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RE INSEPARABLE FRIENDS AND
TARTING CHARACTERS.

Legends, you enacl Lhe role of Vyse and

ies of Arcadia

: I n Sk
Rhis
‘and he

Crew=
. Roguej

as they thwart the evil Empress Teodora
.ILike cloud-hopping merry men, Vyse's
‘good pirate guild called the Blue

lying ship Lo rob [rom the villainous and
matier the cost, no mater I;he danger

i’

AIKA’S SACRI, AND SPECIAL MOVES, SUCH AS VYSE'S |
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/ “

JRY, G "EMYqU THE EDGE AGAINST MG TERS. I'_._'.;-T-.lm TY IS I -
_ Special equipment, 1y agic, apd combat moves aid you on your Quest. Skies of Arcadia Legehb‘s all(ws_’your main characie
‘_choo_'Sﬁ from more than 50 weapons and six elemental schools af 1 mag[c—green {healing), red ([ire) purple {ice), blue (
vellow {lightning), an and silver {life and death)—contribute [spells such as crystalum, which 1rapes an enemy in a thick colur
. ‘F‘EE;'E)'F'WE“\?IEn “which! destroys an area with a swirl of torlmdoes Eacﬁ character in thé party also has special moves Lhat
‘massive damage on_ynur foes. Viyse begins with Cutlass Fur_y a solid damage dealer, énd climbs up to Pirate's Wralh a
- maneuver-that-inflicts three {imes the damage of his starting special moves. -
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Unfortunately for our heroes, all the
power under the sun may not save
them. Galcian, leader of the Valuan
Imperial Armada, owns a [leel of batlle-
ships that can torch an lentire world.
When Galcian captures Vyse's father,
leader of the Blue Rogues, Vyse and a
small band of [riends assault the
imperial stronghold in a desperate
allempl lo save him. Can these under-
dogs defeal the ullimate bad guys?

How CcAN ONE BLUE ROGUES' SHIFP VYSE AND HIS FRIENDS BATTLE
FIGHT AN ENTIRE IMPERIAL ARMADA? MORE THAN 150 DIFFERENT
| MONSTERS ON THE MISSION TO
| SAVE VYSE'S FATHER.
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qOUR, CREEI
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Vyse and Aika siege Alfonso's battleship at the beginning of the
story. Besides your starling tag team, four other heroes fight
with you during your adventure.

VYSE CUTS THROUGH THE COMPETITION WITH AIKA, VYSE'S BEST FRIEND, SLINGS
FABULOUS SWORD SKILLS. SPELLS AND A REALLY COOL
| BOOMERANG.

The gruff captain Drachma saves vou from the arcwhale Rhaknam and reluctantly accompanies vou because you have nowhere else
lo go. Drachma's ship, the Little Jack, serves as your [irsl adventuring vessel. Early on, Drachma is a big help—he's much tougher
_than V){SE_“(_)r_ABg.‘,_ and_ he can dish out serious damage with his artificial arm. Unfortunately, he doesn't stick around long.

The Valuans hunt the Silvite princess, Fina, [rom the beginning of
the story. Alter you rescue her, she pledges her loyalty 1o your
band. Fina's weapon, a morphing creature named Cupil, grows
stronger each time you feed it a magical cham. Fina's best potential
is for magic use. Keep her in the rear to [ocus and cast spells, and
she's a great help.

A PRINCESS FROM THE SILVITE EMPIRE, FINA
FIGHTS T‘]—IE VALUANS WITH HELP FROM HER
WEAFON-CREAH"URE CUPlL

(Belleza)

Her name is Fina

She is currently being escorted to see Empress
Teodora in the Imperial Palace

___ VILLAINS COME IN ALL SH

BEAUTIFUL ONES.

f\P_g;s AND SIZES—EVEN |

|
|

| |
|
|




A fellow Blue Rogue, Gilder, rescues Vyse from a deserted island
after his lifeboat crashes there. Drachma is not a member of the
parly al thal point, so Gilder serves as the new lough guy. His pistol
attacks deal as much damage as Viyse's powerful cutlass swings.

Your [inal member, Enrique, takes Gilder's place after you
escape [rom Valua's Grand Fortress. What makes Enrique especially
interesting is his Lies lo Valua—he sleals Valua's most power[ul ship,
the Delphinus, for Vyse, and he's also the empress's son] Enrique's
skill with a blade rivals Vyse's.

Any combination of these warriors can wipe out any monster threats

»
thal come their way. The true challenge 'comes when Lhey [ace off (Wyse)
against the master villains. I don"t know why you're al lgset The -audience

aiready got to watch us freBour sfriends and
Crashyour guards!

DRACHMA, VYSE, AND AIKA MAKE A FORMIDABLE
TEAM AT THE GAME’S BEGINNING.

- SWASHBUCKLING RATING |
Throughout the game, many dialogue options
;‘app'ear to determine the story line's path. B_y

«choosing the most appropriale dialogue choice, you EMTSE e B U * VYSE THE DARING

advance your standing with others, represented by * VYSE THE COMPETENT *VYSE THE DASHING

your syashbuchin rating. The hgher th raing
the beler others eact o you, Choose the wrong

édialogde or run away from a ﬁght and you don'l

'stand a chance of impressing anyone. You can SYeETIE oD PTG 5
‘expect to advance in the following order: ,

-
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dVYSE

STARTING LEVEL:
HIT POINTS: 360
MAGIC POINTS: 4

STARTING LEVEL: 1

=
: Aﬁf A ’b' - HiT POINTS: 420
e

= ' MAGIC POINTS: 3

d " SPIRIT POINTS: 8 SPIRIT POINTS: 8
. % ."/, POWER: 23 POWER: 17
¢ .O VIGOR: 19 ViGOR: 18
f WiLL: 16 WILL: 21
f AcILE: 11 AGILE: 22
| "j ‘;'5 .‘:' QUICKNESS: 22 QUICKNESS: 26
| 7y { MAIN WEAPON: CUTLASS MAIN WEAPON: BOOMERANG
,_.—_';' '71 ! JoINS: VYSE IS THE MAIN JOINS: VYSE'S BEST FRIEND
- CHARACTER OF THIS EPIC TALE. HAS ADVENTURED WITH HIM

FROM THE VERY BEGINNING.

! | DRACHMA

‘ )"y STARTING LEVEL: 12

1‘3‘ [ q HitT PoinTs: 1,872

G H‘ J MaAgIc PoINTS: 4
X - SPIRIT PoInTS: 16
B { \ p A !

PowEgR: 72

[

| - & 2 b

i | ¥ & VIGOR: 64
) 2 WiLL: 47

| fa I N, \\A | Acne: 11

QUICKNESS: 18

STARTING LEVEL: 1
HiT PoINTS: 300
MAgICc POINTS: 6

SPIRIT POINTS: 8
POwER: 13
ViGoR: 15
WiLL: 41
AGILE: 12
QUICKNESS: 21

MAIN WEAPON: CUPIL

| / L MAIN WEAPON: ARTIFICIAL ARM
. ! ;

: JoINS: DRACHMA RESCUES YOU
i 1 FROM RHAKNAM, THE KILLER
‘ N ARCWHALE, AND THEN OFFERS
v YOU THE USE OF HIS SHIF...FOR
2 A LITTLE WHILE.

s ILDER NRIQ

STARTING LEVEL: 24
Hit PoinTs: 2,859
Magic PoOINTS: ©
SPIRIT POINTS: 9

JOINS: FINA TEAMS UP WITH
THE PARTY AFTER YOU SAVE
HER FROM THE VALUANS.

STARTING LEVEL: 24
HiT POINTS: 2,390
MAgIc PoOINTS: 14

SPIRIT POINTS: 9

PowegRr: 137 PowegR: 101
VigoRr: 117 VIGOR: 93
WILL: 94 WiLL: 130
AGILE: 14 AGILE: 16

QUICKNESS: 112 QUICKNESS: 107

MAIN WEAPON: GILDER'S OWN MAIN WEAPON: RAPIER

JoINs: GILDER RESCUES VYSE JoINs: THE PRINCE OF VALUA

FROM A DESERTED ISLAND AND [ | A HELPS VYSE AND HIS FRIENDS
THEN JOINS IN THE FIGHT | &)\ ESCAPE THE GRAND FORTRESS
\ AGAINST THE VALUANS. g i/ i\ AND COMES ABOARD ENRIQUE'S
' = ( i AJ e SHIP, THE DELPHINUS, WHEN
i e i J VYSE BECOMES CAPTAIN.




THE DELPHINUS CREW

SAILOR'S NAME

LocATION

SPECIAL ABILITY

LAWRENCE

SAILOR’S ISLAND

IMPROVES SHIP'S QUICKNESS BY 30

DoN

ESPARANZA

INCREASES SHIP'sS DODGE BY 15

MARcCO

VALUA

DoUBLES SPIRIT POINTS FOR ONE ROUND

ROBINSON

DARK RIFT

REDUCES THE SPIRIT POINTS FOR ALL ACTIONS DURING ONE ROUND

PINTA

SAILORS' ISLAND

PROTECTS THE SHIP FROM ENEMY CANNON FIRE FOR ONE ROUND

MoEaI

YAFUTOMA

PROTECTS THE SHIPF FROM ENEMY MAGIC FOR ONE ROUND

KHAZIM

NASRAD

INCREASES YOUR MAIN CANNON DAMAGE

BELLE

CRESCENT ISLE

INCREASES YOUR SECONDARY CANNON DAMAGE

OsSMAN

NASRAD

INCREASES YOUR CHANCE OF FINDING RARE ITEMS

KALIFA

MARAMBA

INCREASES YOUR CHANCES OF DISCOVERING SPECIAL ITEMS

PoLLy

SAILORS' [SLAND

RESTORES ONE PARTY MEMBER'S MAGIC POINTS To FULL

URALA

YAFUTOMA

INCREASES YOUR SPIRIT POINTS TO THE MAXIMUM

KIRALA

YAFUTOMA

RESTORES YOUR SHIP'S HIT POINTS To FULL

IZMAEL

CRESCENT ISLE

BoosTs THE POWER OF THE MOONSTONE CANNON

BRABHAM

CRESCENT ISLE

INCREASES THE SHIP'S DEFENSE BY 30

HANS

HORTEKA

INCREASES THE SHIP'S MAGIC DEFENSE BY 20

Pow

PIRATE ISLE

GIVES YOU A BETTER CHANCE TO ATTACK FIRST

MERIDA

HORTEKA

INCREASES SHIP'S GOLD VALUE BY 10,000

TIKATIKA

HORTEKA

INCREASES YOUR HIT PERCENTAGE FOR TORPEDDES

DOMINGO

GORDO's BISTRO

INCREASES YOUR CHANCE FOR CRITICAL HITS

ILcHYMIS

ILcHYMIS [SLAND

INCREASES YOUR SHIP'S ATTRIBUTES FOR SEVERAL ROUNDS

Al ne

Ryu-KAN

RYU-KAN's ISLAND

primagames.com e,

INCREASES YOUR SHIF'S ATTACK AND DEFENSE FOR SEVERAL ROUNDS
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HF;:A[SQUARTER UPGRADES

Once you settle on your headquarters on Crescent Isle, some of your crew will set up shops that can help you with hard-lo-find

items. Here are some of the items and prices you can expecl:
' 1 1 =

BELLE'S STORE

~ILCHYMIS'S LAB

SHIP ITEM

MAgGIic [TEM

AIR INTAKE

CURIA CRYSTAL

ANCIENT CANNON

GLYPH OF MIGHT

ARCWHALE TORPEDO

GLYPH OF SPEED

CHANDELIER

HEALING SALVE

CoMPLETE KIT

IeYL SEED

GoDDESS FIGURE

ILCHYMIX

MACHINE OIL

MAgGic DEW

MAGIc DROPLET

RUDDER GREASE

MAGUS SEED

SHREDDER BoMBE

PARANTA SEED

WEVL CANNOM

RISAN CRYSTAL

U-KAN'S FORGE

RISELEM CRYSTAL,

SACRES CRYSTAL

VYWEAPOH OR ARMOR

SACRI CRYSTAL,

BLESSED RoBE

SACRULEN CRYSTAL

CAPTAIN'S CLOAK

SACRUM CRYSTAL

SYLPH SEED

CRESCENT AMULET

VIDAL SEED

CRITICAL VISION

ZAAL SEED

DRAGON ARM

OSMAN'S STORE

GA1A CAPE

MAGIc ITEM

GILDER SPECIAL

CRYSTALEN Box

INSULATED MAIL

CRYSTALES Box

MooN WiNG

DRILN Box

PLATED ARMOR

ELEcTRI BoX

ELECTRUM Box

RADIANT FUR

PANTKA Box

RoBE oF FAITH

PYr1 Box

RoBE oF TRUTH

PYrRUM Baox

SHARD oF PURITY

SAcRI Box

SACRULEN Box

SKULL CAP

SLIPARA Box

50UL SWOoRD

SYLENIS Box

WEVLEN Box

STONEBLADE

WEVLES Box

WINDSLICER




SUPER MOYES

'l‘p compete with monsters' frost
breath and pollen blasts, Vyse,
Aika, and Fina possess [ive super
moves apiece, while the other three
crew members can study up to three.

When you must inflict tremendous R ¢ -
damage, delend againsl a horde of - X
crealures, or regenerale Lhe enlire < 3
party to full,your SUpEr moves are -u &
‘ invaluable.
1
| VYSE'S OFFENSIVE SUPER MOVES | MONSTERS DON'T STAND A CHANCE
PLACE HIM IN THE HEAT OF COMBAT | m IF YOUR SPIRIT HOLDS UP AND YOUR
EVERY TIME. SUPER MOVES GO OFF SMOOTHLY.

Vyse's standby move, Cutlass Fury, inflicts immense damage for the cost. You will rely on that maneuver until you build up enough
spirit to launch Rain of Swords or Pirates' Wrath. Use Skull Shield against a pack of monsters without magic.

Aika starls off strong. Early on, Alpha Storm and Lambda Burst execute incredibly. They kill mosL enemies on the screen in
one shol. Later, Aika can't compete offensively with the big bays, but her Epsilon Mirror makes her invulnerable for a {ull round
and returns 10 magic points to her. Aika can cast spells all she wants, and then rebuild the lost magic points with one super movel

Fina's moves center around heal-
ing and defense. Lunar Blessing,
the first move she learns, slowly
builds a wounded party back to

...[ull_health as il regenerates 200
hit points per round per character.
When you reach Lunar Light and
can [ully heal everyone instantly,
it's tough to lose a battle.

AIKA'S MOVES ARE NICELY BALANCED Focus OiFTEN WITH FINA TO POWER
BETWEEN OFFENSE AND DEFENSE. UP HER HEALING SUPER MOVES.

Drachma, Gilder, and Enrique rotate in and out of your lineup. The moves of all three focus an offensive power. Drachma's Hand
of Fale instantly kills any foe not magically protected. Gilder's Gunslinger dishes oul major damageto a line of [oes. Enrique's
Judgment maneuver is the most powerful damage-dealer against a single target. {

| [ |‘|% , ——
While magic relies on limiled magic points, sut)er mo?;es fire off as often as your spiril
allows. Focus early, and your mega-attacks take down even the mighty bosses.

LIGHTN-ING STRIKES HARD WHEN ALl - o ————
YOUR CHARACTERS ADVANCE INTO
SUPERHUMAN MODE.

' -
Primagaines.com 3




PRIMA'S OFFICIAL STRATEGY GUIDE

|
A
|
i

Cutlass Fury

MOONBERRIES NEEDED: —
SPIRIT PoINTS USED: 7

EFFECT: THIS COST-EFFECTIVE MANEUVER

DEALS SIGNIFICANT DAMAGE TO A SINGLE FOE.

! ! s
Counterstrike |

MOONBERRIES NEEDED: 1
SPIRIT PoOINTS USED: 1

EFFECT: GUARDS AGAINST ALL PHYSICAL ATTACKS

AND COUNTERATTACKS FOR ONE ROUND.

VYSE'S SUPER MOVES

Skull Shield

MOONBERRIES NEEDED! 2
SPIRIT PoOINTS USED: 5

EFFECT: DEFENDS AGAINST ALL PHYSICAL
ATTACKS ON THE PARTY AND COUNTERATTACKS
FOR ONE ROUND.

Rain of Swords

MOONBERRIES NEEDED: 2
SPIRIT PoINTS USED: 14

EFFECT: ALL ENEMIES IN THE BATTLE
RECEIVE MEDIUM DAMAGE.

Pirates' Wrath

MOONBERRIES NEEDED: 4
SPIRIT PoINTS USED: 21

EFFECT: INFLICTS SERIOUS DAMAGE ON A

SINGLE OPPONENT.

_AIKA's

_Alpha/Storm

SUPER MOVES

MOONBERRIE'S NEEDED: 1
SPIRIT PoinTs USED: 4

EFFECT: ADMINISTERS MEDIUM FIRE DAMAGE

TO ENEMIES [N A ROW.

[ta Shield

MOONBERRIES NEEDED: 1
SPIRIT PoINTS USED: 2

EFFECT: CANCELS MAGIC ATTACKS ON THE

PARTY FOR ONE ROUND.

Lambda Burst

MOONBERRIES NEEDED: 2
SPIRIT POINTS USED: 8

EFFECT: DELIVERS MEDIUM DAMAGE TO ALL
FOES IN THE BATTLE.

Epsilon Mirror.

|
- f -

MOONBERRIES NEEDED: 2

SPIRIT PoINTSs USED: 10

EFFECT: BESTOWS INVULNERABILITY FOR A
SINGLE ROUND. IT ALSO RESTORES 10 MAGIC
POINTS TO AIKA.

MOONBERRIES NEEDED: £
SPIRIT PoINTS UsSED: 12

EFFECT: DEALS MAJOR DAMAGE TO ALL FOES

IN THE BATTLE.

one
1

TP T 1, Y




SUPER MOYES

FINA'S SUPER Mov

MOONBERRIES NEEDED: 1
SPIRIT PoINTS USED: 12

EFFECT: ALL PARTY MEMBERS REGENERATE 200

Lunar B[essmg

HIT POINTS A ROUND FOR THE ENTIRE COMBAT.

Lun 1 G lvph

ENEMY, WITH THE POSSIBILITY OF PARALYZATICN.

I

|

] ..._|

MoOONBERRIES NEEDED: 1
SPIRIT PoINTS USED: 3

EFFECT: INFLICTS MINOR DAMAGE ON A SINGLE

MOONBERRIES NEEDED: 2
SPIRIT PoINTS USED: 6

EFFECT: CLEARS ALL PARTY MEMBERS OF ADVERSE

EFFECTS SUCH AS CONFUSION AND SLEEP.

Lunar Wmds : 1

MOONBERRIES NEEDED: 2
SPIRIT POINTS USED: 6

EFFECT: WREAKS MEDIUM DAMAGE ON ALL
FOES IN THE BATTLE AND STRIPS THEM OF
ANY POSITIVE SPELLS.

* Y e & . cmd P =
Lunar Light |
SPIRIT POINTS UsSED: 12

EFFECT: RESTORES ALL PARTY MEMBERS TO

FULL HIT POINTS, EVEN UNCONSCIOUS ONES,

AND REMOVES ALL NEGATIVE SPELLS.

SINGLE ENEMY.

EFFECT: IMPOSES MASSIVE DAMAGE ON A

|
Hand of Fat

HMA'S SUPEia MOVES . = |

e

Spmt Charge

MoOONBERRIES NEEDED: 2
SPIRIT POINTS USED: O

EFFECT: GUARD AND FOCUS COMBINED

MANEUVER FOR A SINGLE ROUND.

MOONBERRIES NEEDED: 4

SPIRIT POINTS USED: 25

EFFECT: DEALS INSTANT DEATH TO ANY
ENEMY, EXCEPT THOSE WITH DEATH IMMUNI-

TY. WHO EVEN THEN, TAKE HUGE DAMAGE.

et od L

=1
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SUPER MOVES

o |
Gunslinger

MOONBERRIES NEEDED: 1
SPIRIT POINTS USED: 9

EFFECT: ADMINISTERS MAJOR DAMAGE TO

ENEMIES IN A LINE. AGAINST A SINGLE FOE, ITS DAM

AGE POTENTIAL IS THE BEST IN THE GAME.

Aura of Denial

MOONBERRIES NEEDED: 2
SPIRIT POINTS USED: 3

EFFECT: THE PARTY GAINS PROTECTION FROM

NEGATIVE SPELL EFFECTS.

The Cliudia

MoOONBERRIES NEEDED: 4

SPIRIT POINTS USED: 18
EFFECT: WREAKS MA JOR DAMAGE ON ALL

ENEMIES IN THE BATTLE.

PRIMIA'S OFFICIAL STRATEGY GUIDE

ENRIQUE'S
SUPER MOVES

Royal LB[a*:[e,

MOONBERRIES NEEDED: 1
SPIRIT PoiNTs USED: 8

l EFFECT: DEALS SIGNIFICANT DAMAGE TO A SINGLE

Ml [| FoE (GMILAR TO VYSE'S CUTLASS FURY).

Justice Shield

MOONBERRIES NEEDED: 2
SPIRIT POINTS USED: 4

EFFECT: HALVES ALL DAMAGE TO THE PARTY

FOR ONE ROUND.

The Judgment

MOONBERRIES NEEDED: 4
SPIRIT PoINTS USED: 16

EFFECT: INFLECTS MASSIVE DAMAGE TO A

SINGLE ENEMY AND IS ONE OF THE MOST POWER-

FUL MOVES IN THE GAME.,

i
S A ST B

Prophecy |

l MOONBERRIES NEEDED: —
| SPIRIT POINTS USED: ALL

EFFECT: MASSIVE DAMAGE TO ALL ENEMIES

ON THE SCREEN. YOUR MOST POTENT ATTACK.
IF YOU CAN MAX OUT YOUR SPIRIT POINTS AND
AFFORD TO SPEND THEM ALL.

CELEWT“SFUPER MOVES

MOONBERRIES NEEDED: —

Counterstrike

SPIRIT POINTS USED: ALL

EFFECT: DAMAGE DEPENDS ON HOW MANY
CREWMEMBERS YOU HAVE. YOU INFLICT DAM-
AGE TO ALL ENEMIES AND SIMULTANEOUSLY
HEAL AlLL YOUR PARTY MEMBERS.




MAEGIC

| .

The heart and soul of many fantasy games|is magic. In Skies of
Arcadia Legends, the six magic schools and their diverse effects
won'L disappoint you. From Sacri, the lowliesL healing spell, lo
Eternum, the ultimate killing spell, pick and choose magic as you
advance through combat. It's impossible to possess all the spells
unless you plan on [ighting every single monster in the world.

FOR THE BEST MAGIC SUPPORT, AT LEAST ONE
OF YOUR CHARACTERS SHOULD FOCUS EVERY
COMBAT ROUND.

' Green or silver magic is a must. A spellcaster s priorily is Lo protect Lhe party. Green s Sacrum becomes a regular as il heals
everyone in the party [or 1,000 hil points. Silver's Riselem Lransforms an unconscious parly member into a [ully refreshed warrior
ready [or énythlng In hig battles, you unleash more healing spells than offensive bombs.

Your second priority is any spell
that deals damage to multiple
targets. Normally in battle, Vyse
and company can hammer away,
dispensing large chunks of damage
on a single opponent. However, it's
easy for multiple foes to overwhelm
you, especially those thal summon
more [riends with a Call Allies
ability. Head into the red Pyri series
of spells for this, or use red's
counterpart, purple's Crystali series. !
| ‘Both do the job, bul each can be SOME MONSTERS UTILIZE SPELL- |
| CAN CAST 'SPELLS. MONSTERS CAN more ellective aggin‘s‘t'éeﬁam 'LIKE ABILITIES, BUT DON'T TAF INTO -
I ACCESS TOP-LEVEL SPELLS TOO. | creatures. Blue can also [all into THE SPELLS FROM ANY OF THE |
|

this calegory with|its Wevli series. ~ KNOWNSCHOOLS.
\ |

|

YOU'RE NOT THE ONLY ONES WHO

Yellow's Electri series can inflict great damage. Unfortunately, that damage travels in a straight line, only sometimes harming
ol _enemies-on Elthel‘ side. Il you are often |,n aparticular area of the WOFId one with monster»s Iﬂ«@fableut»eyellow s magic, switeh -

‘ the correqundlng weapons. ‘ i 1

!
| |
1
r | | ! |
| | |
|

|
‘ | | | | l | " 1 ! -, >
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PRIMA'S OFFICIAL STRATEGY GUIDE

Magic can be quile powerlul in the hands ol an eslablished spell-
caster. Try to have each character specialize in one school, only
moving on alter the character masters all six spells and rules the
battlefield.

, Electrum
—_LiACk

| ENEMIES BEWARE THE FIREPOWER OF AN
ANGRY MAGE

i GREEEN]-MAGIC
[ |

ST

!

SPIRIT POINTS: 2 R —

CoOMBAT ONLY: NO

SPIRIT POINTS: 4 J : ' ~

COMBAT ONLY: NoO

EFFECT: THIS SPELL HEALS 1,000 HIT POINTS TO ONE PARTY MEMBER.

|

l

| |




SPIRIT POINTS: 3
COMBAT ONLY: YES

EFFECT: THIS SPELL DAMAGES AND POISONS ONE ENEMY (LIGHT DAMAGE).

-~ Noxus

COMBAT ONLY: YES

EFFECT: NOXUS DAMAGES AND POISONS ALL ENEMIES (HEAVY DAMAGE).
- | |

RED MAGIC
Pyri

SPIRIT POINTS: 2

COMBAT ONLY: YES

EFFECT: PYRI CAUSES LIGHT FIRE DAMAGE TO ALL ENEMIES IN THE BATTLE.
l

SPIRIT POINTS: 4 : . \ !

COMBAT ONLY: YES

; EFFECT: THIS SPELL INFLICTS HEAVIER FIRE DAMAGE TO ALL ENEMIES IN
THE BATTLE.
a L |

TPyrulen 1T

t
i H
|

SPIRIT POINTS: 10

COMBAT ONLY: YES

)
|
i
!
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PRIMA'S OFFICIAL STRATEGY GUIDE

Incremus

SPIRIT POINTS: 16

COMBAT ONLY: YES

EFFECT: THIS SPELL INCREASES ATTACK AND DEFENSE OF ENTIRE PARTY
BY 25 PERCENT.

PURPLE MAGIC i
Crystali

SPIRIT POINTS: 1

COMBAT ONLY: YES

EFFECT: CRYSTALI ENCASES A SINGLE ENEMY IN ICE (LIGHT DAMAGE).

Crystales AN

SPIRIT POINTS: 2

COMBAT ONLY: YES

SPIRIT POINTS: 4

COMBAT ONLY: YES

EFFECT: HUGE PILLARS OF ICE IMPALE THE ENEMY (MA JOR DAMAGE).

r | |
| PR  P—— -




Sylenis

SPIRIT POINTS: 2

COMBAT ONLY: YES

EFFECT: SYLENIS PREVENTS THE TARGET FROM CASTING ANY SPELLS.

Panika

SPIRIT POINTS: 3

COMBAT ONLY: YES

EFFECT: USING PANIKA CONFUSES THE ENEMY INTO ATTACKING
NEAREST TARGET.
| |

BLUE MAGIC
Wevli | |

SPIRIT POINTS: 2

COMBAT ONLY: YES

SPIRIT POINTS: 4

COMBAT ONLY: YES

|
!

EFFECT: ONE ENEMY IS DAMAGED BY A LARGE WHIRLWIND OF AIR AND
1 WATER., AND IT HARMS NEARBY ENEMIES.

SPIRIT POINTS: 6

COMBAT ONLY: YES

EFFECT: FIERCE NDS AND RAIN DAMAGE ALL ENEMIES IN BA’
| | |

- !'._.-.arT =

SPIRIT POINTS: 8
COMBAT ONLY: YES

EFFECT: A CLUSTER OF TORNADOES HEAVIL' MAGE ALL ENEMIES IN B.

Primagaines.com




PRIMA'S OFFICIAL STRATEGY GUIDE

SPIRIT POINTS: 6

COMBAT ONLY: YES
EFFECT: USING SLIPARA GIVES YOU A PERCENTAGE CHANCE TO PUT ALL,
ENEMIES IN A BATTLE TO SLEEP.

YELLOW MAGIC '
Electri

EFFECT: A BOLT OF ELECTRICITY DAMAGES A LINE OF ENEMIES

Electres

SPIRIT POINTS: 4

COMBAT ONLY: YES




I

COMBAT ONLY: YES

EFFECT: THIS SPELL WEAKENS ALL ATTRIBUTES OF ONE TARGET BY
25 PERCENT.

Drilnos |

SILVER MAGIC

Risan

SPIRIT POINTS: 4

COMBAT ONLY: YES

EFFECT: RISAN REVIVES AN UNCONSCIOUS PARTY MEMBER, GIVING THE
CHARACTER 50 PERCENT OF THEIR HIT POINTS, 50 PERCENT OF

THE TIME.

Primagaimnes.cormm
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?
|

Curia

SPIRIT POINTS: 2

COMBAT ONLY: YES

EFFECT: THE CURIA SPELL REMOVES ALL NEGATIVE EFFECTS FROM A
CHARACTER (EXCEPT UNCONSCIOUSNESS).

Eterni 5

SPIRIT PoOINTS: B
COMBAT ONLY: YES

EFFECT: USING ETERNI GIVES YOU A PERCENTAGE CHANCE TO KILL AN
ENEMY INSTANTLY.

Eternes o 3 1S

SPIRIT PoinTs: 10

COMBAT ONLY: YES

EFFECT: ETERNES GIVES YOU A PERCENTAGE CHANCE TO INSTANTLY
KILL ALL ENEMIES.

Eter




€QUIPMENT

| .

Bare hands and underwear don't get you through this game. Beel
up your attack with a weapon and your defense with heavy-duty
armor to survive assaults from the bigger monsters. As you journey

T e

LFina i
J Hp 300/ 300Mp 6 5??2;' s Robe around Lhe world,_you spend mosL of_your gold on beller weapons
and armor to outfit your characters with the best support money
#S5ilver Veil can buy,.

Atiack 71 Debrse 70
Wil 41 MagDe! 95

Hit% 120 Doda 12
21

Iotl Exp.
Next

e i

THE % BUTTON LETS YOU CHECK YOUR
EQUIPMENT INVENTORY WITHOUT WASTING GAME TIME.

WEAPON UPGRADES, SUCH AS DRACHMA'S HOOK
COME IN "HANDY."

There are hundreds of magic items to dlscover in Skies of Arcadia, but you can only equip one weapon, one piece of armor, and
one miscellaneous magic item per character] Hil < Lo enter pause mode to look al each character's inventory. The [ollowing
‘ charts show you the best weapons, armor, and magic items.

Weapons are broken down according to which person can use
them. For example, Vyse can use the nast cutlass or the soul
sword, so find them listed under his character. The weapons gel
more powerful {with a higher attack value) the deeper you go.

Most hit percentages stay Lhe same in a character's wedpon tree.
|

*Sacn Crystal
'\Hagic Oroplet
_‘,Curla Crystal

wiltaadard Cannce !El 00

3 5 y i Casnon o0
Gold 5492 o l § Ztngine Cover é&'.'
Dhreared Deck 1000

20oed
Sepair Kit
JArnored Dock

) e M o Q
Owned Ry | o R B
Nothing Equipped

Nothing £ ed
Nothing Equipped

ASacri Crystal
Owned o8

A standerd grmored deck, cosmonly dvallable

An enchanted crystal created by Mages of the
Inproves ship Defense

reen Moon. Restores 500 HP for one ally,

1
STOP IN THE MAJOR CITY'S WEAFON AND ARMOR ONCE YOU CONTROL A SHIP, YOU CAN
SHOPS TO PURCHASE BETTER EQUIPMENT. BUY ITEMS FOR IT TOO, ESPECIALLY
REPAIR KITS TO TAKE THIT". STING OUT

OF CANNORN HITS.
l

Armor is alphabelized [or easy reference. Mosl suils of armor carty a defense and magic defense value, though some alter other
character stats. Not every character can wear a particular suit of armor. I

Magic items are separated into those that affect abilities scores and those with other ganTe effects. Because a lortune ring |
adds 100 points Lo Dodge, il's listed under "Ability Items,” while an item|with an elfecl such as the dexus seed is listed under
"Magic Items.” This seclion also covers ship items. ; { '

| ' o 121F
Primagaines.coim 3
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Ui

dic2uvg UHU

Now when you're in a shop, you don't have to feel like
you're getting ripped off. Check out what the item does
before youl buy it,'and judge for yoursell whether it's worth
Lhe price.

B: Aika
WwilmMp 8/ 8
H01123/1123

ALL AIKA'S WEAPONS ARE BOOMERANG-LIKE,
WHILE VYSE'S ARE IN THE SWORD FAMILY.

VYSE'S BLADES

Nl WEAPON ATTACK VALUE HIT PERCENTAGE

CUTLASS g
PIRATE'S CUTLASS
SKY CUTLASS | |
ASSASSIN BLADE |
NAsrR CUTLASS

HUNTER'S SWORD 0 v ™
STONECUTTER

IRON-CUTTER

SWORD OF DACCAT

ADMIRAL CUTLASS

DREAM CUTLASS

SUIRAN BLADE

WINDSLICER

THUNDER CUTLASS

TUNA CUTLASS

SOUL SWORD

VORLIK BLADE




cQUIPMEND

AIKA'S WEAPONS DRACHMA'S HANDS

WEAPON ATTACK VALUE HiT PERCENTAGE WEAPON ATTACK VALUE HIT PERCENTAGE

BOOMERANG 19 110 | | ARTIFICIAL ARM 43 80

LEATHER CRESCENT 30 110 11 Hook HAND 51 80

THROWING BLADE 38 110 BEAK HAND 60 80

VALUARANG 46 110 EXCAVATION ARM 73 80

ScouT WING 53 i10 DE Loco DRILL 95 80

DANCING ARC (535] 110 RUIN ARM 80

SWIRLMARANG 69 |} DRAGON ARM 80

HUNTING ARC 80 SILVER ARM 80

GRENDEL WING 96

SKYWING

WING OF HOPE i19

YIN WING 130

ICE SPLITTER 142 A [

MOON WING 161 ' 7 AW N o8 e

HYDRA WING 168 « . . ' : T {

FINA's CUPI
INCARNATIONS

WEAPON ATTACK VALUE HIT PERCENTAGE

CUPIL 58 120

CUPIL BLADE 67 115

CuPIL CONE 73

CUPIL CANNON 86

CUPIL SWORD 90

CUPIL CLUB 99

CUPIL STAR

CUPIL LANCE

CUPIL CUTLASS

CUPIL SPIKE

CUPIL SPEAR

CUPIL CLAYMORE

FINAL CUPIL

Primagaimes.corm




PRIMIA'S OFFICIAL STRATEGY GUIDE

GILDER'S GUNS ENRIQUE'S BLADES

WEAPON ATTACK VALUE HIT PERCENTAGE WEAPON ATTACK VALUE HIT PERCENTAGE

MARKSMAN GUN 100 200 RAPIER 122 a5

GILDER'S OWN 104 100 BLADE OF SLUMBER 138 95

NASR PISTOL 112 100 FROSTBLADE 150 95

GILDER SPECIAL 168 100 IMPERIAL BLADE 163 213

WARRIOR's PISTOL 176 100 STONEBLADE 171 =151

SERPENT STRIKE 179 a5
}
| | ARMOR ' o e e e e VO Gl v el
{ [ NAME ATTACK HiT DEFENSE DoDGE WILL QUICKNESS MAgIc DEFENSE T I
AGILE RoBE = 10 &5 5 = = &85
' AIKA'S SHORTS —= — 18 — = — 21
ANCIENT RoBE — = 89 — - — a2
o BATTLEWORN ARMOR = = 133 = == = 114
—— BLESSED ROBE - 30 142 15 = — 142
CAPTAIN'S CLOAK = = 148 = = = 148
CARAVAN ARMOR — - 100 - - — 100
| CERAMIC ARMOR = = 73 = = B 62
DAccAT'S ARMOR — - 108 — - - 108
DAccAT's TUNIC — — 121 — B = 121
DE Loco MAIL = = 99 = = = 84
DRACHMA’S SHIRT - — a5 — = = 42
ELASTAMOR = = = 54 = = 54
| ENRIQUE'S CoAT = 10 119 5 = = 119
FIBER ROBE = = 77 — = = S0
FINA's ROBE == — 55 — — — 654
| FLAME MANTLE — = 74 — = = {=1=]
A8l Gaacare = = 168 = = £ 168
| GHOST MAIL = = 128 -= = = 128
GILDER's MAIL = = 116 = = = =1=]
. GOLDEN ARMOR — - a0 — - — 77
I HeEAVY ARMOR == = 58 5 = — 53
HoLy RoBE — - 52 — - - 108
INSULATED MAIL — = 145 = = = 145
IXA'TAKAN ARMOR — — 108 — - — 108
LisHT COAT — 10 103 - = 5 1032
i LIGHT RoBE - = 29 = a = 34
LoNG RoOBE = 20 130 10 B - 130
MAIDEN'S ARMOR L = g ".*Q:\'—-‘ s = ST 112

«i“

_ il




€QIIPMENT

NAME HiT DEFENSE DoDGE QUICKNESS MAGIc DEFENSE

MINER'S OVERALLS 87 - — 80

MIRACLE RDBE 114 - =

MooNLIGHT ROBE 20 —
Moss ARMOR i0

MysTic DRESS

NASR CoMBAT MAIL

NAsRrR UNIFORM

NAsSREAN MAIL

NAVAL UNIFORM

PLATED ARMOR
RAINCOAT

ROBE OF FAITH

RoOBE OF TRUTH

SAILOR UNIFORM

ScALE MAIL

SILVER ARMOR

SoRANCHU RoOBE

SWIFT DRESS

VALUAN ARMOR

VALUAN UNIFORM

VENGEANCE ARMOR

VYSE's UNIFORM

NAME DEFENSE DODGE WILL QUICKNESS MAGIc DEFENSE

ANCIENT BRACER 20 20 — — =

AsSSASSIN RING - ~t - e =t

BEHEMOTH'S RING 5 - - — 5

BLACK EYEPATCH —

BLUE RoGUE PATCH 18

BURoccA’'s SHELL 38

COUNTER BRACER -

CRESCENT AMULET -

CRITICAL VISIDN 50

CRYLHOUND’S CLAW il

EVERLASTING GEM 10

FLASH RIBBON =)

FORTUNE RING =

GEM oF FLUIDITY 10

GEMSTONE RING -

GILDER'S AMULET

HUNTER'S HAND

IMMUNITY RING

Primagaines.com
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éLEGEIVDM

ABILITY

NAME HiT DEFENSE DoDGE WILL QUICKNESS MAglc DEFENSE

IMPERIAL CREST 20 = — = pla)

Ivy BAND 5 - - - 5

JADE SWIRL RING — - 45 - a5

LovER's RING 12 12

MAGE'S BANE 4 4

MARDCCA'S SHELL —

MEDITATION RING a8

MooNDUST RING

NoCTURNAL SIGHT

NoMADIc VEIL

PROPHET'S SAND

QUETYA FEATHER

RADIANT FUR

REVERED VOICE

SAILOR'S BUCKLER

SAND STORM RING

SHARD oOF PURITY

SILVER VEIL

SILVITE RING

SKULL CAP

SKYSEER GOGGLES

SLAYER RING

STEALTH RING

THIEF's AURA

THROKRYN'S SCALE

THRYLLAK'S SCALE

UNSEEN HAND

VALUAN MEDALLION

VIGORO™S CHAIN

WIND GEM RING




SHIP ITEMS |

NAME

€QIIPMENT

EFFECT

APA WAX

IMPROVES ATTACK AND DEFENSE FOR 2 TURNS

BoMBe

INFLICTS MINOR DAMAGE ON AN ENEMY SHIP

CAPTAIN'S STRIPE

INCREASES SHIP'S MAXIMUM HIT POINTS

CoMPLETE KIT

RESTORES ALL HIT POINTS {SAME AS SACRULEN SPELL)

CoNcUussioN BoMBS

INFLICTS MEDIUM DAMAGE ON AN ENEMY SHIP

CRYSTAL BALL

SELLS FOR 1,000 GOLD

DELUXE KIT

RESTORES 8,000 HIT POINTS {SAME AS SACRES SPELL)

GEAR GREASE

RESTORES SPIRIT POINTS

MACHINE OIL

DOUBLES SPIRITUAL HEALING

MAGIc CANNDON

ALLOWS YOU TO USE OFFENSIVE MAGIC

PYro BoMB

DAMAGES ENEMY SHIP WITH FIRE

REPAIR KIT

RESTORES 4,000 HIT POINTS (SAME AS SACRI SPELL)

RUDDER GREASE

SLoWSs SPIRIT POINT USE

SHREDDER BoMB

INFLICTS MAJOR DAMAGE ON AN ENEMY SHIP

SPEED WAX

GRANTS INCREASED QUICKNESS FOR 1 TURN

NAME

EFFECT

ABIRIK CHAM

INSTANTLY EVOLVES CUPIL

AURA OF VALOR

RAISES SPIRIT POINTS FOR FIGHT

BLACK MAP

LEADS ENEMY CREATURES TO USER AND IMPROVES CHANCES FOR FIRST

S5TRIKE

CHALICE oF BLooD

SELLS For 5,000 GoLD

CHAM

SLOWLY EVOLVES CUPIL

CHOM

RETURNS TD YOU ALL CHAMS GIVEN To CUPIL

CONSTITUTION RING

GRANTS IMMUNITY AGAINST ALL AILMENT SPELLS

CRYSTALEN Box

CASTS CRYSTALEN SPELL MULTIPLE TIMES

CRYSTALES Box

CASTS CRYSTALES SPELL MULTIPLE TIMES

CURIA CRYSTAL

CURES 1 CHARACTER OF ALL ADVERSE EFFECTS EXCEPT UNCONSCIOUSNESS

DEFENSIVE AURA

MAKES WEARER INVULNERABLE TO NORMAL ATTACKS

DEXUs SEED

INCREASES A CHARACTER'S AGILE POINTS BY 1

DRILN Box

CASTS DRILN SPELL MULTIPLE TIMES

ELECTRI BoX

CASTS ELECTRI SPELL MULTIPLE TIMES

ELEcTRUM Box

CASTS ELECTRUM SPELL MULTIPLE TIMES

GLYPH OF MIGHT

INCREASES POWER FOR 1 CHARACTER

GLYPH OF SPEED

INCREASES QUICKNESS FOR 1 CHARACTER

GoLD POLLEN

SELLS FOR 5,000 coLD

primagairnes.com




MAGIC ITEMS |

NAME

PRIMIA'S OFFICIAL STRATEGY GUIDE

EFFECT

GOLDEN MASK

SELLS FOR 2,000 coLD

HEALING SALVE

REGENERATES HEALTH FOR 1 CHARACTER

IleYL SEED

INCREASES A CHARACTER'S WILL BY 3

ILCHYMIX

RESTORES PARTY'S HIT POINTS AND MAGIC POINTS (CAN'T USE IN COMBAT)

KITE RAY

SELLS FOR 5 GOLD

MAgic DEwW

RESTORES 10 MAGIC POINTS TO A SINGLE CHARACTER

MAGIc DROPLET

RESTORES 1 MAGIC POINT TO A SINGLE €HARACTER

MAGUS SEED

INCREASES A CHARACTER'S MAXIMUM MAGIC POINTS BY 1

MOONBERRY

Is NECESSARY FOR LEARNING SPECIAL MOVES

PANIKA Box

CASTS PANIKA SPELL MULTIPLE TIMES

PARANTA SEED

INCREASES A CHARACTER'S PDWER BY 3

POLLY'S SPECIAL

RESTORES ALL HIT POINTS AND MAGIC POINTS (CAN'T USE IN COMBAT)

PyYr1 Box

CASTS PYRI SPELL MULTIPLE TIMES

PYRUM Box

CASTS PYRUM SPELL MULTIPLE TIMES

RED SARDIS

SELLS FOR 10 GoLD

RiISAN CRYSTAL

INCREASES CHANCE OF REVIVING 1 tHARACTER To HALF HIT POINTS

RISELEM BoX

CASTS RISELEM SPELL MULTIPLE TIMES

RISELEM CRYSTAL

REVIVES T CHARACTER TO FULL HIT POINTS

SACRES CRYSTAL

REsSTORES 1,000 HIT POINTS To A SINGLE CHARACTER

SAcRI Box

CASTS SACRI SPELL MULTIPLE TIMES

SACRI CRYSTAL,

RESTOREsS 500 HIT POINTS TO A SINGLE, ¢tHARACTER

SACRULEN Box

CASTS SACRULEN SPELL MULTIPLE TIMES

SACRULEN CRYSTAL

RESTORES 1 ¢HARACTER TO FULL HIT POINTS

SACRUM CRYSTAL

HEALS ALL PARTY MEMBERS FOR 1,000 HIT POINTS

SKY SARDIS

SELLS FOR 1 GOLD

SLIPARA Box

CASTS SLIPARA SPELL MULTIPLE TIMES

SouL CRYSTAL

SELLS FOR 3,000 GoLD

STEALTH RAY

SELLS ForR 50 GOLD

SYLENIS Box

CASTS SYLENIS SPELL MULTIPLE TIMES

SYLPH SEED

INCREASES A CHARACTER'S QUICKNESS BY 3

THERMO RING

GIVES RESISTANCE TO RED AND PURPLE MAGIC

UNHOLY DAGGER

SELLS ForR 4,000 colD

URALA’s LUNCH

RESTORES ALL HIT POINTS AND MAGIC POINTS {CAN'T USE IN COMBAT)

YIDAL SEED

INCREASES A CHARACTER'S MAXIMUM HIT POINTS BY 30

WARRIOR's HEART

RESTORES SPIRIT POINTS

WEVLEN Box

CASTS WEVLEN SPELL MULTIPLE TIMES

WEVLES Box

CASTS WEVLES SPELL MULTIPLE TIMES

WHITE MAP

INCREASES CHANCE OF ENEMIES RUNNING AWAY

WINDSONG ORB

SELLS FOR 6,000 coLD ' -

WINTER ORB

SELLS FOR-7,C)0'6 GOLD

ZAAL SEED.
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INNOCENT-LOOKING MONSTERS CAN BECOME THREATS IF YOU DON'T QUICKLY
ELIMINATE THEM.

More monslers exisl in Skies of Arcadia Legends Lhan gold in Lthe Valuan Lreasure vaulls. Mosl regions contain hall a dozen o a
dozen new monsters to combat, each with particular strengths and weaknesses you must learn to combat. Whether battling a yellow
stonebeak near Nasr or a green mantoid beneath Mount Kazai, if you don't choose the correct weapon color or shoot off the wrong
spell, the monsters collect experience [or pirate Kills.

Monsters match one of the six magic colors: green, red, blue, purple,
yellow, or silver. To identify a monster's color, look for the square
border around the monster's picture in combal mode. Once you know
a monsler's color, you can easily ligure oul ils weakness and in the
case of spellcasters, the lype of magic that it throws your direction.

E: Aika
Lrd | Mp20/20]
W28/ IR

A MONSTER'S COLOR IS DISPLAYED AROUND ITS

F.
ICOHE R RHE BA TTLE SCBE BN, CHANGE YOUR WEAPON COLOR TO ;.’7‘;5‘
- f | INCREASE THE DAMAGE AGAINSTTHE
1 APPROPRIATE MONSTERS. ' . &
The amount of damage a monster takes depends on the color 3
of your weapon. For example, a green grapor takes more ‘
damage versus a purple weapon or purple spell (such as V

Crystalum), and less from red sources. Blue takes a pounding
[rom red and yellow, defending well against green and pur-
ple. Red likes 1o altack green and purple, but has a lough
time against its own color and blue. Purple racks up points
against blue and red and falls short versus green and purple.
Yellow owns green and silver; againsl blue and yellow, it's
less Lhan stellar. Finally, silver is consislenLly average versus
most colors, except for yellow (more) an‘dsilv.er (less).

MONSTERS IN A SIMILAR REGION OF THE =
WORLD iT'END TO BE OF LIKE-COLOR. -

| | | e | | < >
i “
primagames.com 22
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Always pay allention Lo the region of Lhe world you're in. For instance, most of the
monsters in the Lands of Ice are purple, so don't use green weapons or spells such as
Noxus against them. When in doubt, go with silver. If you're not sure, silver inflicts
normal or greater damage in all crealure match-ups excepl againsl another silver.

MONSTERS CAST OFFENSIVE AND
DEFENSIVE SPELLS ON THEMSELVES.

MONSTER ATTACK CHART

YOURATTACK  VERSUS GREEN VERSUS BLUE VERSUS RED VERSUS PURFLE VERSUS YELLOW VERSUS SILVER

GREEN AVERAGE MoRE LEsS MoRE LEsS AVERAGE

BLUE LEss AVERAGE MORE LEss MoRE AVERAGE

RED MoRE LEss Less MoRE AVERAGE AVERAGE

PURPLE LEsS MoRE MoRE LEss AVERAGE AVERAGE

YELLOW MoORE LEss AVERAGE AVERAGE LESS MORE

SILVER AVERAGE AVERAGE AVERAGE AVERAGE MoRE LESS

2 i e O ]

1 R S S

Monslers you musl beal
lo advance the slory
line, or monsters that
only/show up once in a
given area, are consid-
ered bosses. Bosses
reward you with more
experience, gold, and
uniQuie magic items
when you conquer
them. The most dan-
gerous battles come

{Ramirez) from bosses, not ran-
Now all of You will bow before hin dom encoun'ters




eI

ﬂlOIlS!I.’GRﬁ

the Charts

The monster chart is helpful for the :
next fight. Simply loPk up the mon- [ Terrivie Bite |
ster{s) you're fighting, listed in
alphabetical order, 10 access the
monster's color, locatlcin primary
attack, and hit points. |
|
A marocca, [or example, is a blue
creature thal likes Lo [rolic in the Mid
Ocean. It attacks with an Ink Cloud
that deals 65 points on average, and
the marocca suflers 85 hit points

To KNOW HOW MUCH DAMAGE A worth of damage belore klcklng DON'T MESS WITH THE TOUGHER—

MONSTER INFLICTS, LOOK UP THE the bucket. MONSTERS AT ANYTHING BUT

ENEMY IN THIS C.THAPTER. FULL STRENGTH. rer
;A Keep in mind that monste!s have many

attack forms. Some cast spells prior to* -
atlacking physically, such as an Increm
spell o enhance statistics. The listed
attack is the one the monster employs
most often or is ils most dangerous
weapon. Damage varies dependlng an the
type of armor you wear and your level. In
a creature species, hit points may vary, so
we lisl the average hit points [or creatures

of that Lype.
So the next time a drogerp blasts

YOU NEED A I *ATION IF YOU away with an eerie wail, you know exact
GET THIS CLOSE TO TOO|MANY MON- 'what to expect. (I i°]
STERS. | 1‘ ‘ et |

Primagaimes.coim
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MONSTERS

NAME COLOR LOCATION MAIN ATTACK HIT POINTS
AlLUSPHERE BLUE MoUNT KAZ Al LAasEr CANNON {310 POINTS: PETRIFY) 1,200
ANTONIo YELLoOW ALFONSO's BATTLESHIP THUNDER oF FURY (200 POINTS) 5¥5
ANTONIO 2 YELLOW MooN STONE MOUNTAIN THUNDER OF FURY (800 POINTS) 5,300
ARCLOOPER PURPLE LANDS OF ICE FIRE BREATH (285 POINTS) 140
. AsSsASSIN BLUE GALCIAN'S SHIP INVISIBLE STRIKE {450 POINTS) 800
! AZBETH BLUE NASR AIRSPACE ETERNI (INSTANT DEATH) 140
E BALTOR ol SAILORS' ISLAND SHIP BATTLE SHIP BATTLE
| BAROO RED DAcCeAT's ISLAND BITE (170 POINTS) 110
} BARTA SILVER MARAMEA LESENDARY PUNCH (2,300 POINTS) 8,500
I { BASALLISH RED CATACOMBS BITE (90 POINTS) 75
BERSERKER YELLOW DANGRAL ISLAND MACHINE GUN {425 POINTS) 1,000
BLEIGOCK GREEN CATACDMBS FROST BREATH (200 POINTS AREA EFFECT) 4,800
| —TT—

&

vl ;"'-‘50 !
af:’ J:\_

ALUSPHERE ANTONIO ANTONIO 2 ARCLOOPER .F

BASALLISH "o BERSERKER "0 BLEIGOCK




MONSTERS
=l [

NAME COLOR LOCATION MAIN ATTACK HIT POINTS

BURDCCA BLUE FRONTIER LANDS INK CLoUD {165 POINTS) 240

CARNILAK BLUE MAW oF TARTAS THRUST (450 POINTS) 2.300

CENTRALK BLUE DAccAT'S ISLAND BITE {175 POINTS) 350

CEROSIK PURPLE GLACIA CRYSTALUM (340 POINTS) 700

CRYLEBEAST GREEN MouNT KAZAI BITE {245 POINTS) 310

CRYLHOUND GREEN CATACDMBS JUMP (50 POINTS)

DEATH HouND GREEN SAILORS' ISLAND AIRSPACE LEAP {250 POINTS)

DEATH'S HEAD GREEN TEMPLE oF PYRYNN STONE BREATH {310 POINTS; TURNS TO STONE)

DEFENDER YELLOW GALCIAN'S SHIP SWORD BLAST (400 POINTS)

DELVAX SILVER SoLTIS LASER {250 POINTS)

DELZoOL GREEN DARK RIFT DUNGEON ETERNES

DESTRA PURPLE DAccAT's ISLAND TUNDRA BLAST {600 POINTS AREA EFFECT)

Attpch ]

BUROCCA CARNILAK CENTRALK CEROSIK

" ’ Stane frasth
i ERT

Nifm— o T \¢ -

¢ ha R A
7 T N

CRYLBEAST CRYLHOUND DEATH HOUND

DEFENDER
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NAME COLOR LocATION MAIN ATTACK HIT PoINTS
DESTROYER YELLOW GRAND FORTRESS GATE CALL ALLIES 250
DIGGER YELLOW MOONSTONE MOUNTAIN CHAIN CANNOHN ( 195 POINTS) 375
DOLTHSTRA PURPLE GLACIA BLACK BREATH (465 POINTS) 3.500
DORNTAK SILVER SOLTIS RopBoTic CLAW (250 POINTS) 800
DRACOLURG PURPLE MAW OF TARTAS FrRosT BREATH (900 POINTS AREA EFFECT) 5.300
DRACOSLYTH RED SOLTIS TERRIBLE BITE (950 POINTS) 6.200
DRALKOR TANK RED GRAND FORTRESS INSIDE WHEEL BLAST(1.500 POINTS AREA EFFECT) 8,000
DRALNOG GREEN CATACOMBS ETERNI (INSTANT DEATH) 90
DROGERP PURPLE DARK RIFT EERIE WAIL (550 POINTS AREA EFFECT) 1,400
DuneG FLY BLUE TEMPLE OF PYRYNN DRILN, CALL ALLIES 120
DUREL BEETLE BLUE NASR AIRSPACE DRILN, CALL AILIES 120
ELIMINATOR SILVER DANGRAL [SLAND BLASTER (1,500 POINTS AREA EFFECT) 20,500

DESTROYER

Frast Greath § \
—eeed

DuNG FLY

o :.,\':\:"\ ,.__..\
ey
\

2 M NS
ST AN
Vhue®

DUREL BEETLE

ELIMINATOR




MONSTERS
il | .

NAME COLOR LoCcATION MAIN ATTACK HIT POINTS

ELITE GUARD YELLOW DANGRAL ISLAND PoisoN GAS (800 POINTS AREA EFFECT; POISON) 600

ELOOPER GREEN IXATAKA AIRSPACE SPIT FIRE (145 POINTS) a0

ENFORCER YELLOW MAW OF TARTAS SWORD STRIKE (255 POINTS) 650

EXECUTIONER YELLOW CATACOMBS TACKLE (1.000 POINTS) 1,800

FERALISK GREEN DACCAT'S ISLAND LEAP (290 POINTS) 210

FERLITH GREEN Rixis Jump (165 POINTS) 320

FLAT FIEND PURPLE DARK RIFT DUNGEON BuBBLE BLAST (225 POINTS) 225

FLESTIK BLUE SHRINE ISLAND BITE (85 POINTS)

FLORAST PURPLE DARK RIFT DUNGEON SMOKE BLAST (270 POINTS; CONFUSION)

FLYST PURPLE DARK RIFT DUNGEON NoxXUs (225 POINTS AREA EFFECT; POISON)
FROST WORM PURPLE GLACIA ETERNAL FREEZE (550 POINTS AREA EFFECT)

GALCIAN YELLOW GALCIAN'S SHIP TERMINAL (3,500 POINTS)

ELOOPER

FLORAST GALCIAN
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| NAME COLOR LOCATION MAIN ATTACK HIT POINTS
GARAGOR PURPLE SOLTIS MAsSIVE BITE (575 POINTS) 4.500
GHASTLING GREEN MID OCEAN HIT POINT ABSORB (130 POINTS) 20
GHROST GREEN YAFUTOMA AIRSPACE CoOLOR RINGS (250 POINTS) lele]
. GOLOOPER BLUE MOUNT KAZAI FIRE BLAST (250 POINTS) 120
GORDO RED NORTH OCEAN LoQuA SPRAY (600 POINTS AREA EFFECT) 2,000
. GORDO THEROUND — IXA'TAKA AIRSPACE BAD BREATH ( 1,000 POINTS) 2,000
! GRAPOR GREEN DESERTED ISLAND COLOR BLAST (160 POINTS) 120
E GRAVER GREEN SOUTH OCEAN ETERNUM (INSTANT DEATH) (10)
‘ Bl GrouDER PURPLE MID OCEAN EERIE WAIL (160 POINTS AREA EFFECT) 250
| GUARD YELLOW ALPHONSO'S BATTLESHIP CLUB (35 POINTS) 30
{ GUARDIAN SILVER SOLTIS BLASTER (1,500 POINTS} 4.000
HoPRIL SILVER SoLTIS LASER BLAST (1,100 POINTS; PETRIFY) 700
y

GHASTLING GOLOOPER

HoPRIL




MONSTERS

el

[

NAME

LOCATION

MAIN ATTACK

HiT POINTS

HUNTER

SoLTIS

LASER (825 POINTS)

150

HYDRA ELITE

GALCIAN'S SHIP

DEATH TACKLE (2,200 POINTS)

1,500

IMEZL

DARK RIFT

POLLEN BLAST (200 POINTS)

250

IRIDZU

DARK RIFT

BITE (225 POINTS)

400

JAo

YAFUTOMA AIRSPACE

[RNAGUN (1,200 POINTS

2,700

JELLIKRA

YAFUTOMA AIRSPACE

Toxic BLAST (200 POINTS; POISON)

425

JYNNUS

VALUAN AIRSPACE

LIGHT STREAK (260 POINTS)

225

KANEZL

FRONTIER LANDS

LIGHTNING STRIKE (465 POINTS)

350

KANTOR

GRAND FORTRESS GATE

THUNDER OF FURY (1,200 POINTS)

2,700

KILITE

LANDS OF ICE

PECK (300 POINTS)

125

LANGRY

IXA'TAKA AIRSPACE

CoLoR WAVE (140 POINTS)

150

LOOPALON

NASR AIRSPACE

INCREM

KANEZL

lHl ¥

,ﬂﬁv

r

LOOPALON
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LoCATION

MAIN ATTACK HIT POINTS

LOOPER

SILVER

MID OCEAN

PYRI (50 POINTS) 40

LORD BANE

RED

SOLTIS

EXPLOSIVE POWDER (2,200 POINTS AREA EFFECT)

LucicH

GREEN

MOONSTONE MOUNTAIN

SELF-DESTRUCT (550 POINTS)

LURGEL TANK

YELLOW

DANGRAL ISLAND

MACHINE GUN (550 POINTS)

LURKER

GREEN

FRONTIER LANDS

CoLOR SWIRL (235 POINTS)

MAD CHEF

RED

NORTH OCEAN

FRYING PAN (265 POINTS)

MAGE WARDEN

YELLOW

GRAND FORTRESS GATE

SYLENIS

MAGMA TIKI

RED

TEMPLE OF PYRYNN

LAVA STORM (175 POINTS AREA EFFECT)

MANTOID

GREEN

MOUNT KAZAI

TERRIBLE BITE (550 POINTS)

Mao

BLUE

YAFUTOMA AIRSPACE

TATATIMORUTTO (1,200 POINTS)

MARAUDER

YELLOW

GALCIAN’S SHIP

METALLIC CLAWS (450 POINTS)

MAROCCA

BLUE

MID OCEAN

INK CLOUD (65 POINTS)

LORD BANE

Mao

MAROCCA

MARAUDER




NAME

LOCATION

MONSTERS

et

MAIN ATTACK

[

HIT POINTS

MEDULLIZK

LANDS OF ICE

BUBBLE SPRAY (140 POINTS)

550

MIND STEALER

CATACOMBS

FouL BREATH (140 POINTS)

290

MINE PATROL

MOONSTONE MOUNTAIN

CRYSTALES (230 POINTS)

300

MuRA I

DELPHINUS

INCREM

3.300

NADNARB

MAW OF TARTAS

STONE OOZE (PETRIFY)

275

NAIRAD

MAW OF TARTAS

STONE OOZE (PETRIFY)

400

OFFICER

GRAND FORTRESS JAIL

BOLT (275 POINTS)

550

PATROL GUARD

UPPER CITY

CLUB (145 POINTS)

200

PirasToL

SAILORS’ ISLAND AIRSPACE

TEMPEST DANCE (2,500 POINTS)

8,700

PINALISK

IXA*TAKA AIRSPACE

FATIGUE BREATH (275 POINTS)

325

PoLrAXIS

Rixis

LASER (285 POINTS)

200

QUE'LAK

SPARK BREATH (230 POINTS)

MEDULLIZK

Steee it Ir

PiasTOL

MIND STEALER

PINALISK

x
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NAME

COLOR

LOCATION

MAIN ATTACK

HIT POINTS

RAMIREZ

SILVER

CRESCENT ISLE VILLAGE

SILVER ECLIPSE (2,100 POINTS AREA EFFECT)

INFINITE

RAMIREZ

SILVER

SoOLTIS

SILVER TUNDRA (3,000 POINTS)

22,000

RAMIREZ

THING SILVER

SOLTIS AIRSPACE

SILVER NIGHTMARE
(CONTROLS A CHARACTER FOR A ROUND)

25,000

RAZORBEAK YELLOW

VALUAN AIRSPACE

FATIGUE BREATH (495 POINTS)

600

RED GUARD RED

DELPHINUS

GRENADE (600 POINTS AREA EFFECT)

800

RIK'TALISH

Rixis

FEATHER SLASH (1,000 POINTS AREA EFFECT)

6.800

ROKWYRM

TEMPLE OF PYRYNN

VOLCANIC BLAST (500 POINTS AREA EFFECT)

4,200

ROSELN

IXA'TAKA AIRSPACE

POLLEN BLAST (310 POINTS)

RED GUARD

s =

RIK'TALISH

ROSELN




MONSTERS
il | .

MAIN ATTACK HIT PDINTS

NAME LocATION

ROYAL GUARD YELLOW UPPER CITY ELECTRES (270 POINTS) 620

RUPEE LARSO SILVER MARAMBA BERSERK RUPEE (7,000 POINTS) 7,200
SALAMANDER RED TEMPLE OF PYRYNN FLAME BREATH (150 POINTS) 150
SCORFLY PURPLE NASR AIRSPACE DART ATTACK (110 POINTS) 140
SCORPON PURPLE VALUAN AIRSPACE STING (200 POINTS) 520
SEEKER SILVER SHRINE ISLAND LASER (275 POINTS) 140
SENTINEL SILVER SHRINE ISLAND BLASTER (300 POINTS) 1.200
SENTRY YELLOW DANGRAL ISLAND LASER (300 POINTS) 700

ROYAL GUARD RUPEE LARSO SALAMANDER

&L o
- (o=t}

SCORPON SENTINEL
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NAME

LocATION

PRIM A'S OFFICIAL STRATEGY GUIDE

MAIN ATTACK

HIT PoINTs

SERPANTIS GREEN MOONSTONE MOUNTAIN PYRES (150 POINTS AREA EFFECT) 1,000
SHADOW BLUE CRESCENT ISLE VILI AGE DEATH STRIKE (350 POINTS) 1,200
SHOCK TROOP YELLOW GRAND FORTRESS JAIL PoisoN Gas BOoMB(500 POINTS AREAEFFECT) 275
| SHRILP RED MAW OF TARTAS FIRE BLAST (500 POINTS) 1.900
SINISTRA RED DACCAT'S ISLAND EXPLOSION (600 POINTS AREA EFFECT) 4,500
| SLITHAR RED MOUNT KAZAI PYRUM (250 POINTS AREA EFFECT) 230
| SLOTHSTRA PURPLE Rixas CONFUSION CLAWS (300 POINTS) 2,400
| SOLDIER YELLOW ALPHONSO’S BATTLESHIP SWORD (45 POINTS) 55
|
S S na )

SERPANTIS

SINISTRA

- F

“‘”‘g £
‘ f

Ll
SHOCK TROOP

?/.'

SOLDIER

SHRILP

l At tack )




MONSTERS
‘ D.

NAME CoLoOR LocATION MAIN ATTACK HIT PoOINTS
SORCERER YELLOW GALCIAN’S SHIP ELECTRULEN (800 POINTS AREA EFFECT) 850
SPELL WARDEN  YELLOW CATACOMBS CRYSTALI (180 POINTS) 480
SPHYRUS BLUE MoOUNT KAZAI SHOOTING SPIKE (245 POINTS) t53510)
STALK FIEND GREEN MAwW OF TARTAS BUBBLE BLAST (300 POINTS) 400
STONEBEAK YELLOW NASR AIRSPACE FLYING TALONS (210 POINTS) 425
TELSOR SILVER SoLTIS LASER (850 POINTS) 300
TENKOU BLUE TENKOU ISLAND SWORD STRIKE (300 POINTS) 700

|
} THORKRYN BLUE MID OCEAN NEEDLE STORM (450 POINTS) 125

SORCERER STALK FIEND

STONEBEAK TELSOR TENKOU THORKRYN
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TOTELM

TSOROK

VALGAND

VARKRIS

LOCATION
VALUAN AIRSPACE

MOUNT KAZAI

CATACOMBS

IXA'TAKA AIRSPACE

LANDS OF ICE

IXA'TAKA AIRSPACE

TORTIGAR

MAIN ATTACK HIT POINTS
NEEDLE STORM (1,000 POINTS) 300

IcE STORM (900 POINTS AREA EFFECT) 10,000
LASER BURST (100 POINTS)

ELECTRI (130 POINTS)

ELECTRES (210 POINTS TO ADJACENTENEMIEES) 120
COLOR SPRAY (200 POINTS)

STAB (300 POINTS)

BEAK ATTACK (165 POINTS)

VALGAND VARKRIS




MONSTERS
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NAME COLOR LOCATION MAIN ATTACK HIT POINTS

VELTARN PURPLE GLACIA AVAL AUNCHER (1,800 POINTS AREA EFFECT) 12,000

VIGORQ RED GRAND FORTRESS JAIL VIGORO'S CHARM (CONFUSES AIKA) 5,500

VIGORO RED DANGRAL ISLAND RANDOM FIRE, (2.000 POINTS AREA EFFECT) 14,000

WALRENK PURPLE DACCAT'S ISLAND CRYSTALES (280 POINTS) 450

YAFUTOMA SOLDIER BLUE DELPHINUS WIND SLASH (500 POINTS AREA EFFECT) 800

YULOOPER YELLOW VALUAN AIRSPACE RUN AWAY 100

ZIVILYN BANE RED DAcCCAT'S ISLAND BursT (1,100 POINTS) 1,900

ZIVILYN BANE RED DARK RIFT DUNGECON BURST (1,500 POINTS AREA EFFECT) 4.800

ZIVILYN BANE RED GLACIA BURST (1.800 POINTS AREA EFFECT) 5,600

ZIVILYN BANE RED GRAND FORTRESS INSIDE BURST (1,200 POINTS AREA EFFECT) 4,000

ZIVILYN BANE RED MoUNT KAZAI BURST (1,600 POINTS AREA EFFECT) 5.200

ZIVILYN BANE RED Rxis BursT (900 POINTS AREA EFFECT) 3,250

ZIVILYN BANE SOLTIS BURST (2,000 POINTS AREA EFFECT) 8,500

e perr—

VELTARN VIGORO (DANGRAL) VIGORO (GRAND FORTRESS)

B

YAFUTOMA SOLDIER YULOOPER ZIVILYN BANE
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DISGOVGR,IGLS

Unlike mosl voyages, which cosl a
small fortune to hire crew, feed
passengers, and keep up with repairs
on Lhe ship, the more you explore in
Skies of Arcadia legends—and
consequently, the more discoveries
you acauire—the wealthier you become.

irop Inte
But after the
¢ roturaed
his voyase éround the
world, it becase known
that the world wis roend

You have found the "Pirate s Grave!”

THE PIRATE'S GRAVE WILL BE ONE SOME DISCOVERIES, SUCH AS THE WORLD
OF YOUR FIRST DISCOVERIES. Is ROUND, HAFPEN AUTOMATICALLY AS
1 PART OF THE GAME'S STORY LINE.

Discoveries include landmarks,
statues, places, butterflies, you
name il. Until you discover the
ilem, il's only a legend. Once
you report the find to the local
sailors' guild, however, the dis-
covery hecomes history, and
you collect a healthy sum [or
your troubles. The Guidestones
might only pay 40 gold, but a
discovery such as Lhe Mystic
Orchard pays out 9,800 gold.
Find sailors' guilds in all major
cities; bul they can be scarce
when you're on Lhe quest for
moon crystals.

You have found the "Gates of Rixis!”

b YOU CAN'T FIND THE GATES OF RIXIS WITHOUT FIRST
I | LOCATING THE GOLDEN MAN AND GREAT BIRD.

Not all discoveries it on 1slands for you lo [ind. Some are mvmble while others are either hlgh above the clouds or underneath the
conlinents. Some even move around at high speeds, and you can only caich them il you know where Lo look. Il you know a discovery
lies in the immediate area, wait for the compass to spin wildly {the sure SIgn ol a dlscovery) or press @ over every prime location.
With only one exceptlon you can only locate a discovery whlle flying around in your ship. |

For those of you anxious Lo explore
the entire world, 88 discoveries
exist in all. Good luck tracking them
down. Some, such as the Moon
Hamachou, which you can only gain
from feeding 24 moonlish to Maria's
bird on Doc's ship, make fighting
Ramirez look like a pottery class.

Black Moon Stone

You have found the “Grieving Prince!”

-

THE GRIE\’JNG PRINCE LIES éOUTH
[ OF YAFUTOMA IN A SELDOM- AV-
| ELED SECTION OF THE WOR

THE BLJ}.CK OON STONE LIES IN THE
Hﬁiﬁf'@:‘ THE DARK RIFT.




NAME

MAP LocATIOoN

DISCOYERIES

DEscRIPTION

PIRATE'S GRAVE

1

FIND THIS ISLAND NEAR THE WATERFALL TO THE
NORTH OF PIRATE'S ISLE. THE SAILORS' GUILD
PAYS 120 GoLD.

GUIDESTONES

LooK FOR A SMALL ISLAND DUE NORTH OF
SAILORS’ ISLAND. THE SAILORS' GUILD PAYS
40 coLD.

SKY CORAL

THIS DISCOVERY FLOATS IN THE AIR BEHIND A
PAIR OF SMALLER ISLANDS EAST OF SHRINE
ISLAND. THE SAILORS' GUILD PAYS 680 GoLD.

SILVER MooN PIT

LOCATE THIS TO THE EAST OF SHRINE ISLAND ON
THE SIDE OF A BARREN MOUNTAIN. THE SAILORS’
GUILD PAYS 1600 GOLD.

ToPPLE RocKs

DETECT TOoPPLE RocKs ON THE SIDE OF A
MOUNTAIN NEAR MARAMBA. THE SAILORS' GUILD
PAYS 160 GOLD.

WANDERING LAKE

OBSERVE THIS FLOATING LAKE ABOVE THE
MARAMBA DESERT. THE SAILORS' GUILD PAYS
400 solD.

FIND THE OASIS IN THE MIDDLE OF THE DESERT
SOUTHEAST OF MARAMBA. THE SAILORS' GUILD
PAYS 500 coLD.

SANDFALLS

HEAD UP INTO THE SKY WAY ABOVE MARAMEA,
AND LOOK FOR AN ISLAND. THE SAILORS’ GUILD
PAYS 680 GoLD.

TEMPLE OF PYRYNN

EASILY SPOT THE TEMPLE EAST OF MARAMBA.

BEAK Rock

DETECT BEAK RocK oN THE WESTERN SIDE OF A
LARGE ISLAND IN THE SOUTH OCEAN. LOCATED
JUST WEST OF THE SKY ANEMONE,. THE SAILORS'
GUILD PAYS 800 GOLD.

SKY ANEMONE

IN THE SOUTH OCEAN, LOOK FOR AN ISLAND TQ"
THE $0UTH OF THE WHIRLWINDS, THE SAILORS’
GUILD PAYS 720 GOLD.

IXA'TAKA

DISCOVER IXA'TAKA AUTOMATICALLY AFTER
CROSSING THE S0UTH OCEAN. THE SAILORS'
GUILD PAYS 220 GOLD.

GARPA FRUITS

SEARCH THE ROOTS UNDERNEATH HORTEKA. THE
SAILORS' GUILD PAYS 180 GoOLD.

THE GREAT BIRD

LOCATE IN THE MIDDLE OF THE JUNGLE ON THE
ISLAND NEAR THE KING'S HIDEOUT. THE SAILORS"
GUILD PAYS 240 GoLD. {PART OF THE
DISCOVERIES NECESSARY TO FIND RIx1S)

THE GOLDEN MAN

LoOK FOR THIS DISCOVERY ON THE PLATEAU
IMMEDIATELY TO THE WEST OF THE KiNG's %
HIDEOUT. THE SAILORS' GUILD PAYS 240 GOLD. «
{PART OF THE DISCOVERIES NECESSARY TO' | P
FIND Rrxis) ot

GATESs oF RTXIs

FoLLoW WHERE THE GREAT BIRD's PEAK POINTS.
LOCATE THE GATES AT THE BASE OF THE
MOUNTAIN AFTER DISCOVERING THE (GDLDEN
MAN AND GREAT BIRD. THE SAILORS' GUILD PAYs
800 goLD.'

IXA'TAKAN PALACE

", DISCOVER THE PALACGE DUE SOUTH OF THE
| GOLDEN MAN, AMIDST SOME GROUND ROCKS.
“THE SAILQRS GUILI'.‘I PAYS 240 GOLD.

IXA’NESS VILLAGE

HEAD sowﬁqusT OF HORTEKA, AND SEARCH
THE NEARBY ISLAND. THE SAILORS’ GUILD PAYS
1.200 GOLD.

pPrimagaines, comn
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MAP LOCATION

DESCRIPTION

MYSTERIOUS RINGS

19

FIND THIS INVISIBLE ISLAND IN THE NORTH SEA
NEAR THE LARGE VALUAN NET THAT SHOWS UP AT
THE BEGINNING OF THE GAME. THE SAILORS’
GUILD PAYS 950 GOLD.

WILL O" WIsPs

LoOK IN THE WOODS ON A SMALL, ISLAND NORTH OF
THE [RON'GATE. THE SAILORS' GUILD PAYS
1,900 GOLD.

Roc’'s NEST

DISCOVER ON AN ISLAND WEST OF THE MYSTERIOUS
RINGS. THE SAILORS’ GUILD PAYS 2,200 GOLD.

THE GIANT THRONE

SEARCH THROUGH THE EASTERN ISLANDS IN THE
NoORTH OCEAN. THE SAILORS® GUILD PAYS
1,600 GOLD.

LIGHTHOUSE RUINS

LoOOK FOR THE RUINS ON AN ISLAND BETWEEN THE
IRON GATE AND VALUA. THE SAILORS’ GUILD PAYS
1,700 GOLD.

ANCIENT PALACE

HEAD SOUTHEAST OF THE VALUAN CAPITAL, AND
SEARCH ON THE GROUND. THE SAILORS' GUILD PAYS
3,200 GOLD.

SKULL RocK

DETECT SKULL ROCK NORTHWEST OF CRESCENT ISLE
BETWEEN TWO PENINSULAS. THE SAILORS' GUILD
PAYS 700 GOLD.

STONE CITY

ENCOUNTER THE CITY WEST OF THE BOULDER WALL.
THE SAILORS' GUILD PAYS 1,900 GOLD.

SHIP GRAVEYARD

FIND THIS INVISIBLE DISCOVERY IN THE NORTH
DANNEL STRAIGHT. THE SAILORS® GUILD PAYS
1,500 GOLD.

PHILOSOPHY STONE

LOCATE THE STONE ON A SMALL ISLAND DUE NORTH
OF STONE CITY. THE SAILORS® GUILD PAYS
3,400 GOLD.

BALLOON FLOWER

DETECT THIS INVISIBLE DISCOVERY AT THE HIGHES'
ALTITUDE DUE NORTH OF SKULL ROCK. THE SAILORS'
GUILD PAYS 8,400 GOLD.

THE LANDS OF ICE

NOTICE THIS LARGE LANDMASS IN THE NORTHWEST
SECTION OF THE MAP. THE SAILORS® GUILD PAYS
1,100 GoLD.

ICEBIRD

SEARCH THE GROUND IN THE WESTERN ICE FIELD.
THE SAILORS' GUILD PAYS 3,600 GOLD.

THE FROZEN GIANT

HEAD NORTH FROM THE SMALL MOUNTAIN IN THE
MIDDLE OF THE LANDS OF ICE ICE FIELD. THE
SAILORS' GUILD PAYS 3,600 GOLD.

AURORA

FIND AURORA OVER THE LARGE ICE FIELD IN THE
LANDS OF ICE. THE SAILORS' GUILD PAYS 1,100 GOLD.

THE BLIMP WRECK

LOCATE THE WRECK ON THE SMALL ISLAND CLOSE:
TO THE DARK RIFT. THE SAILORS’ GUILD PAYS .
2,100 GoLD. Lk

GIANT SQUID NEST

DISCOVER THE NEST NORTH OF DACCAT'S ISLAND,
PAST THE SKY RIFT, AND ABOVE A LARGE ISLAND
WITH A CRATER IN IT.

BLACK MOON STONE

DETECT THIS MOON STONE IN THE HEART OF THE
DARK RIFT. THE SAILORS’ GUILD PAYS 4,200 GOLD.

YAFUTOMA

f"r “ 1 s =
AUTOMATICALLY DISCOVER YAFUTOMA AS PART OF
THE STORY LINE (LOCATED IN THE'EAST).




DISCOYERIES

NAME MAP LOCATION DESCRIPTION

UsUisu’s NEST 38 LooK FOR THE NEST ON A SMALL ISLAND NORTHEAST
OF THE DARK RIFT. THE SAILORS' GUILD PAYS
800 GOLD.

GUARDIAN WALLS FIND THE WALLS BETWEEN THE DARK RIFT AND
YAFUTDOMA. THE SAILORS' GUILD PAYS 480 GOLD.

WANDEREIRDS OBSERVE A FLOCK OF EIRDS TO THE NORTH OF
MoUNT KAZAIL THE SAILORS' GUILD PAYS
1,500 colLD.

DHEERSE LooK oN THE BIG ISLAND ABOVE THE WALL EAST OF
YAFUTOMA. THE SAILORS' GUILD PAYS 950 GOLD.

GRIEVING PRINCE HEAD sDUTH OF YAFUTOMA, AND SEARCH THE SOUTH
WEST PART OF THE MAP NEAR THE STONE REEF. THE
SAILORS" GUILD PAYS 5,400 GoLD.

SPICE [SLAND RAISE YOUR ALTITUDE AND HEAD NORTH OF UgUISU’S
NEST. GO PAST THE SKY RIFT, AND SEARCH FOR AN
INVISIBLE ISLAND. THE SAILORS’ GUILD PAYS
8,800 goLD.

MYSTIC ORCHARD LOCATE THIS INVISIELE ISLAND IN THE MAP’S SDUTH
WEST CORNER. THE SAILORS' GUILD PAYS
9,800 GoLD.

INVERSE ISLAND DETECT THIS SMALL BLACK ISLAND NORTHEAST OF
RYU-KAN'S [SLAND. THE SAILORS’ GUILD PAYS
5,200 GoLD.

THE WoRLD Is RouND AUTOMATICALLY DISCOVER THIS AS PART OF THE
STORY LINE. THE SAILORS' GUILD PAYS 2,800 GOLD.

RUINS oF ROLANA LooK FOR THESE RUINS 50UTH OF THE TEMPLE OF
PYRYNN ON A SMALL PLATEAU WHERE THE GREEN
MOUNTAINS END. THE SAILORS' GUILD PAYS
6,000 GOLD.

SOUTHERN CROSS HEAD NORTH OF THE RUINS OF [CE, AND SEARCH .,
BELOW THE CLOUDS. THE SAILORS' GUILD PAYS ‘ﬁ
7,400 GOLD. !

RAINBOW ISLAND ENCOUNTER THIS INVISIBLE ISLAND AT UPPER
ALTITUDES SOUTHEAST OF CRESCENT ISLE. THE
SAILORS' GUILD PAYS 3,000 soLD.

MooN SToNE LAKE OBSERVE THIS LAKE HIGH ABOVE THE cLOUDS WEST
OF PIRATE ISLE. THE SAILORS' GUILD PAYS
4,200 6OLD,

IRON STAR FIND IRON STAR ABOVE RAINEOW ISLAND. THE
SAILORS' GUILD PAYS 4,800 GOLD.

ALUPAS DETEcT ALUPAS SOUTH OF RIXIS HIGH IN THE
cLOUDS. THE SAILORS’ GUILD PAYS 3,200 GoLD.

OBSERVATORY ABOVE THE CLOUDS, SEARCH A PLATEAU SOUTH OF
Rixis. THE SAILORS' GUILD PAYS 5,200 coLD.

DANCING LIGHTS Look FOR DANCING LIGHTS UNDERNEATH VALUA *-;-
NEAR THE MAW oF TARTAS ENTRANCE. THE SAILORS"
GUILD PAYS 800 GOLD.

‘THE MOTHER TREE LOECATE THIS TREE ON AN ISLAND SOUTH OF TENKDU,
ISLAND, HIGH IN THE cLOUDS. THE SAILORS' GUILD
PAYS 6,400 GOLD.

THE GHOST SHIP . FIND THIS CIRCLING SHIP ABOVE THE DARK RIFT. THE
: smmns' GUILD PAYS 700 GOLD.

FLUTTERFLIES 24 OBSEEVE A PACK OF BUTTERFLIES IN THE CLOUDS
i 4. 7 ABOVE SAILORS’ rsLANm THE SAILORS' GUILD PAYS
15, 200 GDL]II. !

(LA
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MAP LocATION

OFFICIAL STRATEGY GUIDE

DESCRIPTION

EcLIPSE PoINT 58

IN THE NORTHERN PART OF LOOPER OCEAN, HIT (8
WHEN THE SKY DARKENS. THE SAILORS' GUILD PAYS
12,200 coLD.

LooPER’s NEST

LocATE THE NEST ON A CLIFF NORTH OF KING'S
HIDEoUT. THE SAILORS’ GUILD PAYs 11,000 GoLD.

FLYING MACHINE

HEAD NORTHWEST OF PIRATE ISLE, AND SEARCH
BELOW THE ¢LOUDS. THE SAILORS' GUILD PAYS
7.600 GOLD.

VALUAN WRECKAGE

SEARCH BELOW THE CLOUDS FOR AN ISLAND WEST OF
NASRAD. THE SAILORS' GUILD PAYS 12,400 colD.

RABRATS

THESE BATS HANG UNDERNEATH THE VALUAN
CONTINENT. THE SAILORS' GUILD PAYS 7,000 GoLD.

BoTToMLESS PIT

FIND THIS INVISIBELE DISCOVERY WEST OF SHRINE
ISLAND AND BELOW THE ©LoOUDS. THE SAILORS' GUILD
PAYS 9,600 soLD.

ANCIENT FiIsH

DiscoVER ANCIENT FISH BELOW THE ¢cLOUDS WEST
OF THE GIANT SquiD NEST. THE sAILORS' GUILD PAYS
8.600 GolD.

STAR SAND

DETECT STAR STAND ON THE OPPOSITE SIDE OF THE
PENINSULA WHERE ESPARANZA LIES.

MAROON ISLE

IMMEDIATELY DISCOVER THIS BIG ISLAND AT THE
BEGINNING OF SOUTH OCEAN AFTER YOU LEARN TO
FLY FOR THE FIRST TIME ABOARD THE ALBATROSS.

CoMMA RocK

THIs DISCOVERY MOVES AROUND A CERTAIN RANGE
INSIDE THE SOUTH OCEAN.

TURTULA POLE

LOCATE THIS ISLAND TO THE NORTH oF MooN SToNE
MOUNTAIN IN IXA'TAKA.

WINGS OoF GolD

SEARCH THE SOUTHERN PART OF HORTEKA [SLANI&,‘.

GIANT'S HAMMER

FIND THIS SMALL ISLAND TO THE NORTH OF THE
DoBRA RESTAURANT IN THE NORTH OCEAN.

TRICYCLONE

TRICYCLONE MOVES AROUND THE LARGE AREA TO
THE SOUTH oF DoBRA RESTAURANT.

MAP oF AGES

SEARCH IN THE NASR AREA NEAR NASRAD.

BALLOON SEED

LooOK FOR BALLON SEED MOVING ARDUND A CERTAIN
RANGE SURROUNDING CRESCENT ISLE.

IcE LENS

DETECT THIS AT THE FOOT OF THE MOUNTAIN IN THE
WESTERN SECTION OF THE LANDS OF ICE.

PAPER AIRSHIP

THIS DISCOVERY MOVES AROUND THE LARGE AREA TO
THE NORTH OF THE LANDS OF ICE.

MIRAGE ISLAND

IN THE SOUTHWEST SECTION OF VALUA, ¢HECK AT
NORMAL AND HIGH ALTITUDES. -

i

Ryuguu TURTLE

LOCATE THE TURTLE HIGH ABOVE THE NORTHEAST
PART DF THE YAFUTOMA.

SKY LADDER

FIND THE SKY LADDER ON THE SUMMIT OF A HIGH
MOUNTAIN IN NORTHERN VALUA.

RYuGuuU ISLAND

OBSERVE THIS ISLAND NORTHEAST OF THE
YAFUTOMA. (s
5




NAME MAP LOCATION DESCRIPTION

ToMB OF IcE 80 ENCOUNTER THE TOMB ON THE SUMMIT OF THE
HIGHEST MOUNTAIN IN THE EAST OF THE LANDS
OF ICE.

SToNE LoVER NOTICE THIS SMALL ISLAND BELOW THE cLoUDs
WEST oF YAFUTOMA.

DEEP IRON STAR THIS DISCDVERY MOVES ARODUND THE LARGE AREA TD
THE SOUTH OF THE YAFUTOMA.

SKY TRAIN SEARCH FOR IT HIGH ABOVE ESPARANZA.

FLYING FLAIL FLYING FLAIL MOVES AT HIGH SPEEDS ABOVE THE
VALUAN cONTINENT.

ROLLING STONE LooK FOR THE ROLLING STONE, MOVING ARDUND THE
LARGE AREA SURROUNDING THE SALGASSAU.

DEEF SNoW DEEP SNOW ALTERNATELY EMERGES EVERY 30
SECONDS AT THREE LOCATIONS IN THE NORTH OF
THE LANDS oF ICE.

LONGLINE LocATE LONGLINE HIDDEN IN A SECLUDED REGION,
NEAR THE ELMO's NEST.

MooN HAMACHOU FIND THIS DISCDVERY AFTER FEEDING 24 MODNFISH
To MARIA'S BIRD ON Doc's SHIP.
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COMBAT

—

{\be honed finer than those of a decorated veteran.
Until that time, though, you must follow basic tenets of
fighting, or the monsters will get the best of you. The next
time you fight a dracoslyth, don't just press any ol'

~ button=work with your party, and form a coherent battle
plap.‘i’[)_'e_fe nse and smart tactics beat brute force A_mdy day.
l

| Q fﬂe["i)gam:_hpurs of training, your coplbat'_skills will

SUFPER MOVES FORM YOUR MOST

- p—
i DEADLY ATTACKS.

|

1 T  (——
% Basic Combat Skills

\ Certain characters deal damage betier than others. You soon find that Vyse, Drachma,

Gilder, and to some extent, Enrique, are the heawy hitters. They can take a beating and
hand ene oul. As soon as you [ind moonberries, upgrade Lheir super moves Lo lake
advanlage of Lheir massive damage polential. You won'L proceed [ar against Lougher
monsters without Vyse's Pirates' Wrath.

SETT L
Attack

)
—

| MOST OF YOUR MONSTER
ENCOUNTERS OCCUR RANDOMLY o

FROM SAILING THE AIRWAYS. (Al fonso)
i HAN hah hak
0f course, | was the one to find her first

MAIN VILLAINS SUQH AS ALFONSO CALL THE SHOTS, BUT YOU MUST DEAL
WITH MONSTERS, SUCH AS THE ASSASSIN, THE MOST.

Also gain Aika's Lambda Burst as soon as you can for canvenience. Frequenily,
monsters-lower than your experience level assault you, especially when you trigger

| random encounters on your ship. These monsters can't harm you, but they take a

| _while lo.dispalch. One Lambda Burst can clear the board, gelling you on your way
that much saoner. While you build up for Lambda Burst, use Aika's Alpha Storm as
a Iess_q—pdwerfad substitute. |

BE CAREFUL OF AREA EFFECT
ATTACKS THAT DAMAGE SOME OR ALL
OF YOUR CHARACTERS.




COMBAT

In a pinch, Vyse can shool off a Rain of Swords [or Lthe same eflecl.
In mosL cases, use Vyse to altack Lthe mosl powerlul targel. If you
save up that much spirit, use Cutlass Fury or Pirates' Wrath on that
one key monster.

ONCE YOU BUILD YOUR DEFENSIVE SKILLS HIGH
ENOUGH, YOU CAN COUNTERATTACK WITH
DEADLY ACCURACY.

In the heat of battle, think defense [irst. Guard il your character lies on the threshold of unconsciousness. This defensive maneuver
isn't a wasted turn—sometimes you counterattack f[rom a guarded position just as effectively as your normal attack. Always heal when
your characlers are low. Keep your characters near their maximums Lo avoid being surprised by a catastrophic altack that wipes oul Lthe
whole crew in a single blow.

For defense, [irst raise your green magic
experience. The healing spells in green
are superb, and Sacrum will save your
life more than once when it brings the
whole party up [rom the brink. In the
early game, stock up on as many Sacri,
“Sacrum, and Sacrulen crystals as you can
| hold (99 is the max).

A SPELL SUCH AS SYLENIS SHUTS DON'T WORRY ABOUT BUILDING YOUR
DOWN ENEMY SPELLCASTERS FOR OFFENSE RIGHT AWAY. WORK ON
SEVERAL ROUNDS. YOUR HE'iALING SKILL FIRST.

How do you accelerate in green? Sel Aika's weapon color to green, and leave il there. Now SR flght impraves her green magic,
getting you those healing spells faster.

Doing this brings up the idea of using a weapon color to inflict maximum damage on a creature or improve your school of magic.
Early in the game, you musi malch your weapon colors Lo the monsters' weaknesses {except for|Aika). Weak as you are at the start, you

need the extra damage inflicled on the mansters 1o survive. Later, when you face boss morfs‘lersﬁlse thesame technique. =
\

Once you gain enough experience 1o [eel e
conlident againsl average monslers, Attack LSS
switch the weapon colors to train in a Lt IS e e |

specilic color, and leave it there. For —
example, you may keep Aika in green [or '
healing, Vyse in purple for ice-based
spells, and Fina in yellow f&)r electric-
based spells.

T T .o |
L e e T

VYSE IS YOUR MAIN ATTACKER, SO |
BUILD UP HIS SUPER MOVES
BEFORE DRACHMA'S, GILDER'S,

OR ENRIQUE S.

ONCE YOUR HEROES ARE POWERFUL
| ENOUGH, SPREAD OUT YOUR
: ATTACKS SO YOU CAN DECIMATE ‘THE
: ENEMY FASTER.

Primagaines.com
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PAY ATTENTIO“ TO EACH MONSTER'S
COLOR TO MAXIMIZE DAMAGE.

Bhield Barhier

If the majority of your foes deal only physical damage,
throw up Vyse's Skull Shield so the whole party is
invulnerable for the round. Any hits will also result in a
counteraitack, so you actually attack as well. Against magic
wielders, iry a similar tactic with Gilder's Aura of Denial.

CRITICAL HITS REDUCE THE ENEMY'S
DEFENSE TO ZERO AND DEAL MAJOR
DAMAGE THROUGH THE EXPOSED SIDE.

Depending on your [oe and your slale of
health, vou can rely on several standard
battle formations. These help you maxi-
mize the Lhreal polential against the
enemy while reducing Lhe risk.

Focus Recovery

Attack

IF A CHARACTER TAKES A SERIOUS
BLOW, HEAL IMMEDIATELY WITH SACRI
SPELLS OR A HANDY SACRUM CRYSTAL
TO BOOST THE WHOLE PARTY.

DON'T THINK YOUR CHARACTER IS
SAFE HIDING IN THE BACK. ALL MON-
STERS AND CHARACTERS HAVE BUILT-
IN RANGED ATTACKS.

Three parly members focus each round to boost spirit. The
fourth member casts a heal spell such as Sacrum or Fina's
Lunar Light to restore the party's hit points. This is a great
lactic against single bosses that deal out massive damage.
You don't have to worry about getting overwhelmed, and
once spirit climbs high enough, you can counterattack with
moves such as Pirates' Wrath or Prophecy.




GOMBAT

~al] |-

Pinpoint Attack Mass Removal

In normal attack mode, Vyse and one other (usually Vyse attacks the toughest monster to reduce its hit points
Drachma, Gilder, or Enrique) go after the foughest man- {(hopetully low enough to succumb 1o the upcoming spell).
sters. Fina focuses for extra spirit, while Aika either backs Two other party members focus, while Aika launches a

up the group with healing or a third attack. mass-removal spell such as Alpha Storm, Lambda Burst, or
Omega Psyclone.

Cutiass Fury

= ;)
BECAUSE VYSE STARTS WITH IT RIGHT FIRST ELIMINATE THE MONSTERS
AWAY, AND BECAUSE IT'S FAIRLY CAPABLE OF DEALING SERIOUS DAMAGE,

POTENT, CUTLASS FURY IS YOUR MOST ESPECIALLY THE ONES WITH AREA
FPOPULAR SUPER MOVE. EFFECT ATTACKS.

Spell Bomb

Viyse attacks while Aika and Fina alternate casting spells and
locusing. The focusing of another character replaces the
spirit used by one person's spell.

| & > ey
BOSSES SUCH AS ZIVILYN BANE POP UP r
MORE THAN ONCE DURING THE GAME. /
EACH INCARNATION GETS STRONGER. |

|
|

pPrimagaimnes.cornl




Shi Battles

SHIP BATTLES TAKE MUCH LONGER
THAN HAND-TO-HAND COMBAT, BUT

L Royal Blade &

[

. al

%L

THE ROTATING FOURTH PARTY
| MEMBER—WHETHER IT'S DRACHMA,
| GILDER. OR ENRIQUE—HELPS OUT

I TREMENDOUSLY IF YOU DEVELOP HIS
SUPER MOVES BY FEEDING HIM
MOONBERRIES.

| A yellow turn means you're at risk, but not
guaranteed to be fired on. If your ship's hit
points are high, ddn t worry about it. I the
I ship is damaged,” however, , perform evasive
maneuvers or heal, \

|
|
i
'
| |

N U N
1 - 1

APFLY MANY OF THE SAME PRINCIFPLES.

PRIM A'S OFFICIAL STRATEGY GUIDE

Like hand-to-hand battles, each
character receives an action during
ship doglights. The big dilTerence is
that the ship fights, not the individual
characters. Though your character's
attack value influences how much
damage the ship's cannon deals and
vour character's spells can work
during combat, if your ship's guns
gel knocked out, you don'l deal a
thing. And if your ship's hit points
lake the plunge, so do all your
characters.

MOVES SUCH AS VYSE'S RAIN OF
SWORDS AND AIKA'S LAMBDA BURST
ARE CHEAF AND DEAL DAMAGE TO
EVERY CREATURE IN THE BATTLE.
THEY'RE GREAT FOR WIFING OUT A LOT
OF PESKY FOES.

Of course, that means upgrading the ship at all costs. Because the [ate of the crew rests with the contraption, it gets the best that
money can buy. Stop at every ship merchant you see to shop for the latest weapon and armor upgrades. If you gain a ship item after
combal, pause the game to immediately install it.

Ship combal can be long, bul your
baltle plans will be short. When the
turn is red, one character should
evade {the guard symbol on the
characler wheel). Otherwise, expect
heavy damage.

HEAL A SHIP JUST LIKE YOU WOULD A
CHARACTER IN BATTLE.

Green means unload your cannons.
It's the best opportunity to inflict
damage, so [ire whenever green

*pops up. When you see a flag, it's
an even better opportunity. A green
cannon-means fire your special
weapon, such-as the moonstone
cannon on the Delphinus, to
cr[p;ple the enemy ship.

,_..__..-_I'..._. i

MONSTERS" SUPER MOVES EQUAL OR
EXCEED YOURS.




GOMBAT

| | - -l [

Similar to hand-to-hand combat, keep hit points and spirit high. In a
normal turn, you fire the cannons or torpedoes once or twice, locus once
or twice, and heal. Whether you cast Sacrulen or must use a repair kit,
heal in the [ourth round lo erase all damage deall thal turn. Il you heal
during the middle of a turn-which you might have to do if you're in
danger of dying—vou can still take damage later in the round.

‘ GIVE THE ENEMY EVERYTHING YOU HAVE, OR PAY
“" " FORIT DURING THE NEXT ROUND. | ol 31

ONE OF YOUR CHARACTERS DOES A YVICTORY
CELEBRATION AFTER EACH SUCCESSFUL BATTLE.

~ As always, play it smarl. When a combat dialogue option
comes up, choose whichever you think puts you in a better
offensive position. Il you can maneuver yourself for, say, two
moonstone cannen blasts in a row, you'll sail the skies
another day.

ARCADIA IS A STRANGE WORLD THAT'S FILLED
WITH EVEN STRANGER MONSTERS, SO LEARN TO
ADAPT ON THE FLY. { |

Primagaines.com
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P BRT 1: ThE BLUE I{O(«;q@g

Sh A
ANS ARE HUNTING FOR PRINCESS FINA. WHAT SECRETS DOES SHE
MAKE i EM KILL ANYONE IN THEIR WAY?

el in distress time. Your first mission
yse and the Blue Rogues isn't a

1y, ironically, but an inadvertent rescue
mpt. Alfonso, first admiral of the Valuan
Imperial ArmaT,-H% captured a princess on

: -Fhae-,lc' n.-He-intends to interrogate her, or
worse, before dragging her back to his master,
- Empress Teodora. Vyse's plundering turns into
an-all-out-battle for-the princess' freedom as
| i*e gots sucked Into a quest that takes him to
(| the ends of the earth. S
i o A ' | ALFONSO, FIRST ADMII

|
—l, 25 i G r'ﬁj 7 ARMADA, RUNS FROM A FIGHT, SO DON'T EXPECT
! * TO GET YOUR HANDS ON HIM.
- e — i | i
l | fiie}

Alfonso’s | Battleship

Your- lirst battle involves lightweight Valuan soldiers. The two soldiers
don't pose much of threal. Two hits [rom cither Vyse or Aika down a

soldier.i Don't worry about monster colors or Spec[al moves yel. Swing
away and cast a sacri heal spell il necessary.

AL OF THE VALUAN




2 & P& BIAE ROGyze s
i s P o N

Alter the soldier battle, drop through
Lhe hold and onto Lhe lower deck. Open
Lhe chesl in [ront of you and nab a sacri

crystal. You can never have enough
healing spells.

BEATING MONSTERS LIKE THE VALUAN SOLDIERS NETS YOU EXPERIENCE TO
IMPROVE YOUR MAGIC AND SKILLS.

You can only go in one direction—out the door, down the

corridor and into Lthe nexl room. You're introduced to Allonso and
Fina, after which the Valuan admiral promptly sends four guards lo
deal with you. As with the soldiers, you don't have to worry—they go
down in one or two blow easily. To your left, in the corner, another
chesl conlains lwo more sacri cryslals.

-
-

OPEN THE CHEST ON THE BATTLESHIP'S FIRST |
LEVEL TO GAIN A SACRI CRYSTAL. {
Go oul the door, down the corridor, and into the next room. You're
introduced to Allonso and Fina, alter which the Valuan admiral
promptly sends four guards to deal with you. They easily go down
in one or two blows. To the lefi, in the corner, another chest
contains two more sacri crystals. | ALFONSO DISPATCHES FOUR GUARDS TO SLOW
YOU DOWN. |

Climb the stairs and find the cowardly Alfonso making a strategic
retreal. Go right Lo find 50 gold in the nearby chest {southeast
corner). You may have Lo [ight a random encounter here-usually a
Valuan guard-so allack aggressively and heal if necessary. E
In the room to which Alfonso disappeared, find a chest with
iwo magic droplets and a save anchor. Save the game. Then,
il you lose Lo Lhis level's boss, you won'L have to make up as
much ground. [
Allonso seals the door behind him, 50 you must take the ladder
oulside Lhe ship Lo reach the lower level. Conlront Allonso and he,
escapes by sacrificing his own l‘l'lan‘. He leaves you to battle his war
beast, Antonio. Keep your hit points above 200 at all times, or
Anlonio's special attack might I%nockyou oul. Swilch Vyse's and
Aika's weapons to green, the color that inflicts maximum damage on
‘ the vellow Antonio. Heal with sacri crystals to conserve spirit points,
~veril - ALFONSO'S WAR BEAST, ANTONIO, IS A-CHALLENGE and when Vyse reaches Seven-;-t.ﬁnlmdjmﬂass fury. If you keep ==
AT YOUR LOW EXPERIENCE LEVEL, BUT YOU CAN pounding away and stay higher than 200 hil points per character, |
BEAT IT. you'will persevere. L .

i ‘ : | f
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% The Albatross

Hit PoiNTS: 575
ATTACK: THUNDER OF FURY (200 POINTS)
" ) FINA WAKES UF ON THE ALBATROSS, BUT SHE =
WON'T REVEAL HER SECRETS YET. -
i Fina wakes up on the Blue Rogues' ship, the Albalross, and Vyse and Aika introduce

DROPPED ITEM: MOONBERRY themselves. Speaking with Fina, you receive your first dialogue choice. These

choices affect your swashbuckler rating and frequently influence combat and

story direclion. When you hear Fina's name, respond "Thal's a greal
name." You hear a chime, which indicates Lhat you made Lhe correct
choice and increased your swashbuckler rating.

Captain Dyne, Vyse's father, summons you fo the brldge and gives Vyse
a chance Lo sleer the ship. This is whefe you learn aboul piloling ships
in Skies of Arcadia Legends. Briggs the Vice Caplain asks you Lo Lravel
southeast to Pirate Isle.

Head due south and stumble across your first discovery when the
compass starts spinning wildly. Click ® “to get credited for the
Pirate's Grave discovery. YWhen you come across a sailors' guild, report
the discovery lor some extra cash. The first one you see is located on
Sailors' Island.

——— ,.__-...-_._‘

[50n L wén:y il you gel losl sailing Loward
Pirale Isle. You wanl Lo Lrigger a bunch

of random encounters to build up
experience for Viyse and Aika. The three
main creature types you battle are the
~ghastling, -looper, and marocca. The
ghastlini has a nasty hit-point drain attack
(130 pomts) but is otherwise a wimp {20
hit points). The panicky looper will proba-
bly run. Maroccas are tough-with a good
attack aTd durable body.

{‘P‘I‘RR'T‘E ISLE IS YOUR HOME BASE. |~ ] "f"","‘""f"" =
| |
i
|




p 1 ThE BLUE ROy

'S!agg‘5E_..--lllllllllllllllllnn-__ €s
Aller you return home, Dyne summons you to his offlice lo

question Fina. He's worried about the mysteries surrounding Fina

and interrogates her. Don't defend her or you get a scolding and

swashbuckling loss. Insiead, choose the dialogue option 'Sit quietly and

listen." Il you trust your father, no harm will come 1o Fina, and you are

left alone to explore the upper section of Pirate Isle. Before leaving

Dyne's office, search the right part of the bookcase lor a secret passage
that leads Lo 150 gold.

1
il!) 1Il"'l
(0wl

¥

1

{Dyne)

‘ I an the captain h%tc

} It is ny duty to protect the safety of
ny fanily and my crew

DYNE SUMMONS FINA TO HIS OFFICE FOR|
QUESTIONING. DON'T INTERFERE OR YOU LOSE
SWASHBUCKLING POINTS.

FIND THE MAGIC DROPLETS ON THE SMALL ISLAND SOUTH OF
TOWN TO DISCOVER THE THREE SACRI CRYSTALS IN THE
CROW'S NEST.

Topside, many freebies and fun dialogues will occupy your
time. Search Lhe big slone Lablel in the southeasl lo uncover
4 passage to an extra moonberry. In the crow's nest {the
super-tall ladder on the island), find a chest with three
sacri cryslals. The small island south of Lown holds lwo
magic droplets. There is also a Lreasure chesl in the garden
on the northwest corner of the island with three sacri g]jfs_tgls.
i
Il you talk to Jimmy, he asks you to play hide-and-seek. Jimmy
hides behind a sheet (you can see his feet). Lindsi hides near
the stone tablet. Find Pow between the boxes near the save
anchor. Alan hides behind Aika's house. Play the game Lo
learn aboul the secret passage in Dyne's office. |

Wt will yow say’)
SOEE You cim be 3 Lailee !
fry. Al

JIMMY WANTS TO PLAY HIDEr-AND-SEEK, AND ALAN WANTS TO
BE A SAILOR. LEARN A SECRET BY ENTERTAINING THEM.

A RESTFUL SUNSET SETS THE STAGE FOR ANOTHER ADVENTURE
TO RECOVER A FALLEN MOONSTONE.

Flnally visit your own house (the one behind the save point). Aika asks you 10 check
out the sunset, and while you relax, you see a moonstone crash into Shrine Island.
Retrieve the moonstone and Dyne gives vou his purple moonstone to help you.
Before you visil the dungeon, stock up on sacri crystals. The more youl have, the
better the chance you'll survive Shrine Island. It Syour first "dungean, " and you'll
----- ﬁght until you dmp —
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pARE 2 The YMMILS
‘ D

ht a few battles, but can you|—1 YL
vn against an entire dun- e b b
out to find out. Shrine ! ﬂ ¥
Island holds the fallen moonstone and |
dozens of battles. Beware of the seekers : k
| and their deadly laser blasts.
} | - i
| —— \ :
' e e\
Rt _- N
i . I = o = o)
W "7 ——— d o = : -
: q q‘-: — — - !
i _ | = .
- l SN S aNaRE) P | STOCKPILE SACRI CRYSTALS TO PREPARE FOR THE
' DUNGEON BATTLES ON SHRINE ISLAND.

| P Shrine Island

Alter you prepare, head due north 1o Shrine Island. It's not far,
so if you think you're lost, lind Pirate Isle and start again.
Inside the main doors, head right and proceed up the ledge.
When you can'lL go any farther, take the door to the outside
ledge. Don'L gel discouraged if il Lakes awhile-there are many
~monsters to fight [ﬁ'ST'de'.;

Go left and discover a-chest with two sacri crystals. Double back
and examine the floating crystal near the door. This crystal
triggers a mechanism in the temple and drops the whole structure
down one level. By sinking Lhe Lemple and opening the doors,
you release the water thal Lraps the moonstone. Easy, right?

' THE FIRST HIDDEN CHEST LIES ON THE OUTSIDE
LEDGE TO THE LEFT OF THE FLOATING CRYSTAL.

: I

Head back through the door that led you onto the Ied‘gie, and [ollow the new path
to the next door. You must [ight a [ew battles along the way. Most of the fights
involve flestiks and seekers. Always concentrate on the seekers first. Their
devastating laser atlacks can hit you for around 275-points, and a seeker is about

. e lwice as tough as a flestik. i
OUCHING THE FLOATING CRYSTAL
SINKS THE TEMPLE DEEPER INTO | {
THE WATER. DON'T WORRY; IT'S A f | f 3 ;
GOOD THING. RS | i |
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Follow the passage Lo a walkway
that circles around the back qf the
building. You can't fall off, so run
around at [ull speed il you like. At
Lhe nexl door, waler pours oul Lhe
new hole you create, and you have
emptied another level.

ELIMINATE ANY SEEKERS. THEY'RE
THE MOST DANGEROUS MONSTERS IN
THE DUNGECN.

THE DOOR ON THE SKYWAY RELEASES
WATER AND CLEARS OUT THE NEXT
DUNGEON LEVEL. THE NEXT DOOR
OVER HAS A HIDDEN CHEST WITH A
PRE CIOUS MOONBERRY.

Head to the next door on the lefi. The treasure out on the ledge is a moonberry. The more moonberries you have, the faster your

characlers develop "superpowers"” lo battle tougher monsters.

Return Lo the Lemple and conlinue
right. Climb the stairs and go all
the way around again. After passing
lwo doors, you [ind another chest,
with two sacres crystals. Enter the
nearby door, and follow the skyway
to a save anchor.

iR Y,

5/_

You receiwed Sacres Crystal "2/

SACRES CRYSTALS HEAL 1,000 '
POINTS, SO WAIT UNTIL YOU'RE AT
THE Tl—llhESHOLD OF UNCONSCIOUS~
NESS BEFORE USING ONE.

A save anchor in a combat zone usu-
ally means that a boss is right around
the corner. Through the door near

the save anchor, you discover the
temple is drained and the moonstone

is accessible. Unfortunately, a rocky
sentinel also guards iL.

[
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OUTSIDE ON THE SKYWAY, THERE IS A
SAVE ANCHOR. IF YOU DON'T STOP
HERE, YOU MUST FIGHT THROUGH THE
ENTIRE SHRINE WITHOUT SAVING.

The bad news is you must whitlle away
,200 points to win. The good news is
Vyse!can do it with four or live Cutlass
Fury attacks and an occasional Alpha
| Storm from Aika. Vyse should always
| keep swinging, and Aika should stay
| back 1o heal or [ocus and Lhen fire
- with magic or special moves. You, ...
{don't want Aika lo attack with a leeble
;boomdrang strike; the sentinel mjiy
‘counterattack, and Aika's atlempt will
:do more harm than good. !
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IF YOU HEAL OFTEN, THE SENTINEL DOESN'T STAND A CHANCE AGAINST
VYSE AND HIS CUTLASS FURY ATTACK.

Pi’rate [sle Destroyed

While you deslroy the sentinel, the
Valuans destrqy Pirate Isle. Galcian, com-
manding an entire fleet, found the Blue
Rogues' hidden base. Galcian seizes all
Lhe Blue Rogues, including Vyse's dad,
Dyne. The Valuan commander tries to get §
Fina to cooperate, but she refuses and he | I

returns her o the empress.

Clnll..\ln.‘
I utkfub 2o us |

FINA CHOOSES NOT TO HELP GALCIAN,
WHICH LANDS HER IN MORE HOT
WATER WITH THE VALUANS.

THE VALUANS SCORCH THE ENTIRE
PIRATE ISLE VILLAGE.

! | 1
| Return-south to the destroyed Pirate Isle. You see the destruction firsthand. Travel underground and find Vyse's mother, who fills you
| inon all the sad details. When given the dialogue choice Lo go alter the Valuans, choose "Try and save everyone!l” to boost your swash-
H— bucklmgmtm—g -Gel-a gpod night's sleep. You're going Lo need it..

In the morning, head north toward Shrine Island, and cut east when the island is in sight. You should trigger a cutscene, in which
ou run into the ardwhale Rhaknam. No matter your dialogue choice here, the whale splinters | Lhe shlp into itty-bilty pieces. Don't
T:v'orry you w{I[ gel a beller ship later. Choose relreal lo earn Swashbuckllng points. I

On Drachma's ship, he Little Jack, the captain| lelsyou stay as long as you do all his
grunt work. Drachma wants you lo move two boxes from the hold Lo the bridge. Climb
down the stairs, carry up a box, and then repeal the process. This lask proves vou're
worth your sall, and Drachma gives vou the wheel to see if you can sail. He suggests
Lthal you head Lo Sailors' Island, and joins the parly.

To find Sailors! Island, head norlheast from your current position, and look for a
prominent rock tunnel. The tunnel takes you to the other side of the sky ocean and
deposits you insight of the island. boes -

clal Amm
Rhaknan 9ot away! |

DRACHMA SAYES YOU FROM THE { |

ARCWH};\LE RHAKNAM REPAY HIM BY | | | |

- 'DQING"EV‘ER"Y CHORE ON HIS SHIP. . 1 1
} i |
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Moonfish Capture List

NUMBER LOCATION DIRECTIONS

1 PRATE ISLE ON ToP OF LooKoUuTI[SLAND (Bks LADDER)

PIRATE IsLE UNDERGROUND STERN OF SHIP

SAlLORS [SLAND SIDE ALLEY OF THE TAVERN

Y

SalpRS' [SLAND ON THE BAL CONY OF THE INN

MaraMBA (PORT) NEARTHE PIER

(5]

(]

L MARAMEA {TOWN) ON THE ROOF oF THE WEAPON SHOP
DocC's SHIP GREETS YOU JUST IN
FIRST BIG ROOM WITH CRISS CROSSING

FRONT OF SAILORS' ISLAND, NEAR 5 PATHS, BUT YoU MUST ENTER FROM HA
THE ROCK TUNNEL. ggUWNLDEE HALLWAY WITH THE ROLLING
TEMPLE OF PYRYNN (LAVA AREA)  NEARTHE SAVE POINT

~l

Near the island, vou will run into Doc's ship.
He giVES _yDU a moon lens to search for HoRTEKA {TowN) NEAR THE SLIDE AT THE THIRD FLOOR EXIT oF

| < i ; THE WOODEN BAR
, moonl(ish. It will beep when you're near : o =
| . o RTEKA W] P RIGHT P, F'THE LADDER ON THE SIDE
- them. Switch Lo first-person zoom mode = OPTOE HLDER S HOUSE e
' X)) when moonfish are near, and 4 triangle MOON STONE MOUNTAIN ON ONE, OF THE PLATFORMS WITH AN ITEMIN
: 1 | 5 {MAIN ROAD) THE TALL MAIN ROOM
appears in which you need to center the fish.
Press @ o capture the fish. RS (ANCIENT CITY) %ﬂﬂlg%géﬂNGPLgéFbﬂMTbuDEAcK

NASRAD {PORT) NEARTHE SECOND FIER FROM THE RI@HT
SIDE LODKING FROM THE TOWN

DaAccoAT s [sLAND VYeE/GILDER PATH: IN THE ROOMWITH
SEVERAL TREASURE CHESTS, TD VYSES LEFT
ONCE HE ENTERS THE ROOM

CRESCENTISLE {UNDERGROUND)  NEAR'THE CRANE AT THE BASE OF THE SHIP

CRESCENTISLE ABROVE THE BALCONY OF THE STRATESY
CONFERENCGE ROOM

EsPpARANZA (TOWN] NEAR'THE SHIPWRECK

—_
13

EsparaNZA fTOWN) ON THE BATTERY
YAFUTOMA TOWN {ROYAL PALACE) LEFTSIDE OF THE ROYAL FALACE

MouNTKazZal NEAR THE END OF THE OUNGEON, IF YOU
CLIME THE ROPE TO BET RACK TO THE
— vy ENTRANCE QUICKLY, YoU WILL FIND T

TENKOU ISLAND (GOMPOUND) NEAR THE CORNER OF THE, HANDRAIL ON 'THE
LEFTFRONTAFTER WAL KING UP THE STONE

CAPTURE INVISIBLE MOONFISH WITH STEPS OF THE MANSIDN
THE MOON LENS DOC GIVES YOU. GLACIA AccESSED BY ENTERING G ACLA FROM

BENEATH THE CONTINENT {ONLY AVAILAELE
AFTER SHIF [S MODIFIED To G0 BELOW €LOUDS)

Throughoul your Lravels, you will find moon(ish. DANGRAL EAe: Canie e e B REFCRE O
Capture them when you can, and return them to SHELADDER

i ic |i b DanerRAL BASE (Doc IN THE ROOM WHERE YOU GET'THE SHIF'S
Doc. Over time this little side-quest earns you-— .. a7 SCHEMATICR, G ALL THE WAV T0 THE END OF

rewards from Doc.

9 Sailors Island

After your encounter with Doc, dock at Sailors' Island. Quickly scour the island, and
check out all the local shops, including an inn where you can save. On the second floor
of the inn, [ind a chest in the last room
that holds 200 gold.

At the top of the lighthouse, find a ! [
balloon with a note in a bottle tied to it. e - ‘ x\-‘;ﬁ;ﬂ

- " 1 -
It reads _Quertpya please Slen‘d warriors 1o R gl
help us fight.” Hold on to it; it comes in {Uysed -
He? Wait, there's a bottle attached to it

handy when you visit Horteka. And there & @ note Ingide!f

IF YOU FIND SOMETHING IN THE GAME,
SUCH AS THE BALLOON IN THE
SAILORS' ISLAND LIGHTHOUSE, HOLD

. THE TOP FLOOR OF THE INN HOLDS 200. —— | ON.TOQ.IT. YOUR INVENTORY DOESN'T. ..
| GOLD TO PUMP UP YOUR BANK ACCOUNT. | | HAVE A LIMIT FOR MISCELLANEOUS

i { | ITEMS, AND YOU NEVER KNOW WHEN
| SOMETHING MIGHT BE USEFUL.

| | | ‘ Ll ‘ . ,., <
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' |

To gel into Valuan airspace you will need a
special passport. Head across the street to
Lhe sailors' guild Lo oblain a passport. Talk
Lo the guildmasler. He won'L give you one
for fear of his life, bul the Nasr merchant
behind you overhears the conversation and
volunteers his passporl if you Lake him lo
Nasrad. Accepl his offer and return to Lhe
Little Jack.

The salesclerk in the ship parts store
tells you about the powerful harpoon
cannon in Valua. Armed with this inlor-
mation, return to Drachma in the tavern.
You have some leverage now, because
Lthe caplain needs this harpoon [or his
ship. Al the dialogue choice in the
tavern,-opt for-"Beat around the
bush"-make Drachma sweat a little
belore he joins forces with you again.

THE CLERK IN THE SHIP PARTS
STORE TELLS YOU ABOUT THE
HARPOON CANNORN.

THE NASR MERCHANT IN THE SAILORS'
GUILD GIVES YOU HIS PASSPORT.

From Sailors' Island, sail east along,
the stone reef. Eventually, the Black
Pirale Baltor allacks you. IL's your first
major ship ballle, so you will learn
how to [ire a cannon, guard against
return fire, and perform evasive
maneuvers. For more on ship-versus-
ship strategy, see "Ship Combat" in
Lhe "Combat" section.

BALTOR THE BLACK PIRATE LOOKS

lNTlMlD ATING. | BATTLESHIP Boss: THE BLACKBEARD
Follow general ship combat practices HIT PoINTs: 10,000

on his ship. Il you're given a chance Lo

maneuver behind Balior, do so-this
After finishing off the Black Pirate,

direct the ship northeast to drop the

Nasr merchant and ¢ gain your passport
for the next phase Qf the journey.

LOOKS ARE DECEIVING. BALTOR'S SHIP
DOESN'T HAVE THE STRENGTH TO
BLAST YOU OUT OF THE SKY.
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7our father will be executed in the morning. What do you do? If you're Vyse, you storm
1 Valua's mega-fortress, slip through the underground Catacombs, and surprise the
villains before the Blue Rogues lose their heads. Of course, it's not as easy as it sounds.
Crylhounds, dralnogs, and mind stealers guard the Catacombs. Even if you save your
fello pu‘a tes, Galcian has Fina on a train trip from which she'll never return. Do you have
1e to save ihem all?

{Valuan Patrol Ship)
Beyond this point is the Valuan Empire, Show me
your entry passport.

[“will_head back to the Imperial Palace and
await Empress Teodora's orders to commence the
2arch for the Moon Crystals.

i | YOU CAN'T GET INTO VALUAN AIRSPACE WITHOUT GALCIAN HINTS AT THE MAIN QUEST OF THE GAME:
THE PASSPORT FR(}M THE NASR MERCHANT YOU THE SEARCH FOR THE SIX MOONSTONES.

73 i | el ]
2 Valua

After you drop olf the merchant in Nasr, turn back west, and fight through the random encounters juntil you reach a Valuan patrol
ship. Because you possess the passport, the patrol ship guides you right into the Valuan fortress.

After docking at Valua's Lower City,
circle around the first building, and
enter the tunnel to nab iwo sacres
crystals. Talk to the natives and they
[ill you in on the hardships of living in
poverty-stricken Lower Cily. Head
down the ramp until you run into a
bratty kid named Marco. He makes
some Lhreals, bul ignore him for now. o B

The elevator behind him takes you Lo You_guys. 1ook 1ike sailors

another area 0[‘ Lower Clly Stupid cops, at that. Why else would you come

‘1 this w3y to see 3 dump |ike Lover City?
TWO SACRES CRYSTALS ARE HIDDEN MABCO HARASSES YOU, BUT GET
IN A TUNNEL ON THE FAR SIDE OF THE YOUR REVENGE LATER.

FIRST BUILDING IN LOWER CITY.

Across the sireel [rom the elevator, enter the-inn and check in [or the-night. You don't gel-much-sleep;,-because Drachma calches-~
up with you. During the dialogue, choose "Let's sneak into the Coliseum!! to bump up your S\f\:}HSthCk“ng rating and continue |
the storyline. |

primagames.com ) :
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h‘hdt will you do7>
“Let sutry and save everyone r
Let s snedk-into the Colsseum'

WHEN DRACHMA TELLS YOU ABOUT THE MORN-
ING'S EXECUTION OF BLUE ROGUES, BREAK INTO
THE COLISEUM.

THE CATACOMBS ARE SEWERS FULL OF EVIL AND
NASTY lViONSTER F'ER.FECT FOR LEVELING UP
YOUR CHARAC: )

Follow Lhe sewer, unLllyou reach the first intersection. Turn left lnLQ
a room, and find a pyri box. Return to the intersection and head left.
Go stralght at the next crossroad and gain heavy armor and an
assassin hlade in the next room. Return to the previous intersection
and turn right. Ahead you should see a large room with a save

anchorand St‘zm‘s‘g Save before heading up to defeat the CaLacombs
boss Bletgock

While you talk in secret, Marco eavesdrops from the window. Follow
him and the rooftops, and choose the quickest path to catch him
before he reaches Lhe sewer. Marco conlesses Lhal he was jusl curious
and that he uses the sewer Catacombs to sneak around the
city—including into the Coliseum. You now have a surprise invitation
to the upcoming execution.

Five new monsters infest the sewers. Mind stealers are the most dan-
gerous. They have more Lhan twice Lhe hil points of other monsters
{upward to 290) and altack with [oul breath thal deals 140 damage.
Vyse and Drachma should concentrate on the mind stealers first, then
switch over to the tsirats or basallishes that may also be in the fight.

FIVE DIFFERENT MONSTERS, SUCH AS THE TSIRAT
AND ITS ENERGY ATTACK, ARE IN THE CATACOMES.




The light against Bleigock takes awhile.
You must knock it down from 4,800 hit
points, so maximize all your attacks.
Vyse and Drachma should switch
weapans Lo red magic, and both should
pound away each turn. When his spirit
is high/enough, Vyse should use Cullass
Fury, and Aika should stay back Lo heal
the party after Bleigock's damaging
[Frost Breath and Poisonous Bile attacks.
Keep your characlers above 300 hil
points, and you should do [ine.

THE SLUGGISH BLEIGOCK ISN'T FAST,
BUT DELIVERS A FROST BREATH
ATTACK THAT DOES 200 DAMAGE TO

THE WHOLE PARTY. |
w9 Coliseum

This will be one tough fight after
another. So before heading into the
Coliseum, return to the save anchor,

and record your viclory against Bleigock.

.THE VALUANS PLAN TO EXECUTE
DYNE AND THE REST OF THE
BLUE ROGUES.

You save the Blue Rogues in dramatic [ash-
ion but must stay to fight the head
executioner. While the executioner is pure
brawn, his two spell wardens assault you
with magic. Switch your weapon to green,
and use Aika to attack with her area effect Alpha Storm to chip away at all three foes.
Vyse should attack one spell warden, while Drachma attacks the other. By the end of the
second round, you want them both out, so use Vyse's Cutlass Fury if you don't think his
regular attack will do it. During these [irst two rounds, the executioner deals some serious
damage. Try Lo keep each characler's hil points above 1,000, because otherwise, Lhe
‘executioner's Tackle damage lakes out a character in one blow. Once Lhe spell wardens
drop, concentrate on the executioner. You
'may lose Vyse or Drachma, but il Aika can |
keep healing, you will be success[ul.

DEFEAT THE EXECUTIONER AND HIS
SPELL WARDENS TO SAVE THE
BLUE ROGUES.

Alter you defeat the executioner, return to
the save anchor. Down in the Catacombs,
Marco sends you through a secret passage
to meet Dyne and company. During the
dialogue, choose "We have lo go save
Final" Lo gain some swashbuckling points.
The treasure chest in the room holds lour
sacri crystals and four magic droplets. As if
this wasn'lL enough treasure, Dyne gives you
his yellow moonstone Lo help in the coming

(what wil] you do?) 9
“We Mu?‘o o save.Final
Let's 48y low for fa littie while

YOU CAN'T REST. AFTER YOU SAVE
DYNE AND HIS CREW, YOU MUST GO
AFTER FINA BEFORE THE VALUANS
LOCK HER AWAY FOREVER;.

| battles with the Valuans.

I | t

Primagaimes.com
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|-

HiT PoINTS: 4.800

ATTACK: FROST BREATH (200 POINTS
AREA EFFECT)
EXPERIENCE: 433

GoLD: 953

DROPPED |

DROPPED ITEM: ELECTRI BOX,
SACRES CRYSTALS
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Drachma leaves the group to take the Blue Rogues to the Little Jack.
Traverse Lhe new passage Lo a ladder, and take Lhe next walkway Lo a
second ladder. Climb the ladder and you're in Upper City. Vyse and
Aika spol Galcian loading Fina on a train. They bolt for the train,
leaping Lo the roaf jusL in Lime.

.f‘
Cimperial Guard) um— -
Lord=Galcian brings goodsmewss “your
“ | it
—— | b —

FINA CHOQSES NOT TO COOFPERATE WITH EMPRESS
TEODORA, SO GALCIAN REMOVES HER BEFORE THE

raln Fl ht EMPRESS LOSES HER TEMPER.

As the train speeds along, move to the
front, fighting some patrol guards on the
way. Unless you're seriously wounded,
they don'l pose much threal. Galcian
comes after vou from behind, but moves
very slowly, giving you Lime Lo reach Lhe
forward cabin where Fina is being held.

T

N/

To save Fina, deleat two roval guards. At
620 hil points, they aren'l loo Lough, bul
be carelul thal Lhey don'L beal you al
: your own game—they cast sacri and heal
JUMP ON THE TRAIN TO CATCH when low. Swing away with Vyse, and
GALCIAN AND FINA. = crank up a special move whenever spiril

‘ allows. Defeating them nets you 440
experience and 1,562 gold.

To SAVE FINA, YOU MUST DEFEAT
t THE EMPRESS' ROYAL GUARDS.
; You won't enjoy it long as Galcian 540n shows up. He offers you a
deal to hand over Fina; choose the résponse "Neverl” The:re‘s no way
Lo fight Galcian at this stage, but fortunately, the Little Jack arrives Lo
blast a hole in the train and separateéyour section from Galcian's. You
escaped the Valuans for now. | '

WHEN THE FIGHT SEEMS LOST, THE LITTLE JACK P dtia it
BLASTS A HOLE IN THE TRAIN, SEPARATING YOUR | - : !

CAR FROM GALCIAN'S. . . |

et i {

|

S N
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I? Drachma| ' $ iy

widMp 4/ 4
Little Jack |

DANCE AROUND THE VALUAN CRUISER UNTIL YOU CAN TAKE IT OUT WITH ONE HARFOON CANNON SHOT.

Freedom doesn'l last long, Aboard Lhe Lillle Jack, you are altacked by a Valuan cruiser. You must defeal il belore Lhe big vault doors
close and lock you inside Lhe [ortress. Use Lhe slandard ship combal praclices Lo defeal Lhe cruiser. Heal and guard during yellow or
red turns, and build up spirit points until you can destroy the cruiser in one blast with the harpoon cannon.

|

|
} }
| | |
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T_¢ mys erious Fina finally divulges her secrets. She's a Silvite, and the Valuans want
r help to flscover the six moon crystals so they can control the all-powerful gigas,
the most destructive living weapons the world has ever seen. After Fina's rescue, you
decide to beat t;we Valuans to the crystals to prevent them from unleashing the potential
devas ation. Your first stop? The red moon crystal in the Temple of Pyrynn.

’Fln&) b -

These weapons were called Gnqas They were
giganti¢ Iiving weapons that were capable of
‘estroying whole islands.

: SHE INTRODUCES HER;PET WEAFPON, CUFIL, AND TELLS EVERYONE ABOUT
ND THE DESTRUCTIVE F'OWER OF THE GIGAS. | | |

Back on Pirale Isle as Fina concludes her story, you are given a dialogue choice of

whether or not to help her. Choose "Leave everything to us!” to continue the story.
Upon hearing about Fina's pet, Cupil,-scarch.Lhe upper walkway in the

underground for a cham. You can't see a cham-Lhe moonstane [ragments are so

small you must concentrale Lo pick one out—bul you hear a constant beep as you

draw near. When you see the Cupil icon in the upper left corner of the screen, click

- ® repeatedly, and walk around the area. Eventually, you

~ discover the cham, and [eed it to Cupil lo help him evolve into an even

PRV deadlier weapon.

You received Chan “174

FIND THE FIRST CHAM FOR CUFIL ON

~ THE UPPER WALKWAY INSIDE. PIRATE
ISLE'S UNDERGROUND CHAMBER.

i
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Head 1o the botlom level Lo talk with Vyse's [ather and mother. They're worried but

understand thal you musl Lravel out inlo the world. They send you ofl v

h warm

wishes. Board the Little jack, and turn 1r0und for

Nasr again.

(Dyned -~
Go-on, get Yut of here. Vyse
G make yowl mark_jn the world

\ 3

DYNE SENDS YOU OFF WITH HIS
BLESSINGS.

FINDING THE CHAMS

CHAM LoOCATION

SPECIFIC DIRECTIONS

CRESCENT ISLE

BEHIND THE BUILDING WITH THE LARGE CANNON

CRESCENT ISLE

NEAR THE FLAGPOLE IN THE UPPER PART OF THE VILLAGE

DAccAT'S ISLAND

NEAR AIKA'S AND FINA'S ENTRANCE

DAccAT'S ISLAND

WITH AIKA, IN THE BRIDGE, ROOM, CROSS THE TWO BRIDGES IN FRONT OF THE TREASURE CHEST AND SEARCH

DELPHINUS

HIDDEN IN ONE OF THE COMPARTMENT ON THE BRIDGE

ESPARANZA

DOWN THE LADDER NEAR THE MAIN ENTRANCE

GLACIA

AFTER YOUR FINAL SAVE, GO SOUTH PAST AN INTERSECTION UNTIL YOU REACH THE PATH'S END

GoRrRDO's BISTRO

NEAR THE BARRELS IN THE MAIN RDOM

HAMAcHoU ISLAND

HIGH IN THE SKY ABOVE DARK RIFT, SEARCH AROUND CHoU

HORTEKA

IN FRONT oF THE TUNNEL TO THE DOWNED AIRSHIP

ILeHYMIS' HOT

DoOWN THE STAIRS NEXT To THE MACHINES

IXA'TAKA

TRADE 10 SKY SARDIS FISH TO THE SMALL MERCHANT SHIP THAT SAILS AROUND HORTEKA {ABIRIK CHAM)

KABAL SKEWER QUEST

You GET AN ABIRIK CHAM WHEN YOU COMPLETE THIS QUEST

KinGg's HIDEDUT

NEXT TO THE OPEN POT

MARAMBA

ON THE INN'S BALCONY

MbON STONE MOUNTAIN

IN THE FIRST STEEL-MESH FLOORED ROOM, IT'S ON THE FAR SIDE IN FRONT OF THE MIDDLE TRAPPED PANEL

MboN STONE MOUNTAIN

LEFT AT THE FIRST FORK IN THE DUNGEON

MoUuNT KAZAI

FROM THE CENTER ROOM, TAKE THE BIG PLUNGE INTO THE FULL TANK, HEAD STRAIGHT AT THE

BOTTOM UNTIL ¥YOU REACH A FORK, THEN GO SOUTH

NAsSRAD

GAINED WHEN YOU EARN YOUR PAYCHECK AT THE TAVERN

NASRAD

TALK TO THE oLD NASR MERCHANT IN THE WEAPON SHOP (ABIRIK CHAM)

NASRAD

BELOW THE FOUNTAIN IN THE MIDDLE OF TOWN

NoRTH OcEAN

DEFEAT THE PIRATE GoORDO

PIRATE ISLE

UNDERGROUND AREA ON THE METAL WALKWAY AT TOP

Rxis

IN THE AREA WITH SEVERAL FLOATING PLATFORMS, tROSS OVER ON THE FIRST, GO UP THE
RUTNED STAIRS AND SEARCH FOR IT AT THE TOP

Rrxis

LEFT oF THE GOLDEN MAN'S EYE STATUE (THE LEFT ONE)

RUINS oF IcE

SEARCH AROUND THE ENTRANGCE

SAILORS' [SLAND

AT THE ToP OF THE LIGHTHOUSE

SHRINE ISLAND

THIRD LEVEL DOWN FROM THE ENTRANCE

SoLT1s TOWER

AL ONG THE MAIN ENTRANCE'S PATH

SoLTIs

FROMTHE FIRST MAZE, GO SOUTH AHDSEAEGH'IHE CENTER OF THE FIRST RODM YOU COME ACRDSS

TEMPLE OF PYRYNN

IN THE SECOND ROLLING BDD]..DEE HAI.,.LwAY,DN THE LEFT WALL AT THE INTERSECTION

TENKOU [SLAND

AFTER THE RDDFED AREA, SEARCH I.N THE NEXT CIRCULAR ARER

YAFUTOMA

NEAR THE FERRY DOCK ON THE RIGHT SIDE OF TOWN

Primagaimes.corm
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On the way Lo Nasr air-
space, stop at Sailors'
Island and stockpile as
many repair kits as you
canaflord. With the .S
amount of ship-to-ship
combats in the near
future, keep al least two
dozen on hand. Raise your
altitude to the top, and
head east to Maramba.

IN YOUR TRAVELS, PICK UP DIFFERENT COLORED
FISH, AND SELL, THEM IN THE CITY SHOPS FOR
i EXTRA CASH.

WATCH OUT FOi? TOUGHER MONSTER ENCOUNTERS AND BLACK PIRATE ATTACKS ON Tl'iE WAY TO
MARAMBA

fLerd.Lsembarkmg al Maramba, Drachma takes off. He wants Lo chag;ihe arcwhale again: andﬁguresjoucan L gel into too much
tmuble in a town surroun'ded by desert. Boy, is he wrong] i ,




i

(Aika)
Hey! Come back here, you eye-patch wearing freak!/

DRACHMA LEAVES YOU STRANDED ON THE DESERT ISLAND OF MARAMBA.

. ok

Inside the lown, head to the guildmaster, who tells you about a new dancer on the other side of lown, which keepsthe -
storyline moving. Belore you jump on a pink dhabu mount, visil the inn, walk upstairs, and go out on the balcony. Pick up a
cham for Cupil before moving to the chest to gain three magic droplets.

| &

You received Cham 17! !

ON THE INN'S BALCONY, FIND A CHAM AND THREE
MAGIC DROPLETS.

Find the dhabu trainer in the corner of town by the closed

gate. Take the dhabu across the desert to the other side of
lown. Belore visiting the lavern, head to the giant well, and
descend inlo Lhe Maramba maze.

THE DHABU MOUNT IS THE ONLY
WAY TO GET TO THE SECOND HALF

OF MARAMEA.,

|
|
|
| |
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To gain the hidden ireasure of the
maze, head left at the first intersection,
and follow the path to a chest with a
valuable moonberry. Return Lo the [irst
intersection and head lell again.
Activate the gate switch to rotate the
corridor bars and go forward. Taking a
lefl al the next [ork guides you to a
chest with an excavation arm lor
Drachma. Return to the previous
intersection and go straight. Turn right
at the gate in front of the chest, and
again activate the gate swilch. The new
path takes you to the next switch. Press
it and return Lo the chesl you couldn'l
gel Lo for a gem of [luidity.

USE THE GATE SWITCHES TO
NAVIGATE THE MARAMBA'S WELL MAZE.

DON'T WORRY ABOUT BIG, BAD MON-
STERS IN MARAMBA'S WELL, BUT IT IS
| A CONFUSING PLACE.

{Bel lena)
Good morning.
I trust you slept well last night..

7 BELLENALENDS YOU HER SHIP TO TRAVEL TO THE TEMPLE OF P«RYNN

| Talk 1o Bellena at the tavern. During the [irst dialogue, choose ”Tha} sounds like a great ldeal”lLater Alka catches you starmg al
Bellena. Don'L Lty Lo Cover il up or you lose swashbuckler points. When Aika questions you, choose "Okay, I'll slop staring,” Finally,
Bellena seeks you oul and oflers the use of her ship [or your quesL. Return 1o the inn [or some necessary sleep {on the house), and
then hook up with Bellena on the docks in the morning. She asksymj again if you want to continue on the voyage. Say yes to gain

more swashbuckllpg points. ‘

==
i
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§£2The Temple of Pglnn

THE DUNGEON IS FULL OF TRAF'S SUCH AS THE ROLLING BOULDER HALL AND MANY BARREL PUZZLES.

Head east [rom Maramba 1o find the Lemple. When you land, save al Lthe anchor, and head straight inlo the temple. Inside the [irst
room, cross by riding a barrel, and follow the corridor to the rolling boulder hall. Time your run through here. Wait until the boulder

drops, and then run behind it so the next one that drops doesn't catch vou.

MONSTERS SUCH AS THE LAVA-SPEW-

ING MAGMA TIKI STATUES DO SERIOUS

DAMAGE IF YOU DON'T QUICKLY TAK'E

CARE OF THEM. | el

Roll the upper red barrel, followed by
the lower red barrel. Then move
upper blue and lower blue. This
sequence opens a door Lo another
rolling boulder hallway. Like before,
run after a boulder drops, but hang a
lelt at the [irst intersection to discov-
er a moonberry chesl. Relurn Lo Lhe
intersection, and search the far wall
for a cham (be careful the boulder
doesn'L hil youl).

MOVE THE RED BARRELS FIRST AND
THEN THE BLUE BARRELS TO UNLOCK
THE SECOND PUZZLE.

Lava fills the next room. Wind through the narrow path to the last barrel puzzle.
Looking from the door, move the barrels in the following order: left (closest to you),
right boltom, right top, middle (opposile red barrel), and red. Lava now peurs inlo
the main room. There's a chest up the stairs [rom the swilch in this room guarded by
Zivilyn Bane,|a mini-boss you'll encounter repeatedly in your dungeon ‘travels. Keep
your hit pomts high to avoid a sudden death blow [fom Bane's burst attack and
pound away with all your characiers. Release the water with the switch, So.the lava
hardens into a floor you ican cross. Save at the anchor beflore the big boss 'ﬂght

Primagaines.com

The next challenge is a simple barrel puzzle. Roll the barrel on the lefi, then the one
on the right, and finally the barrel directly in front of you when you enter the room.
Once all the barrels fall into place, a new door opens.

Conlinue on and enler a series ol rooms, each housing a chesl. Fight three
magma Liki dolls to reap your reward of Lhree sacres cryslals. Aller the [ight, Lravel
into the next room. Win a similar battle to gain a dancing arc. Skip the next room, but
in the second room, fight a battle to win 774 gold. Return to the previous room and
head lefl. Go straight in the nexi room Lo the second barrel puzzle.

DROPPED ITEM: RUNE OF ILL OMEN
- -




ROKWYRM FALLS IF YOU KEEP
| HITTING IT WITH ICE MAGIC.

lise the de;ad Rok}/vyrm to cross into the
red moon crystal chamber. Your
encounter with the crystal is brief. Right
after you find it, you hand it over to
Bellena to examine. It turns out that
Bellena is really Belleza, Valuan's fourth
adlﬁir’a‘l':‘a'hﬁ secrel agent. She se you up
1o steal the crystal so you can resurrect
“the power of the red gigas:

THE LAST BARREL PUZZLE IS TRICKY. SUCCESS RELEASES WATER TO
HARDEN THE LAVA THAT PREVENTS YOU FROM CROSSING TO THE OTHER SIDE.

TEMPLE Boss: ROKWYRM
HiT POINTS: 4,200

ATTACK: VOLCANIC BLAST (500
POINTS AREA EFFECT)

EXPERIENCE: 1,021
MAGIC EXPERIENCE: 4
GoLp: 1,584

DROPPED ITEM: RISELEM BOX

stal

PRIMA’S OFFICIAL STRATEGY GUIDE

The lava dragon, Rokwyrm, can loast Lhe
entire parly with 500-poinL Volcanic
Blasts. Switch everyone to purple
magic—Vyse for his sword swings and the
girls for ice magic such as cryslales or
crystalum. Use all-out attacks until your
spirit is low, then have one of the girls
[ocus Lo recover your spell energy. Never
fall below 500 hil points, or expecl
someone to get knocked out of the battle
the next time Rokwyrm attacks.

A !

- y g }.‘

| |

(Balignad. w -
Thask Yyom,  som
Faigyrethat | ciin, TV be very pleaved

YOU RETRIEVE THE faEl_:) CRYSTAL BRIEFLY Blf:FOR}E BELLENA TRICKfS YOU:
INTO HANDING IT OVER TO A VALUAN ADM"IRAL~I-1ERSELF! |

|
|
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Despite your pleas, Belleza reactivates the red gigas, Recumen. She orders it to|destroy your party. Luckily, Drachma returns with the
Little fack 10 buy time. You must still fight the thing, though, and you can't even scralch it.

That doesn't mean you should give up. Whether you're shooting at the head or the legs, keep afier the red gigas until you can hit
it with your harpoon cannon.The best strategy against Recumen is to attack heavily on the red squares and cause its red ray attack
Lo miss.

WHAT DO YOU DO AGAINST A CREATURE YOU CAN'T EVEN DENT? BEAT ITS MASTER.

The nexl ballle is againsl Belleza
and the Lynx. During the
dialogue, choose "You mean,
attack Belleza's ship, right?" so
you don't repeat your futile
efforts against the red gigas.

Belleza can destroy the Little jack
in ane turn, so heal to full each

. round, even il two characters

= 1 ik must spend their actions doing

~ oplion comes up Lo try something
ATTACK: RED RAY (INSTANT DEATH IF NOT (l)r dl:nbblﬂfg SLTEPI{' bl L(EIICk -
COARDHIAS Aiteh] 0 gel behind the Lynx and use
your harpoon. Don'L waste Lhe
el
when the harpoon cannon
DROPPED chances come, you deliver
——————————| maximum damage.

DROPPED ITEM: CAPTAIN'S STRIPE,

Following the battle, the Littte ST W PANNON, SINCH

Jack gains a magic cannon, which

allows you 1o cast spells dur[ng

ship combal. Drachma cannibal- i
{
|

izes Belleza's ship 50 you can
cross lhe South Ocean in search
of the next moon crystal. Onward
Lo Ixa'takal

AFTER WHAT SHE PULLED, BEATING
BELLEZA FEELS GOOD.

| | | - »>
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ith the red | moon crystal under your belt, you'd think the green one would be easier.
It's not. First, you must infiltrate a mine brimming with traps. Second, uncover the

l;udde Rixis through a series of cryptic clues. Third, navigate a maze of ancient ruins before
a troublesome éhost does the same. Last, stop the green gigas, Grendel. No problem, right?

% South Ocean

DANGEROUS TORNADOES AND DEADLY MONSTERS DISTURB THE SOUTH O CEAN.

Stock up in Maramba belore heading into the South Ocean. Buy Sacres cryslals and repair

kits first, then upgrade any weapon and armor needs with whalever money you have lefl.

South Ocean is 4 long trip filled with deadly tornadoes and monsters like gravers that can

kill you in one magical shol. Head south/southwesl [rom Maramba and keep going. IL may

Lake you 30 Lo 40 minules Lo cross Lo Lhe other side, depending on how many ballles you
__encounier. Once you hit fresh land masses, head north to Horteka.

P

Y

IT'S A LONG JOURNEY, SO AVOID THE
TWISTERS, AND CONTINUE UNTIL YOU
T "’S’POT'GREEN LAND.

No one wants anything to do with you when you enter the Horteka village. The Valuans
were here before you and stole evelythmg from these people, so they don't trust
strangers. To gain acceptance, visit the Village Llder. Descend the ramp 1o the right,
go up Lhe next ramp, and climb down the ladder there. Al the bollom, lake the tunnel
to the other side. Pass the first house; the Elder's is the second building (the one with
Lhe animal symbol|over the door). Alter/speaking with him, you don't feel like an
outsider anymore.

YOLi ARE AN UNW'ELCOME STRANGER WHEN
YOU REACH THE [XA'TAKA CONTINENT.
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Outside the Elder's,
house, climb the nearby
ladder to acquire a
paranta seed al the top.
You have two choices: the
first is to return to the
first building you passed,
the weapons and items
shop. There you can
stock up on equipment
for the long journey.

NEAR THE ENTRANCE, THE FIRST
BUILDING TO THE RIGHT 1S THE
WEAPONS AND ITEMS SHOF. STOCK
UP HERE BEFORE BEGINNING THE
GREEN MOON CRYSTAL QUEST.

| |
AN ANIMAL SIGN MARKS THE LOCATION OF THE
MOST IMPORTANT BUILDING IN TOWN, THE |
ELDER’'S HOUSE. | {

The other choice is to return through thé tunnel and take the set of nearby trolleys. After the ride, climb the pole and take the slide to
the tavern. Ascend to the second floor, and search the back wall for a Sacri box. For a shortcut to the main part of the village, go 1o the
third (loor and jump on the slide.

From Lhe weapons shop, Lake the ramp you
originally took to the Elder's. This time,
don't take Lhe ladder; climb up the pole.
Take a trolley al Lhe Lop Lo @ moonberry
chest. Backtrack to the weapons shop, and
descend the ladder hehind the hut. Follow
Lhe pathito a new area. Belore entering,
search the area near the tunnel mouth for
another cham. i

You received Moonberry

CHECK THEi BACK PANEL ON THE
TAVERN'S SECOND FLOOR TO
| DISCOVER A SACRI BOX. - bt

Cross lo the downed airship, and search
around the front of the ship te uncover a
chesl with 25 Sacri cryslals. At the rear of
the ship, speak with Hans, who tells you
about his Blue Rogues and eventually

' gives you the moon stone fuel you need
ito continue your adventure.

ON THE DECK OF THE DOWNED
AIRSHIP, HANS GIVES YOU ENOUGH
MOON STONE FUEL TO POWER UP
THE LI E JACK. | |

Primagaines.com
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| gl(ing's Hideout ‘

To [ind the king, head north from
Horteka. You quickly see two plateaus
with a small tree on an island between

them. Thal's the King's Hideoul. Before
you reach i, De Loco altacks you.

KING'S HIDEOUT LIES ON THE ISLAND, THE FIRST OF TWO BATTLES AGAINST

BETWEEN THE TWO PLATEAUS, WITH DE LOCco AND HiIs CHAMELEON SHIP
THE BIG TREE. OCCURS BEFORE YOU REACH THE

KING's HIDEOUT.

General ship combat strategy applies to De Loco. He is overconfident and gives you [requent chances 1o close and launch your
harpoon cannon. Two harpoon hits usually {inish him.

Enter the King's
Hideout alter you
beat up on De Loco.
During the dialogue
with the king, choose
"Let's break into the
Moon Stone Mines!”
for swashbuckling
points and continue
the story. Before leav-
ing for the mountain,

! o
\“\ - search Lhe king's hut

for another cham.

| mm——
(King Ixa taka) 3
They also told me that you drove off the fire-
breathing ship that was destroying our land,

A
KING IXA'TAKA IS IMPRESSED BY YOUR NOBILITY

WHEN YOU CHOOSE TO SAVE HIS HIGH PRIEST FROM
MOON STONE MOUNTAIN.
|

|
\

|
{=
|
|
|
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Moon Stone Mountain

Moon Stone Mountain lies southwest of Horteka. Fly until you spot a cylindrical
mountain and the familiar name banner comes up. Hike up the mountain path Lo the
save anchor) at Lhe entrance.

/After you enter, you accidentally set off an alarm thal alerts De Loco and Allonso.
Go I‘Fﬂ at the open door. At the lork, go left again, and search for a cham. Ascend the
ramp and take Lhe rightmost corridor. Inside the room, speak with the Ixa'lakan slave,
who clues you in on how the mine works. Any spot marked with an "O" drops you in a
mining cart, returning you to the slave's room. When in doubt, follow the spots
marked with an "X".
(Ixa tokam Slave

A nah naned De L
It s titled ln\h

THE IXA'TAKAN SLAVE TELLS YOU
HOW TO DEFEAT THE TRAFS IN DE
Loco's MINE.

Dauble back Lo the large hall and
cross the bridge. Step only on areas
marked with an "X." At the next inter-
seclion, turn lefi, then lefl again al the
next fork. You should arrive at a lic tac
toe puzzle. Follow the "X" spots—left,
right, and up.

"X'" MARKS THE SPOT. FOLLOW THE | | IN THE ROOM WITH THREE STEEL-

XS To AVOID PITFALLS. | MESH WALKWAYS, CHOOSE THE LEFT
| | | | PATH TO MAKE IT THROUGH
UNTOUCHED.

You can choose three steel-mesh walkways in the next room. Choose the one on the lefi, loop around to the middle path, and search
for a cham near the panel. Descend the ramp and enter a corridor with two doors. The first holds four Curia crystals and the second,
800 gold You come to another steel-mesh room. This time, you want to fall through the panels. Head right, drop down that panel,
and then [all through the middle panel to reach the next door.

Straight ahead is Centime's room. He's
an Ixa'takan engineer who helps you
use the elevalors and deactivates some
traps for you. Alter speaking with him,
head into the nearby elevator. Exil on
the next [loor, and open Lhe closest
door for a zaal seed. At the next
intersection, go straight and retrieve a
3-inch blaster [rom the room. Continue
. ; (Cavtured Man)

until you run out of reom-this area has Mo. It @ppears you have mistaien ne for soseone
a De Loco drill to upgrade Drachma's SUR Heo- 16 Cantine

-« weaponry. Double back to the last fork
IN ONE OF THE STEEL-MESH ROOMS, and go lefl. Turn lelt in lhlS room, and CENtI

ME HELPS DEACTIVATE DE |

THE OBJECT IS NOT TC AVOID THE follow the path to an elevator. LOCO'S TRAPS AND WORK THE
TRAPS, BUT TO FALL THROUGH ‘ ELE\TATORS FOR YOU.
TO SAFETY. ‘

Travel across the bridge to a large room with many doors. Enter each and you find four glyphs D[ speed four glyphs of mlght two
healing salves, and in the lasl one, Isapa, the caplured Ixa'lakan high priest. Aika isn'l thrilled lo save this male chauvinist, buta =
promise is a promise. Take Lhe nearby elevator 1o a save anchor, and prepare [or another big béss light. :

| |

w |
‘ w |

| i | | -

e = - >
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$ Thender of Fury »

B Switch to green magic against
— Anlonio 2, and use your besl
super moves againsl him. Heal
any character who drops below
1,000 hit points to avoid being
Laken out in a single blow.
Allonso and Antonio 2 aclually
do you a favor—they're much
easier Lo fight than Lhe spike Lrap
De Loco had in slore for you.
Alter the fight, leave Moon Stone

Mountain, and return to the
BATTLING ANTONIO WAS HARD

King's Hideout.
TEMPLE BosS: ANTONIO 2 ENOUGH THE FIRST TIME AROUND. 5

HiS SECOND VERSION PACKS A
HiT PoinTs: 5,300
| HrPomts:5.300 || et
ATTACK: THUNDER OF FURY (900 HIT POINTS.
POINTS)

EXPERIENCE: 1,503

GoLp: 2,387

DROPPED ITEM: MOONBERRY

IXis

-

O FIND RIXIS; LOCATE THE GOLDEN MAN ON THE PLATEAU NEXT TO THE KING'S"HIDEOUT; THE GREAT BIRD
SOUTHWEST ON THE NEXT ISLAND, AND THE BLUE RIXIS S"L“ATUE FARTHER NORTHWEST.

Isapa givés you a rather vague clue about a golden man when you return to the
Hideout. Without a little guidance, it'll take you hours to figure out what he's talking
ahout. You must find Lhree discoveries in a row: the golden man, the great bird, and
the Rixis 'statue. :The golden man is on the plateau to the left outside the Hideout.
“Raise your altitude and search the top of the plateau to trigger the discovery.

- The next one, the greal bird, lies southwest, one island away. Look [or the bird
carved-into-a-clearing,-and-take its gem as you did the golden man's.

Point in the direction of the great bird's peak (northwest) and look for Rixis.

| Keep your altitude low. ‘and you should soon spol Lhe blue statue al a clill's base.

1

y -
|
|
|

YOU NEED THE GEMS FROM THE
GOLDENMAN AND GREAT BIRD TO

ENTER RIXIS. ‘ ;




Al the Rixis entrance, place the great bird's eye in the right sialue and Lhe golden man's eye in the lefl. Belore entering Lhe elevator

to Rixis, search near the lelt statue [or a cham.

2=

Zivilyn Bane.

RIXIS IS A MAZE OF ANCIENT STAIRS AND
OTHERWORLDLY FLOATING PLATFORMS.

RIxis Boss: ZIVILYN BANE
HIT POINTS: 3,250

EXPERIENCE: 397
GoLD: 2,912

4 -

ATTACK: BURST (900 POINTS AREA EFFECT)

RIK*TALISH ATTACKS FEROCIOUSLY
FROM THE AIR.

p,m‘iilsm,qﬂ

Rixis is a confusing maze of stairs and weird hovering platforms.
From Lhe entrance, go straight and Lurn right aL the [ork. Climb Lhe
stairs, and on the next level, take the left sel of staircases. Next,
choose the stairs adjacent to the wall. Ride the floating platform at
the Lop of the wall Lo the [ar side of the crater. On the other side,
descend Lhe slairs Lo a chest with Lhree Risan crystals.

Return Lo the previous room, and take the stairs going up. Head
forward to some descending stairs. Go through the arch and turn
right. Conlinue past the staircases lo another arch on the right. This
chesl holds a stoneculler for Vyse.

Head back 1o the staircases you just passed, taking the right-
most one. Continue until you come to the edge of a cliff, and wait
for a [loating platform. Use il Lo reach Lhe next ledge. In Lhe next
room, open the chest for more treasure and another encounter with

CHASE THE "GHOST,"” DRIVING HIM
TOWARD THE FLOATING PLATFORM
THAT HEADS UPWARD.

e

Aller delealing Bane, ride Lhe
nearby floating platform to the far
side. Turn right and enter the next
room [or a moonberry. Return Lo the
previous room and climb the stairs.
Obtain the light coat in this room,
and continue upstairs. Jump on the
moving (loating platform, and take il
lo the next room, where you find a
ruin arm for Drachma. Return to the
previous room, and then head over
lo the adjacent room. Take that
floating platform to the its first
stop, where you should spot the
"ghosL." Chase Lhe ghosl loward one
of the floating platforms, which he
lakes up to the next level.

Follow the ghosl Lo Lhe nexl level.
Since Lhere's a save anchor here,
you know another toligh batile lies
ahead. Sure enough, Rik'talish
altacks you al the ruins' lop.

Rixis Boss: RIK'TALISH
HiT PoinTs: 6.800

ATTACK: FEATHER SLASH (1,000 POINTS
AREA EFFECT)

EXPERIENCE: 1,830
MAGIC EXPERIENCE: 4
|| GoLbD:

Primagaines.coimm
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THE IXA‘TAKANS AWAKEN THE GREEN
GIGAS, GRENDEL |

IT's TIME FOR ANOTHER BATTLE WITH
THE sotmzmup CHAMELEON.

'
|
|
|
| I—
|
{
1
{

Immediatély use a Curia crysial if Rik'talish casts Circle of Panic or
Ring of Sleep on any of the parly members. Build up spiril and use
Vyse Lo hit Rik'talish with Pirate's Wrath {if you have it), or use
Drachma to strike with Tackle special move. Keep all four
characters in the battle, and you should do well.

PRIMIA'S OFFICIAL STRATEGY GUIDE

THE IXA'TAKAN PRIEST TRIES TO ESCAPE BEFORE
YOU QUESTION HIM.

Once you corner the ghost and reveal
iL as an Ixa'lakan priest, he conlesses
that the green moon crystal is gone
and that the king and Isapa plan to
resurtect the green gigas Lo destroy
the Valuans. You can't do much, but
you jump in the Little Jack to see if
you can press your luck by beatmg a
second gigas.

De Loco comes back with a revamped
Chameleon. He wants vengeance on
you [or his previous defeat and plans
on slealing Lhe green moon crystal
from the Ixa'takans. De Loco's ship is
tougher this lime, but use the same
basic principles—healing each turn,
guarding durlngyellow or red turns,
and using the harpomn cannon [or the
kill-and he shouldn'l pose an
extensive Lhreat.

gThe Green Moon Crystal

DROPPED ITEM: —
] | ‘
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De Loco is just the prelude. The
real challenge is laking oul Lhe

| green gigas. Heal constantly and
harpoon as frequently as possible.
Aim for the head. Eventually, after
aboul three or [our harpoon hits,
yob knock Grendel into a valley
and trap him there. Il you can't
beat it, slow it down.

BEATING THE GREEN GIGAS IN THE

i LITTLE JACK WON'T BE EASY. YOU
SRl L e
|

DROPPED ITEM: CAPTAIN'S STRIPE,

COMPLETE KIT,
GRENDEL WING

You meel up with King Ixa'taka at his Hideout. The Ixa'takans
apologize [or pulling such a [oolish stunl and hand over Lhe green
moon crystal. With two down, the next quest takes you back to
Valua to find the yellow moon crystal.

L e 1
AFTER YOU DEFEAT THE GREEN GIGAS, THE GREEN
MOON CRYSTAL IS YOURS.

. 0
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end up in Valua, it's not in the state you intended.

n the way to pick up the third moon crystal, things get complicated. Rhaknam wrecks
\_Jthe Little Jack, and Vyse becomes stranded on a deserted island. For the first time,
you separately control Vyse and Aika. Another member joins the team, and when you finally

Head north [rom the King's
Hideoul, and search [or an opening
between the mountains. Fly
north/northeast and the Black Pirate
Gordo altacks you. Gordo is all
aboul food, and he and his mad
chels want to devour you.

-
(601 do)
[ 11 take gh dayone if | think they have good
food on_soRrd

. THE BLACK PIRATE GORDO WANTS
| YOU FOR DINNER—LITERALLY.

With a little healing, Gordo can't do much to you. Take out his three mad chefs first,
because thty can launch Pyres spells al the whole party, doing significant damage.
Vyse's Rain of Swuf)rds special move works best.

SUT THROUGH THE MOUNTAIN RANGES, AND LOOK FOR RUINS IN'THE EAST TO
FIND TARTAS. | ' |

Lo | | i
S e = |

) ol - ‘ [
NORTH OCEAN Boss: GORDO
HIT PoINTs: 2,000

ATTACK: LOQUA SPRAY (600 POINTS
AREA EFFECT)
EXPERIENCE: 486

GoLD: 1,049

DROPPED ITEM: CHAM, FLYING FISH
SPIKED SUNFISH

Cantinue northeas Lo reach Valuan air-
space, swing north for a few seconds, and
turn east, going between the mountain
ranges again. Continue east until you see
the ruins.| -

“Scour the area between the ruins for
three different choms. Don't use them,
Lhough, or Cupil devolves. Once you cross
the seal, four enforcers attack. They have
630 hit points apiece, but shouldn't be that
hard il you play smarl. Drachma reveals Lhal
he's going to hunt the arawhale Rhaknam

“again, but this time he plans to finish him
or die trying. During the dialogue sequence,
choose "We understand. We'll go with you"
to maximize your swashbuckling rating.




That night on the Little Jack, you wake up restless. Find Drachma on Lhe
oulside deck. Aller a hearl-lo-hearl Lalk, he gives you control of the
ship. Head easl Lo run into Rhaknam. You don't have long Lo plan the
attack against the whale because a Valuan gunboat is on its tail. You end
up fighting the gunboat 1oo.

The gunboal can'l survive a hil rom
the harpoon cannon, so dance around
until you line up a qualily shot.
Uinfortunately, though, Rhaknam is a
tougher customer. Even with the
harpoon stuck in its side, the whale

THE MAW OF TARTAS HAS THREE CHOMS, ANF’?.
doesn'lL go down. Belween the baltle
with the gunboal, Rhaknam, and the

FOUR ENFORCERS GUARD THE RESTRICTED AREA. |
newly arrived Ramirez in his ship, the

Little Jack is done for. Head to the
: |~ down with his ship. He pushes you to

| lifeboats, and Drachma decides Lo go
| safety in the lifeboats, then disappears  WrTH THE LITTLE JACK IN FLAMES, YOU
| SHIP BATTLE: VALUAN GUNBOAT " o [ 5
with the whale into the gloom. | MUST FIND THE LIFEBOATS TO ESCAFE.
Ramirez's cannon shots blow apart the
unarmed lifeboats, and Vyse crashes

on a lonely deserted island.

.

GoLD: 600

Deserted [sland

It doesn't take long to search the whole
island. As you exit the forest, a skeleton
sits in fronl of Lthe rightmost cave.
Examine the skeleton 1o receive
Gonzales's map. Enter the cave and

: obtain a moonberry in the passageway.
ALY iy The room, where Gonzales used-to

' 5 sleep, becomes your sleeping quarters.

I VYSE ENDS UP STRANDED ON
CRESCENT ISLAND WITH NO HELP

IN SIGH]T.

SEARCH THE SKELETON BY THE CAVE
TO UNCOVER AN IMPORTANT MAF. .

Primagaines.com
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Aika and Fina wake up in the Air Pirate, Clara's care. She lakes good care of them and drops them off in the porl city of Nasr. You
now control Aika, so have her enter the city. On the right side of town, find the inn first, then climb the next set of stairs 1o find the
weapons shop.

Inside Lhe weapons shop, [ind the old
Nasr merchant you befriended before,
and he gives you an abirik cham to
evolve Cupil to his next level. You
need rest, so return to the inn and
call it a night.

CLARA SAVES AIKA AND FINA, AND FOR THE FIRST TIME, YOU PLAY AIKA
WITHOUT VYSE.

Cul back Lo Vyse as he runs through
various survival drills during his two
weeks on the island. On day two, you
must kill 15 grapors [or meal. Hack
away with Vyse's faithful cutlass or
shoot off a bunch of pyri spells to take
oul Lthe grapors quickly. Run in circles
around the [orest and batlle until you
fill your quota.

dpeaking of wh(EY vhirells YOUr frien?

& youl ot trave!ing vith hin anmory

FIND YOUR OLD FRIEND, THE NASR ONE OF VYSE'S MANY SURVIVAL
MERCHANT, WHO GIVES YOU AN TASKS ON THE ISLAND IS HUNTING
__ABIRIK CHAM. IT INSTANTLY EVOLVES FOR FOOD.

CUPIL TO THE NEXT STAGE.

| |

On day [our, you must gather [ive pieces of firewood, and on day

six, vou-musl. find five moonstones scattered across the small island.
As you power up the downed lilehoat with the fallen moon stones, a

ship.arrives and sees your signal fire. It's a Blue Rogues' psaacaaly

ship—you're saved!
' H |

YOU'RE RESCUED AT LASTI BUT IS THE SHIP A
FRIEND OR FOE? "~ e |




@ Nasrad

GILDER IS THE CAPTAIN OF THE CLAUDIA AND
THE NEWEST MEMEER OF YOUR MERRY BAND.

HELP THE OLD MAN IN FRONT OF THE INN, AND
HE GIVES YOU A VALUABLE TREASURE MAPF.

VYSE TRIES TO WARN THE ROYAL
PALACE ABOUT THE IMMINENT
VALUAN INVASION.

v’“ 6: SRIPWRECK ey
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A friendly Blue Rogue, Gilder, captains the ship. He's a fun fellow, if
a bit of a womanizer, and helps you out. During your lalks, choose
Lhe dialogue option "Thal's a litlle messed up" when he asks you
about his lifestyle practices. He has a good laugh, and your swash-
buckling rating climbs.

Gilder joins the parly and lels you helm the Claudia. Sail south
Lo [ind Nasr aller a random batlle or lwo. Once you gel Lo lown,
stock up on supplies, and then rest at the inn.

Aika and Fina jusl miss Vyse and leave the inn Lo pick up their pay-
checks. The tavern where they work sits on the opposite side of town,
about midway up the storelronts. Your boss hands over your paycheck
(enough Lo buy a ship) and some exlras as a going-away present—lour
Sacres crystals and a cham. These prove invaluable because you don'l
have your main magic supply {which is with Vyse). On the way back to
the inn, you stumble on an old man in need of help. Because you take
care of him, he gives you Pedro's map, the second hall to Daccal's
treasure map. Of course, Vyse has the other hall with Gonzales's map.
Aika and Fina decide to hunt for the long-lost treasure.

Meanwhile, Vyse and Gilder come to a
similar conclusion with their hall of the
Lreasure map. Firsl, though, Vyse wants
to warn the Nasultan about Lhe
advancing Valuan armada. Approach
the palace guards at the 1op of the

city, and during the dialogue, choose
"We have important| information." They
lel you in, but the Nasultan is a dolt
who doesn't listen Lo you.

DACCAT'S ISLAND PROMISES
. WEALTH, IF.YOU CAN MANAGE TWO. .
TEAMS AT THE SAME TIME. ‘

| ' { | | S
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Aika and Fina sail lo Daccat's Island first. If you don't think they're strong enough, fight some random encounters around Nasr,
return to the city, and buy some extra Sacres crystals. To reach Daccal's Island, journey northeasl lo Crescent Island, then head
north/northeast until you spot the third or fourth island (il looks like a volcano).

On the island, wander around until you find a cham. When you step on the plate in front of the door, the scene switches.
Gilder and Vyse follow the same directions, and when they reach Daccat's dungeon door, the fun begins.

(F ina)
Adaahhhh!

VYSE/GILDER AND AIKA/FINA MUST WORK IN SEPARATE PAIRS TO
COMPLETE DACCAT'S DUNGEON. DAcCcAT'sS DUNGEON Boss: ZIVILYN BANE

|
i
! Send Aika left at the first intersection to gather a skywing. Uipgrade immediately; she
; !

| .

needs to dish O}Jt the damage when this team fights. Return 1o the boomerang/cutlass TN o =
symbol, and swilch Lo Vyse.
Send Vyse inlo the dungeon, and hang a right at the first [ork. It's Lime [or another EXPERIENCE: 518
' !Sattle Wll-FI.ZlVlvl_yW Bane. You don't haye a four-person party, but Vys§ has most of your
invenlory. Whenever Bane pulls oul his Super Burst move, Vyse or Gilder musl use a
Sacres crystal on the wounded teammate during the next turn. Back up Vyse's Cutlass
| Fury with QIder s Gunslinger, and Bane doesn't stand a chance.

~Once Bane falls; return-to the-intersection and head right. Take a left al the next turn, and flip the switch there, which opens the door
for Aika. Switch back to Aika at the boomerang/cutlass icon. |

|

Controlling Aika, turn left at the next
intersection, and [lip the switch for Vyse.
Al the intersection again, conlinue
straight [or some much-needed

Sacrulen crystals. Change groups at the
switch icon. \

TO ACQUIRE THE SOUL CRYSTAL, YOU ' VYSE FLlFfs THE LEVERS THAT OFEN
MUST BEST A STRONGER VERSION OF | AIKA'S DOORS AND VICE VERSA.
ZIVILYN BANE. '

| |
' | |

Vyse's next wrip is short: go right al the intersection, grab 2,001 gold, and head 1o the swilch icon. Aika should descend the slairs in
[ront-ol-her-and-procure two-suits of maiden's armor. Put these-on-immediately; they're probably-belier than-the armor you currently
own. The deeper you gointo the dungeon, the harder it is 10 keep the girls alive. Retreat the way you came and switch groups.

‘...._...._i...- { - ! | . $ i
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You received Majdea g'A

WHILE EXPLORING WITH AIKA, YOU FIND MANY MAGIC ITEMS. NONE,

THOUGH, ARE MORE IMPORTANT THAN THE TWO SUITS OF MAIDEN'S ARMOR.
AIKA AND FINA DESPERATELY NEED THE ADDED DEFENSE WHILE ALONE IN

THE DUNGEON.

THE CRANKS ROTATE STAIRS TO DIFFERENT LEVELS. YOU MUST WORK
THROUGH THIS COMPLEX, THREE-DIMENSIONAL FUZZLE.
|

CRACK THE FINAL ORIENTATION, AND DACCAT'S GIANT VAULT DOOR OPENS.

Once the vauﬁt opens, a save anchor is located inside. Hallelujah! Send both characters

down Lo the [inal plales and reunile Lhe group!

\ ﬂ,:l dllve! We
bodt and wa were
00N 2% ¥e 90

VYSE, AIKA, AND FINA UNITE!
| [

Your excilement is shori-lived, how-
ever. Two bosses guard Lhis Lreasure,
and they are deadly if you don't slay
Lhem [asl. Deslra (ice) and Sinislra
(fire) can hil you with 600-damage
area effect attacks or team up for a
Death Waltz that deals 1,200 damage
lo everyonel If they Death Wallx
lwice in a row, you're doomed.

Primagaines.com

S BRE 6: SBIPURE K ey

| .

Fair warning; il's aboul Lo gel conlusing.
The rest of the dungeon is a giant three-
dimensional puzzle. By twisting certain
cranks spread Lthroughoul the dungeon,
you raise, lower, and furn slaircases.
The idea is Lo get both Vyse and Aika to
Lhe [ar side of the dungeon labyrinth. IL
only works one way, so il one of the
characters runs into a dead end or runs
out of stairs, return and retrace your
steps until you get it right.

Starl with Vyse and Lurn his crank
three times. Head down the stairs and
grab Daccal's armor. Relreal, hil the
crank three more times, and then
switch teams.

With Aika, proceed forward, collect
Lthe magic dew, and step on the plate.
Switch back 1o Vyse.

Have Vyse turn the crank twice, then
descend and step on Lhe melal plate.

Aika crosses Lhe bridges and can
obtain a vidal seed, cham, and at the
lower path, a moonberry. Return to the
upper path, and step on the plate.

Vyse heads up 1o Lhe tunnels, turns
left for two Risan crystals, and goes
down to get another moonberry. Back at
the fork, turn lelt. Head right and then
right again to collect an Electrum box.
Step on the nearby plate.

Aika descends 1o Lhe next plate.

Vyse heads down and across Lhe
walkway, climbs tLhe slairs, and rotates
the crank once. Swilch Lo Aika.

Run Aika down to her new crank
and rolale it lwice. Swilch 1o Vyse.

Vyse crosses the slairs and steps on
his plate. Aika follows the path to her
plate. Once both characters arrive, |
accat's{ vault unlocks and you're inside.
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To beal these bosses, swilch your weapons Lo red against Destra and purple against

Sinistra. The trick is to take one out first so they can'l team up to Death Waliz. No

matter whal, concentrate all your damage on a single foe. One person must probably

Sacrum the whole group each turn Lo keep everyone above the dangerous 1,200

level. Lise Lhe strongest super moves or magic you have. Destra and Sinistra show |
no mercy.

Congratulate yourself at the battle's
end. Those are wo of Lthe Llougher
bosses you fight. Though the
characters are shocked by the lack
of Lreasure al the end—a single gold
coin—it's more than they think. You
can sell it for up to 20,000 gold al
the ship guilds. Flip Lhe treasure into
your pockel, and head back Lo Nasr.

DACCAT'S TREASURE BossEs: DESTRA AND
SINISTRA

HiT PoinTs: 4,500 EACH
DESTRA'S ATTACK: MOON STONE CANNON

SINISTRA'S ATTACK: EXPLOSION (600
POINTS AREA EFFECT)
DESTRA AND SINISTRA UTTERLY
TwiIN ATTACK: DEATH WALTZ (1,.200TO DESTROY YOU IF THEY GET THEIR
EVERYONE) DEATH WALTZ OFF TWICE.
EXPERIENCE: 2,373 - = ——

THE FEARSOME TAG TEAM OF

GoLp: 3,180

DROPPED IT!

MAGIC EXPERIENCE: 4

Ve )

: ICYL SEED, MAGUS SEE
What the?!

=]
THE ULTIMATE TREASURE IS NOT WHAT

2 ! GILDER AND COMPANY EXPECT.
Captured! |
- | | & |
Back-in-Nasrad, the celebration-has—/-—-
ended. The Valuan armada attacks, |
and though you run for Lhe dodks, ..
Ramirez catches you. You're given
two dialogue choices, "Surrender"
or "Fight, even though you know it
T ! is futile." Much as you may want 1o
- -y - i ( fight, they hopelessly outnumber '
I ' you. The only possibilily is lo
To . ' surrender and hope Lo escape from |
your future home, a Valuan prison.

/

L\
¥
-

o

. ———
(Ramirez)
1"'ve been looking for you

THE RUTHLESS RAMIREZ WIFES OUT ALL OF NASR
AND OFFERS YOU NO CHOICE BUT TO SURRENDER.

i
|
i
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o \/‘lua has won. They have locked you up in the Grand
Fortress, the y hold both moon crystals, and they
possess the proTotype for the most powerlul ship on the
planet Could things get any worse?
. The Blue Rogues never give up, though.
G1'+dtf a}w@fs h;is an escape plan-he's been locked up
before-and Vyse never says die.

RACE TO SAVE AIKA FROM VIGORO'S
CLUTCHES.

=]

GILDER'S PARROT SAVES THE DAY
WITH SOME WIRE AND A NOTE.

Gilder provides Lhe answer Lo the prison dilemma. His parrol arrives with a nole
from his crew on the Claudia saying the ship will create a diversion while Gilder
escapes. The Blue Rogue uses the wire fastening the note to the parrot's leg to pick

Lhe cell lock. Suddenly you're [ree.

Take out the two officers down the hall. Save al the anchor, and choose
"Prisoner Block 200 2nd Floor" on the elevator. Exit the elevator and head straight

inta Aika's cell.

Inside, Vigoro Lerrorizes Aika. Despile his size, Vigoro can'L do a thing againsl
you. His main weapon, the Vigora's Charm, only confuses Aika, which doesn'l slop
Vyse and Gilder from pounding on him. When you beat him, you gain the cannon

room key.

FoLLOW THE ARTILLERY BARREL TO
FREEDCM OUTSIDE.

primagame 5.COM

Aika joins the party after Lhe light.
Reequip her armor, or she won't last
long, Return to the elevator and choose
"Fortress Cannon Room Battery 28."
ExiL Lhe elevalor and go Lhrough
the now unlocked door. Climb the
stairs-in-the next room, which-lead-to
the cannon room. It doesn't seem like a
wise choice, but run down the
barrel of the huge cannon to gain
access to the fortress's outside.
Outside, turn lefl and head up the
slairs. You may Lrigger a [ew random
encounters against mage wardens.
Keep batlling—pound them early Lo
keep them [rom using Lheir big
spells—and continue until you reach
another elevator. Ride it all the way-to
the top and another save anchor.

AL
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You reach the harbor. Notice
Lhal a searchlight circles the
area. If the light runs across
you, it triggers a random battle
with destroyer robols, but the
robols themselves are aclually
pushovers. They can be a pain
because so many of them exist,
and they like to Call Allies to
recruil more punching bags.
The big danger, however, is
lelting Lhem sil Loo long. A
wounded destroyer can enter
"emergency” mode and
summon [orth the very tough
Kantor security enlorcer.

TWO OFFICERS GUARD FINA'S PRISON.

Kanlor resembles Antonio in looks and Lactics. IL can hil for 1,200, so keep all your charac-
ters-healed and above that threshold. Several high-powered spells and super moves should
Lake Kantor down with minimal effort.

The second level holds a moonberry chest. The
third level contains the exit, but first you should
battle Zivilyn Bane by the chesl on the opposile
side. Yes, you might'not want to battle him with
everything else going on, but he's a treasure
hunter, so the reward is worth it.

IF YOU DON'T DODGE THE SEARCH-~
GHTS; BESTROYER ROBOTS SHOW
UF TO TAKE CARE OF BUSINESS.

Follow the hallway until you hear voices at the closed door, Wait until
the voices pass, then ambush the two officers who guard Fina. One of
the guards has a harbor key in his pockel, which grants you access inlo
Lhe next area. Just like Aika, don'l [orgel to suil up Fina. Relrace your
steps to the elevator, and ride down to the harbor.
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Avoid two or three Burst atiacks in a
row, and you should do [ine. Aller
you collecl Lhe treasure, cross Lo Lhe
third-floor exit (avoiding the search-
lights), and save in the next room.
Yel another boss wails in Lhe
[ollowing room. The Dralkor Tank is
big, tough, and powerful. Its Wheel
Blast cannon deals 1,500 damage Lo
everyone il Lhe parly is close logeth-
er. Think defense first, and continu-
ously heal 1o avoid taking two
Wheel Blasts in a row. Il you can'l

T D R Y (B AN hit the tank with a super move,
HIT POINTS: 4,000 guard to reduce the damage coming

at you. Aika and Fina should never
atlack unless it's with a heavy dam-
age-dealing spell. Instead, have

them focus for spirit points while
Vyse and Gilder hammer away with
Cutlass Fury and Gunslinger.

Enrique

The lank falls and the alarms go ofT.
The Valuans have finally tracked you
down. During a dialogue sequence,
choose "Let's take our chances and
hop on" to take the nearby lift to
salety. It's not a trap. Enrique, the
Valuan prince, has saved you. He
explains thal he's tired of Valua's poor
- . treatment of others, since no one will
CEns i gae) 2 _ : _

8o, pou ra Vysed listen to him, he decides to throw in
Yo ey with your crew Lo try Lo change Lhings.
On the bridge of the Delphinus,
Enrique asks if he can join you.
sl Choose "Of course you can come with
us" 1o gain swashbuckling points.

B

TN A

THE ALARM GOES OFF, BUT THE MOST UNLIKELY HERO SAVES
YOU—THE PRINCE HIMSELF, ENRIQUE!

f o ta the Delphinug, the newist setld
of the frmdgi. This 1x oy Beruondl Y 1dgsni

THE DELPHINUS, PROTOTYPE FOR A
NEW BREED OF SUPER-SHIPS,

PACKS MORE FIREPOWER THAN THE
ENTIRE ARMADA.

primagaines.commn
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THE DELPHINUS

Enrique thought ahead. He recap-
Lured Lhe green and red moon
crystals and hands them over to
you. With Lime running out, make
a break for freedom in the
Delphinus. The last challenge is
the fortress gate as it Lries to
blast you out of the sky. Guard
during the early round, then [ocus
until you have enough spirit to
activate the moonstone cannon.
One shot from that baby and
vou're home freel

HiIT PoINTS: 36,000

MAIN ATTACK: MOONSTONE CANNON
VALUE: 11,000,000
MAXIMUM SPIRIT: 20:

DEFENSE: 50

GoLD: 3,000

MAGIC DEFENSE: 100 DROPPED ITEM: GEAR GREASE

QUICKNESS: 90

The New Crew

On board the Delphinus, Enrique
suggesls a new caplain for Lhe ship.
Though you [eel modest, choose "I'll do
itl" when given the option. You must lead
the team from now on.

Scout the ship, especially the two
loose panels on Lhe sides of Lhe bridge.
One holds a moonberry, the other a
stowawayl Marco, the punk kid from your

(6i|der) ‘ ‘
Your father A2e his'eon base pigags = = early adventures in Valua, joins the crew
You sig it Wis onderete (1  Na™V e 51 8 3 . G
oy Te1 besdiid ters ns Wl as a sailor. Gilder gives you some parting
wisdom, then leaves as Enrique officially
GILDER LEAVES WITH SOME FINAL joins the band. POLLY JOINS THE CREW AS THE
WORDS OF ADVICE. NEW COOK.

Head Lo Sailors' Island, and recruit Polly in the tavern. She becomes the new cook. Also
pick up Lawrence {outside the sailors' guild) and Pinta {inside the weapons shop). For an
extra cham, search the lop of the lighthouse.

Sail northwest through Lhe South Dannel Strail lo Nasrad. Recruil Khazim by the
cannons-on the main-dock. Go to the leftmost corner, and climb-the ladder to the top.
Khazim hangs out there, lamenting his lack of success against the Valuan armada. He'll
do-anything 1o strike back al them and so joins the crew free ol charge. Also pick up
Osman sitting in the ruins ol a blown-aparl shop on the lell side of lown.

IN NASRAD, RECRUIT OSMAN INSIDE
THE CITY BY THE DESTROYED SHOP.

T, SRR i




{Sndl) OId Man}

Hey! Hey!

It"s good to meet you!
Xou're Vyse, right?!

YOU CAN'T GO ANYWHERE UNTIL YOU FORK OVER
100 GRAND TO THESE TWO SAILORS.

oFf DAt sdfrilr, b

d w3k 8 |
of the oon throegh Mg b
§ It sharp endack to cat throas

FINA REVEALS RAMIREZ'S
SILVITE ORIGINS.

Esparanza

Later that night, Fina reveals Ramirez's
Silvite origin: He was once the civiliza-
lion's grealest warrior, and they senl him
to stop the Valuans. The Silvites lost
contact with him, so Fina doesn't under-
stand what could have happened 1o the
once-neble soldier. At the end ol her
tale, she feels depressed. Choose "Try
and cheer her up!" to boost your swash-
buckling rating,

P iﬁ\m 7: J&Il BREx K

Depending on your fortunes—literally—the next part of the game could
be a huge stumbling block. When you arrive at Crescent Isle, you must
hire Brabham and lzmael Lo upgrade your ship and build a new base.
You can'l proceed in the story withoul them. Of course, it's not thal
easy because Brabham asks for 25,000 and lzmael needs 75,000. You
must either sell everything you slockpiled or jump in your ship and look
lor a whole lot of discoveries and random encounters.

To EARN ENOUGH FOR BRABHAM
AND [ZMAFEL, YOU MUST STAGE A
BUNCH OF RANDOM ENCOUNTERS
FOR EXTRA GOLD.

A TECHNOLCGY UPGRADE ALLOWS THE DELPHINUS TO PASS THROUGH
SKY RIFTS AND REACH PLACES SUCH AS ESPARANZA, WHICH ARE OTHER~

WISE HIDDEN.

primagaines.comm

Yourfind out-from Fina that the next moon-
stone crystal is in Yafutoma. First you must
stop-in-Esparanza to lind out exactly where
Yafutoma resides. From Crescent Isle; sail
south/southwest to Maramba and then
south/southwest to reach the South Qcean.
Pass the mountains' end on the ocean's
easlern side, lake the plunge Lthrough

the sky rift, and hug the land until you
reach Esparanza.
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When you land al Esparanza, Lraverse Lhe
walkway into the city proper. Climb down
the ladder in the center ol town for a
cham. Go through the door Lhere, and
continue forward to find 2,248 gold.
In the building near the inn, [lip the
greenish swilch Lo drop a ladder. Climb
the ladder and open Lhe chest for three
Valuan uniforms you can sell. e o
"B If l’ll i’ T

v mer it

BECAUSE YOU JUST SPENT MOST OF THE MERCHANT AT THE BACK OF
YOUR MONEY, HUNT AROUND TOWN HAS GREAT PRICES.
ESPARANZA FOR HIDDEN TREASURES.

Turn around and head 1o the tavern. At
the back of the inn, talk to the sailor who
looks like he's asleep. He complains
about the hopelessness of it all. During
his conversation, Fina interrupts and asks
you Lo return Lo speak with Enrique. The
Valuan armada has arrived with Admiral
Gregorio, Enrique's uncle, in charge.
Gregorio is known for his impressive

Climb the ramp in town, heading all the way
to the back. A merchant with great items
wails on his rug. Upgrade the ship and
personnel as best you can with your now
limited cash. Don't [orget to buy repair kits.
“You're-about-to-fight a-few ship batiles.

(Pitirel Sailer o 2 Lol
You're rot from are e W’ mllltary career. To contlnueyour mission,

you must beal him.

IN THE TAVERN, SPEAK WITH THE
SLEEPING SAILOR TO FIND OUT ABOUT
THE DARK RIFT.

Admiral Gregorio

You [light three Valuan ships in a row.
First up is the cruiser, the warm-up acl.
Load up on spiril, guard, and then hit it
with Lthe moonstone cannon in Lhe
second round. It won'l stand a chance.

SMOOTH SAILING OR UTTER DEFEAT? ONE COR THE OTHER IS JUST ONE
WRONG DECISION AWAY IN YOUR UPCOMING SHIP BATTLES WITH THE

VALUANS. |
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Second up is the gunboat, which is
a little tougher. You'll most likely
have to maneuver [or several
rounds until you build up spirit
and get in close Lo blast it to
shreds with Lthe cannon. Uise heal-
ing spells in this light instead of
repair kits. In the final battle,
those repair kils will keep your
spiril [ree [or weapons.

SHIP BATTLE. GREGORIO GUNBOAT

GoLD: 1,700 GoLp: 1,700
DRCOPPED ITEM: SPEED WAX DROPPED ITEM: CRYSTAL BALL, SHREDDER BOMB

Finally, you face ofl against the great Gregorio. This is a feng batile. Don't be surprised if it takes more than a half hour of actual
play. Gregorio's high defense and frequent evasive maneuvers make it difficult to get off a moonstone cannon shot. Immediately cast
Increm Lo boosl your stals lo his level. You musl guard during Lhe Llurn he rams you {when the color box is red). Il you can'L get the
cannon Lo work, you must take advantage of your green lurns and [ire all weapons at him. During vellow turns, guard or heal with
repair kits. Keep your spirit high, so you may want one crew member to focus each round.

HiT POINTS: 30,000
ATTACK: NORMAL CANNONS

EXPERIENCE: 848

TIP: CAST QUIKA BEFORE
GREGORIO RAMS AND HE
WILL MISS.

LAY

c * il
{Gregorio)
Princ Ifue
Is 8 anything 1 can do to make you
sider?

DR rED T A A e Y. ADMIRAL GREGORIO ACCEPTS DEFEAT.
ARMOR DECK, 12INCH CANNON |

|
Alier Gregorio's vessel goes up in [lames, he limps back 1o you and offers Enrigue. .
one last chance Lo return Lo Valua with him. Enrique declines. It's time Lo gather
your new ship, crew, and equipment for a plunge into the unknown—the Dark Rift]

: i 101 " ’}/
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1.0 onelknows what lies on the other side of the Dark
Rift. At least, no one ever returned to tell the people
of Esparanza. Vyse and the Delphinus's crew are about to
cross|the forbidden sky rift in search of the blue moon
cnystql What they find will change their lives forever

e
|
&

THE ONLY WAY TO YAFUTOMA IS
THRQUGH THE DARK RIFT.

Stock up on supplies, and cast off from
Esparanza. Fly southeast and look [or a
black voriex in the Dark Rift; it is the
entrance to the Dark Rift ship dungeon.

Go in the tunnel until you emerge in a
room [illed with exotic plants. Up and Lo
the right, see an island with a sunken ship.
Pick up the moss armor in that ship, then
search the sunken ship al the bottom of
the room [or a magus seed.

Climb up to medium altitude, and
look for a hole in the wall to the left. Head
IN THE FIRST SHIP DUNGEON, SEARCH THE SUNKEN SHIPS FOR HIDDEN [hrough the new tunnel to another room,
TREASURES. and search the ship for a dream cutlass to
upgrade Viyse. Drop and enter a tunnel to
the right.

08 foare the “Eiock Mace SHY

AT THE CENTER OF THE FLOATING MOON STONE ROOM IS THE LONG-LOST
BLACK MOON STONE.

|

| At the end of this tunnel, enter the moon stone room. Fly toward the room's center,

| where glowing blue outlines a black stone. Discover the black moon stone here. Turn
around and return Lhe way you came, but enter the vortex at the [ar-right.

FIND THIS SHIP TO REUNITE PoLLY
WITH HER HUSBAND AND RECRUIT A
NEW CREW MEMBER.




ot BLUEMOOD CRUS 3

In the next room, drop altitude and head to the lefi. Below is a ship with three sanctum crystals, and above is another sunken ship.
Make contacl with this ship lo enter. An old man greels you, but he doesn't remember who he is until he speaks with Polly. It turns out
that Robinson is her husband, who was shipwrecked many years ago. He joins the crew and lets you Lake Lthe moonberty in his chesL.

Back in the Delphinus, return to
the moon stone room. Look for the
red vortex {outlined in flashing
red), and head through this Lunnel.
In the room, go up, look for the
upside-down ship, and grab an
exlra moonberry.

“.‘.‘ rece iyl Mearderry

THE MOONBERRY IN ROBINSON'S CHEST. - ! FOLLOW THE ARROW OF LIGHT TO ZIVILYN
BANE AND THE EXIT.

Locate a vertical column of light in the shape of an up arrow. Follow the arrow, which leads o the final vortex. Before you batlle there,
search Lhe last sunken ship [or another encounter with Zivilyn Bane.

Enter the (inal vorlex, which Lakes you Lo the gianl serpenl monsler, Anguila.
Save before battling the boss. Though Anguila has 55,000 hit points, its attacks
are weak. When given a choice to stay or retreat, stay and deal more damage; you
can reheal with a repair kil or Sacrulen spell. Alter you dispense a good portion
of damage, Anguila leaves the protection of the vortex and attacks you. One
moonstone cannon blast sends the guardian to the ocean depths.

A GIANT SERPENT MONSTER GUARDS THE FINAL PORTAL.

SHIP BATTLE: ANGUILA
HiT PoINTS: 55,000
ATTACK: DEADLY BITE
EXPERIENCE: 2,500
GoLD: 5,400

DROPPED ITEM: CONCUSSION BOMB,
HEAVY TORPEDC, TIMING VALVE
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an Yafutoma

Exit the Dark Rift, and find Yalutoma.

; Sail northeast into the next sky rift. You

[ will stumble on the Guardian Walls

R ‘ discovery, which is in your path Loward
. Yafutoma. On the other side of the sky
! rift, head due north.

LoOK FOR THE GUARDIAN WALLS ON
{ i THE OTHER SIDE OF THE SKY RIFT.

TENKOU SHIPS AMBUSH YOU INSIDE
YAFUTOMA AIRSPACE.

You don't get [ar. Tenkou warships ambush you when they spot you. You must beat one ol them 1o prove you're nol a pushover. Use
standard ship ballle praclices, with one exceplion: Don'L rely on the normal cannons. If you have Lorpedoes installed, [ire those in place
of cannons. The Tenkou ships gain great altitude, making tracking them with cannons difficult. One direct hit with the moonstone

cannon does the trick.

EVEN AFTER YOU BEAT THE TENKOU SHIP IN A DOG~
FIGHT, THEY BOARD YOUR SHIP.
Your victory doesn't get you far. The Tenkou hoard the Delphinus even after you beat
them in combal. Leave Lhe bridge and walk onto the deck to Lrigger the fight. Two
brothers, Jao and Mao, challenge you Lo a duel. If you surrender, you lose your
weapons—so fight them now and get it over with.




TENKeU BOSSES: JAO AND MAC

HiIT POINTS: 2,700 APIECE

JAo's ATTACK: IRNAGUN (1,200 DAMAGE)

MAQ's ATTACK: TATATIMORUTTO (1,200 DAMAGE)
EXPERIENCE: 1,490

MAGIC EXPERIENCE: 3

GoLD: 2,554

DROPFED ITEM: MOONBERRY

These two brutes overwhelm you if you aren't careful. Concentrate all the firepower on one of the brothers, before facing the second.
Vyse and Enrique should battle, while Aika heals and Fina locuses. In a pinch, the girls can fire off one of their powerful spells instead
of saving spirit [or healing.

see Yafutoma's floating gates. Tussle
with the guards before Lord Mikado
speaks with you and explains that Lthe
blue moon crystal is located inside
Mount Kazai. Explore the town before
heading Lo the dungeon.

“ mrm H(H Aller the batlle, head north until you
. A

JAC AND MAO CHALLENGE YOU TO A L " AT LAST YOU REACH YAFUTOMA.
DUEL FOR YOUR SWORD.

Ride the elevator near the palace to the main part of the cily. Search for a hidden door in the item ship for 3,000 gold, and gain a cham
near the ferry dock. Flip the red switch near the [lat bridge, and jump on a raft to reach the hidden moonberry chest.

In the southeast parl of Lown, go over
the walerfall Lo reach a new seclion. IL
looks dangerous, bul il's painless.

5 S
-
[ "J -
[ 9
USE THE RAFTS TO NAVIGATE THE THObGH IT LOOKS LIKE SUICIDE,
WATERFALLS, AND PICK UP THE THE ONLY WAY TO THE OTHER SIDE
HIDDEN TREASURE CHESTS. OF TOWN IS OVER THIS WATERFALL.

Look for a building undergoing construction, and talk to the builder, Kirala. During the dlalogue choose "You're right about that" t
. pump up her ego and gel her 1o join the crew. Her sisler joins as well. e 1
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To find Kirala's sisler, run up Lhe stairs,
and ride Lhe elevator to the firsl part
of town. Jump on a raft, and head
northwest to find the restaurant. The
waitress, Urala, joins the crew after
some reservations.

Linless you wanl Lo shop, head
southwest and descend the stairs to the
docks. Talk to the ship merchant, and
choose to go to Mount Kazai. The
merchant hands you an underwaler suil
and [ires up his ship.

FIND KIRALA THE BUILDER, AND SHE THE SHIP MERCHANT TAKES YOU
JOINS THE CREW. TO MOUNT KAZAL

Slide down the rope inside the dun-
geon, and pass through a short under-
waler area beflore reaching the large
central chamber. You must fill Lhis area
with water, so operate the control
panel in [ront of you. Now you musl
only push a [ew more bullons around
the dungeon.

YoU NEED THE UNDERWATER SUIT

IN THE CENTRAL CHAMBER, PRESS
TO EXPLORE THE MOUNT KAZAI THE CONTROL PANEL TO FILL THE
DUNGEON. BASIN WITH WATER.

Tiy the easl passage [irst. When you enter the new raom, turn right and descend Lhe ramp. While underwater, [ind the ramp at the
room's.center, climb it, and activate the control panel. Retrace your steps, and a new bridge to a second control panel now exists.
Press that panel and return to the central chamber.

The south passage out of the central chamber leads to another
encounter with Zivilyn Bane. The treasure hunter tracked down the
windsong orb, and you must deprive him of the stolen goody. Follow
the passage Lo an intersection, then go right. Eventually, you reach an
underwater chamber. Go right, looking lor a small corridor that
returns you 1o dry land. Follow the path, taking a lelt at Lhe fork 1o
find another control panel. '

. Return to the underwater chamber, and go straight until you reach
awall. Go left along the wall-until-you-find a passageway. Follow il to
another room with a ramp. Climb the ramp to the Zivilyn Bane chest.

|
|
|
|
|

o RO o 5 -

o

TRIGGER THE ¢ONCEALED BRIDGE TO REACH
ANOTHER CONTROL PANEL.

g 106"
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Return to the central chamber and
lake the weslern passage. You enter a
room with many pools. Go straight,
entering the third pool on the left.

ZIVILYN BANE AND THE WINDSONG ORB
MGUNT KAZAl BOSS: ZIVILYN BANE WAIT WHEN YOU OPEN THIS CHEST.
Hit PoinTs: 5,200 You should drop on top of a walkway
, _ with a control panel nearhy. Activate
! Lhe control panel, return Lo the drop
¢ point, and descend Lhe ramp deeper
s - into the pool. Follow a passageway on
Lthe wesl wall Lo the central chamber.

DROPPED ITEM: WINDSONG ORB

IN THE POOL ROOM, ENTER THE LEFT
POOL AT THE SECOND INTERSECTION TO
DROP ON THE CORRECT UNDERWATER
PLATFORM BELOW.

' The central chamber should be [ull of water now. Head to the ramp you couldn't
access before, and jump into the deep end. You sink for a while, so don't panic.

Al the botlom, go straight through the doorway in front of you. At the [irst
intersection, go siraight again to find a moonberry. Return and take the other branch,
but first search for a cham at the split. Continue until you enter a room with two
robots imbedded in the wall. The robots animate and attack you.

ONCE THE CENTRAL CHAMBER FILLS,
JUMP INTO THE WATER, AND FLOAT TO - | 2
THE BOTTOM.

The alusphere robats are difficult. Each
is equipped with a weird laser beam
that turns victims to stone. Batter the
tobols as best you can, having one
party member use a Curia stone or spell
as soon as someone gets petrified. IF
the whole party is turned to stone, you
lose.

In the next room, hil the control
panel, which opens a special bridge to
the right. Hit the next panel, and it

“raises you to the next level. Ignore the |

TWwO ALUSPHERE ROBOTS ASSAULT) next panel (it resets the robm), [ravel[ng THE ULTIMATE TCUGH GUY, TORTIGAR,
YOU WHEN YOU ENTER THIS ROOM. thmugh the dOOI‘WH_y ahea-(;f_ GUARDS THE FINAL BRIDGE.

A . /‘
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Continue until you find lhe elevalor. Descend and save al Lhe bottom. IL's time [or another boss, the ullra-tough Torligar.
Prepare for frustration. Tortigar casts Steelskin, which prevents all damage to il for the round. You can'l penetrate this barrier. You

have two choices: very slowly chip away at the barrier during the rounds Tortigar doesn'l cast Steelskin, or save up spirit until you max
oul and can cast Prophecy. This crew-special maneuver deals a lon of damage, and Steelskin can't stop il. Because both you and
Tortigar can cast healing spells, setile into your chair [or the long haul.

MoUNT KAZAl Boss: TORTIGAR

HIT POoINTS: 10,000

ATTACK: ICE STORM {900 DAMAGE AREA EFFECT)
EXPERIENCE: 3,875

MAGIC EXPERIENCE. 6

GoLD: 4,350

DROPPED ITEM: MOONLIGHT ROBE

The blue moon crystal is yours,
temporarily, after the big fight. You
musl give il back Lo Lord Mikado as
promised. Jump on the merchant
ship, and return to Yafutoma.

MAX OUT YOUR SPIRIT TO CAST THE
ULTRA-POWERFUL PROPHECY
SUPER MOVE. IT'S THE ONLY WAY TO
BEAT TORTIGAR WITHOUT LOSING
PARTY MEMBERS.

BELLEZA SHOWS UP AT YAFUTOMA IN
TIME TO RUIN "THE PARTY.

THE BLUE MOON CRYSTAL IS
YOURS—IF ONLY FOR A FEW MINUTES.

Lord Mikado throws a big party for
your viclory. The next day, however,
Belleza and the Valuan armada show
up to spoil the fun. Meet up with
Belleza al the port. During Lhe
dialogue, choose "Wail and see whal
happens." The Valuans didn't do
anyth[ng wrong yet, so you can't
stop them.

Back in your room, you receive
another choice after you hear about
the Valuan treachery. Choose "Run and

hide" even though you want Lo [ight LorD DAIGO, LEADER OF THE
the villains. The Valuans have the TENKOU; VOWS TO FIGHT THE
upper hand right now, and you need VALUANS AND FREE HIS HOME.

Lime to prepare.
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Aller you escape, you end up on Exile Island. Climb the stairs Lo the top and fight the Tenkou on the way. You meel Daigo, leader of
the Tenkou and brother of Princess Moegi. When he asks you to join his attack, choose "OF coursel” It's lime to fight the Valuan

armada again.

B£FRetaking the Delphinus

Knowing the strength of the ;

Delphinus, distract the Valuan armada
while Vyse relakes his ship. IL's a bil
dicey, but Daigo gets you close
enough. Fight the four soldiers on the
deck, enter, and take on Lhe red
guards deflending the bridge.

WHILE THE TENKOU BATTLE THE FIGHT THROUGH THE SOLDIERS HOLD-
VALUANS, STEAL BACK THE ING THE DELPHINUS TO REACH THE
DELPHINUS. BRIDGE AND BEAT MURAUIL

This fight should be a cakewalk. Muraji casts spells only to reinforce his soldiers. Ignore him, concentrating on beating the henchmen.
A Skull Shield or two prevents all physical damage while you whack away. When the last one falls, regain control of the Delphinus.

3 The Blue Moon Crystal

HIT POINTS: 3,300
EXPERIENCE: 1,377 IT'S MOONSTONE CANNON OR BUST AGAINST THE
BLUE GIGAS. ‘
When vou command the Delphinus, Vigoro attacks in the Draco. This fight is an in-
GoLD: 2,646 your- face alfair. Every round gives you the opportunity to fire the moonstone cannon.
Of course, Vigoro [ires away with his Draco cannon. Whoever delivers the most
ERERRERERSSR, ||  damage wins. Cheal a litlle by healing once or| lwice when it gets close.
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SHIP BATTLE: THE DRACO
PiLoT: THIRD ADMIRAL VIGORO

f

7 ) & )

-

GoLD: 8,100

DROFPPED ITEM: CAPTAIN'S STRIPE,

You have no Lime [or rest aller Vigoro
falls. Bluheim shows up Lo wipe you
from the skies. Don't expect 1o trick
this gigas; you must fight it and win.
With 10,000 hil points and super
speed, Lhal's going lo be lough.

BLUHEIM, THE BLUE GIGAS, FLIES
FAST ENOUGH TO AVOID MOST OF
YOUR NORMAL CANNON SHOTS.

Bluheim doesn'l deal much damage with its attacks—usually only about 7,000
damage-but it attacks up to four times in a round. Generate spirit early, and always
heal during the fourth round if you have significant damage. Of course, unload with
Lthe moonslone cannon when given the opportunily. Otherwise, [ire all weapons as
spiril allows. Most will miss due Lo Bluheim's sheer speed, bul the more damage you
inflict, even minimal, the faster this fight goes.

Finally, you can rest easy. The blue moon
cryslal is yours aller you speak with
Daigo and his [ather. They give you a
book of polarity, which enables the
Delphinus to climb to greater altitudes.
Princess Moegi joins Lhe crew as a
delegale lo help stop the Valuans.

PRINCESS MOEGI DECIDES TO HELP
You BEAT THE VALUANS ONCE AND
FOR ALL. |

In the Delphinus, choose "Lel's try heading East" when you decide to return to
Crescent Isle.




LEMOO,

re ’rrf'aschery. interference, or distractions. This
ou go into a dungeon and recoveﬁ a moon
out someone else stealing it from you when
. Fight the iced-up monsters in Glacia to find

in an unlikely place.
ol i | _‘

ON THE DELPHINUS'S BRIDGE, YOU
DECIDE TO SAIL AROUND THE WORLD.

% Around the World

You decided to sail around the world to
reach Crescent Isle. So why not use the
shorlcut the Valuans provided? They blasled
a hole in Lhe slone reel on their way Lo
Yafutoma, so return through it to save time.
Head southeast from Yalutoma until you see
the hole! It's outside Yalutoma, so if you
run into miore than two random encounters,
you went too far. From the hole, head into
IXa'taka, and follow the map directions
{east, then northeast).

USE THE BREACH THAT THE VALUANS CRESCENT [SLE UNDERWENT A HUGE
CREATED IN THE STONE ROOF AS A UPGRADE.
SHORTCUT HOME. =1 711

When you reach Crescent Isle, you learn your 100,000 gold wasn't wasted. Brabham and Izmael upgrad%d the island into a hideaway and
prepared thicker armor to reinforce the Delphinus. After speaking with them, they join the crew.

Speak with Belle, the girl in pink, by the
save anchor and she'll join the crew. Search
behind the building with the large cannon
for another cham. To proceed, find the new
meeting room, which is topside. Ride the
elevator at the north end of town, and enter
the big building al the top.

! =
THE LANDS OF ICE LIE ON THE
BIGGEST FLOATING ICEBERG.

¥ - e e

The next desllnatlon is Lhe Lands of Ice. Head SOUlh to the Dark Rill area, then go wesl. Pass LhrOUgh a new sky 1ifl 1o see ﬂoaung :

icebergs. When you spot them, fly southwest, looking [or a bigger ice mounLain and large ice- covered land. Search here for Lhe entrance
to the Ruins of Ice.

| ' . - ‘ | - ' —

'SPEAK WITH BELLE BENEATH
CRESCENTISLE, AND SHE JOINS
'THE CREW.
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FOR A QUICK SIDE QUEST, ATTACK
THE FLYING ALANIA IN THE SKIES
OVER THE LANDS OF ICE.

Alania isn't a match for the Delphinus. You can take two rounds of direct hits, then Sacrulen heal in the last round to regain all
lost hit points. In the meantime, shoot with everything you have, or focus for extra spirit. You don't need evasive maneuvers in

. { |
] | |

s L -

|
|
} |

FIND T'H]:Tr BLUISH COLUMN OF ICE TO
UNCOVEE THE DUNGEON ENTRANCE.

Alania, a spidery ereature Lhal
shools oul energy webs, is llying
around the Lﬁnds of lee. If vou run
into it, you enter a ship haitle.
Several of these side quests exist
in the game; none allect the main
story Ilne but they can earn you
exlra gold and experience.

~Stone Cannce

AL ANIA CAN'T WITHSTAND A FULL-
STRENGTH MOONSTONE CANNON BLAST.

Look for other side quest
battles. You can find a giant
HiT PoINTS: 52,000 squid [lying around Lhe north

SHIP BATTLE: ALANIA

ATIACE: SFIRAL(ZO00 FomaS) ol Crescent Isle.
EXPERIENCE: 3,573 £3 s
MAGIc EXPERIENCE: 3
GoLD: 6,500

DROPPED ITEM: AIR PURIFIER, GODDESS FIGURE

As you skim the icejmass, search fora
light blue spot on the ground. It's
tough 1o see, so drlve around the con-
tinent a few times to [ind it. When you
run across it, the Shl]:\ smashes
through the ice, and you enter the
dungeon proper.

3
J08 recaived Chan “1°/

IMMEDIA’ IELY FIND A CHAM UPON
__ENTERING THE RUINS OF ICE. |




This part of the dungeon is straightforward. Go forward and answer three riddles [or the three guardian crystals. The [irst one asks
"Whal is the purple moonslone's power?" Choose "The power of ice." Al Lhe second guardian, answer "Maybe two" Lo the question
"What number is hidden in the Crest?" Descend the last slide to the third guardian, and answer the question "What are the abilities
most valued by Glacia?" When you choose "Will and spirit," the [inal door opens, and you can enter Glacia.

THE GUARDIAN CRYSTALS ASK YOU THREE RIDDLES. ANSWER THEM CORRECTLY TO PASS THROUGH TO GLACIA.

Glacia

DON'T USE PURFLE MAGIC AGAINST
GLACIA DWELLERS. THEY TAKE MINI-
MAL DAMAGE AND HIT BACK HARDER.

Alfter the guardians, mount the floating platform, and ride it into the city. Take the new path until you come to an intersection. Go west
lo the next inlersection, then head south until you come across another fork. Turn north to find an ice splitier.

r Lanbda Burst

ITHE MORE YOU WANDER, THE MORE
RANDOM ENCOUNTERS POF UF,
STICK TO THE MISSION AT HAND.

Glacia is confusing,. Use Lhe map as
guidance and stick 1o the most direct
route, or you'll trigger too many
random encounters {unless you want
Lo pump up your experience).

Return to the first intersection and head easl. At the next intersection, head west for |
another battle with the treasure hunter Zivilyn Bane.

(which abil|ties?) -

“-i! and Mlll. g

o

i

GLACIA IS A MAZE OF PLATFORMS
AND PILLARS. WATCH THE MAF TO
GUIDE YOU THROUGH.

GLAcCIA Boss: ZIVILYN BANE
HiT PoinTs: 5,600
ATTACK: BURST (1,800 DAMAGE AREA EFFECT)

EXPERIENCE: 1,021
GoLp: 5,312

DROPPED ITEM: WINTER ORB
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By now, you've gol Lhe [ight with Zivilyn
Bane down to a science. Heal
immediately afier a Burst attack.
Otherwise, save spiril Lo hil him with
Cullass Fury, Royal Blade, and

Pirates' Wrath.

THIS CHEST TRIGGERS ANOTHER
FIGHT WITH ZIVILYN BANE.

From here, lollow the path leading to
the most northern map section. Many
random encounters will occur, and it
might seem like it takes awhile
because the monsters in Glacia have
higher hiL point ratios than normal.

1) When vou reach the top, save at the
" anchor, and prepare to beat the boss
ol Glacia.

RIDE THE FLOATING PLATFORM TO A
_FROSTBLADE. |

The best plan of attack is fire damage.
Increm Vyse and Enrique so they can
dish out more damage with super
moves such as Pirales' Wrath and
Royal Blade. Aika and Fina [ire off
spells when they can; otherwise, they
focus for spirit. Il the whole party
loses many hil point%s, save Lhe I8
spirit for the amazing Lunar Light

and restore everything.

BEAT VELTARN WITH FIRE MAGIC
AND HEAVY-DUTY SUFER MOVES.

L |

1
|
|
el
)
! |
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PRIMIA'S OFFICIAL STRATEGY GUIDE

Aller you dispalch Zivilyn, return Lo Lthe
previous intersection and head north. Jump
on the floating platform, and travel 1o a
chesl with a [rostblade. Reverse direction
and go south at the interseclion lo nab
another cham for Cupil.

POUND AWAY ON THE FROST
WORMS WITH EVERYTHING YOU
HAVE. IN THIS REGION, ONLY THE
DOLTHSTRA IS STRONGER.

Don't let Veltarn use his Avalauncher twice in a row, or you're in trouble. Sancrum the whole party after such a blast,; or Sacrulen one
party member wha's really in trouble. Watch for its Death Laser—it deals only minor damage, but can knock a character unconscious if it
overcomes the characler's magic defense. Il a characler drops, use Riselem magic to return them beflore Loo many succumb.




IN THE HEART OF GLACIA, YOU
REUNITE WITH CAPTAIN DRACHMA.

With Veltarn gone, ride the platform
and go right before opening the door.
Grab Lhe moonberty in the chest and
return to the door. Inside you [ind
Drachma tending to the fallen
Rhaknam The arcwhale is actually the
purple gigas, and Lhe purple moon-
stone is imbedded in one of its eyes.
The captain explains thal Ramirez's
armada morlally wounded the beast,
which he now feels sorry for. When
Rhaknam dies, you gain the purple
moonstone, but lose Drachma. The

| caplain grieves in private, so when Lhe

dialogue option comes up, choose

(Enr i qued
It must be

-~

which would mean that, . this Arcwhale.

Sginan. . is the Purple Gige

THE PURPLE GIGAS, RHAKNAM,
DIES TO GIVE YOU THE PURPLE
MOON CRYSTAL.

"Yeah. We should just let him go."

In preparation for the next journey, return to Crescent Isle. Track down the yellow moon crystal in the Maw of Tartas. Il's a good thing
Brabham upgraded the Delphinus to soar to greater heights than ever beflore. You'll need it.

wamﬂmmmn QI{%

~=l]
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1 the Blue RogL
mission is In an
gigas. It should

t's all downhill from here. The Silvites control the silver moon crystal, so all that's left for
es to do is pick up the yellow crystal. Unlike the other adventures, this
d out—one ship dungeon, some miscellaneous monsters, and the yellow
be the shortest quest in the game, but that doesn't mean it's the easiest.

4 Plan of Action |

BEFORE LEAVING CRESCENT ISLE,
STOCK UP ON SUPFLIES SUCH AS
SACRUM CRYSTALS AND REPAIR KITS.

Hang out at Crescent Isle until you have a good rest and stock up on supplies. You need
ample Sacrum crystals and repair kits for spiritless lhealing. Look through your inventory,
and upgrade characler equipment and weapons on the Delphinus if you have any recent
linds. In the heat of batile, sometimes you'll forget|io equtp new magic items, so ll 5!

always a good idea to check during down time: T

o, )

|
4
Sa Akl ullu 168 I8 m Arsend undedaedth
and look for an opening

-2

Ualia

AN ANCIENT SCROLL EXPLAINS THAT YOU- MUST*DE-SGEND BELOW VALUA TO-~
RECOVER THE YELLOW MOON CRYSTAL.
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L)
é In the meeting room, you decide to head to Valua for the yellow moon
crystal. Fortunately, the ship has been improved and can now fly higher and

lower Lhan ever belore. According Lo an ancienl scroll, you must (ly under
Valua to find the secret Maw of Tartas entrance. It's lime to tesl out the

ship's new Lechnology.
E Maw of Tartas

From Crescent Isle, head west. When
vou see Lhe Valuan continent, dip
below Lhe cloud cover, and dive under
the landmass. Continue west, scouring
back and forth for the Dancing Lights
discovery. Il you come oul on Lhe
other side of Valua, you wenl Loo [ar.
Find the Lights about halfway under
the continent.

H
.
H
Rt
]

HEAD WEST FROM CRESCENT ISLE TO TURN NORTH OF THE DANCING
SEARCH FOR THE DANCING LIGHTS LIGHTS TO FIND THE MAW OF
DISCOVERY. TARTAS ENTRANCE.

Leave the Dancing Lights, turn north, and search for the Maw of Tartas entrance. It's in sight from the discovery, so don't wander far.
Traverse the narrow passage until you see a cave mouth-Lhe entry point lo a new ship dungeon.

Inside the Maw, six new monslers
assault you. The [irst three—stalk
fiends, nadnarbs, and nairads—don't
malch well against your high-level
characlers. None Lop more Lhan 400
hit points, and only the stalk fiend can
deal 300 damage in a single shot. The
only danger is the nairad and nadnarb
Stone Ooze allack. As you might
guess, this move petrifies a character
on contacl, immedialely removing thal
' party member rom the fight. Two or

THE MAW OF TARTAS IS THE SECOND three of these attacks could cripple the EASILY DEAL WITH STALK FIENDS

SHIP DUNGEON. group' 50 Use your Curia crys[a[s the AND NADNARBS IF YOU DON'T GET
‘ turn aller someone Lurns to stone. TURNED TO STONE FIRST.

The other three Tartas crealures are much
more than punching bags. The "weakest" of
the bunch, the shrilp, clocks in at 1,900 hit
points; while the-carnilak tips the scale at
2,300 hit points. Almost, three times that
lough,-the dracolurg-can hil the enlire
party with a 900-point Frost Breath. Save
the parly's spirit [or super moves and
mega-damage spells lo targel Lhese Lhree
monsters when they form a group.

| . .
CARNILAKS AND THE MASSIVE DRACOLURG SUCK UP A LOT OF DAMAGE,
HURTING YOU WHILE YOU SWING AWAY.

Speaking of saving spirit, whenever you engage in a difficult fight—one in which all the party members {ake more than 1,000 points of
damage and you can't heal them with a simple Sacrum crystal-save your spirit for Fina's Lunar Light Sprec[al move. Though it costs' 18
pirit, it'sthebest super move. Lunar Light instantly heals all the party members 1o full, removing all negative effects. You only need

Fina lo survive a brutal combat round, and everyone can return bz;lck1 lo full the next turn.

g el 2
e




Navigating the dungeon isn't tough.
It's a small ship dungeon compared to
Lthe Dark Rill, so wander Lo pick up
some extra magic ilems. If you wanl Lo
blaze through to the end, sail away
with the following simple instructions.

-
HOPEFULLY, BY THIS TIME FINA HAS BEFORE LEAVING THE DUNGEQON TO
LEARNED LUNAR LIGHT, THE BEST TACKLE THE YELLOW GIGAS, BUILD
DEFENSIVE SUPER MOVE IN THE UP SOME EXPERIENCE IN YOUR

WEAKEST MAGIC COLORS.

GAME, SO YOU CAN HEAL AT THE END
OF EACH BIG FIGHT.

Go straight in the first tunnel. In the first
big room, take the left passage and keep
following it. The passage eventually widens
into another room, bul conlinue going
straight. In the next room, head right and
find the save anchor that signifies a

boss ahead.

.
Y

r

UNFORTUNATELY, THE ONLY WAY TO
GAIN THE YELLOW MOON CRYSTAL IS

g Yell ar TO WAKE THE YELLOW GIGAS.

Beyond the save anchor, spol a yellow energy trail in the gloom. Sail loward this energy
trail, which takes you 1o Yeligar's chamber. At first, you can't see anything. You must
ascend the Delphinus until you bump into Yeligar, the yellow gigas. It's time for another
ship baitle against an "invincible” opponent.

UNFORTUNATELY, THE ONLY WAY TO
GAIN THE YELLOW MOON CRYSTAL IS
TO WAKE THE YELLOW GIGAS.

WATCH OUT FOR YELIGAR'S SPECIAL MOVES, SUCH AS THE FIERY VOLTIGAR.

|

In the firsl round, cast Increm Lo speed up the Delphinus. Every litlle bit helps againsl ulira-bull opponents such as the gigas. Whenever
you have the oplion Lo atlack, especially 1o atlack [rom above, choose it. With 36,000 hil points, don'L warry aboul Yeligar destroying
your ship in a single round. Concentrate on firing cannons and torpedoes, and never pass up. a moonstone cannon attack. Three or four
hits with the moeonstone cannon will give you the victory.

Yeligar can be dangerous during the rounds it gets ofl lwo or more super moves. After such a barrage, Aika or Fina should use
Sacrulen 1o heal the Delphinus back to full. Il you bought the ancient cannons from the Crescent lsle shop, they can chip in extra
damage. Sure, they only hit about one-third of a moonstone cannon blast, bt you don't want this battle to drag on forever, do you?
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HiT PoiNnTs: 150,000
ATTACK: VOLTIGAR (4,000 POINTS) THE MOONSTONE CANNON FINALLY TAKES CARE

EXPERIENCE: 4,763 OF YELIGAR.
MAGIC EXPERIENCE: 6
GoLD: 8,700

DROFPPED ITEM: CAPTAIN'S STRIPE,
THUNDER CUTLASS

Once Yeligar falls, land in the newly formed crater, and pick up Lhe yellow moon crystal. All the crystals are sale now, and [rom
—tatking-to-Fina;-you gel-the feeling thal she musl return home. Her mission was Lo recover all the crystals—or prevent Lhe Valuans
from gaining them. Now that she accomplished that, Fina must return to the Silver Civilization.

That should be game over, right? You successfully accomplished all of the quests, right? C'mon, you know the Valuans. They
have something up Lheir sleeves, so il's nol over yel....

(Find)
And now, 0
My quest is §

FINA'S QUEST FINISHES WHEN YOU COLLECT THE
LAST MISSING MOON CRYSTAL.




{1: SIOYER OO0
 iEEma

61 ly the silver moon crystal remains. Fina thinks her home, the Silver Shrine, is safe,
\_Jhut it's not} She also doesn't know the true purpose of (the moon crystals or the true
nature of her quest. When she finds out, the world will never be the same agam —and it
might cease to exist altogether.

§FDangral Island _

On Crescent Isle, Gilder advises you of
Valua's plans to build a new ship capable
of sinking below the clouds. They wanl Lo
recover Fina's ship so they can reach the
Great Silver Shrine to obtain the last
moon crystal. You, of course, must stop
them, nol only Lo Lthwarl Lhe Valuan plans,
but also to make sure Fina returns home
- ~ ) salely. To reach Dangral Island, swiich on
et et o Fratslalcy - B ot the map, and search [or Shrine Island.
N N e g ‘e o)/ Dangral Island lies below the clouds and
to the north in that area.

GILDER INFORMS YOU OF VALUA'S LATEST TOF' SECRET PROJECT ON

“+| " 'DANGRAL ISLAND. BoRea

Al the Dangral entrance, descend the first ladder, cross through a room, and descend a
second ladder. In the next passage, see a spinning fan on the right. You must deactivate
Lhe fan before you can pass il. Follow the corridor paslt the [an, and aL the interseciion
head north. AL the next intersection, head north again. Flip the swilch in-Lhis room Lo
shut down the [an. Return Lo room with the fan, and pass through lo the other side.

N

(Galcian)

From this day !ortl- the Arrdrumlll no loager
S under the Esprass” coatr ;

/GALCIAN SEIZES CONTROL OF THE
iVALUAN EMFIRE.

| TO GET PAST THE FAN CUTTING OFF THE PA‘rH 'FLIP THE SWITCH DOWN i' -
' THE HALL. |

|
| ; e
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Follow the passages until you reach a bronze door. In the
corridor after the bronze door, open the east door to arrive
al a new inlersection. Head south 1o [ind an imperial blade,
and immediately upgrade Enrique's weapon. Return to the
intersection, and head east and then south to discover an
extra moonberry.

- \

ffg/ i

You received Imperial Blade "1°!

I UFGRADE: ENRIQUE WITH A HIDDEN IMPERIAL BLADE.

Return to the room with the bronze doors, and open the
door Qppome,ygu Take this passage down some stairs, and
open Lhe opposue door when you enter a new room. You
eventually come to a room with ship's plans spread out on a
table. Grab these schematics to upgrade the Delphinus, and
then gel off the island fasL.

(Gregorio)

| am ready to die, Lord Galcian, but | shall die
L defending my people against a tyrant
|

GRAB THE SHIP SCHEMATICS SO YOU CAN RACE THE GREGORIO GIVES HIS LIFE TO *(EEP GALCIAN FROM
AVALUAN% TO FléqD FINA S LOST SHIP. CAF‘TURING YOU.

The random encounters you can handle; Galcian, you can't. He slops you before you escape the 1sland|w1th the Valuans' ship
5. You-would-lose-in-a fight al this stage. Fortunately, Gregorio shows up and reyeals-hi colars-his alleglance to-—/

Prlrjjce Enrto_ue Gfegono;glves his life battling Galcian so you can e‘iscape lo carry on the war against the madman. i {

s I ! | | 4 E

Re" ) : ! | | }
i ‘V— \ @" 1 : .

....-...'_-,-._ | I—




.- ‘ - TALK WITH BRABHAM SO HE CAN UPGRADE THE DELPHINUS. WITH HEAVY weapon, lwo hils equal the same as the

Head back to Crescent Isle [or some
upgrades. When you hand the ship
schematics to Brabham, he increases the
Delphinus's armor so vou can drop below
Lthe clouds Lo hunt for Fina's ship. Now is
a good lime lo upgrade character
weapons, armor, and particularly better
equipment [or the Delphinus. At the
Crescenl Isle ship merchant, invest in one
or two X cannons if you can afford them.
They may not hit as automatically as a
moonstone cannon, but for a "normal”

..J

{Brabhan)
On, Captain Vysel

|
Ne v finished modifying the Delphinus, ;

ARMOR THE DELPHINUS CAN NOYV DES END lNTO:r THE VORTEX. devag[a[[ng moonstone cannon.

'~ Sail back to the Shrine Island area. The Vortex is right there, although it may be
difficult to spot at first. Look for a swirling black hole on the lower clouds' surface.
When you enter the Vorlex, you are in a rolaling, twister-like [unnel. Don't {ly inlo
the walls—if you do, the Vortex throws you back out the top. It's very tricky to reach the
bottom. Switch to a vertical perspective with your arrow pad and control pad, and then
descend without touching the walls. You may have to back up from time to time to keep
voursel[ in the middle as you drop.

SWITCH T(? A VERTICAL PERSPECTIVE TO
NAVIGATE THE TRICKY VORTEX TUNNEL.

USING THE DELPHINUS'S SONAR, DISCOVER SUNKEN TREASURES WITH THE CLAW ARM.

Jores Lhe space around you in the mép
e velorium later to fashion a super- |
re you begin. Look for it three spaces
ern rock formation (the one black

———— ——— 1 -

| |
Al the bottom, Enrique explains how the ship's sonar works. You have 10 charges, and the sonar exp
to the top right. Discover three things down here: two pieces of velorium and Fina's ship. You use t
weapon for Vyse. The first piece of velorium lies to the northwest of the L-Shaped rock formation wl'l-|
in from the west and six spaces up [rom the south. Find the second piece just fo the east of the e nortt
square). Look Fﬂr it five spaces south of the top* and two spaces in lrom the east. I =)
\ | | i

| . ! d } I:

[ | l | l | | b <

| . | . ~ . IS C . 127
primagames.com ol
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ONE WRONG MOVE, AND YOU MUST

V: VELORIUM BATTLE RAJA. SHIP BATTLE JA

. 1, | |
Fina's ship rests just to the east of the start- HIT PoInTs: 15,000 |
| ing rock formation. Look [or it three spaces ATTACK: VLUMNESCE (3,000 POINTS)
north of the bottom and six spaces [rom Lhe

, guardians of the deep, Raja and Raja Embla.
e e The creatures aren't Lough: it's jusl lough lo E S RRED TR
‘ hit them in the gloom. Be patient, use ice
magic wheneveryou can, and you'll eventually
bring the beasls down.

We did itr!!

It's Flnayhip! g J |

| WHEN Yop UNCOVER FINA'S SHIF, DE LOCO ATTACKS. YOU MUST DESTROY k—llM TO PROCEED

1l
|

_ Prepare ﬁor a double fezilture with De Loco. As soan as you rescue ana's ship, he allacks. You must defeal the Chameleon twicie Lo win,
 Alier the first batile, he: hits you with his version of the harpoon cannon, dragging you in for a close ct)nibat fight. During these battles,
you can't use the moonstone cannon, so compensate by boosting your normal cannons with Increm. Your superior weapons should knock
‘than it can seriously harm the Delphinus. I "'"‘}“"‘"f""““ 1 e |
. - | | ia i
S cod e | et
' | a
i |

L
%

!
i J. .._,._..i_.,.- - i

I | |




Next, you fight the Baltor the Black
Pirate. It's a remalch [rom your earlier
battle and not much more than a joke
with the Delphinus's firepower.

| Enrique requests that you drop him
offl al Sailors' Island alter you
successfully regain Fina's ship. Despite
what the empress did, he feels obligated
lo reporl Galcian's treachery Lo his
mother. During the dialogue, choose
"Be carefull” Enrique leaves the party,
and you return to Crescent Isle.

ENRIQUE LEAVES THE PARTY TO
WARN HIS MOTHER OF GALCIAN'S
TREACHERY.

DROPPED ITEM: C N'S STRIPE, MAGIC
SHELL, TWIN TURBO

-~ WANTED: DEAD OR ALIVE |

Check the local sailors' guilds for
updates on the world's wanted posters
Wi i
j_hroug out 1th game. Here‘you find Lhe BALTOR THE BLA cK BEARDED SAILORS' ISLAND 1,000

\ most dangerous blac ' pirates Emd_ rogues DAIKOKUYA THE WEALTHY LANDS oF IcE 20,000
sailing the air. Try to defeat and capture

- these wanl rates. You.rid the world
of dasl%ardly criminals, plus ain a hefty IXA'NESS DEMONS MONTESNESS 8,000

~ gold bounty. However, only [ind them LoosE CANNON LAPEN SAILORS’ ISLAND 5,000
when you're of a sufficient level to have

a chance against them.
 For a complete list of the wanted
'pira[esland where to find them, check VYSE THE FALLEN PIRATE NASLARD'S RUIN 20,000

NAME LocATION GoLD BoUNTY

GORDO THE RoUND IXA’TAKA AIRSPACE 4,000

LorD ZIVILYN BANE SoLTIS TOWER 30,000

RUPEE OF THE LARSO CLAN MARAMBA PORT 2,000

or Grescent [sle RSP N R

During the going-away parly for Findy,
the Valuan Armada attacks Crescenl” K
Isle. First, you battle three shadows
before laking on Ramirez. During the
dialogue, choose "You'll have to kill
us!" to go down [lighting {don't waste
items). Ramirez deleats you and
seizes Lhe [ive moon crysals. Belore
Ramirez departs, choose the dialogue
option "You're a fool to underesti-
mate us!" 1o boost your swashbuck-
~ling rating and confidence:

THE VALUAN ARMADA DESTROYS THE
NEW CRESCENT ISLE.
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VALUAN Boss: RAMIREZ

HIT POINTS: INFINITE

ATTACK: SILVER ECLIPSE (2,100 POINTS
AREA EFFECT)

EXPERIENCE: —
MAGIC EXPERIENCE: —
GoLD: —

DROPPED ITEM: —

0°)

But, there va -
‘ne that was q erent from al b the rest
4 Galcian i}

RAMIREZ REVEALS HIS REASONS FOR
HIS SILVITE BETRAYAL.

YOU CAN'T DEFEAT RAMIREZ AND HIS SILVER
ECLIPSE MOVE.

Everyone is lell Lo dwell on the night's events. Ramirez explained Lhat the Silvites
originally called down the Rains ol Deslruction on the world below, and thal the moon
crystals are meant to control this evil power. Fina finds these revelations troubling and
retreats to think things out on her own. When you speak with Aika, choose "l will not
give up!” and with Fina, choose "l undersiand” and give her some space.

The various isle residents chip in to
rebuild your base. Gilder rejoins the
parly, and evenlually Fina asks you lo
come to her home, the Great Silver
Shrine. You must find out whether
Ramirez was telling the truth, and
you musL prevent him [rom slealing
the last moon crystal.

You MUST REBUILD THE BASE AFTER
THE VALUAN ATTACK.
|




2 The Creat Silver Shrine

When you arrive al the Silver Shrine,
you are upside-down. The Silvite
home| is a disorienting place—you
walk around as if relative gravily
holds|your [eel Lo whatever surlace
they're on but doesn't pull vou in
any one direction. I takes awhile to
gel used Lo, bul aller the visual
strangeness subsides, you navigate

. / r
4w
just like anywhere else. You uéoluu_w.ﬁ ) y
. (. . ‘_‘ =]
< g ot il LA
THE SILVER SHRINE'S WEIRD ; PICK UP THE MOONBERRIES ON THE
FERSPECTIVES ARE DISCRIENTING. | . . WAY TO MEET FINA'S ELDERS.

Head into the light pillar in front of you and press ® 1o go down (or is that up?). Inside, continue straight through two
intersections, where you reach a suit of silver armor to upgrade Vyse (or outfit Gilder if he doesn't have any armor).

Return to the previous intersection and head right. Take the first right to lind a moonberry. Return to the lork and head right
again. Al Lhe nexL intersection, go right and then straight al the [ollowing one Lo reach a floaling platform. The platform lakes you up
to the next level. '
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Go straight through the next
intersection Lo find another moonberry.
Return to the intersection, and take
the side path to a four-way intersection.
Left nets you a second suit of silver
armor. Return and go lefl Lo finally
reach the Elders' entrance.

| AFTER A STRANGE MAZE, THE GALCIAN AND RAMIREZ ARRIVE TO
_ELDERS' DOCR BRINGS YOU FACE TO STEAL THE FINAL MOOCN CRYSTAL.
FACE WITH THE SILVITE LEADERS.

The Elders explain everything and Ramirez is correci—the Silvites did send the original Rains of Destruction to "cleanse" the world.
During the dialogue, choose "Who do you think you are?” to show vour outrage. Galcian and Ramirez show up to gain control of the
silver moon crystal. IL turns out a sliver of silver moon crystal is in every Silvile, and if one dies, someone can recover Lhe crystal.
Ramirez slays Elder Prime, and the evil duo now possesses all six cryslals.

You have no choice but Lo return to Fina's ship and return to Crescent Isle. You must stop Galcian.



YOU'VE RETURNED TO DANGRAL ISLAND TO
STOP GALCIAN.

From Crescent Isle, head back to Dangral Island. This layout
should be lamiliar. Descend the [irst two ladders, and hang a
right al the [an. Continue until you reach the room with the
bronze doors, and open the door on the west wall. In the
next room, head south and jump on the elevator. You don't
gel [ar belore Vigoro confronts you.

2R "'__, ;,; 'r ™,
Attack ?' i AN

BIGGER TANKS REFLACE THE SOLDIERS WHOSE BUTTS
YOU KICKED EARLIER.

" Don'l underes‘tlmate this fight with Vigoro. Il's nothing like

' the first time, when he couldn't do much of anything to you.

' This time he's armed with a huge cannon that smacks the

I entire party [or 2,000 points ol damage. Believe it or not,

| Fina is your key parly member. Keep her alive al all cosls {use
a Riselem crystal if you must bring her back from uncon-

| sciousness). Cast Fina's Lunar Light after Vigoro damages your
; Eart_y Lo reheal. With any leflover spiril, give Vyse or Gilder a
| better attack, and switch all weapons Lo purple lo speed up

‘ the damage F‘mceSS j BATTLED IN THE GRAND FORTRESS

[ 5= TlllIS BATTLEREAmf VIGORO CAN
; ‘ \ | DESTROY YOU IF Yop AREN'T CAREFUL.

‘ ! | | | | | | | |
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HiT PoinTs: 14,000

'
AREA EFFECT)

DROPPED ITEM: PARANTA SEED
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Aller you besl Vigoro, he surprisingly bows out gracefully. He wishes you luck in stopping

Galcian, even mentioning that he might become an air pirate now that he's done with the '
Valuans. Leave him and enter the nearby door. Climb down the ladder in the next room,

and take the elevator in the cenler contraption. Eventually, this route leads you lo Galcian

and Ramirez. -

GALCIAN AND RAMIREZ PREPARE THE FINAL MOON CRYSTAL. YOU DON'T
HAVE A CHANCE TO STOP THEM YET—THEY REgURRECT THE SILVER GIGAS
AND BECOME ULTRA-POWERFUL. | .

You don't fight Galdian and Ramirez here. While they calpl Soltis out of Deep Sky Ramirez
summons a giant killer rabot to pound you into the ground. Switch your weapons to yellow,
and save spiril for Vyse's Pirales' Wrath maneuver. The eliminator's Blaster atiack can deal
1,500 points‘tﬁ‘[ﬁé‘\z\?ﬁﬁle party, so play it safe, keeping ép'[“m“a\ﬁailable for a spddéﬁ' {
Sacrulen or Lunar Light. ' ‘

i

. i i
| | S— | 1
. | E
| | | ! |




DANGRAL Boss: ELIMINATOR
HiT PoinTs: 20,500

ATTACK: BLASTER (1,500 POINTS
AREA EFFECT)

EXPERIENCE: 4,658
MAGIC EXPERIENCE: 8

GoLDp: 6,812

 IN A RACE AGAINST TIME, YOU MUST
CROSS BACK TO DANGRAL ISLAND
BEFORE THE RAILS FALL AWAY.

Galcian and Ramirez raise Soltis from
Deep Sky, and vou can't do anything about
it. They leave you to your death as the
[ortress rallles around you. You must sprint
back to the main parl of Dangral Island as
fast as you can. The elevator car you took
down slops working when the power cuts
out, so use your legs to run up Lhe rail lo
safety. As soon as the rails start falling, run
and keep running until you reach safety.
You don'l want lo end up at the bollom of
Deep Sky.

Galcian sel his evil plan in motion. Sollis
has risen, and he controls the six moon
crystals to enact a second Rains of
Destruction on the land. How can you stop
aman with the power of gods?
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 all c#ome own to this. Galcian and Ramirez plan to rule the world or destroy it with

the ains of Destruction if the nations don't bow Lo them. All your friends have gathered
o aid you i *zn the final battle. Can you defeat the Valuan Armada and reach Galcian before
he unl ash%s the silver gigas?

~The Valuan Armada

Things don'L slarl oul so good. You
can't enter Soltis because of the force
shield Galcian erected, and it takes
you lime Lo figure out a way Lhrough.
Linfortunately for the cilizens of
Valua—including the empress and
Allonso—time has run out. Galcian

| calls on the fury of the Rains of

| . Destructlion, directing il down on

| & e Valua as an example of his supreme

| : ' authorily. Thousands die in the atlack,
with Enrique narrowly escaping with
the help of Belleza.

A FORCE SHIELD AROUND SOLTIS PREVENTS YOU FROM REACHING GALCIAN
IN TIME. HE UNLEASHES THE RAINS OF DESTRUCTION ON VALUA AS AN
EXAMFPLE OF HIS ULTIMATE POWER.

e : You return lo Crescen Isle. All the [riends you mel rally againsi the threal Galcian
LI S SN, poses. During Lhe dialogue oplion, choose "We can'l lel Galcian gel away with thisl” Lo
i boost your swashbuckling rating and motivate those around you. Together, you decide
SR Lo assaull Galcian and the Valuan Armada tomorrow morning.
During the night, speak with Fina at the dock. When she asks you for comfort, say
3 nothing, but put your arm around her for the best results. Afterward, head up to the
— j meeting room and talk to Aika. Choose the dialogue option "Hey, I'm scared too” Lo

i
!

relax Aika before the coming ballle.

IN THIS TIME OF DIRE NEED, ALL YOUR
| FRIENDS FROM THE PAST GATHER TO
| AID YOU IN THE FINAL JOURNEY.

e

" IT's VYSE'S ARMADA VERSUS GALCIAN'S.




In the morning, assault the Valuan

Armada. Choose the dialogue option

"Let's make history!” and lead Lhe charge
against Galcian's [orces.

-

THE VAL UAN MAGE SHIP ISN'T EVEN A
CHALLENGING TARGET PRACTICE SESSION.

DROPPED ITEM: —

DROPPED ITEM: COMPLETE KIT, CRYSTAL CAN
NON, DOUELE SHAFT

lBEFORE YOU COMBAT GALCIAN

2 M’Jﬂ 121Tfle. LAST Bx TT-E €

[

Linless you [orgol to [ix the huge holes in
the Delphinus [rom last [ight, the Valuan
mage ship doesn't pose any threat. Its
20,000 hit points evaporate with two
solid hits [rom the cannons, and that
doesn't even count a moonstone cannon
blast. Consider the combat a warm-up [or
bigger ballles Lo come.

.

!USE THE X CANNONS TO BLAST GALCIAN'S ELITE

'SHIF TO PIECES.

Galcian's elite crall is a little tougher. With 50,000 hit points, it takes a number of
success(ul cannon shots or three powerlul moonstone blasts to remove Lhe elile vessel.
Meanwhile, make sure the 3,000-point serpent cannon volleys don't add up. Think
_oflfense [irsl Lo quicken the batlle, bul when your hil pomts reach the hallway point,

"heal with a Sacrulen or complete kil.

HIMSELF, DEFEAT HIS HmRA
BATTLESHIP.

Primagaines.coim

Now c01§1€s the main course. I you
don't diet on a steady supply of evasive
maneuvers and heal spells, the Hydra eals

io

you alive. Its 200,000 hil points puts it in
the

range ¢ of a "long battle.” Don't expect
o in with guns blazing and Quickl end

this fight. You will take a pounding.
Hydra's subcannons deal 4,500 points
apiece, while its main weapon hits for an
average ol 12,000 damage. You can easily
lake 16,000 Lo 20,000 damage in a single

|ast

[ro

_turn, which means the Delphinus won't

two rounds without significant repairs.
If you play smar, the Hydra drops
m laking damage over a long period of

time. Cast Increm 1o speed things up, but

ne

er wasle spiril il you must heal.

ARaTale =)
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THE VORLIK BLADE

Late in the game, you can fashion Vyse's special weapon, the Vorlik Blade,

‘through a miniquesL.

rst, make sure you have the two pieces of velorium you found near

ship in the Vortex (see "The Vortex” section in "Part I1: Silver Moon
i ThePe are forged into the blade itsell.

s econd, recruil Ryu-kan Lo Lhe crew. He only joins you il your swash-
-Mg rali "daring." Find Ryu-kan on his island in the south-

rld {reach it by heading north of Tenkou Island).

is at least
east section of the
e '%\fﬁf. let Ryu-kan set up his forge on Crescent Isle. Upgrade it as
-much as possible so he can use the highest craflsmanship.

Fina's
Crysta

DROPPED ITEM: CAPTAIN'S STRIPE, MOON
CANNON, MOON TORPEDO

e ' L anal‘ly,

ive

yu-kan the velorium, and ask him to forge the Vorlik
prepare for the final confrontation, Vyse gains a sword with
-and hit percenlage of 200. -

BOARD THE HYDRA IN YOUR PURSUIT
OF GALCIAN.

Enrique waits for you by the entrance. He
doesn't-accompany vou for-the battles, but

| he heals you back 1o full if you need the

| _exira boost {in case Fina doesn't have Lunar
Light yet). Ilnside, ‘head right at the first
turn and then right again at the next
intersection to lind an X cannon for the
Delphinus.' Return, take the lefl passage al
the intersection, and climb the first ladder
you see. Then ascend the next ladder clos-
esl-to-you-on-the-second level:

When Lhe Hydra Lries Lo (lee, you
pursue and jump on board. To reach
Galcian, you must fight through all
his various guards and monsters. Be

palient: it may Lake you an hour or so
lo hack to the command center.

\ ON DECK, TAKE THE NORTHWEST
‘ LADDER TO FIND THE MAIN BRIDGE.

You should be on the Hydra's main deck.
Head northeast, around the big cannons,
and Lhen|descend Lhe nearby ladder. Al
5 _Lhe bottam, Lurn right and climb down the
y nearest piole. Continue on, turning right at

the next Intersection for three Sacrulen
\ / L /

crystals and lefl for a moonberry. Back on
GALCIAN'S TERMINAL ATTACK DEALS

deck, head to the northwest seclion and
descend the ladder. Cross the bridge and
A POTENT 3,500 HIT POINTS TO A
SINGLE FOE. | |

head right until you [ind a pole to slide
~down-Enter-the door Lo the lefl;-and save
at the anchor before conlronting Galcian.
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Hopelully, Gilder is still in the party.
You can swilch him out before you Pirdtes’ Wea
head into the Hydra (send Vyse to the
Delphinus's bridge), but neither
Enrique nor Drachma are better [or
this hattle. Gilder gives you his Aura
of Denial super move, which you
should cast at the start of each turn to
prevent Galcian's Eternes spell from
killing everyone in the party in a single
stroke. If you don't have Gilder, use
Aika's more expensive Della Shield.
DURING EACH ROUND, GILDER'S AURA | ‘ MANY OF VYSE'S PIRATES’ WRATH
| OF DENIAL PREVENTS GALCIAN FROM. | ATTACKS EVENTUALLY DOOM GALCIAN.

KILLING EVERYONE WITH ETERNES. |

Switch all the characters Lo silver weapons. Repeatedly pound away with super moves
such as Pirates' Wrath and the Claudia. Il you can spare the spiril, increase Vyse and
Gilder with Increm. When Galcian decimates one of your characters with his 3,500-
point Terminal strike, heal the character back to full with Sacrulen or resurrect with
Riselem. As long as you keep your healers alive—Fina and Aika—you can'l lose the
light. Even Vyse isn'L as imporlant as Fina and her Lunar Lighl. Aller what seems like
an eternity, Galcian falls to your gang lactics.

MAGIC EXPERIENCE: 8
GoLD: 10,387

DROPPED ITEM: VALUAN MEDALLION

Your [irst encounter makes you think

Soltis is easier than the original Shrine

Island. Yes, vou're sneaking into Soltis

through thal Shrine Island Ltemple, bul

the dungeon challenges level 40

A characters. The guaﬁdian olltside,

however, does not. With on!y 15,000 hit

points, Gadianos dies afler two hits

[rom the Delphinus's cannons. Don'L

worry about defense; just unload with as

many weapons as you can. The monster
is'so wimpy, it runs away afler the first

el - ENTER SQLKIETHROUGH THE SECRE‘T““COUPIG ol rounds if you don't kil it.

' BACK ENTRANCE—THE TEMFLE ON | 1 '

| SHRINE ISLAND, ‘ f ]
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FROM HUNTERS TO DRACOSLYTHS, DEADLY PERIL FILLS THE TWISTING
CORRIDORS OF SOLTIS.

HIT PoINTS: 15,000
_ Inside the Shrine Island temple, descend the stairs until you reach the place where you

ATTACK: WHAT ATTACK? i 3 | ; -
originally relrieved your [irst moon stone. Enler the large door, and conlinue straight

EXPERIENCE: 1,531 until you come to a room with three exits. Head lefl and then right in the nexi room.
Go all the way to the end, and turn right at the ledge. Continue to Lhe end, turning

right al the door. Go straight through the next room, then turn lefl in the lollowing

DROPPED ITEM: COMPLETE KIT, MOON room. Again, Lurn lell in the nexl room, heading straight in the nexl room.
_ When vou reach the ledge, turn right and enter the room at the end. Continue
GUN, SPARKLING DECK . S :
straight and turn right in the next room. Finally, turn left and head north o the next

: section. Whew!

As you can see, il's a maze Lo reach Lhe Sollis lower. Monslers such as
the hunters aren'L a problem, bul the mega-damage that the dracoslyths
deal out can quickly destroy you. Use Aika's Lambda Burst or Omega
Psyclone to clear the room of weaker monsters. Concentrate Vyse's and
Gilder's more powerful super moves on creatures with larger hit points
such as the dracoslyths. '

| RIDE THE TELEPORTATION PLATFORMS TO GET ‘
DEEPER INTO SOLTIS. \ 3

When you enter the lower area, [ollow the
walkway Lo the first teleporter, and head
up Lo the next level. Enter the first door

~-you come across lo acquire a moonberry.
Exit the room and look for the next
teleporter at the end of the walkway. Take
the teleporters on the next two levels up.
On the final level, open the door for the
ultimate lencounter with Lord Bane and
his pupi%, Zivilyn Bane.

et A g

BE@I;L&B:_MQNE'LIER FIGHTS ARE TAME COMPARED TO THE BATTLE WITH J==T
LORD BANE. IT MAY JUST BE THE MOST DIFFICULT BATTLE IN THE GAME. l
— | | | } \
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Contrary to whal you might think, vou
don't want to "fight" Zivilyn Bane here.
The real threal is Lord Bane. Early in [ Expiosive Povder )
the battle, Lord Bane casts Medicine
Box, regeneraling 500 hil points a
round|therealter. You can deal more
than tbal a round, but you might have
to pause frequently to heal. Eventually,
his regeneralion erases most of the

damage you cause and you're back Lo
square one.

THE ONLY WAY TO TAKE DOWN LORD
| BANE IS WITH THE ULTRA-POWERFUL
} PROPHECY CREW SPECIAL.

He can also use Explosive Powder for 2,000-plus damage to all your party. Maybe you
could handle all thal, but Lord Bane also casls Pipes of Doom, which summons a new
Zivilyn Bane Lo join the light. You lose if two or three Zivilyn Banes show up Lo Bursl away.

You must Lunar Light over and over to survive the Lord Bane and Zivilyn Bane attacks.
Everyone in the party should locus each round to build up for a Prophecy super move. On
the turn during which you summon the Prophecy power, il doesn'l malter how many Zivilyn
Banes exisL. One Prophecy wipes them all out and siphons ofl a third of Lord Bane's life.
‘R¢P'ez_1_tiu_n_til only you're left standing,

-

ATTACK: BURST(2,000 POINTS AREA EFFECT)
EXPERIENCE: — {
MAGIC EXPERIENCE: — \;""'T-ﬂ cgEEs 5
!

GoOLD: —

DROPPED ITEM: —

Aller beating Lord Bane, leave the room and
head lefi Lo the teleporter. Go lefi again 1o |
reach the next teleporter, and then get on the
first teleporier on the next level. Go through
Lhe next door you see for a moonberry, and
then take the nexl teleporter up. Open the
nearby door, and follow the path to the last
save anchar. IL's lime lo ballle Ramirez [or all
' the marbles. |

INM THE RAINS OF DESTRUCTION
CHAMBER, RAMIREZ DECLARES
HIS REVENGE AGAINST THE pmmee|
WHOLE WORLD.

i
|
| | | | ke
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Ramirez is a litlle upsel Lhal Galcian's
dead. He plans on taking out his
frustration first on you and then the
world. Much like Lord Bane, early in
the light Ramirez casls Lunar Blessing
so he can regenerate 600 hit points a
round. The only dilference with this
fight is thal he doesn'L summon
powerful minions to aid his cause. On
the other hand, he doesn't need them.

AFTER EVERY SILVER ECLIPSE
ATTACK, HEAL WITH AIKA OR FINA.
OTHERWISE, YOUR FARTY COULD DIE
THE FOLLOWING TURN.

Start the baitle just like you did with Galcian-have Gilder casl Aura of Denial as often as
he can tojprotect'you from Ramirez's Eternum spells. You don't want anyone to die in the
blink of an eye. After a Silver Eclipse hit, heal with Lunar Light, Sacrulen, or Sacrum. If
someone goes-dawn-1o-a Silver Tundra attack, immediately resurrect them with Riselem.

Focus with Aika and Fina whenever
you can. Build up the party spirit, and
deliver Pirates' Wrath and Prophecy
attacks as often as possible. As with
most hig batiles, heal first and deliver
sleady damage [or an eventual viclory.

RAMIREZ HAS PLENTY OF TRICKS,
INCLUDING INSTANTLY KILLING SOME-
| ONE WITH ETERNUM. |

power of Lhe silver gigas, Zelos. You
escape Lhe crumbling Sollis, bul the
silver gigas catches up with you. It's
time for the Delphinus to shine against
its loughesl opponent.

5\
M—— 4

\

Ny

s

| ZELOS'sS MOON RAY
YOU QUICK. ... ..
¥ H |

CAN WASTE

Alfter his "defeat,” Ramirez lets loose the

-’M -y, oy

SoLTIS TOWER Boss: RAMIREZ
HiT PoinTs: 22,000

ATTACK: SILVER ECLIPSE (2,000 POINTS
AREA EFFECT)

EXPERIENCE: 7,835
MAGIic EXPERIENCE: 10

DROPPED ITEM: —

IT WILL TAKE TEAMWORK AND
PERSEVERANCE TO BRING RAMIREZ
TO HIS KNEES.

B E

jTJﬁé’"Si’lVer Gigas |1 PR ST

o] |
l IS :‘.- amd
i g M

W e
..._:h-—-&..
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j RAMIREZ'S SECOND INCARNATION

CONTROLS A PARTY MEMBER EACH
ROUND WITH SILVER NIGHTMARE.
YOU'LL FIGHT AMONGST YOURSELVES.

~~HITS WHEN IT HAS THE WORD

) 12:‘E11ﬂ LAST Bﬂ@m
eﬁ.ﬁ <
Use evasive maneuvers and healing at all costs! Zelos can easily deal 40,000 damage
in a single round il you don'l play serious defense. Il a Lurn is red, you must have
someone evade. Aika or Fina should cast Sacrulen at the end of each round, il you
thihkyou can last that long. Il there's any doubt you'll survive, cast it earlier. Also,

walch out for a Svlenis. You can't cast healing spells after this, but you can use
complete kits Lo heal back to full.

Sneak in X cannon shols and the
moonstone cannon when you see an
opening. But don't force itl One
mistake and you'll be Deep Sky [odder.
Chip away with damage, and wail [or
Zelos to evolve into its claw form. As
each claw breaks ofl the beast, you gel
closer to victory.

DON*T GET SWEFT UP IN THE DAMAGE
RACE AGAINST ZELOS. HEAL AT LEAST
ONCE A ROUND, OR PACK IT UP EARLY.

YOU THOUGHT THE MOON RAY WAS
BAD? HOW HARD DO YOU THINK IT

"GREAT" IN FRONT OF IT?

With the silver gigas destroyed, it's
over, tight? Wrong. A chunk of the
gigas lands on the Delphinus's deck,
and your worst nighlmare shows
up-a fusion of Ramirez and Zelos.
How can il get any worse?

|
1
|
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:
|§ § ARMAGEDDON BOSS: RAMIREZ THING f’
|| HIT POINTS: 25,000
ATTACK: SILVER NIGHTMARE (CONTROLS P
RAMIREZ'S SILVER BINDS INFLICTS MASSIVE LIFE
LOSS TO A SINGLE FOE.
EXPERIENCE: —
_ The new Ramirez hils you with either Silver Binds, which
deals 3,000 hit points to a single character, or Silver
.‘ Nightmare, which takes control of one character. Silver
Nightmare can prove devastaling if [or example, he grabs '
Viyse and uses Pirales' Wraths on a [ellow crew member.

When Ramirez hits you with a Drilnos, it's almost a reliel.

Don'L worty aboul the Silver

} Nightmare Lhough. You really can'L do
anything about it. Build up spirit with
Aika and Fina, then attack with Vyse
and Gilder. Increm Vyse when you

can, and attack with the standard '
Pirates' Wrath, Cutlass Fury, or
Prophecy. Gilder helps with
Gunslinger and the Claudia. In the
end, Ramirez [alls a second Lime!

THE EVERFAITHFUL PROPHECY
| ALSO SCORES HUGE DAMAGE
| AGAINST RAMIREZ. {

RAMIFE?EZ QIES TWICE AND FOR ALL.

| i

ongrattilations on a job well done! You saved the world from the Rains of Destruction and set everything in order, as much as you can

| right things. Say goodbve 1o your [riends, and head out for new adventures in unexplored Lerritories. The skies never seemed brighterl
 S— 4 | { . |

WIIH THE

- i e

FOR PARTS U UNKNOWN '
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ségcret “haracter, fmd every hidden discovery and harneslv, the power of the ultimate
weapon in the game. You won't be able to rest until you've mastered every quest, from
battling a Roc over the lush forests of Ixa'taka to safeguarding a kabal skewer. To unlock
the coolest hidden items in the game, read on...

= R amlrez is a ushover If you want to be king of the skies, then you want to beat every

P Llite Swashbuckling Ratings

Vyse the Legend isn'L the highesl swashbuckling raling you can achieve. Il you can complete some of Lhe hidden quests, you can
unlock dlllerent special mles for Vyse. Here's the bre"ilxdonn on the elite titles and how to earn them:

* V¥YsE THE FALLEN PIRATE. YoU ACQUIRE THIS TITLE WHEN YOUR PARTY GOES AFTER THE WANTED LIST CcHARACTERS VIZE
AND CREW.

* VYSE THE CHARISMATIC. TRACK DOWN ALL POTENTIAL CREWMEMBERS FOR THE DELPHINUS AND CONVINCE THEM To JOIN YOU.

* VYSE THE EXTRAVAGANT. YOU HAVE TO HAVE ONE MILLION GOLD AND ACQUIRE ITEMS SCATTERED AROUND THE WORLD TO
EARN THIS TITLE. THE ITEMS ARE INTERCOM, ENHANCED KITCHEN {NASRAD SHIPF PARTS MERCHANT), FLOOR HEATER
{IXA'TAKA BLACK MARKET MERCHANT), AIR PURIFIER {DEFEAT ALANIA, BUT ONLY WHEN KALIFA IS IN THE CREW),

YAFTOMAN ALcoVE (YAFUTOMA SHIF PARTS MERCHANT), SOUNDPROOFING (DEFEAT RAJA, THE GIANT MANTA RAY IN DEEP
CLOUD SEA, BUT IT DROPS ONLY 10 PERCENT OF THE TIME), CHANDELIER {HEADQUARTERS SHIP PARTS MERCHANT), WoODEN
DoLL {DEFEAT Roc, BUT ONLY WITH KALIFA IN THE CREW).

* V¥YSE THE BATTLE LORD. IF YOU'RE INTO MASS CARNAGE, DEFEAT AT LEAST 2,500 ENEMIES TO CAPTURE THE BATTLE
LoRD TITLE.

* V¥sE THE FISHER KING. GRAB TONS OF FISH AsS YOU FLY ABOUT IN YOUR SHIP AND YOU EARN THE TONGUE-IN-CHEEK TITLE
"FISHER KING."

* SKY BATTLE KING VYSE. YoU NEED TO TRACK DOWN ALL FOUR GIANT MONSTERS, DEFEAT THEM AND WIN AT LEAST 12 sHIP
BATTLES. THE FIRST MONSTER, RoC, CAN BE FOUND FLYING ABOVE [XA'TAKA. THE SECOND MONSTER, ALANIA, FLOATS ARDUND
THE MAIN cONTINENT OF THE LANDS OF IcE. THE GIANT LOOPER, THE THIRD MONSTER YOU HAVE TO TAKE OUT, NESTS NORTH
OF GoRDO's BIsTRO IN THE NEW FRONTIER AREA. YoU'LL HAVE TO SCOUR THE SKIES FOR THE FOURTH MONSTER, OBISPO.
You'LL PROBABLY HAVE 12 SHIP BATTLES UNDER YOUR BELT BY THE TIME YOU DEFEAT THE FOURTH GIANT MONSTER, SO THIS
QUEST IS REALLY ABOUT SCOURING THE WORLD FOR THE BIG GUYS.

* EXPLORATION KING VYSE. LOCATE ALL THE DISCOVERIES AND MORE THAN 90 PERCENT OF ALL HIDDEN TREASURE CHESTS,
AND YOU BECOME THE KING DOF EXPLORATION.

* VYsSE THE BOUNTY KING. DEFEAT ALL THE BAD GUYS ON THE WANTED LIST AND THIS TITLE IS YOURS.

* Vy¥sSE THE LEGEND. FIND ALL THE DISCOVERIES, ALL TREASURES, ALL BOUNTIES AND COMPLETE THE ENTIRE
PIASTOL/MARIA STORYLINE.

Keep in mind that all the titles might not show up. If you earn a title hl“hﬂl’ on the listo
complete the wanted list quest for Vyse the Bounly King—the "lesser" litle won'L ever 2 ']PPE’II' Hov
items, you need to complete most of the elite S\'\"]SthCHIn" qQuests one bv one.

Primagaines.com
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So what d do you unlock for all your effor1? Three super-cool items: anew character, weapon ané:l dlscoixery To experience the game lo

its fullest, you wam to seE the following: 1 { _

* HIDDEN CHARACTER: BLACK PIRATE VIGORO. ONCE HE HAS BEEN UNLOCKED, RETURN TO YOUR HEADQUARTERS AND
VIGORD WILL BE WAITING THERE TO FIGHT.

* HIDDEN WEAPON: SKY FANG. ONCE UNLOCKED, VYSE'S SUPER-WEAPON CAN BE BOUGHT FROM THE TRAVELING MYSTERY
MERCHANT (HE RANDOMLY APPEARS IN DIFFERENT CITIES, SUCH AS SAILORS' ISLAND).

* HIDDEN DISCOVERY: GOLDEN HAMACHOU. THE FINAL DISCOVERY CAN BE FOUND BETWEEN SHRINE ISLAND AND SAILORS'

ISLAND, ABOVE THE ISLAND WITH THE TUNNEL. IT CAN'T BE SOLD TD THE GUILD, SO JUST CHERISH THE FACT THAT YOU'VE
UNCOVERED IT.

]
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RIDDEN TREASUREg
M

Sometimes you lind quests in the unlikeliest places. To uncover the secret "Kabal Skewer Quest," speak with the Kabal Skewer lady in
Maramba. She tells you about her daughter who has run off to Esparanza. You offer assistance and go in search of the young lady

in Esparanza.

e
------

-----

YOU CAN FIND THE KABAL SKEWER LADY IN THE
HEART OF MARAMBA.

{(Kabal Skewer Lady) )

I never thought she™ grow up to be the kind of
girl that would abandon her parents to elope
with a sallor. Stupid girl

';THE SKEWER LADY SETS YOU ON THE QUEST BY

TELLING YOU ABOUT HER DISRESPECTFUL DAUGHTER.

Once you find the daughter, she asks you to bring her skewers back to
her mother Lo prove Lhal she has mastered Lhe Kabal Skewer-making
Lechniques. You sample the skewer, which Lastes bland, so you need to
spice it up. To do so, gather the following ingredients at their locations:
Kabal, Gentum, Khale. One of the spices can be found on the way from
the Dark Rill Lo Yaluloma at the Spice Island discovery {see Lhe
Discoveries chapter for directions). The second spice is bought from the
merchant in Nasrad; skip the buy/sell menu and talk to him directly. The
meal comes [rom Gordo; you can either gel il al Gordo's Bistro, or if
you're near the end of the game, Gordo's ship circles around Sollis.

Alter you have the ingredients, return to the daughter and she'll make a
proper Kabal Skewer. Bring the tasty-skewerback to the mother-and- -~
you'll receive an Abirik Cham, as well as the opportunily to come back
later and receive Mom's Skewer, an item that has the power to

replenish a character's magic points.
. | ,
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FLECENDG & &

Myster

Assassin |

Al certain poinls during Lhe game, you'll receive a "black spot” [rom

the resident sailors' guild master. There are four in total, and these ‘
"black spots" mark you for the mysterious assassin, Piastol, the

Angel of Death. You can [ind her ship west of Sailors' Island, and if

you Lalk to iL, an inlense boss/bounly-lype ballle erupts.

{Piastol) -~
And the Angel has come for you, Vyse!

PIASTOL, THE ANGEL OF DEATH, ARRIVES SOONER
| THAN YOU THINK. -

ack f

Counter Att

PIASTOL COUNTERATTACKS NEARLY EVERY STRIKE,
SO ONLY SWING AT HER IF YOU'RE GOING TO DO A
OT OF DAMAGE. ... | .. ekt

16 ‘

: ; i | {\ <4
Piastol-attacks-with-her faithful death hound. ‘ ﬁ
It's no slouch at 4,000 hit points, so take it out | N,
early wilth everything you've gol. Keep your parly hit § ;

points higljl, as Piastol can deliver a 2,500-point

Telnﬁwnggld_anl one targel. She can even Eterni {

someone instantly dead, so be prepared Lo resurrect and ,

heal a lot. If you ¢an, use only Vyse and the other male |

p’ary‘iﬂ‘émbémo attack: Aika and Fina should focus and build

up spirit. Why? Piastol counteraltacks on nearly every hit, so
~you want the spellcasters, Aika and Fina, healthy to make

| sure the rest of the team stays strong. With enough spirit,

ou.can.cither.Pirates’ Wrath.or. Prophecy Piastol down

from 8,700 hit p(%ints.

i . |
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THOUGH YOU DEFEAT HER THE FIRST TIME,
PIASTOL WILL BE BACK UNTIL YOU SET HER LIFE
BACK IN ORDER. =

Aller the batlle, you'll parl with Piastol. Near the end of Lhe
game, you realize Lhal Piaslol and Maria are long-lost sislers.
Reunite them and you'll earn loads of good karma as the
sisters joyously meet on Doc's ship:

=1
| |
Primagaimes.cormm

DROPPED ITEM: NoNE
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