The Final Fantasy H Walkthrough  (Final Version)

Welcome to the Final Fantasy H complete walkthrough.  Barring any glaring Errors, this guide is designed to take you all the way through FFH without any major problems.  To obtain FFH, go to www.castelparadox.com for the latest version with bug-fixes and occasional updates.

Party Selection

Like in the original Final Fantasy, you have the option of selecting a party of four light warriors, in any combination of character class.  However, unlike the original game, you also have the option of choosing each party member’s RACE as well as their class.  This is similar to the character creation method employed by Dungeons and Dragons, in that the races themselves have bonuses that may make certain characters better at their job than others.  A dwarven Fighter is obviously going to excel at his job because it requires a high physical strength.  An Elven Fighter would not be as effective, since Elves do not have a naturally high strength.

Race&Class
Usefulness

Human Fighter
*****
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This character is recommended for all levels of player skill.  He has a decent amount of HP, and has naturally high Accuracy, Agility, and Evasion, making him hit more often and more effectively while being able to avoid enemy attacks.

Human Thief
*****
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This character makes an excellent Thief, because Thieves specialize in all of the Human’s racial bonuses: Agility, Accuracy, and Evasion.  While not very strong in the magic department, he does get some low level Black Magic, and has the ability to steal.  Thieves are the only characters who can steal without risking killing the enemy.

Human Monk
****
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This character is a good choice for a beginner.  The high Defense of the Monk coupled with the high evasion of a human character make him extremely resistant to damage.  He has only a small number of White Magic spells, though his primary role is to attack.  At later levels, his unarmed attack may surpass that of the weapons he can equip.

Human Magician
****
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This character can be used for virtually everything from fighting to magic casting.  The Magician also has the ability to equip Spears and Axes, changing his physical attack into something completely different!  Magicians are also the only characters in the game who get both White and Black Magic, and they have a wide variety of spells to choose from as well.  Their only disadvantage is that they are a master of nothing.  A Human Magician would best be used as a secondary Thief, since equipped with an axe; they can steal and inflict physical damage on the enemy.

Human Cleric
***
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This specific character isn’t a very effective character combination, but is adequate.  The Human Cleric can heal faster than any of the other clerics, thanks to her improved Agility, and she also avoids more hits than normal.  

Human Wizard
***
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This character is surprisingly well balanced, and makes a good addition to a party.  Using focus, this Wizard can boost his magic ability faster than any other Wizard, and also evades enemy attacks more often.  Since the Wizard doesn’t do much fighting anyway, he can’t really take advantage of his Accuracy bonus.

Elven Fighter
****
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This character makes an excellent choice as an addition to your party, or even as a substitute for the average Fighter.  He can use magic more often, more effectively, and takes less magical damage than most other characters.  While this character will likely not be casting spells all that often, he does get Harm and Cure 2 at the most, so he can do some effective healing in or out of battle.  Also since he takes less damage from magic, the Elven Fighter is welcome in any situation.

Elven Thief
***
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The Elven Thief is not as effective as other Thieves, because the bonuses given to them by their race do not contribute directly to their class.  Aside from the added Magic Defense (Will), this character doesn’t benefit much at all.  He can still use 1st and 2nd level Black Magic as effectively as some Wizards or Magicians though.

Elven Monk
**
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Aside from looking cool, the Elven Monk is not an effective character.  He can use the added Will attribute to boost the strength of his limited White Magic, but not enough to make a significant difference.  At later levels, he may become more useful as his physical attack may grow stronger unarmed, and he benefits from a high Physical and Magical defense.  However, the time invested in training an Elven Monk would be better spent on another character class for most people.

Elven Magician
*****
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This character is ideally suited for the player who really loves to use magic.  He can cast a wide range of spells, more often, and more effectively than most other classes.  In addition, his Magic defense is higher than normal.  In a party of nothing but fighting characters, or Dwarves, the Elven Magician more than makes up for the deficiency in spell casting ability.  He also makes a competent fighter, and can steal with an Axe.  He is best paired with a spear however, since with it he can perform jump attacks and avoid all damage while in the air, a clear advantage for a character with such versatility.  In the long run, he may suffer from low HP, but his other abilities and potential far outweighs his disadvantages.

Elven Cleric
*****
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Suffice to say you cannot get a much better Cleric.  Elves make natural spell casters, and since Will affects the amount of damage a character receives from magic, and determines the strength of White Magic, the Elven Cleric is nearly invincible in magical battles.  There’s not much else to say about her, except that as a healer she outperforms all the other Clerics, except for the Anthro Cleric at higher levels.  

Elven Wizard
*****
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If this character were a Black Magic spell, this character would be Flare.  He directly benefits from every bonus the Elven race has to offer.  He can cast an insane amount of spells, and at greater strength.  He also takes less damage from Magic attacks.  In a boss battle, a single turn spent Focusing may make the difference between life and death.

Dwarven Fighter
*****
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This character alone is why God made Dwarves.  He is the ultimate fighter in terms of strength, HP, and defense.  Only the Anthro Fighter and Monk, and the Dwarven Monk can outperform him in terms of physical damage at higher levels.  As a starting character, he could easily walk though the game by himself until perhaps the Earth Cave and not break a sweat.  He is significantly weaker in the magic department, but who needs powerful magic when you’ve got a shiny sword, huh?

Dwarven Thief
**
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This character wouldn’t be an effective choice as a starting character, except that in terms of skill he’s equivalent to a Human Fighter, but he doesn’t get very powerful armor or all the weapons.  He does have a large number of HP, and can take a significant amount of damage stealing from enemies.

Dwarven Monk
****
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If there were any better Dwarven Character, this one would be a close second.  Unarmed, he makes a superior fighting character, and will likely stay unarmed for most of the game.  He has an ungodly amount of HP and strength, and his defense is though the roof.  He could do well over 1000 points of damage after powering up himself.  You won’t be using his magic skills, but that’s a small price to pay for such a powerful attacker.

Dwarven Magician****
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Armed with a spear or an Axe, this character could easily be your best attacking character.  He easily has the strength of the Human Fighter.  As a magic user though, he is not very effective, but his purpose as most well rounded class still stands true.

Dwarven Cleric
***
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In the game, this character is recommended as an alternative to play as.  Physically, she’s slightly weaker than the Elven Fighter, but more adept at White Magic.  Side by side, the only difference between the two is that the Fighter uses more powerful equipment, while the cleric gets more spells.  

Dwarven Wizard
*
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In terms of characters, this one is useless to begin with.  As a magic caster, he fails miserably, barely as effective as the Elven Thief, and in terms of HP, he still barely rises enough to make a noticeable difference.  Gotta admit though, his beard is cool.

Anthro Fighter
*****

[image: image19.png]




All Anthro characters begin the game significantly weaker than any of their other counterparts, but in time surpass all of them in terms of strength, skill, and ability.  The Anthro Fighter is no exception, and while he starts out a mere puppy in the beginning, in time he will become a ferocious werewolf able to rip ancient dragons in half with any weapon.


Anthro Thief
*****
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Like all Anthro characters, this one starts out weak but becomes an extremely powerful character to have.  He begins strong enough to take a few hits, but nothing serious.  Anyone who said that raccoons weren’t cool hasn’t met this one yet.

Anthro Monk
*****
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Like all Anthro characters, this one starts out weak but becomes an extremely powerful character to have.  He may actually do slightly more damage unarmed than other characters.

Anthro Magician
****
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Like all Anthro characters, this one starts out weak but becomes an extremely powerful character to have.  For reference, this is a SKUNK, not a wolf.

Anthro Cleric
*****
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Like all Anthro characters, this one starts out weak but becomes an extremely powerful character to have.  Foxes are sexy too.

Anthro Wizard
*****
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Like all Anthro characters, this one starts out weak but becomes an extremely powerful character to have.  Fans of Timestream Saga and its characters may see a resemblance to Calico.

Special Characters:

Arylon the Dancer **
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Hardly any more powerful than a Human Thief, Arylon is a joke to have in your party.  She excels at nothing, except perhaps in her ability to attack the enemy with various status effects.

Seraph

******
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Regardless of the fact that you only get Seraph for one battle, he is the ultimate character (We’re still not sure what gender Seraph is, but he’s male for the purposes of this FAQ).  He has 10 times as much hp as any character will ever get, and has all White Magic in his inventory.

Vulpes

****
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While she doesn’t get the “Focus” ability of other Black Mages, Vulpes does have as her unique Skill “Boltball” which attacks every enemy with Electric damage.  This is extremely useful early on.  She suffers from Low HP, though.

Leo

****
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He acts like an Anthro Monk, except he doesn’t get the power up skill.  He has a wider variety of White Magic to choose from though.  He can also rain Fireballs down on the enemy ranks.

Thellos

*****
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Thellos looks and acts a lot like the Anthro Fighter.  He can’t wear heavy equipment, but his skill with swords and axes is just as powerful.  He also speaks l33t, and has the “Blizzard” ability instead of Defend.

Azerith

***
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The whitetail buck has the ability to cast quite a few Black magic spells and raise the accuracy of the other characters.  He’s best suited with a spear or an Axe.

Hiryo

*****
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Hiryo combines all the bonuses of the other Fighters, having no weakness except perhaps slow growth in terms of skill.  He uses very few magic spells, but gets the “Dark Cut”, which reduces his HP and damages the enemy severely.

Bob the Hamster
*
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A joke of a character, more suited to staying in his own RPG, Wandering Hamster.  He uses Hammers, and gets elemental Weapon attacks.

Cloud

*****
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Like the Human Fighter, except he can’t use heavy armor.  He gets his Limit Breaks as his special attack, and uses them at random.

BMAG

******
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Acts like the Human Wizard (It’s what he is).  BMAG is the best practitioner of Black Magic, and even gets the “Hadoken” from the beginning of the game.  He can’t equip much, but the fact that he STARTS with most every spell he’ll ever use makes him extremely powerful.  If you don’t start with BMAG, you must acquire him in Coneria Castle by challenging him to a battle.  Defeating him there also gives you a substantial Gil bonus.

Finger

******
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You cannot acquire this character unless you cheat.  He is nigh invincible, and can kill any enemy in one attack.

Zero

***
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Zero cannot be selected as your first character.  You must instead find him south of Coneria City and recruit him into your party by challenging him to a fight.  He only gets one weapon, the Beam Saber, and cannot use any armor of any sort.  His ultra high natural defense and his speed balance this.  His special attack deals a random amount of damage.

Two further characters await, though they are somewhat difficult to obtain.  Read on to learn the actual requirements for getting them.

Suggested Parties

Party Name
Usefulness
Characters

Standard Party
*****

H.Fi.
H.Th.
H.Cl.
H.Wi.

This party is the basic set recommended by the FF1 WSC version of Final Fantasy.  It is surprisingly well balanced.  

Alternate Party
*****

H.Fi.
H.Mo.
H.Cl.
H.Wi.

This party is the one used by the Nintendo Power strategy guide, and is also recommended.  It is somewhat less expensive to use since the money that the Monk would have used for weapons would instead be used for purchasing powerful magic for the Cleric and the Wizard to use.

Default Party
*****

D.Fi.
H.Th.
D.Mo.
E.Ma.

This is the default party in the FF1 NES version of Final Fantasy.  It significantly lacks magical power, though someone who picks this grouping is more interested in dealing physical damage to the enemy with weapons or bare fists, and this party has it all.  Unlike the original grouping, this selection takes use of the Racial selection, picking the best class combinations of both, so the lone Magician more than makes up for the lack of proficiency in Magic.

Heavy Magic
****

E.Ma.
E.Cl.
E.Wi.
A.Wi

This party is best used for those who really like to use magic.  This party will also be expensive to equip, though the powerful spells that can be brought into battle are formidable.  Boss battles will be incredibly easy to survive through, given the destructive power of the two Wizards and the healing capability of the Cleric and Magician.

Cheap Party
****

D.Mo.
A.Mo.
E.Cl.
E.Wi.

This party will be extremely cheap to equip and train.  The NES guide for FF1, as an alternative to the traditional Fighter based party also recommends it.  While it may have a difficult time early on, at higher levels the money saved for spells will more than come in handy.

Juggernaut
***

D.Fi.
A.Fi.
D.Mo.
D.Ma.

This party could breeze through the game in no time flat, provided there was enough Gil to equip everyone with the best weapons and armor.  The lone Magician isn’t used for Magic, but should rather be equipped with an Axe so he can steal rare weapons and armor from enemies.  Without him, recovery must be done with items or the two Fighters and Monk.  Eliminating large groups of enemies quickly may prove difficult, but for those who like to hack and slash, there is no other better party.

Elephant Bazaar
***

H.Th.
E.Th.
D.Th.
A.Th.

Never mind the fact that this party most likely won’t survive halfway though the game, it’s not designed to do that.  Instead, the user of this party is more interested in walking into people’s houses and stealing everything that isn’t bolted down or held in place with twenty-ton weights.  Suffice to say, this party will get rich quickly selling off the looted goods from enemies.  

Dragoons
**

H.Ma.
E.Ma.
D.Ma.
A.Ma.

Equipped with spears, this party will never take enough damage to get knocked out.  Then again, it’s the most expensive party imaginable to fully equip.  Over 2 Million Gil may be required by the end of the game, and that’s not including the magic spells this group will need.  The lack of funding is the ONLY reason this party isn’t ranked number 1, as the sheer versatility of this grouping is unimaginable.  Get the Human Magician an Axe early on, teach the Elf all the magic, and the Dwarf gets a powerful spear.  Suffice to say, a large variety of equipment will be needed at all times.  In the long run, this is actually the most fun party to play around with and experiment with.

Waiting Game
*

H.Cl.
E.Cl.
D.Cl.
A.Cl.

The legendary “impossible” party.  To beat the game with this, you’ll need to pull every trick in the book, be fully equipped with the latest stuff, and use every elemental weakness you can think of just to survive.  When it comes to healing, this party may actually never get knocked out once since the main difference between this and the WSC and NES version is that every Cleric gets “Pray”.  Against undead, the first character to get off an attack usually decides the battle.  Against Lich, the Fiend of the earth, this party could beat him in very little time actually and likely never get killed.  The power of “Shell” is never to be underestimated, and the longer this party lasts in a battle, the more likely it is to survive.  Patience is the game with this party, building up levels, setting up protective spells and boosting the all-important Will attribute as high as possible, and keeping their HP maxed out.  

Suicide Mission
*

H.Wi.
E.Wi.
D.Wi.
A.Wi.

If this party ever survives past the Earth cave, there’s not much that can stop it from thereon.  Many trips back to the inn and stocking up on recovery potions will consume a lot of Gil very quickly.  This party is a lot like the “Waiting Game” Party, except in reverse, the Wizards must use their most powerful spells as often as possible and as fast as possible to avoid certain death at the hands of the enemy.  Alternatively, you may also decide to take on the “One Character” challenge.  Pick any one character, and try to make it though the game using just that character.  Here are some potential candidates:

Thellos – LUSKY HUSKY!!!

Anthro Magician – Think you know the inner workings of the Magician well enough?

Cloud – Considered by many to be the “most fair” of the special characters, you could give it a try.

Bob the Hamster – If you think you’re man enough to waddle through, smacking everything left and right, then feel free to take on the bob quest.  Extremely weak in the beginning, but extremely strong towards the end.

ZERO – If you can get Zero from the beginning, the majority of the quest will be easy…  until you get to the later levels.  This may actually be the hardest challenge in all of FFH.

Character Abilities

Defend-

This ability raises the character’s Defense attribute, making physical attacks against them less damaging.  Repeated uses of it increase the attribute higher.

Power Up-
This ability raises the character’s Strength, making physical attacks by them more damaging.  Repeated uses of it raise their strength higher.

Steal-

This ability steals an item at random from the enemy.  Some enemies have only one item, while others possess an infinite supply.

Pray-

This ability calls on the heavens for healing, sometimes restoring no HP, a little bit, a decent amount, or a greater amount.  You can also find upgrades to this spell.  Miracle restores everyone’s hp to 100%.  Big guard sets up Shell and Protect on the entire party.  Crusade acts like “Holy” and damages every enemy.

Focus-

This ability raises the character’s Magic attack attribute.  With repeated uses, the magic skill grows in strength, raising it higher.  You can also find upgrades to this spell.  Hadoken kills almost any normal enemy in one shot, and does an incredible amount of damage to bosses.  Meteor randomly rains meteors down on the enemies, doing a lot of damage at once.  Ultima deals an incredible amount of damage to every enemy at once.

Mug-

This skill acts like a physical attack that also attempts to steal an item from an enemy.

Jump-

This attack is substituted for the basic Attack command when equipped with a spear.  When used, the character jumps up in the air, becoming immune to enemy attacks for a short period of time before landing on the enemy and doing a  large amount of damage.

Aim Up-

This ability raises another character’s Accuracy for the duration of the battle, allowing them to strike enemies more accurately and reducing the occurrence of a “Miss”.

Bolt Ball-
This ability strikes every enemy with a sphere of electricity, damaging them significantly.

Blizzard-
This ability strikes every enemy with a blizzard, doing cold damage.  Thellos says something about being naked.

Fire Storm-
This ability rains fire down on the enemy forces, doing fire damage to them.

Dark Cut-
This ability reduces the user’s Hp by 10 for every enemy present and deals a large amount of damage to them.

Dance-

Inflicts a random status attack on the enemies.

Hadoken-
The same as the “Focus” Skill except that it just does Hadoken.

Ultima-

The same as the “Focus” Skill except that it just does Ultima.

Z-Buster-
Attacks the enemy with a particle attack.

Hamster-
Hits the enemy with an elemental Attack used by weapons.

Limit-

Randomly performs a limit Break used by Cloud in FFVII.

Magic – Even if your character can’t normally cast magic, you may still use it as an item from your item screen.  Stock up on useful spells such as Life2, Heal, and Haste2.

White Magic

White Magic is primarily curative in nature, but has other uses as well. 

Name

Mp Used
Effectiveness


_Cure

[1]

*



Restores a small amount of HP to on character or the entire party.  The effect is weakened if spread.  Can be used out of battle.  

_Shell

[1]

*****



Raises a single character’s Will attribute.  Repeated uses increase Will to higher amounts.  If used on the caster, all further White Magic becomes stronger.

_Harm

[1]

*



Damages all undead present in the battle.  Any living creatures are unaffected by this spell.

_Esuna

[2]

***

Completely removes all negative status effects from a single target.  Can be used out of battle.

_Protect 
[2]

***

Raises a single character’s Defense.  Repeated uses raise Defense to higher amounts.

_Null Fire 
[2]

**

Protects the party against Fire Elemental Attacks (Doesn’t work at the time of this FAQ)

_Cure2

[3]

**

Restores a modest amount of HP to one character or the entire party.  The effect is weakened if spread.  Can be used out of battle.

_Null Ice 
[3]

**

Protects the party against Cold attacks (Doesn’t work at the time of this FAQ)

_Harm2
 
[3]

**

Damages all undead present in the battle by a larger amount than Harm.  Ineffective against living creatures.

_Life

[4]

****

Restores one slain party member to life.  Can also be used to heal a single party member.  Can be used out of battle.

_Null Bolt 
[4]

**

Protects the party against Electric attacks (Doesn’t work at the time of this FAQ)

_Detoxify 
[4]

*

Removes the effects of Poison from the entire party 

_Cure3

[5]

***

Restores a large amount of HP to one character or the entire party.  The effect is weakened if spread.  Can be used out of battle.

_Lamp

[5]

*

Removes the effects of Blind from the entire party and resets their Accuracy attributes.  Also tends to remove the benefit of “Aim”.

_Harm3  
[5]

***

Damages all undead present in the battle by a larger amount than Harm2.  Ineffective against living creatures.

_Reflect  
[6]

****

Reflects black magic back onto the enemy forces (Doesn’t work at the time of this FAQ)

_Voice

[6]

*

Removes the effects of Silence from the entire party and resets their Magic attributes. Tends to remove the effects of “Focus” as well.

_Awaken  
[6]

*

Removes the effects of Sleep from the entire party and resets their Agility attributes.  Also removes the effects of “Slow”, “Slow 2”, “Haste”, and “Haste 2”.

_Cure4

[7]

****

Restores a giant amount of HP to one character or the entire party.  The effect is weakened if spread.  Can be used out of battle.

_Heal

[7]

*****

Completely removes all status effects from the entire party at once.  Can be used out of battle.

_Harm4
  
[7]

****

Damages all undead present in the battle by a larger amount than Harm3.  Living creatures are immune to this spell.

_Holy

[8]

*****

Damages the undead by a significant amount, and is potent enough to damage living creatures as well.

_Dispel

[8]

*****

Removes the effects of Shell, Protect, Haste, and Reflect from an enemy.

_Life2

[8]

*****

Completely restores all HP to a slain party member.  Can also be used on a living character to recover their full HP.  Can also be used outside of battle.

Black Magic

Black Magic is used primarily for destruction but has other uses as well.

Name

MP Used
Usefulness

§Fire

[1]

*

Damages a single enemy or a group of enemies with Fire.  The effect is weakened if spread.

§Thunder
[1]

*

Damages a single enemy or a group of enemies with Electricity.  The effect is weakened if spread.

§Ice

[1]

*

Damages a single enemy or a group of enemies with Cold.  The effect is weakened if spread.

§Sleep

[2]

*****

Causes a single enemy or a group of enemies to fall asleep.  Can be removed with the white magic spell “Awake”, “Esuna”, and “Heal”, or a Remedy.  Also negates the effects of “Haste”, “Slow”, “Haste 2”, and “Slow 2”.

§Poison

[2]

**

Strikes a single enemy or a group of enemies with a weak magic attack and inflicts poison status on them.  May be removed with the appropriate spells. 

§Blind

[2]

***

Lowers an enemy or a group of enemies’ accuracy, causing them to hit less effectively.  May be removed through the appropriate spells.

§Fire2

[3]

**

Damages a single enemy or a group of enemies with modest Fire damage.  The effect is weakened if spread.

§Thunder 2
[3]

**

Damages a single enemy or a group of enemies with modest Electric damage.  The effect is weakened if spread.

§Ice 2

[3]

**

Damages a single enemy or a group of enemies with modest Cold damage.  The effect is weakened if spread.

§Silence

[4]

****

Inflicts the status ailment “Silence” and also damages an enemy’s ability to cast Black Magic effectively.  Can be removed with the appropriate Spells.

§Haste

[4]

***

Increases a single character’s Agility, making them act faster.  Further uses of this spell have no additional effect.  Also removes or negates the effects of “Slow”, “Slow 2”, and the effects of “Sleep”.

§Slow

[4]

***

Reduces an enemy’s Agility, making them act slower.  Further uses of this spell have no additional effect.  Also removes or negates the effects of “Haste”, “Haste 2”, and the effects of “Sleep”

§Fire 3

[5]

***

Damages a single enemy or a group of enemies with powerful Fire damage.  The effect is weakened if spread.

§Thunder 3
[5]

***

Damages a single enemy or a group of enemies with powerful Electric damage.  The effect is weakened if spread.

§Ice 3

[5]

***

Damages a single enemy or a group of enemies with powerful Cold damage.  The effect is weakened if spread.

§Drain

[6]

****

Drains an amount of HP from a single enemy and restores an amount of HP equal to the damage done.  Ineffective against the Undead.

§Death

[6]

*****

Outright slays a living creature, including some bosses.  Ineffective against the Undead.

§Slow 2

[6]

****

Reduces and entire group of enemies’ speed, making them act slower.  Also negates the effects of “Sleep”, “Haste”, and “Haste 2”.

§Quake

[7]

****

Damages an entire group of enemies by a tremendous amount of damage.  Flying creatures are unaffected by this spell.

§Haste 2

[7]

*****

Increases the entire party’s Agility, making them take actions faster.  This spell negates the effects of “Sleep”, “Slow”, and “Slow 2”.

§Osmose
[7]

***

Drains an amount of MP from a single enemy and restores an amount of MP equal to the damage done.  Ineffective against the Undead.

§Flare

[8]

*****

Does a tremendous amount of damage to the entire enemy force.

§X-Zone
[8]

****

Outright slays every enemy on the battlefield.  Sometimes does not work.  Ineffective against most bosses.

§Demi

[8]

***

Reduces all enemies’ HP by ¼ of their current HP.  Does not work against some creatures.

Forbidden Magic

Forbidden magic is magic that goes in either the Pray or Focus commands and is triggered randomly when selected.  It can also be used in battle as an item.

Miracle

[-]

*****

Restores the entire Party’s HP by 1000.  Can only be used in battle.

Big Guard
[-]

*****

Sets up Shell and Protect on the entire party.

Crusade

[-]

*****

Fully restores the party and raises the dead, as well as damaging the enemy with Holy Damage.

Hadoken
[-]

*****

Instantly slays one enemy outright, even a boss.

Meteor

[-]

*****

Rains several damaging meteors randomly on the enemy party.

Ultima

[-]

*****

Inflicts an incredible amount of damage on the enemy party.

Walkthrough

As you load up FFH, take some time to select your main character.  They will level up faster than the other characters in your party, though not by much.  If you wish to select from some hidden characters (Vulpes, Thellos, Azerith, etc.)  Press “S” on the keyboard after the first round of text has gone by.  This will allow you to play as a few of the designer’s favorite characters.

You also have the option of recruiting many hidden characters after Seraph has his speech with king Steve, but before you approach the king to recruit the rest of your party.

Thellos:

Thellos can be found in the Inn of Coneria.  You can also start the game with him.

Azerith:

Azerith can be gained in much the same way as Thellos.

Leo:

Leo can be gained in much the same way as Thellos or Azerith.

Vulpes:

Vulpes can be gained in much the same way as Thellos, Azerith, and Leo.

Arylon:

You can either start with Arylon, or recruit her by talking to her in Coneria’s town square.

Cloud:

Cloud can only be played with by starting with him.

BMAG:

The 8-bit Theatre Black Mage.  He can be gained by either starting with him, or searching behind the pillars at Coneria Castle and defeating him in combat (It’s very hard!)

Zero:

Dr. Wily’s masterpiece android can be recruited by talking to some trees in the clearing south of Coneria.  Defeating him is no small task either.

Bob the Hamster:
You can start with Bob, or enter the weapons shop of Coneria and recruit him by talking to him behind the counter.

Hiryo:

Hiryo can only be recruited by having Vulpes in your party.  Talk to the organ in Coneria’s church to hire him.

Inara:

Inara can be found in the Armor shop of Coneria.  You MUST have Hiryo in your party to recruit her, and you must give up Vulpes when she joins (You can get Vulpes back)

Zidane:

Zidane the wolf can be recruited in Coneria’s Inn, however you must have both Thellos AND Inara to recruit him.  Having him join forces Hiryo out of your party.

The game starts almost immediately after you’ve chosen your first character, and begins with a series of short battles against a few monsters.

The imp battle consists of two imps, which must be defeated in order to progress.  Doing this is nearly impossible with a Wizard or a Cleric.  Beginning with a Fighter, Thief, Monk, or Magician doesn’t present too much of a problem since they can take a few hits without having to heal.  The Thief can even steal some healing items from the imps of need be, since he’ll likely use them in the next battle.  The Cleric CAN use her Pray ability in the hope that she can recover some lost HP, but it’s best to make a single attack, pray, and then attack again.  The wizard may have the hardest time, since he hits for very little, and has low HP.  A quick check of your item inventory reveals some potions to use, and if you’re going for the “Suicide Mission” (which is nothing BUT Wizards), you’ll want to use only one or two for this battle.  Coincidentally, Dwarven Wizards and Clerics can easily survive this phase.

The second battle is against a small group of wolves.  Again, the Fighter, Thief, Magician, and Monk can easily defeat the pair of lupines, but the Cleric and the Wizard will have a world of trouble coming.  The wolves have more HP, and hit harder than the imps.  Thieves can really prosper in this fight, since they can steal some worthwhile items from the wolves, if need be.  A Dwarven Cleric or Wizard will have problems here no matter what, even with their enhanced strength.  In a bit of irony though, the anthropomorphic characters do NOT have to fight the wolves.  

The third battle is a boss battle (so early?), and considering your opponent, you’ll surely lose automatically, but…   …Seraph shows up.  Seraph is easily the most powerful being on the planet, stronger than the four fiends, stronger than Chaos.  And most definitely stronger than the puny dragon.  With Seraph in your party, ANY attack by Seraph easily dispatches the dragon.  By this time, your character should have leveled up, and you’ll have some extra gold than normal.  In addition to this, you’re rewarded with a Relic that supposedly counters the effects of Poison.  (It really doesn’t)  Seraph then leaves you, allowing you to explore Coneria City at your leisure.

Coneria is mapped out almost identically to its historical counterpart, with a few exceptions.  First, the Inn also revives slain heroes, and for the time being, Inns are the only places where you can save the game.  Secondly, the Clinic is nearly unimportant since it doesn’t revive slain heroes.  The organ in the corner is worth checking out if you’re interested in adding a secret character to your party.  Finally, there are more NPCs to talk to than ever, and these people running around typically have 2 to 3 things they say.  Keep talking to people to learn more about the world of Gaia, where to go next, and pick up tips for playing.

It should be obvious pretty quickly that you’re expected to go see the king, right?  Not quite.  You can actually take this time to level up, gather some equipment, and prepare before getting the rest of your party.  The trick is that once you recruit the rest of your group, they will be at or slightly lower than your level, so the higher your level when you get them, the stronger your party will be.  Purchase a fire spell (if the character uses black magic), and give them a weapon of your choice.  Keep in mind that not all characters can use every weapon.  If you have some cash left over, purchase some armor.  When buying equipment, keep an eye on the stat bonuses and extra abilities the item gives.

Save the game at the Inn, and go south past the area where you started.  You should appear in a sort of marshy area, with an island in the center.  Defeat the imps, wolves, and other creatures that inhabit the area.  When you see a strange looking person appear and walk towards you, it’s best to run away before it touches you.  This is the area boss, which when defeated, unlocks the chest in the center of the area.  By the time it appears, you will be several levels higher than you were.  Return to Coneria, purchase whatever gear you need, Save, and go challenge the boss.

The boss has a weakness to fire magic, but has two nasty tricks up its sleeve.  Shell reduces magical damage, while Protect reduces physical damage.  Since there'’ no way to remove either, keep hitting the enemy with Fire until it goes under.  If things get really drawn out, and it has Shell AND protect on it, just keep hitting it and it should eventually go down.  

Once you’ve absolutely cleared out the area, you should save.  Chances are, you’re at around level 11 or 12, with several thousand Gil to spare.  Go to Coneria castle, at the north exit of Coneria City.

Yes, the guards are all idiots.  And the invisible person is there.  And king Steve is almost completely useless.  When you reach the throne room, and have seen the speech/scene involving Seraph, stop immediately.  During this time you can run around Coneria and recruit several special characters that the programmers happen to be addicted to.  Two of these require you to fight incredibly difficult boss battles.

BMAG (8 Bit Theatre’s Black Mage) is hiding behind a pillar in the courtyard of Coneria Castle.  He’s easily distinguished by an orangish speck peeking out above the pillar.  You can turn down his offer to join your party with no discredit, but….  You miss out on several thousand Gil and a ton of experience if you decline.  Defeating him is no cakewalk.  Quickly cast Shell, and Wail away at him with your strongest attacks, trying desperately to stay at full health.  This is best accomplished with a Fighter or a Magician.  The bonus to having a Fighter or Magician is that they can equip spears, which allow Jump attacks.  With your character/s up in the air, they can avoid many of BMAG’s deadlier spells and do a good amount of damage at the same time.  

ZERO (From Rockman X) is found hiding in a tree in the area south of Coneria.  It shouldn’t take very long to find him either, and the pattern for fighting him is similar to BMAG’s.  Throughout the battle, you’ll end up trading blows, so keep your HP as high as possible, and try to avoid many of his more deadlier attacks by Jumping.  A fighter can also increase his Defense for the battle, so take advantage of the first few rounds to boost your defenses.  ZERO can only equip his basic weapon (and he comes with it), so you can breathe a sigh of relief that you’ll never have to buy anything for him.

You’ll find that during this short time the weapon shop has changed.  Bob IS a playable character, but his skills are much weaker in FFH, so he’s best seen in the title screen, and not in your party.  

Several other characters are somewhat difficult to recruit.  Inara the fox can only be recruited by first having Vulpes in your party (whether you start with her, or get is makes no difference).  Once you have Vulpes, speak to the organ in the Church to recruit Hiryo.  Hiryo, like ZERO, never gains any stat upgrades, so he is a superior fighter from the start of the game.  Once you have Hiryo, find Inara in the Armor shop and recruit her.  Once you do, you lose Vulpes, but she can be regained at the Inn if needed.

Zidane is one step away from Inara, except that you have to have both Thellos and Inara.  Find him in the Inn, sleeping in bed.  You lose Hiryo in the process, freeing up a slot in your party again.

If you decide you don’t want any special characters, or you want one or two, and normal characters, then return to King Steve.  He’ll offer to let you “recruit” the rest of your party.  Either way, return to King Steve.  He’ll tell you about Garland, and the abduction of Princess Sara.  Return to Coneria, purchase the best weapons and armor your party can afford, and stock up on Cure, Harm, and Fire spells for your spell-casters.  The guard at the western exit to Coneria will have left, allowing you to proceed to the Imp Forest, and then to the Temple of Fiends.

Running around the imp Forest are…  imps.  About 6 –7 of them to be precise.  When all imps are defeated, two wolves appear at the entrance courtyard to the Temple of fiends.  Once these are dispatched, the are boss appears.  Mug from it, and kill it to unlock the treasure in the eastern sector of the imp forest.

Return to the East sector, grab the treasure, and save at Coneria’s Inn.  Pick up an Axe at the weapon shop and give it to your fighter or magician.  If you have a Thief, this won’t be necessary.  Return to the Imp forest, and head north into the Temple of Fiends.

See the blatant rip-off of Garland and Evil princess Sara from 8-bit Theatre?  Good.  Don’t follow them into the central room yet.  Instead, kill the 4 zombies and two wolves to lure out the area boss.  Steal or mug from him to hopefully get a Poison dagger.  There’s also a 10% chance he’ll drop it.  This is quite frankly, the best weapon your Wizard or Thief will get for a long time, since its additional effect is that it poisons foes.  Grab the treasure in the main hallway, search around the rest of the temple, and then finally check out the central room.

Garland is such an idiot.  But he says his historical line, which is so much better than whatever they had for the PSX remake.

In fact, if you feel too high and mighty for him, stand back, heal every once in a while, and let the imps and Princess Sara finish him off.  Do try to steal some mid-level equipment from him though, it’s worth it.  If he starts casting spells, use Shell to reduce the damage you take.  Collect your reward, and finish your mundane little task.

You’ll be warped back to Coneria’s castle, where King Steve will inform you that the north bridge has been completed.  It’s actually east of Coneria, but that’s irrelevant.  Save at the Inn, and go see the opening credits as you cross the bridge.  

First things first, equip your party with the most powerful equipment you could buy, and do NOT upgrade any of it until you reach Elfland, later on.  The upgraded equipment sold at the next town is meaningless compared to what you can equip later, and the money is best spent on spells in the meantime.  Head north, fighting monsters along the way until you come to a strange house.  Inside is Matoya, and her legions of brooms.  She tells you of Astos, the dark elf, who stole her Quartz Eye.  While intriguing, there’s not really much you can do about it for now, so you’ll have to pass on the situation for the time being.

Going east, you’ll fight more enemies, and perhaps an area boss.  In fact, the Black Belt hidden in the chest is perhaps one of the most useful relics you’ll ever find, considering that it increases strength by 25.  Give it to a Monk or your Fighter to get the best benefit out of it.

In Pravoka, walk along the wall to skip through half the navigation.  There’s a secret passage behind one of the buildings which allows you to get into the town a lot faster.  Head straight for the white and black magic shops, and pick up Protect and possibly Poison or Blind as well.  None of the other spells are of any great concern yet, but be sure to grab them nonetheless.  Once this is done, head straight to the Inn, save, and then go into the west section of the town to challenge Bikke the Pirate to mortal combat.

If the pirates were any easier, we wouldn’t even mention them in this strategy guide.  But if your levels are astoundingly low, you may want to put this off and go fight a few extra battles back at the midland highway west of Pravoka.  Upon winning, Bikke will offer to let you on his ship.  There’s no reason to purchase any weapons or armor here, so go ahead and take Bikke’s offer.

Explore Bikke’s ship, talk to people, and then talk to Bikke himself. He’ll tell you about his past, you’ll have a brief encounter with ASStos, king of the Dark-Elves, and then you’ll have a flashback of Bikke’s past.  You’ll fight a boss battle as Bikke, and hopefully succeed.  (Editor’s Note: Many people report a graphical error here, which deals with the animating tiles) Once the entire scene is over, you’ll appear in the Giant’s forest north of Elfland itself.

To get the treasure, walk all the way to the bottom of the forest and make sure you fight 4 groups of Ogres.  One or two may be hiding under the forest’s dense cover, so search or wait around for them to run into you.  Once the four are dust, head back up and fight two spiders.  Then go back south and fight the area boss, which looks like a wiggling vine or something.  Its weakness is fire, so be sure to hit it with it.  Otherwise, heal when needed and continue to get in hits with your strongest characters.  Return north, grab the treasure, and go south, following the path to get to Elfland’s city.

All the backtracking in the previous area should have given you enough gil to upgrade your party.  Somewhat.  The average price of everything floats somewhere around 2500 Gil, so be sure to purchase stuff wisely.  Pick up One silver sword for your Fighter, and either an Axe or a spear for your Magician/s.  The thief should have the poison dagger equipped.  Unequip your monk, never give him any weapon again.  He should start doing more damage than any other character at this point, perhaps in the thousands range by now.  The clerics and Wizards typically don’t do much fighting, and instead should rely upon the use of spells.  Undead creatures should still be showing up, so Buy Harm2 at the magic shop, and Cure2 for your Fighter and Cleric.  Cure2 is the last spell the Fighter ever gets.  Wizards and Magicians will carefully note that Fire2, Ice2, and Bolt2 are all for sale at the Level 3 shop, and are a must buy for upcoming areas.  The Cleric and Magician should also pick up the Life spell.  Life take priority over all other spells you buy, with the exception of Fire2.  So if you get nothing else, get a life.

Save at the Inn, and go out the West section of the town.  Another forest awaits.  Head northwest, slaying enemies, until there’s a passage to the north.  Take it, explore the castle north of the forest, and talk to the Mysterious old king.  With new orders, go south to the marsh cave.  Kill more enemies, defeat the area boss (which looks like an ordinary woman), and collect your reward at the base of a tree.  Then talk to the dark elf standing over a pitfall.  The pitfall is the entrance to the Marsh Cave.  Explore the cave, opening treasure chests left and right until you eventually find the crown.  And just like in the original game, you have to fight some wizards for it.

Naturally, they attack in a large group, and can do significant damage to you, regardless of how well prepared you are.  Set up shell and protect, then focus with your Wizard.  Constantly keep your Magician up in the air with a spear, seeing as how he’ll take almost no damage from anything.  A monk will really shine in this battle, since he can usually dispatch any enemy in the first shot.  The Thief seems to be outperformed in this fight, but his skills are for rare item collection and his agility.  Which you’ll need in the NEXT boss battle.  Keep your HP high, and you will persevere.

Return to Elfland.  Buy  equipment that gives you a VERY strong will score – you’ll need it.  Save, and return to the obsolete castle to challenge Astos.  The old king turns out to be the Dark Elf himself, and there’s not much you can do to prepare yourself.

The best Defense is the best offense, especially in this case.  Astos uses Bolt2, Death, and a host of other really nasty spells that can only be countered with a high will score.  Since the use of Shell is almost irrelevant in this battle (he hits too hard anyway), try to keep your HP as high as possible instead, and get in as many hits as you can.  With a little luck, you’ll prevail, though you’re likely to take one or two causalities.  Your cleric will really get a workout here with Cure2 and the Life spell.  If she perishes, revive her with a Phoenix Down.

Seraph shows back up, finishes off Astos, and delivers the herbs needed to wake the sleeping Elf Prince, in exchange for Matoya’s Quartz Eye.  Now you need to go find the Prince.  Return to the forest east of Elfland, and look directly north at the side of the tree, where the path divides.  Hug the west side of the tree until you appear in the castle-area.  If you’re having trouble locating the entrance to the castle, refer to the following image:

[image: image37.jpg]



Run around, talk to people, and finally find the Elf Prince and ram those Herbs down his throat (literally).  He’ll awake, give you the Mystic Key to Coneria’s Vaults, and you’ll be escorted out of his chambers.  With the mystic key in hand, you can return to the elf cave and pick up the treasure in the locked rooms and treasure chests.  Now return to the forest and go nearly due east again to a small field.  The field will eventually curve north to Pravoka.  Backtrack all the way to Coneria Castle (you should know the way), and search around for its vaults.  Take the TNT.  You’ll need it.  

Go west across the Imp forest to an open area where an elderly man was once standing.  It’ll open up to a short forest clearing with Seraph and the king of the Dwarves.  Enjoy the short spree of dry humor, and go into the hole to the Dwarven mining camp.  Explore.  Learn about the problems in Melmond, and the Dwarven way of life.  Give the TNT to Nerrick, who promptly makes and ass out of himself.  Search around the Dwarven cave now, and find another Silver Sword. 

Once in Melmond, pick up Cure3 and Harm3 for your Cleric, and Fire3, Ice3, and Bolt3 for your Wizard.  Pick up some new armor (since some of it protects against some spells now) and save at the INN.  Aha!  A new concept!  Depending on what race of characters you have in your party, the Innkeeper charges you a different amount!  What a racist snob!

Go out onto the muddy plains to the west and fight around for a while if you don’t have any gold.  The Titan won’t move without a ruby, although getting one is now made completely irrelevant.  Down south, you’ll run into Seraph again, and confront the Vampire.  Use Fire and Harm attacks to send him crawling away.  Seraph (of course) gets in the last shot, and of course, it’s overkill once again.  The Earth Cave is swarming with Undead and Giants.  In fact, you can almost break out your FF1 Nintendo Power strategy guide once again.

The first floor presents you with several branches from the start, some leading to treasure, and others to dead ends.  The two to your immediate left link up and form what is known as the “Hall of Giants”, aptly named because of the extremely high occurrence of Giant battles.  The path to the right leads to some stairs, so head that way once you’re done exploring.  Along the way, you may very well run into a golem or two.  Defeat every last one of them to cause the area-boss to show up.  Once you reach the third floor, you’ll find a ruby on the ground.  At this point, you have a choice.  Either keep going, and hope you can find the switch on the on the bottom level that opens the door to the fiend, or backtrack, and find the Titan blocking the path on the muddy plains west of Melmond.  If you talk to the titan, and give him the ruby, you can then talk to the sage who gives you some hints as to where the hidden switch is located.  Never the less, the location of the switch is provided in this FAQ/Walkthrough to quickly allow you to continue your quest.
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In the cave, if you managed to defeat all of the random monsters, you’ll encounter the area boss in the last room as well.  Being undead, simply cast Harm3 or Fire3 and use silver weapons to make short work of him.  Collect your treasure, activate the switch and use a tent to save your game and recover valuable HP & MP.

Finally, the first Fiend!!  Lich is no pushover either.  Before going into battle, make sure your entire party is equipped with armor that protects against Death magic.  This will largely save you time and help prevent the need to resurrect slain characters.  During the battle, Lich will also cast dangerous, high level spells, like Quake, to which, you can shield some of the damage by using Shell and Protect.  Have your Fighter, Magician, or Thief equipped with silver swords and daggers, to maximize the damage you do to Lich.  Fire3 also does a large amount of damage to him, as does Harm3.  Should one of your characters fall in battle, you’ll need two people ready, one to cast Life or use a phoenix down, and the other to use an X-potion to fully revive them.  This tactic works best immediately after Lich casts a spell, so that the slain character doesn’t get knocked out shortly after being revived.  As with all the Elemental Fiends from here on out, be sure to mug or steal the Genji armor from him early on in the fight.  As he gets weaker, he may start casting Flare, so prepare for it by boosting your defenses, OR, take him out in a few rounds by boosting your attack and magic power, and unleashing your most powerful attacks first.  If you’re going through with an all Wizard party, this may be your only option.  Conversely, an all Cleric party will find this a cake-walk, since they can all heal, and do a good amount of damage to Lich with spells.

After defeating Lich, you’ll be put in contact with Lukhan, the prophet.  He’ll warp you to the holy lands of Crescent Lake, where the Gaian Religion originates from.  Once you’re free to control your party again, search around for a treasure chest, and a patch of nearby flowers.  From now on, you’ll only encounter area bosses, so no need to worry about missing one of the smaller guardians.   Mess around with the clump of flowers directly east of the chest to bring out one ticked off moogle.  If you want to get one of the hardest relics in the game to find, equip an Axe, or bring a thief.  It’s the ONLY way to get it.  
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Ignore his futile threats and ONLY steal from him if you can, just have everyone else pass their turn to your thief.  The moogle has only a few measly HP, so you only get one shot at getting his relic, the Cursed Ring, which you’ll need later on to get Hero Rings.  With an Axe, your chances of mugging him for more than one ring are shot, since you only get one attack with it before he runs away.  With a thief on the other hand, you can steal more than one ring, and have enough for everyone in your party later on (which you’ll want).  Once you have enough, defeat the bloody thing and move on.  Grab the Bracers in the chest and go northwest to the Cathedral of Gaia.  Enter it and walk north a short pace to come across a short scene, which partially explains some of Seraph’s origins.  You’ll find his reasoning behind wanting revenge on the church is to teach them the error of their ways.  All will be revealed in time.

Exit the church and continue on the path to the city of Crescent Lake.  Go straight to the Weaponshop and pick up Ice swords for your Fighters and Magicians, then whatever you feel like for your spell-casters.  Remember that the monk will never have to equip a weapon again.  Buy armor that absorbs Fire damage for everyone, your next stop will require it.  Also at the magic shops, pick up Death and Slow2 for your Wizard.  You may also notice that your Magician can’t use as many spell now, signaling that his training in magic is coming to an end.   6th level magic for the Cleric is a similar issue, but the two status healing spells are useful in combat should you be hit with various effects.  Also be sure to stock up on some much needed potions from the item shop.  Once you’re satisfied, head for the back forest to find the circle of sages.  After a brief scene, Lukhan gives you his Chocobo to reach the summit of Gurgu Volcano.  Save at the world’s largest Inn, and head south of C.Lake to find the chocobo walking around, waiting for you.  Talk to it to find yourself at the summit of the volcano.  Head west to go to Pravoka (where Boco awaits you again), or north to enter the volcano itself.  

Avoid stepping on the hot lava as much as possible.  Your boots will offer SOME protection, but you’ll still take 1 point of damage every time you do step in it.  And there’s quite a bit of lava to avoid.  The path once again is more or less straightforward, but with many dead ends.  Those familiar with the map on the original game shouldn’t have much difficulty making their way through the cave.  At the bottom floor, which looks like a ship’s steering wheel, the area boss is found in one of the rooms on the north-west side.  As with all creatures here, if you’re protected against fire attacks, you have nothing to fear.  Your prize is a relic that protects against fire (Whoop de do).  Head to the southwest corner of the large room to find the Crystal Chamber and the Fiend of Fire.

Kary, like Lich, is no pushover unless you prepare accordingly.  Equip Ice weapons, and Fire armor to defend against her attacks, and make sure you use a tent before stepping up to her door.  Also make sure you equip an Axe or have a thief to steal another piece of the Genji equipment from her before you end the battle.  If the crafty Fiend casts poison, use a remedy, cast Esuna, or even Detoxify to remove it quickly before you start taking damage quickly.  A few quick hits, and what many considered the hardest fiend goes down in nothing more than a puff of smoke.

After defeating Kary, proceed to the Ice cave and locate the Floater. The strategy for finding it is similar to that in the original Final Fantasy Game. Equip A piece of Ice based armor for everyone, and revert to Lightning weapons or magic to make it through easily.  Once you get to the room with the pitfalls, fall into them.  Then , work your way up until you come to the room with the chest and another pitfall.  The chest is trapped  with a guardian, so cast Fire 3 on it or even Death.  Then fall through the pit-fall to land on the ledge with the floater.  Defeat whatever guardian stands in your way with a well placed punch to head with your monk or a fire spell.  Harm also works.   Once you have the floater, go south of Crescent lake to a small desert and toss in the diamond shaped stone. You'll get the airship finally, or rather CID will, but since he’s so nice, he’ll pilot it wherever you tell him to.   

Go to the most Northwestern city of Onrac, go straight to the Inn to find out that Bikke’s still being an ass-pirate.  Enjoy the 8-bit Theatre reference with Garland as well. (or hit up the Mountain town for better equipment/spells) Search the desert west of Onrac for a merchant. Buy the bottle for 32000 Gil or so. Use the bottle to release the Fairy. Return to the mountain town, find the spring in the back to get the Oxyale.  NOW, you may shop.  Pick up all three level 7 white magic, and all level 8 White magic for your Cleric.  Life 2 is a MUST have, as is the ability to remove enemy defense spells with Dispel.  Cure 4 acts like an X-potion, except that it can be spread to all characters.  Holy is SLIGHTLY weaker than Harm4, in terms of the damage it does to the undead, but it more than makes up for this deficiency in the fact that it also severely damages other enemies aside from the Undead.  Heal acts like a spread Esuna, and is the general cure-all of status afflicting spells.  As for black magic, Haste2 and Flare are absolute must-buys as well.  Haste on everybody in the party at one time is incredibly useful to have, and Flare is generally the most powerful attack magic you can buy.  Quake is generally more powerful than the level 5 black magic spells, but fails against flying creatures.  Osmose is also useful to have since it drains enemy MP and gives it to you, so use it to recover your MP in battle.  X-Zone acts, more or less, as a “Death-All” spell, but is technically Chronomancy (Time based magic like Slow), to which enemies normally strong against death spells may have no defense against.  Demi also registers as Chronomancy, except that it reduces all enemy’s HP levels by a percentage.  Demi is likely NOT as effective as X-Zone, but is available for your use, nonetheless.  All these highly powerful spells can be found in the Mountain Town or at Onrac, and fully equipping your party with them will be a major drain on your money supplies.  Also, you haven’t yet equipped your party with defensive armor and more powerful wepons, but you’ll shortly find something ELSE to occupy yourself with.

Subquest time!

South of the Mountain City is a long field with a lone well at the far end.  Drop down the well to find yourself in the ancient city of Terra-nog.  Search around and you’ll find various areas where you take a LARGE amount of damage.  A lone dwarf tells you he was trying to get the Adamant here, but radioactive ore embedded with it causes anyone to get near it to grow weak.  Work your way trough the mining complex to eventually find a treasure chest containing the rare ore.  Now you have a choice….

Excalibur is an exceptionally powerful weapon to have.  It’s well balanced, does a LOT of damage, and is particularly effective against the undead.  It can only be used by Fighters and a few of the special characters though.  It’s forged by a smithy in Coneria’s weapon shop.

Caladbolg is the Elven weapon of choice.  Somewhat lighter than the Excalibur, it’s used by Thieves and even Wizards.  Forge it at Elfland’s Weapon shop.

Mjollnir is the legendary Dwarven Axe/hammer that Watts, the smith in the Dwarven mining complex under Melmond will forge for you.  Like all axes, it can steal, and may be equipped by Fighters and Magicians alike.  It does SLIGHTLY more damage than the Excalibur, at a much higher accuracy penalty.

The choice of which weapon to forge is yours, but you can only get one weapon per piece of Adamant.  There’s two other pieces but they are unavailable at this time.  Our suggestion is that you go for Excalibur if you have a fighter.  Regardless of your choice, remember that your monk should never use another weapon again.

The castle of Ordeals lies to the west of Mountain City.  Your objective here is to work your way to the throne at the top floor, grab the rat’s tail from the chest, and make your escape.  An easy task, relatively speaking, except for actually getting there in one piece.  The pillars on the second floor all teleport you to another small room, and with careful inspection, you can easily determine which one to step into.  Once you have the tail, go to the Cardia Islands and find Bahamut, king of the Dragons.  He’s larger than the Fiends….    Present him with the rat’s tail, and he will increase your walking speed slightly, to help you move through the game a LOT faster than normal.

Now, save at any Inn of your choice.  You’ll find that Cid pretty much follows you around wherever you go, so to return to the airship at any time, just talk to him.  Now return to Onrac and then use the submarine located in the eastern section of Onrac. Once in the seashrine, head up some floors to get the stone slab.  Guarding it is Garland, who still acts like an idiot.  During the battle with him, follow his clues carefully to quickly end the fight.  It’s funny what happens.  Ooookay…    now use a Tent, then walk all the way down to the base level of the shrine to fight Kracken.   Kracken is the simplest Fiend of all to fight.  Cast Bolt3 or Fire3, hit him with Holy, and use your strongest physical attacks.  Don’t forget to mug or steal another piece of the Genji Equipment set from him.  If you get hit with blind, use Lamp or Heal to remove it.


After defeating Kracken, search the tundra north of Onrac for a blue light.  
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Receive your next orders from Seraph and go find Dr. Unne back in Melmond.  Show him the stone Slab, and he’ll get all excited about it.  Unne will then show up on the airship. Talk to him to translate the cryptic speech of the Liefenish (which if you speak L33T, is no problem), then return to the mountain town. Head east through the forest clearing, then reach the Hiroshimaesqe ruins of Liefen. It's rather much like the lost woods in the first Zelda game. The strategy for getting through Liefen is to try out every twist and turn, and remember the pattern you take until the path apparently ends at the feet of a large building. If you get lost in Hiroshi... er.. Liefen, just take ANY path so that you start back at the beginning.


Before that, you fight a Catoblepas, relative of the hulking Behemoth.  He’s easily defeated, and drops a Big Guard spell for your cleric to use.  Note that Big Guard is specialized White magic, so he’s a quick overview of special spells such as Big Guard…

They’re RARE.  9th level magic, so to speak.  Teaching them to your Cleric or Wizard puts the spell in their Pray or Focus commands, thus allowing you to cast them freely.  9th level magic is randomly cast though, so you’re lucky if it goes off at all.  Most 9th level magic is dropped by extremely powerful enemies located in the final dungeon.  Teach the spell to your cleric, OR, hold it in your item inventory and use it as an item.

From the Catoblepas, head east through the intersection, until you come to a u-turn in the next street.  The building with the door has nothing inside (yet), though you can check if you like.  Follow the U-turn until you come to another set of streets that loop around again, with another building.  From the next very small intersection, go north.  Then go north again in the next area to reach the government shelter of Liefen, and go through the door there.  Look around, and finally go find Seraph once again.  Receive the password for the Mirage tower, and also receive and Orihalcon cube which lets you teleport to the Sky Castle.  NOW, you can pick up an ultra rare piece of equipment back at the Gaia’s Cathedral.  Go find Cid, and go to Crescent Lake.  Search around until you find an area where you once again see Fenrir and Lassie arguing over a statue Fenrir did.  Damn perverts.  If you can’t stand it, just keep mashing space-bar, until you get the Ribbon.  Backtrack through Liefen, and go south of the Mountain city to the Suzakan Desert.

Needletime!

Another Subquest, and THIS one can be deadly.  Wandering around the desert are 8 ultra deadly enemies called Cactaur.  What makes them so lethal is their attack called 1000 pins, which does 1000 points of unblockable, unavoidable, non-reducible damage to a single character.  The cactaurs also tend to jump out of the way of attacks very easily, and even magic doesn’t affect them much.  Defeating them gives you an incredible amount of EXP, so it’s well worth it.  Once you defeat all 8, a path in the Cactaur shaped cactus patch opens up, allowing you to get the area treasure.  Go further south to the pyramid and climb the stairs to the top.  Input the code (or just do trial and error) until the door at the bottom opens up.  Go completely around the pyramid and enter the door to Mirage Tower.  Walk through the tower, fighting battles until you get to a blue dragon boss fight near the top.  Defeat it easily…  now the HARD battle.

Having learned from the mistakes of the other Fiends, Tiamat has promised to constantly harass you through your journey to the last crystal.  She has no weakness, so hit her with what weapons you have until you cause enough damage to finish her off.  Once you defeat her, walk back to the central area of the room and you’ll warp to inside the technological Sky Castle.  The only enemies you run into here are mecha, all weak against Electricity, so break out your Bolt3.  The enemies here also drop stat booster potions, so amass a collection before you leave.  Also check out every chest, nook, and cranny in search of the second piece of Adamant.  Later on in the labyrinth, you’ll meet Cid, who hints about the location of an impossibly difficult boss, but says that the route has been sealed off.  Walk down that long hallway until you have the option of going north, and you’ll eventually find the chest with the Adamant.  Retrace your steps and go north another floor.  Now, you’ll find yourself in a strange, repeating room that seems to stretch on endlessly.  To proceed, walk two rows right, and two rows down to find the next teleport.  Save your game with a Tent, and prepare for another series of boss battles.

Run down the path with Seraph until Tiamat stops you again.  You’ll have to face the most dreaded enemy in the original Final Fantasy, the WarMECH.  It repeatedly attacks you with elemental weapon attacks, which at this point shouldn’t be much of a problem.  Steal the Masamune from it, which EVERYONE can equip.  You’ll end up giving it to either your Cleric, or your Wizard.  Continuing on, you’ll face ALL four of the Elemental Fiends at once.  Seraph starts off by casting one final Ultima Spell, which knocks off about 90% of their health, so it shouldn’t be that much of a battle.  Remember the strategy you used to beat each fiend, and also try to steal another set of Genji Equipment from each Fiend.  Finally, you’ll end up in the Crystal Room again, with the crystal of wind and Tiamat again.

Tiamat unleashes her last attack on the party again.  Defend against Flare and Holy with shell, and cast Haste2 to speed up your party.  If you have equipment that protects against Death and Chronomancy, that’ll help as well, since Tiamat sometimes casts Death and X-Zone, though rarely.  Steal a Genji Talisman from her if possible.  Now, you can also try out some of those useful boosting potions you acquired as well.  Use Focus or the respective potion to boost your primary spellcaster’s magic ability and let Tiamat feel the full blast of a Flare spell.  Also, a level 50 monk can do an incredible amount of damage to her powered up and unarmed.  Same for a Fighter with the Excalibur.  Once she goes down, the real battle begins.

True to his Sorceror Nature, and like the Zyrans predicted, Seraph decides to turn on humanity and use his powers to destroy all mankind.  He does however give you a chance to understand his reasoning, and even tells you of a powerful foe who has been waiting for the opportunity to revive.  But before that, you must defeat Seraph.  Use a similar strategy against Seraph that you used with Tiamat.  Power up your abilities and start hitting him for several thousand points each attack.  Steal another Masamune if you feel like it.

Now, return to the Temple of Fiends, where the adventure started.  Go through the scene in Garland’s central chamber, and learn more of the real enemy.  Warp to the past by walking up to the central blackened crystal sphere.  One the first floor of the ToF: Revisited, you’ll find the Exit spell locked away in a chest, along with a description of its purpose.  SAVE with a Tent.  It is imperative that you bring plenty of healing potions, spells, and Tents into the ToF: Revisited, due to the number of bosses you will inevitably fight.  Work your way up to the Third floor, moving through the relatively empty temple until you fight the first mid-boss, Necron.  Defeat him with holy and strong physical attacks.  Now, work your way down the easier side of the dungeon until you end up…

In the earth cave, where you’ll invariably fight enemies from that locale.  Go north to the first bend, then east, and finally south until you find the stairway down.  Veterans of FF1 will recall that you fought Lich here…  but he’s missing…

Next floor down looks suspiciously like Gurgu Volcano, complete with damaging tiles and enemies.  Work your way to the next stairway down.  Kary’s gone too…

And the Sea Shrine area shows up as well.  Walk around in it, continuing to fight your way against monsters that simply throw themselves against you to impede your progress towards the Wind floor.  Suspiciously, Kracken is not here…

At the Wind floor, go south and east as much as possible until you come to an annoyingly twisting corridor, with a lone treasure box at the end.  Fight the Solar Entity there for possession of the Black-Sun sword, slightly better than even the Masamune.  Then go back and search for the door to the final room at the northeast quadrant to the Wind Floor.

At last, the crystal room.  As you work your way towards the center, the Four Fiends will attack you again.  Take the time to steal or mug from them for a complete set of Genji Equipment, and an additional 3 or 4 Genji Talismans.  Equip everyone with a Genji Talisman to nearly double the fighting powers of your characters.  Once you reach the Center, Garland throws down a final challenge to you, which you must accept.  Beating him causes him to realize the error of his ways, and he begs you to defeat Chaos, the dark lord sealed by the Crystals.  In the final room, recheck all your equipment, Save using a Tent, check again.  There’s no turning back after this point, so make sure you are prepared.  Talk to the glowing light below you to summon the Demon himself.  He’ll go on, rant about his plans to use the Crystals to take over the world, how the Gaian religion was his idea to trick people into one day resurrecting him, and so on.  Now send him spiraling back into the void from whence he came.

Constantly keep up your defenses with Shell and Protect, or if you saved it, the Big Guard spell.  Also cast Haste2 to even things out a bit.  Now hit him with your most powerful attacks and spells.  Heal using Cure3 or Cure4, and don’t be afraid to expend your stock of X-Ether if need be.  Also be sure to steal or mug from him first thing, so you can get a powerful piece of equipment.

With Chaos defeated, there remains only one further task, and defeating Seraph will take every last bit of power you have.  You’ll be warped out of ToF finally.  Return to the Airship and hit either A., B, or C on the keyboard to be taken to one of Three locations.  Near Elfland is a Treasure Chest containing a Safety Bit.  Near the Cardia Islands is the final piece of Adamant.  And finally the Suzakan Plains has a lone tombstone that hides the Offering.  The offering allows up to 4 extra attacks with a weapon, spell, or item, but lowers your HP by 1000 and makes you weak to many different effects.  Make sure you have the HP to spare before equipping this ultra-powered artifact.

Also, be sure to return to Matoya’s cave and fight Altemecia.  Mug or steal another powerful relic from her, and receive the most powerful staff from her for your efforts (a Wizard or Cleric equipped with it does double their magic effectiveness).

Also be sure to grab the last two Legendary weapons you didn’t get when you forged Excalibur.  Having the other two helps somewhat.  Also, make sure your levels are at or above level 50 before continuing.  If need be, try to find Cactaurs in the desert west of Onrac, though they are considerably rare.  

Once you feel you’re ready, go back to the Liefen ruins and find Youji the trenchcoat wearing Kangaroo standing around in an intersection.  He’ll challenge you to “find the flag” within 60 seconds.  The objective is to find the flag inside one of three buildings throughout the ruins.  Simply find a building and enter, searching the far side until you find it.  It’s position is set to the trigger that people say three different things before repeating themselves.  If you fail, try again, and search a different building.  Though it’s hard, you can actually search all three within 60 seconds before the countdown expires.  Finishing the min-game unlocks the gravity wing of the Sky Castle…    and gives you a clue as to what’s in there.

Now save and go to the Sky castle’s forbidden wing, and take on the master of your base.  All your base.
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Defend yourself with Haste2, Shell, Protect, and Use the Stat-boosting potions for about 2 minutes before attacking.  CATS will occasionally heal you, with the phrase: “YOU KNOW WHAT YOU DOING.”, which basically means HE doesn’t.  Once your defenses are prepared, wail away at CATS with Excalibur, Masamune, Holy, Flare, and Monk punches to his 80’s style teal hair.  Your reward is the Fimbulwinter Pistol, the ONLY firearm in the game, and it can ONLY be equipped by Thellos.  Arguably, it’s the most powerful weapon as well, but you won’t be able to experience it as long as you don’t have Thellos.

Now that you’ve taken on these subquests, it’s time to go a bit further in the game.  Go to the Mountain City and go north to the tundra, explore around until you find an Elven man mourning over the loss of his beloved wife.  Timestream Saga fans will recognize him for certain, if the name on the tombstone doesn’t give it away immediately.  Fans of TS will also be severely disappointed, but you’ll have to play both to get the full experience.  Your reward, just for talking to him, is the Gungnir, the most powerful spear in the entire Game.

Now go north to the ABTI, and have fun with the Special characters you find.  The stores inside are also manned by some of the TS cast, a further tribute to the author’s previous game.  And at the far end of the shops is a lone room with one fight…  and it’s with…

Arm yourself with your best weapons and quickly cast Poison on your enemy.  Also be ready to cast Antidote and heal at any given moment to remove the nearly 1000 points of damage his poison-based attack does.  He specifically likes to cast X-Zone as well, so prepare accordingly.  Also watch out for the Ultima spell, so beef up your defenses as best you can.

For winning, you get the Gliepnir, essentially an improved Ribbon.  You also are granted access to the best armor in the game, the Crystal Equipment.  Fully stock up on the best equipment for every character in your party, and try to get your Fighter’s HP above 2000 for the best shot at beating the game.  Now that you’ve completed beating these bosses, it’s time to go to the last village.  Explore around, and learn more about Seraph, and the other Sorcerors of the past.  You’ll also pick up on a few interesting tidbits about what the future holds in store, but there’s nothing you can do about it in this game sadly.  Continuing to the north end of the town is a strange person named Calico (this is the only time EVER to see him without his hat, TS fans)  Another demonic entity will appear from out of nowhere, so destroy it quickly.  Watch out for its Chronomancy-based spells like X-Zone and Demi.

Continuing to the north crater, you’ll fight another boss, this time a dragon.  Defeat the dragon to pick up another 9th level spell.  From the crater rim, jump down to enter the crystalline caverns, last stop before Castle Pandemonium.  Wander through the halls of the cave, fighting Dragons of every type.  Once you enter the blue and purple halls of a mysterious castle, you know you’re in Pandemonium, the last bastion before the void, where seraph has gone off to.  

ALL fights from here on should be treated as boss fights.  NEVER underestimate the enemies you encounter.  The fights with the Malboro are exceptionally deadly, so prepare accordingly for status effects.   For the clearest shot to the end of the Castle, walk Left, then up and right, and finally straight up until you see Lukhan and Garland waiting for you.  Lukhan will save your game for you, and Garland will give you some words of encouragement.  We suggest you save for the final area.

In the void itself, walk forward, fighting ultra-powerful enemies once again, whom ALL drop level 9 spells of various types.  We suggest you pick up as many Big Guard and Ultima spells as possible.  Also be sure to watch for where the two sets of lights seem to pass each other on their way up and down.  The line on which they cross marks a hidden path left that allows you to either trade in your Cursed Rings for Hero rings (Which are essentially the best Relics in the game), and also to the right, where you can find and fight Ultima Weapon.  

Ultima Weapon is THE hardest boss in the game, and deservedly so.  At best, level 60 is the recommended level to be when you finally go to fight him, and even then, your chances of success are slim to none.  Immediately start off by using a Big Guard spell from your Item inventory and cast Haste2 ASAP.  You’ll probably also have to use a Miracle spell as well.  Get in a few extremely good hits now and then, and try to keep your HP as high as possible at all times.  It helps to have your HPs in the Thousands range as well.  Perhaps the best way to defeat him is to get Thellos his Ultimate Weapon the Fimbulwinter, Fully equip him with Crystal Mail, and give him the Offering, that way you do a full 3000+ damage with each shot, and make around 4 attacks each round.  With this as your strategy, the other three members of your party can concentrate on healing and keeping your defenses up at all times.  As your reward, you get the Best sword in the game, the Ultima Weapon.

NOW, it’s time to fight the final boss.  Save with a tent, and simply move forward.  That’s it, keep going.  Once you see Seraph’s true form, you may think you have to fight him, right??  Think again.  Notice all the Timestream Saga references up until this point?  Guess who you have to fight.   Just take a WILD guess….
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In Dungeons and Dragon terms, this is the equivalent of throwing your party up against a whore of red dragons for no good reason.  The last boss knows it too, and even talks out of character just to spite you.  Defeat the final boss, and sit back and watch the ending.  You’ve deserved it after beating Final Fantasy H.

- The End
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