

Chocobos, Knights, Squires, Panthers, Oracles, Morbols, and Thieves.
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BATTLE MAP 04
SWEGY WOODS pessir e

P — — : X:1 Y:9—Escutcheon or Phoenix Down
Y: 11 —Leather Helmet or Potion
Y:6—Leather Hat or Hi-Potion

) ‘T ﬁ@ ' ¥
) 3y

" # L f | o v
_ This dark and forebading esi is hometo the’'more ¢!
1 that-team Ivalicg. This battle gives the heroes' theilf
~_battling non-humah créasuresuy j i

N
A
=5
W
.
W
E
<]
foay
aE
=
L
O
&
>
o
=
N
'

PART THR€€
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After you complete Mb@fﬂ;écessfuilr. random

battles can occur here. Possible
enemies/monsters include Bombs, Archers, Skeletons,
Knights, Goblins, Monks, Woodmen, and Wizards.

/ “ Be cautious of Bombs' and Black Goblins’ secondary
" attacks. When a Bomb is near death, it _ Self
& g Destruct as its final attack-It.will ignite itself.: explode
f+ _inflicting damage to all surrounding it. !'Stgﬁyors--end'iyp;;
covered in oil, rendering them extremelyivulnerable to‘ﬁ__r'e_ _
atfacks. A Black Goblin’s Turn Punieh attack can afféct all™
" characters immediately around it. Although ganging up on
4 an enémy has advantages, consider the effects of leaving too
many ¢haracters in close ‘proximity of either of these crea-

tures

jg‘- ro .eg_:

>

%

>NO ¥>1d

CheckPoint!

Before proceeding to the slums of Dorter, take time to use the random
battlefields to practice your battle skills and increase your party’s abilities.
By the time you're ready to enter the slums of Dorter all members of your

party should be at least level three and each of your Chemists should be
experienced in White or Black Magic. (It's a good idea to have one of each.)
You also should equip Delita and Algus with Black Magic and
Charge ability secondary action skills.

dOBVOW O H.L -

Keeping the party together and concentrating on the
group of monsters directly ahead on the other side of the
causeway allows the heroesto dispose of halfithe enemies
before the rest are within striking distance.
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¢: Defeat all enemies!
its: Knight x 1, Archer x 3, Wizard x 2

Y: Il —Leather Armor or Antidote
:3—Clothes or Eye Drop
X:6 Y:14—Mythril Knife or Echo Grass
X:7 Y:1—Long Sword or Phoenix Down

4 IThis is the first battle ine @haﬁ'&r e
N pilts r Battle skill§ to the tesp Of f
Y ene present en the balt]&éd '
uﬂmedlatc dapgers to your. partys: £

' 4

oem GEns oD

i
v . 4

Y QEFliHe BAATTLeRIel DS

PART THR¢&
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| "@1 Your top prior y%%%e battle sh%‘ﬁ};;l be to elimi-
ate the Head Knight and t 'd next ?e;@i _
*carefully and you qsh Ia be able to move most of "? ]
“¥party onto and around the Jlifke building located
| between your characters and the Knight. Take advantage of
this raised area to use the Throw Stone ability and cast
offensive spells while your characters are still out of their
“ystriking range. Ultimately, you want to eliminate the
. Wizard and inflict a good amount of-damage on the Knight
\. 'wffhigl the first two rounds of battle.

4 Two Archers have bows that &
.1 .+ The Archer poised atop the taﬁest
" " Long Bow and poses the greatest th
" battle, he will pick off your characters o
1 [ and Delita will step forward to attack him at the'beginn
‘. _but unless they are trained in either le’ar{ﬂglack MQBI‘? Y |

or Archer (use of bows) Job Classes, it wiililake atleast. '1\;;

W0 rounds just to reach the top ofithe building: and smke A

>

<O Y
4 . i Alrhough this battlefield is‘constricted, try not to crowd
?nur characters. This prevents them from getting caught up
in ﬂle effects of a single spell. Also, if you have & Priest in
yaur party, cast a Protect spell.on your less= arnlomd party
~members to reduce or eliminate damage from’%he ‘Archers.

. Remember, losing them hampers or destro gjour abmty to
re\uvttand/or heal other party membe;&!éﬁ‘-'f b

>NO ¥>1dVH

=
g &
N
2
N
>
4\
N

¥y The Wizards’ Fire spells can affect up to five panels at
a time. Becauseé they can cast this spell on individuals as
well as panels, try. 1o position targeted characters next to an
enemy. When'the spell is cast, your team member will take
damage, but so will enemies within the spell’s range. This
works well' if your unit’s turfi comies up prior to the spell’s o T
AT (be sure to check the AT List here!) and you can’t defeat '
the enemy casting the spell first. Of course, you'll also want
to move any allied units in range out of harm’s way if you
can. If you make good use of the AT List, you’ll always know
where and when enemy spells will detonate and react
accordingly. :“
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o \ Objective: Defeat all enemies!

i ' % CEL AR OF THE Enemy Units: Knight x 3, Monk x 2, Archer x |
i\ 5 Uiifiﬂl“\" Level 5

Recommended Experience Level: 4

' SAND MOUSE- ;. [N 1R
\ \ 4 . —Bronze Helmet or Potion ' \ ' 0

2—Feather Hat or Hi-Potion
X:10 Y:0—Linen Cuirass or Antidote
X:10 Y:9—Leather Outfit or Eye Drop

NOT¢€

Using the X button, you can
switch back to the first
formation screen from the
second to reorganize your
party to vour liking prior to
committing them to battle.

PART T HEk&E a Ashikve Y OF PR BATTECFI€LDS
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The Archer and the two Monks pose the:most significant

threats to your party. Even from within the structure, the

Archer can easily target your party members with his Long

Bow. The Monks, though unarmed, can inflict a great
_amount of damage with their fists on your lightly armored
* party.members. :

Given the damage your characters are likély to receive frta_im_:f
the Monks, ensure your party carries plenty of potions and
a few Phoenix Downs. But remember, they’re useless u nles__é____..
at least one of your characters has learned the Potion and
. Phoenix Down abilities and has the Item ability équipped.

Fortunately, there are only two exits in the building the
: enemies are holed up in and you can control the number of
enemies you must face at any one time by maneuvering
your ‘characters just outside the doorways. By confining
their movements and positioning a character equipped with
. Black Magic just outside the building, you can affect multi-
" ple'enemies with a single magic spell.

DNO ¥>21dVHD>

I2DVIW SHL

e e i

battlefield successfully, the

map changes into the CheCkPOim.’
Zeklaus Desert, an area After heading back to Igros Castle, Dycedarg will send

where random battles can you on a mission to assault the Thieves’ Fort. By this
occur. Possible

enemies/monsters include:
Bombs, Dragons, Ninjas,
Skeletons, Behemoths,
Juravis', Goblins, Bull
Demons, and Red
Chocobos.

Remember that if one of your party
members blocks an opening, positioning a
character at an angle from the entrance
allows you to attack with a Crossbow or
the Throw Stone ability.

time all the members in your party (at least the five
that make up your war parties) should be at level five
or six. If they're not, you may wish to travel back and
forth across areas where you've already been to par-
ticipate in random battles until your characters reach

these levels. Otherwise, the remaining battles of
Chapter One may overwhelm you.

STRATEGY GUIDE|{25 I



THIEVES' FORT.~ = I

- X:2 Y:10—Ice Rod or Eye Drop
- — —— - e | X:5 Y:9—White Staff or Echo Grass
- X:9 Y:0—Long Bow or Phoenix Down

-

~ % - P ! i
Bl
x‘_ v | .
" . . L
% i ~ .
y ‘E — .
§ P ¢

Again; be wa;*ry of the Thieves"ﬁbﬂ

5

¢ thém from the deadt

«

L

CFICLD

BATTLS

|

H ¢
1

VSUIRV €Y OF T

A
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ity €o.chart yourtpatty members
4 and turn them against yo'h. Take care argund enemy Prigsts, as well.
Not only can they heal their oﬁndé’g_ﬁn‘l patriots, they ¢an also raise




Fortunately, the ramp. ﬁ e
archway is on[y two panel% de,

Although the battle objective is t; %

defeat Miluda, unless she exposes
herself early in the battle, you’ll best
» concentrate your efforts on reducing
1 enemy numbers. As a Knight, she pos-
I"-‘ sesses Battle Skill abilities, including
/' Weapon Break and Head Break
(destroys any head protection), that
ican deplete the protection and
- -attack abilities of those she attacks.
The Chemist’s Maintenance sup-
port ability is a good way to counter
break attacks.

YH.L

,\
4

d>DVO W




,<' ! BATnE MAP 08 Objective: Defeat all enemies!

Enemy Units: Knight x 3, Wizard x 2,

LENALIA PLATEAU

Recommended Experience Level: 6

Treasure Data:
:8—Buckler or Potion
Y:4—Iron Helmet or Hi-Potion
:5 Y:10—Red Hood or Antidote
X:10 Y:6—Bronze Armor or Eye Drop

B

5

speed up a character's: moverent. :“fhoug,h not over]y pg@
these attacks have a h:gh an noyam.e factor.

Capacity: §§ - - b e i f
Remaunng 1. e R < P EF S o -I . ﬁ‘r

\TTLEFICLD

A

V&Y OF TH¢€ B/

y
(\

A SUR

/
e

-~
S
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4
2"? F

- and place your characters within the spell’s range.

As the enemy makes its way dowrl tl'le pass toward
your party at the start of the battle, they're still tightly
“_grouped. Take advantage of this by casting Fire, Bolt or.Ice
spells; these should affect multiple characters. When cast-
ing a spell, take the time to place the targeting square on.
the character to see the how much damage a spell ean
déliver before you confirm the action. That way you can
check to see if one spell has a greater effect than another on
the particular class of character you're attacking. Don’t for-
get to press the € or = button on the Directional pad while
you have the spell highlighted: so you can check to see
where in the AT List the spell will detonate. This will pre-
vent wasting spells or targeting opponents who can move

ONO ¥>LdVHD

SHL -

~course of action. If you succeed in halving their HPs, you
can afford to send one, and possibly twe, characters to fin-
ish them off quickly, and use the rest of the party to deal
with the Knights. However, if your first attack fails, you may
‘want to retreat to high ground near the water and stage a
defensive attack as the enemy advances.

Once the Time Mage'and Wizards are out of the way,
you should have no problem eliminating the Knights and
Miluda.

d>DVD

After you comle@t.tl-Ei-eﬁsuccess{ully, it

K Pricots ) d th f ¢ vof becomes an area where random battles can occur.
ERYYN Friestsowal SRR FOSHERIE ATLY;0UL O Possible enemies/monsters include: Goblins, Morbols,

range. Knights can inflict a great deal of damage in a single Geomancers, Chocobos, Dragons, Time Mages, Panthers,
turn, and keeping the Priest out of harm’s way allows you Priests, Pisco Demons, and Knights.
to use Cure and possibly Phoenix Down later.




( "I"nic\ tive: cal Wiegraf!
Enemy L Wiegraf (White Knight) x 1, Monk
‘n.llm\ Llwwho x 1, Knight x 1

ience Level: 8

Leather Vest Or Echo Grass
Y:4—Linen Robe or Phoenix Down
X:5 Y:8[—Small Mantle or Potion
X:6 Y:0—Mage Masher or Hi-Potion

'This s probably the hardest bablle your, gartv wlll cndure for a wﬁ Ef.
especnal]y if your charactersfha’\ren‘t, Feached Level Sevén yetyEvery F &
4 enemy present is very @angerousAdue mostly to_the constrque¢ bat- " 7 .
efield), and w:egraf’s«'ley"gﬁdrd ‘attacks gan eliminate a. character” £ |

gle blow! The MonkS:in the battle can ¢auseconsiderables’ s \
attacks like Wave Fistpand the Yellow Choeobo can hé

. e ' 1\ \a i
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; ,_ 3

".p

NOLIRVEY OF THE BATTLEFICLDS

] & 3
i |
- 4
s B
W : B
v/ |
e g/
¥ >
i ¥/ 7
1 ¥/ !
1= s .!.,/
i—- 74
o
<
o |
b

_ 30| FINAL"FANTASY. TACTICS % THE OFFICIAL STRATEGY GUIDE




[

pog Tbg. key to' completing thi
H’{ clo§est threat to the pafty aed h
V" afttack the Chocobo with ohe of your fi
~up with more characters to, f:nish i
g. Chocobo is more likely to perform a CFloc
0 than it is to attack. e V'

If one of your cﬁa'récters has enough experience in ahe;
jef Job Class to Jearn the Steal Heart ability; put it tD good
\ *agamr.t enemy Monks. Successfully charmmg one
't even attempt it if the success rate is less than 50 per-
ent!) can quickly turn the tide of the battle in your fhv r.
t remember, a charmed character becomes “uncharmed”
Jif attacked, regardless of whether'it’s by your characters or
“the enemy , :

LdVH>

>

¥

NO

)

I>SDVIW dHL -

Your Archer, should have learnedtsome middle Charge
skills, by now «skills like Chargea- 4 and Charge+5 can
inflict er\eugh ‘damage to remove Wiegraf in as little as two
rounds, ending‘the battle 3

7

"‘V After you complete m@r;gsécessfully, the map

*. changes into the Fovoham Plains, an area where random
:‘x battles can occur. Possible enemies/monsters include:
. Flotiballs, Goblins, Summoners, Pisco Demons, Morbols,

Monks, Juravis', Panthers, Oracles, and Bull Demons.

R
S

‘FI’NAL FANTASY TA,CTICS 'ngHE OFFICIAL STRATEGY GLl[E."EFi’v1

3 ""?'é‘ , o
AALE A w-k"fé%




lits: !\nu_,hi x| (\[L_uai

FORT ZEAKDEN

(BATTLE MAP 10 o _ 11

:3—Bronze Shield or Potion
10—Chain Mail or Hi-Potion

Y:7—Chain Vest or Antidote

X:8 Y:12—Silk Robe or Eye Drop

~ Chapter One draws to a
¢close with this battle.
Here, Algus murders "
Delita’s sister, Teta, | e

~and_ wounds Golagros» Capacity- 2

at “théw request of

"Rﬁmzas older_ brother,

WiZalbag. Delita, enraged

__at_. Algus’ _actions,

attempts revenge,single-
handedly.

LDS

¢

BATTLeF]

&
N

A 5URVEY OF TH¢

PART THREE
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" This is another battle where your party’s strength is

~divided into two battalions, so troop placement plays a

major role in ensuring that each character can'attack on

© ‘and you may lose a party membeér or two, you still sheuld
be able to defeat him before the life counters on your fallen
theroes expire,

their first Active Turn.

Algus’s Night Killer randomiy causes Darkness as well
as HP damage. He’ll attack Delita'with this at the Ionset_ of
battle, Darkness blinds the afflicted character, hampering
his/her ability to land an attack successfully. Keeping
Delita alive lets you concentrate on other enemies, because
Algus focuses most of his rage on him.

The two enemy Wizards tend to use their offensive
spells during this battle, directly targeting your characters
instead of the panels around them. Use this to your advan-
tage by moving a targeted character near an enemy so he or
she takes damage from your attack as well as the backlash
from the spell.

FINAL FANTASY TACTICS $THE OFFICIAL STRATEGY GUIDE |33

" The easiest strategy here is to concentrate all you;'
efforts on Algus from the onset. Even though.your e¢harae-
ters will leave themselves, exposed to the other enemies,

)
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L CHAPTER TWQ

“SUBSERVIENT

™ Mo
oy ! .

AND-THE

e %
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gh-One; Rescuing the Princess
Commissioned by Agrias,"Ramza and Gafgarion join her to
find and rescue Ovelia.

g

T"Otbonne Monast(frv
I Event: Gafganon and Agrlaf. |0u1 your party as .
guest members, and their troops join as members.

2. Dorter Trade'City

Battle 11: Dorter Trade City T2, gt (Y g

3. Araguaiy Woods

Battle 12: Araguay Woods -
Event: Choosing option | lowers your Brave points.”
Boco _:_he €hacobo joins your party‘as a member.

| o

v .
L4, Zirekile Falls
R,
Battle i3:/Zirekile Falls r V4
¢ Event: Gafgarlon leaves,your party and Ovelﬁ ]oms 'as
' la gue;:t far a‘brief tlme SSRUWW
\, S ~ Y

"
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MANIPULATOR

Chapter Two.picks up where the prologue
left “off. Ramza. agrees fo _&e!p Agrias,
Ovelia’s bodyguard, resme
wprincess and ends up.in-the middle
-conspiracy W this chapter the “Za
Brave” story.comes ta light. |
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Mission Twa: The Hunt-for Sanctuary

& With Ovelia firmly in tow (but for how Iong’)

-»\?W‘ Agrias seek refug€ from the royal intrigue that
“them. Along the way they encounter an enigmallc 1
% §¥|th problems of his own. E

i Lionel Castle. Will Ramza get there in tlme to help Princess
eer  Ovelia?

‘::‘”ﬂt, Goug Machine City -+

e 145 Z,al' = s Trade City

| "f“ byl

2. Bariaus nglf

/" Battle 15: Bariaus Hill
,P(

g! F itk i %
.p‘{f 3 l,lonel Castle . =~ w0 . é g\ N )
‘4/. Event: Agrias and Prm%ess Oveha lea

A

aus Valley { : ; \ ‘
i b :
attle 18: Bariaus Valley

ent: Agrias Joinfgyour party as a m ber N

1d\

~
>

-\ o

X orand Executioh Site

L = OMIYS

attle 19: Golgorand Exqcut:on

.‘\

e,

j ‘Mission Three: lourneyio Goug

Leaving Agrias and Ovelia in th fe%nds of _Car e,n
#" Draclau, Ramza and Mustadio head toward the Machin
City of Goug to deal with the threat of the Bart Company

L ANV YOLVINdINVW
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Objective: Defeat all enemies!
‘ Tn[ " 11 emy Units: Thief x 2, Archer x 2, Wizard

”RTER TRAQE CITY

—Ice Bow or Potion

2 Y:6—Shuriken or Hi-Potion
X:8 Y:4—Round Shield or Ether
X:8 Y:10—Barbuta or Echo Grass

> W B
After witnessing Delita’s -abductign of Prineess Ovelia, Ramza ;Y
decides to join Agrias in her quest fo'rescue the princess. Gafgarion 2
also becomes a-mefhber of the party, going against hisy There s no
¢ money..in that!” philoSophy Returning to-Dorter, the party finds
-""-itbelf marked for asaasbmaﬂun by a mystermus I(mght i

5
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_With Gafgarion and Agrias “gi;l_le"sr"iri‘g”l in your party, By now you should be using the AT List ]udid_ious_ly.?
you should have no problem dealing with these “underpaid”  Not only does it tell you when a unit’s turn becomes Active,
mercenaries. Gafgarion, with his HP-replenlshlng Night it also allows you to identify when and where rged
Sword attack, and Agrias, with her Holy Sword abilities, will - attacks, such as spells and arrows, will occur. This knowl-

require no assistance. This allows the rest of the party to ‘edge helps you plan more efficiently the attacks to use and
concentrate on systematically elnminaimg the enemies “where to move your characters.
those two aren’t targeting.

When you access the map screen IrMe@LIyﬁ lose the ability to rotate the map.

To see where a particular effect will occur, you may have to exit the AT List, rotate the
map, and then reaccess the map screen from the AT List.

After disposing of the two Wizards, taking care of the
rest.of the enemies should be like shooting fish in a barrel.
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BATTI.E MAP 12

ARAGUAY W00DS: -

X:4 Y:2—Mythril Armor or Phoenix Down
X:8 Y:5—Mythril Vest or Potion
X:11 Y:9—Spike Shoes or Hi-Potion

e

\ 5*? 7 %‘%’
i .'ﬁemptmg to | avb withe
«helping the Chocobo will reduc® everyone ’s Brave Levelby.l@ fo

’g{twnk More often than nof,/BocoiWVill ketreat back to the
the\ bartlé ldd ndyalt ofit mosty he‘ battle, offermg |I

LDS
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The Goblins in this battle are more susceptible
to Black Magic Ice attacks than to Fire or Bolt. If
your Wizard is trained in this ability, use Ice or
Ice2 against them.

TN INVW > HL

V

IAd>59NS DHL ANV JOLY

After you complete this battlefield successfully, it becomes an area where random battles
can occur. Possible enemies/monsters include: Goblins, Skeletons, Morbols, Panthers,
Ghouls, Woodmen, Archers, and Ninjas.
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T \ BATnE ||AP 13 Objective: Save Princess Ovelia!

% : Enemy Units: Dark Knight x 1 (Gafgarion),
WWZIREKILE FALLS (

Difficulty Level: 2/5
B - Recommended Experience Level:
W i SSoes lreasure Data:

Leather Mantle or Ether
":7—Platina Dagger or Echo Grass
Y:5—Coral Sword or Soft
Y:5—Poison Rod or Phoenix Down

LstSquad - ~ A However, looks eanibe deceiving; the bridge spanning the ravine ;

Capacity 4_" < SR B o is not the only,waysto cross/1t’s possible to traverse the waterfall =~ &

. $and.the lake'below, even theugh movement is limited and Certain & \

areasiare too deep to allowa character to act from that position. *

1f you choose to cross via the waterway, use the targeting cursor N
_ toudisplay the water dgpth so you can determine where you can,

“end your move and still be able to act. : i 1
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>

MBarrier spell on herself. This endows her with H‘aste Shel
Protect, Regen, and Reraise: Although these effects. will
lessen the damage she receives, remember that if you allow :
her to be attacked and she falls, you fail and must replay

~ this battle.

W 2H.L = OMIL 3314V H

_’,
/
/

JOLVINGINV

that task.

After you romle@t;I;eﬁsumssfully. it

becomes an area where random battles can occur.
Possible enemies/monsters include: Chocobos, Pisco
Demons, Skeletons, Flotiballs, Cuars, Morbols, Bull
Demons, Knights, Wizards, and Time Mages.

/

¢
by

dNs DHL ANV

INY2S

>

The tide turns in this battle when Gafgarion reveals his
true_intentions and sides with the opposition. Now, your
characters are on the receiving end of his vampiric Blood
Sword. A good strategy for this battle is to concentrate on
Gafgarion and the Knights next to him so your party can
take control of one side of the bridge and control the
enemy’s attack points.

When you attack Gafgarion, focus multiple characters
against himat once. If you don’t, you'll prolong the battle,
and give him the opportunity to restore his lost HP at your
characters’ expense.

AN
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TRATTLE MAP.1¢ -

\ZALAND'FORT CITYS

& La
—Rainbow Staff or Potion
X:0 Y:9—Cypress Rod or Hi-Potion
G4 Y 2—Mythril Shield or Ether
Y:0—NMlythril Helmet or Echo Grass

1st Squad

Capacity 45 &7

Although it seems improper, choosing “I don't want to
get involved” instead of “We have to help him!" tem-
porarily raises your party's Brave level by 5.
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d Y 4
This will becomé another: wi
remove the enemy'Wizards from |
mand heavy Fire power, liter. Ily,:' ec
makes it seem like there’sing pla fleld before the Don’t Act effects wear off.
aggressive, and will'attack frbm the onset. " A .

a very short battle you must re%% ' if. Yot 3
rot tsp n, the » *

el other mémbers of your party should be able to
se the numiber of enemies remaining on the battle-

don’t envelope him with Shell an
beginning. These protective spells won't be
wasted; he’s a huge help in disabling
the Archers’ and Wizards’ action
abilities with his Arm Aim sniping
ability.
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PRATTLE NAP ¢

ZADANDFORT CITYes 4
ws % = } I\ \\‘ : |
O ” v ¥ _ n 32 X:0 Y:2—Rainbow Staff or Potion

X:0 Y:9—Cypress Rod or Hi-Potion
X:4 Y:1 2—Nlythril Shield or Ether
Y:0—NMythril Helmet or Echo Grass

|
Defeat all enemies! or Save Mustadio! : Bl {
ts: Knight x 2, Archer x 2, Wizard x 2 :
!

Suggested A’ftaci(
o _;.. o2

Capacity 4

Although it seems improper, choosing “I don't want to
get involved” instead of “We have to help him!" tem-
porarily raises your party’s Brave level by 5.

O:5TATUS

& :SEARRCH START - END
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e

_ ]
| TTL[ MAP 1; Objective: Defeat all enemies! Y
. “\-\ % S & Recommended Experience Level: 16 §
| oy ure Data: i LA E
) %ARIAUS : HlLL - X:3 Y:6—Triangle Hat or Soft .
AN i m i » :0—Plate Mail or Phoenix Down
’ ' h ’f \ i X:11 Y:6—Adaman Vest or Potion

X:13 Y:2—Power Wrist or Hi-Potion

% - : -

= Suggested Attack Team Formatiop:

P _ 1 ;ﬁ'w
\

Close the distance with thé*Archers and Summoners as quickly as pos-
sible in this battle. Whe# the distance Between your units and theirs is 4
‘great, they launch wave after waye of Arrow and.Elemental attacks,
_causing much HP damage/ If thé Summoners-advance early, concen- j
traté’oriithem first, then the Afchers: Summoner spellsisuch as Shivas® 4 \
#(1¢€ Elemental) and Ifrit (Fir¢ Elemental) affect a wide area; a single

-
-

1st Squad

Capacity 4 -

ATTLERIELD

s

&

BA
\. Bl .

Y OF TH

€

> URV
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bl As i the previous battle, both Mustadio and Agrias can be
" *_V'yery helpful in subduing enemies, although you can't count

L' . on them to finish what they start. $
N

ol i

battlefield successfully, it
becomes an area where

random battles can occur.

Possible enemies/monsters
include: Chocobos, Bull
Demons, Bombs, Archers,

Summoners, Thieves,
Monks, Wizards, and Time
Mages.
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>
e ™

- 4 b Ob Defeat all cncmim'

'-_,‘. En ts: Skeleton x 2, Bone Snatch x 1,
k. %

MAP 16 & Ghoul x 2, Flotiball x 1 or \-lorhol x 1
.‘\\ ) mn - .

ience Level: 17

i OLIS SW MP ' X:1 Y:0—Asura Knife or Ether
. X:4 Y:4—Koutetsu Knife or Echo Grass
@ X:6 Y:11—Giant Axe or Soft
"\___ L > X:11 Y:1—Romanda Gun or Phoenix Down

%

i éi{s : ; :
§ You may ‘have stumbled across them during a random battle in the
Araguay Woods, but thisfis theffitst staged battlefield where your party §
/ faces the chilling toueh 8f Ghouls; Ngt only can theytelepartite almost o =
mywhere on the map, thége’s %igdod chance that after they meet their
. demiiSe and, whfe gounters, plrc they H return to life:

FIELDS
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%% Mustadio’s Seal Evil ability can petrify the Skeletons,

“Bone Snatches, and Ghouls with a single attack, allowing
you to make quick work of them and concentrate on the
other enemies at hand.

1
b 4

‘ .f‘ Iy safe to cross through durlng movement, e
" J ¢ in it will poison your charagter. A poisoned ch
HP with each passing AT until Antidote, Fsuna, :‘ or Remﬁgd

is used on him or her or until the effects Wyear ﬁ“

. The best stratcgy for this stage is to slowly and care-
fully advance your party, letting the enemy come to you.
This allows you to control when and whom you attack.

Remember that you can make effective use of the Cure
% spell by casting it directly on a character and then

k. moving him or her next to one of the ghastly beings.
The While its effects will raise your character's HP, the
* spell has the opposite effect on the undead.

b NOT¢
After you complete this battlefield successfully, it becomes an area
where random battles can occur. Possible enemies/monsters

include: Panthers, Skeletons, Bull Demons, Ghouls, Morbols,
\\ \ Cocatoris, Archers, Summoners, Time Mages, and Wizards.
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_ BAmE MAP 11 Objective: Defeat all enemies!

Enemy Units: Thief x 2, Archer x 2,
_ Summoner
SLUMS IN GOUG Difficulty Le )
; Recommended Experience Level: 19

: e P e Treasure [

X:2 Y:5—Crossbow or Potion
{:2 Y:8—Lightning Bow or Hi-Potion
':4—Ramia Harp or Ether

X:10 Y:2—Battle Dictionary or Echo Grass

1st Squad
&

Capacity- 535

-
b

While in Goug “Machine City," take the time to
purchase a few Romanda Guns. If you change one
(or two) of your characters back to the Chemist class,
these long-range weapons will come in handy |

for the next battle. J

TTLEF

START:END

= A SLIRVEY OF THEBA
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Unless you've been building up your characters with ran-
dom battles or have equipped a few Romanda Guns, this
battle will be long and arduous. The Thieves will continu-

ally try to charm members of your party while the Archers
target them from afar. When you factor in the two

Summoners, you’ve really got your hands full!

The key to winning this battle is to continue attacking
the Summoners once you've begun. Their ability to cast
Moogle, which affects multiple panels at once, allows them
to heal a good portion of their forces in a single turn. If
you’ve armed a couple of Chemists with guns, eliminating
a Summoner early on can help turn the tide of the battle
quickly.
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After you've disposed of the two Summoners, concen-
trate on the Archers before you finish up with the Thieves.
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DSATTLENAP 1 e

o

=

% _ Units: Knn_,ht x2, Archer x2, Wizards x2
g B L d
f-. % - - ' Difficulty Level: 2/5
i‘,. ?
W,

-y

BARIAUS VQLLEY . ke comende lomaties el: 20

:0 Y:11—Javelin or Soft

#ﬁ - — X:1 Y:2—Battle Bamboo or Phoenix Down
N & 4 / X:11 Y:7—Fire Ball or Potion
/ 3% ¥

L
Y X:11 Y:11—Water Ball or Hi-Potion

Suggested A‘thck Team Formatlon. %

1zt Squad

Capacity: 33

« A MRV Er OFFRIE BATTLCFICELDS
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The opening of Battle 18 finds you and your troops rescu-

ing Princess Ovelia’s bodyguard, Agrias. Fortunately;
Agrias is well-armored and skilled in the ways of the Holy w

. Knight. With the exception of maybe a potion or two, she’s

: pretty good at taking care of herself: Yowll find her mere

" pivotal in' this battle than your prévidus' “rescuees.”

. Furthermore, if you fulfill the Winning Conditions, shell

“join your party as a member, not merely a guest. Under-no. .

circumstances. should you refuse her services! Her Holy
Knight skills (especially once you've bought hermore pows=
erful action;skills) are invaluable and will make her. a
prominent party member.

After you complete this battlefield successfully, it becomes an area where random
battles can occur. Possible enemies/monsters include: Bombs, Summoners, Archers,
Chocobos, Wizards, Time Mages, Bull Demons, and Thieves.

| “This battle is actually pretty straightforward, featuring+*
" enemy types. that should be well-known to you now.
\ '_ Because your army will be split into two squads based on
either side of the river, make sure your teams_have equal
offensive and defensive skills equipped. Use magic and
: other long-range attacks to take care of the Wizard and
Archer on the right bank, and immobilization skillsito hin=+ (;2/ E2 Lvi2 Exp.I3
‘der the Wizard and Knight placed close to Agrias on the left™ >
bank. Mustadio’s sniping abilities are
invaluable for freezing the attack abili-
ties of stronger enemiies, allowing you
to move your heavier players into
attack range.

INIAY245dNS DHL ANV JOLVINGINVW 2HL = OML Y2 LdVHD

CheckPoint!

After you finish this battle, head back to Warjilis
“Trade City" to re-arm and re-armor your more lightly
equipped characters. Also, if you find yourself in need
of a few extra |Ps, consider spending a few minutes on
the side quests you'll find in the bars in Warjilis and
Goug. The next battle will be tough, so be prepared!
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T BATTLE MAP 19 -

; GOLGORAND Objective: Defeat all enemies!
L, _ Enemy Units: Gafgarion (Dark Knight),
N -y Knight x 3, Archer x 2, Time Mage x 2
EXECUT]ON SlTE l_:?i["l'iL'Lllly' Level: 4/

Recommended Experience Level: 22

Treasure Data:

X:0 Y:8—Lightning Ball or Ether

X:4 Y:3—Gold Shield or Echo Grass

X —Gold Helmet or Soft
Y:8—Green Beret or Phoenix Down

Of course, you knew it was a trapsright? The Dark Knight, Gafgarion,
is back, and this time he’s'got your troapstight where he wants them!
Or at least, he thinks he does: Thisfight'is the first of Chapter fwo’s
end battles, and one:of'the more difficult battles you’ve faced so far.
Not only are your troops divided and outnumbered, but Gafgarion’s
sword skills will'leave them feeling inferior. '

1zt Squad

Capacity: -

BATTLECFICLDS
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‘\\ nght allow him to perform devastatingly long mid-ranged

Because you've already had a taste of what Gafgafib_n
is like as an opponent, you should have some idea of the
steps you must take to defeat him. His powers as a Dark.

“attacks that drain an opponent’s HPs and apply them to
nl{tmself Because he gan regain much of the damage your
) eam inflicts literally with one slash of his. sword, you want
‘one of two things. You can try to double and triple-
Ypam‘hlm and hope your efforts are enough te wipe him out
swiﬂfy or you canuse one of many action skills to immo- 3
bilize him. Mustadio’s sniping skills—Arm_Aim. and Leg
Aim—are perfect for this task. The*Knight's break skill,
Weapon Break, works well,. too. If-Gafgarion can’t use his
Dark Knightattacks you'll have a nmiuch easier time defe‘a
1ng him. -
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CheckPoint!

The next two battles take place one right after the
other, with only a moment to save and reconfigure
your troops. Make sure you have enough potions and
spells before you commit to Battle 20. Once you begin,
you can't exit the series until you finish the last battle
or restart at a save point.

JOLVINJINVW >2HL - OML
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. After you take care of Gafg&ﬁ?n, the rest
of the battle will fall into familiar patterns..
Although not easy, taking out the remaining
enemy units should go smoothly
as provided you keep your characters
in good health and out of
range of the Time Mage’s Slow "
» and Don’t Move spells. Consider
( equipping your units with the
Archer’s reaction skill, Arrow

5
=

IANY24dNS

‘9

Z

port skill. Arrow Guard is self-
explanatory and gives you a
better chance of escaping the
Archers’ attacks. Concentrate
makes your attacks more accu-
rate. Another good tactic is to
use the Thief’s Steal Hearts action ability to
charm one (or more) of the opponents.
This will level the playing field, at least
temporarily.
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BAmE MAP 10

* ALPHE GATE OF - by Linit: Cafaron Dark Kigh,
LlONEL CASTLE yotsis

Gold Armor or Potion
2 Y:1—Wizard Outfit or Hi-Potion s/
(:2 Y:12—W.izard Robe or Ether
{:3 Y:7—Rubber Shoes or Echo Grass

w22 5 RN © "“'*‘%m

.

: Gafganon returns in anether bﬁrfﬂe th_aé“iw"«%f keep you
sonithe edge of youw séat. Thls n & around, Ramaa |
_faces the Dark Knight algfig wh ihe rest of the‘attagk
\ teatii’déals with probléms of tHeir oWn. This is anoth-
tle, o a Qénr with the,one you just !:n-

d Bawg)

« UNGLIRNGET OF THE BATTLEFI€LDS
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First you must address the d:fflcu[ty of dlwdmg .th”e’m‘i

W

¢apable of ‘dealing with the leader’s: sepacation 'f
E:l;§1épart}f If it looks like Ramza can’t defeat Gafgarion"al
" " wyou may want Ramza to sprint to. the panel that con
! "t‘he gate's lever. Once the gate is open, Your party can w
,._;_aﬂs a team once again to defeat both enemy groups.

4

On the other hand, if Ramza can perform attacks that
either offset the draining effects of Gafgarion’s attacks(in
_ the 75 to 100 HPs + range) or can hinder him from attack—«
" ing effectively (for example, Weapon Break or Don’t Attac}d,
 your best bet is to take out Gafgarion—for good thisfit )
__-'"'-_':As a bonus for not killing him last, you’ll'im1
" access to Gafgarion’s crystal.

ming enemy uhits are arraycd on. the battle-
ét Spells with a large effect radius. (Such as the
mmoner’s) Wwill work to dause damage tora‘large humber
) ople., This is.another battle where using i
n skills é’ombined wtth mld to long rangea

s Sihiee b L0 L

Ram2a
Wait there
I’} open the gate

IN2IAY24dNS DHL ANV JOLVINIINVW SHL * OML Y2 LdVHD

Gafgarien
Ugan _is this_the ead?
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BATTLE MAP 21

INSIDE LIONEL CASTLE [Retates
. Enemy Units: Queklain (Impure King)

Difficulty Level: 4/5

Recommended Experience Level: 23

- T e g o s — o e S
i e e RIS L e

Treasure Data:

X:3 Y:6—Defense Ring or Potion

X:3 Y:8—Defense Armlet or Hi-Potion
X:4 Y:6—Wizard Mantle or Ether

X:4 Y:8—Bizen Boat or Remedy

With Gafgarion dead, who’s left to fighiZ.if you thought battling
Cardinal Draclau would'be easySthink'again. This battle intraduices
you to the game’s real bosses—the Zadiac Monsterst.Possessed by the
Scorpio stone, Draclaustransforms into the hideous Impuré King,
Queklaingand it’s your job to stop him '

[ &:seanca | O:STATUS START :END

PART THR€€E + A SURVEY OF THE BATTLEFI€LDS

o
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To succeed in this battle, make sure your party is
equipped with skills and accessories that increase their
attack strength, speed and movement radius, and their abil-
ity to defend against magic attacks. Because Queklain is
vulnerable to Holy attacks, you might want to keep that
skill handy, as well. In general, you can attack him as you
would any normal character. You just have to be wary of his
tricks.

A characteristic that all Zodiac Monsters share is their
ability.to cast large spells that are primarily status-anomaly
based. Queklain’s'defaultspell, Nightmare, casts things like
Sleep and Death Sentence on your units to prevent their
attacks. For this reason, make sure at least one of your char-
acters has the Remedy ability equipped.

Space your characters out as much as possible during
combat to prevent Queklain’s magic from affecting more
than one at atime. This is difficult within the confines of the
formation grid, so prepare for anything that might come
your way

IN>IAYD5dNS DHL ANV JOLVINJINVW 2HL « OML 4> 1LdVHD
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With the battle agdl}_’rs%hueklam fresh in
his mind, Ramza sets out ‘to discover
who’s manipulating
for what purpose. As he
the stakes titrmsperson
e family niembers gels” caug
o L f _st,iéﬂtsm

g

Convinced of a plot 10 cwer‘t TO)
Ramza travels to thelmperlﬁltalta DI LESE
pthers help. He doesn’t khow'a Charges
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= 1 Dorter.Trade City

12 boland CoalCny
Battle 22: Goland CoaT'C:ty

i
-
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3. Lesalia Imperial Capital _
Battle 23: At the Back Gate of Le
Event: Alma briefly joins your pa
v o
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-
=
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Mission Two: The Race for the V1£G§¢ne“.‘=

Alma knows the Ioca:mﬁ"of the Vlrgg ?tot% bqf can's
find it before Wiegraf? A chase th nne Monast
leads to both loss and discovery.

I. Orbonne Monastery
Battle 24: Underground Boq!(‘%torage Secon
Battle 25: Underground Book Storage Thirg




1 % - WMo T FF

s gy

Mission Three: Res fifig Alma
% The search for Ramza’s sister leads to the

aIlles and a eat clysmlc standoff

;’. Ba e28 Yaraowﬁb

Event: The ﬂeavq’

a guest. \.*

f 4. Yuguo Woods
' *®

f 4

Battle 29: Yuguo Wood

/ﬁq\zanes Castle

B@ttle 30: At the Gate of Riovanes Castle
t: Rafa leaves your party.

e 31: Within Riovanes Castle

g 32: Roof of Riovanes Castle

Rafa and Malak join your party as members.
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“CBATTLE MAP-21

,GOLAND COAL CITY

Objective: Save Olan!
Enemy Units: Mediator x 1, Thief x 3,
Chemist x 2

I'Fi!"i'iL'Llli\_-' Level: 2/5

:1—Flail or Holy Water
X:4 Y:6—Spear or Potion
X:4 Y:6—Cross Helmet or Hi-Potion

P

Battle 22 opens with*the enigmatic @lan Durai (author/com=
piler of the Zodiac Brave'storyj running from a group of
Thieves. Your objective for this battle is to_save Olan, a task
quickly rendered unnecessary once Olantinleashes his Specnal
“ ability, on the enemy, units.
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Olan is classed as an Astrologist, possessing Starry
Heaven skills. The one he’ll use in this battle is the striking
Galaxy Stop. This spell causes a variety of immobility sta-

tus anomalies to" befall all enemies on the battlefield.

Although your opponents can still guard or evade the
attack, chances are the first couple of castings will affect at
least half the enemy troops. Units caught under the thrall of
Galaxy Stop are afflicted with Don’t Move, Don’t Attack
and/or Stop.

Your two main tasks for this battle are to neutralize the
Thieves and steal the Mythril Guns from the Chemists. The
Thieves are especially deadly here as their default attack is
to steal the hearts of your most powerful characters. This is
nothing new, but the effect here, now that your characters
are ‘more powerful themselves, can be disastrous. Try to
take out the one approaching from the left before she has a
chance to attack. If one of your characters is charmed, make
sure that, when you attack them to break their thrall, you
use a very weak attack!
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- The Chemists in this battle have a new type of gun that
does a hefty amount of damage from a long distance. Lising
the ability Steal Weapons gives you a good shot atclaiming
one (or two!) of these for your own use without the hassle
of traveling back to Goug. Plus, stealing.a character’s
weapon leaves him/her unarmed, causing his/her attack
strength to plummet. Keep in mind that Chemists aren’t
very good with their bare fists!
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£ b, Ihjective: Defeat Zalmo!
Ene : Zalmo (Holy Priest),
i& , Monk x 2
\BAGK GATE OF (\ X:0Y: IU-—-I)IIL_.C!I‘IJII‘IL‘ or Ether
3 “\\ X:8 Y:0—Diamond Armlet or Remedy
A CASTLE : X:9 Y:8—Hidden Knife or Phoenix Down

s ASURVEY OF THE BATTLEFI€LDS

PART THR€€




As if Ramza didn’t have enough'to worry about!\First the
Zodiac Stones, then his little sister, and now a charge of
heresy! This battle has You fighting the Holy Prlest, Zalmo,
and his troops.

' ‘Bn a more positive hote, Ramza receives some special protec-
tion from his sister, Alma, skilled in the ways of the Cleric. At

- the onset of battle, Alma casts the coveted spell MBarrier. This"
‘will protect Ramza from almost anything. Because this is a
spell you won’t want to miss, be careful not to move Ramza out
i ~of Alma’s casting range! After performing this one act, Alma
ATs healing and protecting his warriors) If*s time- orrsummg, ~ removes herself from battle and hides behind the wall, where
as'you're dealing with physically strong f|ghtcrs W W Vivs safe. She will, however, join your'party on the trip to
Orbonne Monastery and leave you with a few rare items, such
as her Barette and Healing Staff.

L e

The easiest way to win this battle is to concentrate on
getting your units close enough to Zalmo to defeat him.
\Unfortunately, wou still must hack through his Knights and ~ While Alma is in your party, be sure to access the
Monks to do this, Formation option, then the Item option, and remove the

Barette and Healing Staff from Alma.

INVIIVA SHL = 22dHL I>1dVHD
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A SURVEY OF THE BATTLEFISLDS

PART THR€€

BATnE MAP 14 Objective: Defeat all enemies!

Time Mage x 2

>commended Experience Level: 2

X:4 Y:3—Poison Rod or Hi-Potion

) |
" .BOOK STORAGE e
~ SECOND FLOOR A

X:5 Y:0—Mythril Bow or Ether
X:9 Y:4—Musk Rod or Remedy

- /Suggested Attack T gam Fotriation:

Your party arrives at Orbonne Monastery.only to find that

 Wiegraf and his créw hayé beaten you.there./Aftér a brief cut
“Scéne,youdeave/Alma to'tend to Simon and head down into the
* stacks-after the Virgo Stone. This is the first of three battlefields. 4
e :“LE
3 e ...' i

(- scnnce I < vvves SN s
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As with the battles at Lionel Castle, you have the opportunity
to save your game and check the formation of your characters
after each battle before advancing to the next. Make sure
you've stocked up on all necessities before entering this spot

on the map!

Of the three, this battle is the most straightforward.
Taking out the Chemist is a top priority; he is the group’s
only real source of restorative power. The Lancers are simi-
lar to the Knight class of earlier fights. Their main weapon
is the spear, which has an attack radius of two panels, and
their innate job ability is Jump. This attack allows them to
jump into the air and land on their opponent with great
force, causing more HP damage than a. weapon alone.
Because of the time element involved in the Jump attack,
you may be able to move out of harm’s way before the
Lancer actually lands.
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‘ATn[ MAP ls Objective: Defeat Izlude!
§

Enemy Units: 1zlude (Knight Blade), Knight x 2,

WUNDERGROUND. ISR
. BOOK STORAGE 3 -
D FLOQR

3:

X:0 Y:0—C Bag or Phoenix Down

X:5 Y:6—Ice Shield or Holy Water

X:9 Y:9—Flame Shield or Potion

X:11 Y:7—Twist Headband or Hi-Potion

The second battle in the SEI’IEb p[ts‘g' agaiﬁr.t wlegrafs hench-
man, Izlude. A Knight-Blade, ‘e h@S‘aCCLss to the ]ump skllls and
uses them to theirfullest extcm ’ i

o
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The best strategy for this battlefield is to send half of _
~ your army over the walls to attack Izlude directly and the
rest around to the side to take out the Summoner and the
two Archers. Without their long-range attacks, your attack_
team will have a much easier time dealing with Izlude and "
“his band of Knights.

but you muqt earn your wctory
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BAmE MAP 16 Objective: Defeat Wiegraf!

Enemy Linits \\'It‘gr‘ﬂ (White Knight), Knight x 2,

* UNDERGROUND
- BOOK STORAGE - [
FIRST FLOOR _

X:2 ‘:.L‘!—\-layg L.aunl]cl or komedy
X:6 Y:6—Reflect Ring or Phoenix Down
X:8 Y:0—N-Kai Armlet or Holy Water

~ In this final battle at Orbonne Menastefy, you face the White I{mght
Wiegraf, a second time. The divided battlefield (your troop.starts in one
room and the enemy in‘anothér)linéreases the difficulty of this aleeady
tough battle. . £ 4

BATFLEFICLPS

-
-
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A SURVEY OF TH

PART THR€€
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Wiegraf draws from the same skill pool as Agrias,
except the status anomalies associated with sword attacks
such as Stasis Sword seem toroccur more often. Take care
not to clump your troops together in his strike range lest
they find themselves wounded and paralyzed by the incur-
able influence of Stop. If a couple of your characterscan get
in‘an AT before Wiegraf, you’ll have a much better shot at
organizing an effective offensive.

If you complete this battle successfully, Simon gives
you a book, “The Germonik Scriptures,” containing the
story of the Zodiac Brave Stones. To read this, you

must go to the Brave Story on the Main Menu and

choose it from the list of treasures. Pressing & as

prompted allows you to read the book.

Moving a character or two to the door in the middle of the
stage prevents him from entering the room, causing him to
descend the steps to the doorway on the right. You can then
send your remaining characters to that side to launch
ranged attacks at him, if possible. If you’'re unable to defeat
him in that round