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Stage 13: The Wizard

Stage Name: THE BALMORIAN RUINS

Size: LARGE (3x4)

Terrain: COASTAL

Daylight: NORMAL

Music: THUNDER

Cities:
Allelta (Rebel Base), Ayak Cho, Chinnchalta, Kannyate, Kolopuhn, Sahnfan, Sel’pasch, Shik’anhy (Shop), Vaskallah, Wallas, Wan Kayo, Balmoa (Enemy Base), Roshfallian Temples (4)

Hidden Cities:
Kalayo, end of road between southwest temple and Shik’anhy.

CHAOS GATE:
Organa, between two mountains on the northeast island.

Treasures:
Mountain clearing northwest of Wan Kayo.



Between mountains and river northwest of Shik’anhy.



Center of the far northwest island.



Southwest of Wallas just before the mountains.

Shop: Shik’anhy


Cure – 400


Heal – 700


All Heal – 2000


Bell – 2000


Revive – 2000
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ALBELEO: Doll Master


Albeleo doesn’t look like much, but he is one of Rashidi’s most powerful students. Some say that he has mastered power over his own mortality, citing that the teenager is really over a hundred years old! He was once a peer of Saradin, a mage who has sought the ways of peace and harmony. But when Saradin turned on Rashidi, Albeleo turned him into a statue, and it is now on display in somewhere in the Balmorian Ruins. 


Albeleo is paired up with a Rockgolem and a Black Dragon, so a good front row is necessary to block their physical attacks, an undead row is a good choice. Albeleo himself will use the Acid attack twice, so you may want to use a World Tarot Card to block it. Go in with powerful attack characters like knights, samurais, or wizards and Albeleo should fall.  If you need to, a Fool card is always helpful in allowing your units to concentrate on the boss.

Stage Info

The lower half of the map is mostly land, but the upper half consists of islands. There are rivers leading from the mainland to the sea that the Empire’s sea units can use to travel deep into your territory. The enemy base is on one of the islands, and is surrounded by other islands with cities on them. The best strategy may be to send units out to take control of these cities and bring the fight to the Empire’s back yard.

Try and get your units into enemy territory as fast as possible. You’ll want to liberate and defend the cities of: Chinnchalta, Kannyate, Sel’pasch and Vaskallah as well as the Roshfallian Temple south of Balmoa. This should block off most of the enemy units, but some may try to go north of Sel’pasch and over the mountains.
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Once the enemy is taken care of, start liberating the cities, as well as the hidden city and the Chaos Gate. In Wan Kayo, you’ll be told about the Bell of Light that can undo the curse place on Saradin. If your Alignment and Reputation are high enough, and you have the Herostar, you should get the Bell in Kalayo, but you must first have liberated the town of Wallas in the high north. Head to the temple south of Balmoa, and use the Bell of Light, the statue will awaken, and Saradin will offer to join you.

Take Saradin against Albeleo, and you’ll get some vs.Boss dialogue. A good way to do this is to liberate a town near the bosses base, and then use the Boots item to teleport Saradin there. From there, you can either make Saradin’s unit go battle Albeleo directly, or exchange Saradin with someone in a group you intend to use against Albeleo.

When the stage is completed, head to Sahnfan to get the Platinum Medal.

Clues

BEFORE: Saradin was one of Rashidi’s students, but he is still respected by the people of Deneuve. He went against his master and was reportedly killed, but was actually turned to stone. You’ll get instructions on how to awaken Saradin, as well as some info on your adversary, a 100 year old teenager named Albeleo.
People are to be respected regardless of position or class. This should always be remembered. All people also have a responsibility to put into action their abilities and talents.

AFTER: If you're looking for the Zodiac Stones, you’ll need to find Gizolfy in the Dalmuhd Desert. Also, you’ll hear of the land of imprisonment in the mountains to the east. This refers to the Chaos Gate leading to Organa, and not Antalia, which you’ll hear of later. One note, Albeleo’s body has disappeared, creepy!

Neutral Characters to Recruit:

Level 15 Wraiths mean more high level undead you can choose to recruit or kill.  But the swamp area here isn’t very large, so trying to find them will be more tedious.  There’s a better stage coming up with even higher level undead, so you don’t have to roam here if you don’t want to.

Character
Lv
HP
Terrain
Black Dragon
12
~200
Forest

Rockgolem
10
~75
Desert

Wraith

15
0 – dead
Swamp

Enemy Units:




Lv. 13



Gryphon
HP: ~165









Lv. 13

( Leader
Lv. 13
Gryphon
HP: ~165

Eagle Man
HP: ~160



(3) The main flying unit for this stage can attack you just about anywhere, though it tends to go after Chinnchalta, if it is liberated or if you have a unit near it. An undead unit will have few problems as they’ll absorb the damage from the Gryphons. The main thing to note is this unit will be travelling fast, so be careful when its around unprotected cities.


Lv. 13



Mermaid
HP: ~155

Lv. 13

( Leader
Lv. 13
Nixie
HP: ~150

Nixie
HP: ~150

Lv. 13


Lv. 13
Nixie
HP: ~150

Mermaid
HP: ~155



(2) This water unit can use the rivers and streams to go deep inland, even towards your base. They don’t have much defense though, so a strong physical unit can take care of them fast.  Also, exploit their weakness to lightning and fire with your wizards and/or valkryries.




Lv. 13

( Leader
Lv. 14
Golem
HP: ~70

Mage
HP ~110






Lv. 13



Golem
HP: ~70






(3) The lone mage in the back could cause lots of damage to your groups, so be careful.  Luckily the Golems are very weak against magic, so any strong magic attack from wizards/valkryries/equipped elemental weapons can get rid of them quickly.  Long range attacks can dispatch the Mage before he causes too much damage.


Lv. 14



Cerberus
HP: ~175



( Leader
Lv. 15



Beast Master
HP: ~150




Lv. 14



Cerberus
HP: ~175



(3) One of the stronger units, counter it with characters able to use Fire or White attacks. Wizards and valkryries again can do the brunt of the magic attacks.  Concentrate on killing the Beast Master leader, as then the unit will just retreat back and not be a threat.




Lv. 13

( Leader
Lv. 14
Samurai
HP: ~150

Samurai
HP: ~150






Lv. 13


Lv. 13
Golem
HP: ~70

Samurai
HP: ~150



(4) A totally physical unit, so counter with an undead unit or with magic users in the back as they can quickly dispatch the Golem.  Be careful of the samurai’s in the back.  Their Iainuki attack can be very dangerous to your wizards and clerics.  Use a healing tarot or attack tarot if you must.




Lv. 13


Lv. 12
Witch
HP: ~120

Shaman
HP: ~130

Lv. 12

( Leader
Lv. 14
Shaman
HP: ~130

Witch
HP: ~120

Lv. 13



Witch
HP: ~120

(2) The Witch in back can Stun your party while the Shaman can heal theirs. You may want to concentrate on getting rid of the pesky witch first. The attacks from the three in front are pretty weak, so use some powerful physical or magical characters to counter. Don’t use undead characters, the Healing or Ankh attacks can kill them once and for all.once and for all.




Lv. 12


Lv. 12
Knight
HP: ~130

Red Dragon
HP: ~190






Lv. 12

( Leader
Lv. 14
Knight
HP: ~130

Knight
HP: ~145



(2) Counter with an undead unit if you have any. That way, you eliminate the risk from the Knights, and reduces the chance of being hit by the Red Dragon’s Fires.  If not, use strong magic can get rid of the Knights and whittle away at the Red Dragon.









Lv. 13

( Leader
Lv. 13
Dragon
HP: ~190

Dragoner
HP: ~135

Lv. 13



Dragon
HP: ~190






(2) A physical group, counter as such.  Strong magic attack from your wizards and other long range attackers can get rid of the Dragoner in the back.  Your strong front line characters can slowly hack away at the Dragons.




Lv. 15


Lv. 15
Skeleton
HP: 0

Skeleton
HP: 0

Lv. 15

( Leader
Lv. 15
Skeleton
HP: 0

Beast Master
HP: ~155

Lv. 15



Skeleton
HP: 0

(3) This is a dream unit for a low level cleric to fight.  With the Skeletons all at level 15, killing them will almost guarantee huge increases in ALI and CHA.  Either let a low level cleric wipe them all out with her healing, or equip white magic weapons on your fighters and watch the undead fall.  An easy group to deal with if you’re prepared.

BOSS UNIT




Lv. 15



Rock Golem
HP: ~85

Albeleo (
Lv. 17



Doll Master
HP: 158






Lv. 14



Black D.
HP: ~215

Albeleo has two powerful physical hit-alls in the back row.  Use a World card to protect you against those if you have one.  The Rock Golem and Black Dragon can be whisked away if you use a Fool card, allowing you to concentrate more on Albeleo.  He has weak defense against everything, so pound him hard.  Use tarots to weaken him initially if you must.

Stage 14: The Prince

Stage Name: THE CITY OF MALANO

Size: LARGE (4x4)

Terrain: RIVER

Daylight: NORMAL

Music: THUNDER

Cities:
Trieste (Rebel Base), Ajij, Bel Chelry, Bolon Ya, Felala (Shop), Labenna, Lobeeg, Mantova, Mon Bizoh, Monfalkone, Mons Nirra, Padova, Uhjine, Malano (Enemy Base), Roshfallian Temples (5)

Hidden Cities:
Sanbelnar, In a clearing just northwest of the mountains in the southeast.



Sharmony, south of the eastern end of a road on the west end of the map.

Treasures:
Southeast of Ajij in a mountain clearing.



Southwest of Uhjine in a mountain clearing.



South of the road that leads nowhere from Ajij and Uhjine, between the river and forest.



Tiny island southwest of Mon Bizoh.



On the large island in the southeast, just east of two trees and northeast of the western tree. (2)



In forest clearing in the southwest corner of the map.



Northwest of Padova, between the large river and the mountains.



End of the peninsula south of Mon Bizoh.



Near the bay south of Mons Nirra.

Shop: Felala


Heal – 400


All Heal – 700


Bell – 2000


Boots – 3000


Charm – 50000
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APROS: Dandy


As you may recall, Baron Apros is the one who slaughtered the innocent people in the Pogrom Forest, by setting the whole forest ablaze. He is one of the most devoted soldiers the Empire has, and for his services, he has been given the hand of General Hikash’s daughter, Rauny, for his wife. Unfortunately for him, Rauny ran off before the wedding. The wedding arrangements are still a-go, as several of the Empire’s forces, including Ares, is out looking to bring her back.


Apros has been taught very powerful Black magic from Rashidi, and won’t hesitate to use it against you, so you may want to expend a World Tarot Card to protect your unit before you use the ever-useful Fool. Go in with a unit based on White, Lightning and Physical power to defeat him. Rauny has powerful lightning magic if you’ve forgotten.

Stage Info

The City of Malano is located on a river, and is protected from the north by a large chain of mountains. The only real access route is the road entering from the northeast, but it has since been blocked off by walls. Unlike the walls in Zenobia, these walls have gates which units can pass through. If you saved the Termites, you can use them to chew down the walls, or you can use the walls by placing strong units in the way to block most of the enemy units.  You can also find more Termites here if you need them.

From the start, liberate and defend the cities of Labenna, Lobeeg, Padova, Felala, Bel Chelry, the nearby temple and Mantova. The enemy units are pretty tough, so don’t worry if you can’t reach all the way to Mantova. If you sent any extra units, position them in the gates of the walls, this is to block the passage of the enemy units. But remember, some of them can fly, so don’t leave any cities unguarded.
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In Bel Chelry, you’ll meet up with Prince Tristan, a General, or his valet. If your Reputation is high enough or you possess the Key of Destiny, he’ll join you when you meet him. If you sent one of your other units, his valet will ask for you to come in person. You must send your Lord to Bel Chelry in order to get Tristan. A good way to get your Lord there is to use the Boots item to teleport him/her there after you have liberated it. By now, your army is probably getting pretty large. Tristan is in a group of 5, so make sure your army is no bigger than 95, or you can’t take him.  You should always keep track of how large your army is, and always delete the units you know you’ll never use (such as Octopuses, Golems, Amazons, Fighters, etc.).
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If you liberate Sanbelnar and your Reputation is low enough, you’ll meet up with Toad. This time, he has the Song of Sodoh to sell. If you decide to buy it from him, you’ll have to avoid the temples in the area or the monks there will confiscate it. Why would you want such an item? It’ll help you get the Saga in Fort Allamoot. Then again, if you don’t want the trouble of getting it now, you can get it in Fort Allamoot.

Once the enemy is down and you have General Tristan with you, liberate the other towns. The hidden town of Sharmony will give you some Termites for eating the walls, but you don’t need them if you already saved the ones you found last time. Once all the towns are liberated, you’re ready to take on Baron Apros. Tristan or Rauny both have vs.Boss dialogue with Apros, but Tristan’s speech has more “priority” if they’re both in the same group. Apros uses strong magic, so use a World card to protect against it as soon as the battle starts.  From then, you can do the usual strategy of Fool, then attack tarots to weaken him further.

Once Apros is defeated, return to Mon Bizoh where you will hear of a woman whose son was killed by the Empire. If you tell her you plan to destroy them, she’ll give you a Promote. Then head to Malano, where you will receive a Book of the Dead. Take it to Badista for an Undead Ring.  With the Undead Staff you got from trading Posha’s Sentoul Demon in Diaspola, and the Undead Ring you’ll get from Badista, you can promote Saradin the Mage into an ungodly powerful Lich right now!

Clues

BEFORE: When you arrive, you hear about the great wedding between Baron Apros and Rauny, whom you know ran off. You’ll also hear that Tristan is in the region, intent on crashing the wedding, should the bride ever return. And a word of warning, Baron Apros uses powerful Black magic which he learned from Rashidi, so make sure you have a World card stocked before you face off with him.

AFTER: With the fall of Malano and Zenobia, revolts against the Empire are sprouting up everywhere. But the Empire isn’t about to lay dead just yet, they’ve taken the Sky Island of Shangrila and placed it between here and Fort Allamoot, in order to stop your progress.

Neutral Characters to Recruit:

Nothing special of note.

Character
Lv
HP
Terrain
Firegiant
15
~190
Deep Sea

Hawk Man
14
~155
Deep Sea

Wyvern

15
~215
Deep Sea

Enemy Units:


Lv. 14

Lv. 14

Ninja
HP: ~130
Demon
HP: ~150

( Leader
Lv. 16



Demon
HP: ~160




Lv. 14

Lv. 14

Ninja
HP: ~130
Demon
HP: ~150

(3) This unit has a high damage potential, with the three rear characters able to use two single magic attacks–two Nitemares, and four of whatever the Ninjas see fit–for a total of six. Hopefully by now you’ll have some powerful hit-all characters of your own (mages, dollmages, Rauny), so you can counter with those.


Lv. 14



Silver D.
HP: ~215



( Leader
Lv. 16



Samurai M.
HP: ~175




Lv. 14



Silver D.
HP: ~215



(3) With a total of six long range attacks and high defense, this group will be tough to take down.  Strong magic is the only way to go.  Concentrate on getting rid of the leader first.  Then you can chase them down and kill off the stronger Dragons if you want to.


Lv. 15



Cockatris
HP: ~160











Lv. 15

( Leader
Lv. 16
Cockatris
HP: ~160

Evil One
HP: ~165



(3) That pesky Cockatris in the rear is the thing to look out for.  His Pertrify attack can kill your undead and is very annoying.  Concentrate on disposing of it first.




Lv. 15


Lv. 14
Raven Man
HP: ~180

Gryphon
HP: ~175






Lv. 15

( Leader
Lv. 16
Raven Man
HP: ~180

Raven Man
HP:33``````HP: ~185



(2) The Gryphon’s Gale attack is a phyiscal hit-all, and like most enemy hit-alls, be prepared to heal afterwards. As this unit can fly, it can go clear over the walls, so it can attack you anywhere.  Be aware of this.




Lv. 14



Wyvern
HP: ~205

( Leader
Lv. 16



Evil One
HP: ~165






Lv. 14



Evil One
HP: ~155

(3) Not too tough a unit.  Kill the Wyvern to ground this unit, and then all you have to deal with are the two Evil Ones, which are basically slightly more powerful knights.  Magic attack away!


Lv. 15



Witch
HP: ~125

Lv. 14

( Leader
Lv. 16
Wild Man
HP: ~150

Evil One
HP: ~165

Lv. 14


Lv. 15
Wild Man
HP: ~150

Witch
HP: ~125



(3) Two damn witches in the back are very annoying.  Get rid of them should be your first priority when facing off this group.  Strong hit-all magic attacks from dollmages or mages can help take down the annoying witches fast.  After that, all that’s left are plain old physical fighters.


Lv. 14



Wizard
HP: ~115

Lv. 12


Lv. 12
Shaman
HP: ~130

Shaman
HP: ~130
( Leader
Lv. 16


Lv. 14
Evil One
HP: ~165

Wizard
HP: ~115



(3) The leader is in the front row, making him very vulnerable to attack.  Unfortunately that annoying Shaman is in the back row, giving her three chances to heal.  Concentrate on destroying the shaman in the back, and the rest shouldn’t be too hard.  The wizards can be annoying, but hit-alls can quickly take care of this group.




Lv. 15

( Leader
Lv. 16
Firegiant
HP: ~190

Doll Master
HP: ~125











Lv. 15



Firegiant
HP: ~190

(2) The Doll Master has two powerful hit-all attacks, so make sure you can take the hits or have the healing power to deal with it. Physically, the Doll Master is really weak, and you should concentrate on getting rid of him as soon as possible.  After he's gone, the Fire Giants can be taken down with magic.







Lv. 14



Black D.
HP: ~215



( Leader
Lv. 16



Evil One
HP: ~165

Lv. 14



Black D.
HP: ~215

(3) As a Black-unit, undead characters in the front of your unit will have no problems whatsoever. Purely physical, meaning hit them with strong magic will take care of them easily.

BOSS UNIT




Lv. 16



Demon
HP: ~160

Apros (
Lv. 18



Dandy
HP: 221






Lv. 16



Demon
HP: ~160

Apros uses black magic to try and stop you. He uses powerful black Magic spells like Meteor, Nitemare and Phantom. Because of this, I highly recommend you have a stocked World card with you. You can use a Fool card if you want to get rid of the Demons.  Equip Tristan with a powerful white weapon such as the Brunhild and placing him in the front row.

After the Stage:

Few people know this, but Tristan can recruit Mages directly!  After recruiting Tristan, I strongly suggest you have him go out by himself to a town and recruit some Mages for your army.  Mages are very powerful units because they have an elemental hit-all in the back row.  Plus if you can upgrade them, their upgraded classes are among some of the strongest in the game.  You can stock up on some Mages now while Tristan’s levels are still fairly low (recruited characters are always 2 levels lower than the leader who recruited them).  Since you’ll be recruiting fairly low level Mages, they’ll most likely be gaining ALI and CHA as they go on to kill the higher level enemy units in the next few stages.  Furthermore, you stock up on the Mages now, then wait until you reach the Antalia stage where Yushis is.  Antalia has huge swamps crawling with high level neutral undead.  You can equip your low level Mages (or any unit) with a strong white magic weapon such as the Brunhild, and let them go off by themselves killing off all the neutral undead they run across and gain massive amounts of ALI and CHA.  You can be running around with 100 ALI/CHA Mages, Sorcerers, and Lichs if you do this!  Perfect for both liberation and fighting!  In any case, get Tristan to recruit those Mages now!

Stage 15: White Nights

Stage Name: THE TUNDRA

Size: LARGE (4x4)

Terrain: SNOWY PLAINS

Daylight: LONG

Music: SANTA’S COMING

Cities:
Wilke’s (Rebel Base), Balleny, Ells Wahs, Endis Rohn, Herald Coast, Intahi, Kotz, Maklin Tok, Mallibahd, Mohnso, Nansen (Shop), Ruskayah, Shackleton, Syble, Valhalla (Enemy Base), Roshfallian Temple (3)

Hidden Cities:
Roshfallian Temple



Across the river in the far southeast.

Treasures:
Small island south or Ruskayah



West of Ruskayah along northwest of mountains



On peninsula south of Herald Coast



Just northeast of Intahi



North of Kotz, between two mountains, one tree and the coastline



On island west of Valhalla



Due north of Mallibahd and west of Maklin Tok.

Shop: Nansen


Heal – 700


All Heal – 2000


Bell – 2000


Boots – 3000


Moonbeam – 4000
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MIZAL: Seraphim


One of Rashidi’s plans is to revive one of the great demons to help him conquer the world. But to do it, he needs a powerful artifact like the Black Diamond, which has been sealed away by the gods. It’s unknown as to whether or not Rashidi charmed her, but Mizal, the Head Angel, fell in love with him, and gave him the Black Diamond. For this act, the gods cast her out of the heavens, and Mizal feels personally responsible for the disaster, desiring to be destroyed to repent her sins. Though she cannot commit suicide, she will fight you, in order to die in battle.


Mizal’s Jihad is a powerful white magic hit-all, so use a World tarot to protect yourself against it if you must. Mizal is weakest against Black magic, so use any such characters capable of doing black damage (wizards, mages, undead, etc) and equip all your fighters with black based weapons.

Stage Info

Much like you retrieved Debonair before heading for the Kalbian Peninsula, you may want to go through Antalia to get Yushis before completing this stage if you want to read some vs.Boss dialogue.

The Tundra is covered in snow that will make it very tough traveling for most groups unless they have snow or flying mobility. Also, try to avoid undead characters as there are a lot of enemy Cleric and Angel types here.  Since most of the enemies are “good” characters, try to equip your fighting units with “black” weapons when they go into battle.

From the start, immediately take the cities of Endis Rohn, Kotz, Ells Wahs and Balleny. Balleny is located right next to the enemy base so taking it may take some time. You must take Ells Wahs quickly or some units may try to slip past and hide out in Ruskayah, ready to attack from behind or to attack your base.

Once you take Balleny, you’re now free to liberate the other towns in the land, including the hidden temple in the south east. Make sure that your forces on Balleny are strong though, or they’ll get overpowered by the Empire’s units. There really isn’t anything of major interest here, so you may want to try and finish the stage early.

When you’re ready to confront Mizal, if Yushis is in the attacking group, the two sisters will talk to each other a bit before battling. Yushis herself probably won’t do much damage, as Mizal is strong against white attacks.  But people who deal out black damage like Sorcerers and Liches can easily put her away. Undead characters are out of the question due to Mizal’s white hit-all Jihad attack.  If necessary, use a Fool to expose Mizal, and then pound away with your strongest black magic attacks.

When Mizal is out of the way, return to Valhalla to receive a Relief Medallion or a Snow Cape. When you get the Tablet of Yaru, head to the northern temple to receive the Turquoise.

Clues

BEFORE: Aside from hearing about Mizal’s sob story, you do get one tip, use your Ice-based characters and equip them with Fire-based items.

You’ll also hear about the 3 High Knights, and about the Grail, an item used by Lexar after the Ogre Battle to bring the people together, and by King Gran when he ruled over Zenobia.

AFTER: Return to Valhalla to receive a prize, and there is a Zodiac Stone in the northern temple.

Neutral Characters to Recruit:

High level Angels and Silver Dragons are the only major thing to take note of.

Character
Lv
HP
Terrain
Angel

14
~120
Mountains

Icegiant

15
~200
Mountains

Silver Dragon
15
~220
Mountains

Enemy Units:


Lv. 15

Lv. 15

Knight
HP: ~150
Knight
HP: ~150

( Leader
Lv. 16



Cherubim
HP: ~130




Lv. 15

Lv. 15

Knight
HP: ~150
Knight
HP: ~150

(3) The Cherubim’s Banish can destroy your undead characters, so avoid using them. If you can, try to use your strong hit-all magic attacks, since they all have low defenses against magic.  The Cherubim in the back is a powerful character, so you don’t have to worry about her so much.




Lv. 14

( Leader
Lv. 16
Cherubim
HP: ~125

Cherubim
HP: ~130






Lv. 15


Lv. 14
Wyvern
HP: ~220

Cherubim
HP: ~125



(3) Only the Wyvern can do any real damage.  And unless you’re using an undead or evil character group, this enemy unit can’t really do much damage to you.  The Cherubims are all weak against magic, so use your powerful hit-alls from your mages, dollmages, muses, etc.




Lv. 15


Lv. 15
Valkyrie
HP: ~140

Valkyrie
HP: ~140
( Leader
Lv. 15


Lv. 15
Paladin
HP: ~155

Valkyrie
HP: ~140

Lv. 16



Valkyrie
HP: ~140

(2) With the leader in front, he is very vulnerable. The Paladin has 3 attacks up front, so be prepared for that.  Other than that, use your strong hit-all magics to do the most damage on them.









Lv. 14

( Leader
Lv. 16
Silver D.
HP: ~215

Muse
HP: ~140

Lv. 14



Silver D.
HP: ~215






(4) Use a unit with strong physical characters in front and magic users capable of Fire attacks in the rear. The Muse in the back can hit your party twice with a powerful electric hit-all, so be prepared to take the hit or heal.  Get rid of her first, and then you can kill the Dragons if you want to or you can just let it retreat back to headquarters.


Lv. 14



Silver D.
HP: ~215











Lv. 14

( Leader
Lv. 16
Silver D.
HP: ~215

Shaman
HP: ~145



(3) Try the same combo as above, but you have to deal with that annoying Shaman in the back.  Kill her off first, and then you can choose whether to pursue killing off the Silver Dragons or letting them harmlessly run back to their base.

( Leader
Lv. 16



Cherubim
HP: ~130




Lv. 15



Gryphon
HP: ~180




Lv. 15



Gryphon
HP: ~180



(3) The Gales from the Gryphons can cause a major pain, while the Cherubim’s Banish can be trouble for dark characters. Use your strong hit-alls to counter, since they’re all pretty much weak against magic.


Lv. 16

Lv. 16

Angel
HP: ~130
Angel
HP: ~130











( Leader
Lv. 15

Lv. 16

Paladin
HP: ~150
Angel
HP: ~130

(2) Angels are very weak characters and a Paladin in the back row can only heal once, so this is a very easy unit to deal with.  Use strong hit-alls from your mages, dollmages, or muses and they should all crumble very fast.


Lv. 15



Icegiant
HP: ~200



( Leader
Lv. 16



Dragoner
HP: 145




Lv. 15



Icegiant
HP: ~200



(3) Fire based hit-alls from your mages will be the most effective.  Try to get rid of the Dragoner leader, then you won’t have to worry about the Ice Giants since they’ll just retreat back to base.




Lv. 13


Lv. 14
Ninja
HP: ~125

Samurai M.
HP: ~165
( Leader
Lv. 16


Lv. 14
Samurai M.
HP: ~175

Samurai M.
HP: ~165

Lv. 13



Ninja
HP: ~125

(2) Use an undead unit can absorb all the damage, but using undead in this stage is unwise. Magic hit-alls are the way to go.  Just keep your back row fighters healed, as the Samurai Masters’ Iainuki can hurt them pretty badly.

BOSS UNIT









Lv. 16

Mizal (
Lv. 19
Icegiant
HP: ~205

Seraphim
HP: 184

Lv. 16



Icegiant
HP: ~205






Being a Seraphim, Mizal uses the powerful white based Jihad attack, so undead characters or dark characters are out of the question. Have Yushis be in the group that faces Mizal if you want to read some vs.Boss dialogue. Other than that, just use Fool to get rid of the Giants, and pound Mizal with your strongest non-white based attack, preferably black.

Stage 16: Imprisonment

Stage Name: THE CONTINENT OF ANTALIA

Size: MEDIUM (3x3)

Terrain: PENINSULA

Daylight: SHORT

Music: SANTA’S COMING

Cities:
Bahmyan (Rebel Base), Ban, Banbuhl (Shop), Bil’jand, Dauo Dahl, Kelluman, Quetta, Shad Dobul, Shin Dahd, Kander Hall (Enemy Base)

Hidden Cities:
Roshfallian Temple



At the end of the river in the eastern mountains.

CHAOS GATE:
Antanjyl, located north of the mountain on the large island in the west.

Treasures:
On the small island southwest of the Chaos Gate.



In a clearing in the southern mountains and east and west of there too. (3)

Shop: Banbuhl


Heal – 700


All Heal – 2000


Revive – 2000


Summons – 3000


Sunshine – 4000
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OMICRON: Sorcerer


Remember Kapella from the Pogrom Forest? Well, Omicron is even worse. Another necromancer, he uses his powers to summon the dead to use for his disposal, however, Omicron is more powerful, and controls more powerful creatures than Kapella did. Omicron was once one of the most powerful Horai Bishops, until he started to dabble in necromancy, and was cast from his holy position.


He is surrounded by four Evil Ones, making his unit very vulnerable to a white magic based assault from either Cherubims or the Judgment card. You probably don't have any Seraphims or Sylphs who possess powerful White magic, but the army of Cherubims Yushis comes with can do. If not, just equip your strong fighters with powerful white weapons like the Rune Axe, Karanborg, Kusangi, and Brundhild and Omircron and his posse should die.

Stage Info

This stage is loaded with low-Alignment enemies and undead, making it a good place to boost your characters’ Alignments through the roof. Even if you fight characters that are weaker than yours, the fact that they’re of low Alignment will skyrocket your units’ Alignment.  This is an excellent place to boost up the ALI for shamans like Norn and Aisha, as well your other generic units.

Omicron’s base, Kander Hall is the lone castle in the southwest, separated from the other cities in the north and east by a giant swamp. This means you’ll have no place to go to recharge units when you go after him, but if you control all the cities in the northeast, Omicron’s forces will have no where to go either. Many of the enemies here are dark, so counter with White-based units. You can also use undead-units, except against the Shaman/Werewolf combo.

Just start taking all the cities and leave units to protect them. Make sure you have Princesses, Angel-type, or Cleric-type characters dispersed throughout the units as the enemy uses undead characters. Or you can just equip your fighters with white weapons.  When you take Kelluman, Omicron decides to pay you a visit and compliments you on your soldiers, insisting that he’d like to use them for his experiments. (What a thoughtful guy?)

[image: image8.png]



Make your way to the hidden temple at the end of the river, there you’ll meet Yushis, the new head angel and sister of Mizal. If you have a high Reputation and at least four spaces in your army, Yushis will appear. If you meet the requirements, Yushis will offer to join in order to save her sister from herself.

When you’re ready to go after Omicron, take your most powerful units to Kander Hall. Omicron has very powerful magic, so watch out. I highly advise you to have a World tarot handy to protect against his spells.  You can send a high sky unit to cruise down the western side of the stage and attack Kander Hall directly if you want to avoid most/all the battles.

Clues

BEFORE: Omicron was once a Horai Bishop, until he started to investigate the arts of necromancy, when he did, he was thrown out of the holy order. Rashidi heard about the disgraced bishop and hired him on to further his research into the undead.

In the Tundra, another disgraced holy figure, the chief angel Mizal had disobeyed the orders of the gods when she fell in love with the evil wise man, Rashidi. Many angels came to bring her back, but most were captured or killed, including her sister, Yushis. Head to the hidden temple on the end of a river in the eastern mountains to find her.

AFTER: In Kander Hall, a monk has found Omicron’s Undead Staff, take it as it can turn one of your Mages into a Sorcerer. You’ll also hear about the devil Galf. Galf fought against the 3 High Knights in the Ogre Battle and was defeated. Since then, he had been sealed up in Antanjyl, waiting for someone to release him. The Chaos Gate to Antanjyl is located in the west.

Neutral Characters to Recruit:

Level 21 undead means this is the place to fight if you want to raise up your ALI! Equip whatever character you need an ALI/CHA boost with a white weapon such as the Brunhild and let him/her roam the swamp areas alone.  He/she should be able to kill most of the neutral undead if he/she doesn’t miss.  Clerics and Angel type characters can kill the undead directly without having to equip with a white weapon.

Character
Lv
HP
Terrain
Cerberus
16
~190
Mountains

Phantom

21
0 
Marsh

Wraith

21
0
Marsh

Enemy Units:




Lv. 15


Lv. 16
Demon
HP: ~155

Cockatris
HP: ~165






Lv. 15

( Leader
Lv. 17
Demon
HP: ~155

Demon
HP: ~165



(4) This unit is mostly a dark unit, so you can counter with an undead unit, equipped with White weapons. The only problem may be the Cockatris with the Petrify spell.  Concentrate on it first.






( Leader
Lv. 17



Raven Man
HP: ~195

Lv. 15


Lv. 15
Wyvern
HP: ~215

Wyvern
HP: ~215








(4) This flying unit can get you almost anywhere. An undead unit can easily block the Wyverns.  Otherwise just use your standard powerful hit-alls.


Lv. 18



Ghost
HP: 0

Lv. 18

( Leader
Lv. 17
Ghost
HP: 0

Mage
HP: ~115

Lv. 18


Lv. 18
Ghost
HP: 0

Ghost
HP: 0



(4) Another dream unit for your low level shamans or white weapon-equipped fighters to battle.  Once the Ghosts are gone, that mage is a sitting duck.  But do be weary of his hit-all though.




Lv. 16



Tiamat
HP: ~235

( Leader
Lv. 17



Ninja Master
HP: ~160






Lv. 15



Ninja Master
HP: ~150

(3) The Ninja Master in the rear has a hit-all, so be careful of that and be prepared to heal afterwards.  Other than that, he’s exposed, so kill him off first, and you can either chase after them or let them retreat back home.




Lv. 18


Lv. 18
Skeleton
HP: 0

Skeleton
HP: 0

Lv. 18

( Leader
Lv. 17
Skeleton
HP: 0

Mage
HP: ~115

Lv. 18



Skeleton
HP: 0

(4) This unit is like the Mage/Ghost unit above, so counter it using a similar strategy.  Another great battle for your shamans/angels/white-equipped characters to raise their ALI and CHA.




Lv. 16

( Leader
Lv. 14
Werewolf
HP: ~170

Shaman
HP: ~135

Lv. 16



Werewolf
HP: ~170




Lv. 16



Werewolf
HP: ~170

(4) Attack this unit in the daytime, if at all possible. With the Shaman in the back, an undead unit is a bad idea. Use a powerful unit with a strong front row, and magic users in the rear. Get rid of that Shaman first so she can’t heal.




Lv. 16

( Leader
Lv. 17
Cerberus
HP: ~190

Witch
HP: ~130











Lv. 16



Cerberus
HP: ~190

(3) Use an undead unit against this trio, they’ll block the Cerberi’s attacks, and can still fight back. The Witch will be an annoyance with her Stun power, but otherwise, this unit will give you no trouble if you get rid of her quickly.  And by now you should have the powerful hit-alls to do so quickly.

BOSS UNIT


Lv. 19



Evil One
HP: ~185

Lv. 16

Omicron (
Lv. 20
Evil One
HP: ~165

Sorcerer
HP: 168

Lv. 16


Lv. 19
Evil One
HP: ~167

Evil One
HP: ~185



Omicron is pretty scary since he has 2 strong hit-alls.  Use a World card immediately to render his attacks useless.  Then you can either Fool away the Evil Ones; or blast the unit with strong tarots such as Judgment/Justice/Magician/Hermit, and then have  strong hit-all and white damaging characters clean up.

Stage 17: The Cloud City

Stage Name: THE SHRINE OF SHANGRILA

Size: LARGE (3x4)

Terrain: SKY ISLAND

Daylight: LONG

Music: AUTUMN SKY/WOMANHEART

Cities:
Elshilia (Rebel Base), Grell Nish, Interaken, Montahn, Montrosa, Mushatl, Ohlten, Rusheln, Shellmat (Shop), Shangrila (Enemy Base)

Hidden Cities:
Roshfallian Temples




Northwest part of island in the middle of the lake.

Treasures:
Around the lake, northeast, northwest and southwest of the hidden temple (3)



Southwest of Rusheln



On island far south of Montrosa



On far northern island

Shop: Shellmat


Heal – 400


All Heal – 2000


Bell – 2000


Revive – 2000


Joker – 2000
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GARES: Prince


Gares is back for a rematch, and is once again trying to turn the holy lands against you, only this time. He’s going after the floating paradis of Shangrila. In a truly evil and twisted plan that only he could conceive of, Gares intends on taking the Sky Island to Zenobia, and drop the island on the ground below.


This time around, Gares is more powerful than before, but in improving his strengths, he has further exposed his greatest weakness, white magic. When you face off with him, try to use groups capable of dealing out strong white based damage, such as Princesses or the Angel family. Equip your fighters with strong white magic weapons too and protect yourself from his magic with a World card.  The standard strategy of Fool off his troops and use tarots to weaken him still applies here.

Stage Info

This is the only sky island which is part of the story, so it must be completed whether you like it or not. If you haven’t gained access to any of the other islands, there is one important fact you must be made aware of. The sky islands float very high above the ground, and there are no borders to stop someone from falling off. Though no character will intentionally walk off the map, if you lose a fight and are pushed off the edge, you may plummet to your doom. If the unit that is pushed off is a flying unit, they won’t fall off. Fortunately, if a non-flying unit is pushed off, they aren’t lost, but are returned to your base with all of their HP wiped out.  Keep in mind this applies to the enemies as well.  If you’re battling enemy units in the sky, kill off their flyers and the entire group will fall to their doom.  Hopefully if you’ve picked up my hints that flying units are very useful to have, and if your army consists of mostly low and high sky units, movement around these floating islands won’t be a problem.

If you have any powerful, and I mean very powerful, flying units, send them directly to Interaken, the city located just southwest of Shangrila. Because Shangrila is located on a small peninsula just northeast to Interaken, all of the non-flying units have to go by Interaken while traveling dangerously close to the edge. If a unit tries to go north of the city, they’ll meet whatever unit in on Interaken, if you beat them, they’ll be pushed over the edge to their doom. If they go east, you’ll have to deploy a unit to get them, but beating them gives the same result.

Once you have some units at Interaken, start taking the other cities and the hidden temple, but don’t leave your base or the city of Shellmat unguarded, as they will be the likely targets for the enemy’s flying units. In Montrosa, you’ll run into Canopus’ sister, Yulia. She’ll give you a Vitality Potion if you hired Canopus. Once all the cities are liberated, go after Gares.
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Both Tristan and Rauny have vs.Boss dialogue with Gares, so you may want to use them if you want to get more of the story. In any case, make sure you have a World card to use as soon as the battle starts so you’re protected against his strong black hit-all, Evildead.  Equip the fighters with strong white magic weapons like the Brunhild, Karanborg, Rune Axe, and Kusangi.  In the rear row, you should have strong magic users such as a Mage, Sorcerer, Lich, Muse, or Princess.  Then you can use a Fool card to get rid of Gares’ Dragons, whittle him down with some strong tarots like Magician, Justice, Judgment, or Hermit until his HP is low, then let the rest of your guys finish him off.  If you beat Gares and you recruited Norn back in Diaspola, you’ll find Debonair who tells you that he’s realized Endora has changed. He’ll offer to join your party then.  If your refuse, you’ll get his Sonic Blade.
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If you return to Shangrila with the three magic gems: the Olden Orb, the Gem of Doun, and the Gem of Truth, the goddess Fellana will reward you with the Tablet of Yaru, which you will need to locate the 12 Zodiac Stones. Here are their locations:

Zodiac Stone
Location

Garnet
At the temple in the middle of the Slums of Zenobia

Amethyst
At the temple in the Dalmuhd Desert

Aquamarine
At Ajan in Diaspola

Diamond
At the temple in the Ruined City of Shiguld

Emerald
At the hidden temple on the Island of Avalon

Pearl
Head to the hidden temple in the southeast of Organa, the monk there will tell you he has the Pearl, but that he has lost it. In exchange, he’ll give you a Ginger Cake. Take the Cake to Posha in Diaspola and she’ll eat it, only to discover the Pearl baked into it.

Ruby
At Sanbelnar in Malano

Peridot
At the temple in Muspelm

Sapphire
At the hidden Temple in Shangrila

Opal
At the hidden temple in Lake Jannenia

Topaz
At the temple in the Ryhan Sea

Turquoise
At the temple on the northern island in the Tundra

Clues

BEFORE: Shangrila, home to the goddess of Justice, Fellana, was recently taken by the Empire to put in your path. Gares is now in control of the sky island and intends to get revenge on the people of Zenobia by dropping the island on them.

AFTER: You’ll be asked by Fellana to recover the three stones from 3 white wizards, the Great Boltorano, Gizolfy the White and the Witch Tarut. Bring them back to her and she’ll reward you with the Tablet of Yaru.

Neutral Characters to Recruit:

You can pick up some high level Cherubim here. Have them fight off some strong neutral Undead in Antalia, and they’ll be able to promote to the Seraphim class very easily.

Character
Lv
HP
Terrain
Cherubim
18
~145
Sky

Eagle Man
18
~190
Sky

Gryphon

18
~200
Sky

Enemy Units:


Lv. 16



Tiamat
HP: ~240



( Leader
Lv. 18



Evil One
HP: ~180




Lv. 16



Tiamat
HP: ~240



(3) This is probably the most powerful of all the enemy units here. The two Tiamats each launch two Evildead spells, so be extra careful!  Either use tarots such as Fool, Lovers, or Hierophant to remove the Tiamat threat.  Or concentrate on removing the Evil One and letting the dragons run away.  They’re all weak against white magic, so use that against them.




Lv. 17



Wyvern
HP: ~235

( Leader
Lv. 18



Mage
HP: ~115






Lv. 17



Wyvern
HP: ~235

(4) A flying unit, so it can’t be pushed off unless you get rid of the Wyverns.  But the Mage in the back is a greater threat with his hit-all.  Kill him off first with your powerful long range attacks, then you can pick off the remaining Wyverns.


Lv. 17



Samurai M.
HP: ~180

Lv. 17



Evil One
HP: ~170




Lv. 17

( Leader
Lv. 18
Samurai M.
HP: ~180

Evil One
HP: ~180



(3) Counter with your powerful hit-alls from your Mages, Sorcerers, Lichs, Princesses, Muses, Doll Masters, etc.  They’re all weak against magic attacks, so equip your fighters with elemental based weapons as well.




Lv. 16


Lv. 16
Raven Man
HP: ~185

Raven Man
HP: ~185

Lv. 16

( Leader
Lv. 18
Raven Man
HP: ~185

Doll Master
HP: ~130

Lv. 16



Raven Man
HP: ~185

(3) The Doll Master in the back has 2 physical hit-alls, so be ready to take the hit and heal afterwards.  The Raven Men can be annoying to hit since they have high agility, but you can try to weaken them all with some attacking tarots, and use your own hit-alls from Mages, Sorcerers, Lichs, Doll Masters, Muses, etc. to finish the job.




Lv. 10

( Leader
Lv. 18
Cleric
HP: ~125

Evil One
HP: ~180

Lv. 10


Lv. 17
Cleric
HP: ~125

Evil One
HP: ~170

Lv. 10



Cleric
HP: ~125

(3) Keep your undead units away from here, but other than that, this group is very weak.  The Clerics in the front row poses no threat to you whatsoever.  And the Evil Ones in the rear aren’t a threat either.  Use your hit-alls and clean up on them.




Lv. 13

( Leader
Lv. 18
Cherubim
HP: ~120

Demon
HP: ~175

Lv. 13


Lv. 18
Cherubim
HP: ~120

Demon
HP: ~175

Lv. 13



Cherubim
HP: ~120

(3) Much like the previous unit. Avoid using undead characters, as the Cherubims can destroy them.  But otherwise, Cherubims aren’t much better fighters and Demons aren’t that strong in the back either.  Use your hit-alls from Mages, Sorcerers, Lichs, Muses, Doll Masters, etc. to deal good damage to them all.


Lv. 16



Titan
HP: ~205



( Leader
Lv. 18



Mage
HP: ~115




Lv. 16



Titan
HP: ~205



(3) Like the above Evil One/Tiamat unit, this one is a major pain. Get rid of the Mage leader, as he’s the biggest threat.  Then you can either let the Titans run away, or chase after them and hit them with powerful magic hit-alls.


Lv. 19



Phantom
HP: 0

Lv. 17

( Leader
Lv. 18
Phantom
HP: 0

Ninja Master
HP: ~165

Lv. 17


Lv. 19
Phantom
HP: 0

Phantom
HP: 0



(4) A Cleric’s or Shaman’s dream, this unit consists of very high level undead.  Either let your low level healers exorcise the Phantoms and gain a super boost in ALI and CHA, and/or equip white magic weapons on your fighters and have them enjoy the easy ALI/CHA increases too.  The Ninja Master in the back row does have a hit-all, so be weary of that.

BOSS UNIT




Lv. 18

Gares (
Lv. 21
Red D. II
HP: ~260

Prince
HP: 211









Lv. 18



Red D. II
HP: ~260



Gares is more powerful than before, but he’s still weak to white magic.  First use a World to protect against his Evildead spell.  Then use a Fool to get rid of the Dragons.  Now you can use attack tarots to weaken Gares until your guys can finish him off themselves.  Powerful hit-alls from Mages, Sorcerers, Lichs, Princesses, or Muses work best. 

1. Stage 18: The Empire

Stage Name: FORT ALLAMOOT

Size: LARGE (4x4)

Terrain: STRAIGHT

Daylight: NORMAL

Music: WALL OF DEFENCE

Cities:
Rallibel (Rebel Base), Balfaht, Belmoban, El Rosario (Shop), Esquintora, Laseive, Killig Abal, Komaya, Matagalp, Minach Torahn, Plinsport, Stun Creek, Tekshigahve, Tolhyo, Allamoot (Enemy Base), Roshfallian Temples (3)

Hidden Cities:
Heskalansa, start just east of Killig Abal and head straight south to a clearing between some rocks a mountain and two rivers.



Pirallel, Located between three trees on a patch of desert in the far northwest.



Roshfallian Temples




Just south of a mountain on a peninsula southeast of Allamoot.




Starting from just right of the moat surrounding Allamoot, head straight south.

CHAOS GATE:
Shiguld, fenced in on the grassy end in the far southwest

Treasures:
Island south of Killig Abal.



In the mountains northeast of Belmoban.



South of the bend in the river northeast of Matagalp.



Island northeast of the mountains east of Pirallel.

Shop: El Rosario


Heal – 700


All Heal – 2000


Bell – 2000


Revive – 2000


Boots – 3000
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CASTOR and POLYDEUCES: Gemini


Castor and Polydeuces are two of the most powerful warriors the Empire has, but they’re also two of the most lame-brained, idiotic and stupid warriors the Empire has. There’s hardly enough brain cells between them to figure out that “2 + 2 = 4”! However, despite their lack of smarts, their Gemini attack will make you feel just as stupid for taking them on, as it can easily take out a full health character in one hit.


These two are physically tough and almost as large as Giants. Go against them with your toughest units. You only need to take out Castor who is considered the true leader of these two. With him gone, it’s game over. Actually, the fight won’t end when one is defeated, but when it is over, the stage will be completed if Castor is beaten. Castor is weakest against Fire magic, so go in with powerful Fire characters, or use a Magician Tarot Card to speed up the process.  Barrage them with attack tarots until their HP is low, and have your guys kill them off.

Stage Info

The stage is enormous and is covered with forests, water, and desert. There are a few walls protecting certain areas, but there are gates which you can pass through. You’ll definitely want plenty of flying units to conquer this stage, which hopefully by now, you have many of.

You should use some of your most powerful flying units to cross over to Esquintora, El Rosario, and Plinsport. Place a few units in between the cities in order to block the Empire’s forces. Once you have these cities in your grasp, you can start to liberate the remaining towns. However, if you’re trying to get the Saga, you’ll have to visit the towns in a certain order. This is where the Boots item comes in really handy, if it wasn’t already useful enough.  El Rosario is not one of them, so take it, and have units protecting the other two until you are ready to liberate them. Don’t worry, you’ll take them soon enough.
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To get the Saga, you’ll need to have a low Reputation, so if you have a high Reputation, forget it all together. First, head for Matagalp in the southeast where you’ll meet some pirates, one of them will confront you and ask you to retrieve Mulmy’s Map, an item they need to go treasure hunting. Leave a garrisoning unit here and head to Plinsport.
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Plinsport is located just east of Allamoot, meaning that any units put here will feel most of the Empire’s forces, so make sure you get some powerful defending units there first, then liberate it. The young mage here has Mulmy’s Map, but he wants the Amatsu Stone. Head north towards Esquintora.
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Head for Esquintora, located just north of Plinsport, and you’ll find a young wizard looking for a Zebra Fur, which he intends to offer to his fiancée. Unfortunately, they’re far too expensive for him to afford. So he asks you to get one, and he’ll trade it with an Amatsu Stone. There’s a man in Laseive who has the desired object.
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In Laseive, located north of El Rosario, you run into your old “friend,” Toad. He can sell you the Zebra’s Fur for a hefty price, ALL YOUR MONEY. Since you can’t run an army without money, refuse this offer at all costs (literally) and he’ll ask for the Golden Goblet, which was stolen from him. (There’s irony for you.) Head east to Stun Creek, a short trip from here.
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Next stop, Stun Creek, located on the northern edge of the creek in the middle of the map. Here, you’ll find the thief who stole the Golden Goblet, and he’s willing to trade you for the Song of Sodoh. If you received and still have the item from Malano, you can trade for it here, then head back up the line to get the Saga. But you probably don’t, so you’ll have to pick one up.

If you didn’t already have a Song of Sodoh, sometimes referred to as a Statue of Sodoh, head to the temple just south of there. The monks confiscated the Song from the thief and they won’t let it go. You can’t bribe them, but you can fight for it. Choose to kill off the monk to get the Song of Sodoh. You’ll take a reputation drop, but by now it’s already too low for you to even care anymore. Leave and head for Heskalansa in the southeast. If you find it, you can buy the Song of Sodoh for 100,000 Goth, he’ll make no other offer.  I’d rather kill the monk and get it for free though.  Retrace you steps and hand off the trades one by one until you get the very valuble Saga item. You can sell it for a lot of money, but for all that work you just put into getting it, I’d rather keep it as a “trophy” item.

Before completing the stage, head for Pirallel in the northwest to receive a Star Fragment, you can sell it after the stage is complete for a good price.

Once you’re ready to go after Allamoot, prepare your most powerful fire based units, equip them with strong fire weapons like Boleas and Eskendale.  Check your Tarot Card for strong attack ones like Magician, Justice, Judgment, Hermit, Devil, etc., and pull some Jokers if you need to. You may also want a World Card to protect you from the twins’ mighty Nova attack. Once in battle, use strong tarots one after another until both twins are low enough in HP where your characters can kill them off.

Return here and bring the Star Fragment to Heskalansa and sell it for 200,000 Goth. You can also get the Black Lotus, Battle Carving or the Font of Desire at Killig Abal.

Clues

BEFORE: Castor and Polydeuces are Taros, large half-human half-giant warriors. They only have one weakness, Fire, so use characters like Mages, Sorcerers, or Lichs who have strong fire hit-alls. Also, there’s someone in Heskalansa who is looking for a Star Fragment, which can be found in Pirallel.

AFTER: You now have two ways to go from here, west into the Dalmuhd Dessert, or north towards the Ryhan Sea.

Neutral Characters to Recruit:

As the Red Dragons here are at a high enough level so that if you recruit one, you can promote it directly to a Red Dragon II.

Character
Lv
HP
Terrain
Kraken

17
~250
Deep Sea

Red Dragon
18
~245
Mountains

Tiamat

17
~250
Desert

Enemy Units:




Lv. 19

( Leader
Lv. 19
Knight
HP: ~170

Paladin
HP: ~175

Lv. 19



Knight
HP: ~170




Lv. 19



Knight
HP: ~170

(3) Were is not for the Paladin in the back row, undead units wouldn’t have to worry.  But for non-undead units, this group is actually pretty weak.  Use your hit-alls against them, since they’re weak against all forms of magic.


Lv. 18



Ninja Master
HP: ~165



( Leader
Lv. 19

Lv. 17

Ninja Master
HP: ~170
Irongolem
HP: ~100


Lv. 18



Ninja Master
HP: ~165



(3) The Ninja Masters in the rear can cause serious damage as each of them possesses a hit-all.  Use a strong hit-all to get rid of the Ninja Masters quick.  The Iron Golem will probably die in the process, as it is weak against any form of magic attack.




Lv. 17



Irongolem
HP: ~100









Lv. ~17

( Leader
Lv. 19
Irongolem
HP: ~100

Mage
HP: ~120



(4) The Iron Golems can be taken out with kind of elemental attack, so use any elemental hit-all to get rid of them. Once the Mage is exposed, he should be easy to take care of since he is weak against practically everything.




Lv. 17

( Leader
Lv. 19
Eagle Man
HP: ~185

Eagle Man
HP: ~195

Lv. 17


Lv. 18
Eagle Man
HP: ~185

Shaman
HP: ~155

Lv. 17



Eagle Man
HP: ~185

(3) The Shaman in the rear is annoying with her constant healing.  You might want to weaken them all first with some non-white magic tarots right before one of your guys unleashes a powerful hit-all.  This way you can take them all out at once.  Else use black based hit-alls and magic.




Lv. 18

( Leader
Lv. 19
Titan
HP: ~225

Mage
HP: ~120











Lv. 18



Titan
HP: ~225

(3) Similar to the unit with the Irongolems, except that the Titans are much more resistant to magic and have noticeably more HP.  Get rid of the Mage in the back first with your strong long distance attacks, then you can either let the Titans run away, or you can chase after them and kill them with your magic hit-alls.




Lv. 18

( Leader
Lv. 19
Cerberus
HP: ~205

Beast Master
HP: ~170









Lv. 18



Cerberus
HP: ~205



(3) Kill the Beast Master in the rear with your strong hit-alls.  Then you can let the Cerberi retreat back to their base, or go after them and hit them back with non-black hit-alls and weapons.


Lv. 19



Gold Dragon
HP: ~270











Lv. 19

( Leader
Lv. 20
Gold Dragon
HP: ~270

Paladin
HP: ~185



(3) The Paladin in the back can destroy the undead, but for non-undead he is not a threat.  The Gold Dragons are hardy, but they have a big weakness for fire and black magic.  Either use the Magician or Devil card to weaken them, then use your Mages, Sorcerers, or Lichs to clean up.




Lv. 17


Lv. 18
Muse
HP: ~140

Cockatris
HP: ~180






Lv. 17

( Leader
Lv. 19
Muse
HP: ~140

Muse
HP: ~150



(4) The Cockatris in the rear can be a pain, so remove him first.  That Muse in the back has 2 electric hit-alls as well, so be ready to take the hit or heal.  The Muses have really bad defense against black magic, so your Mages, Sorcerers, or Lichs can cause them serious damage.




Lv. 19


Lv. 18
Ninja
HP: ~150

Samurai
HP: ~175
( Leader
Lv. 19


Lv. 18
Samurai
HP: ~180

Samurai
HP: ~175

Lv. 19



Ninja
HP: ~150

(3) This unit is purely physical, so use an undead unit is completely invulnerable if you have them.  Else just be careful about the Samurais in the rear who can pick off weak characters in your back row with their Iainuki attack.  Use your magic hit-alls to hurt them bad.

BOSS UNIT






Castor (
Lv. 22



Gemini
HP: 275





Polydeuces
Lv. 22



Gemini
HP: 275






These two are extremely strong, but they do have one weakness, fire. Polydeuces isn’t terribly vulnerable to Fire, but Castor is, and he’s the important one. Although killing Castor won’t finish the fight, it will finish the stage once the battle ends.  Unleash a barrage of tarot cards like Magician, Justice, Judgment, Devil, Hermit, Chariot until they’re weak.

