Destiny's Cry 
Bestiary and Fighting Strategy Guide

Version 1.21, 04/04/04
This guide is for those players out there who need a little extra help in defeating a certain boss, or perhaps are having trouble figuring out how to best destroy an enemy without taking massive losses.  The guide will give a picture and outline an enemy's basic stats, as well as their strengths and weaknesses, in addition to a recommendation for what class would best work against that enemy.

The bestiary is separated into three categories: Basic Enemies, Boss Enemies, and Special Enemies.  Each is clearly labeled, and is in order of appearance in the game.  To quickly find the enemy you are searching for, simply type (alt + f) and type in the enemy's name.

For an alphabetical listing, see the end of this document.

Basic Enemies
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 Imp
HP: 90
ATK: 32
INT: 15

EXP: 65

AP: 0
DEF: 10
AGL: 15

Lucra: $0

No element weaknesses.

No condition weaknesses.

Recommended class: Officer level 1 or higher
Imps are a breed of sub-demon that has yet to feast in great quantities on the flesh of other creatures.  As a result, they are not as powerful as larger demons.

[image: image2.bmp] Bat
HP: 50
ATK:
30
INT: 10

EXP: 35

AP: 0
DEF:
1
AGL: 30

Lucra: $0

No element weaknesses.

No condition weaknesses.

Recommended class: Officer level 1 or higher
This is simply your standard vampire bat gone bad.  It's been starved so long it'll attack anything that moves for food.

[image: image3.bmp] Ooze

HP: 60
ATK: 40
INT: 1

EXP: 50

AP: 0
DEF: 1
AGI: 10

Lucra: $0

-100% damage resistance vs. lightning-based attacks.

+100% damage resistance vs. water-based attacks.

-25% damage resistance vs. all weapons except bludgeon.

Cannot be afflicted with any status ailment.

Recommended class: Officer level 1 or higher
Strange waste products that have gained semi sentience.  They roam aimlessly for food, sensing the vibrations in the ground to seek and dissolve their prey.

[image: image4.bmp] Scorpion

HP: 40
ATK: 40
INT: 20

EXP: 85

AP: 0
DEF: 20
AGI: 20

Lucra: $10

No element weaknesses.

No condition weaknesses.

Recommended class: Any class level 1 or higher

What more can be said other than it's a big scorpion that's hungry and irate?  Its armored carapace makes it difficult to damage with conventional weaponry.

[image: image5.bmp] Carnivore

HP: 30
ATK: 50
INT: 1

EXP: 75

AP: 0
DEF: 1
AGI: 15

Lucra: $16

-100% damage resistance vs. fire-based attacks.

+100% damage resistance vs. earth-based attacks.

+25% damage resistance vs. all weapons except slash/cleave.

Cannot be afflicted with any status ailment.

Recommended class: Any class level 1 or higher

This tangle of carnivorous vines attacks twice in one turn, and receives half damage from any weapons other than slashing or cleaving weapons.
[image: image6.bmp] Trilobite

HP: 35
ATK: 45
INT: 10

EXP: 80

AP: 0
DEF: 10
AGI: 25

Lucra: $13

+50% damage resistance vs. earth-based attacks.

No condition weaknesses.

Recommended class: Any class level 1 or higher

An ancient life form on earth, Trilobites flourish in this new land.  When weakened significantly, they begin to attack twice per round.
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 Mech

HP: 80
ATK: 80
INT: 1

EXP: 160

AP: 0
DEF: 25
AGI: 15

Lucra: $25

-100% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

+25% damage resistance vs. all weapons except bludgeon.

Cannot be afflicted with any status ailment.
Recommended class: Mage level 4 or higher
Mechs are very difficult to damage with any weapons other than bludgeoning weapons, and even then, it's not that effective.  They have to charge up before every attack.
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 Droid

HP: 55
ATK: 45
INT: 30

EXP: 115

AP: 0
DEF: 10
AGI: 25

Lucra: $10

-100% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

+25% damage resistance vs. all weapons except bludgeon.

Cannot be afflicted with any status ailment.

Recommended class: Mage level 4 or higher

Malfunctioning repair bots.  Like mechs, they are hard to damage, even with bludgeon weapons.  They occasionally release an electric discharge during combat.

[image: image9.bmp] Giant Rat

HP: 80
ATK: 60
INT: 10

EXP: 115

AP: 0
DEF: 5
AGI: 32

Lucra: $25
No element weaknesses.

No condition weaknesses.

Recommended class: Any class level 4 or higher

As if the smaller variety wasn't bad enough.  This giant variety's nasty bite is made nastier by its ability to poison you with its venomous teeth.

[image: image10.bmp] Giant Crab
HP: 90
ATK: 75
INT: 1

EXP: 130

AP: 0
DEF: 30
AGI: 25

Lucra: $22

+25% damage resistance vs. slashing, cleaving, throwing.

+50% damage resistance vs. piercing and fired projectile.

Easily berserked.

Recommended class: Mage level 4 or higher

Giant crabs are tough nuts to crack.  Their high HP and hard outer shells make them difficult to damage, even with bludgeoning weapons, which do more than other types.
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 Giant Cobra
HP: 125
ATK: 90
INT: 1

EXP: 165

AP: 0
DEF: 7
AGI: 43

Lucra: $40

No element weaknesses.

Cannot be poisoned.

Recommended class: Any class level 7 or higher

These creatures are easily over fifteen feet in length, and carry in their venom sacks a very potent poison.  They're soft and fleshy, but they are quick enough to hit twice.
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 Hound
HP: 140
ATK: 100
INT: 20

EXP: 180

AP: 0
DEF: 10
AGI: 40

Lucra: $35

No element weaknesses.

Easily berserked.

Recommended class: Any class level 7 or higher

Hounds are huge dogs that have run wild for years.  They see just about every other living creature as a source of food.  Just don't let them tackle you.
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 Vile Bat
HP: 100
ATK: 75
INT: 10

EXP: 155

AP: 0
DEF: 1
AGI: 60

Lucra: $30

No element weaknesses.

Hard to poison.

Cannot be blinded.

Recommended class: Any class level 7 or higher

Variations on your standard cave bat, these bats are carnivorous, and use poison to subdue their prey.  They move exceptionally fast, and are hard to avoid.

[image: image14.bmp] Red Scorpion
HP: 125
ATK: 95
INT: 10

EXP: 180

AP: 0
DEF: 30
AGI: 45

Lucra: $40

+50% damage resistance vs. fire-based attacks.

-50% damage resistance vs. ice-based attacks.

-50% damage resistance vs. water-based attacks.

Hard to berserk.

Recommended class: Any class level 7 or higher

This scorpion has found its home in the searing hot deserts.  As a result, it has learned to resist heat.  However, it now fears the cold and the moist.
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 Giant Vulture
HP: 200
ATK: 130
INT: 10

EXP: 250

AP: 0
DEF: 10
AGI: 50

Lucra: $65

-25% damage resistance vs. fired projectiles.

-25% damage resistance vs. throwing weapons.

No condition weaknesses.

Recommended class: Any class level 7 or higher

A very large bird of prey that roams the desert in search of food.  In its desperation, it attacks anything that moves.  Including you.
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 Soldier Skeleton
HP: 200
ATK: 140
INT: 1

EXP: 220

AP: 0
DEF: 40
AGI: 48

Lucra: $50

+25% damage resistance vs. piercing weapons.

+25% damage resistance vs. fired projectiles.

+25% damage resistance vs. throwing weapons.

-50% damage resistance vs. fire-based attacks.

-100% damage resistance vs. holy-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Any class level 11 or higher

A soldier that has risen from the dead, seeking revenge.  Exceptionally stupid, it will charge blindly into combat.  Takes massive damage from fire and holy attacks.

[image: image17.bmp] Wild Dog
HP: 170
ATK: 120
INT: 20

EXP: 210

AP: 0
DEF: 15
AGI: 55

Lucra: $40

No element weaknesses

No condition weaknesses

Recommended class: Any class level 11 or higher

A dog that was born and raised in the wild.  Dogs such as these call murky caverns and such home, and do not like to be intruded upon.

[image: image18.bmp] Fat Goblin
HP: 150
ATK: 80
INT: 100

EXP: 195

AP: 50
DEF: 10
AGI: 45

Lucra: $55

+50% resistance vs. all elements except holy and darkness.

Easy to inflict all status ailments upon.

Recommended class: Fighter classes level 11 or higher

Fat, lazy goblins that defend themselves using simple spells.  Nasty to get hit by if you’re not properly defended against magic.
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  “Punisher”
HP: 400
ATK: 200
INT: 1

EXP: 5

AP: 50
DEF: 40
AGI: 45

Lucra: $5

No element weaknesses.

No condition weaknesses.

Recommended class: Any class level 12 or higher

These creatures are released through a trap door if you unsuccessfully try to solve a puzzle.  They hit hard and have a lot of HP, and certainly aren’t worth the effort.
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 Proto Mech
HP: 250
ATK: 150
INT: 1

EXP: 290

AP: 30
DEF: 75
AGI: 50

Lucra: $40

+25% damage resistance vs. all weapons except bludgeoning.

-50% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Mage classes level 13 or higher

These security droids are prototypes and are incomplete.  Lucky for you.  Unlucky for you, though, is that their wide beam weapon system is fully functional.

[image: image21.bmp] Ceiling Gun
HP: 100
ATK: 300
INT: 1

EXP: 200

AP: 30
DEF: 40
AGI: 40

Lucra: $0

+25% damage resistance vs. all weapons except bludgeoning.

-50% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Paladin classes level 13 or higher

These things are just plain nasty.  They pop out of the ceiling if you step on a security plate.  Their gatling guns are absolutely brutal and do massive damage.
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 Grunt
HP: 300
ATK: 140
INT: 50

EXP: 275

AP: 30
DEF: 50
AGI: 60

Lucra: $40

No element weaknesses.

Hard to afflict with any status ailment.

Recommended class: Any class level 13 or higher

These are soldiers pressed into duty and who don’t like their work.  They carry standard issue rifles that pierce most armor’s defense.
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 Attack Dog
HP: 150
ATK: 125
INT: 40

EXP: 225

AP: 30
DEF: 20
AGI: 65

Lucra: $30

No element weaknesses.

No condition weaknesses.

Recommended class: Any class level 13 or higher

Dogs trained to seek out and kill trespassers.  Completely fearless and brutal, they attack with quick, powerful movements.

[image: image24.bmp] Flame Ooze
HP: 225
ATK: 125
INT: 1

EXP: 300

AP: 100
DEF: 1
AGI: 50

Lucra: $40

+25% resistance vs. slashing and throwing weapons

+50% resistance vs. piercing and fired projectile weapons

+100% resistance vs. fire-based attacks.

-100% resistance vs. ice-based attacks.

-50% resistance vs. water-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Mage classes level 15 or higher

Glowing red ooze that thrives in hot climates, such as lava or volcanic caverns.  Innately hostile, it attempts to burn everything it doesn’t like.  And it doesn’t like you.
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 Street Punk
HP: 175
ATK: 60
INT: 40

EXP: 175

AP: 0
DEF: 20
AGI: 28

Lucra: $0

No element weaknesses.

Hard to inflict with any status ailment.

Recommended class: Officer class level 4 or higher

Your standard street punk.  They carry steel pipes and a nasty glare, and will beat you as soon as look at you.  Only have the guts to hurt other people in groups.
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Gunner Punk
HP: 175
ATK: 110
INT: 40

EXP: 200

AP: 0
DEF: 18
AGI: 26

Lucra: $0

No element weaknesses.

Hard to inflict with any status ailment.

Recommended class: Officer class level 4 or higher

Give a punk a gun and you’ll get one of these guys.  They have a high attack power, so they should be the first guys you take down if you come across one in a group.

[image: image27.png]


 Agent
HP: 250
ATK: 90
INT: 70

EXP: 350

AP: 0
DEF: 25
AGI: 30

Lucra: $0

No element weaknesses.

Hard to inflict with any status ailment.

Recommended class: Officer class level 5 or higher

Agents are specialists who perform a specific duty with exceptional skill and tact.  Very few of them, however, learn anything but basic combat techniques.
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 Special Ops
HP: 200
ATK: 100
INT: 55

EXP: 375

AP: 0
DEF: 30
AGI: 30

Lucra: $0

No element weaknesses.

Hard to inflict with any status ailment.

Recommended class: Officer class level 6 or higher

A soldier that belongs to a special division of the military.  They have all the brains and effectiveness of a bounty hunter with a temper.
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 Commander
HP: 300
ATK: 125
INT: 65

EXP: 750

AP: 0
DEF: 35
AGI: 32

Lucra: $0

No element weaknesses.

Hard to inflict with any status ailment.

Recommended class: Officer class level 7 or higher

This particular type of commander is responsible for leading Special Forces.  They are specially trained to fight and die for their cause.

[image: image30.bmp] Sewer Rat
HP: 125
ATK: 85
INT: 10

EXP: 200

AP: 0
DEF: 1
AGI: 28

Lucra: $0

No element weaknesses.

Immune to poison.

Recommended class: Officer class level 6 or higher

Your standard sewer rat that has been mutated by the refuse of demons.  Even after the demons left, they remained.  They prey upon the weak, the small, and the slow.
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Private First Class
HP: 275
ATK: 125
INT: 60

EXP: 460

AP: 0
DEF: 35
AGI: 34

Lucra: $0

No element weaknesses.

Difficult to inflict with any status ailment.

Recommended class: Officer class level 10 or higher

Better trained than your run-of-the-mill grunt and better equipped than special forces, these soldiers will give you a rousing good fight.  They have a tendency to hurl insults at you and smack you around with the butt of their gun, which sometimes results in temporary confusion.
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 Sentry Bot
HP: 300
ATK: 175
INT: 1

EXP: 545

AP: 0
DEF: 60
AGI: 30

Lucra: $0

+25% damage resistance vs. all weapons except bludgeoning

-50% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Officer class level 11 or higher

Avoid these things if you can.  They’re tough, they’re powerful, and they’ll stomp on you if you’re not prepared to fight one.  If one immobilizes you, it will simply pound you into dust, as you stand helplessly, unable to defend yourself.
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 Security Turret
HP: 150
ATK: 1
INT: 1

EXP: 400

AP: 0
DEF: 1
AGI: 20

Lucra: $0

+25% damage resistance vs. all weapons except bludgeoning

-50% damage resistance vs. lightning-based attacks.

-50% damage resistance vs. water-based attacks.

Cannot be afflicted with any status ailment.

Recommended class: Officer class level 11 or higher

Don’t let its low ATK fool you...this junky looking turret will pump you full of holes like a block of Swiss cheese.  The Gatling gun attack it employs is heavily damaging and cannot be evaded, so if you absolutely must fight one of these things, throw everything you’ve got at it.  
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 Captain
HP: 350
ATK: 150
INT: 70

EXP: 1000

AP: 0
DEF: 40
AGI: 38

Lucra: $0

No element weaknesses.

Difficult to inflict with any status ailment.

Recommended class: Officer class level 11 or higher

Don’t let its low ATK fool you...this junky looking turret will pump you full of holes like a block of Swiss cheese.  The Gatling gun attack it employs is heavily damaging and cannot be evaded, so if you absolutely must fight one of these things, throw everything you’ve got at it.  
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 Stinger
HP: 110
ATK: 100
INT: 5

EXP: 315

AP: 50
DEF: 10
AGI: 45

Lucra: $70

No element weaknesses.

Easy to inflict with any status ailment.

Recommended class: Any class level 12 or higher

These little annoyances aren’t difficult to destroy.  The only problems you may have when fighting them is their constant poison attacks and the speed which they carry out their attacks.  Carry lots of antidotes if you plan to fight some of these things.  
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 Feral Cat
HP: 175
ATK: 125
INT: 40

EXP: 340

AP: 20
DEF: 15
AGI: 43

Lucra: $85

No element weaknesses.

Cannot be berserked.

Cannot be forced into sleep.

Recommended class: Any class level 12 or higher

Don’t let their cute appearances lull you into a false sense of security.  These cats are killers to the core.  Raised in horrible, squalid conditions, these cats have given up on every life but their own, and plan to take it from whomever is so unfortunate to cross their path.  

Boss Enemies
[image: image37.bmp] Clone - Detective Baron

HP: 275
ATK: 60
INT: 20

EXP: 600

AP: 0
DEF: 15
AGI: 20

Lucra: $0

No element weaknesses

No condition weaknesses

Recommended class: Officer level 2 or higher

This is a demonic copy of Detective Baron.  In combat you see it for what it really is.  Uses a hand scythe to carve you up.  Keep your HP up and keep firing!  He has the abilities of an officer...he can use both First Aid and Subdue, so watch yourself.
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 Prototype #127

HP: 2500
ATK: 200
INT: 100

EXP: 3000

AP: 1000
DEF: 100
AGI: 45

Lucra: $750

+25% resistance vs. all weapons except bludgeon

-50% resistance vs. electricity

Cannot be afflicted with any status ailment.

Recommended class: Mage or Fighter class level 14 or higher

This is a highly specialized combat droid that is programmed to protect the lab at all costs.  It’s capable of striking targets with hyper-dimensional attacks.  These attacks mimic weapons that would deal that type of damage.  A high weapon resistance helps greatly here.
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 Smasher

HP: 1500
ATK: 180
INT: 50

EXP: 2200

AP: 100
DEF: 50
AGI: 50

Lucra: $550

+50% resistance vs. every element except holy and darkness

Easy to poison

Recommended class: Fighter or Thief class level 15 or higher

This is a strange creature not of this dimension or any other dimension you are aware of.  Two of them appear in the laboratory mere seconds after confronting the scientist.  Despite their strength and high HP, these creatures have a weakness to poison.  If you poison them, the fight will go much faster.
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 Were-scientist

HP: 6000
ATK: 250
INT: 200

EXP: 6500

AP: 500
DEF: 65
AGI: 120

Lucra: $0

+50% resistance vs. electricity

+50% resistance vs. darkness

-50% resistance vs. fire

-50% resistance vs. holy

Cannot be afflicted with any status ailment

Recommended class: Paladin level 18 or higher

The scientist sacrifices his body to an experimental drug, warping his body into something resembling a humanoid wolf.  This is definitely the hardest fight up to this point in the game.  He’s fast, strong, and has a lot of HP.  He uses fighter and thief skills to both damage and increase his stats further.  Be prepared for a long haul with plenty of restorative items, and keep your HP high.
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 Rhynoxis

HP: 600
ATK: 200
INT: 75

EXP: 900

AP: 100
DEF: 65
AGI: 45

Lucra: $500

+25% damage resistance vs. arrows and throwing weapons.

-50% damage resistance vs. ice-based attacks.

+50% damage resistance vs. lightning-based attacks.

Hard to inflict with any status ailment.

Recommended class: Monk or Paladin level 15 or higher

Rhynoxis gather in gangs of three, and often do an excellent job of keeping each other alive.  Their physical attacks are powerful, and their heal spells are infuriating.  The best thing you can do is to focus all your attacks on a single Rhynoxis until it has fallen, then move on to the next.  The two soldiers in your party during this fight cannot be given orders, but they generally follow that rule.
Special Enemies
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 Ouji - Level 5
HP: 694
ATK: 42
INT: 32

EXP: 500

AP: 14
DEF: 36
AGI: 33

Lucra: $0

No element weaknesses

No condition weaknesses

Recommended class: Any class level 7 or higher
You can fight Ouji if you take up his challenge before he joins your party.  He has the monk ability Ki Strike at his disposal, and it can stun you for a round in addition to causing a good amount of damage.  He has a lot of HP, but you have one thing he does not: an inventory.  Utilize healing items to give yourself a much-needed advantage.
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 Hagar - Level 8

HP: 650
ATK: 75
INT: 19

EXP: 800

AP: 9
DEF: 62
AGI: 32

Lucra: $0

+25% damage resistance vs. bludgeon weapons

+25% damage resistance vs. throwing weapons

Recommended class: Monk level 8 or higher

Hagar is your first fight in the Fighting Arena.  He's a Fighter by class, and fights accordingly.  He has a high HP and ATK, but he'll run out of AP pretty quickly.  If you hit him with heavy-damaging attacks and use your inventory to your advantage, he should be easy.
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 Spencer - Level 8

HP: 585
ATK: 57
INT: 33

EXP: 800

AP: 20
DEF: 67
AGI: 32

Lucra: $0

+25% damage resistance vs. slashing weapons

+25% damage resistance vs. cleaving weapons

+50% damage resistance vs. dark magic

Recommended class: Monk level 8 or higher

Spencer is a paladin, and your second fight in the Fighting Arena.  He's a bit trickier than Hagar in the sense that he has a higher DEF as well as the ability to heal himself.  Still, if you can outlast his AP and hit him quickly and heavily, he'll fall.
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 Kelth - Level 8

HP: 780
ATK: 58
INT: 33

EXP: 800

AP: 17
DEF: 49
AGI: 38

Lucra: $0

Cannot be berzerked.

Cannot be confused.

Recommended class: Fighter or Paladin level 8 or higher

Kelth is a monk, and as such, has balance in combat.  He attacks twice, and with much speed.  His DEF isn't all that high, but his HP is sizeable.  Take advantage of his low DEF and hammer him with heavy-damaging fighter attacks, or outlast him with healing spells and higher defense as a Paladin.
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 Joseph - Level 8

HP: 455
ATK: 51
INT: 51

EXP: 800

AP: 59
DEF: 57
AGI: 39

Lucra: $0

+50% damage resistance vs. light and dark magic

Recommended class: Mage or Theurge level 8 or higher

Joseph is a cleric, which makes him ill suited for single combat.  His power lies in his ability to heal, and although he has no aggressive spells, he can still be a pain.  All he has to do is heal the damage you deal to him.  As a result, he could conceivably outlast you, provided that you have little to no healing tablets or mana vials.  All you really need to do is to hit him fast and hard.  If all else fails, outlast him with your inventory.
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 Vivian - Level 8

HP: 390
ATK: 37
INT: 94

EXP: 800

AP: 79
DEF: 45
AGI: 39

Lucra: $0

+50% damage resistance vs. fire, ice, and lightning magic

Recommended class: Mage or Theurge level 8 or higher

Vivian is a mage, and a very dangerous one, at that.  Her spells can singe, freeze, or shock even the most battle-hardened magic class.  A mage seems to be an ideal choice for this battle, since you would also have the 50% resistance to her magical arts.  However, a theurge would not be out of place, since he also can use offensive magic in addition to his healing magic, which can help you when you take damage from her spells.  All in all, though, this is going to be a tricky fight thanks to her magic resistance.
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 Franklin - Level 8

HP: 520
ATK: 57
INT: 39

EXP: 800

AP: 46
DEF: 53
AGI: 38

Lucra: $0

No special resistances

Recommended class: Mage or Theurge level 8 or higher

Franklin is a Theurge.  He's the balance between cleric and mage.  His attack power is actually high enough to do reasonable damage, his defense is ample enough to prevent you from doing any serious physical harm with a weapon, and he can always fall back on blasting you with flame or freeze.  There is no real strategy against him...just pelt him with spells as either a mage or a theurge, keep your HP up, and watch the result.
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