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USING THE CONTROLLER

The main Commands screen
Né&d Controller will be displayed when the
R Button is pressed. The
+ Control Pad and Control
Stick both function the same.
Since the L button shares the
same function as the Z Button,
it's convenient to use the
+ Control Pad and the L Button
or the Control Stick with the Z
Button. The C Buttons and the
L Button add features for

easier game play.

A BUTTON Confirm a selection, This button is esed to select characters, items, commands., elc.

B BUTTON Cancel a sebection. This button is used to cancel commands and close windows .

C BUTTONS Change viewpoint and select characters and items in the Status Window.

R BUTTOM pen the mamn Commands screen.

L BUTTON Search lor certain units on the Field Map and change settings on the Battle Screen.

I BUTTON This buthom has the same function as the L Button and is convenient to use with
the Conlral Stick.

CONTROL STICK  Move the cursor. It is also used to highlight commands, characters, elc.

« CONTROL PAD  This pad has the same function as the Control Stick.

START Display Help Window, which provides descriptions of items and commands in
the game.

NOTE: HELP WINDOW AND SOFTWARE RESET

When START is pressed while a command is highlighled, a help message explaining
the meaning of and how to use each command is displayed. To get the help message for
each character or item press START while the Organize Window is displayed.
A 7 witl appear. Move the 7 over the item you wish to obtain information about and press the
A Button. Software reset can be done by pressing the following 4 buttons simultaneously.
A+B+L(or Z)*START

Emulationtd.fr
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OVERVIEW

OVERVIEW

Dgre Battle 64 is a simulation-style RPG played on a
3D battlefield where the player’s goal is to capture the
enemy's headquarters. The passage of time is an
important aspect of this game, as the player must
make all decisions in real-time. Time is always
displayed on-screen. The player controls numerous
characters through the creation of units and the
delegation of commands to each unit. This section will
describe the unique game systems and provide an

GAME SYSTEM P&

STARTING A GAME P10
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GAME SYSTEM REAL-TIME SIMULATION ON A 3D BATTLEFIELD

On the Field Map, time passes in real-time. Each
unit proceeds with your commands in real-time
without waiting for the enemy to make a move. In other
words, this is not a turn-based game where you and the
enemy take turns making moves. Here, you get to
experience tactical combat through the eyes of a
battlefield commander,

CAPTURE ENEMY HEADQUARTERS

Populated strongholds are scattered

across the battlefield. One of these is

your headquarters and another is your

enemy's. You will fight to occupy the WORLD MAP
entire Field Map. Liberate places occupied e

by the enemy as you head for their :&““‘
headquarters. When you move to an area

marked on the World Map by a sword or a

red fortress, an event will begin and the

Field Map will be displayed.

~ UNIT CONTROL

There are many characters in both you and your
enemy's army. When you send them to battle, you will
need to organize them into smaller groups, called
units, lead by a Unit Leader. All combat is fought on a
unit level. A unit's movement speed on the Field Map
and order of attack depends heavily on its members
and formation.

FILD MAP | BATTLE SCREEN = OEGANLTE SCRCEN
PG I pdb p 3D
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LEGION CONTROL

When unit leaders gain enough experience, they gain
the ability to command a legion. A legion consists of
up to five units that are grouped together and, in
combat, benefit from supportive attacks. This system
is useful when you want to siege an enemy's head-
quarters. There are eight formations available to a
legion. According to the terrain and combat condi-
tions, each formation bestows distinct tactical
advantages to the legion.

A4 | AUTO-COMBAT

When units make contact with an opponent, combat
ensues. Combat is automatic, as orders cannot
be assigned di o each character. The wnit's
moves are automatically according to the
pre-assigned Battle Strateqy. General strategy is
assigned to each unit, such as attack the unit leader,
attack strongest, or attack weakest.

LATTACK VARIATIONS

Only the leaders of each unit are displayed on the
Field Map. Redistributing units will change the type,
number and order of attacks, so the formation of
units and legions is very important.

Emulationtd.fr




CHARACTER ADVANCEMENT
There are various classes available to the characters
in the game. Their level advances as they take part
lin combat and gain experience. When they meet
certain conditions, they can change their
classes. Humans, however can change their class by

changing equipment.

ORGAMITE SCRIEN CHARABCTER ADVARCEMENT ITEMS
P30 L] P52

BRANCHING STORYLINE

Ogre Battle 64 contains three major

scenarios that branch through more than  woswomap
35 battles with distinct endings for each, ° "

You will interact with characters, and |3 "
each following interaction is strongly .. .
influenced by previous exchanges. Your CHAMGL
actions may not be very popular, and will "’
aftect the outcome of the game.

HELPFUL TIPS

The game provides a Help Window which gives a
delailed explanation of each command, items, etc..
Training grounds are available where inexperienced
characters can train. A Tutorial Mode is also available
for the first-time player. If it has been a while since
playing the game, you may refer to the Hugo Report
for the game chronicle to pick up where you left off.

TIUTOEAL HLLP WiNDOW WUGED REPORT
(L pd s

Emulationtd.f .
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OVERVIEW | GAME SYSTEM
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BACKGROUND STORY

The Holy Lodis Empire, rumored to be planning the domination of the entire continent of
-Zeteqinia... The main character of this game, Magnus Gallant, is an 18 year-old born to a noble
*family and assigned to the Southern Division of the Palatinean Army. There he witnesses the
plight of the iower class, oppressed by the Empire and treated as livestock.

The nobles have shed their pride and nationalism, now only concerned with the protection of
their status by showing loyalty to the Lodis Empire. The upper class is in constant discord,
fighting for a better lifestyle, while the lower class lives in despair, sinppedtlm The =
resentment caused by this disparity reigns over the southern region of Palatinus.

In the midst of social disorder, Magaus thwarts the abduction of the Prince by a band of lower
class rebels. This is a turning point for Magnus, and for the entire kingdom of Palatinus. Magnus
raises the flag of revolution against the kingdom of Palatinus, hoping to rid the land of the Holy
Lodis Empire and regain freedom for all people.

Emulationtd.fr



STARTING A NEW GAME

Insert the Game Pak into the Nintendo 64 Control Deck
and turn the Control Deck on. Do not touch the Control
Stick. The Title Screen will be displayed. Press
START to display the Main Menu. Highlight your
selection with either the + Control Pad or the Control
Stick and confirm your selection with the A Button. If
left idle on the Main Menu, the class introduction and
game background demos will play.

NEW GAME

Select this to start a new game, After inputting your name, birthdate and answering some
questions, you will be granted your beginning resources. You will then be sent to the World Map
to begin your quest.

_LOAD GAME

This will be displayed on the Main Menu if save data is present. If you wish to resume your game
in progress, select this. Once you load the Suspend Data, it will be erased.

~ TUTORIAL

The Tutorial Mode will provide instructions on how to play the game. This is very helpful for
first-time players.

STEREO / MONOD

e —— = e e ——

You can set music and sound effect outputs to either Stereo or Mono. You can also change this
setting from the Settings command from the World and Field Maps.

NOTE: OPENING SEQUENCES

The game starts with a flashback from & years ago.
Answer Odiron's questions at the graduation ceremony,
and give 3 name and birthdate to the main character.
Magnus is the default name, but you can change it to
another name of up to 11 letters. By answering some
questions, you will be given equipment and a special
item. The first scenario begins on the Tenne Plains in
the south
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GAME PLAY

Ogre Battle 64 game play consists of the four screens shown above. Your goal is to conquer
areas on the World Map. When you encounter an opponent’s unit on the Field Map, the game will
switch to the Battle Screen. You can access the Organize Screen from the World or Field Maps
at any time. You can organize your units and check their status from the Organize Screen. The
following pages explain the features of each screen and provide a description of each command,

Em ulationBtd.fr
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You can travel the kingdom of Palatinus on this map. From the World Map, you can perform tasks
like preparing your army for battle and saving game data.

The main character and all areas in Palatinus where you
can move are displayed on the World Map. Highlight a
destination and select it by pressing the A Button. The
status of each area is indicated by four different symbols,
shown below. The path to each area is also indicated on
the map. Areas under enemy control are indicated by a
red Pin Symbol. Movement on the World Map can take
time, so pay attention to the date displayed in the
bottom-right corner.

FLAG FORTRESS (BLUE)

Conguered area. . Conquered area with
No events occur in ' a castle. No events
these areas. occur in these areas.

SWORD FORTRESS (RED)

Unconquered area. . Unconguered area with
Events are likely to - a castle. Events are likely
oCcur in these areas. to occur in these areas.

NOTE: ZETEGINIAN CALENDAR

This game uses the Zeteginian Calendar as opposed to the common Solar Calendar. Each
year is divided into 15 months, and equivalent time periods are shown below. This chart can
be used as a reference for the dates on the World Map and in the Hugo Report. Always
remember that time passes as you proceed with the game,

bEus = 24 FlLasa 57 -5

S - 18 YENTO 52 - &NA

2m-3m DURD & - T

- Al TRUEL NG hd - A%

TRIVAS & - 30
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GAME PLAY WORLD MAP

 When you press the R Button on the World Map, the following commands will be displayed. |
At certain times, the commands marked by an asterisk (*) are not available,

COMMANDS / R BUTTON

——

| ORGAMIZE SCREEN _ Displays the Organize Screen. Refer to P.30 for details.
'I-I..H-I'EF_I.'I_ET_ . H’ﬂlﬂmﬂsﬂulhavtmmudmtkgmﬂxmipﬂtlp » viel
PEOPLE® Description of the major characters. This is not displayed during the Prologue.
EVENTS Chronicle of all events that have occurred. Some scenes can be replayed by
pressing the L Button.
MISCELLARY Miscellaneous imformation, sech as a history of Palatinus and information on
the Lodis Empire, etc.
TIPS Heipful information lor completing the game. Refer to this when
Pl B = emedgiidiace.  Tv-. LS
_AREA INVESTIGATION®  Retwrn lo a previously conquered area.

et = — TR T |

Llw__-_.._.r%_-ﬁﬂh"ﬂwﬂmmhm e |
SETTINGS nﬂwmmmmmm&mhm
' available from the Field Map.
|~ MESSAGE SPEED Set text display speed.
CURSOR SPEED Set cursor speed. i
HELP DISPLAY Toggle Auto-Help On and Off. >
1 ICON NAME DISPLAY  Togole the name display under a On and Of1.
GAME SPEED Sel the rate at which time passes on the Field Map. There are 3
sefections to choose from. %
LEGION INDICATOR  Togule the Legion icon on the Field Map On and Of1.
DESTINATION DISPLAY  Toggle the name display of a destination 0a and O,
| BATTLE ACTION NAME  Set the report type of the unit's actions on the Field Map.,
| ACTION TYPE NAME  Toggle the name display of magic and special attacks on the Battle Screen
e On and Off.
+_ BATTLE ANIMATION  Toggle battle animations On and Of.
gi‘r ouICK EXST - mmmummunmw-umhnhwm
f
|

~ CANCEL ALL - Add Cancel All function to the R Button in the Organize Screen.
SOUND SETTINGS Set sound output o Stereo or Mono. This can be changed from
the Title Scrien as well.
RESTORE DEFAULTS  Reset all settings to defaul.

S S i,

SIHI-IJ'HMI Imm{mbtmpmqrﬂuhﬁlﬂ;m_

NOTE: MOVEMENT HINT

When you' munfmlur mth qameuia-,r the Help Display comes in
| handy. The game displays helpful information on how to get around
| in the game. The default is ON. Once you're familiar with gameplay,
you can turn this function OFF from Settings. .

e S — =

)




GAME SAVING

You can save the game only from the World Map. It is

recommended that you save before going into the

Organize Screen or before moving, as an event can

happen at any time, taking you into the Field Map. You .
can save up to 2 games. From the Field Map, there is an "eves Mann
additional save available called Suspend Data that —
5aves a game in mid-scene.

GAME BACKUPS

You can make backups of your saved games onto a
Controller Pak inserted into the Controller in Controller
Socket 1. To access the Controller Pak Menu, press START
while turning the Control Deck on. The Controller Pak
Menu will be displayed, providing you with the ability to
Save, Load and Erase Game Notes. An Ogre Battle 64 save
game requires 25 pages.

MAP EXPLORATION

The entire map is available for exploration, Your objec-
tive is to occupy unconquered areas indicated by a Pin
Symbol. You will encounter new people and new infor-
mation. The scenarios you experience will change
depending on where and in what order you go. Only
Alba and the Tenne Plains are displayed at
the beginning of the game, as the game progresses
new areas will become available.

MOTE: AREA IH\"[STIGI.'I_"E-_H

After finishing a scenario, the Area Investigation command
becomes available. This command allows you to return to
an already explored Field Map. It's a good idea to return to
each area once, as you may find something new. As all the
points in the Field Map are under your control, new
information may now be available. During these
subsequent visits, encounters with neutral creatures will

htnmffmﬂ.iﬂﬂtnmtzﬂ
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GAMEPLAY WORLD MAP

TRAINING

There are Training Grounds in each area. Use of the
Training Grounds costs Goth (money), but units earn
experience through training. Training is similar to
regular combat, where the opponents are different for
each area and their levels change according to the
unit training. The training continues until one side is
defeated, but since this is for training purposes, no
one really dies.

HUGO REPORT

When returning to a game in progress, or when stuck in
ot e TR ﬂ the game, the Hugo Report comes in handy. Refer to this

report for progress in the game and also for tips on fin-
ishing the game. There are 3 items in the Hugo Report at
the beginning of the game; Events, Miscellany and Tips.

£

¥

A People category will be added after the Prologue..
When selecting Events, it will display the events that

have transpired, some can be replayed by pressing the

L Button. The report will be updated as the game btary scaluey grubates semwed
* progresses, so check it out periodically. The Hugo R

. Report also shows the total play time. i i

i . L =
wETE e
o] =

i

NOTE: TEXT SCROLLING

b ’ A e
When game text continues on another page, a finger
icon will be displayed. You can forward through the
text by pressing the A Button. You can also page
through previous text one line at a time by holding the
R button and pressing Up or Down on either the
+ Control Pad or Control Stick. This function is
especially helpful where the text is lengthy, such as in
the Hugo Repert.

Emu lationbd.fr
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FIELD MAP

The: Field Map is an enlarged map of a certain part of the kingdom. You will be fighting against opponent’s
troops to capture strongholds. If you clear the map, all the points will be under your ruke.

Time is always passing on the Field Map. The Day Dial in the
upper-right corner displays the current time. There are strong- |
holds of various sizes and their icon's color indicate its disposi-
tion. Blue indicates occupation by your own forces, red your
opponent, and green indicales neutral occupation. You are
assigned one of your strongholds as headquarters and one of
your enemy’s as its headquarters. When you caplure your oppo-
nent's headquarters, you win that scenario.

DPPOMINTS NEUTEAL
ENEMY INFORMATION

The characters on the map represent a unit. Red units are your enemy’s and blue are yours.
When you place the cursor over one of your units and press the A Button the Unit Command
menu will be displayed. When you place the cursor over

an enemy unit and press the A Button, the status of that

unit will be displayed. When you press the A Button again,

the formation of the members and the status of the char-

acters will be displayed. The game does not provide infor-

mation such as HP and attack strategy of a unit that you

have not encountered before. However, once you have,

their information will be displayed.

LOCATION INFORMATION

When you place the cursor over a stronghold and
press the A Button, information on it will be displayed.
This information includes its name, population, availabili-
ty of shops and witch dens, and morale. The stronghold’s
crest indicates which army is currently occupying it. Red
crests are your ememy's and blue cresls are yours.
When the game begins, the character’s crest is that
ol Palatinus. When a unit is garrisoned at a stronghold,
you can access Stronghold Information through the Unit
Command screen. Emulati -:f:-rlfil'lu
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CAME PLAY FIELD MAP

VISIBLE RANGE & FATIGUE LEVEL

The player himsell can view the entire Field Map but
units and legions have limited visibility. When you move
your unit from Field Commands, its line of sight is
displayed as a circle called its visible range. Enemy
units are not displayed unless they are within this
range, so sending units out lor reconnaissance is a
good idea. For more information, refer to page 19 for
Field Commands and page 20 for Unit Movement.
Moving units will become fatigued and their ability to
fight effectively will decrease.

In the Organize Screen, the fatique level of the unit and
characters is indicated by a colored flag. The more the
fag is filled with red, the more fatiqued they are. Units
can rest at a stronghold to regain their strength. If you
force a fatigued unit to continue to its fatigue maximum,
it will be forced to make camp. Units are at a distinct
disadvantage when attacked while encamped. For more
details on Encampment Commands, refer to page 23.

NOTE: WINDOW CONTROLS

""\-

o - ==

On the Fiﬁd Iup the C Bﬂtm are very useful nl:l-lﬂ:rlﬂl below. As -'HI'I'I:I'I'I continues

in real time, it is very important for you to have quick access and control of what

is happening on the Field Map.Learning these commands will aid you greatly in your
. enjoyment of the game.

1" (TOR/BOTTOM) VIEW CHANGE | (LEFT) MAP SCROLL | MINI MAP
You can :I'ulmth_e"ﬂm You can move the screen by | I You can get a smaller map
. of the Field Map using the 1 pressing the +Control Pad or | to display by pressing the
~ Top/Bottom C Buttons. You | Comtrol Stick while holding | Right L'qum This map
. can switch between high = the Left C Button. Time stops | shows stronghoids and the |
or low views. . while pressing this button, | placement ofunits, giving
| 50 this is more convenient | you an overview of the
| than moving the cursor. Field Map at a glance.




COMMANDS

Field Commands Menu - R Button: When you press the R Button on the Field Map, the
following commands will be displayed. Time stops while accessing the Command Menu.

DESPATCH
ORGANLIL SCRCEN
USE ITEM

CLEW PEDEA
SETTINGS

MIESSION OBJECTIVE
SUSPLND

NOTE: SEARCH WINDOW

R e

Duspatch Torced fo Field Mg,

Reorgancte unity GUrrrsoned i headguirten
U5t ibems Prom wventory,

Dvsplay the status of [iem Pedra.

Change game settings. Thet it akio accessible from the Command Meay from the World Map.
Dvipliry the victory CONGson: for the DrEsent SCenano

v pOur gama i progreds rom the Field Mag

You can display the helpful Search Window by pressing the L Button from the Field Map. Pressing the L/R
will allow you to switch between the following 3 screens. On these screens, the Boot icon indicates a binit
is moving. and a Flag indicates that the unit is awaiting orders. Pressing START will display the fatigue
level for each unit. The L Button also has another function. You cam toggle the Hit Point indicators by
pressing the L Button while the unit formation is displayed.

PLAYER'S UNITS

When you open the Organize
Screen, your active units are
displayed with the names o
their leaders and unit num-
ber. For legions, the Division
Core is indicated by a yellow
marker and the other units
are listed below it. When
a unit is selected, the
map will display the unit's
position and bring up the
Unit Command window.

ENEMY'S UNITS

You cam access enemy unils
on the Field Map the same
way as your own units. When
an enemy unit is selected,
the map will display the loca-
tion and detailed information
for the unit. You can swilch
windows moving Left & Right
with the + Control Pad or
Control Stick. Information
such 23 Hit Points and attack
strateqy are not displayed
until after you have already
encountered that specific unit.

STRONGHOLD

Pressing the L bulton from the
Search Window will display
specific information for that
location. There is an indicator
of who's units occupy the
stronghold. A yellow bulton
indicates the presence of
2 shop and a blue hat
indicates & witches den. If any
units are garrisoned there,
the name of its leader will
be displayed.

Emulationtd.fr !
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GAME PLAY FIELD MAP

COMMANDS

' ﬁeHMs-Selmamrlw press the A Button, mnrnusﬂeﬂamﬂwlqmam
press the A Button, the following commands will be displayed. At certain times, the com-
mmwmmmm'mmumm

ERETT O T RS o it =

COMMANDS mhrui:udm:m
T MOYE | Move units and legions by setting waypoints.

| I:IIEL'H'DH Assign a combat facing to Waiting unil. If assigned to a moving unit, it will stop.
| ORDERS Set 3 unit’s action whike moving and waiting. Refer to page 21 for more details.
- DESTINATION® Display a unst's destination. This command is only available whsle the und s moving.
¢ RETREAT® ~ (Ovder units to retreat, hﬂmﬂmnﬁmmhﬂpﬂm
UNITCOMMANDS Commands for ands. '

BATTLE STRATEGY I‘“Wmmqmmmumlhmm
FORMATION - Assign a formation to a unit. Gray squares canngl be used.

USEITEM * Use expendable items carried by the unit

CHANGE LEADER" . Change the leaderof  unit when a second leade s avadable.

I lm_:!um Commands for legions. F3->t N
o TION mawﬂmaﬁmkahmm

: Change the platement of legion divisions.
 STRONGHOLD COMMANDS®  Commands for units and legions gaiTisoned in a Stronghold.
ENTER STRONGHOLD  Enter the Stronghold. You can gather information from the inhabitants.
STRONGHOLD INFO.  Display the Stronghold's population, morale, and other information.
ti SHOP:. - Visit the Stronghold's Shop. Items purchased are kept in inventory.
i WITCH DEN* ﬁﬂhwﬂﬁhhﬂmmhrﬁﬂﬂmﬂd
' characters can be cured here.
Mwmmmmmwm:hmw
m:mns; Exchange items between units garrisoned at the same Stronghold, l
m:ums- « Exchange uts and legion divisions garrisoned at the same Stronghold. [
 Orders units fo make camp and rest ﬂwfnwuhghmwml

Display the Organize Screen for thewnil.
&' 4

i

NOTE: PAUSE
}Prminq START when no H!nlﬂ or Windows are displayed
.lrill stop the passage of time, allowing you to input
commands. This function is helpful when numerous reports
Lm s_mltuﬂum and issuing commands becomes difficult.

i . e
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DISPATCH AND RETREAT

From the Field Map, you can mobilize unils using
the Dispatch command from the Command Menu. Units
can be sent away from battle with the Retreat

command, but only when they're at your headquarters.
You can dispatch a maximum of 10 units, including
those in a legion.

MOVE AND WAIT

When you select Move from Field Commands, the
Visible Range and a flaq icon will be displayed. Select a
destination with the A Button, and press the A Button
again to execute the Move command. Areas marked by
a flag with an X are inaccessible. If you select another
point without confirming, you can assign up to 2 way-
points, Each unit has a specific Movement Type, and
will plot the best route automatically. However, you can
assign your own route by setting up to 2 waypoints to
the destination. Please refer to page 45 for more
details on Movement Types. After arriving at its desti-
nation, the unit will notify you and wait for new orders.

NOTE: CURSOR PRIORITY

s T | e

When selecting a destination for a unit, the text Stronghold
will be displayed in the upper-left corner. This indicates
cursor priority. Cursor priority sets how the cursor reacts
when nearing an object. By pressing the R Button, you can
change the cursor priority. You can select enemy unils as
well when Unit priority is selected.

STRONGHOLD Wit the Curtof i moved mbal a stronghold, o will be drawn 1o i sulomatcally.
Whea (he cursor i moved nedl 8 endd, it will Do draw B0 il sutomalically.

Thet carsor Cam be placed anywhere,

Emulationtd.fr i
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GAME PLAY FIELD MAP

UNIT

You can issue orders to a unit that it will follow en
route to a destination using the Orders command under
Commands. A Waiting unit will automatically change its
position to face an enemy unit approaching it. The
direction the unit is facing atfects combat and visibili-
ty, so this is very important.

ORDERS

[Twove | Sel Ine movement paiters for & onil. The delault sefling i Direct.
| ot Tm.ﬂi_ﬂ_wthﬂﬂﬂﬂm even 4 & encousters B enemy ol

WIT G @UN | When the el encounters an enemy onit, it will attack and then coRtinue on o its destination
o Dvasion | The el will avoid eaccustens with entmy wits and matan iy coune.
AT _: To set he action of the unit while waiting. The delaull setting is Geand
| CuARD mﬂummncmuimumuuﬂmm-ﬂmm
} mdﬂHL ﬁn:uﬂmmnmulmw

RLTRLAT When the unit fngy an enemy wnd, lmﬁhnﬂm?ﬁthtﬂnﬂ

e B R

LEGION

Legions can change formation freely on the Field Map by selecting
Formation ffom Legion Commands. When a legion mowes through
a narrow area, it changes its formation to one that will allow it passage.
If -2 legion is only a single unit, it will turn to face enemy units

Waiting.

FORMATION
LEFT AMECAD CRAND &BE0W

-I -

DUAL WEDGE FUNMIL SHIF T Emulation&d fr
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LIBERATE AND CAPTURE

The standard mission objective is to capture your enemy’s
headquarters. First, you will have to liberate all strongholds
under enemy control. When your unit or legion caplures
a stronghold under your enemy’s control, its icon changes biue.
Once a stronghold is captured, you can get information from the
locals and patronize the shops. Also, the units that are at the
same stronghold can exchange items and members. A unit's
Hit Points and Fatigue Level will regenerate while
garrisoned at a stronghold.

witlh DEN

A mansion icon in the Stronghold Information Window,
indicates the presence of a Witch Den. For a fee, the witch
will raise the dead and cure petrified characters. You can
enter the Witch Den with the Witch Den command from
Stronghold Commands. The more experienced the charac-
ter, the mare expensive curative treatments are.

 SHOP

A house icon indicates the presence of a Shop. You
can purchase equipment and expendables. When
beginning a game, you should purchase healing items.
You can enter the shop by the Shop Command from
Stronghold Commands.

NOTE: LIBERATE AND CAPTURE

Alignment indicates the popularity of a unit and Morale
indicates contentment of the residents of a stronghold. If
the alignment of a unit capturing a stronghold is not com-
patible with the inhabitants’ Morale, it will be Captured,
not Liberated. There are 3 levels in alignment: Lawful (L),
Neutral (N) and Chaotic (C). Morale is defined with a scale
of 1100, A higher number indicates a Lawful alignment
and a lower number indicates a Chaotic alignment.

Emulationtd.fr "
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GAME PLAY FIELD MAP

FIELD ENCOUNTERS

Both you and your enemy dre vying for each other's ﬂ e R
headquarters. Therefore, it is dangerous to set up
camp. If your unit is attacked by an enemy unit while
encamped, your unit will enter combat with all
members asleep. If no stronghold is available, make
sure that there are no enemy units nearby before
making camp. The following commands are usable
on an encamped unit, When your wnit is fully
recuperated it will aulomatically break camp. If an
enemy unit approaches you should break camp in
preparation for ¢ are neutral characters
on the Field Map. ' are not visible even
when they are within the Visible Range, but when
encountered, you will enter combat. Occasionally, you
can persuade them to join you.

ﬁ.,'i-- .
L |

ENCAMPMENT COMMANDS

I-l._ﬂhlﬂﬂlﬂllﬂﬁ- mﬁmm | ST -
BATTLL STRATEGY | Sebect I-lh ummrhul. Reter to _llnrm -
FOSMATION hﬂi“hlﬁﬂhﬂﬂﬂﬂﬂm

. USEITEM Ut eEDEOGILE Rem Cartind Dy [he unit. o =N

qmmu- | ook Camp. m;wummw:mw

“3:3: b . _?ruﬂinhnhu-m-mm el
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NOTE: TREASURE HUNTING
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There are no indications of where items are buried
. on the Field Map. When a unit passes near a buried
' item, the items will be found automatically. You can
11 use the Dowsing Rod to help you find treasure. ltems
. found will be placed in inventory, so they are not

available to the Unit that discovered them.

L— Emulationtd.fr

I § —




COMBAT

When you encounter an enemy unit on the Field Map,
you will enter combat. Depending on the direction the
unit is facing when the encounter happens, the posi-
tioning square shifts 90 degrees. This affects the num-
ber and type of attacks available. It is best for a unit to
be facing an enemy unit. The loser of the combat will
be repelied.

The Status icons indicate the status of each unit, Even when
a Legion engages in combat, the actual combat is fought on
a unit basis. The soldiers from the Legion Core will join to
support the attack. Also, by using a creative formation, you
can direct where the enemy unit is repefled.

STATUS ICONS

When a unit on the Field Map is in trouble, it will communicate this with the Status icons.
Enemy units also rely on these same icons.

SHULL

A shigh igan mdaber the
unlt leadier o5 snable o Tight
Toe oot will nat scoept

BTy OrderL

SWEAT

T wnd b Papang Irom

88 enamy el TRey are not
iy secorithel

NOTE: LEADERLESS UNITS

Bath units and legions have leaders who follow the player's arders.
If these leaders die, they will not accept further orders from the
player. Units without a leader will return to headquarters. On a
legion level, only the unit whose leader died will return to
headquarters and the remaining units will revert to separate
units and await orders.

QUESTION MARK
The wnit is i troubie. it

i ttempting fo follow iy
erders, bul an pnemy ghil
i imteriering.

STROMGHOLD

The wil i Bpading for &
stronghokd to rest, This Kon
describes the states of eneey
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GAME PLAY FIELD MAP

The enemy commander is garrisoned at the enemy's Congratulétions!
headquarters. when you defeat the commander's unit, :

the scenario is completed. Money, new recruits and

items will be the spoils of the battle. The amount of

money and the number of soldiers depends on how

many strongholds have been occupied.

CAPTURE ENEMY HEADQUARTERS

These soldiers are inexperienced and will be placed in
reserve in the Organize Screen. After completing the
scenario, the World Map will be displayed, saving the
game at this point is recommeénded.

HI‘JTE: WINNING AND LOSING CONDITION

P e = e e e = —

When you go into the Field H-il'.l fbl"!t the winning and

losing conditions will be displayed. The winning

condition 1s normally to gain control of your enemy’s

headquarters. If your main character dies or your
| headquarters is lost, the game s over. You will be able
| to restart from a previous save game. Occasionally,
- there will be different winning conditions. For example,
'[h_neﬂaﬂn adds a time limit.

AREA INVESTIGATION

You can return to a map you have cleared with the

Area Investigation command from the World Map. This
command allows you to return to an already explored

0 Field Map. It is recommended that you return to each
L | ared at least once as you may find something new. As
all the strongholds within the area are under your rule,

you may be able to learn new information. During these

N subsequent visits, encounters With neutral characters
" will be more frequent.

Em ulation6d.fr




BATTLE SCREEN

This is where all combat takes place, Battles are fought automatically, so the player is not required |
to issue individual commands. Under certain conditions, commands may be given by the player.

INTERRUPT GAUGE

The enemy wnit is shown in the
upper-left and your unit is shown in
the bottom-right of the Battle
Screen. Battles are fought automati-
cally, so the player is not required to
issue individual orders once the bat-
__POSITIONING SQUARE tie has begun. The only available
Shows the formation and the Interrupt Coomens command is the Interrupt Command.
HP of the characters and Lthe Interrupt The Interrupt Gauge fills as your unit
that belong to each unit. gauge. Use the left- is damaged and time elapses. You can
The red square is the most one first. The use the Battle Strategy command at
enemy's, and the blue middle one is avail- any time. The Retreat command can
is yours. The leader is able when the gauge only be used once the gauge has
indicated by a yellow icon. has filled twice, and been filled twice, Elem Pedra is avail-
the rightmost is avail- able after the third time the gauge
able the third time.  has been filled. Press the A Button to

execute a command.

When you encounter neutral characters on the Field
Map, you will enter combat. You can either fight them
or talk them into joining you. The Interrupt Command
will change to Talk instead of Battle Strategy. The
neutral characters encountered are different for each
area and a successful negotiation depends on the
class of the unit leader.

INTERRUPT COMMANDS

Once the gauge is full, these commands are available. The Talk command is only available
when encountering a neutral character.

BATTLE STRATEGY | Change battie sirateqy. Reler lo page 17,
TALK* Perssadie o neutral characher e join you.
BETELAT Oeer il t refreal. Thiv Comenaedd . caly susilable after the interrupt Gauge has filled twace.

[LEMW PEDRA mim_mwhmmﬂmmmm




GAME PLAY BATTLE SCREENM

BATTLE SCREEN

The winner of combat is decided by the amount of dam-
age inflicted. Each character fights according to the
battle strategy given. Formation and Battle
Strategy are given in the Organize Window. The
winner is decided by which unit has taken the least

e ——

Some characters have special attacks that only change
the status of its opponenl. As this does not inflict actual
damage it cannot affect the outcome of combat beyond
increasing the damage other attacks inflict, or decreas-
ing the amount of damage units take,

PARALYZED - T2 ASLEEP

Whien 3 Char BB i) pard- - K characher that s svieep i3
Iyzed. ihey are pnlble fo ¥ unabbe fo &2l They mill re
#00 They =il neupeate afer ' pkbn ber COmbal pids

combat eadi.

POISONED PETRIFIED
rduces & charac- A petriied Charscled o uabie
s power. B cam b ah. Petrifacaton can be
; Cured with & wpecil Bem, or

I_urn:mr % [ompieted

NOTE: FIELD PAUSE & BATTLE ANIMATIONS

- You can adjust battle animations by pressing the L Button on
. | the Battle Screen. Set to Off when you want battle to

1 end quickly, although the Interrupt Gauge will fill slower,
making the Interrupt Command available less often. Also,
you can pause the game by pressing START during combat
il'ld the game will be paused when you exit tH‘IHl Thisis
mvtmtni 1nr Inpul'thg m:

J -
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INTERRUPT COMMANDS

The Interrupt Commands are designed to help turn the
tides of combat. They become available as combat
progresses, noled by the gauge. The execution of
these commands must wail for a pause in the action, so
you may want to press the button early if you
want to interrupt.

BATTLE STRATEGY AND RETREAY

When your unils are equal in strength to the enemy's,
changing your strategy with the Battle Strategy may be
helpful. When you're hopelessly outclassed, you may want
to avoid the conflict altogether with the Retreat command.
The greater the damage you receive, the faster the gauge
gets filled. Remember, discretion is the better part of valor.

ELEM PEDRA

This command summons the spirits of different elements with the
special item given to you at the beginning of the game to attack
the enemy. The power of Elem Pedra increases as the level of the
main character goes up. When you enter the Field Map the first
time, the gauge is full 50 you can use this command right away but
it will require time to recharge. You cannot summon
during training or in combat with neutral characters. You can view
the status of the pedras with the Elem Pedra command
on the Field Map.

NOTE: AFTER BATTLE

Characters gain experience from participating in combat.
Fighting higher level enemies earns more experience points.
Some characters also Change Class when they advance in levels.
A character’s alignment will also change depending on the align-
ment of its opponents. When it goes up it approaches Lawful, and
when it goes down il approaches Chaotic.

Emulationtd.fr
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GAME PLAY | BATTLE SCREEMN

HIGHLANDS
Momrilaes units hdve a0 advan

TERRAIN

A unit's ability to move and fight is dictated
by its Movement Type. A unit on familiar ter-

cain will move faster and gains a substantial rituchi s ol et
advantage in combatl. For more information, ﬁ:ﬂ;”mm
= Lo )

refer lo page 45.

STRONGHOLD MARSH
Advankage qoes o the umit Divadvantage for all anits
| delending the yironghold, enceph foi Waryh aad A Type.
; The muddy ground maies
fagitute ey it
HIGHWAY HI'H'II'.H BANK
m r Drradwantage for all wnity
T'I'Flhl encepd fog Warsh and A Type.
hmﬁhf*u,ﬂlm These arears are affies iacoes:
gocd wrdddy sibie Combat on this berran o
WY L TR
SHOWY HIGHWAY SNOWY PLAIN
Mo wpecial adwantage lor any Despdvantage Por 8l wmits.
Movement Type f m great encept for Snow and dar Type.
berrain to oMl on, &5 & offer Snowry Plain n pommen 0t
good wisiility Morth

SNOWY WILDERNESS

PLAIN

Begular terrai (hat any Disadvantage for ad onits

can move s faght on Wl boat ercepd for Snow, Mowniae and
i FHT Al Type. The bither Cold and

L Shppery growsd make bof very

Rl Babriurd, D TR,

WiLDERNED

SNOWY FOREST
Drsadwantage foo afl ercept ::%h:w-ﬂ
Mountain socd Ao umits The is : -y
cMficul terram for merst units other e terram will
te fight ol give you 3 greal advaslage.

FOREST SHOWY HIGHLANDS
| Forest anils gain an advantage Dribdiwanbbge fof & whils
| o it typd of termain The obber tihan Snow, oslaen,
i lernam negures Rty to mﬁlh&.ﬂﬁ!llflﬂﬂ
| wlt i move on 1R
| megatiate sy s |
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ORGANIZE WINDOW

This screen allows you to manage your troops and
items. You can reorganize your units and legions and
ready your characters for battle,

MONEY

The army’s
monetary
resources. You
start the game
with 1000 Goth.

STATUS WINDOW _

STATUS WINDOW

Total number of
soldiers, charac-
ters units and
legions.

ARMY NAME

During the game
you will name your
army. Its name is
displayed here.

All characters, units and legions
that belong to your army are dis-
played on this window. The first
window displays general infor-
mation on your army, such as
money, its name and status. From
this window, you can access
information on each unit and
legion by pressing the A or B
Button. Please refer lo page 42
for more details. You can return
to the first window by pressing
the B Button again. You may
access the Organize Screen from
both the World and Field Maps.
Howewver, there are some com-
mands that will not be available
from the Field Map.

Pressing the A or B Button on the Status Window will display information for each character,
unit and legion. You can move the cursor with either the + Control Pad or the Control Stick.
Pressing the A Button will display detailed information.

(e A0

.=I..i ::_I. i

L CHARACTER NUMBER
& LEGHHN BCON
L]

4 LEVEL

& CNPERILNCT POINTS
6. MRAN 3 -OF NP MDA S
T WiT POINTS

B RanH

. [LEMENT
0 AL Al N T
T CHARACTIR Wakaf
i CLASS

11 MOYEMENT TYRL
1, USAT NUMBER

15 LEGHN Wiy

i BATTLE STRATEGY
17, UNIT LEADER

B TN CRatl D By T
M VEMENT TYPL
S LDGEDN bl B0
41 SPEED

d2 LECION LEADER
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COMMAND MENU - R BUTTON

r__

wwmmwrnmam

GAME

' CHARACTER COMMANDS M of individual :hl'l:hll‘!

Exthange characters
Change the leader of the

PLAY

Equip item | quhnltnlwldumﬂﬁumtﬁ

Unequipitem  * Equip character's default item.
i Change class Change class for eligible characters.
. Discharge | Delete character permanently,
| _Change name u-qmrutnun rq;;_g_ﬁﬁlumnmm
e
| Form it Tmmmhﬂ_ ?_
I ]Hr.ln:l?‘ - Add a character o a unlf. -

i h!ﬂﬁlm#m!hﬂmukekmntnduﬂwﬂufmw”tmm‘Fwn:an
manage your units and items here. However, dispatched units and items that they carry |
cannot be managed through the commands listed here. At certain times, the commands

mmmm mhﬂ%ﬂhmﬂm-ﬂ.
~ /Change the formation of characters in

.i’

 eligidie 7 must be available.

mm;nm mmmnmmmﬁlmmhm
Carry item Equip ltem to a unit, .

| LEGION COMNANDS® _ Management of isgions.
Form legion mmm‘-m;mmﬁu-m:n
Add wmit. ~ Add a unit to the beqson.

mmm;mmhmmﬂm"um
Change the formation of the legion. See page 21 for details.

umits hmﬂmnmudﬁqumﬂm
mm-nqns of characters. .
lstolass mmhmmmmmmuﬂ
Buy equipment* for all classes. "

Replace soldvers Replenish soldiers from reserves.

L

e e el

UHGAMILZE SCREEN

|

N T

| mu'mmm _ Management of items.
Use item  Use Expendable item. Some items cannot be used from the Command Meny.
]' tem w
| List items List & s and equipment. You can a1 sort them manually
 Sort items Sort items by user-selected criteria and category.
| Sellitem - Sell item for 1fd of its purchase price.
SORT thrnqm“i,rhﬁ- =4
L I;:Ii.‘m-dliuu. e =

w

T

—y
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CHARACTER MANAGEMENT

All characters, including characters in a unit and legion,
will be managed by the Character and Class Commands.
Their condition may change during the course of the
game, check their status frequently.

RESURRECTING CHARACTERS

Before leaving the Field Map, révive dead characters
to prepare for upcoming battles. Character Status and Hit
Points will be restored automatically when you clear
the Field Map, but death isn't cured so easily. Select Use
Item from the Command Menu to use an item to revive your
character. These items can be found on the Field Map.

When you purchase or acquire new equipment, you can
select Equip Item from Character Commands to find
who can equip the item, and see how it will affect their
statistics, press the A Button. On this screen, an X
indicates that this character cannot equip this item.
Please see page 55 for more details.

CHANGING CLASSES

A character may change classes by selecting the Change
Class command from Character Commands once they meet
certain requirements. Choose a character and press the A
Button to change classes. A character who is not eligible to
change classes will be indicated with an X. All known class-
es are displayed on screen, and classes shown in bright
color are available to that character. Sufficient statistics, |
ahgnment, and equipment are all prerequisites for changing
classes. When their statistics are shown in white, and their
equipment list doesn't have an X, they are eligible to
change into that class. When done from the World Map,
required equipment can be purchased immediately.

Emulat
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GAME PLAY ORGANIZE SCREEN

REMOVING CHARACTERS

As the game progresses, you'll acquire many charac-

ters for your army. Eventually, the soldiers become

characters as they gain experience. The

table below lists the maximum number of people in

your army. As you progress, you may want to remove

characters that you don't use. However, you cannot get
 rid of your main character.

MAX .
Character 94 ’

]

]

|

[

s
=
-1

e — .

CHANGING NAMES

Select Change Name from Character Commands to
change the r f a character. You can name your
characters as you when you named your main
character when you started the game. Use the C Buttons
to move the curser. You cannot change the name of your
main character, of certain event-related characters.

!ll;ott USING L, R, AND C BUTTONS
.

“from the Settings, menu from the world and field

maps, enabling Quick Exit and Cancel All will add additional
button commands. The L Button will be assigned to Quick Exit,
allowing you to exit the Status Screen quickly. The R Button will

be assigned Cancel Al providing the ability to cancel all
commands, and return to the command icons. When selecting an

L 1 item or character, there may be a C Button prompt and a
i second cursor for it, along with the normal cursor. Press the

C Buttons to move the C button cursor up/down/left/right to
select a8 character, In the Item List, pressing the C Button

U up/down will move the cursor item by item, and pressing
1 the C Button right/left to scroll through the list pagé By page.

S
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CLASS MANAGEMENT

Character management can also be done through the

Class Commands menu, which is categorized by class.

This can be very useful to change class and manage g g o
equipment when the size of your army increases. This e
menu is the only place where the command Soldier

Replacement can be executed.

SOLDIER REPLACEMENT

Three soldiers fill the space of one small (5) character.
When a soldier is killed, they cannot be revived. In this
instance, you can use the Replace Soldier command in Class
Commands to replenish this soldier. If a group of soldiers
is destroyed, choose Add Character to add a new group
of soldiers.

BASIC EQUIPMENT AND CHANGING CLASS

When you select the List Class command from the Class
Commands menu, all available classes will be displayed
by category. You can change your class from this menu
as well. The Change Class command in Character
Commands allows you to select what class a character
will become, by selecting a class and providing a list of
characters that are eligible to become that class.
Please see page 47 for more information on classes.
When you select Purchase Equipment from the Class
Commands menu, you can purchase the requisite
equipment for the class you specify. This command
can only be performed from the World Map.
It's recommended that you have a few extra sets of
equipment for the Fighter and Amazon classes. Please
refer to page 55 for more information on equipment.

0“ HLUM&MN ; HUMAMN UNDEAD DCMI-HUM AN
IMALE) IFEMALEL)
. HONSTLR H DRAGCOMN . SOLDM
Emulationtd.fr
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CAME PLAY ORGAMNMILZE SCHEEN

ITEM MANAGEMENT

All items your army possesses are stored in Inventory.

You may check your items using List Items from the

item Commands menu. There are three different types

of items: Expendables, valuables, and egquipment. ’

Please see page 52 for more details on these item
types. On the Organize Screen, you can use Expendable i el g Lo |
items by selecting Use Item from Item Commands. You

can manage equipment by selecting Equip Item or
Unequip Item in Character Commands.

Expendable items can be carried by a unit by selecting
Carry Item in Unit Commands. You can return Expendable
items carried by units tainqorrh-r_ulectinq Remove
Itﬂ![in item Em_m#tﬂdiﬂﬂ of an
item, select Sell item in Item Commands to sell it for 1/4

fts purchase price.

NOTE: ITEM SORTING

The Item List is divided into categories, You u_:g'.
two items by selecting them with the List ltems command.
The Sort Items command can be customized for ease of use.

"You can customize the sort as listed below, When you have
ed the desired criteria, select the Execute




_UNIT MANAGEMENT

Characters form small groups called Units that are sent
to battle. Units are led by unit leaders, who receive and
carry out your order. Some units are already formed
when the game begins. You may form units and
maintain existing units from the Unit Commands menu.

ORGANIZING UNITS

You can change characters with the Add and Remove
Character commands from the Unit Command menu. The |
unit’s statistics before and after the exchange will be
displayed on the Unit Data window. You can remove a |
character with the Return icon and change the position of
the characters with the Move icon. You can also move char-
acters with the Formation command. You may swap Unit |
Leaders, if possible, with the Change Leader command. You

can also exchange characters between units with the |
Exchange Characters command. A unit will be
disbanded if its leader is removed.

FORMING UNITS

Select Form Unit from Unit Commands when you want
to create a new unit. First, select the unit leader and
members from the reserves and register as a new unit.
Select the leader from the highlighted characters. Only
characters with a medal are qualified to lead a unit. The
type and number of attacks changes according to their
position. Refer to the following page for more informa-
tion. A unit can be formed with only a leader, but
adding characters is recommended. The positioning
square shifts according to the encounter facing. The
unit’s statistics for each encounter facing will be dis-
played on the Unit Data window,

P
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CAME PLAY ORGAMIZE SCREENM

BATTLE STRATEGY

The type and number of attacks depends on the formation of the unit. The target is
appointed by the unit leader in accordance with the strategy the player selected. You can
change strategy with the Battie Strateqy from the Unit Commands menu. The default strategy
is Automomous, but it can be changed during battle or from the Field Map.

[AuTowowous | | Each character acts independeatly. This 1 & standard strategy that prowdes 4 9ood balance.
mnmm?t.m Hmuuwmmmunnhm You won'l kil he targel, but you
- * ﬂ 'M - et~ et eeeteetmeg et —————eeaeeea - —
'_._mmm L‘l‘tﬂ“lﬁﬂ"hﬂf nnmp-ummmmmmm |
_ ATTACK WEAKEST

EXPENDABLE ITEMS

Units cannot use expendable items from Inventory. You
must allocate lems to each unit with the Carry
Item command Unit Commands menu. The
number of items a unit can carry depends on the class
and number of characters in it. The maximum number
of items a unit can carry and the number of items
they are currently carrying will be displayed on the unit's
Status Window.

.‘ﬂ'.l'i: I.IHIT MANAGEMENT GUIDELINES

for organizing units. There are things you can arrd cannot do

"‘ﬂmluq uinth u.trr’u 55; such as its size and whether or not it's decorated.
Please refer to on page 42 for the :hara:terhthnl each character.
-mmmummwn! ﬁ

A lormation covers 9 potitioning squares. Each unil cas comsist of up to § characlers, chedng Weacer.
The type of atfacks avadabbe changes dccording 1o the positionng of the Characters. "
o LARGE $125 CMARACTERS TAKE UP TWICE THE SPACE OF A SMALL S17€ CHARACTER i
cannot piace haracters arund & Lan sire Characier. Large sire charschers cannol be wnit lpaders.
.Mrlm g '
k Thee pumbee of expendatile items each characher (an Carry depends oo its clans. The number of dema & wnit can carry

i e total nember of items sach character Cas CarTy.

= FREDEITY I WOVE TYPE

Thete are move types for each character which means @ Soes well on that teffan The mowe type of 4 und 1 dctated
_HHHMMHHmMHlHM%thMIH
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LEGION MANAGEMENT

A legion is a larger force consisting of several
units. It also allows for more advanced
strategies using these large forces. The lead
unit in a legion is the Legion Core and the other
units are called Legion Divisions. When Legion
Divisions engage in combat, the soldiers from the
Legion Core will join them to support their attack.

ORGANIZING LEGIONS

The leader of the Legion Core dispatches its soldiers to deliver
commands to each unit (Legion Division) and therefore, the num-
ber of soldiers in the Legion Core equals the number of Legion
Divisions the leader can maintain. When a legion is formed, there
is only one legion displayed on the Organize Screen. If you want
to add units to this legion you must do it from the Organize
Screen. Remember, the Legion Core must have sufficient soldiers
to support the Legion Divisions. You can add or delete Legion
Divisions with the Add and Remove Unit commands from the
Legion Commands menu.

FORMING A NEW LEGION

The Legion Core wnit leader is also the leader that
commands the entire Legion. Only characters whose
medals are blue are qualified to lead a Legion. You can
check their qualifications on the character's Status
Window. When forming a new legion, you must

first form a unit lead by a character qualified to lead a legion.
If none are available, you may want to see if any characters
are eligible for a class change. It is recommended that you
put soldiers into the Legion Core. When a unit qualified to
become a Legion Core is formed, you can form a new legion
with the Form Legion command from the Legion Commands
menu. Any unit is eligible to become a pa

, __F"f'! ulation64.fr i
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GAME PLAY ORGANIZE SCREEN

CHANGING FORMATION

You can change the formation of units in a legion with
the Reorganize units command from the Legion
Commands menu. When a legion is formed, its default
formation is the Mobile Wall which is a horizontal line
formation. You can change the legion formation from
the Field Map as well. Refer to page 21 for a description
of the available formations.

LEGION FORMATIONS

You can change the position of the units in a legion with
Rearganize units from Legion Commands. You may place
them as you wish, as long as all characlers are
contiguous. If a legion and & unit are garrisoned in the
same stronghold, you can Swap or manage units with
the Exchange Units command from the Stronghold

Commands menu.

NOTE: LEGION MANAGEMENT GUIDELINES

B - —— s —

[_Illll'l are m rl.IIH trm -Ipl'.ll'f when forming 3 new legion, llhlnli for the unit
designated as the Legion Core. When the Legion Leader is Killed, the legion is disbanded
lldi lh l.II'Ittl rqerfh mrat! mtlhes -

imrumnsum,mm -
The Cemturion s uhrﬂ‘rmﬂuﬁmmuﬂﬂmm .ml.ﬁ_.-u -Ilhcmuu
cixsi. The leader of yoor begean needs 10 be vy expernied,

| =+ NUMBER OF SOLDIERS IN A LEGION CORE EQUALS THE NUMBER OF LEGION PARTS *ﬁhn

Thee st o Wpguien party & legeon can commnand i equal o the noember of toléhery @ the Legasa Cone. For example, if
ihere are fowr solders in the Legion Core, it Can lorm o legon of up o four dviniont

= NUMBER OF SUPPORTIVE ATTACKS EQUALS THE NUMBER OF SOLDIERS IN A LEGION CORE
Whsew Legicn parts are in battie, they afe supported by soldieds i the Legaon Core, I Thetr sobdeers are lout in Battie,
e ngenber of supporting attlacks will decredie 8od (berelong the M1MIL powed will G0 Sown.

e L

« LEGION MOVEMENT TYPE IS PLAIN
The oaly mowemsad Iype svailabie to 4 legios i the Plan type. iy speed o dependend oo By nember of Legeon Devisioed.
: The speed lor & Legion Cote o 10 Every additional dvriion 1o o kegin decreases ity speed by | :
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NOTE: CHARACTER MANAGEMENT

The Organize Screen is used to sort characters, units
and legions. The Manual Sort command allows you to
move them manually, while the Auto Sort command will
sort them by criteria.

The Auto Sort command will sort according to default
criteria, which can be changed with the Order command.
The chart below shows the default sort priority.

CHARLLTER
L N & I

Lim L lgeeeat
X Ll b Mt Ty

NO Sorty by Ihe p30endng or descendeg requtration sumber. This if the delayt setting for chase-
ters. units and begions. You can change the regatralion sumber duelf by wsing Mangad Sort

CLASS Sorts by class. and the order i Human Oy, Human C), Undead, Demi-Muman, Beast, Dragon and
Golem of the rewerse. This applies ondy 1o individigsl characlens

LEVEL Sorts by ievel in pither astending or descending order. When a umet or legice i3 sorted wilh thi
Criterii, the averige bewel of ity characien i1 uted

ELE Sarts by ¢lement in order of Wind, Flame. Earth and Water or the reverse. This acpbes oaly 1o The
mdvidual characterns

ALl Sorts by abgnment in descendang order A und's sgnment o the average of 1 (RICRCTETY BlgrTealy.

MOVEMENT TYPE Sorts by Mowemen! Type in order of Shy, Plan, Forest Mownten, Seowy Fild, Smamp, and
bmmabde or the neverse. Refer to page 45 for mone infiormation.

ATTACK Sarts by I attack power of @ el o hegion. Formation changes of the unds muy have 3 small
affect on attack power,

DEFENSE Sorts by the efense power of 4 unet or 3 legion. Formation changed 6o not affect deferie Dower,

Emulationtd.fr "
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CHARACTERS AMD ITEMS

CHARACTER STATISTICS - P42

CHARACTER ADVANCEMENT - P48

ITEMS - P52

EERAEE. B

-
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The characters in the game have ﬁﬂws abilities 3
that improve with experience and are avgmented by :"‘%
the items they equip themselves with. The following .
section introduces the characters, their characteristics

and advancement. Also, the different items and how

I,I__!lefuuied is explained here, This information is very

] when organizing your army and items.

Emulationtd.fr




CHARACTER STATISTICS

Every character has various
statistics. A character's
class has the single greatest o P
impact on these statistics. © ;—i

It is important to understand f10) .
what a character is capable
of, in order to utilize them
efficiently.

r.re

From the Organize Screen, press the A Button while the character status is displayed
on-screen, This accesses the Character Details Screen. Use the Control Stick or + Control
Pad to browse through the characters.

1. 1D NUMBER The character's ID number, This Can be reassigned using the Sort command.
2. LEGION SYMBOL This symbol will be displayed if the character is part of a legion.
3. UNIT SYMBOL This symbol will be displayed if the character is part of a unit.
4, LEVEL The character’s level will increase when they reach 100 experience points.
5. EXPERIENCE POINTS Characters acquire experience points through battle.
6. 8 OF EXPENMDABLES = This number indicates how many Expendable items the character can carry.
This also affects how many Expendable items its unit can carry.
T. WP The character's current Hit Point/Max Hit Point. The character dies when its
Hit Pounts fall to zero.
8. RANK The medal’s color indscates the character can become a leader of 3 unit or legion.
9. ELEMENT indicates the character's element. This characteristic is permanent.
0. ALIGNMENT The scale icon indicates the alignment of the character. Their actions
11 CHARACTER MAME  The name of the character. Most character names can be changed.
12. CLASS The character's current class. A character's class can be changed when
certain requirements are mel
13. MOVEMENT TYPE This indicates the terrain the character specializes in. This affects movement
speed and battle strength on different terrain. See page 29 and 45 lor details.
14, STATISTICS This displays the 6 basic characleristics: STR-Strength, YIT-Vitality, INT-
Intelligence, MEN-Mentality, AGI-Agility, and DEX-Dexterity.
15. ACTION This indicates the type, eMectiveness, and number of actions when placed in
different rows. A staf icon indicates a spell, and a sword icon mdicates a
physical attack. .
16. PHYSICAL DEFENSE  This shows the character's defense from physical attacks. This number is
determined by characler and equipment statistics,
IT. MAGICAL DEFENSE  This shows the character's defense from magical attacks. This number is
determined by chavacter and equipment slatistics.
18. EQUIPMENT This lists equipped items. The types of equipment a character can equip is
determined by their class.

Emulationtd.fr
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CHARACTERS AND ITEMS CHARACTER STATISTICS

ELEMENTS AND ALIGNMENT

Every character has statistics called element and
alignment. A character’s element does not change, but
its alignment will change with its actions. Alignment is
indicated by an L, N, C and the scale icon.

ELEMENT

gy There are 4 elements; Flame, Water, Earth, and
"'""""" g Wind. -Flame and Water repel each other, and

- Earth and Wind repel @ach other. All characters
P s o +

and some items will be affected by these
elements. Only the main character can be
e assigned an element, when it's created at the

beginning of the game.
| ]
P a3 Q

ALIGNMENT

The alignment of a character ranges from Lawful SR e B
(L), Neutral (N), to Chaotic (C). Lawful and Chaotic e
repel @ach other, so this parameter affects com- —
"bat, and the liberation of towns. Some items have S
an alignment that affects its use.

L

NOTE: tH.liﬂ-lHGﬁL_LlﬁH MENT

_— ....._.:.,_.. . . . S
A l:hu'lder's lllqm'unt will be hr n-thers in
the unit. When you place a Lawful character in a unit
comprised mostly of Chaotic characters, the Lawful
character's alignment will lean toward Chaotic. If your
.|| character kills a Lawful character, the character will
e 4 lean toward Chaotic. When your character kills a char-
acter of a higher level, the alignment of the character

" will lean toward Lawtul. Changes in alignment will have
e o meﬂmmnmm:hms,uwdln:m —_—
meuumnnhqm

-
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CLASS CHARACTERISTICS

Every character belongs to a certain class. As
described in detail on page 47, character classes
can be divided into several categories. The different
classes vary in size, Movement Type, and attack type.

S1ZE

There are two different character sizes. Normal characters,
such as Fighters and Wizards, are small (S) characters,
whereas Dragons and Cerberuses are large (L). The differ-
ence in size affects the number of characters and forma-
tions a unit can take. As large characters take up the same
space as two small characters, you can have a maximum of
two large characters and a single small character per unit.
Large characters are ineligible to be unit leaders, 50 units
must be formed with a small character, and the large char-
acters added. Units with large characters are typically
stronger, placing them up front is recommended.

GENDER

Although this characteristic is not indicated on the
Character Status Screen, all humans are gendered.
Male characters tend to have higher strength, while
female characters tend to have higher agility. Gender's

greatest affect on game play appears while changing
classes. Please see page 50 for more delails.

leader, and a character with a blue medal is eligible to |
become a legion leader, This information is available on the
Character Status Screen. Leaders are always small ($) char-
acters, and they tend to have higher statistics. Typically, |
only the Centurion class can lead a legion. '
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EXPENDABLES AND EQUIPMENT

If their class allows, characters can carry up to four
pieces of equipment. The number of pieces and the
type of equipment a character can carry is determined
by its class. A character can carry up to four
Expendable items. However, characters with a lot of R Rt T s
equipment cannot carry as many Expendable items. S, S-S ROTN S

Thus, large (L) characters, which are not able to carry -
equipment are able to carry many Expendable items.

ACTION TYPE

When forming a unit, characters can be placed in
the Ist, 2nd, or 3rd row. The row they're placed in
determines the number and type of actions that can be
taken during combat. Attacks with a weapon or fist are
physical attacks, and are indicated by a sword icon.
‘Dragon breath is considered a physical attack as well.
#ﬂaﬂﬂmhﬂtahdhi staff icon.

MOVEMENT TYPE

A character’s Movement Type indicates the terrain it.can move on unencumbered. There are
seven Movemen! Types available. The pnit's Movement Type is determined by the Movement
Types of the characters comprising the unit. Priority is set for all the Movement Types, and the
~ unit member’s Movement Type with the highest priority becomes the Movement Type of the
~ entire unit. See below for a list of priorities. A legion IS only capable of using the Plain
-mﬁn mdltsmeﬁwﬂldmﬂu Hmnmﬂlﬂhhim

g
L

e

y. "I"I’I'E‘H I tHAHNﬁTEEIS‘FIE CLASS
i —— = -i e — + m — e ———
3 mmhnuum This type s rare_ bt witl be
HHHBHILE. : LRC K eocousiened during the game. |
S PLAIN Fust o Migtoways 208 phans, bt speed decrease s-:-unl:#l.r-lﬂ..w. |
Pige of other herman, ot ‘
ranﬂEST Speed on fatiants s the same 3 Plan type. m.mm:
| 474 3peed will nat decrease i forests. | Pumpiinhead. #1c.
I—:— L —— -
| wmumhmuu Tombie, Bioe Drageon.
1S MARSH Boes on Platignds, Mydra, .
3 e e 1 e—
| inrdunumnuumnmhﬂ Valyrie, Freps, Patsham Deagon,
5. SNOW | Hmmmrmulhmmﬁ Bahamut, o,
o 1w 4 .'illlﬂilmul Fagghilanidy Hﬂnm, Beasd Tomed, Covtarus, Gobem,
'5 MOUNTAIN | HM&muﬁ.:tm 5 Feed Dragon, etc.
} 7 5“ | !-lﬂil:;nnluu.m#ﬂm Hawioman, Anget Knight, Faet s,
* [ elate faad. howewer, | frifin, eic.
| L < o ] Emulationtd.fr
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CLASSES

Many classes are available to the player and can be cate-
gorized racially, as on the chart on the opposite page.
Select the List Class command from Class Commands to
view them. This lists all available classes, the number of
classes listed will increase as the game progresses.

SPECIAL CLASS

The main character and most of the characters that join
your army are of a special class. They also tend to have
unique abilities. Their name and class cannot be changed by
the player, but their class may change through events that
oCcur as the game progresses.

COMMON CLASS

Most non-event and neutral characters that join your
army belong to the common class. Some event charac-
ters may belong to the common class, but their abilities
may vary from other common-class characters.

~ NOTE: SOLDIERS

Soldiers are not given a name or gender, and are stored in sol-
dier reserves. They are weak, but they gain experience with
combat. A soldier's level is not displayed like other classes, but
they are important as they are the basis of human characters.
A Soldier's statistics are affected by the statistics of their
fellow unit members. When characters in a unit advance, its
Soldier's statistics will increase as well, However, if you place
a lower-level character in a unit, its soldier’s statistics will
decrease. A soldier's statistics are a good indicator of the

strength of a unit.
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RACES

Ogre Battle 64 - Person of Lordly Calibel;

CHARACTERS AND ITEMS

CHARACTER STATISTICS

Below is a list of character races. One of the races is not listed here. Try to figure out which one.

HUMAN (MALE)
Hipmas mabe Characters Fght uing weapons. of magqic. They are
bk o wie many typed of equipmast, 50 thewr SLMASET wil

rely heavily wpon it. The mapority of the wwent characiens
belong lo The human thass.

© CLASS: Fighber, Knight, Wizard, Paladin, Beast Master.

HUMAN (FEMALE)
Feemale Humans can fight w1ng Both weapons and magc. They

| are able to v 'many types of eguipment, 12 their statistics
| will rely haavily wpon it. A character's gender aflechs (he

Elanses maslatde bo &
CLASS: Amaron, Wilch, Cleric, Dragon Master

UNDEAD . '

1S cateqory refers 1o charactiers that Bave died in combal

| that become either undead or diviae beings, This change

r—"*m.:m.m munn

£

wm-mm

DEMI-HUMAN

Nost non-Humas, hoe-Undesd, imall (5) ﬂ#ﬁw
1o thas race. Demw-tummans tend to hdre special bt

PR’ able 1o CATTY A8 Much equpment &5 human Characen.

-

CLASS: Hawhmas, vultan, Raven, Fperie, Pumpi nhead,

~ MONSTER

Large (L) momsiers belong to this race. They caandl cafry
- pquipment, bul are abie 1o carry more Expendable femi than

& mohiter i parl of & il ed by & Beast
At man-ster walll Burew Qredadepcdential,

foboil s Seal st capable of Btacking with thes Bresh The
Young Dragon can atlack oaly with ds Lngs.

CLASS: "oung [vagon. Thunder Dragon, Red Dragon, Batamyt,
Tamat -

GOLEM

Golems aie large, defable constrorts. They hawe good messt
Bnce againat phwsical stlachs, bot are weak apainal mageal
attacks. Being in 3 unit ed by & Dol Master o Enchanter will
dagment the Godem's nplural poweri S

mn:n}nn-mwm
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CHARACTER ADVANCEMENT

Characters become stronger as they gain experience in combat and from the use of special
items. It is always a good idea to verify that your characters are prepared for battle.

ADVANCEMENT

When characters fight in combat they gain experience, even
when they lose. A character will nol earn experience points
if they do not fight in combat, for example when they have
been turned to stone. A character's experience points are
indicated as a number from 1 to 100. When a character's
experience point total reaches 100, its experience level and
statistics increase accordingly. Characters will gain more
experience points when fighting higher-level enemies than
themselves. Experience points can also be earned in
training, but combat must be won in order to do so.

STATISTIC ADVANCEMENT

Most small (S) size characters can equip items. By equip-
ping better items, their statistics can easily be adjusted.
This statistic adjustment is temporary, but Consumable
items can permanently alter a statistic. Because they are
unable to equip items, large (L) size characters greatly ben-
efit from Consumables. Because of their great value,
Consumables are difficult to find.

CHANGE CLASS

When certain prerequisites are met, some characters
will be able to change classes. Most humans are eligi-
ble to change class from the Change Class command in
the Character Status Screen. You may not be able to
change back to the previous class, so be careful when
you choose a new class. See pages 50-51 for more
details on classes,

Emulationtd.fr i
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CHANGING CLASS FROM THE STATUS SCREEN

Class changes are accomplished with the Change Class
command in Character Commands, or the Class List com-
mand in Class Commands. If alignment and statistic pre-
requisites are met, and equipment for that class is avail-
able, the character can change class. All prereguisites
can be verified on this screen, but the Centurion class
requires special experience thal is not indicated on this
screen. Most human and some demi-human characters
can change classes from this screen.

CHANGING CLASS FROM THE FIELD MAP

Many large (L) characters change class spontaneously
after combat. This is helpful since their statistics will
increase, but they are unable to revert to their previous
class. The Fighter and Amazon classes may transform
into another class if the character is dead at the time the
Field Map is l:hirﬂ:h a character becomes undead,
they cannot change back to humans.

NOTE: SOLDIER AND CENTURION
The Soldier-is a necessity for filling out the ranks of your
army, and the Centurion is required to form a Legion.
1+ Both classes have unique ways of changing class.
FSoldiers will gain experience slowly, and will turn into a
Fighter or an Amazon when they gain enough experi-
~ence. However, an available set of equipment for the
Fighter or Amazon class is required. it's recommended
| that you keep extra sets of equipment for the Fighter
| and Amazon classes available for just this purpase. The
' Unit Leader's gender determines if the soldier becomes
f ‘@ Fighter or an Amazon. Soldiers will become Fighters if
.| |_the leader is male or an Amazon if the leader is female.
i._ The Centurion class is available only after Legions are
{

introduced in the game. The prerequisite of the
e Centurion class is an experienced Unit Leader, without
" l:_m alignment or statistic requirements. A

-

Er'r?u|.;|'.ic:-r'|:t.-'|-.{r
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CLASS LIST

Class types can be broken down into different categories. Classes to the bottom are
higher -ranking. Human and Hawkman classes can change back into classes of lower rank, but
other classes cannol.

GENDER MALE FEMALE

BASIC CLASS

INTERMEDIATE CLASS

Kright

Berserher

Fencer

Phalang

Beast Tamer

Doll Master
Skeleton (Undead)
Ninga

Wizard

MASTER CLASS Paladin
. Black Might
Sword Master
Cataphrat
Beast Master
Enchanter
Ghost (Undead)
Archemadge
Lich (Undead)
Goethic
Dragoon
Vampire {Undead)
SPECIAL CLASS Centurion Centurion

As you can see from the chart, the Human and Undead classes vary by gender. Both genders
are eligible for the Zombie and Centurion classes and can be distinguished by their appearance or
equipment. When they change into a skeleton or ghost, their genders cannot be distinquished.

Emulationtd.fr




Ogre Battle 64 - Person of Lordly Calibel;

CHARACTERS AMD ITEMS CHARACTER ADVAMCEMEMNT

HAWKMAN CLASS

Among demi-humans, only the Hawkman class can
change their class from the status screen. When its
alignment approaches Lawful, it becomes a Yultan, and
when its alignment approaches Chaotic, it becomes a
Raven. These two classes require different equipment.

BEAST CLASS

. [Meiound [t Cerderus
Beasts change class spontaneously when their statis- | .
fics reach a certain level. Their move type does not | ™™ T Fe
change, 50 you will not experience the change when | [Giffa |t s

moving on the Field Map. However, the number aod - — ——  —
type of combat actions will change. Check out their
statistics as soon as a class change occurs.

L

- . » F ey .-.i.—_-.' :--
#Hnuﬂ CLASS _ & 'k' N ]
Like Beasts, Dragons change class '| [m.ia_.J :'_‘__;‘1I =
spontaneously after combat when ; —

" N
their statistics reach a certain level. L:murm"l—l- A Dahaka |

Class changes for Dragons are ey H
qreatly affected by their Element [,*-"'9 Fte
“and Alignment. The element Wind | { Platioum Dragon | s Babamt
create a Thunder Dragon, Flame [_'7 |-—p- Tamat ,
Dragon, Earth Dragon | 4 ]
Water a Blue Aﬁmmmrm:mtmmmﬂmmmwm

gain stronger breath attacks with each class change. All dragons are bor from the Young Dragon
mmmumﬂlmmrmntumm#mamm

GOLEM CLASS _ ‘E b T -] ;
-[ p h!lm:ﬂm !

'I]ﬂtmlluut‘rpﬂufhhm.'L"_"'_' . w
%nmmmmummm:mmmtmmmurmmuu
does not change when class changes. A Golem's class will change when it's attacked by specific
attacks. The Golem class is resistant to physical attacks, and has high Hit Points.
However, they are vulnerable to maqgical attacks. So, an item such as the Mirror of Souls, which
raises a character’s Mentality, is effective on Golems. Placing Golems in a unit led by a Doll
m«mw-nmuummmlﬁwwmthmmsmm

Mspmtmlv often in combat, and to train them with higher-level rharacters.
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There are three different types of items: Expendables, Valuables, and Equipment. Items
are arranged into B categories and can be viewed from the status screen, but not all
items will be usable at all times.

ITEM LIST | wenuess

To display the items you possess, select the List Item >
command. You can perform tasks such as use, unequip, g
and sell items from Item Commands. You can sort items -
by selecting the Sort command. Please see page 35 for

more information on this.

item Type icon. ltems carried by your army are sorted into eight categories: Head,
Weapon, Book, Shield, Body, Accessories, Expendables, Valuables.

Lists items in selected category. This lists item name, number carried by units, and
number in inventory. You can sort them automatically or organize them manually.

Displays description of selected item.

Displays an item's statistics or the target selected for an Expendable item.

wrengih - This ffects phyiical stfach damage.
Wilglity - Thes afhects resistance (o physacal damage
lahplaprace - This affects magical abslitiey.
Mentality - This affects resistance to magacal attack,
Agiiity - This affects a character's hil gad evade rate.
Dexterily - Thws abfects hit rote and damage dome by physical sttacks.
Resistance to physicad attacks
Registance bo attichi From wod pltmen]
Reriatance b0 stLachs from fame et
Resistance to attacks from earth slement.
Resistance to attacks from water slement.
Resstance o atiacks from the semest of vk
Retistance fo attacks from the semen! of base.
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 EXPENDABLES

A e e = = —

As the name describes, ﬂlﬂt ﬂ'!l'li unll he cunimd mn uu-:l [:pmdahle ltﬂm are
divided into three categories as shown on the chart below. From the Organize Screen these
| litems can be used directly from inventory. From the Field Map, the unit must be carrying
H!i't!mmurﬂﬂtul.ﬁtﬂ'

T AR i

NAME BESCHIFT!'DH 3 X COsST _

== PR SRS

CURATIVE ITEMS
. Heal Leat Leal of & curative herb that restores 100 Hit Points to & character. 10
" Heal Seed Seed of a curative hert thal restores 300 Hit Ponts b a character. 50
Heal Pack l Curative herbs that restore 150 Hit Points to all members | 120
| o a unit.
¢ Power Fruit - hﬁmﬂﬂlmuﬂ-ﬂsm“hum ul:l
: | i & unit, -
“Angel Fruit ! Wondrous fruit brought to this world by an angel. Restores | zn-u
, stamina to all members m a unit. '~ g
Aitar of Resarrection mmﬂnmm | 1500
" SUPPLEMENTAL ITEMS

A |
Champion Statuette | Statuette, modeled after a famous hero, that raises the | 2550
owner's experiente level .
Cup of Life | Cup that increases Hit Poiaks of the one who drinks 2550
= 3 | Trom it ,
Sword Emblem | mmmmﬂﬂﬁmm | 2550
T+ |1m:m-qu .
Bracer of Protection « mm:mmmummm 250 |
2550
2550

: 0| to physical damage.
- 5croll of Discipline . Miurquﬂtuumwdhpﬁ

‘| Goblet of Destiny wtﬁrmmmwﬂmwmm :

OTHER ITEMS 1 .
~ Ouit Gate Item that warps the fabric of space and transports an entice | 150 |
unit back to headquaters. - !

 Sitver Hourglass Magical hourglass that siows the passage of time. | 300 '
il Dowsing Rod | Pair of L-shaped sticks that points to the location where 600 |

| items are hidden.

Love and Peace | Potent magical item thal persuades an enemy 1o join | 2000

e ..--' = {
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VALUABLES

Valuables are rare, as they're nol available for
purchase in shops. Yaluables are shown in the Item
window under the Chest icon. There are two types of
valuables; portable and treasure.

PORTABLE

Valuables can be carried by units, and unlike Expendable
items that must be used in order to take effect, these items
only need to be carried. You begin the game with the
Ansate Cross, which will reverse the gender of a character
created from a Soldier,

LLLL. . L

Treasure is very rare, and is only found in certain
places. These items are not necessary to win the game,
but they help greatly, so search for them. Treasure is
kept in inventory, and cannot be carried by unils.
Treasure is used to complete certain tasks.

NOTE: PASSAGE OF TIME

In order to find valuable items, especially treasure,
search the cleared Field Map and check the Hugo
Report frequently. If you see any irreqularities, go
check it out. Time passes as you move on the World
Map, and this date affects events that occur on the
Field Map. Please see page 12 for a list of the months
used in the game. This same list is available in the
Miscellany section of the Hugo Report.

Emulationtd.fr I
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EQUIPMENT

Items that can be equipped by characters are called
equipment. Equipment is organized into six categories.
A character's class determines the type and number of
items that can be equipped. This information is found
on the Organize Screen.

On the body icon, areas shaded gray indicate where
equipment canngt be equipped, pink where a permanent
item is already equipped, and green where items can be
equipped and unequipped. Equipment that is required for
changing class is called Basic Equipment.

hﬁ‘rt: EQUIPMENT GUIDELINES < -

When equipping a character, only the usable items will be displayed in the Item window. Only

el i A

r: DOUBLE EQUIPPING

| Basic Equipment is required to maintain a class,

“and is different for each class. Basic Equipment is
hunlh?omnﬂﬂml. Once

- equipped, it can only be unequipped when a char-

acter's class changes. When you equip-an item

over Basic Equipment, its benefits will be added
| to the basic equipment's.

|
 EQUIPMENT LIMITATIONS

1 | Some characters are limited in the types of
i1 tquipment they can use. For example, an ama-
zon can wield a bow, but not a sword. Before
' equipping an item, always look at its statistics,
" | particularly its Element. This information is found
: I in List ttem under tem Commands. = .
. ~ Emulation6d.fr §
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_EQUIPMENT

One of the benefits of the human race is the ability to use
many types of equipment. Equipment is donned to improve
attack or defensive capabilities, or augment other attributes.
Before purchasing equipment, it is wise to verify that the item
you are purchasing is usable by your intended character, as
not all characters can use all types of equipment.

CATEGORY NAME DESCRIPTION COs5T

Equipment (Head): Equipment used primarity by the fighter class. Helmets do not have 2 high
defense value.

HELMETS Iron Helm iron skulicap that leaves portions of the head unprotected. 30
Bone Helm Helm modeled after a dragon’s skull. Mostly ornamental, S0
it does not offer much protection.
Armet fron heim that covers the entire head; offering good 120
protection, but decreasing wisibility.
Popular leather headpiece, 40
Bandana Large piece of cloth wrapped around the head lo improve
one's courage. 20
Hachigane Headband adorned with iron plates to protect its wearer. 40

Weapons: Equipment that humans can equip. Weapons such as the stall and mace
are designed to enhance the abilities of 2 magic user, rather than increase their physical attack.

OME-HANDED  Short Sword Sword popular for its ease of use. 0
Baldr Sword Sword lorged from Baldr, 2 metal that increases one's
Blessed Sword Baldr sword blessed by a priest.
Bastard Sword

Sword of Tiamat  Oragon slayer made of Tiamat's fang.
Claymore Greatsword with an oversized guard.
Bulmunk Frm—uml sword made from the claw of the evil dragon,
alnir.
. Rapier Light, sharp-pointed sword designed to thrust at the
Joints. in armor.
Estoc Light, sharp-pomnted sword with 2 knuckie quard on its hilt,
Thin biade of light created by the element of virtue,
- Small hand axe that can be wielded with relative ease.
Halt Hammer Hammer used for smashing rocks.
Cocgel made of Baidr, 2 metal that increases one's
magical ability.
Batdr Ave  Axe made of Baldr, a metal that increases one's
 magal aiy
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CHARACTERS AND ITEMS ITEMS

" EQUIPMENT

| CATEGORY NAME DESCRIPTION | €OST |

TWO-HANDED | War Hammer Mﬂmﬁmﬂlumlwﬂw 210

AXES/HAMMERS | Paua Hammer | Hammer that draws out the full potential of its wielder. | 600
_.ihmlu Steel ave capable of severing a large tree in two with a single stroke. | 2350
L Mighnit_____| Colassal hammer of Thor, the thunder god. |40 |
| Short Spear Cheap, mass-produced spes. -
Spear  Steel, easy fo use spear, capable of inflicting large amounts of damage. | 150
Baldr Spear | Spear made of Baldr, a metal that increases one's magical ability. 230
Thunder Spear Hmﬂwmhlnpmnllhmm : L 320

| Leather Whip .lhpmmnlwnmpdmum
Raplure Rose | Whip of thorns made from 3 crimson rose. &0
“ﬂf.ﬂl‘tm Whip that imparts evil thoughts to those it strikes. 120

. Commonly used by priests of the occult, 20|

| Irom Claw Iron claw attached to the forearm, primarily used in im0

| Bakdr Claw ihﬂrimlmnhﬂ

hnhufi nmmﬂlﬂ.lnﬂimnuﬂmsmm m
ehectricy, . . 1550 |

chrw that courses with _
ifﬂﬂ.lﬂtﬂﬂlhﬂtﬂ'&ﬁﬂlﬂtwuﬁumﬂ 130
| but lacks strength.
Long bow reimforced with yak horn, m
| Bow made of Baldr, 2 metal m-mmm
Bnlrﬂdtl'rmrl,\q' “imﬂtﬂh
| and durabilty. ST
| Light, compact mace that's easy to wield, 30
Celestial Mace |knmﬂﬂﬂﬂl-umhuummlnium 480
meace that emits white gt from the jewel mounted in s head. ;-m

Staff carved from the Scipplay Cypress tree.

Wand avored by experienced spelicasters, enhances the user's 150
| madcal abilsties.

| Hﬂdﬁlhﬂwﬂlmﬂwmﬂuhmﬂwmi 340

mﬂ' érﬂfh'ﬂiﬂﬁi_ a0 'I
1mﬂmﬂqlpﬂﬂtmmﬂﬂm | 320 |

I
doll very popular among childesn. 1430 |
+m ron plates.

um ' m?mmmm 1250 |
| erm-iﬁ%&n nu?m:mwnmw;muuhhmﬂ
thnxmmvﬂhm*m“dtmyh

SPELLBOORS | Spelibook Book of incantations that chaanels the power of 100
: deity into magical spells. '

Book of Wind Book of incantations that channels the power of the wind god, | i'l:h:l
Harnella, into magical spels.

Bool of Flame | Book of incantations that chaanels the power of the flame god.| 200

Toshonel, inlo magical speills. |

Tempest Rare lome written by the ancient Drakonites. It summons a 50000 |

I thenderstorm. |

== — e = i e
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EQUIPMENT

CATEGORY NAME DESCRIPTION COsT

Shipldi [geipment wi muanly by the Taghter clind Shalds hive go0d detemineg wilisd, Bowewdt Piw Cliied
can use them

SMALL SHIELDS Hownd Shied ::mmmumm
& Hrap.
Buckher Semall madad sheeld wed primarily to paeTy
aftacks
Thaset Shaeid Small ihield bleased with the Blood of Nue, the
thander beast, thad mcreases the power of wind.

Lite Shigld Mtal shispld writh T BotTom Balf narrowid for
Tomer Sherid

Large Sharid
ifs worlder fo Bock sttacks with eaie.

Egeupment (Bosdyh: All heamant Can wdr cqupment. Robed and Clothey bt low defeatoe
walue, bul they tead to affect magical abdties.

LIGHT ARWOR Hall Armaor imeEpentive rmor worn By the sobdeer class.
Cloth Armor Armor Tashicaed Irom thick cloth. Its loose
design i very comidortable.
Lieather Armo Armod compersed of Lipers of leather,
Hard Leather Armor made of leadber hardensd i boslieg oil.

Breastplate irgen plafe that cowers only the torso.

Plate Ml l:ﬁﬂnﬂmﬂﬂtmm#mﬂ
t .

Bakir g Plate mail made of Baldr, & metal thad
incredses ome's magical ability.

Titanig bl Legeadary armor sioben from the Demple of the
faerie gueen Titania. M3 wearers bgility b InCreased,

Flate Lrmo Full-body armor contisting of shaped and
fetted iron platis. B M hedny Dot the weright i
wet-dnirduted ower the ealore Body.

Baldr Lrmor Plate srmod made of Baldy, 5 metal 1hat

i Teded Ofts MbGual abality.
Hedry Armor Plate armor remiorced with addidional metal

. plates. 1 i wery Beavy bul prowvided extellenl protecton

Torm Cloth 0, torn cloth that olfers virtaally no pinysacal profection.
Robe Liong, Mowing robes. They e this and Sghl, bl niol

ey durable,
Cheric's Vestmend Garmend commanily worn by clercs, provading

phace a5 erpnity 13 A1 wlare,
Magec an's Robe Rl with tearend made of Baddr, 3

metal that incresdes ooe's magecal abulity

04d Clothing Lathered cholhes which offer vartually s
protection bo i3 wearer,

Plan Clothing Simpie garment made of cheap Cioth.

wilch's Drety Deress made for wilched, adormed widh 3 Sl G,

Fur Coat Expentive coal made from the fur of & carmevorous beast.

4 ¥ 38 8% =

i

8s 5| § & 55 § &

Acwssoried: Doupmeat that modifers & characher's statntics and resistance to elemealy, primandy for
Mg -iwies ind wpecial claasel

ACCESSDRIES:

horegdet Machlare worn By Soferers.

g of Dioquence Mages 1ing Ihat increases the polency of i3 wearer
L il Sons.
Silwer crods and beadty carteed By priesis
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