Stage 1: Beginning

Stage Name: THE CASTLE OF WARREN

Size: SMALL (2x2)

Terrain: ISLAND

Daylight: NORMAL

Music: THUNDER

Cities: 		Felnamia (Rebel Base), Daskania, Volzak (Enemy Base), Roshfallian Temples (1)

Hidden Cities: 	Zeltenia, on the northeastern most island.

Treasures: 	Southwest of Volzak.

		Small island south of Felnamia.



�

WARREN�Lv. 4 Wizard�HP: 102���Str.�49���Phys.�20�����Agi.�65��Fire�32�����Int.�75��Ice�32�����Cha.�51��Elec.�37�����Ali.�42��Blk.�45�����Luk.�54��Wht.�35����WARREN: Wizard

	The aging Wizard Warren has seen many warriors who have sought to free Zenobia from the Zeteginean Empire, but he knows that none of them has ever possessed the true spirit that is needed, but you do! You first meet him on a cliff where he asks you various questions pertaining to your character. When you start the first stage, he is the Boss which you must confront to prove yourself worthy as Zenobia’s Liberator. After you liberate the other towns and defeat Warren, he will join you, along with a small army for you to use in the next stage.



	Warren is by himself at Volzak, so you really don’t need any major strategy to beat him. Just take your unit to him, and beat him. Simple, eh?









Stage Info

This stage is the smallest, simplest and easiest stage in the game, as it is meant as a practice stage for newcomers. Located north of the rebel base is one city, one temple, the Boss’ castle and a hidden city located on the island in the north east corner. There is also a hidden treasure on the end of the western peninsula past Warren’s castle. You can swim over to get it now, or come back after you defeat Warren and walk over to get it. There is another hidden treasure located on the island south of you.



�

From the Rebel Base, travel up the path to the town of Daskania. From there, head to the island just off the north-east corner of the land where you will find and liberate the town of Zeltenia, where Lans is hiding out. He will join you, giving you two units to control. From here, head back to the main island and liberate the temple. With all the cities now liberated, go and face Warren. Warren is fairly easy to beat, as it is just him alone, against whatever unit you have. When you defeat him, he will join you, with a whole cast of characters. You’ll need them for the upcoming stages.



Clues

BEFORE: You only get some game playing hints from the people of this region. If you go to Volzak before liberating the other towns, Warren will shoo you away until you do.



AFTER: Once Warren is beaten and joins your party, returning to this region will offer one good tip: there is buried treasure located southwest of Volzak.



Neutral Characters to Recruit:

As this stage is so short, you probably won’t run into any, but they will come out with the use of a Chime. At this early stage in the game, these characters are very powerful, and can be very useful if you recruit one of them.

Character	Lv	HP

Cockatris	8	~120

Dragon		8	~150

Wyrm		8	~150



Enemy Units:

BOSS UNIT

����������Warren (�Lv. 4����Wizard�HP: 102��������������This is the only enemy you have to fight in the first stage of the game. Go up against him with your own unit, and don’t even think about losing. He can only use single magic attacks twice, pathetic when compared to the onslaught a unit of five can do to him.



�Stage 2: Rally

Stage Name: THE BORDERS OF SHAROM

Size: SMALL (2x2)

Terrain: COAST

Daylight: NORMAL

Music: THUNDER

Cities:		Svastpol (Rebel Base), Abdella, Valikesh, Valna (Shop), Jindark (Enemy Base), Roshfallian Temples (1)

Hidden Cities:	Ellery, small island east of Jindark and north of the center of the map.

		Fallsala, southwest of Valikesh at the end of a road.

		Roshfallian Temple

			small island north of Svastpol and northeast of Valna.

Treasures:	South of Ellery on a small island in center of map.

Shop: Valna

	Cure – 400

	Heal – 700

	Bell – 2000

	Revive – 2000

	Summons – 3000



�

USAR�Lv. 5 Wild Man�HP: 120���Str.�76���Phys.�48�����Agi.�72��Fire�43�����Int.�57��Ice�38������Cha.�57��Elec.�36�����Ali.�43��Blk.�46�����Luk.�59��Wht.�34���USAR: Wild Man

	This former bandit has been made the Boss of the Borders of Sharom. He and Lans know each other from way back, which is why Lans wants a shot at him. 



	He is the lone character in front of his unit, making him vulnerable to attack by your armies, but send Lans to do the job as his unit seems to be the most fit unit for this fight. If you did make any changes, Lans’ unit had himself with two Fighters in front, and two Wizards in back. Have them set to the Leader tactic, and Usar should fall in no time.

















Stage Info

Being a coastal region, the upper half of the stage is mostly water while the lower edges of the map are covered with mountains, but there’s nothing of importance to be found there. There are two main ways to attack the Enemy Base, either along the south through the cities of Abdella and Valikesh, or through the water across the islands past Valna and Ellery. There is one hidden treasure in the center of the map, a hidden city in the west and a hidden temple in the northeast.



Your first goal should be liberating the town of Valna, located just northwest of the Rebel Base. Valna is the first shop you will come across, and the items will prove invaluable to you as the game progresses. Don’t load up on items now, just buy a few Cure and Heal items, and wait until you have more money before purchasing anything extravagant. After liberating Valna, be sure to post a city-defending unit there, this unit will protect the city from Empire attacks, and can buy all the items you need. After Valna, head to the small island just northeast of there, you’ll find a hidden temple where you will receive the Herostar, this item is needed to recruit many of the characters in the game. This temple is out of the way, so you probably won’t need a unit to defend it. 



It's about now that enemy units start their advance to your base, so make sure you have a unit at Abdella to hold them off. You can make your stand at Abdella or you can try to liberate the temple and Valikesh, and make your stand there. When you claim Valikesh, send a unit down the road to the southwest to find Fallsala, you don’t need to keep a unit there as it is “behind” Valikesh. You can also try to get units across the islands between the two bases, where you will find a buried treasure, and the hidden city of Ellery. 



Try to defeat all 10 enemy units before launching your attack on Usar. Once the enemy units are gone, bring up Lans–who you got in the previous stage–and attack the Boss. A quick exchange of words between the two, and the fight begins. If you edited Lans’ unit beforehand, this could prove a big mistake, Lans’ unit was perfectly suited to fight Usar, so if you changed it, change it back.



�

After completing the stage, return and visit Valna to meet Badista, who is looking for the Book of the Dead, or the Lexicon. When you get the Lexicon, return to Valna and give it to Badista for an Undead Ring. Then head to Valikesh, then Fallsala, where you will be awarded the Gnomish Nugget.



Clues

BEFORE: Aside from some game playing hints, Ellery will tell you to return to the stage after beating Usar for a prize. Also, the temple located between Abdella and Valikesh will tell you the story of the Roshfallian Temples.



AFTER: If you head to Valna after beating Usar, you will meet Badista, who will ask you to recover the Book of the Dead a.k.a. the Lexicon. Head to Valikesh, where you will be told of the great treasure in Fallsala. Finally, in Jindark–and some other enemy bases early in the game–you will get a hint as to how well you are doing. The message will change based on how high your Reputation is.



Neutral Characters to Recruit:

Character	Lv	HP	Terrain

Dragon		1	~95	Mountains

Golem		3	~50	Forest

Hawk Man	3	~100	Deep Sea



Enemy Units:

�Lv. 3����Fighter�HP: ~90������������Lv. 3��( Leader�Lv. 4�Fighter�HP: ~90��Knight�HP: ~90����(1) This unit will attack you along the south, Only the Fighter in the front will attack you twice, meaning you’ll have to face 4 Slice attacks. Make sure you have good strong physical characters in front to absorb the attack. Use the Strong attack so that you wipe out the unit all at once instead of a character at a time. That way, the unit will not be able to replenish itself at a nearby city.



��������Lv. 3��( Leader�Lv. 4�Amazon�HP: ~90��Cleric�HP: ~100��Lv. 3����Amazon�HP: ~90�������(1) This unit will often attack through the islands north of Valna. The main problem with dealing with this unit is the Cleric who can heal the Amazons, who are normally able to defend against physical attacks. Fortunately, you are only hit with two arrow attacks. Wizards may prove to be the best characters to use against this high Alignment unit.



���Lv. 3����Giant�HP: ~105��( Leader�Lv. 4����Wizard�HP: ~95��������������(2) Also coming in from the south, this unit has a Wizard who can attack at long range. You also have to face 3 Club attacks from the Giant, so make sure you have a few good characters in front–especially on the right–to ward off the attacks. Having a cleric in your unit is not such a bad idea for this battle.





�����( Leader�Lv. 4����Beast Man�HP: ~100�������Lv. 3����Hellhound�HP: ~100�������(2) Attacking from the south, this unit launches a series of physical attacks, so counter with a unit with good physical characters in front. Being in back, the Beast Man is in a pretty good defensive position, so an Amazon or a Wizard is best used against them.







���Lv. 3����Gryphon�HP: ~95��������������( Leader�Lv. 4����Valkyrie�HP: ~95��(1) With its ability to fly, this unit will launch a direct attack on your base. They can attack with 4 physical attacks so make sure you are using a unit with a good front row. Being in the front row, this will be more of an offensive battle, so make sure your unit has good attacking characters.





�����( Leader�Lv. 4����Wizard�HP: ~95�������Lv. 3����Hellhound�HP: ~100�������(2) A team that can withstand a frontal assault is useful, but don’t have any weak characters in this battle or they may be defeated by the Wizard’s magic. Since you have both these characters in your party, try fighting fire with fire and use a unit containing a Wizard in the back and a Hellhound in the front. Any extra characters in the unit will make all the difference.



�����( Leader�Lv. 4����Witch�HP: ~90����������Lv. 3����Octopus�HP: ~95����(1) Being a water unit, it will ignore the land and launch a direct assault on you from the sea. The Octopus can’t do too much damage from the rear, but the Witch’s Stun attack can leave you defenseless. Counter with a unit containing 5 characters, the more you have, the less likely the Stun will leave you high and dry. Also, stay on dry land, and let this unit come to you, thus rendering the Octopus even less effective.



BOSS UNIT

������Lv. 4����Wizard�HP: ~95�Usar (�Lv. 5���Lv. 4�Wild Man�HP: 120��Wizard�HP: ~95���������With Usar in front, use the leader tactic to beat him quickly. Lans’ unit is the best to use, unless you altered his unit. Fighters and Knights in front with Wizards in back. Usar’s high Agility will protect him from physical attacks, but the magic will get him in the end.



�Stage 3: Revolution

Stage Name: THE SHAROM DISTRICT

Size: SMALL (2x2)

Terrain: STRAIGHT

Daylight: NORMAL

Music: GO-GO MARCH

Cities:		Llwelyn (Rebel Base), Bah’whal, Chang’gal, Latingurue (Shop), Sagebard, Vannu, Parcival (Enemy Base), Roshfallian Temples (2)

Hidden Cities:	Lenikan, clearing in forest south of Chang’gal

		Roshfallian Temple

			End of road west of Parcival

Treasures:	Clearing in Northwest swamp

		Just south of Bah’whal on largest island

		Southeast at end of mountain road

Shop: Latingurue

	Cure – 400

	Heal – 700

	Revive – 2000

	Joker – 2000

	Summons – 3000



GILBERT�Lv. 6 Beast Man�HP: 120��Str.�76����Phys.�44�����Agi.�72��Fire�28�����Int.�57��Ice�31�����Cha.�57��Elec.�35�����Ali.�43��Blk.�46�����Luk.�59��Wht.�34�����

GILBERT: Beast Man

	Gilbert was once loyal to King Gran, until the Empire came. When they invaded, he quickly sided with them, despite the fact that they killed King Gran, and the protests of his friend Canopus. However, Gilbert’s betrayal is not a simple shift in loyalty, but rather a necessary act. He knew the Empire would crush anyone who opposed them, so he sided with them to protect his people. Fight him with Canopus, so that the two can work out their differences, and Gilbert will join you.



	Though Canopus should face his former friend, you should alter his party. Some wizards in the rear can expose Gilbert’s weakness towards Fire, and some strong physical fighters in front should be able to hit him as he isn’t shielded by other characters.







Stage Info

This stage will eventually lead you to a fork in the road, where you will get to choose the next stage. One thing to remember as you go through here, is that you’ll probably go through all the stages, and Pogrom Forest is next. Pogrom Forest is haunted, and characters like Clerics will prove most useful, so concentrate on getting some of your Amazons up in level to make a few Clerics. 4 or 5 should be enough, but shoot for 10–one for each unit.



This stage has cities scattered over the map, plus a hidden city, a hidden temple, and three buried treasures. Your best bet is to make a straight line to Parcival, liberating Vannu and Latingurue. Then liberate the towns of Chang’gal and Lenikan. Keep units posted here until the enemy is defeated before going to liberate the towns on the west. Canopus is waiting in this stage, so don’t complete it without him.



Liberate Vannu and then head towards Latingurue, somewhere in the middle is where you’ll run into the enemy. Don’t branch off to liberate the other towns as the enemy units will head out as well. When you overtake Latingurue, send units south to the clearing in the forest, do NOT liberate Chang’gal yet. When you find and liberate Lenikan, leave a defending unit there, and liberate Chang’gal. By going in this order, you will receive a Moon Rose.



With defending units at Vannu, Latingurue, Chang’gal and Lenikan, it is now safe to liberate the towns on the east, and to collect the hidden treasure located between the mountains in the southeast. Once you think you have the enemy units under control, head to the northwest to liberate a temple and Bah’whal, where you will find Canopus. Collect the hidden treasures in the swamp land northwest of the temple, and the island south of Bah’whal with the three rocks on it. Then head south to liberate the hidden temple located west of Parcival.



�

�

At this temple, you will find Yulia, Canopus’ sister. Revisit Latingurue, then come back here to get the Wing of Victory. Bring the Wing to Canopus, and he will join you. If you didn’t liberate the towns in the above order, revisit them as follows: Lenikan, Chang’gal, temple & Bah’whal, Latingurue, temple and finally, Bah’whal.



When you’re ready to face Gilbert, bring out Canopus’ unit. You may want to bring the two Hawk Men to the front so that they can attack twice, or simply replace Canopus’ unit with other characters. Putting Canopus with a pair of Wizards and Knights might be your best bet.



Clues

BEFORE: You’ll hear the story of Canopus and Gilbert. Many don’t understand how such a noble warrior like Gilbert could have sold out, but Lenikan will reveal the true reason for Gilbert’s alliance with the Empire. You’ll also be pointed towards Yulia’s temple if you visit Chang’gal.



�

AFTER: Return to Lenikan to meet the Witch Babaloa, she’ll tell you about the five young heroes and the five regions of Zeteginea. This is also where you will hear about King Gran’s two sons, Jan and Tristan, both of which were killed in the war 25 years ago. You’ll also gain some insight into Endora’s forces that consist of her son, Gares, 4 Devas and an Overlord.



Neutral Characters to Recruit:

Character	Lv	HP	Terrain

Giant		4	~110	Mountains

Gryphon	4	~105	Mountains

Octopus		4	~110	Deep Sea



Enemy Units:



��������Lv. 3��( Leader�Lv. 4�Gryphon�HP: ~95��Wizard�HP: ~90��Lv. 3����Gryphon�HP: ~95�������(1) With the two Gryphons in front, and the Wizard in back, you’ll have to face 4 charges and 2 single magic attacks. The Gryphons make for a tough defense, so you’ll need to use Wizards or Amazons to hit the leader. Make sure you have a tough front line to fend off the Gryphons’ attacks.





���Lv. 4����Fighter�HP: ~95����( Leader�Lv. 5����Wild Man�HP: ~95�����Lv. 4����Fighter�HP: ~95��(2) Use a tough front line to fend off the attacks of this group. You may want to put a more powerful character like a Knight or Samurai against them, to counter the level 5 Wild Man.









���Lv. 4��( Leader�Lv. 4�Ninja�HP: ~90��Knight�HP: ~95����������Lv. 4����Ninja�HP: ~90����(2) The high Agility of the Ninjas makes them very hard to hit, counter using magic users like the Wizards, Samurai, Ninjas, or Gryphons placed in the back. Hitting the Knight is much easier when the front Ninja is removed.







�������������Lv. 3����Giant�HP: ~105��( Leader�Lv. 3����Doll Mage�HP: ~90����(2) This unit is the first to have a Doll Mage, try to fight this unit near a city, as the Doll Mage’s Acid attack will strike all of your party. Put a strong physical fighter like a Hellhound up against the Giant, and the magic of the Wizards is also suggested, but Wizards also tend to be vulnerable to the Acid attack.





�Lv. 4����Amazon�HP: ~95������������Lv. 4��( Leader�Lv. 5�Amazon�HP: ~95��Witch�HP: ~95����(2) Three Arrow attacks and two Stuns will be used against you from this unit. The Arrows probably won’t do too much damage, but the Witch’s Stun power can leave you defenseless. Use the World to block it, the Temperance to revive your characters, or the Hierophant to stop her cold first. This may also be a good place to use a Moon card.



���Lv. 4����Hawk Man�HP: ~105����������Lv. 4��( Leader�Lv. 5�Hawk Man�HP: ~105��Cleric�HP: ~105����(1) The Agility of the Hawk Men make them a hard hit, combined with the Cleric who can heal damage, this can be a hard unit for the wrong team. Magic users have the best chance at striking the Hawk Men, a Gryphon in the back row is best, as its Gale attack will flatten all three enemies.





���Lv. 4��( Leader�Lv. 4�Fighter�HP: ~95��Valkyrie�HP: ~95��Lv. 4����Fighter�HP: ~95�����Lv. 4����Fighter�HP: ~95��(2) With this unit’s potential for heavy damage, you may have trouble beating it with a poorly developed unit, but if you keep it away from towns that it can recharge at, it will eventually fall.









BOSS UNIT

�Lv. 4����Wyrm�HP: ~115����Gilbert (�Lv. 6����Beast Man�HP: 120�����Lv. 4����Wyrm�HP: ~120����You should use Canopus’ unit against Gilbert, but you might want to put his two Hawk Men in the front to get more attacks. You can also try swapping them with Wizards or something else that you may feel is more effective.



�Stage 4: Advance

Stage Name: THE POGROM FOREST

Size: MEDIUM (3x2)

Terrain: FOREST

Daylight: NORMAL

Music: GO-GO MARCH

Cities:		Matt’gro (Rebel Base), Acre, Lolaimia (Shop), Melanion, Rhodnia, Vyer, Goyas (Enemy Base), Roshfallian Temples (3)

Hidden Cities:	Alagoyas, western bank at mouth of northern river.

		Para, far northwest corner of map.

Treasures:	Between mountains to the east.

		Just east of central mountains.

Shop: Lolaimia

	Cure – 400

	Heal – 700

	Bell – 2000

	Revive – 2000

	Summons – 3000



KAPELLA�Lv. 8 Mage�HP: 116��Str.�63����Phys.�24�����Agi.�82��Fire�34�����Int.�103��Ice�35�����Cha.�57��Elec.�38�����Ali.�32��Blk.�51����Luk.�48���Wht.�29�����

KAPELLA: Mage

	Kapella, one of Rashidi’s students, is hiding out in the Pogrom Forest to study the arts of Necromancy on the lost souls of the war 25 years ago.



	Kapella, is physically weak, but the Imps in front block any chance of a good physical attack, unless you use a Doll Mage. Put one or more Doll Mages in the rear and let their Acid attack do the job. Undead characters in front will protect them from the Imps Chop’s, as well as taking down the premature devils. If you somehow managed to pick up a Crown to make a Princess, use her in the rear as leader to increase your attacking potential, and to expose the enemy’s weakness towards White magic.









Stage Info

This stage is mostly land, except for a small lake in the middle of the map. Towns are scattered everywhere with two hidden cities located on the north edge of the map. The forest itself is haunted by Ghosts and Skeletons, and many of the Empire’s forces make use of these characters, so you’ll need the Clerics you made in the previous stages to fight.



�

From the start, head straight towards Goyas and liberate the two temples and Acre, with the enemies closing in on you, taking Acre may need a bit of work. Once you have Acre, liberate Vyer and Melanion, if your reputation isn’t too high, you’ll get the Evil Censer at Vyer, if you agree to do someone a favor. Bring the Evil Censer to Toad who is hiding in the hidden city of Para, before completing the stage and you’ll receive a Sentoul Demon.



When you have units standing guard at Acre, Melanion and Vyer, start liberating the remaining cities, including the two hidden cities in the north. Once all of the cities and temples are liberated, you should start to encounter Ghosts and Skeletons as Neutral Characters when you travel through the forest. Recruit a few of them, six should do nicely, then create units with them in the front row, with some long range characters in the back.



When you clear out the enemy units–which can take a while as there are almost twice as many in this stage than in previous stages–head for Goyas to confront Kapella. Use a unit with undead characters in front and wizards or other magic users in the back to take out Kapella in no time at all.



�

Return to the stage after it is completed and head for Para, if your Reputation is high enough–roughly 3/4 full–you’ll meet Baltorano. He’ll ask a favor of you, and if you agree he’ll give you the Quicksilver, listed as Silver in your inventory. Later on, you’ll trade the Silver for the Doun Gem, then return with it to receive the Olden Orb from Boltorano. If your Reputation wasn’t high enough, return for it later.



Clues

BEFORE: You’ll hear about the story of how people who fled the Imperial army came to this forest. Realizing they could run no further, they were about to surrender, but the Imperialists torched the forest, killing everyone. Those lost souls now roam the forest, and may be looking for companionship with those of the living. Kapella–one of Rashidi’s three students–was seen in the forest, summoning demons and ghosts. Finally, when you get the Evil Censer, you are told Toad is north at the city on the Celjipp Sea, this is actually Para.



AFTER: It turns out that Baron Apros was the one who ignited the forest, 25 years ago. You’ll also hear of the Stone of Dragos, which Borgnine of Avalon has, and rumors of a floating island. The stone Baltorano is looking for is held by the magician Gizolfy in Aliabard, a city located in the Dalmuhd Dessert to the west.



Neutral Characters to Recruit:

Character	Lv	HP	Terrain

Ghost		9	0 – dead	Forest

Imp		6	~95	Mountains

Skeleton		9	0 – dead	Forest



Enemy Units:

���Lv. 7����Ghost�HP: 0��( Leader�LV. 6����Wizard�HP: ~95�������Lv. 7����Ghost�HP: 0��(4) Don’t go up against this unit without a Cleric in your party, or at least have a character with a white weapon equipped. If you have a Cleric, her Healing Spell will eliminate the Ghosts, leaving the Wizard exposed, and an easy target.







�Lv. 5����Imp�HP: ~90������������Lv. 5��( Leader�Lv. 6�Imp�HP: ~90��Wizard�HP: ~100����(4) The Imps can make this a tough battle, with 2 Chops, 1 Nitemare and 2 Magic Attacks, a poorly developed unit will have trouble. If you have a Doll Mage, use him here, his Acid attack can do quite a bit of damage against this trio.







�����( Leader�Lv. 6����Beast Man�HP: ~115��Lv. 5���Lv. 5�Wyrm�HP: ~125��Wyrm�HP: ~125���������(2) This unit is fast moving due to the high flying Wyrms. In battle, they’ll dish out 5 physical attacks, so a good strong front row can help a unit win this round. Using undead characters in front will guarantee victory, as they take no damage whatsoever.





��������Lv. 7��( Leader�Lv. 6�Skeleton�HP: 0��Wizard�HP: ~100��Lv. 7����Skeleton�HP: 0�������(4) Much like the Wizard/Ghost unit above, you’ll need a Cleric in your party, or something equivalent. Unlike the above, this unit is a little stronger, due to the Skeletons totally blocking the Wizard, and that they get two attacks, while Ghosts only get one.







�����( Leader�Lv. 6����Witch�HP: ~95�������Lv. 5����Golem�HP: ~55�������(3) With the Witch’s ability to Stun your party, this small unit can prove a little more difficult than you may expect. Counter with some magic users to defeat the Golem, and a good physical front row will be a big help.







���Lv. 5����Hellhound�HP: ~115��( Leader�Lv. 6����Wild Man�HP: ~100�������Lv. 5����Hellhound�HP: ~115��(3) Because this unit only has physical attacks, counter with a unit with a good front row, undead characters are best.











��������Lv. 5��( Leader�Lv. 6�Ninja�HP: ~95��Doll Mage�HP: ~95��Lv. 5����Ninja�HP: ~95�������(3) The Doll Mage’s Acid attack can do a lot of damage, making this one of the most difficult to defeat units. Try a unit with a Witch who can Stun the Doll Mage, or a Hierophant Card, but expect to lose often against this team.







�Lv. 5����Hawk Man�HP: ~110����( Leader�Lv. 6��Lv. 6��Imp�HP: ~95�Hawk Man�HP: ~115���Lv. 5����Hawk Man�HP: ~110����(3) The Imp’s Nitemare and the Hawk Men’s Hits can do a fair bit of damage, but a good unit, parked on a city, should be able to keep them at bay.











BOSS UNIT

���Lv. 7��Kapella (�Lv. 8�Imp�HP: ~100��Mage�HP: 116��Lv. 7����Imp�HP: ~100�����Lv. 7����Imp�HP: ~100��If you have any undead characters, now is the time to use them. Make a unit with two Ghosts or Skeletons in front at the mid-positions, and three long range characters like Wizards, Valkyries or Doll Mages in the rear.



�Stage 5: Full Moon

Stage Name: LAKE JANNENIA

Size: SMALL (2x2)

Terrain: LAKE

Daylight: SHORT

Music: THUNDER

Cities:		Trab (Rebel Base), Allephalb, Antalya, G’jiandep (Shop), Kaiselly, Krasno Dale, Elsrum (Enemy Base), Roshfallian Temples (1)

Hidden Cities:	Roshfallian Temples

			East of Allephalb at the end of a small road

Treasures:	Clearing west of the mountains in the northeast

Shop: G’jiandep

	Cure – 400

	Heal – 700

	Bell – 2000

	Revive – 2000

	Sunshine – 4000



SIRIUS�Lv. 7 Werewolf�HP: 112��Str.�91����Phys.�71�����Agi.�92��Fire�71�����Int.�70��Ice�77�����Cha.�70��Elec.�78�����Ali.�48��Blk.�92�����Luk.�49��Wht.�11�����

SIRIUS: Werewolf

	Though many people don’t believe in such things, Werewolves do exist, and Sirius is one of the most cruel and heinous canines the world has ever seen. You’ll meet him a few times in his human form, and he seems like a nice guy, but you’ll eventually hear of the atrocities which go on in Elsrum.



	You can fight Sirius at night or at day, but if you face him at night, you’ll have to fight him in his Werewolf form, and he is tough. His only weakness is White magic, so be sure to pick up a few white weapons, you get one here, as well as one in Pogrom Forest. If you fight him in the daytime, he’ll be much easier to beat.















Stage Info

This is a small stage with a lake in the center. The enemy base is located on a small island on the north of the lake so you have limited access to the city. There are cities scattered over most of the land except for the south and the northeast, where you will find buried treasure. There is also one hidden temple located at the southeast of the lake.



�

Move your troops towards the lake and liberate Antalya, then try to liberate G’jiandep. Wait out the enemies and liberate the other towns–especially the hidden temple–once they’re all defeated. After that, face off against Sirius at Elsrum. If you fight him at night, you’ll have to face his Werewolf form, so equip some holy items like the Rune Axe you received at the hidden temple. If you fight him at night with some Fighters in your party, and they are defeated, they may change into Werewolves themselves.



There’s nothing to do here after the stage is finished, but when you receive the Tablet of Yaru, return to the hidden temple and you’ll get the Opal, one of the Zodiac Stones.



Clues

BEFORE: Sirius may look nice, but he’s really cruel. The people of Kaiselly know of how he kidnaps young girls and feeds them to his dog–which turns out to be Sirius himself. The hidden temple will tell you that Werewolves like Sirius do exists, and to fight him, you’ll need a white item like the Rune Axe, which they give you.



AFTER: After you get the Tablet of Yaru, head to the hidden temple to receive the Opal.



Neutral Characters to Recruit:

Character	Lv	HP	Terrain

Octopus		5	~115	Deep Sea

Raven Man	5	~125	Deep Sea

Werewolf	5	~105	Mountains



Enemy Units:

���Lv. 5��( Leader�Lv. 5�Fighter�HP: ~100��Knight�HP: ~100�������Lv. 5���Lv. 5�Fighter�HP: ~100��Knight�HP: ~100����(2) With only physical fighters in this unit, a unit with undead characters in front will have no trouble whatsoever.











�����( Leader�Lv. 5����Doll Mage�HP: ~90�������Lv. 5����Golem�HP: ~55�������(2) Undead characters work well against this unit as well. Have some Wizards in the group to eliminate the Golem, then let the Doll Mage have it.











���Lv. 5���Lv. 5�Hawk Man�HP: ~110��Hawk Man�HP: ~110�������Lv. 5��( Leader�Lv. 5�Hawk Man�HP: ~110��Beast Man�HP: ~110����(1) As this unit can fly, it will attack you directly instead of going around the lake. Another all-physical unit, so counter with an undead unit.











���Lv. 5��( Leader�Lv. 5�Giant�HP: ~120��Cleric�HP: ~105�������Lv. 5����Giant�HP: ~120�������(2) With the Cleric in back, using undead characters is not a good idea. Use a unit with a good physical front row, and a magic based back row.











�Lv. 5����Wizard�HP: ~95������������Lv. 5��( Leader�Lv. 5�Wizard�HP: ~95��Valkyrie�HP: ~95����(2) The wizard in front is more of a nuisance than a threat. Respond with an undead unit with magic users in the rear.











���Lv. 5���Lv. 5�Amazon�HP: ~100��Amazon�HP: ~100�����Lv. 5����Amazon�HP: ~100�( Leader�Lv. 5����Wild Man�HP: ~95��(2) Another all-physical unit. Respond with the usual.















BOSS UNIT

���Lv. 6���Lv. 6�Amazon�HP: ~105��Amazon�HP: ~105�Sirius (�Lv. 7���Lv. 6�Werewolf�HP: 112��Amazon�HP: ~105��Lv. 6����Amazon�HP: ~105��If you fight this unit at night, you’ll have trouble beating Sirius unless you use white items or magic. So unless you’re trying to turn some of your fighters into Werewolves, fight him in the daytime.



�Stage 6: Glass Pumpkin

Stage Name: DENEB’S GARDEN

Size: SMALL (2x2)

Terrain: MOUNTAIN

Daylight: SHORT

Music: THUNDER

Cities:		Rankagua (Rebel Base), Baljib, Peltmont, Roseanhels (Shop), Talka, Valparine (Enemy Base), Roshfallian Temples (1)

Hidden Cities:	Anquard, northeast end of road leading to Valparine.

Treasures:	Clearing in mountains south of Anquard.

		Clearing in mountains west of Anquard.

Shop: Roseanhels

	Cure – 400

	Heal – 700

	All Heal – 2000

	Revive – 2000

	Joker – 2000



�

DENEB�Lv. 10 Witch�HP: 125��Str.�74����Phys.�25�����Agi.�94��Fire�30�����Int.�121��Ice�28�����Cha.�59��Elec.�31�����Ali.�47��Blk.�48�����Luk.�68��Wht.�50����DENEB: Witch

	The Boss of Deneb’s Garden is–obviously–Deneb the witch. The very beautiful–and evil–witch has been luring the citizens in this hapless region to Valparine Castle, where she imprisons them for use in her black magic experiments. But recently, she has desisted her attacks on the villagers, and is now raiding their farmlands. When you finally meet the young sorceress, she’ll either taunt you, or flatter you, depending on weither you’re a male or female. When you beat her, she’ll confess her sins and beg you for forgiveness. “To be or not to be…” it is your choice. If you do, you can get the Glass Pumpkin, and possibly a powerful ally later on. If not, you can pick up a Rotten Pumpkin at Baljib.



	Deneb is weak against physical attacks and most magic attacks. Also, because of her position in the front row, she’s pretty easy to dispose of.





Stage Info

Deneb’s castle, Valparine, is located in the large field between the mountains in the southwest. Most of the cities surround these mountains, except for the hidden city Anquard. Two buried treasures are also hidden in the mountains.



Send some of your stronger units straight towards Valparine, and stop at Anquard. Most of the enemies that come at you will attack you here, but some will bypass this area and head north towards Roseanhels then attack you from the west, or head east towards Baljib and attack from the south. Therefore, if you liberate any other towns, keep a defending unit there.



Once you eliminate her sentries, attack Deneb. The best unit has Wizards in back with undead characters in front, set to attack the leader. Having the least number of HP–0–the undeads will take most of the Pumpkins’ attacks, which only work on them some of the time.



When Deneb is defeated, she’ll plead for mercy, you now have a grave decision to make. If you forgive her, she’ll obviously be very happy, though some of the residents won’t. On the other hand, if you don’t forgive her, she’ll accept her fate, and some of the villagers will applaud, but others won’t. There’s just no pleasing some people. But just what does forgiving Deneb get you?



�Forgive Her�Don’t Forgive Her��Reputation�Your Reputation will drop�Your Reputation will jump��Alignment�Your Alignment will jump�Your Alignment will drop��Rewards�Return to Valparine for a Black Pearl. Then bring back the Golden Bough for the Glass Pumpkin.�Return to Baljib for as many Rotten Pumpkins as you want.��Other�If your Reputation is low enough when you return with the Golden Bough, Deneb may join you.�If Deneb joins you then you can NOT get the best ending.��

If you forgive Deneb your Reputation will drop, but your Alignment will go up. Also, if you do her a favor–bring her the Golden Bough–she’ll give you the Black Pearl as advanced payment and the Glass Pumpkin. And as an added bonus, if your Reputation is low enough when you return, she may even join you! If you didn’t forgive her, your Reputation will go up, your Alignment will go down, and you can pick up the Rotten Pumpkin at Baljib. Also, you can return to the stage at any time to get another Rotten Pumpkin if you need one. As a final note, if Deneb does join you, you can kiss the best ending in the game good-bye.



Clues

BEFORE: Most people will tell you about how evil–or beautiful–Deneb is, except in two places. At the temple, they will give you a quick lesson in ethics, saying that it isn’t easy to take another’s life. And at Anquard, they’ll tell you that Deneb isn’t so bad, and that her devotion to studying magic is the only reason why she works for the Empire.



AFTER: If you forgave Deneb, visit her at Valparine and she’ll ask a favor, bring her the Golden Bough from Diaspola. Also, the people of Anquard will give you some attack strategies.



Neutral Characters to Recruit:

Character	Lv	HP	Terrain

Dragon		5	~125	Mountains

Faerie		8	~70	Forest

Pumpkin	1	~100	Mountains



Enemy Units:

�����( Leader�Lv. 7����Wizard�HP: ~100�������Lv. 6����Dragon�HP: ~135�������(2) One of the less troublesome enemies in the stage. The Dragon can take quite a bit of damage, so you’ll need magic users to defeat this enemy. Use of an undead unit is recommended as the Dragon’s Bites are very nasty.







�Lv. 7��Lv. 7��Amazon�HP: ~110�Amazon�HP: ~110������������( Leader�Lv. 7��Lv. 7��Knight�HP: ~110�Amazon�HP: ~110��(3) Being an all physical unit, go up against them with an undead unit.













���Lv. 6���Lv. 6�Wild Man�HP: ~105��Cockatris�HP: ~105�������Lv. 6��( Leader�Lv. 7�Wild Man�HP: ~105��Wild Man�HP: ~110����(2) An undead unit will ward off the physical attacks of the Wild Men, but the Cockatris’ Petrify spell can turn any of your characters into stone for the whole battle. As well, the Petrify is a White spell, so it will destroy your undead characters.







���Lv. 7���Lv. 8�Cleric�HP: ~115��Faerie�HP: ~70�����Lv. 8����Faerie�HP: ~70�( Leader�Lv. 8����Cleric�HP: ~120��(2) A low Alignment unit can best dispatch this unit, but avoid using undead characters, as the Ankh Attack of the Clerics will defeat them. A physical unit may be your best bet.









�Lv. 8����Hellhound�HP: ~125����( Leader�Lv. 8����Beast Man�HP: ~120�����Lv. 7����Hellhound�HP: ~125����(3) Two Whips from the Beast Man and four Fires from the two Hellhounds are what this unit will use against you. While the Fire Attack may be a Magic Attack, it’s short range, so it won’t get to your back row if the front row shields it. Your best bet, use an undead unit.





�Lv. 6����Ninja�HP: ~100�����Lv. 6����Ninja�HP: ~100�( Leader�Lv. 7���Lv. 6�Valkyrie�HP: ~110��Ninja�HP: ~100����(3) With the leader in front, there’s a good chance you’ll end up defeating the leader, leaving the rest of the unit to flee back to Valparine. Use units with characters possessing attacks that can hit back row enemies, or the entire attacking unit.







BOSS UNIT

���Lv. 8���Lv. 8�Pumpkin�HP: ~120��Pumpkin�HP: ~120�Deneb (�Lv. 10���Lv. 8�Witch�HP: 125��Pumpkin�HP: ~120��Lv. 8����Pumpkin�HP: ~120��Deneb’s unit has four Pumpkins in it, and they are tough. Their Pumpkin attacks knock off about half of your hit points, and they can destroy undead characters, though it may take a few tries. Deneb herself makes the mistake of being in the front, where her Slap does very little, and she is totally exposed to attack.
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