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IF THIS WALKTHROUGH APPEARS IN STRANGE PARAGRAPHS, 
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Well, I’ve noticed myself that many walkthroughs available 

for FFV are either very incomplete, or have quite the confusion 

between the Japan version and US version. Therefore, for my first

(and probably only) walkthrough, I’ve decided to help out on the 

enormous, puzzling, and glorifying RPG, Final Fantasy V. Please

note that everything applies to the US version ONLY!
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---PART I: Version History / Legal Mumbo Jumbo---

Explanation of Version System:

You might’ve noticed that I include letters in my version updates. 

Well, I might as well tell you what the heck it means, although 

it’s no biggie. The letters signify a MAJOR update, like a huge 

addition to a section, or the completion of a section mentioned 

before. (There will be many more sections in the future, 

including items and weapons, but just hold tight for now, OK?) 

The numbers are little updates, like grammar checks,

small additions, and credit additions. That’s about all I can say 

about the system, but oh well, it wastes space ^_^

Anyway, my first edition of my FAQ took a LONG time to put up, seeing

that I wanted as much possible info available on it. (I started

it on May 20, and since then, I’ve had a notebook for the

game to record necessary info.) Enjoy!

VERSION A 0.1: The first ever version! I’ll have quite a bit 

               posted here once I write more…

The Legal Crap:

You MAY NOT EVER copy this or reproduce this in any 

fashion without my permission, give or take the charts. You must 

consent me through e-mail, and I would like to know for what 

purpose you are copying it. Please label your e-mail subject 

as “FFV - Copy” or something of the sort. 

All work within the FAQ is completely original and is in no way, 

shape, or form violating any legal rights. If the FAQ/Walkthrough

looks like another one by format, it is purely coincidental and is 

not purposeful. I have never, EVER tolerated cheating from other 

people’s FAQ’s, so you have no right to copy off of me without

proper recognition.

This FAQ/Walkthrough Copyrighted 2000, by Spektre. All rights reserved.

======================================================================

---PART II: The Purpose of the FAQ / Comments---

This FAQ was created the day I bought the game. I realized how 

much I loved this game (I played it for 7 hours straight!). That

was when I looked on the site, and discovered most of the FAQ’s

were unfinished or based on the Japanese version. After my deep

obsession from the game, I decided to write my own FAQ- to help

all the Americans out there with their FFA games. When this is

finished, I’ll be both very proud of my work, and very bored from

sitting front of the computer all summer long. Let’s hope this FAQ

works!

(No commentary this update, I have nothing to comment on!)

======================================================================

---PART III: Thanks / Recognition---

GameFAQs      – thank you for posting this (if you do…)

My Parents    – for buying me this game for my birthday!

CuzCarl       – for helping me with the jobs and abilities, plus the 

                levels required for Critters.

Obtaining Recognition:

Please write an e-mail with the subject as “FAQ Help” or 

“FFV” or whatever, just as long as I know what you’re talking 

about. NO JUNK, PLEASE! I hate useless info, although I’ll probably

be nice to you about it… I’m 16! That’s me! Include your e-mail

address within the letter. I’ll give you absolutely FULL CREDIT

for whatever you send. I don’t skimp on the thanking! Include as

much as you can in your letter so I understand what you mean.

You may also mention mistakes in the FAQ… I’ll appreciate it.

======================================================================

---PART IV: The Characters---

BARTZ

Bartz is a traveler whose significant past seems unimportant.

he witnesses the events leading to the Tycoon Meteor incident

firsthand, which leads to his simple kind of life transforming

into his destiny to become the hero and main character of FFV.

   >BARTZ’S PERSONAL STATISTICS AND ITEMS:

    VIGOR-28  STAMINA-27  SPEED-25   Broad Sword, Leather Armor

    BATTLE POWER-3  MAGIC POWER-25   *Memento

REINA

Reina is the daughter of King Tycoon and is the royal princess.

This ambitious woman begs for a life more interesting than inside

the castle, and finds it as she meets Bartz and Galuf at the Meteor.

Her father leaves her at Tycoon Castle to find out what happened to

The wind, only to be lost in the world. Reina fights on to find her

father and to meet her true destiny.

    >REINA’S PERSONAL STATISTICS AND ITEMS:

     VIGOR-25  STAMINA-25  SPEED-25   Knife, Leather Armor

     BATTLE POWER-3  MAGIC POWER-28   *Pendant

GALUF

Galuf is the loudmouth amnesiac Bartz and Reina meet at the Tycoon

Meteor. Having absolutely no idea why he ended up there, he joins

Reina and Bartz to the Wind Shrine when he believes he was meant to

protect the Crystals. He eventually becomes a good ally and worthy

opponent for most enemies, despite his age. His true identity reveals

much more.

    >GALUF’S PERSONAL STATISTICS AND ITEMS:

     VIGOR-27  STAMINA-28  SPEED-24   Leather Armor

     BATTLE POWER-3  MAGIC POWER-24

FARIS

Being a captain of a pirate fleet, Faris believes that she must be

an extremely harsh but still friendly leader. She runs into the party

at the Pirate’s Cove north of Tycoon, and somehow feels she is meant to

join the scurvy scalliwags. Her pirate tongue gets on other’s nerves, but

her fierce fighting soon proves that she is a great ally.

    >FARIS’ PERSONAL STATISTICS AND ITEMS:**

     VIGOR-27  STAMINA-26  SPEED-27   Dirk, Leather Shield,

     BATTLE POWER-3  MAGIC POWER-26   Leather Armor

KRILE

Krile is the granddaughter of Galuf, which is revealed during a chain

of events leading to the recovery of his memory. Krile is a brave,

outgoing teenage girl who is ready to fight for any cause. She appears

to have the power to understand other beings, such as moogles. Her 

entry to your party is the result of a tragic event late in the game.

She is a worthy fighter in the battle against evil.

    >KRILE’S STATS DEPEND ON THE PARTY’S LEVELS AND POWER.

* The item listed is a rare item.

** You will receive another Pendant from Faris later.

All statistics are based on those when you first receive the character.

======================================================================

---PART V: Controls---

>Normal/In Battle

TRIANGLE: Pulls up the status screen on the map and in towns.

CIRCLE: Cancel. Hold down in towns/dungeons to run. Running enhanced

        with the Thief’s Dash ability.

X BUTTON: Confirm, talk, choose, select, etc. The main button you use.

SQUARE: Pulls up the World Map if you obtained it. Viewed on Overworld.

DIRECTIONAL PAD: Move in the direction you press, up/down menus.

L1 + R1: Escape from battle. Substituted with the Thief’s Flee ability.

START: Pause the game in battle.

L1 + L2 + R1 + R2 + SELECT + START: Soft reset. Allows for use of Memo-

                                    Save without losing it or dying. Also

                                    useful if you’re just plain lazy.

>Airship/Ships

DIRECTIONAL PAD: Move in all directions.

CIRCLE (AIRSHIP ONLY): Land the airship.

CIRCLE (OVER OCEAN (AIRSHIP ONLY)): Transform airship into sea ship.

X BUTTON (AIRSHIP ONLY): Take off in the airship.

*Land and take off in the ship by touching the ship or touching land.

>Submarine

DIRECTIONAL PAD: Move in all directions, and dock the sub.

X BUTTON: Submerge and ascend the submarine into or above the sea.

======================================================================

---PART VI: The Job System---

The Job System may be familiar to you if you’ve ever played Final

Fantasy Tactics or the first Final Fantasy. This unique and fun

system allows for full customization of your characters, but each job

has its ups and downs. For example, being a Mage increases Magic Power

dramatically, but your stamina and Attack Power are less than par.

Inversely, being a Monk increases strength and HP, but lessens MP

and Magic Power and Defense. You should greatly consider these 

different advantages and use them to balance your party. Have one

powerful magic user and another strong fighter, while the other two

are more balanced with magic and strength.

After getting that out of the way, the Job System still seems 

confusing to beginners. The abilities and everything still seem…

odd. Therefore, I’ll be as clerical as possible, and explain each job

thoroughly. Of course, if it STILL confuses you, then e-mail me.

>>>>> A. Equipping Jobs and Abilities <<<<<

Equipping jobs and abilities is actually very simple. Here’s a step-

By-step account of what you should do:

1. First, you’ll need Crystal Shards holding the certain abilities

(duh). You’ll first receive ‘em in the Wind Shrine.

2. Let’s say you want to be a Knight. Hit TRIANGLE and enter the 

main menu. The “Job” title should be in white font now. Hit X, 

and choose a character you want to be a Knight. Hit X.

3. Now a window will pop up with the different jobs available. Use

the DIRECTIONAL PAD to choose the job you want. Knight is the

first listed, so hit X twice to become a knight.

4. Now your equipment will be optimized. Change it if you need to,

and cancel out of the Equip screen with CIRCLE.

5. Now choose the Abilities heading and hit X. Choose a character.

Hit X.

6. Now you will see two slots under the picture of your character, w/

one filled with an ability (the Knight says !Guard for its Auto-

Ability). There is a list to the right. If you’ve gained abili-

ties, they’ll be listed here. Hit X twice when choosing an abili-

ty. Now it exists in your third slot on the battle menu, unless  

it isn’t a “!” ability.

Now you’ve equipped jobs and abilities, so how do you get them? Read on…

>>>>> B. Obtaining Abilities & Their Characteristics <<<<<

As you may have noticed on the Job screen and on the main menu, your 

Job is listed and underneath it’ll say, “LV 0- 0/10.” (That depends 

on the Job chosen.) Yes, that’s right, there’s MORE levels to build.

These levels are gained through Ability Points, or ABP, in battle. 

The higher your Job Level, the stronger you are with that Job and 

the more abilities you earn. (BTW, Abilities can be used with ALL 

jobs when you earn them.) ABP comes in very low numbers in battle 

early in the game, but you should still periodically stop and gain 

Job Levels if you know a big battle or event is coming soon.

There are two kinds of abilities: Battle Menu Abilities and Effect

Abilities. BMAs are signified with a “!” before their name, while 

EAs are plainly listed.

Examples:

!Red: Cast red magic in battle and otherwise.

Barefist: Attack the same as a Monk’s when unequipped.

So do you see? “Barefist” would not show up in your menu during 

battle. It’s an automatically applied ability.

>>>>> C. The Jobs <<<<<

These Jobs are listed in alphabetical order.

KEY:

AUTO ABILITY – Ability in second Battle Menu slot.

EXTRA – Additional abilities unique w/ the job that don’t require ABP.

STATUS – Status changes made when job is equipped.

LEVEL – The level you need to achieve.

ABP – ABP required to reach that level.

ABILITY GAINED/DESCRIP. – Description of ability gained at that level.

BARD

AUTO ABILITY: !Sing      EXTRA: None

STATUS: VIGOR –8  STAMINA –9  SPEED +8  MAGIC POWER +11

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             25       !Hide – Avoid getting hit, but can’t attack

  2             50      EqHarp – Equip harps w/ any job

  3            100       !Sing – Sing Magical songs learned from Minstrels

BERSERKER

AUTO ABILITY: None     EXTRA: Always Berserked

STATUS: VIGOR +21  STAMINA +25  SPEED –5  MAGIC POWER -23

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1            100        Berserk – Constant Berserk status

  2            400          EqAxe – Equip axes w/ any job

BLACK MAGE

AUTO ABILITY: !Black     EXTRA: None

STATUS: VIGOR –9  STAMINA –2  SPEED 0  MAGIC POWER +21

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10      !Black 1 – Cast L1 Black Magic 

  2             20      !Black 2 – Cast L2 Black Magic 

  3             30      !Black 3 – Cast L3 Black Magic

  4             50      !Black 4 – Cast L4 Black Magic 

  5             70      !Black 5 – Cast L5 Black Magic 

  6            100      !Black 6 – Cast L6 Black Magic 

  7            400       MP +30% - MAX MP increased 30%

BLUE MAGE

AUTO ABILITY: !Blue     EXTRA: Learn Blue Magic

STATUS: VIGOR -8  STAMINA +3  SPEED +1  MAGIC POWER +23

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10         !Check – Scan enemy HP/Weakness

  2             20       Learning – Learn Blue Magic w/o Blue Mage Job

  3             70          !Blue – Use Blue Magic abilities

  4            250          !View – Scan enemy HP/Weakness/Level/Status

CHEMIST

AUTO ABILITY: !Drink     EXTRA: 2x effect of Potions/Ethers

STATUS: VIGOR +2  STAMINA +6  SPEED +3  MAGIC POWER –4

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             15       Medicine – 2x effect of Potions/Ethers

  2             30           !Mix – Mix items into special drinks

  3             45         !Drink – Drink certain items (Drinks)

  4            135         !Recvr – Recover from all ailments

  5            405         !Rvive – Revive killed ally

DANCER

AUTO ABILITY: !Dance     EXTRA: None

STATUS: VIGOR +5  STAMINA –10  SPEED +5  MAGIC POWER –5

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             25         !Flirt – Thwart attack w/ flirtation

  2             50         !Dance – Dance Magic Dances

  3            325       EqRibbon – Equip ribbons w/ any job

GEOMANCER

AUTO ABILITY: !Earth     EXTRA: Not hurt on damage floors

STATUS: VIGOR +4  STAMINA +4  SPEED +2  MAGIC POWER +24

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             25         !Earth – Cast Nature Energy Magic

  2             50       Findhole – Can find/see trap floors

  3            100       Antitrap – Not hurt on damage floors

HUNTER

AUTO ABILITY: !Aim       EXTRA: None

STATUS: VIGOR +16  STAMINA +1  SPEED +12  MAGIC POWER –5

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             15         !Critt – Call animals to fight/aid

  2             45           !Aim – Accuracy/atk. pwr. up on next attack

  3            135          EqBow – Equip bows w/ any job

  4            405         !Sshot – Quadruple attack

KNIGHT

AUTO ABILITY: !Guard     EXTRA: Covers allies

STATUS: VIGOR +27  STAMINA +20  SPEED +1  MAGIC POWER -14

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10          Cover - Defend near-KO’ed allies

  2             30         !Guard – No damage from phys. attack

  3             50       2-Handed – Hold weapons w/ two hands 

  4            100       EqShield – Equip shields w/ any job

  5            150        EqArmor – Equip armor w/ any job

  6            350        EqSword – Equip swords w/ any job

LANCER

AUTO ABILITY: !Jump      EXTRA: None

STATUS: VIGOR +18  STAMINA +15  SPEED +5  MAGIC POWER –12

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             50          !Jump – Jump attack (2x Attack w/ Spear)

  2            150         !Lance – Drain enemy’s HP/MP

  3            400        EqLance – Equip spears w/ any job

MIMIC

AUTO ABILITY: !Mimic     EXTRA: 3 customizable Battle Menu slots

STATUS: NO EFFECT

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1            999         !Mimic – Mime preceding move/attack

MONK

AUTO ABILITY: !Kick      EXTRA: Counter/Critical atks.

STATUS: VIGOR +26  STAMINA +26  SPEED +1  MAGIC POWER -23

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             15         !Store – Charge power one turn, 2x hit

  2             30       Barefist – Same atk. pwr. as Monk w/ barefists

  3             45         !Chkra – Energy restores HP/Dark/Poison

  4             60        Counter – Counter attack when hit
  5            100        HP +10% - MAX HP increased 10%

  6            150        HP +20% - MAX HP increased 20%

  7            300        HP +30% - MAX HP increased 30%

NINJA

AUTO ABILITY: !Throw     EXTRA: 2-swords/hold two weapons

STATUS: VIGOR +15  STAMINA +3  SPEED +14  MAGIC POWER –10

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10         !Dustb – Run fast from fights

  2             30          !Twin – Create self-image to increase evade

  3             50       Firstatk – “First Strike” becomes more likely

  4            150         !Throw – Throw items/weapons to attack

  5            450       2-swords – Hold two weapons except harps/bows

RED MAGE

AUTO ABILITY: !Red       EXTRA: White/Black Magic combined

STATUS: VIGOR +8  STAMINA –6  SPEED +5  MAGIC POWER +8

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             20         !Red 1 – Cast L1 White/Black Magic

  2             40         !Red 2 – Cast L2 White/Black Magic

  3            100         !Red 3 – Cast L3 White/Black Magic

  4            999         !Redx2 – Double cast of spells

SAMURAI


AUTO ABILITY: !$toss     EXTRA: Catch attacks

STATUS: VIGOR +19  STAMINA +19  SPEED +2  MAGIC POWER –12

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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


  1             10         !Sslap – Petrify the enemy

  2             30         !$toss – Throw money to hurt foes

  3             60       Swrdgrab – Catch attacks

  4            180       EqKatana – Equip katanas w/ any job

  5            540         !Fdraw – Cleaves random enemies w/ katana

SORCERER

AUTO ABILITY: !Sword     EXTRA: Mbarrier when hurt badly

STATUS: VIGOR +14  STAMINA +14  SPEED +14  MAGIC POWER +1

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10       Magiwall – Cast Mbarrier when KO’ed

  2             20       !Sword 1 – Cast L1 Sword Magic

  3             30       !Sword 2 – Cast L2 Sword Magic

  4             50       !Sword 3 – Cast L3 Sword Magic

  5             70       !Sword 4 – Cast L4 Sword Magic

  6            100       !Sword 5 – Cast L5 Sword Magic

  7            400       !Sword 6 – Cast L6 Sword Magic

SUMMONER

AUTO ABILITY: !Summn     EXTRA: None

STATUS: VIGOR –10  STAMINA +1  SPEED –4  MAGIC POWER +23

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             15       !Summn 1 – Call L1 Summons

  2             30       !Summn 2 – Call L2 Summons

  3             45       !Summn 3 – Call L3 Summons

  4             60       !Summn 4 – Call L4 Summons

  5            100       !Summn 5 – Call L5 Summons

  6            500          !Call – Call random Summon without using MP

THIEF

AUTO ABILITY: !Steal     EXTRA: 4x Dash with Dash Button

STATUS: VIGOR +1  STAMINA +2  SPEED +16  MAGIC POWER -6

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10         Secret – Able to see hidden passages

  2             20          !Flee – Run fast from fights

  3             30           Dash – 4x Dash with Dash Button

  4             50         !Steal – Steal from enemies

  5             75        Caution – No back attacks, more first strikes

  6            150           !Mug – Steal and hit enemies

  7            300       Footwork – Quickness of the Thief

TIME MAGE

AUTO ABILITY: !Time      EXTRA: None

STATUS: VIGOR –5  STAMINA –3  SPEED +2  MAGIC POWER +24

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10        !Time 1 – Cast L1 Time Magic
  2             20        !Time 2 – Cast L2 Time Magic

  3             30        !Time 3 – Cast L3 Time Magic

  4             50        !Time 4 – Cast L4 Time Magic

  5             70        !Time 5 – Cast L5 Time Magic

  6            100        !Time 6 – Cast L6 Time Magic

  7            250          EqRod – Equip rods w/ any job

TRAINER

AUTO ABILITY: !Catch     EXTRA: None

STATUS: VIGOR +21  STAMINA +25  SPEED –5  MAGIC POWER –23

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10          !Tame – Monsters attack less

  2             50         !Cntrl – Control monsters


  3            100         EqWhip – Equip whips w/ any job

  4            300         !Catch – Catch and use monsters

WHITE MAGE

AUTO ABILITY: !White     EXTRA: None

STATUS: VIGOR –7  STAMINA 0  SPEED +1  MAGIC POWER +25

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

LEVEL          ABP          ABILITY GAINED/DESCRIP.

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

  1             10       !White 1 – Cast L1 White Magic

  2             20       !White 2 – Cast L2 White Magic

  3             30       !White 3 – Cast L3 White Magic

  4             50       !White 4 – Cast L4 White Magic

  5             70       !White 5 – Cast L5 White Magic

  6            100       !White 6 – Cast L6 White Magic

  7            300        MP +10% - MAX MP increased 10%

======================================================================

---PART VII: Spells and Abilities---

All spells are listed in their “groups,” or what spells they are 

closely related to. (Ex. Fire, Fire2, Fire3)

>>>>> WHITE MAGIC <<<<<

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

NAME         LEVEL         MP COST         DESCRIPTION

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

Cure           1              4            Recover small amount of HP

Cure2          3              9            Recover decent amount of HP

Cure3          5             27            Recover large amount of HP

Raise          3             29            Revive ally w/ small HP

Arise          6             50            Revive ally w/ all HP

Antdot         1              2            Remove poison status

Esna           4             10            Remove all status ailments

Dispel         6             12            Remove status effects

Scan           1              1            View enemy HP/Weakness/

                                           Condition

Protes         2              3            Raises physical defense

Blink          4              6            Create self-images to avoid 

                                           physical attacks

Shell          4              5            Raises magic defense

Rflect         5             15            Reflect magic spells

Mute           2              2            Restrains enemy from casting

                                           spells

Mini           2              5            Causes/Cures “Mini” status

Muddle         3              4            Confuses enemy

Bersrk         5              8            Frenzies foe into constant 

                                           physical attacks

Holy           6             20            Hugely powerful holy attack

>>>>> BLACK MAGIC <<<<<

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

NAME         LEVEL         MP COST         DESCRIPTION

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

Fire           1              4            Low power Fire attack

Fire2          3             10            Stronger Fire attack

Fire3          5             25            Powerful Fire attack

Ice            1              4            Low power Ice attack

Ice2           3             10            Stronger Ice attack

Ice3           5             25            Powerful Ice attack

Bolt           1              4            Low power Lightning attack

Bolt2          3             10            Stronger Lightning attack

Bolt3          5             25            Powerful Lightning attack

Poison         2              2            Poison enemy (grad. HP loss)

Sleep          2              3            Put foes to sleep

Toad           2              8            Causes/Cures “Toad” status

Bio            4             16            Poison enemy (fast HP loss)

Break          4             15            Petrify enemy

Doom           6             29            Kill enemy

Drain          4             13            Drain enemy HP

Asper          6              1            Drain enemy MP

Flare          6             39            Extreme element explosion

>>>>> RED MAGIC <<<<<

All Red Magic is Level 1-3 White/Black Magic.

>>>>> TIME MAGIC <<<<<

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

NAME         LEVEL         MP COST         DESCRIPTION

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

Speed          1              1            Reduces speed of battle

Return         4              1            Starts the battle over

Slow           1              3            Slows enemy battle speed

Haste          2              5            Hastens ally battle speed

Stop           3              8            Freezes enemy

Slow2          4              9            Slows all enemies

Haste2         5             15            Hastens all allies

Regen          1              3            Slowly regenerates ally HP

Mute           2              3            Prevents party from casting 

                                           spells

Float          2             10            Hover allies to avoid earth 

                                           attacks

Old            5              4            Makes enemies weak and frail

Quick          6             77            Allows for double commands

Demi           3              9            Halves enemy HP

Comet          4              7            Bombards enemy with powerful

                                           stars

Meteo          6             42            Extreme interstellar attack

X-Zone         6             20            Warp enemies out of battle 

                                           into limbo

>>>>> BLUE MAGIC <<<<<

======================================================================

NAME          MP COST          DESCRIPTION                   TAUGHT BY

======================================================================

Aero             4             Weak wind attack                Magissa

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

Aero 2          10             Mid wind attack              Fan Wizard

                                                             Gilgamesh

                                                            Galacjelly

                                                               Page 32

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

Aqua Rake       38             Water/Wind attack            Quadrharpy 

                                                             KimaBrain

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

Black Shock     27             Halves enemy level           BlackFlame

                                                                 Druid  

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

Blowfish        25             1000 HP damage                    Lamia

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

Burn Ray         5             Fire Ray attack              FlameThrow

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

Doom Claw       21             Prlyz/Critical stats          Iron Claw

                                                             Gilgamesh

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

Exploder         1             Suicide for big damage             Bomb

                                                            Byurobolos

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

Flash            7             Blind enemies                 Cool Dust

                                                                  Neon

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

GobPunch         0             Weak phys. attack                Goblin

                                                            BlakGoblin

                                                            Gobbldigoo

                                                                  Fins

                                                             Gilgamesh

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

Guardian        72             Major protection on all        Stingray

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

MagHammer        3             Halves enemy MP                  Drippy

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

Mind Blast       6             Stun/hurt enemy (?)              Stoker

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

Missile          7             HP down to 1/4          RocketLauncher*

                                                             Gilgamesh

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

Moon Flute       3             Berserk all foes                Page 32

                                                                 Harpy

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

L2 Old          11             L2 Divisible foes age        LvlTripper

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

L4 Quarter       9             L4 Divisible foes’ HP 1/4    LvlTripper

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

L5 Doom         22             L5 Divisible foes die           Page 64

                                                            LvlTripper

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

Little Song      5             Casts “Mini” on foe            MiniMage

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

Pep Up           1             Expend HP to cure ally        Water Bus

                                                            Verminator

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

Red Feast        2             Drain and absorb enemy HP    BloodSlime

                                                            Bald Money

                                                              Radiator

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

Time Slip        9             Casts Old/Sleep on foe         Traveler

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

Toad Song        5             Turns foe into toad          Archeotoad

                                                            Elf Toad**

                                                               Kornago

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

White Wind      28             Heal party w/ current HP  Fan Wizard***

                                                               Enkidoh

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

????             3             MAX HP-CURRENT HP damage       Wild Dog

                                                                  Gogo

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

*Name is uncertain – this guy’s on the Floating Ruins of Ronka.

**Enemy must be alone (all other enemies dead) to cast spell.

***Must be controlled/muddled to learn technique.

***Please note that this list of Blue Magic is VERY INCOMPLETE – it 

only has enemies I’ve fought to gain the abilities, and the abilities 

I have. PLEASE help me with the other abilities and other enemies – 

I beg you!***

>>>>> SUMMONS <<<<<

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

NAME         LEVEL         MP COST         DESCRIPTION

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

Chocobo        1              4            Weak phys. atk. (*)

Sylph          1              8            Steal enemy HP

Remora         1              2            Paralyze enemy

Shiva          2             10            Ice attack on all

Ifrit          2             11            Fire attack on all

Ramuh          2             12            Lightning attack on all

Titan          3             25            Earth attack on ground foes

Golem          3             18            Protected from phys. attacks

Shoat          3             33            Turn a foe into a statue

Carbuncl       4             45            Casts Rflect on party

Hydra          4             32            Thunderbolt attack on all

Odin           4             48            Cleaves enemies/spear attack

Phoenix        5             99            Revives ally w/ enemy HP

Leviathan      5             39            Water wave attack on all

Bahamut        5             66            Ultra nuclear attack on all

(*) – Rare attack – Fat Chocobo

>>>>> SWORD MAGIC <<<<<

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

NAME          LEVEL          MP COST          DESCRIPTION

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

Fire            1               2             Weak fire sword strength

Fire2           3               5             Mid fire sword strength

Fire3           5              15             High fire sword strength

Ice             1               2             Weak ice sword strength

Ice2            3               5             Mid ice sword strength

Ice3            5              15             High ice sword strength

Bolt            1               2             Weak bolt sword strength

Bolt2           3               5             Mid bolt sword strength

Bolt3           5              15             High bolt sword strength

Poison          2               1             Sword poisons enemies

Mute            2               1             Sword silences enemies

Sleep           2               2             Sword makes foes sleep

Break           4               8             Sword petrifies enemies

Bio             4               3             Sword plagues enemies

Drain           4               6             Sword drains enemy HP

Asper           6               1             Sword drains enemy MP

Flare           6              30             Nuclear sword strength

Holy            6              10             Holy Flame sword strength

>>>>> CRITTERS <<<<<

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

NAME            LEVEL GAINED            ATTACK DESCRIPTION

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

Lagomorph        Start With             Rabbit appears and does nothing

Squirrel         Start With             Squirrels cause small damage

Bee Swarm             6                 Bees sting with small-mid dmg.

Nightingale          11                 Birds heal from 100-600 HP

Tree Squirrel        16                 Squirrel stops enemy attacks

Falcon               21                 Falcon reduces enemy HP to 1/3

Skunk                31                 Skunk blinds/poisons all foes

Wild Boar            41                 Boar wallops foe for high dmg.

Unicorn              51                 Horse restores party’s HP/MP

>>>>> EARTH MAGIC <<<<<

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

NAME            AREA USED IN               ATTACK DESCRIPTION

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

Big Wave        River/Water                Water attack on all enemies

Branch Arrow    Forest                     Stab enemy – decent damage

Branch Spear    Forest                     Stab enemy – high damage

Desert Storm    Desert                     Earth/Wind on all enemies

Dust            Desert                     Earth/Wind/Dark on all foes

Earthquake      Field, Mountain            Earth attack on all foes

Gust            Field, Mountain, Indoors   Small wind attack on foe

Heat Sand       Desert                     Fire/Earth attack on all

Peat Bog        Swamp                      Kills all enemies

Phantom         River/Water                Small damage to an enemy

Poison Mist     Swamp                      Enemies HP to below 10

Quicksand       Desert                     Sucks in foe and kills it

Rage            Forest                     Wind/Blind on all enemies

Sonic Boom      Indoors                    Halves enemy’s HP

Stalactite      Caves                      Drops sharp rock on enemy

Stalagmite      Mountain, Caves            Crushes enemies with rocks

Tsunami         River/Water                Water attack on all enemies

Twister         Field, Mountain, Indoors   Reduces enemy to below 10 HP

Vine Hell       Forest                     Casts Slow2 on all enemies

Waterfall       River/Water                Water attack on one enemy

Whirlpool       River/Water                Kills enemy randomly

Will O’ Wisp    Indoors, Caves, Swamp      Hurt enemy – possible Muddle

Wind Slash      Field, Indoors, Caves      Wind attack on all enemies

***These are abilities I have seen. If there are any others, or these 

abilities are in more areas, please inform me!***

>>>>> SONGS <<<<<

----------------------------------|----------------------------------

NAME          DESCRIPTION         | NAME           DESCRIPTION

----------------------------------|----------------------------------

Power Song    Party’s atk. pwr. up| LVL Song       Raises party’s level

Speed Song    Casts Haste2        | Strength Song  Casts Regen on party

Love Song     Halt enemy attacks  | Tempt Song     Confuses all enemies

MP Song       Party’s mag. pwr. up| Requiem        Big damage on undead

>>>>> DANCES <<<<<

-----------------------------------|----------------------------------

NAME           DESCRIPTION         | NAME           DESCRIPTION

-----------------------------------|----------------------------------

Sword Dance    Large physical dmg. | Jitterbug      Drain HP from enemy

Wonder Waltz   Drain MP from enemy | Tempt Tango    Muddle an enemy

>>>>> CHEMISTRY <<<<<

This list is currently under construction; due to that it is very

complicated.

======================================================================

---PART VIII: Walkthrough: World One---

 ____________________________________________________________________

|                                                                    |

| >>>>> 1. TYCOON METEOR <<<<<                                       |

|                                                                    |

| Items: Phoenix Down                                                |

| Enemies: Goblin                                                    |

|____________________________________________________________________|

After watching the opening scene which sets the stage, you’ll see the

crash of a meteor near Tycoon Castle. Ride your trusty chocobo, Boko,

to the site of the crash which is northeast of your first location.

Upon your arrival, you’ll discover Princess Reina being carried away by

goblins! Finish them off quickly and save her. Name your character

(who’ll be referred to as Bartz throughout the FAQ) and find Galuf. 

When Reina and Galuf take off to the Wind Shrine, go to the bottom of 

the screen, down from the Meteor. You’ll see a chest in the trees. 

Push against the shrubs until you discover the passage leading to 

a Phoenix Down. Leave the crash site and hop onto Boko. Since you 

have no other choice, head north.

 ____________________________________________________________________

|                                                                    |

| >>>>> 2. THE QUAKING CANYON AND PIRATE’S COVE <<<<<                |

|                                                                    |

| Items: Leather Cap                                                 |

| Enemies: Goblin, Stroper, Steel Bat                                |

|____________________________________________________________________|

As you go north, an earthquake will toss you around, warning you of an

upcoming danger. Direct Boko to the north, avoiding the constant 

pitfalls. Halfway through the canyon, two goblins will ambush you, 

pitting you in a pathetically easy match. After the fight, Boko 

automatically jumps over more pits. When you reach a dead end, you’ll 

discover Galuf and Reina, barely conscious. They’ll join your party 

after a brief dialogue. Reina notes that the powerful earthquake opened

a hole in the mountainside, so head to it.

When you arrive at the cave entrance, you must bid your poor little

Chocobo adieu *sniff sniff*. Head on inside. The format of the cave is

fairly simple, so it’s far from possible to be lost. Fight the local 

enemies to gain a couple levels (try to get everyone to about level 3).

If you do decide to fight enemies, make sure you conserve your Tonics 

for emergencies.

Near the end of the cavern, you’ll see a pirate hit a switch and 

Disappear through a secret passage. Before mimicking the poor sap, grab

the Leather Cap and equip it on Galuf (he’s an unprotected old fart, 

after all ^_^). Pass on through by hitting the switch, and you’ll 

discover the Pirate’s Cove. As freaked out as you are by pirates with 

purple bandannas, continue through to the dock and discover the pirate

ship. At the rear of the boat is the wheel. Grab hold with the X 

BUTTON. At this action, the pirates ambush you! You’ll meet their 

leader, Faris, before being temporarily held in jail. “He” releases you

after “he” discovers that his pendant is similar to Reina’s. At this 

point, Faris decides to help your cause and assist you to the Wind 

Shrine.

Using the ship, direct yourself to Tule Village, compliments of Hydra,

the pet water dragon of Faris.

 _____________________________________________________________________

|                                                                     |

| >>>>> 3. TULE VILLAGE <<<<<                                         |

|                                                                     |

| Items: Tonic x2, Tent x2, Phoenix Down x2, Leather Shoes x2,        |

|       100 GP, 150 GP                                                |

|                                                                     |

| Shops: ARMOR –              WEAPONS -         ITEMS -               |

|        Leather Shield  90   Broadsword  280   Tonic  40             |

|        Leather Cap     50   Wooden Rod  200   Tent  250             |

|        Leather Armor   80   Staff       200                         |

|                                                                     |

|        MAGIC – WHITE        MAGIC – BLACK      INN -                |

|        Cure    180          Fire    150        One Night  10        |

|        Scan     80          Ice     150                             |

|        Antdot   90          Bolt    150                             |

|_____________________________________________________________________|

This small serene village is located northwest (heavy on the west) of 

Pirate’s Cove. There are many treasures for you to find around town,

including Tonics, Tents, and Phoenix Downs, so search every chest and 

every crate and barrel. Some crates and barrels are harder to find than

others, especially outside of the northern mansion. One chest that is a 

particular bugger is in the House of Learning, located on the southwest 

of town. There is a secret passage in the wall, as a man nearby tells 

you.

Tule Village is no biggie at this point in the game- just collect items 

and wander around. Faris leaves your party temporarily when you enter 

town to hang out with the other pirates. Don’t bother buying magic at 

this point- conserve your money for now. Head to the Weapon Shop and 

buy everyone Broadswords (except for Bartz). Then head to the Armor 

Shop and update everyone’s equipment. These are all necessary for your

trip to the Wind Shrine.

As you explore the village, you might enter the north mansion. Reina 

mentions a family friend that resides here, but he’s nowhere to be 

seen.

If you’re prepared, head to the Wind Shrine. Otherwise, gain everyone’s

level outside of Tule to about four. Although it’s a bit above average,

you’ll probably want it. You might want to pay a visit to the House of

Learning.

 _____________________________________________________________________

|                                                                     |

| >>>>> 4. WIND SHRINE <<<<<                                          |

|                                                                     |

| Items: Tonic x5, Tent, Staff, Broadsword, Leather Cap               |

| Enemies: BlakGoblin, Mauldwin, WhiteSnake, Money Mage               |

| BOSS: WINGRAPTER                                                    |

|_____________________________________________________________________|

The Wind Shrine is to the far north of Tule Village, nestled within a 

Forest surrounded by mountains. When you head in, go up, to the left, 

and down to meet the followers of King Tycoon (who you might recall 

flew off during the beginning scene. One of the followers provides you 

with a healthy amount of Tonics, while the others give you information

on King Tycoon’s whereabouts. Use the Pot of Recovery against the south

wall to recover your health and status. Now that you’re prepared, head

up the northeast stairs.

The path to the Wind Crystal is fairly simple, so you should have 

little difficulty in navigating the Wind Shrine. On the second level 

you’ll see a pillar of light. These are Save Points, located in many 

dungeons. USE THEM OFTEN!!! Don’t attempt to fight a boss without 

saving! One particular reason to do this is also because of the 

BlakGoblins wandering about. Their super-powerful GobPunch will take 

away nearly 200 HP! At this point in the game, you shouldn’t be 

worrying about being walloped, so be cautioned.

Pick up the treasures, and when you reach the top, prepare for a big 

battle!

 ____________________________________________________________________

/                                                                    \

|BOSS FIGHT: WINGRAPTER       About 250 HP     LV ?     No Weakness  |

|--------------------------------------------------------------------|

| Your first boss fight against this maniacal eagle can be tough if  |

| you’re not at Level 4. If you’ve properly equipped your party mem- |

| bers with Broadswords and Leather Armor, this isn’t a big chall-   |

| enge. Just constantly whack the poor sap with your swords and this |

| bird will be down in a minute. The only threat to your survival is |

| the Air Wing attack, which hits your whole party. Heal up with     |

| Tonics, and you’ll win.                                            |

\____________________________________________________________________/

After the fight against the Wingrapter, you’ll see a small sequence 

Involving Reina and her father. After the sequence, you’ll learn of 

your party’s destiny and you’ll receive the first Crystal Shards. Don’t

assign jobs just yet.

When you pick up all of the shards, leave through a shining portal in

the back of the Crystal Shrine.

 ____________________________________________________________________

|                                                                    |

| >>>>> 5. RETURN TO TULE <<<<<                                      |

|                                                                    |

| Items: listed above, Canal Key                                     |

| Shops: listed above                                                |

|____________________________________________________________________|

Sail Faris’ ship back to Tule Village. When you arrive, make a trip 

Back to the House of Learning, just to catch up on Jobs and Abilities.

You also might want to stop in to the local pub. There, after a 

brief... uh, fling with the dancers, you’ll be able to hop up on stage

and play the piano. Although this seems completely pointless, you’ll 

figure out its purpose later.

If you assign jobs, make a White Mage, Black Mage, Knight, and Monk. 

This is a fairly balanced party at this point, and you’ll discover the

Purpose of it soon, after you gain levels outside of Tule. Your next 

Destination should be the Weapon Shop- purchase a Staff for a White 

Mage and a Wooden Rod for a Black Mage. A Monk needs no weapons, but

save an extra Broadsword. You’ll want it if you decide to become a Blue

Mage.

After those purchases are made, buy some Magic at the Magic Shop. These

basic spells are your only decent offensive power for mages. When you

finally complete the transactions, head to the northern mansion.

If you bothered to stop by here earlier, you would have found out that

Reina’s friend resided here. Although he wasn’t home before, he has now

returned to greet his dear friend. His name is Zok, a dear friend to 

the Tycoon family. When he hears of your quest to save the crystals, he

fears for Reina’s life. He suggests you spend the night before making 

any harsh actions.

During the night, Bartz wakes up and finds Zok. Zok knows that there is

Nothing he can do to prevent Reina from protecting the crystals and 

finding her father, so he hands Bartz the Canal Key, which opens the 

gate to the Torna Canal. There, our heroes can head to the kingdom of 

Walz and protect the Water Crystal.

In the morning, Bartz and Galuf make quite a discovery about Faris 

(who, apparently, sleeps in the nude for the guys to find this out). 

After the shock, you are free to go to Torna Canal. But are you?

 ____________________________________________________________________

|                                                                    |

| >>>>> 6. NAVIGATING THE TORNA CANAL <<<<<                          |

|                                                                    |

| Enemies: Cybis, Fins, Soccer, Thunderpit                           |

| BOSS: KARL BOSS                                                    |

|____________________________________________________________________|

Before heading to the Canal, wander outside of Tule and gain your 

levels. Get your characters’ current jobs up to level 1, and have your

experience level at about 6. This Canal is not a cakewalk, for the 

resident monsters could make guano out of you. Also, you may decide to 

create a Blue Mage periodically. Outside of Tule Village are Goblins, 

which can teach you your first Blue Magic, GobPunch. As sucky as it is,

it doesn’t cost any MP, and it has a constant attack power, no matter 

what row your character is in.

After gaining all of those abilities, head east from Tule to the mouth 

of the canal. Sail up to the gate and you will automatically use the 

Canal Key. The rest of the Torna Canal is straightforward. The enemies

may prove tough on this trip, so bring plenty of Tonics to conserve

your White Mage’s MP.

Near the end of the canal, a whirlpool will form. Out pops your biggest

challenge so far: Karl Boss.

 ____________________________________________________________________

/                                                                    \

| BOSS FIGHT: KARL BOSS       650 HP     LV 5     Weak vs. Lightning |

|--------------------------------------------------------------------|

| This fight puts up more of a challenge than the Wingrapter. Karl   |

| Boss’ attacks are much more lethal, and he is much quicker. To     |

| quickly tame the lobster, use your Black Mage’s Bolt spell. A      |

| Knight and Monk can also tame the beast with powerful attacks.     |

| Karl Boss will constantly counterattack with his Tail Screw,       |

| which removes a lot of HP and paralyzes a party member. The best   |

| way to win is to attack quickly and ferociously. Use a W. Mage’s   |

| Cure spell to heal your wounds. When the fight is over with, you   |

| will receive an always-helpful Tent.                               |

\____________________________________________________________________/

When the fight ends, the whirlpool still exists. It quickly sucks in

Hydra, who has been sailing your ship all along. After Hydra’s demise,

the ship will also tumble into the waters below.

 ____________________________________________________________________

|                                                                    |

| >>>>> 7. SHIP GRAVEYARD <<<<<                                      |

|                                                                    |

| Items: Tonic, Antidote x2, Phoenix Down x2, Tent, Flail, 990 GP    |

| Rare Items: World Map                                              |

| Enemies: CrystlSlug, LumbrBeast, Psychohead, Skeleton              |

| BOSS: SIREN                                                        |

|____________________________________________________________________|

After the whirlpool incident, your party will awaken on the ship, dazed

and confused. You’ll discover that the ship has landed in the distant

Ship Graveyard, far to the northeast. Finding your way out of this mess

can be quite troublesome.

Make sure you gain levels until your party is at level 8-9. The 

upcoming enemies and boss are no cinch. To navigate through the ship 

graveyard, you are going to need to find rocks and switches that you 

can hop onto or across. You are also going to need to wade through some

water-logged areas to reach the exit.

The two most important items within the Ship Graveyard are the Flail 

And the World Map. The Flail is a powerful weapon available for a White

Mage, and it is meant to be used in the back row, where White Mages 

belong. The World Map provides your location and the location of 

important areas by pressing SQUARE on the Overworld. To reach the 

Flail, find your way through the second ship and to the bow of the 

ship. On the mast of the bow, hop over to the rocks in the water and 

work your way to the lone chest.

The World Map is much easier to find. From the second ship, jump to the

floating planks on the right (YOUR right) and go to the entrance room 

of the third ship. In the small cabin is the chest containing the Map.

At one point in the graveyard, you’ll discover a cabin containing four 

Beds. You can rest here and regain your health. You also make another 

Discovery about Faris that Bartz and Galuf knew about previously: Faris

is really a WOMAN! Faris explains her “clever” disguise, and mentions 

that it’s no biggie. Then again, finding out there’s a transvestite in 

your party IS a bit strange...

Do your best to discover all of the chests; they are quite simple to 

find. When you reach the final ship, prepare your party before stone-

hopping. Make two White Mages, a Monk, and a Black Mage. When you do 

jump over to the cave, an otherworldly woman appears and prepares to 

defeat your team!

 _____________________________________________________________________

/                                                                     \

| BOSS FIGHT: SIREN           900 HP     LV 2     Weak vs. Holy/Cure  |

|---------------------------------------------------------------------|

| Siren has a schizophrenic thing going on: she’ll transform into the |

| woman as she appears, and periodically turns into a zombie. When    |

| she becomes a woman, she’ll heal herself, so you must hurt her hard |

| enough so she can’t do it. When Siren is in her woman form, pound   |

| her with physical attacks from the Monk (the Charge ability helps)  |

| and use the Black Mage’s elemental spells. When she becomes a zom-  |

| bie, use the White Mages’ Cure spells to pound her into submission. |

| When you emerge victorious, you can win both Bronze Armor and a     |

| Bronze Shield.                                                      |

\_____________________________________________________________________/

Siren’s defeat opens the exit to the Ship Graveyard. Make haste and get

the heck outta that place!

 _____________________________________________________________________

|                                                                     |

| >>>>> 8. TOWN OF KERWIN <<<<<                                       |

|                                                                     |

| Items: Antidote, 1000 GP, Ice Rod                                   |

|                                                                     |

| Shops: ARMOR -              WEAPONS -           ITEMS -             |

|        Bronze Shield  290   Dirk        300     Tonic          40   |

|        Bronze Helmet  250   Long Sword  480     Antidote       30   |

|        Bronze Armor   400   Wooden Rod  200     Eye Drop       20   |

|        Bronze Plate   350   Staff       200     Maiden’s Kiss  60   |

|        Cotton Robe    300                       Cornucopia     50   |

|                                                 Soft          150   |

|        MAGIC – WHITE        MAGIC – BLACK       Phoenix Down 1000   |

|        Cure    180          Fire    150         Tent          250   |

|        Antdot   90          Ice     150                             |

|        Mute    280          Bolt    150          INN-               |

|        Protes  280          Sleep   300          One Night   10     |

|_____________________________________________________________________|

Aah, Kerwin- the distant port village with very questionable music. 

Kerwin is basically east then far south of the Ship Graveyard. Upon your

arrival, invest in new equipment and spells, and stock up on the new 

protective items. Don’t buy a Wooden Rod, because you’re not going to 

need one.

The residents of Kerwin speak of the kingdom of Walz to the south, and

mention that most of the country’s prosperity is due to the Water 

Crystal. Others tell of a dragon that landed atop the mountain through 

the forest to the north. A man on the second floor of the pub describes

the dragon, and Reina concludes that the dragon is the one her father 

owned. When the man also mentions that dragons go there to heal among 

the Dragon Grass, Reina wants to find the dragon in a hurry.

Before you scuttle off to the Northern Mountain, search the crates and

barrels around town to discover an Antidote and 1000 GP. To discover a

powerful Ice Rod for a Black Mage, head under the bridge to the right 

of the Inn and turn right, then down. In a crate, you’ll discover the 

rod. (That’s why you didn’t need the Wooden Rod!) Oh, don’t forget to 

stop into the Pub and play the piano.

Exit Kerwin and build your characters to level 11, then head north 

Through the great forest and finally to the Northern Mountain.

(Just to mention this now: your characters should be at level 3 with 

one job at this point, and possibly learning another job.)

 _____________________________________________________________________

|                                                                     |

| >>>>> 9. THE NORTHERN MOUNTAIN <<<<<                                |

|                                                                     |

| Items: Phoenix Down, Soft                                           |

| Enemies: Cockataur, Ghilacat, Rockcutter, Stone                     |

| BOSSES: MAGISSA & FALTZER                                           |

|_____________________________________________________________________|

The Northern Mountain is VERY straightforward, and nearly impossible to

get lost on. The enemies here aren’t that tough either. Your only major

concern is the purple grass growing on the mountain. One step on it, 

and your whole party is poisoned! To counteract the lethal plants, use

Antidotes or cast Antdot. Heck, just don’t step on it at all!

In the first cavern are two chests, one containing a Phoenix Down and 

The other containing a Soft. The Soft can be handy here, since the 

Cockatuars have the ability to turn a party member into stone.

At the final stretch of the mountain before the summit, an arrow flings

forward and shoots Reina. She becomes poisoned, and before you can heal

her, the archer begins her attack.

 _____________________________________________________________________

/                                                                     \

| BOSS FIGHT: MAGISSA         650 HP     LV 8     No weaknesses       |

|             FALTZER         850 HP     LV 8     No weaknesses       |

|---------------------------------------------------------------------|

| During this fight, your best bets are characters with strong attack |

| power, or characters with the Monk’s Barefist ability. You also     |

| might want a Blue Mage in your party to learn Magissa’s Aero spell. |

| Do your best to defeat Magissa in a hurry, or she’ll call upon her  |

| personal summoned beast, Faltzer, who proves to be quite a bit more |

| challenging. Any spell can damage these two goons, so blast them    |

| with all you got. Counter any poisonous attacks with Antdot or an   |

| Antidote. When the battle is finished, you’ll be rewarded with a    |

| Power Drink and a Whip, which are both pretty useless at this point.|

\_____________________________________________________________________/

After the battle, head up to the summit of the mountain, where you 

Discover King Tycoon’s dragon lying among the Dragon Grass. To assist 

it in healing, Reina picks some grass and feeds it to the dragon. 

Unfortunately, since Dragon Grass is poisonous to human beings, she is

poisoned. The dragon heals her (somehow), and allows the party to ride

on it. Now you can reach Walz!

Of course, everybody in Tycoon must be worried sick about their 

precious princess. Right now, you can either head southeast to Tycoon 

Castle, or continue on your quest and go to the Kingdom of Walz to 

the south.

 _____________________________________________________________________

|                                                                     |

| >>>>> 10. REUNION IN TYCOON <<<<< (OPTIONAL)                        |

|                                                                     |

| Items: Potion, Ether x2, Elixir x2, Phoenix Down, Maiden’s Kiss,    |

|        Cottage, Shuriken, Monster Bell, Katana, Healing Staff       |

|_____________________________________________________________________|

Tycoon Castle is pretty easy to reach. Head south from Kerwin, then 

east from Walz. You’ll find a familiar strip of land that leads to the

cave of the Pirate’s Cove. Head south from there, fly east, then fly

north over the meteor and land in front of Tycoon Castle.

When you arrive in Tycoon, the Chancellor will greet your party with 

open arms. He insists you stay the night, which the party agrees to. 

During the night, Faris and Reina wake up and have a strange 

conversation about who they are (no more spoilers!). In the morning, 

walk around the castle and talk to the residents, who spill clues about

your survival and another meteor crash to the far northeast. 

Your main priority is to gather the many useful items scattered around

the castle. Most everything is hidden in the barrels and pots around 

the castle. All of the weapons, on the other hand, are in the Royal 

Armory. From the main courtyard, head up and left through a narrow 

passageway leading to a door. Inside the small room, press the switch

in the wall and enter the secret passage. You can feel your way around

the path, or make a party member a Thief or have the Thief’s Secret 

ability equipped to see the path clearly. Collect the items in the 

armory, and the Chancellor, who’s standing in the armory, will hand you

the Healing Staff (which you don’t know you have until you check your 

inventory).

After you have all of the items, head back to Walz.

 _____________________________________________________________________

|                                                                     |

| >>>>> 11. THE KINGDOM OF WALZ <<<<<                                 |

|                                                                     |

| Items: (In Town) SilvrGlasses                                       |

|        (In Castle) Tent, 1000 GP x2, Elf Cloak, “Speed” Time Magic  |

| Enemies: Harpy                                                      |

|                                                                     |

| Shops: ARMOR -              WEAPONS -          ITEMS -              |

|        Iron Shield   390    Battle Ax   650    Tonic          50    |

|        Iron Helmet   350    Long Sword  480    Antidote       30    |

|        Iron Armor    500    Dirk        300    Eye Drop       20    |

|        Kung-fu Suit  450                       Maiden’s Kiss  60    |

|        Cotton Robe   300                       Cornucopia     50    |

|                                                Soft          150    |

|        MAGIC – TIME         MAGIC – SUMMON     Phoenix Down 1000    |

|        Slow    80           Chocobo  300       Tent          250    |

|        Regen   100          Sylph    350                            |

|        Mute    320          Remora   250       INN -                |

|        Haste   320                             One Night   20       |

|_____________________________________________________________________|

No matter what direction you came from, enter the Town of Walz first. 

There you can upgrade equipment (which will be needed) and stock up on

healing items, but don’t bother with the magic, since you won’t gain 

the jobs to cast them until you reach the Tower of Walz.

In the town, you’ll discover that all the crystals’ powers come from

amplifier machines attached to their base. These amplifiers seem to be

the cause of the shattering, so it’s time to head to the castle and 

stop the king.

Before you head off, find the SilvrGlasses in the eastern building. 

This relic prevents whoever equips them from being blind.

At the castle, confront the King of Walz in the throne room. He insists

that another shattering is impossible to take place, so it seems that

your efforts have been futile. Suddenly, a meteor rocks the castle, and

the crash site is to the north, near the Tower of Walz, where the 

crystal rests. Before you can even examine the site, a soldier tells 

you that a beast by the name of Garula has stormed the Tower! You may 

have met Garula in the southeast corner of the town, and the ugly beast

has gone haywire for no apparent reason. After the king departs, pick 

up the various treasures scattered around the castle.

You might end up in the Walz Prison in the basement. Whatever you do,

DO NOT release Lone Wolf! The notorious pickpocket will remove a

weapon from a chest later in the game, which is pretty valuable to you.

Also, you may trap yourself in his jail cell! If that happens, just

wait it out- the door eventually opens.

You may want to head into the castle storage basement, and although it

holds a decent amount of cash and the “Speed” spell, the resident foe

is a mighty pain in the butt- the Harpy. This fella ALWAYS catches you

in a back attack, has high evade, and VERY lethal physical attacks.

He can also blast your team with Moon Flute, which berserks them all.

Worst, it takes FOREVER to run from the fight, let alone BEAT him. I

don’t suggest fighting him until you’re at level 25, and you have a

Blue Mage in your party to learn Moon Flute.

After leaving Walz, build your party to level 15. You now have another

optional quest: the Walz Water Tower. Climb through a door on the east

side of the castle into the 2F moat, and run to the back. Enter the 

center of the tall waterfall to enter the tower.

If you don’t want to do this difficult quest yet, go north from the 

Kingdom and head east to the peninsula and enter the Tower of Walz.

 _____________________________________________________________________

|                                                                     |

| >>>>> 12. WALZ WATER TOWER <<<<< (OPTIONAL)                         |

|                                                                     |

| Enemies: Elf Toad, IceSoldier                                       |

| BOSSES: SHIVA & THE ICE COMMANDERS                                  |

|_____________________________________________________________________|

Heh... Shiva and the Ice Commanders... sounds like some forgotten hair

band. (Snicker) Anyway, the Walz Water Tower is a great place to build

levels. All of the enemies are worthy opponents, and can be beaten in

an instant by any Fire magic. You can stock up on the GP and EXP here.

If you want to learn Toad Song, which makes your life much easier in

the Tower of Walz, Get into a fight with a group of Elf Toads and leave

one of them standing. This putrid pond-hopper will cast Toad Song on a

random party member, so you might want everyone to be a Blue Mage when

fighting it.

The Water Tower basically goes straight up, so you’ll have problem 

getting to the top. In the top room, a flickering flame surrounded by 

a green orb rests. If you believe you’re prepared, talk to the flame, 

but otherwise, you should wait until you have Fire2, Ifrit, or a Fire 

Skill for a Ninja.

 _____________________________________________________________________

/                                                                     \

| OPTIONAL    SHIVA           1500 HP     LV 11     Weak vs. Fire     |

| BOSS FIGHT: ICE COMMANDERS  ???? HP     LV ??     Weak vs. Fire     |

|---------------------------------------------------------------------|

| This fight can prove to be your biggest challenge yet. This is a    |

| very difficult battle with Fire2, since the Ice Commanders have a   |

| large amount of HP. Your best bet without Fire2 is quickly attack-  |

| ing with powerful physical attacks by Monks, having a Black Mage    |

| cast Fire, and using a White Mage to heal your wounds. The fight    |

| is still hard nonetheless, because Shiva can make you a Popsicle    |

| by casting her powerful Ice2 spell. If don’t react quickly to her   |

| spells, your party is as good as done. If you DO have Fire2, Ifrit, |

| or a Ninja with a Fire Skill, use these abilities quickly to remove |

| the Ice Commanders. Without their assistance, Shiva is much more    |

| vulnerable. When you succeed, you’ll receive the powerful “Shiva”   |

| Summon Magic.                                                       |

\_____________________________________________________________________/

To escape the Water Tower quickly, head to the bottom of the highest 

room, and you’ll drop down in the waterfall into the 2F moat.

 _____________________________________________________________________

|                                                                     |

| >>>>> 13. THE TOWER OF WALZ <<<<<                                   |

|                                                                     |

| Items: Maiden’s Kiss, Ether, Silk Robe, SilvrArmBand                |

| Enemies: Elf Toad, IceSoldier, Y Burn, Paddlethru, RicardMage       |

| BOSS: GARULA                                                        |

|_____________________________________________________________________|

If you walked to the Tower of Walz, you may have noticed that there are

lots of Garulas to fight. Strangely, they just sit there. It appears

that the Garula at the top of the tower must have something strange

affecting its mind.

When you enter the tower, you’ll see the king’s guards on the ground

injured. They explain that something is controlling Garula’s mind, and

the King went on ahead to stop the hairy elephant.

The tower seems easy to navigate, but there are little secret passages

scattered around the building. You may notice some vines growing on 

some of the walls. Climb these to reach secret rooms and collect some 

items, like the Silk Robe.

You’ll eventually run into the hurt king, who explains that Garula is 

on its way to the Crystal Room! You must hurry! If you’ve collected all

of the treasures, save your game, then go to the top room and fight 

Garula.

 _____________________________________________________________________

/                                                                     \

| BOSS FIGHT: GARULA          1200 HP     LV 3     No weaknesses      |

|---------------------------------------------------------------------|

| Your first move should be to cast “Protes” on your party members.   |

| Garula can be a nasty Snuffalufagus (anyone watch Sesame Street?),  |

| and her Charge attack is her strongest attack, so you’ll need pro-  |

| per protection. If you have Knights in your party, they can protect |

| your Mages with their Guard ability. Whip out your most powerful    |

| physical and magical attacks, and cure yourself when necessary. If  |

| you bothered to learn Toad Song, it can actually transform Garula   |

| into a toad, which greatly reduces her power. In this form, the     |

| fight becomes much easier, but she can also easily cure herself, so |

| be quick on your attacks. When the hairy elephant finally gives out,|

| you’ll receive a useful Potion.                                     |

\_____________________________________________________________________/

After Garula’s defeat, you’ll discover she was under the influence of

some unknown evil force. Even though Garula is down, though, the

room quakes, and the crystal shatters! Pick up the stray shards, which

include the Time Mage, Summoner, Red Mage, Sorcerer, and Berserker 

jobs. You may notice a Crystal Shard on a perch near the back of the 

room. When you find you can’t reach it, don’t fret. You aren’t supposed

to get this crystal until much, much later into the game.

When you’ve picked up all of the possible items, the waters of the 

ocean begin to become restless. Since the crystal has broken apart,

the waters are not easy to control any more. The waves then wash over

the plain where the Tower of Walz stands, and everything begins to

submerge. With no luck in sight for your party, it seems there is no

action that can stop your terrible end.

But wait! Not all hope is lost. It seems that Hydra survived the whirl-

pool incident in the Torna Canal. With his last ounce of strength, he

carries your party safely to shore, only to depart shortly after. Now

is your sad moment. :( Okay, happy again! ^_^ Although Hydra is finally

dead, you will meet again...

 _____________________________________________________________________

|                                                                     |

| >>>>> 14. TO A NEW LAND <<<<<                                       |

|                                                                     |

| Items and Enemies: same as KINGDOM OF WALZ                          |

|_____________________________________________________________________|

From the shore where Hydra carried you to, ride your dragon back to the

Castle of Walz. There, you can find the king resting in bed. He knows

that the crystal amplifier must have been the cause of the shattered

crystal, so you must stop the Fire Crystal in Karnak, a western 

country, from making the same mistake. The king notes that the only way

to reach Karnak is through the meteor to the north. According to one of

the royal guards, Karnakian soldiers have appeared climbing out of the

meteor, claiming there is a warp between the two.

If you’re at level 16, stock up, buy spells, get the best equipment

available, then take off! When you reach the meteor, climb onto the

warp tile, and you’ll spin to the edge of the Karnak continent.

 _____________________________________________________________________

|                                                                     |

| >>>>> 15. KARNAK TOWN <<<<<                                         |

|                                                                     |

| Items: Fire Rod                                                     |

|                                                                     |

| Shops: ARMOR -               WEAPONS -            ITEMS -           |

|        Mythril Shield  590   Mythril Knife  450   Tonic          40 |

|        Mythril Helmet  550   Mythril Sword  880   Antidote       30 |

|        Plumed Hat      350   Mythril Hammer 1050  Eye Drop       20 |

|        Mythril Armor   700   Fire Rod       750   Maiden’s Kiss  60 |

|        Silver Plate    600   Ice Rod        750   Cornucopia     50 |

|        Silk Robe       500   Lightning Rod  750   Soft          150 |

|        Mythril Glove   600   Flail          750   Phoenix Down 1000 |

|        Silver Armband  500                        Tent          250 |

|                                                                     |

|        MAGIC – TIME          MAGIC – WHITE        MAGIC – BLACK     |

|        Demi    620           Cure2   620          Fire2   600       |

|        Stop    580           Raise   700          Ice2    600       |

|        Haste   320           Muddle  650          Bolt2   600       |

|        Mute    320           Protes  280          Poison  290       |

|        Slow     80           Cure    180          Sleep   300       |

|        Regen   100           Scan     80          Fire    150       |

|                              Antdot   90          Ice     150       |

|        INN -                                      Bolt    150       |

|        One Night  20                                                |

|_____________________________________________________________________|

Geez, that list took forever! You never realize how BORING making a

walkthrough is until you play the game for an hour to find out prices,

write them down in a notebook, and have to format it correctly! OK,

just wanted to have a fuming moment. ^_^

From where you warped to, head north along the mountain range to the

forest, turn west toward the other mountains, then south through the

remainder of the forest. Don’t enter the castle quite yet, because 

there are more important things to do in town.

The first thing you should do when you enter the town is head to the

local pub. Play the piano for old time’s sake. You can also speak to

all of the local drinkers and find out why the city is constantly in

flames. Apparently, the Fire Crystal is used to power a ship called the

Fire Ship. Since the amplifier is used to increase the crystal’s power

to fuel the ship, the flames it creates become more severe.

You can also notice that the staircase in the upper right corner of

town is blocked off by the numerous flames. You can return here after

your quest to the Fire Ship and go around the wall to find a Fire Rod

in one of the barrels.

Some residents will mention that the inventor of the crystal ampli-

fiers, Cid, has been tossed in the Karnak Castle Prison. Since the

locals have heard about the shattering of the crystals, they believe

that Cid is completely to blame.

Now that you have all of that information under your belt, you might

want to stop by the Item or Weapon Shop. But, the second you exit the

purchasing menu, a resident will call for the soldiers to arrest you!

It seems that monsters from Walz have crawled out of the meteor also,

and you’re blamed of being a monster too! You are promptly carried away

into the prison.

 _____________________________________________________________________

|                                                                     |

| >>>>> 16. JAILED WITH THE INVENTOR <<<<<                            |

|                                                                     |

| No items or enemies                                                 |

|_____________________________________________________________________|

You are thrown into a jail cell next to a man with funky hair and a 

strange mustache. Although it seems like nothing is going to happen

while you sit in your damp, dark cell, the man soon blasts through your

wall using some handy gunpowder. (It seems that people didn’t have

their belongings confiscated in the medieval days.) The man reveals

that he is the one and only Cid. Soon after his introduction, the

Chancellor comes and informs Cid that he is not to blame for the

crystals, but they are still shattering. Cid believes that something

within the Fire Ship is the cause of the destruction, and asks for your

assistance. Bartz and the team agree with pleasure.

Now that you are released from prison, you are free to roam the castle

and find some information on the Fire Ship. Unfortunately, all of the

treasures are blocked off by the impending flames, so you can’t reach

them yet.

You can also find out that the Queen has left the castle and is looking

for the cause of the destruction herself. There’s no doubt that foul

play is incorporated into the scam.

Head back to town and really stock up, build job levels, and head to

the Fire Ship when you are ready. If you are low on HP, head to the Inn

before leaving.

You can leave the Fire Ship at your leisure, so don’t think it’ll sail

off while you’re still in it. Also, now is a GREAT time to go do the

Optional Quest in the Walz Water Tower since you are more powerful and

have better healing and attack spells. Shiva will come in mighty handy

while going to the ship.

 _____________________________________________________________________

|                                                                     |

| >>>>> 17. THE FIRE SHIP <<<<<                                       |

|                                                                     |

| Items: Elixir x3, Phoenix Down, Cottage, Green Beret, Moonring,     |

|        Mythril Glove, Thief’s Glove                                 |

| Enemies: Defeater, Cool Dust, Poltergeist, Mottletrap               |

| BOSS: LIQUID FLAME                                                  |

|_____________________________________________________________________|

As you climb onto the deck of the Fire Ship, you’ll be greeted by Cid.

He informs you that something below the deck is causing the Fire Crys-

tal to go haywire. If the source of the violent eruptions continues to

wreak havoc, then the Fire Crystal will surely shatter.

The Fire Ship is an intricate puzzle of shafts and ducts. It’s a safe

bet to constantly save every few rooms by going back outside. Draw a

map if you must to work through the ducts.

Within the belly of the ship is the Queen herself. Cid tells you to

find her, because she went below quite a long time ago. Properly suit

your party up, and head into the metallic maze.

The first area of rooms is easy to navigate. Pick up the items in the

small rooms as necessary, and take the southwest stairs up to the next

level. Pick up the Mythril Glove on the high platform. Head back down

to the first level and head to the back of the room. Take the elevator

up to the next level.

Grab the Phoenix Down from the nearby chest, and head up to the next

elevator. Take the door near the back down to a room where there is

a door leading down stairs, two doors below, and a chest beyond a 

conveyor belt. Climb into the duct on the left and work your way 

around. When you pop out, enter the door straight ahead and go up that

elevator.

You should now be in a room, coming out of the left door, where three

doors are lined up and a room of conveyor belts lies behind four more

doors. Ignore the doors next to you, and enter the door on the bottom

row that is the second from the right. When you land, you can open the

chest containing the Thief’s Glove, which increases the ability to

steal from enemies. Go over the conveyor belt, back around the duct,

and back up the elevator.

You can now enter the two doors on the side of the elevator, where

there are a few items (which have no particular importance). You can

decide for yourself and collect the items, but they aren’t necessary.

You can easily reorient yourself from the treasures’ locations.

This time when you enter the room, enter the door closest to the right.

When you land on the area below, go up the stairs in the upper-right

corner. In the new area, flick the switch and enter the door that 

opens. Grab the Moonring from the chest and go back to the area where

you landed. Now enter the door that is down and left from the stairs.

In here, there is a door across a conveyor belt and another door on the

left. The conveyor belt door comes from one of the unimportant treasure

rooms. Enter the door on the left and use a Tent and Save on the Save

Point inside. In the next room is a set of switches with grated floors.

From the entrance, go up and flick the first switch. You’ll move up.

Now hit the switch against the wall above. Go back down to the leftmost

grated floor and hit the switch on the left. On the right side, hit the

switches. Now go down and hit the switch next to the big platform. You

should end up near the upper left corner of the room. Grab the Elixir

out of the chest.

Now, before entering the Power Room, make sure that you have the

Thief’s Glove, the Mythril Glove, and the Moonring. You might also want

to learn Flash from the Cool Dust enemies. Make at least two Black

Mages with the ability to cast Ice2, a White Mage for curing, a strong

physical fighter, and someone who can summon Shiva. Now enter the door.

Now you are in the Power Room. When you enter, you’ll discover the

Queen tampering with the engine. Your party discovers that she is under

control by some dark force, just like Garula was. Before the party can

react, the empress unleashes her fiery pet, the Liquid Flame.

 _____________________________________________________________________

/                                                                     \

| BOSS FIGHT: LIQUID FLAME    3000 HP     LV 19     Weak vs. Ice      |

|---------------------------------------------------------------------|

| This boss fight is certainly your hardest boss fight yet. If you    |

| don’t have Ice2, you’re pretty screwed. :) When the Liquid Flame is |

| in man form, he’ll slam your party with his Blaze attack. Retaliate |

| with Cure2 and hit him with your most powerful Ice attacks. Shiva   |

| is a wonder here. When the Liquid Flame transforms into a tornado,  |

| he’ll cure himself with Fire2. Do your best to avoid Fire attacks   |

| against him, including the Fire Rod, and hit him with all you got.  |

| you can also attempt to heal yourself with the Healing Staff if the |

| party gets low in MP, but I always mistakenly hit the bad guy with  |

| it. :P Attack with a simple pattern: Hit, heal, hit, heal, etc.     |

| Your victory is awarded with a Fire Skill.                          |

\_____________________________________________________________________/

After the exhausting battle, the Queen collapses when the evil leaves

her body. With her aside, run into the Crystal Room behind the engines.

Inside, you’ll discover one of the guards- and he’s taken over too!

With his last power, he destroys the Fire Crystal. Now that the crystal

has shattered, the boat has nothing to do- therefore, it’ll blow the

heck up! As it seems that your party is finished (yet AGAIN), Galuf’s

old friend Wolf shows up. He tries to restore Galuf’s memory, which

slightly succeeds (no spoilers here). He informs the party that Karnak

Castle has no kind of balance anymore, so it, too, will explode. Your

mission: get out of it when you can! Although it seems that you can’t

get to the castle, Wolf creates a passage and sacrifices himself for

your cause. Now get prepared, because this is gonna be a wild ride!

 _____________________________________________________________________

|                                                                     |

| >>>>> 18. THE DESTRUCTIVE ESCAPE <<<<<                              |

|                                                                     |

| Items: Elixir x5, Shuriken, Lightning Skill, Hunting Knife,         |

|        2000 GP x2, Elf Cloak, Ribbon, “Esna” White Magic            |

| Enemies: All from Fire Ship and Outside of Karnak, Genie Man (?)    |

| BOSS: SARGEANT/IRON CLAW                                            |

|_____________________________________________________________________|

**Hey, if anyone knows the name of the genie men that pop out of chests

and cast Aero and Aero 2, please tell me their name!**

--------This part of the walkthrough continued next update... 

======================================================================

---PART IX: Plans and Credits---

Future Plans:

P-Finish the Walkthrough, which shouldn’t take too long.

 -Get all of the Blue Magic.

 -Reformat the FAQ if too many people complain about it.

 -An item list, weapon list, and armor/relic list.

P-An FAQ section for reader questions.

P-Find some more info on enemies in Karnak Castle!

 -Possibly create some GIF maps to help with the FAQ.

P-Create a separate Optional Quests section.

 -Possibly put the FAQ/Walkthrough in ZIP format.

P = Priority

Credits:

Myself (Spektre) - Walkthrough, items, jobs, controls, etc.

CuzCarl          - Abilities (some) and jobs (some)

======================================================================


---PART X: Epilogue---

Wow, these things take longer to write than I thought! Well, I’ve 

enjoyed making this very much, and I hope you put good use to it,

but frankly, I doubt I’ll ever make another Walkthrough again. I

just assumed that this was a game that was tricky and had Walkthroughs

that didn’t properly apply to Final Fantasy Anthology.

Well, I have nothing much to say... I would appreciate if you visited

my 40 or so reviews on GameFAQs, mostly focused around older games, but

otherwise, I’m glad to help you on anything involving FFA at all!

I appreciate any and all e-mail! Excluding flames, of course.

Happy adventuring!     ===SPEKTRE===
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