Stage 19: The Assassin

Stage Name: THE DALMUHD DESERT

Size: MEDIUM (3x3)

Terrain: DESERT

Daylight: LONG

Music: SANDSTORM

Cities:	Bandapp (Rebel Base), Bandle Rangeh, Chabahaul, Hilzabard (Shop), Kahrngarn, Konsh, Majaira, Hormzussa (Enemy Base), Roshfallian Temples (1)

Hidden Cities:	Aliabard, in the far northeast, straight north of Bandapp.

		Sidabard, located on the west side of an oasis in the west.

Treasures:	On the small island in the middle of the lake.

		Directly between Aliabard and Konsh.

		In the south, directly south of two pairs of rocks.

		South of two rocks southwest of Hormzussa.

Shop: Hilzabard

	Heal – 700

	All Heal – 2000

	Bell – 2000

	Joker – 2000

	Moonbeam – 4000



�

PROCHON�Lv. 23 Ninja Master�HP: 231��Str.�183����Phys.�47�����Agi.�216��Fire�52�����Int.�187��Ice�46�����Cha.�56��Elec.�45�����Ali.�22��Blk.�68�����Luk.�56��Wht.�2����PROCHON: Ninja Master

	Prochon has lived his entire life in darkness, but that doesn’t justify the acts he has recently committed. He was once the leader of King Ofays’ ninja army, which turned on their king. No one is sure why they turned on Ofays, but Prochon is now working for the Empire and has been sent to assassinate Gizolfy.  It’s your job to stop him.



	Prochon is surrounded by his army of ninjas, all of whom are highly agile, making them hard to hit with normal physical attacks. Your best bet is to use your strong hit-all magical attacks. Prochon is weakest against White magic, so characters like Princesses, Angel-type characters, or those equipped with strong white weapons will do the most damage. But seeing as how he doesn’t have any strong defense against the other elements except for black, other strong magic hit-alls from your mages, sorcerers, valkyries, or doll masters work.









Stage Info

The Dalmuhd Desert is a vast wasteland spotted by rocks and bushes. Maneuvering will be difficult for most units, but if you’ve been making most of your groups low or high sky, then this isn’t a problem. 



Your main goal should be securing the cities of, Bandle Rangeh, Kahrngarn, Konsh, and the temple. You should also make for Majaira and Hilzabard. Do not leave any of these cities unguarded as the enemies here disappear from the map if they stray away from the vicinity of your troops.



Keep the enemy at bay while advancing towards Hormzussa, once the enemy is taken care of, liberate the other cities, including the hidden (and somewhat hard to find) city of Aliabard. Once you do, go after Prochon with your most powerful magic character and your fighters equipped with powerful white magic weapons.



�

Return to Aliabard when Prochon is defeated. If you have the Quicksilver, Gizolfy will trade it for the Gem of Doun. Take it back to Boltorano in the Pogrom Forest.



Clues

BEFORE: Gizolfy is in Aliabard, hiding from Prochon.



AFTER: Head for Aliabard to retrieve the Doun Gem.



Neutral Characters to Recruit:



Nothing special, except for maybe some high level Wyrms if you needed to make some more high sky units.



Character	Lv	HP

Fire Giant	18	~210

Red Dragon II	17	~250

Wyrm		19	~240



Enemy Units:

�Lv. 19��Lv. 19��Raven Man�HP: ~205�Ninja Master�HP: ~170��( Leader�Lv. 20����Ninja Master�HP: ~175�����Lv. 19��Lv. 19��Raven Man�HP: ~205�Ninja Master�HP: ~170��(4) The whole unit possesses a high agility, making it somewhat difficult to hit them with regular attacks.  This group is very weak against white magic, so equip yourself with strong white magic weapons before fighting.  Make sure you have some powerful hit-alls of your own, and also make sure you can heal from the Ninja Master’s hit-all attack.









�Lv. 19����Gryphon�HP: ~205����( Leader�Lv. 20����Ninja�HP: ~155�����Lv. 19����Gryphon�HP: ~205����(3) No, you’re not seeing things, that is a regular Ninja leading this group even though they’re not supposed to.  This group is inexcusably weak for this point of the game, but just be careful that two Gryphons in the rear means you have to deal with 2 hit-alls.  Other than that, hack ‘n’ slash as normal.





���Lv. 18���Lv. 19�Wild Man�HP: ~175��Cockatris�HP: ~185�������Lv. 18��( Leader�Lv. 20�Wild Man�HP: ~175��Wild Man�HP: ~185����(3) The Cockatris is the only threat here.  If you concentrate on getting rid of it, then all that’s left are the 3 Wild Men who are very susceptible to magic attacks.  And once the Cockatris is gone, this group loses it’s high sky movement and becomes much easier to deal with.









�Lv. 19����Samurai M.�HP: ~190��Lv. 18��( Leader�Lv. 20�Ninja�HP: ~145��Samurai M.�HP: ~195��Lv. 18���Lv. 19�Ninja�HP: ~145��Samurai M.�HP: ~190����(4) Undead units will be completely protected against this unit, as it’s all physical attacks.  But if you don’t have undead in your army, just deal with this group with powerful hit-all magic attacks.  Three Samurai Masters means 3 Iainuki attacks to deal with, so protect your rear row.











���Lv. 19����Black D.�HP: ~260��( Leader�Lv. 20����Evil One�HP: ~190�������Lv. 18����Tiamat�HP: ~260��(3) Equip yourself with white weapons before engaging with this group to make the battle easier.  Concentrate on getting rid of the Evil One, and then you can either let this group slowly retreat back to its base, or you can pursue and kill off the dragons.













���Lv. 19��( Leader�Lv. 20�Demon�HP: ~180��Demon�HP: ~185�������Lv. 19���Lv. 19�Demon�HP: ~180��Red D. II�HP: ~270����(3) Equip yourself with white weapons before battling this group if possible.  The Demons are weak against white magic the most, but any elemental hit-all attack, except black, should work fine against them.











�Lv. 19����Firegiant�HP: ~220����( Leader�Lv. 20����Demon�HP: ~185�����Lv. 19����Firegiant�HP: ~220����(3) Four Firebolts and two Nitemares, make sure none of our characters are particularly weak against either.  Counter with your own powerful hit-alls from your mages, muses, or doll masters.











���Lv. 21���Lv. 19�Skeleton�HP: 0��Mage�HP: ~120��Lv. 19��( Leader�Lv. 20�Mage�HP: ~120��Mage�HP: ~120��Lv. 21����Skeleton�HP: 0��(3) The two Skeletons offer another ALI/CHA for probably any one of your character that destroys them.  Make sure you’re able to do some kind of white damage.  The Mage in the front is nothing, but the 2 in the back means 2 very strong hit-alls to deal with.  Thankfully they have very weak defenses, so hit them first with your own powerful hit-alls.











���Lv. 17��( Leader�Lv. 20�Shaman�HP: ~150��Shaman�HP: ~160�������Lv. 17���Lv. 18�Shaman�HP: ~150��Zombie D.�HP: ~265����(3) The Shamans in the front row are of no threat whatsoever unless you’re using undead.  Concentrate on eliminating the Shaman in the rear who can heal.  After she’s gone, you can work on killing the front 2 Shamans, and then work on the Zombie Dragon in the back.







BOSS UNIT

�Lv. 21����Ninja�HP: ~155��Lv. 22��Prochon (�Lv. 23�Ninja�HP: ~160��Ninja Master�HP: 231��Lv. 22���Lv. 21�Ninja�HP: ~160��Ninja�HP: ~155����Prochon and his Ninjas are quick, so they’ll probably get to attack first. Use a World Card when the battle starts to defend against their Ninjutsu attacks, or you can use a Fool card to get rid of everyone except Prochon. You can weaken everyone with tarots such as Judgment, Justice, Magician, or Hermit, and then finish them all off with your own hit-alls.

















�Stage 20: Final Paradise

Stage Name: THE RYHAN SEA

Size: LARGE (4x4)

Terrain: PENINSULA

Daylight: LONG

Music: VIKING SPIRITS

Cities:	Fahrk (Rebel Base), Babaltz, Dantcaste, Gafelt (Shop), Harmhella, Jaubala, Proana, Pulwatt, Raiyagam, Ramoto, Selam, Skauten, Uore Ai, Salarn (Enemy Base), Roshfallian Temples (3)

Hidden Cities:	Roshfallian Temples

		In a mountain clearing southeast of Fahrk.

		On an island west of Raiyagam.

Treasures:	North side of mountain south of Harmhella.

		West of Harmhella.

		North side of mountain north of Babaltz.

		North side of mountain northwest of Pulwatt.

		Clearing in mountains southwest of Dantcaste and southeast of Raiyagam.

		East of Raiyagam, next to mountains.

Shop: Gafelt

	Heal – 700

	All Heal – 2000

	Bell – 2000

	Joker – 2000

	Moonbeam – 4000



�

RANDALS�Lv. 24 Dandy�HP: 282��Str.�153����Phys.�28�����Agi.�195��Fire�47�����Int.�195��Ice�41�����Cha.�59��Elec.�30�����Ali.�39��Blk.�51�����Luk.�45��Wht.�29����RANDALS: Dandy

	Randals is definitely not the most noble, brave or respected warrior the Empire has. Before Rashidi came, he was a monk who was really nothing more than a cowardly, greedy merchant. The Empire came and easily conquered this land, and Randals quickly sided with them. The greedy merchant was given immense powers by Rashidi, which he has used to rule the Ryhan Sea, and now makes his profits by taxing the people of this beautiful land.



	Randals’ magic is very strong, even though this coward isn’t, so make sure you have a World card to protect you. Go in with your most powerful units, hopefully able to use powerful White magic, and Randals should be out the door in no time. He doesn’t really have high defense against any element, so equip yourself with powerful weapons of any element, and use your strongest hit-alls.  You can use a Fool card to eliminate his lackies to make your life easier.



Stage Info

The land mass is sliced by rivers in several places as you go south to north, hence land units will follow a very twisted path as they head towards Salarn. If you have flyers, send them to the cities of Raiyagam and Dantcaste, and use a few Boots to send some powerful land based units there as well. This is assuming you haven’t developed some butt-kicking flyers, but hopefully you’ve been getting my hints that the majority your units should be flyers. This should block the Empire’s units, with a little help from some extra patrol units between the two.



Clear out any enemy units that may have gotten through the wall before it was put up by sending the rest of your available units north to stop them. Once they’re gone, start liberating the towns. There really isn’t all that much strategy in this stage other than to liberate towns and temples as you head towards Randals.  It’s nice to have an easy stage like this after having to tackle some of the more difficult ones earlier.



Go against Randals with your most powerful units. Equip your fighters with your strongest weapons, preferably white, and use powerful hit all magic from your mages, sorcerers, lichs, muses, or dollmages.



�

Once Randals is gone is when the fun starts. If you have the Gem of Doun and the Olden Orb, head to Ramoto to meet the witch, Tarut. She’ll give you the Gem of Truth, which you will take with the first two stones to retrieve the Tablet of Yaru from Fellana. Then return here to the temple south of Fahrk to get the Topaz. Also, depending on your Reputation, you can get a Beast Coin or the Sigmund in Harmhella.



Clues

BEFORE: General Luvalon, the most powerful of the Devas is in the area, heading towards the Shrine of Kulyn. Another powerful figure is in the area, Tarut, the witch who currently holds the Gem of Truth.



AFTER: Luvalon is headed for the Shrine of Kulyn to retrieve the Grail, one of the three mystic treasures. And on a happier note, Tristan’s mother, Queen Floran is still alive, and is being held captive by the Empire.



Neutral Characters to Recruit:



Here’s another case where a neutral character can be immediately promoted. The Pixie can easily become a Sylph, just recruit one and vóilà!  I’d suggest recruiting several of the level 20 Pixies available here and immediately promoting them into Sylphs.  At this point in the game, Sylphs will be very valuable, since few if any of your characters have white-hit alls, except if you gotten a Princess.



Character	Lv	HP

Kraken		19	~265

Nixie		19	~175

Pixie		20	~115



Enemy Units:

���Lv. 19��( Leader�Lv. 20�Gold Dragon�HP: ~270��Monk�HP: ~150����������Lv. 19����Gold Dragon�HP: ~270����(3) That monk is very annoying.  After she uses her healing+, try to kill her using  everything you’ve got before she gets a chance to do her second one.  The Gold Dragons are weak against black and fire, and the monk is just weak against everything.  Try to equip with fire or black weapons and use fire and black based hit-alls.











���Lv. 20���Lv. 20�Paladin�HP: ~185��Valkyrie�HP: ~160��Lv. 20��( Leader�Lv. 21�Valkyrie�HP: ~160��Paladin�HP: ~190��Lv. 20����Paladin�HP: ~185��(3) Undead will get killed by the rear Paladin, but otherwise he isn’t a threat.  What you have to deal with is 8 strikes from the front row.  Use your strongest magic hit-alls for the best results.  This group is particularly weak against black based attacks, so use such if available.











�Lv. 19��Lv. 20��Eagle Man�HP: ~195�Raven Man�HP: ~210���Lv. 20����Raven Man�HP: ~210��Lv. 19��( Leader�Lv. 21�Eagle Man�HP: ~195��Eagle Man�HP: ~210����(4) Magic hit-all attacks work best. Unfortunately this group is divided when it comes to good (Eaglemen) and evil (Ravenmen) units, so often one kind of attack works well against one class, but not the other.  Regardless, hit them with your hit-alls.











�Lv. 20����Mage�HP: ~120����( Leader�Lv. 21��Lv. 22��Mage�HP: ~125�Phantom�HP: 0���Lv. 20����Mage�HP: ~125����(4) The single Phantom in the front can be taken out very easily.  It’s the 3 Mages in the rear which means 3 very strong hit-alls that’s the problem.  Enter the battle with everyone capable of destroying the Phantom to get rid of it first.  Then try to eliminate all the mages at once, possibly by weakening them all with a strong tarot followed by your own hit-all.







���Lv. 20��( Leader�Lv. 21�Titan�HP: ~240��Beast Master�HP: ~180����������Lv. 20����Titan�HP: ~240����(3) Kill the Beast Master first, and then either let the Titans retreat back, or you can chase after them and kill them with your powerful magic attacks.













�Lv. 20��Lv. 20��Sylph�HP: ~140�Cherubim�HP: ~150��( Leader�Lv. 21����Cherubim�HP: ~155�����Lv. 20��Lv. 20��Sylph�HP: ~140�Cherubim�HP: ~150��(3) Undead units will get massacred, so if you have any, don’t use them against this group.  Other than that, you just have to be careful about the 2 white hit-alls from the back row.  But if most of your army is made up of “good” characters, this group isn’t a threat at all.  Hit them hard with your hit-all attacks, as they all have bad defenses.











�Lv. 19����Wyvern�HP: ~255������������Lv. 19��( Leader�Lv. 20�Wyvern�HP: ~255��Muse�HP: ~155����(3) The Muse in the back is the main threat, with 2 electric hit-alls.  Kill her off first, then you can either let the Wyverns go or hit them hard with your hit-alls.













���Lv. 19����Red D. II�HP: ~270����������Lv. 19��( Leader�Lv. 20�Red D. II�HP: ~270��Monk�HP: ~150����(3) Kill the Monk so she can stop healing.  After that just let the Dragons go, or kill them with ice based magic.















���Lv. 20����Rockgolem�HP: ~95�������( Leader�Lv. 21����Doll Master�HP: ~140��Lv. 20����Rockgolem�HP: ~95��(3) The Doll Master has 2 hit-alls, but if you can pound him fast and hard, he’d be easy to take down.  Once he’s gone, the Golems are nothing against any kind of magic attack you can muster.  Equip your fighters with elemental weapons to make the battle even easier.









BOSS UNIT

�Lv. 20��Lv. 21��Evil One�HP: ~190�Evil One�HP: ~195��Randals (�Lv. 24����Dandy�HP: 282�����Lv. 20��Lv. 21��Evil One�HP: ~190�Evil One�HP: ~195��This unit reeks of evil, so their weakness to white magic is glaring. Randals himself uses a very powerful black hit-all, so protect yourself with a World card as soon as the battle starts.  Then you can either use Fool to get rid of the Evil Ones, or weaken them all with several strong tarots such as Judgment.  Then make sure you can kill them all off with hit-alls.



�Stage 21: Separation

Stage Name: THE SHULAMANA GARRISON

Size: MEDIUM (3x3)

Terrain: PENINSULA

Daylight: SHORT

Music: GO GO MARCH

Cities:	Malanba (Rebel Base), Brawayo, Halobon, Mafe Kin, Ochiwalong (Shop), Ok’hanja, Orappa, Preton, Reideberg, Selloway, Shulamana (Enemy Base), Roshfallian Temples (2)

Hidden Cities:	Roshfallian Temples

		In a clearing in the mountains north of Halobon.

Treasures:	In a clearing southwest of Reideberg.

		In a clearing southwest of the hidden temple.

Shop: Ochiwalong

	Heal – 700

	All Heal – 2000

	Bell – 2000

	Revive – 2000

	Joker – 2000



�

PREVIA�Lv. 25 General�HP: 258��Str.�200����Phys.�51�����Agi.�206��Fire�54�����Int.�174��Ice�43�����Cha.�60��Elec.�27�����Ali.�34��Blk.�72�����Luk.�54��Wht.�52����PREVIA: General

	The Deva Previa was once a very pious man, until Rashidi turned him to the ways of Black magic. There are those who remember how he used to be, and still hope that he can be saved. Unfortunately, his allegiance with Endora and Rashidi may make this impossible.



	Previa is the most powerful of the Devas to date, second only to Luvalon. His only real weakness is against Lightning-based magic, so use Wizard-type and Valkyrie-types characters to do the most damage. It is rumored that Tristan’s mother, Queen Floran, survived the royal family massacre and his being held prisoner in Previa’s castle.  You’ll have to see this stage out ‘til the end to see if this rumor is true or false.















Stage Info

Shulamana is located at the end of a peninsula, so most of the enemies will head northeast, while some will head southeast across the bridge. The mainland is covered with volcanoes, so moving over them will be slow for most units.



Send your most powerful flyer to Ochiwalong, located just northeast of Shulamana. You should also try to liberate the three temples in this stage, these four towns are where most of the enemies will attack. Once this is accomplished, liberate the towns near you base, then start coming down the east side of the map, and across the south of the mainland, liberating cities as you go. When the enemy units are defeated, liberate Selloway and the two cities in the far northwest.



The two visible temples will each give you a powerful weapon, the Notos and the Fafhniel. The Notos is a powerful lightning weapon, while the Fafhniel is a very powerful black weapon. Also, depending on your Reputation, you’ll get a Sable Fur or an Ivory Goddess in Orappa.



When you go against Previa, make sure you are capable of doing strong lightning damage, as he is weak against it.  Also make sure that you have a World card, as Previa has some mean spells which can totally hurt your entire party.  Equip your fighters with strong electric type weapons such as Notos or Sigmund, and it wouldn’t hurt if you brought some strong electric hit-all characters like mages (and their upgrades) or muses.



Although it is not necessary for Tristan to face off against Previa, after the battle, if your reputation is high, Tristan will have a conversation with your Lord. You find out that Queen Floran indeed survived the Zenobian royal family massacre, but she was unfortunately executed by the time you arrived. Distraught that he couldn’t save his mother, Tristan will give you his mother’s Mystic Armband, one of the 3 Mystic Treasures needed to get the World card (best) ending.



If you have a Tome of Myths, you can trade it in Ochiwalong for a Full Moon Stone.



Clues

BEFORE: Although many thought that Queen Floran was killed 25 years ago, it is rumored that she was taken prisoner because of her knowledge of the 3 Mystic Treasures. King Gran had two of the treasures, the Grail and the Mystic Armband, which Floran herself has kept hidden from the Empire. The last treasure is one you should already have, the Brunhild.



AFTER: You’re told about the attack colors which signify what kind of attack you use against opponents, or vice versa. For example, if a character flashes yellow when attacked, they’ve been attacked by a physical attack. Here are the colors corresponding to the attacks:



Attack�Physical�Fire�Ice�Lightning�Black�White��Color�Yellow�Orange�Blue�Purple�Black�Green��

Neutral Characters to Recruit:



Nothing to note, except maybe the Salamand if you wanted one.



Character	Lv	HP

Kraken		23	~305

Phantom		25	0

Salamand	23	~320



Enemy Units:

�Lv. 20����Demon�HP: ~185��Lv. 21����Wyvern�HP: ~270�����Lv. 20��( Leader�Lv. 22�Demon�HP: ~185��Demon�HP: ~195����(4) Weak against white magic, so a few Sylphs you picked up can really wreck havoc to these guys.  Other than that, use you other elemental hit-alls, and equip your fighters with white magic weapons.











������Lv. 21����Cockatris�HP: ~195����( Leader�Lv. 22����Mage�HP: ~125��Lv. 21����Cockatris�HP: ~195��(4) Cockatris in the back is what you have to get rid of first.  After that, work on the mage who possesses a hit-all.









���Lv. 20���Lv. 21�Evil One�HP: ~190��Red D. II�HP: ~290�������Lv. 20��( Leader�Lv. 22�Evil One�HP: ~190��Evil One�HP: ~200����(3) Another evil character group.  See how recruiting those Sylphs in the past level would prove useful?  Use your Sylphs or other hit-all attackers, and equip yourself with white magic weapons.













�Lv. 23����Phantom�HP: 0��Lv. 23��( Leader�Lv. 22�Phantom�HP: 0��Sorcerer�HP: ~140��Lv. 23���Lv. 23�Phantom�HP: 0��Phantom�HP: 0����(3) Yes, yet another dream unit for your shamans/angels/cherubims/sylphs to destroy and skyrocket their ALI and CHA.  Either use the above listed classes or equip your guys with white magic weapons.  Still be careful about that Sorcerer in the back with his 2 dangerous hit-alls.









�Lv. 20��Lv. 20��Raven Man�HP: ~210�Wraith�HP: 0��( Leader�Lv. 22����Raven Man�HP: ~220�����Lv. 20��Lv. 20��Raven Man�HP: ~210�Wraith�HP: 0��(3) Wraiths can be handled like any other undead unit.  The Raven Men can be taken out with strong hit-alls and equip your guys with white or ice based weapons.











�����( Leader�Lv. 22����Devil�HP: ~195�������Lv. 21����Zombie D.�HP: ~300�������(3) The Devil has a powerful black hit-all in the back row, so be careful about that.  Equip yourself with white magic weapons and be able to hit back with your own strong hit-alls.











���Lv. 20���Lv. 20�Samurai�HP: ~185��Samurai M.�HP: ~195��Lv. 20��( Leader�Lv. 22�Samurai M.�HP: ~195��Samurai M.�HP: ~205��Lv. 20����Samurai�HP: ~185��(3) Two Samurai Masters in the back means two Iainukis to deal with.  Be careful it doesn’t take out your Sylphs, Mages, Shamans, etc.  Other than that, hit them back with strong hit-alls, preferably black based and equip your fighters with black based weapons.











���Lv. 21����Red D. II�HP: ~290��( Leader�Lv. 20����Monk�HP: ~150�������Lv. 21����Red D. II�HP: ~290��(3) The Monk can destroy your undead, so don’t use them if you have them.  Kill off the Monk quickly, and use ice based hit-alls or equip with ice based weapons to deal with the Red Dragons.











���Lv. 21��( Leader�Lv. 22�Evil One�HP: ~195��Ninja Master�HP: ~185��Lv. 21���Lv. 20�Evil One�HP: ~195��Ninja Master�HP: ~175��Lv. 21����Evil One�HP: ~195��(3) The two Ninja Masters in the rear each have a hit-all, so be prepared to heal.  Other than that, this enemy group has a major weakness against white magic, so a Sylph can really screw them over.  Equip your fighters with white based weapons.











BOSS UNIT

�Lv. 21��Lv. 21��Devil�HP: ~190�Raven Man�HP: ~215��Previa (�Lv. 25����General�HP: 258�����Lv. 21��Lv. 21��Devil�HP: ~190�Raven Man�HP: ~215��Lightning appears to be Previa’s greatest weakness, so use powerful lightning based characters such as the upgraded wizard classes or muses.  Equip with strong electric weapons like Notos and Sigmund if you have them.  Use a World card as soon as the battle starts to protect yourself.  Then use a Fool to get rid of the lackies and weaken Previa with tarots.

�Stage 22: Grail

Stage Name: THE SHRINE OF KULYN

Size: MEDIUM (3x3)

Terrain: KEYS

Daylight: LONG

Music: VIKING SPIRITS

Cities:		Monsalat (Rebel Base), Angua, Gwadorn, San Martin (Shop), Cruen (Enemy Base)

Hidden Cities:	Grenadin, island west of San Martin

		Lastanshon, small island northeast of Gwadorn

		Lon Loques, located on the southwestern most island.

		Maltinique, on the large island in the northeast, southwest of the mountain.

		Mulligan’s Land, on the island just northwest of Cruen.

		Tridan, located on the forested island west of Angua.

		Roshfallian Temples

			On the island just north of Lon Loques’ island.

			Small island in the far northwest.

			Medium sized island northeast of Maltinique.

Treasures:	Island just northeast of Gwadorn, south of the mountain.

		Small island in the far northeast.

		Between the mountains north of San Martin.

		Island south of Tridan.

Shop: San Martin

	Heal – 700

	All Heal – 2000

	Bell – 2000

	Joker – 2000

	Moonbeam – 4000



�

LUVALON�Lv. 26 General�HP: 276��Str.�206����Phys.�68�����Agi.�212��Fire�24�����Int.�179��Ice�67�����Cha.�65��Elec.�73�����Ali.�62��Blk.�93�����Luk.�51��Wht.�61����LUVALON: General

	The most powerful of the four Devas, Luvalon is rumored to be totally invincible. He is the one who destroyed the great dragon Bytalth, not Fogel, and he bathed in the dragon’s blood. This has made him invulnerable to most attacks. It is because of this that Endora had sent him to this seemingly insignificant region to retrieve the powerful Grail.



	Luvalon has only one weakness, Fire. Any other type of attack will result in jack squat. Go in with Fire-based units, and characters equipped with Fire weapons. Powerful fire weapons include the Boleas Axe (which you can purchase here for 150,000 Goth) and the Eskendale blade.  So equip your fighters with those, and make sure you have a few Magician tarot cards stocked to lay some damage on the Deva.











Stage Info

The Shrine of Kulyn is located on a series of keys, so you’ll have to island hop to get to Luvalon. Flying or ocean units will have few problems negotiating the stage, but others will run into trouble trying to get across the waters.  Hopefully most of your groups are flyers and you won’t have to worry about movement.



Immediately take the city of San Martin, located just southwest of Cruen, this city has the shop in it, and it will be one of the main battle areas. Also take the city of Angua, with these two cities, you should be able to ward off most of the enemies, but some of the ocean units can still slip through to reach Monsalat, or any other city, so leave none of the cities you take ungarrisoned.



In the city of Tridan, you’ll meet a monk who, for a price of 150,000 Goth, will cast a spell to determine Luvalon’s weakness. He’ll tell you it’s fire, but he’ll also give you the Boleas Axe if you pay up. If you need the Boleas, pay him off, otherwise ignore the offer. But the Boleas is a pretty powerful weapon, and money shouldn’t really be a problem at this point in the game, so I would suggest you pay him.  Also, in Lon Loques, you’ll meet a thief, who is really a monk in disguise. If you let him thank you, he’ll give you the Empress Cameo, but this will reduce your Reputation.  It’s up to you whether you want it or not. 



Take your most powerful Fire based units against Luvalon in Cruen. First use a World to protect against Luvalon’s magic. Try to use a powerful front row fighter such as Tristan, Debonair, or the Dragoons since they have 3 powerful attacks in the front.  Equip them with strong fire weapons like the Boleas Axe or Eskendale blade. If you have a Princess, have her lead the group as you’ll need all the firepower you’ve got. Have powerful magic users capable of doing hit-all fire damage like mages, sorcerers, lichs, or ninja masters in the rear and you should be able to beat Luvalon in one round. You probably need to weaken Luvalon a bit with some Magician tarots first. Once defeated, Luvalon will give you the Bizen as a reward, a mediocre black weapon.  And remember, the myth that you have to beat Luvalon “honorably” by not using tarots or running away is completely false, so use as many tarots as necessary.



�

Return to Cruen to meet Parcival, the aging knight who made off with the Grail by King Gran’s orders. If your Reputation is high, he will reward your efforts by giving you the Grail.



Clues

BEFORE: The Shrine of Kulyn is the hiding place of the Holy Grail, a mystical relic which is reported to be able to soothe the hearts of those who view it. King Gran sent one of his knights, Parcival, to retrieve the Grail, and with it, King Gran made Zenobia a great country. But to protect it, King Gran ordered Parcival to take the Grail and hide it from the Empire.



One of Endora’s Devas, Luvalon, is here to claim the Grail for the Empire. He is very powerful, and if you were in Shiguld, you would already have heard about Bytalth, who was beaten by Fogel. Apparently, it was Luvalon who destroyed the great dragon. The Deva is reported to have bathed in the dragon’s blood, making him invincible. And though he is tough, he has one weakness, Fire. A monk in the city of Tridan, for a price, will cast a spell to determine Luvalon’s weakness, then give you the powerful Boleas Axe to use on him.



AFTER: If your Reputation is high, you’ll meet Parcival in Cruen and he’ll give you the Grail.



Neutral Characters to Recruit:



One again, we see another case where a Pixie can be immediately promoted to a Sylph. Grab a few if you forgot to earlier.



Character	Lv	HP

Cerberus	23	~235

Kraken		23	~305

Pixie		23	~120



Enemy Units:

���Lv. 21��( Leader�Lv. 23�Kraken�HP: ~290��Nixie�HP: ~195����������Lv. 21����Kraken�HP: ~290����(4) The stage is mostly water, so a sea unit makes a lot of sense, so don’t fight this unit on the high seas. The Kraken’s Maelstom can be a pain for certain characters, so lure them on land to reduce their damage potential.  Then electric-hit alls or electric weapons can clean up.







�����( Leader�Lv. 23����Mage�HP: ~125��Lv. 22���Lv. 22�Wyvern�HP: ~280��Wyvern�HP: ~280���������(3) Just kill the Mage in the back and you should be fine.  At this point in the game, the enemy unit having just one hit-all shouldn’t be too much of a problem.











���Lv. 22��( Leader�Lv. 23�Eagle Man�HP: ~215��Eagle Man�HP: ~220�������Lv. 21���Lv. 22�Kraken�HP: ~260��Eagle Man�HP: ~215����(4) Try to fight this group on land so the Kraken is less dangerous.  The Kraken is weak against lightning, but the Eaglemen are strong against it.  However they are all weak against fire, so use fire based hit-alls and weapons.











���Lv. 22���Lv. 21�Nixie�HP: ~190��Kraken�HP: ~290�������Lv. 22��( Leader�Lv. 23�Nixie�HP: ~190��Nixie�HP: ~195����(3) Like the other water unit, lure this one on land instead of fighting it in the water. The Kraken’s Maelstom can be devastating to your characters, so avoid sea fights if possible.  When on land, this group has nothing really threatening.  Use lightning or fire based hit-alls and weapons.









�Lv. 21��Lv. 22��Mage�HP: ~125�Eagle Man�HP: ~215��( Leader�Lv. 23����Eagle Man�HP: ~220�����Lv. 21��Lv. 22��Mage�HP: ~125�Eagle Man�HP: ~215��(4) Two Mages in the back means 2 hit-alls, so be careful.  But any type of elemental hit-all should work very well against them.









���Lv. 22��( Leader�Lv. 21�Wyvern�HP: ~280��Monk�HP: ~155������������Lv. 22����Wyvern�HP: ~280��(3) With the Monk in this unit, don’t use any of your undead units. The main problem with fighting a Monk, is that they heal their entire unit twice, so kill her off as soon as possible.  Let her use her Heal+ once, then unleash hell on her by concentrating your attacks in her direction.  Once she’s gone, this group becomes simple to deal with.



���Lv. 21��( Leader�Lv. 23�Paladin�HP: ~190��Paladin�HP: ~200�������Lv. 21���Lv. 22�Paladin�HP: ~190��Gryphon�HP: ~230����(3) Avoid using undead characters since the Paladin can use Heal to destroy them. Otherwise, this is a strong physical unit, with a reasonably high Alignment. Respond back with black hit-alls or equip with black based weapons.







�Lv. 21����Red D. II�HP: ~290������������Lv. 21��( Leader�Lv. 23�Red D. II�HP: ~290��Dragoner�HP: ~175����(2) Kill off the Dragoner and then either let the Red Dragons run away, or you can chase after them and nail them with ice-based hit-alls or ice weapons.









�Lv. 22��Lv. 21��Samurai M.�HP: ~205�Ninja�HP: ~160���Lv. 21����Ninja�HP: ~160��Lv. 22��( Leader�Lv. 23�Samurai M.�HP: ~205��Samurai M.�HP: ~205����(3) This unit has the potential for a lot of damage. The two Samurai Masters in the back means protect your rear members from their Iainuki attacks.  They’re all weak against magic, so use magic based hit-alls to deal with them and equip with strong elemental based weapons.



BOSS UNIT

�Lv. 22����Samurai�HP: ~190��Lv. 22��Luvalon (�Lv. 26�Samurai�HP: ~190��General�HP: 276��Lv. 22���Lv. 22�Samurai�HP: ~190��Samurai�HP: ~190����Luvalon is one of the toughest characters in the game to beat, primarily because he has only one weakness, Fire. Use a powerful Fire-based unit. Your best bet is to use super powerful fighters in the front, such as Generals or Dragoons equipped with strong fire weapons. And have powerful magic users Mages, Sorcerers or Liches in the rear. Use a World to protect you against his attacks, then use a Fool to get rid of all the Samurais surrounding Luvalon.  Then soften Luvalon up with a few Magician cards and hopefully your party can finish him off on their own.



�Stage 23: The End Nears

Stage Name: THE CITY OF XANADU

Size: LARGE (4x4)

Terrain: ARCTIC

Daylight: NORMAL

Music: SANTA’S COMING

Cities:	Janwalia (Rebel Base), Alaqua, Anna Pol, Balgenia, Loudan, Pallakat, Patos Demina, Pillabolla, Pillashcapia (Shop), Pilles Dol, San Bisen, Ubelbahna, Xanadu (Enemy Base), Roshfallian Temple (1)

Hidden Cities:	Cellazool, clearing between mountains and river northeast of San Bisen.

		Kallongola, inside the bend in the river south of Alaqua.

		Pessana, far southeast.

		Roshfallian Temple

			Northwest of the mountains in the far southwest.

Treasures:	Scattered amongst the mountains in the southeast. (5)

		On the far northeast island.

		At the end of a road leading to the ocean northwest of Loudan.

		Small island west of Xanadu.

		Southern tip of the mountains southeast of Ubelbahna.

		East and slightly south of Patos Demina.

Shop: Pillashcapia

	Heal – 700

	All Heal – 2000

	Revive – 2000

	Boots – 3000

	Folio – 100000



�

HIKASH�Lv. 27 Hilander�HP: 275��Str.�212����Phys.�53�����Agi.�185��Fire�41�����Int.�181��Ice�46�����Cha.�64��Elec.�40�����Ali.�72��Blk.�26�����Luk.�52��Wht.�54����HIKASH: Hilander

	The Overlord Hikash is one of the most noble and honorable knights in the Empire, second only to the Deva Debonair. He is also very stubborn and believes in maintaining his family’s loyalty with Empress Endora, so he won’t go down without a fight.



	Hikash is like a souped-up General, using a massive array of physical attacks to decimate his opponents, but he has one major weakness, black magic. Also, he has no real special defenses, unlike Luvalon who was invulnerable to everything save fire, so really any type of strong magic attack will be effective. Attack him using your most powerful units, such as Tristan, Debonair, or the 3 Dragoons equipped with black weapons. And supplement them with characters capable of black hit-alls. Try to have Rauny in the group that faces Hikash, as the two of them have one of the most touching vs.Boss dialogues in the game.









Stage Info

This stage is enormous and covered in mountains and snow. This can make traveling a real tough go, unless you have flying units.  But that isn’t the main problem with the stage. You have to watch which towns and temples you liberate, as most of them will result in a reputation loss if you do. This will stay in effect until you beat General Hikash, so leave most of the liberation until after you beat the stage. You can liberate the hidden towns and temples, as liberating them doesn’t affect your reputation.



Send a flying unit directly to Xanadu, but skew they’re path a bit so they avoid most of the enemies that make a bee-line to your base. Have your flyers go out and liberate only the hidden towns and temples in the stage.  Try to have Rauny in the group that faces off with Hikash so you can read their vs.Boss dialogue.  Equip them with powerful black based weapons such as Relic swords or the Fafhniel you picked up earlier.  Use a Fool card to get rid of the muses, or use a World card to protect against their magic.  Then weaken Hikash with Devil cards or other strong tarots until his HP is low, then have your guys finish him off.



Once you beat Hikash, return to liberate the cities you ignored and pick up the buried treasures. There really isn’t a lot to do in this massive stage.



Clues

BEFORE: Many people here totally despise you, but those who have faith in you ask that you help Empress Endora, who is as much a victim as the rest of the continent of Rashidi’s dark influence.



AFTER: Many now realize the Empire is now doomed, and with Hikash’s final acceptance of you, the people of the Highlands will be much more welcome to you. Many now ask that you try to save Endora from Rashidi’s evil influence, but that her son, Gares, is a total monster who executed most of the Paladins in the Empire’s army.



Neutral Characters to Recruit:



Platinum Dragons are here for recruitment if you need them.  But at this point in the game, you pretty much have your army finalized.



Character	Lv	HP

Cockatris	20	~190

Icegiant		23	~250

Platinum Dragon	24	~335



Enemy Units:

���Lv. 23��( Leader�Lv. 24�Gryphon�HP: ~235��Muse�HP: ~170����������Lv. 23����Gryphon�HP: ~235����(4) You’ve seen combinations like this one before. Be careful of the Muse and her 2 lightning hit-alls, but otherwise just attack as normal.









�Lv. 23����Wyvern�HP: ~290������������Lv. 23��( Leader�Lv. 24�Wyvern�HP: ~290��Beast Master�HP: ~195����(3) Nothing big, just kill off the Beast Master leader and attack as you normally have.













�Lv. 22����Gold Dragon�HP: ~300������������Lv. 22��( Leader�Lv. 24�Gold Dragon�HP: ~300��Dragoner�HP: ~175����(4) Kill off the Dragoner and then fight off the Dragons with fire based hit-alls and fire weapons.













�Lv. 21����Mage�HP: ~125��Lv. 22��( Leader�Lv. 24�Paladin�HP: ~195��Paladin�HP: ~210��Lv. 22���Lv. 21�Paladin�HP: ~195��Mage�HP: ~125����(2) The two Paladins in the front means 6 vicious physical attacks, and the two Mages in the back means 2 evil hit-alls.  Obviously a powerful group to deal with.  You might want to weaken them all with a tarot or two before you start nailing them with your own hit-alls.









���Lv. 21���Lv. 21�Eagle Man�HP: ~210��Mage�HP: ~125�( Leader�Lv. 23���Lv. 21�Eagle Man�HP: ~220��Mage�HP: ~125��Lv. 21����Eagle Man�HP: ~210��(4) It’s been a while since you’ve seen the enemy leader in the front like this, so take advantage of his open position and kill him off quickly.  Be ready to heal after the two Mages unleash their hit-alls, but otherwise, just attack as normal.







������Lv. 23����Icegiant�HP: ~265����( Leader�Lv. 22����Monk�HP: ~160��Lv. 23����Icegiant�HP: ~265��(3) With the Monk in the rear, any undead character is in danger.  Kill her off first so she can’t heal, and you can let the Ice Giants run away or chase after them and kill them fire-based attacks.













�Lv. 25����Cleric�HP: ~185��Lv. 23����Icegiant�HP: ~260�����Lv. 25��( Leader�Lv. 24�Cleric�HP: ~185��Seraphim�HP: ~170����(3) The Seraphim has a white hit-all, but if your army is mostly made up of “good” characters, that shouldn’t be too much of a problem.  Use black based hit-alls from mages, sorcerers, lichs, or devils or equip with black based weapons.











��������Lv. 22��( Leader�Lv. 24�Irongolem�HP: ~110��Doll Master�HP: ~150��Lv. 22����Irongolem�HP: ~110�������(2) Not much of a problem.  The Doll Master has 2 physical hit-alls, but you can take him out pretty easily.  The Golems are total pushovers, and any kind of magic hit-all will kill them off fast.















���Lv. 22��( Leader�Lv. 24�Paladin�HP: ~195��Samurai M.�HP: ~210��Lv. 22���Lv. 22�Paladin�HP: ~195��Samurai M.�HP: ~205��Lv. 22����Paladin�HP: ~195��(3) Three Paladins in the front means an unbelievable 9 strikes, with 2 Iainuki attacks from the Samurai Masters in the back.  Be ready to heal if necessary, and hit them hard with black based hit-alls and weapons.













BOSS UNIT

�Lv. 22����Muse�HP: ~160��Lv. 23��Hikash (�Lv. 27�Muse�HP: ~165��Hilander�HP: 275��Lv. 23���Lv. 22�Muse�HP: ~165��Muse�HP: ~160����The best unit to counter Hikash with is one made up of strong front line fighters such as the Generals or Dragoons.  The two Muses in the back means a vicious 4 lightning hit-alls.  So either get rid of them all with a Fool card, or protect yourself with a World card.  Then weaken Hikash with several Devil cards or other strong tarots, and have your guys finish him.



�Stage 24: Ogre Battle

Stage Name: ZETEGINEA

Size: LARGE (4x4)

Terrain: ARCTIC

Daylight: SHORT

Music: SANTA’S COMING

Cities:	Xanadu (Rebel Base), Ajudahya, Albeyta, Albunba, Almalge, Bregga, Dalna, Haljaya (Shop), Jijibrani, Mattle, Rashid, Shahat, Shibulg, Zeteginia (Enemy Base), Roshfallian Temples (2)

Hidden Cities:	Arhomes, on the eastern tip of the medium sized island south of Mislata.

		Azuzau, on the southern peninsula of the large island in the west.

		El’kedah, northern edge of the mountains on the western island.

		Mislata, northern edge of the large island in the west.

		Roshfallian Temples

			Far northeast.

Treasures:	Just east of Dalna.

		Just east of Shibulg.

Shop: Haljaya

	Heal – 700

	All Heal – 2000

	Revive – 2000

	Joker – 2000

	Sunshine – 4000



�

ENDORA: Queen, Lv. 28, HP: 287

	Endora, Empress of the Highlands is the last person standing in your way of defeating the Highlands and finishing the Zeteginean Empire once and for all. However, you’ll surprisingly learn that she didn’t create the Empire for the purposes of World domination. Rather, that was Rashidi’s doing. Endora found out that a powerful force from the north, the Rodisti (renamed Lodis in future games), was planning the invasion of Zeteginea, but unfortunately for her, only Rashidi listened to her warnings, and the horrible Empire is the result of his “help.”



	She is one of the most powerful magic users in the game, capable of five ultra-powerful hit-alls. Facing her without using a World card to protect you first is suicide.  In fact, most characters will find hitting Endora to be nearly impossible. Your best bet is to hit her with a barrage of tarot cards.



Stage Info

You’ll use Xanadu, General Hikash’s old fort, as the jump point for this stage, so you should expect the same terrain as in the last stage. This time you can liberate the cities and temples as you go without worrying about your reputation dropping. The water, mountains and snow will make it a tough go for virtually all non-flying units.  Hopefully most or all your groups are flying units by this point in the game.



From the beginning, send a high sky unit to the hidden temple in the upper right hand corner.  Send your powerful flying units to take Dalna, this will be where most of the fighting occurs. Once here, try to push the Empire back and take the temple just south of Zeteginia. With the powerful units here, that is a pretty big task. If you can get your units that close to Zeteginia, you can start to freely liberate the rest of the towns.



�

In the extreme northeast, you’ll find that hidden temple where Gares has been hiding out. Up until now, including the clones you are facing in this stage, the Gareses you have been facing were all spirit doubles, created by Gares. He’s a wreck as a result of the Black Magic he was infused with by Rashidi. He’ll taunt you, then run off.  Now all the Gares clones will be gone.



�

In the city of Azuzau in the west, you’ll meet Gawain, one of the last remaining Paladins in the Empire. The Paladins and General Hikash were unable to convince Endora to stop fighting you and unable to keep her away from Rashidi as his hold on her was too strong. Many people here want you to try and save Endora as she really used to be a kind and caring person, and that someone as beautiful as her couldn’t possibly be evil. (Remember Deneb?)



When you finally face Endora, you’ll find her nearly impossible to beat using your units in hand-to-hand combat. Your only real hope is to attack her using Tarot Cards. You must use a World Tarot Card to protect your units from her magic, else she’ll mop the floor with you.  Magician, Justice, Hermit, Chariot, Devil, Judgment are the ones you want to pull.  Although I don’t usually recommend it, if you must, continue to use tarot cards until Endora’s laid to rest.  Both your Lord and General Debonair have vs.Boss dialogue with the Empress.  So use either if you want to read it.



Clues

BEFORE: The reason that this whole mess started 25 years ago was because of a powerful nation to the north called Rodisti (renamed Holy Kindgom of Lodis in future Ogre Battle games). This nation was very powerful and very religious, and was planning to invade Zeteginea. Endora heard of this and tried to rally the other countries to stop Rodisti/Lodis.  But they all refused, even Zenobia’s King Gran, and they chose to ignore her instead. Rashidi came to Endora’s aid, and together they formed the Zeteginean Empire you’ve been fighting off. Though Endora would have used the Empire to stop Rodisti/Lodis, Rashidi was interested in total domination, and thus he manipulated Endora and the Empire to conquer the entire continent.



AFTER: Gares has joined Rashidi at the Temple of Shalina, go there to finish it once and for all.



Neutral Characters to Recruit:



Level 24 Raven Men could give some big ALI and CHA boosts for most characters who finish them off.



Character	Lv	HP	Terrain

Cerberus	24	~245	Mountains

Raven Man	24	~235	Oceans  

Tiamat		24	~315	Mountains



Enemy Units:

�Lv. 22����Wyvern�HP: ~280����Gares (�Lv. 26����Prince�HP: 242�����Lv. 22����Wyvern�HP: ~280����(10) You’re not seeing things, there are ten of these units, and the leader of all ten is Gares (are Gareses?). Gares is very tough and can lay ruin to all but your most powerful units. Thes are basically boss battles.  Try to avoid fighting him if at all possible.  But if you must, use strong white based magic and weapons to attack him.



�Lv. 23����Doll Master�HP: ~145����( Leader�Lv. 25��Lv. 25��Doll Master�HP: ~155�Gryphon�HP: ~250���Lv. 23����Doll Master�HP: ~145����(2) The 6 Acid attacks from the three Doll Masters can leave a physically weak unit in ruin. Use your powerful magic like Liches and Muses so you can kill them before they have cause havoc.







���Lv. 23���Lv. 23�Muse�HP: ~165��Cockatris�HP: ~210�������Lv. 23��( Leader�Lv. 25�Muse�HP: ~165��Muse�HP: ~175����(2) The Cockatris in the back has the ever-annoying Petrify, and the Muse in the back has 2 lightning hit-alls.  Get rid of the Cockatris first, then use strong black based hit-alls and weapons to deal with the Muses.



�Lv. 23����Mage�HP: ~125��Lv. 26��( Leader�Lv. 25�Phantom�HP: 0��Mage�HP: ~130��Lv. 26���Lv. 23�Phantom�HP: 0��Mage�HP: ~125����(2) Don’t go in without some way of obliterating the Phantoms. Three mages make 3 hit-alls means you better have a way of healing afterwards.  Once the Phantoms are gone, lay the mages to waste with powerful hit-alls and physical strikes.









���Lv. 23��( Leader�Lv. 23�Evil One�HP: ~210��Evil One�HP: ~220�������Lv. 22���Lv. 23�Platinum D.�HP: ~315��Evil One�HP: ~210����(2) The Platinum Dragon can do some heavy damage against any Ice-weak characters of yours, and the Evil Ones use Black and Fire attacks. Use white based hit-alls to deal with the Evil Ones.  Then use fire or black based attacks to get rid of the Platinum Dragon.









���Lv. 23���Lv. 22�Evil One�HP: ~210��Zombie D.�HP: ~310�������Lv. 23��( Leader�Lv. 25�Evil One�HP: ~210��Evil One�HP: ~220����(2) Beware of the Zombie Dragon in the rear, his Rot attack can seriously damage one of your own. A powerful White based party such as Sylphs or Seraphims would have the easiest time, although any hit-alls will work fine.  Once you kill off the Evil One leader in the rear, you can either kill the Zombie Dragon, or just allow it to retreat away.





�Lv. 23����Mage�HP: ~125��Lv. 23��( Leader�Lv. 25�Evil One�HP: ~210��Evil One�HP: ~220��Lv. 23���Lv. 23�Evil One�HP: ~210��Mage�HP: ~125����(2) The key to beating this unit is to counter with a fast unit able to perform long range attacks. Target them all with your strong white magic hit-alls from your Sylph, Seraphims, or Princesses.  And try to have your fighters equipped with white based weapons.







���Lv. 22��( Leader�Lv. 23�Monk�HP: ~160��Monk�HP: ~165�������Lv. 22���Lv. 25�Monk�HP: ~160��Titan�HP: ~280����(2) One of the least threatening enemy units in the stage, but the Monk in the back is still very annoying with her 2 Healing+.  After she’s gone, kill off the two weak Monks in the front row with anything, as they have very weak defenses.  The Titan in the rear can be dealt with by using strong magic attacks, which you should have many characters capable of.



���Lv. 24��( Leader�Lv. 25�Irongolem�HP: ~115��Ninja Master�HP: ~200������������Lv. 24����Irongolem�HP: ~115��(2) The lone Ninja Master in the back has a hit-all, but that’s all there really is to worry about.  After you take him out with your long-range attacks, all that’s left are the Golems, and they’re super weak against any magic attacks.  So unleash several magic hit-alls on them and they’ll crumble to dust.









BOSS UNIT

�Lv. 24����Evil One�HP: ~215����Endora (�Lv. 28����Queen�HP: 287�����Lv. 24����Evil One�HP: ~215����Endora is one of the most powerful magic users in the game, and could put your Liches to shame. Immediately use a World Tarot card if you have it, to block the Queen’s attacks. Endora cannot only dish it out, but she can take it as well, so most attacks will do nothing to her.  Barrage her with an endless assault of Tarot cards until the Empress keels over.  She has some vs.Boss dialogue with either your Lord or General Debonair.  But your Lord’s speech has priority over Debonair’s speech.
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