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Stage 7: Days Long Gone

Stage Name: THE SLUMS OF ZENOBIA

Size: MEDIUM (3x3)

Terrain: BAY

Daylight: NORMAL

Music: WALL OF DEFENSE

Cities:
Mulnique (Rebel Base), Anberg, By’roit, Elrangen, Fillia (Shop), Post Ina, Pruzen, Zenobia (Enemy Base), Roshfallian Temples (2)

Hidden Cities:
Kal Robst, at the end of the road on an island west of Zenobia.



Palma Nova, north of Mulnique at the east fork in the road.



Roshfallian Temples large forested island in the bay.

Treasures:
Between two trees south of By’roit.



At the center of the southern edge of the map.



Western half of forested island due north of Zenobia.



Southeast corner of mountains in the north.



Ends of two nearby peninsulas in the north (2).

Shop: Fillia


Cure – 400


Heal – 700


All Heal – 2000


Revive – 2000


Joker – 2000

DEBONAIR
Lv. 11 General
HP: 148

Str.
116

Phys.
53


Agi.
122

Fire
37


Int.
104

Ice
43


Cha.
62

Elec.
39


Ali.
82

Blk.
29


Luk.
56

Wht.
72




DEBONAIR: General


Kaus Debonair is one of the most noble knights the Empire has. This General commands the respect of many people, even though he fights for a Empress who rates as low as pond scum. This has led many to wonder why Debonair fights as one of Empress Endora’s Devas, but regardless of why, he does. The disgraced Knight Ashe should fight him at least once, even though you’ll probably want to launch a full scale assault against Debonair with every available unit.


Beating Debonair will take everything you’ve got, so go in with your most powerful Black or Lightning-based units. This may be the first major battle you’ll want to fight with Tarot Cards, rather than hand-to-hand to do your main damage.  Debonair can do major damage back to your own units, so be prepared for some major healing.

Stage Info

This region lies along the ocean, but most of the stage is dry land. The major obstacles in the stage are the wooden walls that surround the city of Zenobia and the castle By’roit. These walls keep several enemy units trapped inside Zenobia, so you won’t face them until the walls are destroyed.  However, flying units can cross the walls with ease.  So if you’ve been making your groups low or high sky, you should be fine.

From the start, send some strong units towards Zenobia and have them liberate and defend the temple. Also, liberate Port Ina, located just to the southwest of Mulnique. Because of the walls, only the flying enemy units can reach you, so they’ll likely head straight for Mulnique, or Port Ina. You can use the strong units at the temple to destroy them, or weaken them and allow the units in the southwest to handle the clean-up.





Once all of the flying units are dispatched, start liberating the other towns, including the hidden temple in the bay, and Palma Nova. Leave Kal Robst–the hidden city in the northwest–alone for now. Get the Termites from the hidden temple, and recruit Ashe from By’roit. You can also recruit Lyon for 20,000 Goth, but you can come back after the stage is finished and hire him for 5,000 Goth. As an added bonus, Lyon will tell you about the Termites, but you already know about them now.

Place defending and attacking units on Anberg, Elrangen, and By’roit, the three cities that the remaining units may go after, then release the Termites. However, if most of your groups are flying units, I would seriously suggesting saving the Termites for later stage where the walls there are much tougher to deal with. After the walls are down, the remaining enemy units will come out. After you beat them, liberate Kal Robst if you want to.  But if you can’t reach there without getting into many more unnecessary battles, leave it be for now.  When you are prepared, send your strongest group with Ashe in it to storm Zenobia.

You should use Ashe for the job if you want to read more vs.Boss dialogue. Either change his unit and put him in with some long range attacking characters (wizards, valkyries, or mages are best choices), or teleport him to a nearby liberated town with the Boots item, and exchange Ashe with a character in a group you plan on using. Your front row must have a decent physical strength to withstand the attacks of Debonair and his two Red Dragons. When Debonair is beaten, he’ll wonder if he’s really fighting for the right side, then goes off.



Return to the stage and head for Palma Nova. If you have the Moon Rose, someone will offer to buy it, refuse the first two offers, and take the 5,000 Goth you’re offered after. However, if you don’t go to Palma Nova, you can sell it for a lot more later on. Then head to Kal Robst, there you’ll meet Banya, a nurse hired to take care of the royal Zenobian family before the war. She’ll tell you that Tristan, King Gran’s eldest son, is still alive and she asks you to help restore him to power. She first wonders if you’re here to claim power for yourself.  Say “No” and she’ll give you the Key of Destiny.

After you get Prince Tristan, return to Kal Robst to receive the Book of Good from Banya. Also, collect the Garnet at the central temple when you bring the Tablet of Yaru.

Clues

BEFORE: You’ll be told of how a former Royal Guard, Ashe, executed the Royal Family 25 years ago, but the hidden town of Kal Robst will reveal the true killer was Gares in disguise. Others will talk about Debonair, one of the four Empire Devas. Though he is part of the Empire, many people still respect him. Finally, the walls that surround Zenobia and By’roit were sealed by the Empire to stop your progress, and only flying units can get over. However, termites can eat the wooden walls to allow you to enter.

AFTER: One tip you’re given is that doing the right thing isn’t always popular, but in the end, it’s still the right thing to do. This probably refers to whether or not you should have forgiven Deneb in the previous stage. You’ll also hear about Gares, who is now on Avalon, trying to turn the Roshfallian Temples over to the Empire.

Neutral Characters to Recruit:

None of these neutral encounters offers anything special.  You can pick up some higher level Dragons here if you so want.

Character
Lv
HP
Terrain
Dragon

7
~140
Forest

Hellhound
9
~135
Mountains

Octopus

9
~155
Deep Sea

Enemy Units:




Lv. 7



Gryphon
HP: ~125

( Leader
Lv. 8



Knight
HP: ~115






Lv. 7



Gryphon
HP: ~125

(3) You’ll need magic users to get the Knight in back, and make sure your front row can take the damage of four Charges and a Slash.  Magic attacks can deal with the Knight.




Lv. 7

( Leader
Lv. 8
Gryphon
HP: ~125

Samurai
HP: ~125









Lv. 7



Gryphon
HP: ~125



(3) Similar to the above unit, your weak characters in the back row are much more vulnerable. The Samurai’s Iainuki can be quite dangerous to your wizards, dollmages, and clerics. The Gryphon in the rear uses Gale, which is a physical hit-all.  Take care of their back row quickly by using tarots if necessary.









Lv. 7


Lv. 7
Cockatris
HP: ~110

Cockatris
HP: ~110
( Leader
Lv. 8



Valkyrie
HP: ~110






(3) Because the leader is in front, it’s easy to send this unit back to Zenobia. Keep a strong defense front row to block the four attacks of the Valkyrie and the front Cockatris. However, the Petrify spell from the rear can be a major problem. It will often freeze one of your characters, and it can destroy the undead.  Take care of the back Cockatris first.




Lv. 8

( Leader
Lv. 8
Beast Man
HP: ~120

Beast Man
HP: ~120






Lv. 8


Lv. 7
Beast Man
HP: ~120

Wyrm
HP: ~140



(3) You’ll need to be prepared for a physical onslaught here, but if you can destroy the Wyrm and the leader, this unit will be left outside the walls of Zenobia, high and dry.




Lv. 8

( Leader
Lv. 8
Hawk Man
HP: ~125

Eagle Man
HP: ~130









Lv. 8



Hawk Man
HP: ~125



(3) Not a very difficult unit to beat. The only real thing to note is it’s a low sky unit, which means it travels across the walls easily.  These guys aren’t very powerful, so you can just hack ‘n’ slash them with a normal strategy.




Lv. 8



Dragon
HP: ~150

( Leader
Lv. 8



Dragoner
HP: ~115






Lv. 8



Dragon
HP: ~150

(2) The first Dragoner you’ll face, but he’s really not anything to worry about. The high defense Dragons are the only real thing to note.  Wizards and other long range magic attacks can quickly dispense of the lone Dragoner in the rear.  The Dragons in the front might take a little longer to take down, but you should be able to whittle them down.


Lv. 8



Dragon
HP: ~150



( Leader
Lv. 9



Wizard
HP: ~105




Lv. 8



Dragon
HP: ~150



(2) Two spells from the Wizard and four Fires from the dragons are what you’ll have to defend against. Their Fire is like that of the Hellhounds, so a strong front row will block them all.  Get rid of the wizard first with quick, strong physical strikes.




Lv. 8

( Leader
Lv. 9
Ninja
HP: ~105

Samurai
HP: ~125






Lv. 8


Lv. 8
Samurai
HP: ~125

Ninja
HP: ~105



(2) Two noble Samurais paired with two wily Ninjas? Prepare for a physical onslaught here, combined with two Ninjutsu attacks from the rear Ninja. Fortunately, they’re the single variety.  Again, with the Samurai in the back, be careful about your weak defense characters in the back row.


Lv. 8



Rockgolem
HP: ~70











Lv. 8

( Leader
Lv. 9
Rockgolem
HP: ~70

Cleric
HP: ~120



(2) You’ll need a good front row to block the Rockgolems’ attacks, but you’ll also need magic to defeat them with any efficiency.  Concentrate first on getting rid of the Cleric so she can’t heal the golems.

BOSS UNIT




Lv. 9



Red Dragon
HP: ~165

Debonair (
Lv. 11



General
HP: 148






Lv. 9



Red Dragon 
HP: ~165

You’ll want Ashe to confront the noble Debonair if you want to read their little speeches to each other. You’ll need some magic users in order to reach Debonair while he’s behind his Dragons, and a good front row to block seven physical attacks. Debonair will use his Slice twice, then hit you with the Blade. Undead characters in front may give you the best defense. Your best bet for beating him may be to use a tarot cards combination like Fool to get rid the Red Dragons, then Devil and/or Hermit to weaken him fast.  Debonair’s weaknesses is towards Black and Lightning, so make sure you have characters like wizards or valkyries who can do that type of damage, supplemented by strong front row fighters equipped with black/electric element weapons.  If need be, use an Emperor card to finish him off if your characters ran out of turns.

Stage 8: The Black Knight

Stage Name: THE ISLAND AVALON

Size: MEDIUM (3x3)

Terrain: ISLAND

Daylight: NORMAL

Music: THUNDER

Cities:
Baingoin (Rebel Base), Galyasa, Gelze, Gontak (Shop), Jisshian, Man’g, Rajin, Taljin, Tomayang, Amad (Enemy Base), Roshfallian Temples (2)

Hidden Cities:
Roshfallian Temples



Center of the island, between 4 volcanoes

Treasures:
Cul-de-sac in southeast cliffs



Largest of the southeast islands



Western side of the northern forested island.

Shop: Gontak


Cure – 400


Heal – 700


Bell – 2000


Summons – 3000


Pearl – 82000



GARES
Lv. 12 Dark Prince
HP: 162

Str.
124

Phys.
54


Agi.
111

Fire
46


Int.
104

Ice
40


Cha.
59

Elec.
39


Ali.
46

Blk.
55


Luk.
57

Wht.
36


GARES: Prince


Gares, the Dark Prince of the Highlands, is one of the most evil and despicable creatures ever to walk the continent. He could even make his mother look like a saint. Gares has come to Avalon in order to make the Roshfallian Temples fall to the Empire’s will, but when they refused. Gares had their Grand Monk, Ferris, captured and executed. It is for this reason that the Shaman Aisha has returned in order to avenge her mother’s death.


Of all the adversaries you’ve faces so far, Gares is by far the toughest. When you face him, use your most powerful White, Lightning or Ice-based characters. Likewise, Tarot Cards like Judgement, Hermit or Justice will also work well. His Dragons are very powerful and a big annoyance.  A Fool card can get rid of them quickly and easily so your characters can concentrate on laying the beatdown on the Dark Prince.

Stage Info

This stage is an island with several small islands surrounding it. The center of the island is covered with volcanoes and mountains, making a direct attack on Amad somewhat hindered. The cities and temples form a circle around the edge of the island, with the hidden temple located in the center.  Sending flying units to liberate this “circle” of cities and temples from opposite sides is a very effective strategy, while you keep your strongest units to liberate the cities/temples in the middle of the “circle” where the brunt of the enemy wave will attack.

Gares will deploy his units to attack you on land, sea and air. Land based units will usually come around the northwest, southeast or straight through the mountains, depending on how you take the cities. Air units will likely head straight for Baingoin and Gontak or towards your most intruding unit. Finally, the sea units will come around and attack you from behind, so never leave your base unguarded.

Liberate Gontak, the city with the Shop in it, and keep a defending unit there. Start liberating the towns heading towards Amad around the volcanoes, going around them clockwise or counterclockwise. Going clockwise will cause you to transverse some water to reach the cities on the islands, and it doesn’t leave you in a good position to launch an attack. Head counterclockwise, and you’ll have to pass over some cliffs and mountains, but there is a temple and a city near Amad that you can stay in to recharge your units.

[image: image1.png]



Before attacking Gares, send a unit to the center of the island to find the hidden temple, where you will find Aisha. Gares killed her mother, and she wants revenge, so let her join. When you go up against Gares, send her in if you want her to give him a harsh lecture on morality. Try to have the unit that goes against Gares to have strong magic attacks, such as wizards or valkyries.  And make sure the physical fighters have strong white magic attacks equipped such as Rune Axes, Kusangi swords, Karanborg swords, etc.

Having Aisha’s unit march all the way from your base to Gares’ base is stupid.  Liberate the town just below Gares’ base, and teleport Aisha there.  Then, you can either make Aisha’s unit face off directly, or exchange her with a member in a group you plan on using to fight Gares.  The latter is probably the better idea, since Aisha’s initial unit is organized very poorly.

When you get the Tablet of Yaru, return to Aisha’s temple to get the Emerald.

Clues

BEFORE: Gares is trying to make the Roshfallian Temples bow down to the Empire by taking over Avalon, where the Temples started. He even arrested and executed the Grand Monk, Ferris. We also find Aisha, Ferris’ daughter, who came back to avenge her mother’s demise.

AFTER: From this stage, the path splits again. You can head east to Diaspola, or you can go north to the Kastolatian Sea. Also, you’ll hear about Prince Tristan who took a few friends to fight the Empire, and of Borgnine, who left after hearing of Ferris’ death.

Neutral Characters to Recruit:

Angels are the main thing to note.  They aren’t useful fighting units, but they do have very high ALI, which makes them a good choice to put in a city liberating group.  You might consider picking one up here if you want.

Character
Lv
HP
Terrain
Angel

10
~105
Deep Sea

Mermaid
10
~140
Deep Sea

Octopus

10
~160
Deep Sea

Enemy Units:


Lv. 9



Faerie
HP: ~75

Lv. 10


Lv. 9
Raven Man
HP: ~150

Faerie
HP: ~75
( Leader
Lv. 10


Lv. 9
Raven Man
HP: ~150

Faerie
HP: ~75



(2) The Faeries’ Kiss will increase the attacking potential of the Raven Men or themselves, but it’s not an attack itself. Thus, this unit doesn’t possess a lot of damage potential, but the Raven Men are hard to hit, and they shield the Faeries. With the leader in front, this unit may be forced back to Amad, often.




Lv. 11


Lv. 10
Ghost
HP: 0

Ghost
HP: 0

LV. 10

( Leader
Lv. 10
Ghost
HP: 0

Mage
HP: ~100

Lv. 11



Ghost
HP: 0

(4) This is a dream unit for a low level cleric to face off.  Her healing can take out these high level undead and give her lightyear boosts in ALI and CHA in the process.  You can also equip white magic weapons on your physical fighters, and they can get rid of the Ghosts very easily too.  Then quickly kill off the Mage with physical attacks.




Lv. 9

( Leader
Lv. 10
Angel
HP: ~105

Shaman
HP: ~120






Lv. 9


Lv. 9
Angel
HP: ~105

Angel
HP: ~105



(2) Don’t let your Undead characters near this holy unit, but dark characters like Wizards, Mages, Ninjas, Imps, Demons, etc… will do the most damage.  A powerful physical attack unit can also take care of them, since none of them have high defense.  But make sure you get rid of that annoying Shaman in the back.


Lv. 9

Lv. 9

Ninja
HP: ~110
Knight
HP: ~120

( Leader
Lv. 10



Knight
HP: ~125




Lv. 9

Lv. 9

Ninja
HP: ~110
Knight
HP: ~120

(4) The Knights in front block access to the Ninjas which can attack at long range. Respond with your own long range characters, and a good front row.




Lv. 10


Lv. 9
Wild Man
HP: ~130

Dragon
HP: ~160






Lv. 10

( Leader
Lv. 10
Wild Man
HP: ~130

Wild Man
HP: ~130



(3) A unit with undead characters in the front will have no problems with this unit. However, the characters can take a lot of damage, so it may take several turns to finally destroy this unit.  Magic works the best.




Lv. 9



Octopus
HP: ~150

( Leader
Lv. 10



Mermaid
HP: ~140






Lv. 9



Octopus
HP: ~150

(3) This unit will attack by sea. Since many of the towns–including Baingoin–lie on the coast, these units can launch a sneak attack if you are not careful. Try to let them come to you when you’re on land, so they’ll be weaker and kill off the mermaid. Then, when they start retreating, you can send a powerful unit to clean up.




Lv. 8



Gryphon
HP: ~130


Lv. 8



Gryphon
HP: ~130



( Leader
Lv. 10



Valkyrie
HP: ~120



(2) Make sure you have no weak characters in your unit because the Gale and Bolt attacks can wipe them out. Undead characters in front will block the front Gryphon, and may take a hit or two from the Valkyrie.  Just note that they are high fly, and can move very quickly.

BOSS UNIT




Lv. 10

Gares (
Lv. 12
Black D.
HP: ~180

Prince
HP: 162









Lv. 10



Black D.
HP: ~180



Gares claims to be invincible, and he is tough to beat. Be prepared for a lot of dark attacks, including the Evildead spell and two nasty Axe uppercuts from Gares himself. He is most vulnerable to White magic, but your more powerful characters are probably your Wizards or Mages, who don’t have white magic.  But their Lightning attacks still do the job. When the battle first starts, you might want to use a World card immediately to protect yourself against his Evildead attack.  Then you can use a Fool to get rid of the Dragons.  From then, you can weaken him with  strong attack tarots like Judgment, Hermit, or Justice cards so that your own units can finish him off.

Stage 9: Legend

Stage Name: THE KASTOLATIAN SEA

Size: LARGE (4x3)

Terrain: ARCHIPELAGO

Daylight: NORMAL

Music: VIKING SPIRITS

Cities:
Fanning (Rebel Base), Jabb, Ma’aksaz (Shop), Mull Ro’ha, Palmirra (Enemy Base) Roshfallian Temples (1)

Hidden Cities:
Bipaoh, far east island.



Fakarabh, northeast of Palmirra.



Malden, small island west of Ma’aksaz.



Pahpehte, island north of Malden.



Pittokyan, large forested island in the northwest.



Salay Gom, island east of Fakarabh.



Tokelau, island west of the visible Roshfallian Temple.



Tongaleb, between the mountains on the main island.



Roshfallian Temples



southwestern island



northwestern island

Shop: Ma’aksaz


Cure – 400


Heal – 700


Bell – 2000


Revive – 2000


Boots – 3000

[image: image2.png]



PORKYUS
Lv 13 Nixie
HP: 169

Str.
123

Phys.
34


Agi.
127

Fire
31


Int.
141

Ice
60


Cha.
59

Elec.
23


Ali.
63

Blk.
47


Luk.
51

Wht.
62


PORKYUS: Nixie


Porkyus, Queen of the Mer-people, has come to the surface to declare war on the people of the Kastolatian Sea. The reason for this comes from centuries of abuse caused by a legend stating that if you eat the flesh of a mermaid, you become immortal. Many of her kind died over the years to this outrageous claim, and now they seek revenge. Empress Endora promised her a land of her own if she stopped the rebels, though many feel it was just a cheap attempt to stop you rather than an honest agreement. Porkyus doesn’t care, and she’s standing in your way.


Surrounded by her fellow Mermaids, it’ll be hard to get in a physical attack, so use a Fool card to get rid of those pesky fish. Then unload with Lightning or Fire based attacks. Magician and Hermit cards can cause her serious damage. Valkyries, wizards, and dollmages all work very well.

Stage Info

The Kastolatian Sea has one main island and dozens of smaller islands in the archipelago, so getting around will prove difficult for units who can’t fly or swim, especially due to the large size of the map. The major problem in this stage is locating the hidden cities and temples which are scattered over the island cluster. However, there are no buried treasures to seek, except for the Brunhild, which is in one of the hidden temples. 

Immediately liberate Jabb, then try to get some units over the water to Tokelau, the Roshfallian Temple and Ma’aksaz. The unit in front will have to fight most of the enemy units, while the enemy water units will pass by Tokelau and then onto Fanning. Don’t leave any of the 5 cities you now have undefended. You can send a water or air unit to the southwest to liberate the hidden temple there, and the town of Mull Ro’ha in the south. You can also get a unit to liberate and defend Tongaleb.

Once you have the enemy units depleted, you can start liberating the other towns. But your main goal should be the northwest. In the far corner, you’ll find a hidden temple, where the Brunhild is stored. If your Reputation is at least 3/4 full, you should get the blade. You can wait until after the stage if you truly want.  Once all the towns are liberated, head for Palmirra. Porkyus, queen of the merpeople, is declaring war on the humans, so send your main attacking unit to stop her. The best characters to use are strong magic attackers, or strong physical units equipped with powerful electric weapons such as Sigmund blades or Notos, or strong fire weapons like Boleas Axes or Eskendale blades.

[image: image3.png]



Once you complete the stage, return to Bipaoh, where you will meet the 150 year old witch, Mango. Talk to her to hear about the 3 High Knights, the Sky Islands and the Legendary Ogre Battle. You can also talk to her about her taste in men, but it really has nothing to do with the story.

If you have a strong high sky unit, you can use as decoy unit to distract most of the enemies towards it, and have the high sky unit attack from the south of the Porkyus’ castle.  You can avoid having to fight at all if you do this, and you can liberate the cities after the stage is over if you want.  Also note that you can buy the Boots item here.  They are very useful, so please stock up on them now.

Clues

BEFORE: The main trouble in the Kastolatian Sea is a war brewing between the humans and the merpeople. In the past, humans once thought that eating the flesh of a mermaid made them immortal, and now, provoked by the empire, the merpeople want revenge. You’ll also hear about the Brunhild sword that can be used to open the Chaos Gates. Finally, a witch in the town of Bipaoh knows about the 3 High Knights and the Ogre Battle, but she’s gone into hiding.

AFTER: A thousand years ago, there was a great war between the humans and the monsters. The humans sided with the gods and the monsters sided with the demons. The war raged on, and the humans were pushed back to the Kastolatian Sea. It looked hopeless, until the 3 High Knights and the 12 White Mages appeared. Eventually, the humans won the battle, and the 3 High Knights returned to the heavens, leaving behind the mighty Brunhild.

Neutral Characters to Recruit:

You can get some Imps here if you want.  Other than that, there isn’t anything special.

Character
Lv
HP
Terrain
Firegiant
10
~150
Volcano

Imp

11
~120
Mountains

Octopus

9
~150
Deep Sea

Enemy Units:




Lv. 11

( Leader
Lv. 12
Hawk Man
HP: ~140

Wizard
HP: ~110






Lv. 11


Lv. 11
Wizard
HP: ~110

Hawk Man
HP: ~140



(3) Four physical attacks and two Magics are not too difficult to withstand if you have a strong enough unit.







Lv. 10



Octopus
HP: ~160



( Leader
Lv. 12



Mermaid
HP: ~150

Lv. 10



Octopus
HP: ~160

(2) The Octopi can launch a mean physical attack, and the Mermaid adds a Blizzard attack that hits one of your characters. Lure this unit out of the water, and use characters possessing Lighting attacks. Wizard or Valkyrie type characters work best.




Lv. 10

( Leader
Lv. 12
Octopus
HP: ~160

Eagle Man
HP: ~155









Lv. 10



Octopus
HP: ~160



(3) Similar to the above unit, except the Blizzard will by replaced by a Thunder.  Fight out of the water if possible.




Lv. 11

( Leader
Lv. 12
Mermaid
HP: ~145

Mermaid
HP: ~150






Lv. 11


Lv. 10
Mermaid
HP: ~145

Kraken
HP: ~175



(4) This unit is a lot like the above Mermaid unit. However, don’t fight this unit in the water or you’ll be in a heap of trouble. The Kraken uses a powerful attack called the Maelstrom if you fight them in the water, so make sure this one comes up on land.




Lv. 11



Dragon
HP: ~175



( Leader
Lv. 12



Knight
HP: ~130




Lv. 11



Dragon
HP: ~175

(3) The Knight is an easy target in the front center, making him a very vulnerable target.  The Dragons can be whittled down little by little.







Lv. 10



Red Dragon
HP: ~175








( Leader
Lv. 12



Wild Man
HP: ~140



(3) A relatively weak unit. Undead characters in front will absorb the damage. But be sure to have some powerful magic users, as these characters are physically strong.


Lv. 11



Giant
HP: ~160











Lv. 11

( Leader
Lv. 12
Giant
HP: ~160

Mage
HP: ~105



(3) Use undead characters to absorb the Giants’ attacks, and watch for the Mage, he uses one hit-all Magic attack which slams your whole party. Giants are vulnerable to Ice, so use magic users, or equip the Undead characters with Ice weapons.


Lv. 10



Valkyrie
HP: ~120



( Leader
Lv. 12



Shaman
HP: ~125




Lv. 10



Valkyrie
HP: ~120



(2) Keep your undead characters away, or else. The Shaman uses Healing three times, so make sure you can do the damage to them to counter it or take her out quickly. What makes this unit especially troublesome are the Valkyries which target your weakest character, and rarely miss. Get rid of that shaman fast.

BOSS UNIT


Lv. 10



Mermaid
HP: ~140

Lv. 11

Porkyus (
Lv. 13
Mermaid
HP: ~145

Nixie
HP: 169

Lv. 11


Lv. 10
Mermaid
HP: ~145

Mermaid
HP: ~140



Use a strong team that is able to use Lightning based attacks. Wizards, Mages and Valkyries work best here. If you need to do some extra damage, the Hermit or Magician tarot card is a sure bet.  Equip your fighters with strong electric or fire weapons.

After the Stage:

This is the first stage where the ultra useful Boots item becomes available.  Boots allow you to teleport any of your groups to a liberated town (but not temple).  I can’t begin to tell you how useful this is.  For instance, if an enemy is about to retake a liberated town because it was left unprotected or a protecting unit was beaten off it, use the Boots to teleport a unit back on the city to defend it.  If an powerful enemy group is about to engage battle with a weaker group stationed at the city, teleport a stronger group between the two and let them fight.  And it’s generally a pain to have when you want certain special character to fight a specific boss.  More importantly, you often don’t want the special character to fight too many battles, since they usually start off pretty strong, and too many battles can result in a ALI and CHA decrease.  This is another time when Boots come in handy.  Have a unit liberate a town close to the boss’ base, then teleport the special character to that town.  Then you can either let the special character’s group march directly to the boss, or you can exchange the special character for someone in group you plan on fighting the boss with, and have that group march off to the boss.  In any case, remember that the Kastolatian Sea is the stage where Boots are sold and please stock up a lot of them now! 

Stage 10: Crimes

Stage Name: DIASPOLA

Size: MEDIUM (3x3)

Terrain: MAINLAND

Daylight: NORMAL

Music: THUNDER

Cities:
Poache (Rebel Base), Alkyshon, Me’mak, Pelegue, Raloshel (Shop), Rimorge, Romorantan, Somyul, Diaspola (Enemy Base), Roshfallian Temples (3)

Hidden Cities:
Ajan, center of the map between the light and dark mountains.



Anglem, at the end of the northeastern road.



Roshfallian Temples



Follow the road east of Pelegue and take the fork north towards the mountains.

Treasures:
Southwest of the lone dark mountain



Near two trees just northwest of the hidden Roshfallian Temple

Shop: Raloshel


Cure – 400


Heal – 700


Boots – 3000


Bough – 50000


Beehive – 70000
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NORN
Lv 12 Shaman
HP: 149
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Phys.
28
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27
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25
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18
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53

Wht.
62


NORN: Shaman


Norn, a political prisoner of the Empire, was put in charge of Diaspola, for speaking out against Empress Endora and the Wise Man Rashidi. In fact, her ideals are very similar to your own, and would probably join the Rebellion like her friend Rauny plans on doing. However, her lover is Kaus Debonair, the same guy you defeated back in Zenobia. Thinking that he was killed by the rebellion, she attacks you instead of joining you.


Norn is positioned behind two Titans, making a physical attack somewhat hindered, but, if you use a magic-based unit that can hit her from the rear, you can beat her pretty easily. She is weak against almost every kind of attack except white. Once defeated, don’t finish her off, instead, tell her that Debonair is still alive, and she may join you, depending on your Reputation.

Stage Info

Diaspola is a mix of landscapes from plains and forests to mountains and cliffs. The main road leads from Poache, north then west through most of the towns. This will take you across the east and north sides of the map, but there are still places to visit in the southwest, across the mountains.

Though you can make a path to Diaspola by following the road, most enemies won’t trace this path, and will come across the landscape. Your best bet may be to hit them head-on. Send units out to liberate the Roshfallian Temple located in the forest northwest of you, and then to the hidden city of Ajan. From there, liberate Alkyshon, Somyul and Raloshel. When the enemy is gone, you can make your way to the temple and then Diaspola. Don’t be in a rush to beat the stage, but when you get the enemy under control, liberate the other towns.



In Somyul, a little girl named Posha will ask for your help if your Alignment and Reputation are high enough. Agree to help her, and she’ll ask you to find a Golden Beehive so that she can cure her mother. You can either buy one in Raloshel for 70000 Goth, or you can head south to the hidden temple, where you will find that Posha’s father died while collecting a Golden Beehive. Take the Beehive her dad left back to Posha, and she will thank you (although she seems quite calm for someone who’s dad just died). In gratitude, she’ll give you a Sentoul Demon, which you can trade in Anglem after the stage is completed.  Make sure you help out Posha in this stage.  You forfeit the best ending if you don’t get through this mini side quest, as you need Posha’s help in finding the Pearl zodiac stone later.

If you forgave Deneb back in Deneb’s Garden, head to Raloshel to buy the Golden Bough for 50000 Goth. Take it back to her to get the Glass Pumpkin, and possibly her allegiance, if your Reputation is low enough.

After you attack and beat Norn, she’ll ask you to finish her off, refuse. After you tell her that Debonair is still alive, ask her to join you. She does, hoping to be reunited with Debonair.

[image: image5.png]



Return to the stage and visit Anglem to meet the “Stupendous Wizard” Borgnine. If you have a Sentoul Demon, he’ll trade it for cash, an Undead Staff or a Stone of Dragos. Take either of the two items, but if you refuse all three offers, your Reputation will drop. This is true for any time when you’re offered a trade.  The Undead Staff is the most useful of the three choices IMO.

Later on, when you get the Tablet of Yaru and the Ginger Cake, bring it to Posha in Somyul. When she bites into the Cake, she’ll find the Pearl (the zodiac stone, not the Black Pearl) baked into it. If you didn’t help her out, she won’t be there to make the discovery. Also drop into Ajan to get the Aquamarine.

Clues

BEFORE: Diaspola is a prison for the Empire. Though its inhabitants were mostly political prisoners who spoke against Rashidi or Endora. This is just as true for Norn, but while she shares your ideals, she wants revenge for her love, Kaus Debonair. She considered joining you, like another Empire traitor, Rauny, but she can’t live without her love.

Also, in Anglem, you’ll hear about the Chaos Gates, which are invisible to the human eye, without the help of a special sword (Brunhild). And this is VERY IMPORTANT! In the town of Somyul a little girl’s mother is ill, and she needs a Golden Beehive to cure her. Her father went out looking for one, and hasn’t returned. Help her now, or you may get in trouble later on!

AFTER: The next stage, The Kalbian Peninsula, is covered with snow, and dominated by one of Endora’s four Devas, Figaro. And, head to Anglem to meet the Stupendous Wizard Borgnine.

Neutral Characters to Recruit:

You can recruit more Angels here if you didn’t earlier.

Character
Lv
HP
Terrain
Angel

10
~110
Deep Sea

Icegiant

10
~160
Snow

Silver Dragon
9
~170
Snowy Mountains

Enemy Units:




Lv. 11

( Leader
Lv. 12
Imp
HP: ~120

Cleric
HP: ~135






Lv. 11


Lv. 11
Imp
HP: ~120

Wyrm
HP: ~175



(3) Use a powerful physical front row to brunt the attacks, but avoid undead characters as the Cleric can wipe them out. In the back, have some magic users to quickly dispatch the enemy cleric.


Lv. 11



Ghost
HP: 0

Lv. 11

( Leader
Lv. 12
Wild Man
HP: ~135

Wild Man
HP: ~140

Lv. 11


Lv. 11
Wild Man
HP: ~135

Ghost
HP: 0



(2) With the 2 Ghosts in back, a cleric can quickly destroy them while probably getting a nice ALI and CHA boost in the process. With the Ghosts gone, this is strictly a physical unit, so treat it as such.




Lv. 11


Lv. 11
Shaman
HP: ~125

Wizard
HP: ~110
( Leader
Lv. 12


Lv. 11
Eagle Man
HP: ~155

Wizard
HP: ~110

Lv. 11



Shaman
HP: ~125

(3) This unit can be tricky to beat. Get rid of the leader first to make this unit retreat.  After that, the rest are very weak against physical attacks, so use strong fighters like knights to slaughter them quickly.  Long range magic attacks can also help you hit those wizards in the back row.  The shamans shouldn’t be a problem since they can’t heal in the front row.


Lv. 11



Knight
HP: ~125

Lv. 11



Wizard
HP: ~110




Lv. 10

( Leader
Lv. 12
Knight
HP: ~125

Wizard
HP: ~110



(3) The Wizard in front is a minor nuisance, but the one in back can be a pain. Otherwise it’s a pretty weak unit.  Get rid of the wizard in the back and this unit isn’t a threat at all.









Lv. 10



Silver D.
HP: ~180






( Leader
Lv. 12



Knight
HP: ~130



(4) The Silver Dragon in front is vulnerable to fire or black magic, so use an appropriate unit. Use Wizards, or equip some characters with fire/black weapons. A purely physical unit will have trouble doing damage to the large beast.




Lv. 11

( Leader
Lv. 12
Hellhound
HP: ~150

Beast Master
HP: ~135






Lv. 11



Hellhound
HP: ~150






(3) A unit with undead characters in the front won’t take any damage. Counter this unit with some strong magic.


Lv. 11



Amazon
HP: ~125

Lv. 11

( Leader
Lv. 12
Samurai
HP: ~140

Samurai
HP: ~145

Lv. 11


Lv. 11
Samurai
HP: ~140

Amazon
HP: ~125



(3) Aside from the Iainuki from the leading Samurai, there isn’t much to note. Use undead characters in the front to absorb most of the damage if you have them, but don’t let anyone else get too weak. The Iainuki is powerful and can pick your weak wizards/clerics off.




Lv. 11



Dragon
HP: ~175


Lv. 11



Dragon
HP: ~175



( Leader
Lv. 12



Witch
HP: ~115



(2) Have some undead characters in the front to absorb the damage from the Dragons if you have them.  The witch can stun you with annoying frequency.  Concentrate on getting rid of her first.

BOSS UNIT




Lv. 11



Titan
HP: ~170

Norn (
Lv. 12



Shaman
HP: 149






Lv. 11



Titan
HP: ~170

Norn’s unit is the classical strong-front unit with a healer in the back. A physical unit will only do minimal damage to the Titans, while Norn will heal them. Use a Fool card and Norn will be totally exposed to all attacks.  If need be, weaken her with tarots (anything other than Judgment) works well on her.  Finish her off before she starts healing herself.

Stage 11: Snow Fields

Stage Name: THE KALBIAN PENINSULA

Size: LARGE (3x4)

Terrain: SNOWY PENINSULA

Daylight: LONG

Music: SANTA’S COMING

Cities:
Kilkenne (Rebel Base), Belgen, Bosetyn, Drummen, Entel Stand, Gallstadt, Glyng’bry, Olesun (Shop), Suntsubal, Tronheim, Kalbia (Enemy Base), Roshfallian Temples (1)

Hidden Cities:
Zolmstein, located on a barren island just southeast of Olesun.

CHAOS GATE:
Organa–Clearing on a small peninsula in the northeast corner of the map.

Treasures:
Non-forested island southwest of Glyng’bry.



Between mountains north of Kalbia.



2nd island on the right in the southeast.



Between two mountains and a river south of Gallstadt.

Shop: Olesun


Cure – 400


Heal – 700


All Heal – 2000


Revive – 2000


Moonbeam – 4000



FIGARO
Lv. 15 General
HP: 167
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58
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FIGARO: General


General Figaro is the second of Empress Endora’s four Devas. He has been given a magic sword, Durandal, for use in stopping your advancement and has been sent to the Kalbian Peninsula while Rashidi is here on business. He and Debonair used to be friends. So if you go ahead to Shangrila to recruit him before facing Figaro, they can talk to each other before fighting. If Debonair faces him, he’ll forfeit the Durandal when he is beaten.


Figaro is placed behind two Black Dragons, making it hard for a physical attack, it’s just as well, as he is pretty strong. However, if you decided to recruit Debonair first, your characters will be much more powerful than he is, so beating him probably won’t be a big problem.  As always, you can use a Fool card to get rid of his lackies so your characters can concentrate on Figaro.

Stage Info

Although this stage can be completed after you finish Diaspola, you might want to hold off until later when you get Debonair in Shangrila if you want to read more vs.Boss dialogue and get the Durandal sword. Most of the stage is covered in snow, so many of your units will be slowed down when they try to penetrate the enemy territory if they’re not flying. Aside from some buried treasures and a hidden city, you shouldn’t have to cross over any part of the sea, though you may want to try using a high sky unit to move in quickly down the western side.

Start by taking the nearby city and temple located just southwest of Kilkenne. Then send units down the road, liberating and defending Entel Stand, Belgen and Drummen. Be careful that you don’t accidentally get into a fight with Figaro when you liberate the last town. While defending these places, deplete the enemy units before trying to liberate anywhere else. Once the enemy units are gone, liberate the other towns, including the hidden town of Zolmstein, and also the Chaos Gate in the northeast. Also, visit Bosetyn, to receive a Forest Pendant, Lemming Herbs, or the Statue of Woe, depending on your Reputation.

When all is said and done, and you are ready to face Figaro, be ready for a horde of physical attacks. Undead characters in front of your unit is a good idea, but if you have Debonair, put him in front too. He’s so tough that you shouldn’t have to worry about Figaro’s attacks. Debonair should prove disastrous for the Deva, and Figaro should fall without much trouble. But if you really need insurance, weaken Figaro with some tartos first. If Debonair talks to Figaro, the former Deva will give up his Durandal as a prize after the battle.  But getting or not getting the sword does not affect your ending.

If you have a Moon Rose, you can return and sell it to the wizard in Zolmstein.

Clues

BEFORE: Covered in snow, certain characters will find it better for traveling than others, use units with the following characters: Golems, Icegiants and Silver-type Dragons. You’ll hear of how Rashidi is here, trying to pry open a Chaos Gate, which you’ll find in the northeast. You’ll also be told of how powerful Figaro is, but despite being told so, Figaro doesn’t have any Platinum Dragons.

AFTER: If you didn’t already sell the Moon Rose, sell it here in Zolmstein, remember to refuse the first two offers and take the third. Also, one of the next stages is Antalia, which is known as “the Land of Imprisonment.”

Neutral Characters to Recruit:

Silver Dragons if you need them can be found in this stage.

Character
Lv
HP
Terrain
Icegiant

11
~165
Snowy Mountains

Rockgolem
11
~75
Forest

Silver Dragon
11
~185
Snowy Mountains

Enemy Units:


Lv. 11



Gryphon
HP: ~155



( Leader
Lv. 13



Valkyrie
HP: ~130




Lv. 11



Gryphon
HP: ~155



(2) Traditional units with strong front-line characters won’t help. The Gryphons’ Gale attacks hits everybody, and the Valkyrie can pick off whomever she wants with her Bolts. Undead characters will probably take the damage from the Bolts as enemies normally attack the weaker characters, but there can be no weak characters in the unit you send against them.


Lv. 13



Phantom
HP: 0

Lv. 12



Eagle Man
HP: ~155




Lv. 13

( Leader
Lv. 13
Phantom
HP: 0

Eagle Man
HP: ~160



(3) You’ll need a unit with White magic users like the Clerics to destroy the Phantoms. The Eagle Men can prove a bit of a problem for a physical unit due to their high Agility, so other magic users like Wizards might prove useful.




Lv. 12

( Leader
Lv. 13
Dragoner
HP: ~130

Dragoner
HP: ~135






Lv. 12


Lv. 11
Dragoner
HP: ~130

Silver D
HP: ~185



(3) The thing to note is the non-leader Dragoners.  If you skipped ahead to later stages (like Organa) and bought some Charm items, this would be a very good time to use it and try to recruit the two Dragoners.  Other than that, this is just a physical unit with a dragon in the back.  Take out the leader first.


Lv. 11



Cleric
HP: ~130



( Leader
Lv. 13

Lv. 11

Mage
HP: ~105
Icegiant
HP: ~165


Lv. 11



Cleric
HP: ~130



(3) The Clerics will make this a dangerous outing for undead characters, so use a unit with a lot of physical power, and maybe some magic power, fire, of course. A Cleric of your own couldn’t hurt either.  Take out the mage first, then concentrate on the pesky clerics.


Lv. 11



Wyrm
HP ~175











Lv. 11

( Leader
Lv. 13
Wyrm
HP: ~175

Wild Man
HP: ~145



(2) A non-White physical unit. Use one of your undead units against it if you have them.  Else strong magic attacks work well.


Lv. 12



Wild Man
HP: ~140



( Leader
Lv. 13

Lv. 11

Wild Man
HP: ~145
Silver D.
HP: ~185


Lv. 12



Wild Man
HP: ~140



(3) Another non-White physical unit. Use one of your undead units against it if you got it.  Else again, use strong magic to take them down.




Lv. 12

( Leader
Lv. 13
Beast Master
HP: ~130

Beast Master
HP: ~140






Lv. 11


Lv. 12
Icegiant
HP: ~165

Beast Master
HP: ~130



(3) Yet another non-White physical unit. Use one of your undead units against it if you have it, and you know what to use if you don’t.









Lv. 13

( Leader
Lv. 10
Rockgolem
HP: ~80

Cleric
HP: ~125

Lv. 13



Rockgolem
HP: ~80






(3) Get rid of the cleric leader so she can’t heal with strong long range attackers like wizards, dollmages, samurais, and valkryies.  Then the Rockgolems shouldn’t be a problem.  They can be taken out very easily with any kind of elemental attack.


Lv. 12



Ninja
HP: ~120



( Leader
Lv. 13

Lv. 13

Angel
HP: ~120
Ninja
HP: ~125


Lv. 12



Ninja
HP: ~120



(2) The Angel can give undead characters a tough time, so try to avoid using them if you have them in your army. This group doesn’t have much defense, so physical attacks work very well.

BOSS UNIT




Lv. 12



Black D.
HP: ~195

Figaro (
Lv. 15



General
HP: 167






Lv. 12



Black D.
HP: ~195

Like Debonair, Figaro will hit you with an onslaught of attacks. Use a Fool card to get rid of the Dragons first if you have it.  Then you can concentrate on Figaro.  If you need to, first weaken him with tarots to get his HP low.  Debonair can hit him pretty reliably and do good damage if you have him.

Stage 12: Thunderstorm

Stage Name: THE VALLEY OF KASTRO

Size: MEDIUM (4x2)

Terrain: RIVER VALLEY

Daylight: NORMAL

Music: SAND STORM

Cities:
Chilchik (Rebel Base), Allmata, Almalyk, Felgahnna, Fuluhnze, Geral Abad (Shop), Shaf’ Zahbs, Yangully, Tash Kent (Enemy Base), Roshfallian Temples (4)

Treasures:
In a small patch of desert just north of Allmata.



West of the tree on an island southeast of Geral Abad.

CHAOS GATE:
Muspelm, clearing between the mountains south of Fuluhnze.

Shop: Geral Abad


Cure – 400


Heal – 700


All Heal – 2000


Bell – 2000


Revive – 2000



ARES
Lv. 16 Raven Man
HP: 215

Str.
142

Phys.
40


Agi.
167

Fire
70


Int.
145

Ice
46


Cha.
46

Elec.
47
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38

Blk.
69


Luk.
62

Wht.
21


ARES: Raven Man


When Hikash’s daughter Rauny ran away, Ares was sent to retrieve her. He’s being paid a pretty penny to do the job, but with your interference, he’ll be lucky to break-even. Ares is a former bandit, and is in it solely for the money, to bad you can’t pay him off like you did for Lyon.


Ares’ major weakness is against white attacks, so if you have strong white weapons, equip them on your fighters beforehand. The four Ninjas which surround him make it hard to get a good attack in, so you’ll need characters which can attack at long range or you can just use a Fool card. Undead characters in the front will make the fight a bit easier, and loading the back with powerful magic-users will be key to beating Ares. If you can’t seem to muster the force needed to beat Ares, try using strong tarots like the Judgment, Justice, or Hermit card.

Stage Info

The first thing you’ll notice about this stage is that it is long and narrow, 4 units long and 2 units wide. The stage is mostly rivers or desert, so moving will be slow for units unaccustomed to such traveling conditions.  You will be traveling west the whole time.

The enemy unit will attack you in a dispersed pattern, to block them off you’ll need a wall of units. Place a unit on each of: Geral Abad, Shaf’ Zahbs and Yangully, as well as at least one between the first two cities. Actually, more than one unit in each may be a better idea!



Once the blockade is up, and there are no enemy units past the blockade, start liberating the towns in the east. There is no need to look for hidden cities as they’re all visible. After you get the enemy units under control, in other words, you have a protecting unit on all the towns/temples, you can head for the boss. In the temple south of Geral Abad, you’ll meet Rauny, a female Paladin, though game-wise she’s actually a Muse. Rauny will tell you of her situation and will offer to join you if your Reputation is high enough.

Once you’ve liberated all the towns and have destroyed all the enemies, have Rauny challenge Ares by teleporting her to a unit stationed at a town nearby the Ares’ keep. Rauny herself is a very powerful fighter in the back row. A Fool card will expose Ares to your group’s powerful assault.

One final note, don’t miss the Chaos Gate to Muspelm in the mountains in the south east.

Clues

BEFORE: Rumors run rampant here when you hear of a stranger named Rauny. Several people will tell you about an assassin who killed 20 people, or was it a giant scorpion? Others will tell of a Paladin, while others think she’s a dancing girl. Only two pieces of info are relevant, the Paladin Rauny is the daughter of the House of Vinzalf, and her father is the Overlord General Hikash.  The rest are false rumors.

AFTER: Aside from some info on General Hikash, there’s nothing of any importance here.

Neutral Characters to Recruit:

Nothing really to note here.

Character
Lv
HP
Terrain
Black Dragon
13
~205
Desert

Red Dragon
12
~190
Mountains

Wyrm

14
~200
Cliffside

Enemy Units:









Lv. 13


Lv. 13
Cockatris
HP: ~145

Cockatris
HP: ~145
( Leader
Lv. 14



Raven Man
HP: ~175






(3) Magic users can do the most damage to this unit. A front row of undead characters will absorb most of the damage, but the rear Cockatris uses Petrify that can hit anyone.  Get rid of it quickly.







Lv. 12



Wyrm
HP: ~180



( Leader
Lv. 14



Ninja Master
HP: ~145

Lv. 12



Wyrm
HP: ~180

(3) An undead unit will have few problems, but the Ninja Master uses Ninjutsu attacks that hit the whole party. It’s only once, but it still hurts.  Kill him off as fast as you can.




Lv. 12

( Leader
Lv. 13
Hellhound
HP: ~155

Shaman
HP: ~130






Lv. 12



Hellhound
HP: ~155






(2) Use a physical front row without undead characters. In the back should be some powerful magic users, by now, you should have some Mages or Sorcerers, whose magic slams the whole enemy party. The Shaman’s healing is annoying, so kill her off first if you can.




Lv. 12



Black D.
HP: ~200

( Leader
Lv. 14



Demon
HP: ~150






Lv. 12



Cerberus
HP: ~165

(4) A mostly physical attack unit who has a weakness for white magic.  If you need to, use a Judgement or Sun tarot to hurt them bad and make it easier to finish them off.  Else standard magic will do fine.




Lv. 12

( Leader
Lv. 14
Red Dragon
HP: ~190

Knight
HP: ~140









Lv. 12



Red Dragon
HP: ~190



(3) An undead unit is your best bet if you have any. Some powerful magic users, especially ice type, can to help bust up the Red Dragons.









Lv. 13

( Leader
Lv. 14
Giant
HP: ~175

Beast Master
HP: ~145

Lv. 13



Giant
HP: ~175






(3) Once again, if you have any undead characters, put them in front. Otherwise this is just a very strong physical unit, so magic is its weakness.


Lv. 13

Lv. 13

Wild Man
HP: ~145
Wild Man
HP: ~145











( Leader
Lv. 14

Lv. 13

Raven Man
HP: ~175
Wild Man
HP: ~145

(4) Outside of the Raven Man, this unit is all physical. Respond with an undead unit with some powerful magic users in the rear. The Wild Men can be tough, and the Raven Man has high Agility, so normal physical attacks may not always work.




Lv. 13


Lv. 13
Wild Man
HP: ~145

Witch
HP: ~120






Lv. 13

( Leader
Lv. 14
Wild Man
HP: ~145

Ninja Master
HP: ~145



(2) Use an undead unit to absorb most of the damage, but the Ninja Master’s Ninjutsu attack will pound you anyway. The only real concern is the Witch, since she can annoyingly stun you with alarming accuracy. Kill her off first if you can, and then deal with the ninja master who can use his powerful hit-all against you.

BOSS UNIT




Lv. 12


Lv. 13
Ninja
HP: ~120

Ninja
HP: ~125

Lv. 12

Ares (
Lv. 15
Ninja
HP: ~120

Raven Man
HP: 215

Lv. 13



Ninja
HP: ~125

The ninjas can be annoying, but they have weak defense.  You can either use a Fool card to get rid of them, or use a strong attacking tarot card to weaken them and hope that Rauny (if you brought her) can finish them off with her two hit-alls.  Equip your fighters with strong white based weapons to do the most damage.  With Rauny, this battle isn’t too hard.

