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GAME GUIDE

with vocabulary

DISCLAIMER:

this is the pure work of a fan. no part of this guide is meant to earn me any money
or fame. all rights to characters, story and enemies depicted in this book lie with
BANDAI NAMCO / TALES OF STUDIO and I will immediately delete it from my
website, if anyone affiliated with the game’s development would ask me to do so.
all pictures and text were made by me and are not allowed to be copied or used in
any way outside of sleepy-racoon.de










SULZ AREA

. SULZ: follow CLAIRE to her house and have a meal with MAO and EUGENE

. SULZ: go towards the assembly hall

. after the events infront of the assembly hall, leave SULZ

. cross the GREAT LARULEN BRIDGE - beware! the DARK WINGS appear!

. take a break at KEKETTO HOSTEL

. KEKETTO HOSTEL: during the attack at night, use the clock to get the attackers back to their senses
. KEKETTO HOSTEL: talk to WALT

. continue the journey to MINAL by going south

. reach ETORAY BRIDGE and meet the DARK WINGS again

. since the bridge is destroyed, head westwards towards the ALVAN MOUNTAINS
10. cross the ALVAN MOUNTAINS.
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1 year ago, LADRAS, the king of CALLEGEA, performed a strange ritual, offering
up all his FORCE and dying in the process. this day came to be known as the
DUSK OF LADRAS.

on that same day a mysterious power awakened within the young man VEIGUE.
a power he could not control. in a terrible accident he trapped his friend CLAIRE
inside a giant ice pillar...
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just as everyday, VEIGUE is sitting at after freeing CLAIRE, the small
the assembly hall, watching after group wants to have a meal at her
CLAIRE. he has been trying to free place but is attacked by a strange
her for one year now, without bird. it's called a VIRUS and
success. suddenly two strangers apparently those have started to
appear: a GAJUMA named EUGENE increase in numbers since a
and a young boy called MAO. they certain day one year ago. after
tell VEIGUE more about his power defeating the enemy, MADO,
that is called FORCE and offer their EUGENE and VEIGUE decide to
help as well es asking for his. head to CLAIRE's house.

there are two races in the kingdom of CALLEGEA: the HUMA and the GAJUMA,
with the first being your standard humans, while the second are beast-people
with a strong connection to the power of FORCE.

VEIGUE learns more about the FORCE, how different people command
different elements, how originally only the GAJUMA-race was able to use this
power, and how that changed during the DUSK OF LADRAS.

MAO and EUGENE want VEIGUE to go with them on a journey to find new
FORCE-users and unravel the mysteries behind that fateful day. there are a lot
of things going on in the kingdom of CALLEGEA and they seem to be connected
to the new queen...

after the kings death, his daugther AGARTE became queen of CALLEGEA.
her personal army is called the ROYAL SHIELD and many of it’s members are
strong FORCE-users. the strongest of them are THE FOUR STARS.

their job is to find and bring in FORCE users as well as other special opperations.
THOMA and SALEH are two of these FOUR STARS.

with VEIGUE still being unsure if he can accompany MAI and EUGENE, the
conversation is interrupted.

a group of soldiers attacks the village, and their two leaders, THOMA and
SALEH, take CLAIRE with them after a short battle and a little dispute.

it turns out they know VEIGUE’s two new friends. EUGENE himself was once
the general of the ROYAL SHIELD and MAO his retainer.
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during the DUSK OF LADRAS, MAO lost his memory. only in dreams can he

remember his life from before...

now VEIGUE doesn't have
to make the decision
wether he will go on this
journey or not...

together with EUGENE,
MAO and his pet ZAPIE, he
chases after the army.
believing that the enemy's
first destination has to be
the harbor town MINAL,
the group travels south.
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WORLD MAP UNLOCKED!

BATTLEBOOK UNLOCKED!

COOKING UNLOCKED!

— AR WhHhRATWE X one year ago
g [V accident

KLk 720 C X 95 all right, ok

Al % =) to be in trouble
7K kY ice

Hobhd Ebbhd to be captured
+ B9 king

oy L., A 4

J& 7= C shield

Va; 1Y) power

mH HLEDH fault, error, indiscretion
I [6) mistake

P ONFAD secret

EAS ATz army

L% Nl P to close

BEL5 LAUL% to believe, trust
WL OD k9 needed, necessary
WAt Ovo L frantic, desperate
F I NE < family

ER AY-4 house

"B5 =5 to eat

Kte S A to rest

ZAXEi| mEZ name

A L% to know

EED VN9 called...

EES iR word

i < =< to hear

DT DT for...

R H WA to rescue, free




a guide by: SLEEPY RACOON [t

after a little encounter with the DARK WINGS at the GREAT LARULEN BRIDGE,
the party decides to rest at...

7y MEERVNE

KEKETTO HOSTEL

during the night, they are attacked by a small group that seems to be under the
influence of some strange sound.

VEIGUE uses the hostel's clock to snap them out of it. immediatley afterwards,
WALT, the FORCE-user of sound, wants to have a chat. he is one of the FOUR
STARS and begs EUGENE to return to THE ROYAL SHIELD.

although he is one of the enemies,
he ensures VEIGUE that CLAIRE is
safe, along with the other girls the
queen has ordered her army to
capture.

since CLAIRE is his main concern,
VEIGUE does not go into detail
about the things WALT said during
the encounter at KEKETTO HOSTEL.
stil,  what sin did EUGENE
commit...?
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ETORAY BRIDGE

the party encounters the DARK WINGS again and is forced to make a detour.
with the ETORAY BRIDGE destroyed, their only way of reaching MINAL is
through the ALVAN MOUNTAINS.

159 7rkd to cure

P YOVA young

EZLW 9> L beautiful
LD BADZ girl

=5 ALY VB S5) assembly hall
1% A~ soldier

Ff b village

A7 9 o9 to move towards
E3) Tr T3 Tx south

S Fr7g L harbor

T ERS) town

18 HH road

F R T=mbiEz treasure chest
E5a HE skill

B DxroHY cooking

i Z W equipment
EvEr SE weapon

RTE 7o T decision, determination
RS BN music

= PSR sound

IRFR VAR clock

1 XL bridge
BT 5 BWNT5H to chase after
72 group

2 L star

DA b5 to protect
58D 2% so sell

=) 89! to buy
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#ll F A sword

) oS/, spear

L) =729 to fight

s x4 wound, scar
ENLY) 95D animal

) ARy river

1L RF mountain
RE 72U~ A taihen

7+ Cxro2E9 queen

5] O princess

it 7= journey

+ 5] B9 Z< kingdom
HED EED to stay over night
7 IR Z city

G % IZC® 5 to begin

5 X forward, before
al WE < to rush

B % =35 to help

&»H 5 H & H O one day...
%5 A to become

fifi ] VAQIRES companion
YA N2 5D change

AT CALw race of people
s bbb to appear
) 2> L729 to lose
D ZZAHRD to try
) XxH Lo to faint

vy DD user

= <A black

KEW BB&Ew big

JC [ former-, ex-
ik e riddle, mystery
7w <Y/ R to search for
R OB L east

Kb B HEdb to ask for

i DE S wing

H 1 HTE goal
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ALVAN MOUNTAINS
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with the help of VEIGUE's FORCE the party begins to cross the ALVA

MOUNTAINS. during that trip, VEIGUE shows his new companions a pretty
stone that CLAIRE gave him once for his birthday. he is so eager to save her that
he forgets to rest. also, saving CLAIRE does mean more than just finding her.

the party has to get stronger and the queen's plans have to be uncovered.

EQUIPMENT UPGRADING UNLOCKED!

after taking a little nap at a cottage, the journey through the mountain
continues. and it's a hard one. a lot of VIRUSES roam the area and it is only due
to MAO's powers that the party can pass the huge chunks of ice that block the
way. finally, they reach the southern end of the mountains, only to be attacked
by a strong monster:

BOSS 1: LEG TIGHT

LV: 15

HP: 8000
WEAK: WATER
STRONG: FIRE

the VIRUS can hit hard, but as long as
you always switch to defending right
after every attack-chain, you should
be fine.

having left the mountain path, the party can almost see MINAL. the city lies to
the east of their current location and they head there as fast as possible.
unfortunately, they soon run into another problem. while on the road, heavy
rain starts to fall...

i R darkness
LA ol scary
JE U PRAR-IA annoying
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= AC N T to destroy, break
LT % 25 to escape

1TZ1EY WE EFED dead end

5 L5 to jump, leap, fly, soar
i L west

Bl X7 north

=I5 DIND to forget

Fi oD b bHE bbb to give up

720 720 only

S MO L X she, girl

5 ITL % to run

< BB < to walk

TIND DD to understand

INE z hut

e ERERA: to advance

< 20 < to be fast

FEVD BLW slow

Wz 5 ZR5 to cross, pass through
A Nz to return sth./s.o.

fife 5% N U certainty, reliability
Jaa HHL storm

LI Y e also..., likewise..., still...
=4 LdHirH shiawase

e ESCH to increase, grow

VA E VA why

B2 Tz answer

B ] LOoHA question

R ARV majesty

72703 72703 but..., and yet..., still...
I [0S free time

RN ~\UV peace

E P& snow

it B INITz Ao easy

=4 LHboH happiness

LolED oI likewise...,even so...
oA S RAA strong

14




MINAL AREA

1. head towards MINAL, you will end up on the MINAL PLAINS

2. MINAL PLAINS: head east until VEIGUE creates an ice pillar

3. MINAL PLAINS: keep going east to discover that the party is walking in circles

4. MINAL PLAINS: eventually you can use MAQ's power on the pillar and, after a short fight, continue to MINAL
5. reach the harbor town MINAL

6. MINAL: talk to DR. CURIA

7. MINAL: speak to the soldiers at the harbor

8. MINAL: head back to the town square to learn about the two different options of getting on a ship

9. MINAL: choose one of the two options - the result will be the same no matter what you choose: no ship.
10. MINAL: talk to DR. CURIA again and witness the unfortunate encounter between ANNIE and MISHA

11. MINAL: search for MISHA in town - he's at the cabbage-field

12. MINAL: head back to the town's entrance and follow DR. CURIA to the coast, where MISHA can be saved.
13. MINAL: ANNIE will make a deal with EUGENE and become a member of your party

14. next goal: the town PETNADJANKA, south-west of MINAL

15. you will come across the FOREST LABYRINTH - enter it and follow the road to the west until ANNIE and
MAO open an alternate route.
16. travel through the FOREST LABYRINTH
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MINAL PLAINS

the weather is out of control and the group is stuck going in circles on the
plains. just when they find out that the reason for this phenomenon is a FORCE-
user, the person responsible shows up.

it's a young woman who introduces herself as ANNIE BARRS. her goal: to kill the
GAJUMA that killed her father. together with a band of hired men she attacks
EUGENE...

BOSS 2: ANNIE

HP: 926
WEAK: -
STRONG: -

focus on ANNIE first. she has the
lowest HP and her spells can do heavy
damage. once the girl is out of the
picture, the rest of the enemies should
be a breeze. the three mercenaries
have 3000 HP each.

after her defeat, ANNIE is the GAJUMA does not try to
desperate. her father, DOCTOR apologize. he wants ANNIE to
BARRS, was all the family she had not give up, keep on living until
and his closest friend, EUGENE, his mission is completed. after
took him from her. the girl starts that, he promises, his life will
crying and screams at him. be in her hand.
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since she used to much of her FORCE, ANNIE collapses. a doctor in MINAL
should be able to get her back in shape, so EUGENE picks up ANNIE while the
party continues their trip to the harbor town.

EQUIPMENT INHERIT UNLOCKED!

in MINAL the party bumps right into the local doctor's apprentice, MISHA. they
take the girl to DR. CURIA and head to the harbor soon after. there they learn
that it is closed for all ships except those of the royal army. thinking that this
must be SALEH's and THOMA's doing, the party explores some alternative ways
to get their hands on a ship, but they are unsuccessful. when DR. CURIA calls
the group back to ANNIE, they witness an unfortunate encounter between her
and MISHA:

17
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because of what EUGENE did to her father, ANNIE despises GAJUMA and, with

her hateful attitude, scares little MISHA away. VEIGUE and the others search

for him in town, but he runs away soon after they find him. together with DR.

CURIA they are able to locate him again at the coast outside of MINAL. after a

short battle against some VIRUSES, MISHA calms down and can be brought
home save.

soon afterwards the party learns that SALEH and THOMA are not the ones
responsible for closing off the harbor, but the CALLEGEA military. as it turns out
the ROYAL SHILED is just a fraction of CALLEGEA’s forces and there seems to be
a struggle among them. furthermore, a message from CLAIRE, given to them by
DR. CURIA, states "don't take the boat!"

...it seems as if the FOUR STARS are travelling across the country by foot, in
order to get their hands on more girls...

what is going on in BALKA? is something about to happen there? what other
reason could there be for the military to forbid sea travel towards the capital?

and what about the party that has CLAIRE in custody? what exactly is their
plan? at leas, the heroes can stop searching for a boat now. instead they head
to the closest city, PETNADJANKA, that lies south-east of MINAL.

=5 WL % doctor

L= =GRS dr.

IR IR promise

i AT to kill

BRI BEoSh father

YR ~UNTF A plain, moor, prairie

5] H O rain

H LD H LML perhaps..., maybe...

A9 BbHo to think

SIRATE DIRATE can say with condidence,
that...

AT AT particle indicating that
the speaker is trying to
recall sth.
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89 BbHo omou (same as /& )

il 7= L certain, definite

HFolown HFo o definitely

L% VIRV VAR to feel

[FHEV 2 ERSY/AAVAIA no doubt!

tED WE D to live

LWEE DA around, about,
aproximate (time),
season of the year

TR zZ heart

AR AR definitely

e o thirst for blood

2L DI S LU unusual, rare, curious

LT < LT < in any case, anyhow, at
any rate

R ThE weather

N IZAE DT truly, really

lEE e HAZIOL® assassin

I 5 L5 to be called

B 5 w5 attack

gl 95X & defense

TN THD monster

el ST A danger

AN H SR dangerous

L} 51 boat

i 9 I sea

2 9D to shoot at

to uncover the truth behind her father’s death, ANNIE decides to join VEIGUE's
party. she's still very much hostile towards EUGENE, but VEIGUE and MAO soon
start to realize that there's a much kinder side to the girl. despite what you

might think after everything that happened witch MISHA, she cares a lot about

other people and, after hearing VEIGUES’s story, is very much concerned about

CLAIRE.
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FOREST LABYRINTH
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PETNADJANKA, the \yesr g---
party comes across

<+ - A

a mysterious forest.

it is only due to ANNIE's help that they manage to get through. another VIRUS
attacks just before they can leave the woods, but VEIGUE and his companions
are able to deafeat the beast.

—

LV: 32

HP: 8801
WEAK: FIRE
STRONG: -

take out the two “henchmen” first,
then focus on GRAND PASCU. he’s
weak against fire. using MAQ’s flare
shot is highly recommended.
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+AL 9 & royal capital
PE:N 255 to choose

o7 =X tusk, fang

A L BEALWD dreadful, frightening
R <HW gloomy

—EIZ Wo L i together

U= HUNVE D D labyrinth, maze
A D5 evil

o] %) RITHD nothing

%"HD BH5H to fall down

Bl il x7=nb north side

Fie B to live, dwell

1 I H way, street

18 1 95 road, highway
ELW Y/l AN correct

53 oL long ago

) DB 9 to laugh

AV H W <H entrance

A T<H exit

N EVAYA) to goin

5 T5 to go out

FH bHoT L summary, outline
DUNT DT regarding...
237 % THT 5 to go out (start journey)
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PETNADJANKA AREA

N OO b B WN R

. reach PETNADJANKA

. PETNADJANKA: witness the events infront of the factory

. STEEL FACTORY: make your way through the factory and save TYTREE
. PETNADJANKA: TYTREE joins the party

. get to TOYOHOSE HOSTEL

. TOYOHOSE HOSTEL: search for timber in the nearby forest

. TOYOHOSE HOSTEL: fight against the attackers

. TOYOHOSE HOSTEL: use the raft to get to SANNYTOWN

22
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PETNADJANKA

[

the party arrives in
PETNADJANKA,

where they find all
the inhabitants are
gathered infront of

the STEEL FACTORY.

they are told that
some army guys
caused havoc and
TYTREE, a young
man who wanted

i

STEEL FACTORY
A

-l sEResS =N N

EXIT

to protect his sister from them, lost control over his FORCE.

as expected, SALEH and THOMA are the perpetrators. when they appear on the

town square, a young girl, named SELENA is with them. she is the sister of

TYTREE and begs the heroes to go into the factory and save her brother.
afterwards she disappears with SALEH and THOMA.

where is CLAIRE? why is the army searching for "beautiful" young women? non

of the party's questions could be answered...

they head inside the STEEL FACTORY in hope of preventing a disaster.
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STEEL FACTORY
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inside the factory
there are flowers
to freeze and
burn down, levers
to pull, an old
furnace to
activate and an
out-of-control
FORCE-user to
defeat.

here are the
12 steps to make
it through the

v
PETNADJANKA factory:

1. room A: burn flowers

7. room D: activate furnace

2. room A: pull lever

8. room D: burn blue flower to get to
lever

3. room B: examine big flower

9. room D: pull lever

4. room B: freeze big glower

10. room E: next room: burn all
flowers and pull lever

5. room B: burn small blue flowers

11. room F: next room: burn all
flowers to be able to burn the big one

6. room C: get coal from room on the
side

12. room G: defeat BOSS

24
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TYTREE is not a very strong opponent,
but due to his speed and defense he

can bit a bit tricky to hit. keep hitting
him until EUGENE and MAO perform
their Hi-Ougi and the battle is over.

luckily, VEIGUE and his company are able to resolve the situation and get the
young man back to his senses.

TYTREE becomes a new party member and they all make their way to
SANNYTOWN. EUGENE is quite sure that SALEH and THOMA are going to take a
boat from their to the capital BALKA in order to bring the captured girls to the
queen.

first, however, the party needs to find a way to reach SANNYTOWN. their best
bet is TOHOYOSE HOSTEL, which is located east of PETNADJANKA.

pilly S L xr9H free, no cost
T3 ZHoLx9 factory
i) LE<5D plant

7 < poison

Tifi H older sister
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o BLok younger brother
IES CASC S daughter
& LbH X9 manager,director
X/ o XDz mushroom
M TZ enemy
iR TETA coal
24 A flower
Bt < < to burn sth., heat sth. up
22 NE furnace
) FE5 to be silent
R A IA T DI ZTp to swallow sth.
(liquid or information)
R o< Skl many, a lot
B BEZ male
N Eil not yet
X EY- again
e Y R someone
%5 BH slip, omission, outcome
v BT you (equal or lower stat)
et = I you (buddy)
Fio Ho to hold
FHTe =D to ask for
TRl L AEW worry
P9 WP BH T to approve, fogive
&5 BbHD to end
HEER ERESANA sorry (very remorseful)
R M2 D to return (home)
R 5 HED to go back
GEIA Kb weak
N2 H<EW timber
tE 5 BX5 to wake up, stand up
fit % SPH5H to touch
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TOYOHOSE HOSTEL

at the hostel, the party follows TYTREE's advice and meets up with GUGURA,
who is supposed to own a small boat that could get them to SUNNYTOWN. a
violent storm on the day before, however, wrecked said boat.

a storm that seems to be SALEH's doing...the heroes visit the nearby forest to

collect timber and after a short encounter with a group of bandits are finally
able to continue their journey. they take GUGURA's raft along the river and
arrive at SANNYTOWN.

MINI GAME: RAFTING

IRF =3 moment (in time)
i) < 1X7-5< to work, labor

i HEH AN of course
i XL x place
5 I3z 5 to transport
£ D HOD5H to collect, gather
7K Fr g water
L4 LD guy
J& Y EX o) surroundings
1] ~N area
il D different
Th spot, mark, point
NES VA= calmness, coolness
M H xMD9H yesterday
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SANNYTOWN AREA

. head to the harbor of SANNYTOWN

. SANNYTOWN: talk to the woman at the town square about her daugter HILDA
. visit TEL ALLA HOSTEL and fight HILDA twice

. return to SANNYTOWN - at the inn, HILDA can get the rest she needs
SANNYTOWN chase MILITSA through the town until you can finally defeat her
. SANNYTOWN: HILDA joins the party

. find the girl MILITSA was chasing in one of the houses and listen to her story

. return to the town square and listen to the soldier’s announcement

W 0 N U A WNBR

. leave the town, at the exit the story will switch to CLAIRE
10. CLAIRE SIDE: talk to all the girls in order to switch back to VEIGUE

28
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SANNYTOWN

EXIT NORTH
Val
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the city really is as beautiful as TYTREE
promised. the group visits the harbor,
but does not get a lot of information
out of the soldier patrolling there.

back at the town square, they run into
a desperate woman. her daughter

@ e HILDA, she claims, was taken by a
bunch of soldiers. did SALEH and
e J-—j- THOMA strike again?
Shops ‘ the party travels to TEL ALLA HOSTEL
x : in order to save the young girl and,
hopefully, their missing friends
———— SELENA and CLAIRE.
+ Susie I o — =
"., hiding | | g5 fté-, /\‘:\'f:"“
EXITSOUTH  L"°" S - :
309 269 to aim at
K DT body
G T Z A marriage
£ 2D horn
val WL stone
[iE ONEW cruel, heartless, harsh
R Nx o=z sickness, illness
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TEL ALLA HOSTEL

at the hostel, VEIGUE and his friends find nothing but an empty cottage. just
when they begin to fear that they are too late again, a young woman appears.
her name is HILDA.

she begs for help, claiming to have escaped SALEH and THOMA. but the whole
thing turns out to be a trap. when THOMA arrives, HILDA shows her true face.
she has been working for the ROYAL SHIELD all along.

in a short battle, HILDA can be brought down quickly. upon her defeat, THOMA
forces HILDA to show the party her true self. under her hat, the woman hides
two broken horns. a HUMA with horns? HILDA is what is called a HALF, the
child of a HUMA and a GAJUMA. since this is a huge taboo in CALLEGEA,
THOMA had lured HILDA in with the promise of giving her a pure body. but it
was all a lie. HILDA screams in agony and attacks again, this time with all her
power.

GIE| V=S head

B % <D to hide, be hidden

=9 H to meet (accident)

) H 9 to meet (planned)

AR X3 F you bastard!

&S VWME L X place where one belongs
& i) borrowing, loan, debt
b5k LA castle

Feas L AW rebirth
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30SS 5: HILDA

HP: 4420
WEAK: -
STRONG: -

while in the first battle HILDA is
accompanied by soldiers, this
time she is alone. this, however,
doesn’t make things easier.
since HILDA’s rage makes her a
lot stronger, she’s impossible to
stagger - just like TYTREE was.
try to get away from her spells
and push trough.

when THOMA leaves, the party is left with a wounded HILDA. although she
tried to kill them, the heroes decide to take her to SANNYTOWN in order to
help her recover from the fight.

KA BEi adult
T Iz U rainbow
B EoRes boy
DA LXoRi lad
pitlc 5T safety, peace, quietness
B9~ =S to trick
2D BLZS to teach
KY) 7ZUvED dear, precious, most
important
H ) eye
ERe) L orders, instructions
KAL L4 discourtesy
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PSP Bbx tea

FRT=UN FrTN like...(looks like)
BLuV L L kind, gentle, tender
J&NE LY.V Vs feeling

A IRV face

L A =D L & fun

2 E¥S degree, extent

I/ RANA I/RAIA better

Sl =40 evasion, avoidance
ZL ETF5 S LBHITD to offer, give
CANRS 2T B to receive, get

" A gate

Hi 5 FTA LD reality

B fin LADH one’s life

R DX next

JEE = trash, garbage, rubbish,

waste

o o o l/\f:b\

o o o b\f:b\

verb-stem (want to...)

#L

A9

thanking

oo o ED oo o OED ver-stem (letting
somebody do sth.)

oo o SED oo 0 SED verb-stem (making
samebody do sth.)

2T ERANS all

AT 3T A5 A whole passage, phrase,
text

ES'S B IS5 draft

R 720 ancient times

BH Wb L= hero
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SANNYTOWN

they arrive at the SANNYTOWN inn. while HILDA rests, VEIGUE and his
companions discuss her situation.

being a HALF in this world is as hard a life as it can get...so they don't hold too
much of a grudge against her...

unfortunately, their journey doesn't allow for a single peaceful moment. MAO
detects a very strong FORCE and they all head outside where they meet
MILITSA, FORCE-user of rainbow and one of the FOUR STARS. MILITSA is
chasing a girl through town, and the party rushes after her. due to MILITSA's
powers, however, they have no chance of stopping her.

after a number of encounters, HILDA suddendly stands by their side. MILITSA is
a HALF, just as HILDA. and the two women did not only grow up together, but
share the fate of getting lured into the army with the promise of a better life.
HILDA tries to explain to MILITSA that there is no reason to continue fighting
for the ROYAL SHIELD, but her former friend won't listen.

"YOU CAST OFF YOUR HORNS! DON'T ACT LIKE WE'RE THE SAME!" is the
response. the way MILITSA sees it is that there is no place to belong to for a
half, exept within the ROYAL SHIELD.

she demands that the groups gets out of her way and when they oppose her,
the situation escalates...

N AT A people

i Sy premonition, hunch
RS LALD truth

Wz 5 Zz5 to cross, exceed
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BOSS 6: MILITSA

HP: 12260
WEAK: -
STRONG: -

MILITSA is able to summon an
infinite number of clones.
concentrate on her and her alone.

when she tries to confuse you by
teleporting around the battlefield,
try to use the R-button and check
if you are still locked on the
correct enemy. since her clones
have a lot less HP it should be easy
to tell which one is the real deal.

after the fight, MILITSA disappears and HILDA is still very much devestated, that
she could not get her friend to leave the army.

no place to belong to for a HALF? VEIGUE won't accept that idea. he and his
friends offer HILDA to join their little group and while HILDA still has some
doubts about it, she agrees.

next up, the party wants to find the girl MILITSA was after. she has to be
somewhere around town. they start searching and are able to locate her in one
of SANNYTOWN'S houses, hidden under a blanket.

the girl introduces herself as SUSIE, from the town BELSAS. together with a
couple of other girls she was brought to CALLEGEA CASTLE, at the captial BALKA.
she ensures that non of the girls where harmed in any way, but, unfortunately,
doesn't know anything about CLAIRE or SELENA.
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SUSIE's tale

SUSIE was brought before the queen by a woman named ZILVA. what a strange
conversation this was...the queen and SUSIE talked about beauty and AGARTE
said something about her giving SUSIE her body. without knowing the reason
why, SUSIE fainted, only hearing the queen and ZILVA discuss something about
the plan having failed. after waking up back in her room, she was terribly afraid
of what else could happen to her. so SUSIE faked an illness and used this to
escape from the castle.

after SUSIE leaves, the party notices a commotion at the town square. a soldier
announces the coming of the DAY OF GOLDBA. on this day, that exists to
celebrate the great hero who founded CALLEGEA, queen AGARTE will have her
official crowning ceremony. until then, all harbors, exept the one in
BABILOGRAD, will stay closed for the public. the party fears that their captured
friends are connected to this day, and hurries in the direction of BABILOGRAD
when they leave SANNYTOWN, VEIGUE takes a look at the stone CLAIRE gave
him and thinks about her.

"Wait for me..." he says, and the scene shifts...

CLAIRE SIDE

meanwhile, CLAIRE, together with a
bunch of girls from different towns,
SELENA being one of them, is hold
captive in  BABILOGRAD. SALEH
appears, ensuring the girls that, since
they are all very special, no harm will
come to them. she remembers a
moment with VEIGUE. how he always
protected her. VEIGUE...where could
he be now. is he on his way?
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b E< desert

=12 H OV hot

N S A anxiety, suspense,
uneasiness

H DX moon

= I PUTR everyone

32T L7=T tailorin, sewing

B¢ AN last, end, conclusion

Jaa HH L storm

Ll Hi LA relief, peace of mind

EE:) C5 A myself

B B nest, hive, den, web

=W WL will, intent

IS (AP meaning

B % Ens to come off, be
removed, disappear
(pain), be harvested

ELELW BHLn tasty

SSE53 EXE special skill

< 72 < to cry

AL A TR LA sadness

by B bruise

EE Y cliff

WOETY WOETY forever

Al % =) to be in trouble

fiE Ly AL LW gald, happy

o BH thought

Mz 5 -z 5 to endure, withstand, be
fit for

) 7-z25 to extinct, be
discontinued, die out

L/ 99) 7= 9 to sing
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ANIKAMAL AREA

. reach KURODADAKU DESERT

. pass through KAREZ via the underground tunnel

. take the collapsed ANNIE to ANIKAMAL

. ANIKAMAL: talk to the people in town in order to find a doctor
. ANIKAMAL: meet FRANZ, the adventurer, at his tent

. ANIKAMAL: take FRANZ to the inn

. go to the OASIS and defeat LIFE GARO

. return to ANIKAMAL and see ANNIE cured

00 N O U A WN =

H A W& water well

AL LY BHrL funny, amusing, comical

B A pipe, tube

BRI DA relationship, involvment,
connection
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the party reaches KURODADAKU DESERT. in order to get to BABILOGRAD, they
have to find a way through this wretched place. the air is hot and everyone is
exhausted. luckily there is an underground-passage. while marching through it,
ANNIE shows signs of getting sick. after a long trip the southern exit of KAREZ
can be reached, but ANNIE's situation gets worse.

she collapses and her friends hurry towards ANIKAMAL, the closest town they
know of. hopefully, they can find a doctor there.

= Y ) rock, crag

JFRIA T AN A cause, origin, source

%] FITAL phantom, vision, illusion
A 5D old (not person)

I ERAS sand, grit
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B ROk to duplicate, imitate,
transcribe, film

2T 5 21T D to receive, catch, be
struck

EA Cw 9Tl dweller, inhabitant

#& T IZC®HT for the first time

FIR LXx72wn first generation, founder

1 X world, age, society,
generation

ARGz FAE DT really, truly, indeed

AR HUNT companion, partner

E5 < 5 to make, produce, grow

55 2< 5 to make, produce, grow

¥ 9D to hit, strike

W % ZEb5D to refuse, reject

A L Lk damn it!

1H 5 EEB5H to bo by, go past, run
between

KD BID to get angry

en JtSkR to bring down, kill,
defeat

8% ERRR A to entrust, leave to

LW WZER TN busy

Aok TR0 future

iy Wb life

3 <TI0 medicine

PR L T3 LW cool, refreshing

Fo72< F o< indeed...
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the townsfolk of ANIKAMAL is not very open towards foreigners. at the inn
ANNIE can get some rest, but her temperature keeps rising and the only doctor
in town denies her treatment. too busy, he says.

at the outskirts of ANIKAMAL, the party discovers the tent of an adventurer
named FRANZ. he is willing to take a look at ANNIE, but instead of giving the
group hope, his diagnosis is pretty unnerving...

ANNIE has what is called the DEATH GARO FEVER, an illness, that, if untreated,
means certain death. it is said that the only way to cure it is a mysterious
illusinary VIRUS called LIFE GARO. his horns, made into a powder, are ANNIE's
only chance of survival. the VIRUS is said to dwell inside the OASIS, north-east
of ANIKAMAL, but since no one has ever seen it, chances for ANNIE are slim.
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the people of ANIKAMAL throw ANNIE out, as soon as they hear about her
illness. so VEIGUE and his friends take her with them on the way to the OASIS,
the curious adventurer FRANZ right beside them. he is eager to see the VIRUS

that is supposed to be one of the SEVEN GREAT ILLUSIONS of this world.

7 VA

OASIS

deep inside the OASIS, the group eventually finds the LIFE GARO. his
appearance ist that of a golden unicorn.

BOSS

BOSS 7:
LIFE GARO

]
]
- O focus on LIFE GARO above

all else. since each fight
has a limit of 30 seconds,
before it flees, you have
to do as much damage as
possible to the VIRUS.

but don't worry too much:
LIFE GARO'S HP don't
regenerate inbetween
fights. chase after him
each time he escapes and
you will eventually finsh
off the beast.
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having collected the horn of LIFE GARO, the party returns to ANIKAMAL. with

this cure in hand, they make the inhabitants of ANIKAMAL remember an event

from the past. that way the group is able to use the inn again and FRANZ can
finally heal ANNIE from her illness.

now that that's done, the journey to BABILOGRAD can continue. off to the
south-east it is!

LS B woman

Ik W o b younger sister
B BEIH L older brother
S ) T roEn siblings

Jiss HL leg, foot

Giks) BED to dance
Holr 5 BT 5 to discover, find
A % to see

#15 25 to fish

e L% island

5 ) bird

Jo=t DIES horse

i PSPSYIRYS wolf

AN Ay Al dog

2] \ cat

g ~ snake

H w9 dragon

e LA armor

s NS & helmet

z= b sky

oS H o forest

), DD remains

B D9 to leave behind
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BABILOGRAD AREA

CLIMBER'S
CAVERN

. enter the CLIMBER's CAVERN

. CLIMBER’S CAVERN: defeat the BOSS, halfway through the dungeon

. reach BABILOGRAD

. BABILOGRAD: go to the lift station

. BABILOGRAD: to pass time, walk around in town. infront of the inn, you will meet a group of monks
. BABILOGRAD: go back to the lift station

. BABILOGRAD: meet with the woman in the house on the right side of the weapon shop.

N OO B~ WN R

afterwards talk to the man upstairs, then leave the house

8. BABILOGRAD: got to the temple and take a look inside the book on the altar

9. BABILOGRAD: talk to the townsfolk to figure out the keyword

10. BABILOGRAD: use the phrase "ITOSHIKISORA" so dispell WALT'S influence and be able to use the lift
11. BABILOGRAD: reach BABILOGRAD HARBOR and fight the two enemies that appear there

12. BABILOGRAD: take the boat to BALKA
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CLIMBER'S CAVERN
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a dark and creepy dungeon lies on the foot of the mountain that BABILOGARD
sits upon. the heroes have to rush through it, since there are demons and
ghosts chasing them. standing too long at one place causes those to attack.
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EXIT TO BABILOGRAD
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luckily, there are only a couple of levers to pull and corridors to maneuver
through, to progress through the cavern.
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after a while VEIGUE and his friends meet the DARK WINGS again, who are (as
always), thinking about a new name for their trio. it's only a short encounter,

and a surprisingly pleasant one. a member of the trio is hurt and the heroes
manage to help him. those three...they might not be that bad at all...

after a little more running through corridors, there’s another encounter - this
one being not pleasant at all.

DONELL, an agent of the ROYAL SHIELD and user of the FORCE of earth,
appears. his task: to stop the group from reaching BABILOGRAD...

BOSS 8: DONELL

HP: 37300
WEAK: -
STRONG: -

taking out the two clay-clones of SALEH and THOMA doesn't make too much

of a difference in this fight. since DONELL can ressurect them as often as he
likes, you should focus on the earth-FORCE-user above all else. his HP is quite
high, but luckily DONNELL himself doesn't have much to offer in terms of attack
and defense.

this enemy was quite the challenge! the party fears that, the closer they get to
BALKA, the stronger the oppontens they have to face might get. not that this
would stop them from reaching their goal...

EUGENE destroys the boulders that block their way and then it's only a hand
full of floors through the cavern until they finally reach BABILOGRAD.

T Cro7 skillful

e EO%9 flight
MNHED b5 to take off
EDH D 5 to ride, go by
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D B LD to notice, observe, judge

Y%A <D to hide

B L LxLWn friendly

H &9 business

MENE EH<D cave

B 5 DIE 5 to climb

5 ERPN to transport, take s.o.

#) < 9 =< to move

VYD ASe) when?

EB5 b5 to be in a hurry,
inpatient

t ) —JE Honh L once more

IEs % A to sound, sing

VL E WL k9 not less than, anymore,
upwards, beyond

i 3D P lake

D Lb% to check, investigate

2D BIEz 5 to remember

O BHWiEd to recall

x5 =5 to leave, to away (not
return)

F TR letter (message)

L H 0 letter, character

B EAH EL 0 library

£< < to write

5 HF (azure) blue

EEND IEND to be born

B2 % DR D to report, communicate,
transmpit

=% Y4 tradition
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BABILOGRAD
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another town, another set
of rules to learn. the
people of BABILOGRAD
have very harsh
restrictions when it comes
to communication.

change your character on
screen with X + L, in order
to talk to BABILOGRAD'S
citizens. (only men can
talk to men and only
women to women)

to reach the harbor,
VEIGUE and his friends

need to catch a lift. since BABILOGRAD and it's harbor are seperated by the

L-
4
T \
|
|
L]
/
S\ /
BT

mountains, this lift is their only way of getting to a boat.

when they reach the lift station, there is still some time to kill...so the party
heads back into the city, where they meet some strange monks. upon returning
to the station, the lift is still not ready and TYTREE gets quite angry about that.
when he gets to close to the lift manager, a mysterious power pushes him

back...but MAO can't sense any FORCE in the area...

just like that time...
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it has to be WALT! the FORCE-user of sound...so one of the FOUR STARS is
nearby...to dispell his power over the people of BABILOGRAD the party sets off

to find WALT’s spy in town as well as the sound that triggered his influence.

after investigating the temple, it turns out that the sound is actually a keyword.
from the townspeople they learn that the correct phrase is ITOSHIKISORA (in
kana).

f %Y

with this expression, the lift manager returns to his senses and the group can

head to the harbor.

B X to read

Ep=: DIE L objective, aim, mark

A ZhE this time

a1 Hug signal

= LI & work

EhdEs HH b to match (rhythm), join
together

£ HHZEN dispute

= ) urgent, sudden, rapid

£ HHZE 9D to compete, argue

W HZ W playing

I 5 T D to risk, bet, wager

Ay AW BEFILAH to die, be defeated,
collapse

B HoHU explanation
to fear, be afraid of

ALESD DI LAY it’s been a while, since...

Hw T2 D30 mutual

HEV, o, HEV, L o, (used in speech to
correct oneself)

AYA®) 7= to stand up

53 £5 night
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BABILOGRAD HARBOR

right after the heroes arrive at the harbor, they run into SELENA and two of the
FOUR STARS: MILITSA and WALT. a fierce battle awaits:

BOSS 9: WALT + IMILITSA

WALT

HP: 27420
WEAK: -
STRONG:

MILITSA
HP: 17050
WEAK: -
STRONG: -

MILITISA’s tactics should be quite familiar to
you by now. try to bring her down first, since
her magic attacks can deal a lot of damage.
afterwards, go after WALT. he can inflict PANIC
on your team, but when in comes to damage
output he’s really not a huge threat.
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even though the two enemies are defeated, WALT still has some tricks up his
sleave. with his FORCE he brings the party down.

when all hope seems lost, the elite soldier and leader of the CALLEGEAN army,
MILHAUST appears. since he's not in the loop about AGARTE'S plans, he doesn't
trust WALT’s and MILITSA’s actions.

so he drives them off, which means SELENA and the girls in her company are
save...but what about CLAIRE?

sadly, she is with another group that already left the harbor three days ago...

SELENA also heard some info about the FOUR STAR'S plan. something about
the right time...the moon...

what can this mean? can this have something to do with the DAY OF GOLDBA?

SELENA says her goodbyes before heading back home. her brother TYTREE,
meanwhile, decides to stay with the party to see things through.

with only 300 GALD the heroes are able to secure a ticket to BALKA.

now it's just a little longer until CLAIRE can be rescued and the queen's
schemes uncovered.

EIR? E DN agreement, same
opinion

EAA BH heavy

H HF blue

5 T shadow

=AEE) I BV R fortuneteller

K 2 SVAY SRS trouble, bother

F 4 AYAYR rural area, countryside
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BALKA AREA

1. BALKA HARBOR: leave the harbor and head to BALKA

2. BALKA: head to the castle's front gate

3. CLAIRE SIDE: talk to everyone and leave the room to witness CLAIRE’s conversation with the queen
4. BALKA: search for the GAJUMA. he is at the train-station that is seperated from the town.

inside the only buildung that can be found there, investigate the corner behind the wall

5. BALKA: talk to YOTTSUA and follow his advice to visit JIBEL, who lives across the item shop in town
6. BALKA: talk to JIBEL, who offers help in return for a favor

7. BALKA: select party members and head out to MESECHINA CAVE

8. save HACK at MESECHINA CAVE

9. BALKA: return to JIBEL

10.
11.
12.
13.
14.
15.
16.

enter the BALKA UNDERGROUND through the secret entrance in JIBEL's study

reach CALLEGEA CASTLE and meet the queen

BALKA PRISON: escape the prison by solving the puzzle (BLUE, YELLOW, RED, ORANGE, GREY)
return to the BALKA UNDERGROUND and use the shortcut to reach the castle again
CALLEGEA CASTLE: follow the corridors until you reach the captured girls

CALLEGEA CASTLE: continue through the castle until you bump into some familiar enemies
CALLEGEA CASTLE: run towards the rooftop and try to save CLAIRE
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NVl

BALKA HARBOR

at the harbor the party meets a strange woman. also, HILDA'S cards show the
moon again which doesn’t seem to be a good omen...there's not much time left.
VEIGUE and his friends rush towards BALKA!

X)L h

BALKA

l Yottsua's Hideout I

Shops

Jibel's
Study

at the captial, everyone is impressed by this giant city. BALKA, the city of fog.
the place where CLAIRE is held captive.

the party immediately tries to enter the castle, but due to the tight security this

is no easy feat.
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APN Ly LA prisoner

= =, mist, fog

ARGS W< b how much

5 Db & dream

H <H mouth

X WANA various

HT BACH to erase

AR ESPAR wanted, wished for
L 7L without, not
(A < BINRR great darkness
A FIZ <0 ugly

TKIE TV E S sewers

Hh A HHw 9 underground

s X720 naked, nude, bare
If- = T to like

e VARRAN wall

CLAIRE SIDE

CLAIRE, just like SUSIE a while ago, is brought before the queen. she admires
the young girls beauty, but CLAIRE tries to open AGARTE'S eyes to the fact that
looks and race don't matter. the queen gets angry and when she touches
CLAIRE, the strange event that happened with SUSIE happens again. CLAIRE
loses consciousness...

QUEEN AGARTE talks with her right hand ZILVA. the ceremony is right around
the corner. the queen wants to be reborn. a new beginning for her and for

“him”...? for the whole kingdom?

damn it! what is the queen planning?...
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back to VEIGUE: the heroes witness a GAJUMA running out of the castle.
following EUGENE'S advice they chase after him. after a troublesome search
they are able to find the young soldier, who's name is YOTTSUA. he tells the
group about CLAIRE, that she apparently caused some huge commotion at the
castle and that the queen said she could be saved by her...

he also gives the party a hint on how to get into the castle: a guy named JIBEL
could be their way in. VEIGUE and his friends don't hesitate to visit him, althoug
EUGENE isn't a fan of the idea. on the opposite side of the item shop in town,
they find JIBEL'S house and ask for his help, which he is glad to give.

however, he himself asks for a small favor in return: to search for his
companion HACK, who went of to MESECHINA CAVERN, and hasn't returned in
a while.

B EAAVALS holy

L i help, assistace

4 mE corner

1H: X generation, the world
o 0 o TRMND o 0 0 TRND ver-suffix indicating

hatred and comtempt
for another’s action

HHe C7zw situation, (present) state
of affairs

T £ 27 interference, meddling

i L9 7> quiet

D =5 to be sufficient, be
enough, be worthy of

e =% barrel, cask
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A F T A8

MESECHINA CAVERN

the cave lies north-east of 3
BALKA and isn’t too big. the O\
group is therfore able to find

HACK quickly and, after a small

fight with some demons, he
returns to JIBEL.

Way opens up
after CALLEGEA
CASTLE

A\ ]]/77 Ty

Hack
BALKA

back at JIBEL'S house, the secret entrance into the castle is revealed. through a
wall in his study the party should be able to enter the BALKA UNDERGROUND.

according to JIBEL, that is the perfect way to sneak into the castle. before they
can enter the underground, however, he has some comments about VEIGUE'S
charm, the stone that CLAIRE once gave him. to VEIGUE'S surprise, it isn't just
some old stone with sentimental values, but also a very special treasure. it's
called a MOONSTONE, that changes it's colour according to the moon phases.

it is said that, once it reaches it's full glow, the ancient king will rise.

KING LADRAS, the ceremony on the DAY OF GOLDBA, the full moon, GAJUMA
and HUMA. slowly the pieces of the puzzle all come together...but
unfortunately, VEIGUE and his friends are still not able to connect them.
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VEIGUE thanks his friends for all the help on this journey and asks for their
support just a little longer. he also wishes for them to look after CLAIRE, in case
something should happen to him in the upcoming fight. but none of his
companions want to hear about that. they can make it. CLAIRE'S freedom is in
sight and they are going to head back home save and sound...all of them.

the heroes enter the BALKA UNDERGROUND.

NV IR

BALKA UNDERGROUND

EXIT TO CALLEGEA CASTLE

)
the route through the
underground isn't too
long: b N Jr
N
ulling a lever and
PHIng 1 0:00

setting two clocks in

the puzzle-room to 9 X
o'clock is all it takes for E
the party to reach the |

castle. ‘ I

"'
>
EXIT TO JIBEL'S STUDY
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CALLEGEA CASTLE

once inside, the party doesn't get too far until the bump into SALEH. soon after,
the queen and ZILVA pass by and EUGENE demands to talk to her. the queen

agrees and inside the

throne room VEIGUE and his friends finally get a little insight in what she is

planning.

AGARTE refers to an old legend:

long ago the DIVINE KING
reigned togehter with the
6 SAINTS, each of them
possessing a special power.
when a fight between the
king and the saints broke
out, the king  was
imprisoned inside the earth.

to ressurect him and use
his power...this is QUEEN
AGARTE'S goal. her
kingdom is on the path of
ruin and she - with her
FORCE of the moon - is the
only one who can control
the secret power of the
DIVINE KING and prevent
CALLEGEA'S downfall.

what all of this has to do with CLAIRE, she doesn't tell. only that CLAIRE shall
not come to harm. the queen promises to return her once the ceremony is over.

"SHE WON'T BE CHANGED. BECAUSE SHE IS ABLE TO CLOSE HER EYES"...
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that is all the information the party is able to get. then they are brought down
by AGARTE'S FORCE and soon after, a group of soldiers attacks. the heroes
manage to drive them off, but more are on their way. in the end, the group
faces defeat and ends up in BALKA PRISON.

JX EgA ash

A H %o orange

i) NE hook

i) yARYILYA mirror

B EEe feather

L 1372 skin

HRIE 9 operation, management

B2 HNDUN bright, shiny

iz Ly FHSLW radiant, dazzling

ot O Y light

L =Y EE hope

e — PO only (the only one)

& 59 seal

IS YR red

R E EHTEH friend

A LW risky, awful, dangerous

5 HD D to handle, operate,
manipulate

R [BESF/AUA society, public,
community

i % L5 to catch, take, capture

I=R0) LA®D true..., real..., proper...

7 % 2F 5 to attach, join, add

iELPN X rH77Wn mighty, powerful

T LS opening, door

KT X C limit, end

) XBNZ 5 to be ressurected

=Sl AN R to lend

BREWLET BhannwLE4 please!

fif DI god
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BALKA PRISON

,...hm? whats your name?“
...iam VEIGUE.”

,hice to meet you.”

inside the cells of BALKA PRISON the party is desperate...

but then a surprising group of visitors appears. the DARK WINGS appear... or
whatever name they will decide on, in the end.

to pay their debt from CLIMBER'S CAVERN the trio frees VEIGUE and even gives
him a hint on how to solve the puzzle. the note says:

RED: on it’s left side:
:on it’s left side: ORANGE
: nowhere left of it:
BLUE: nowhere left of it is:
ORANGE....

SOLUTION:
switch the orbs around to get them in the following order:

BLUE, , RED, ORANGE,

the party is able to escape and after rescuing a couple of soldieres, who where
sent to jail for questioning the ROYAL SHIELD, they immediatley return to
BALKA. ther, using the secret UNDERGROUND, they reach the castle again.
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CALLEGEA CASTLE
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through countless corridors, past countless soldiers, the journey takes them to

a group of roomes. it is there that they find the missing girls. all except CLAIRE.

NATSU, the soldier VEIGUE freed in BALKA PRISON, assists in getting the girls
out of the castle, so that the heroes can concentrate on finding her captured

friend.

some tough encounters later the heroes reach the corridor that leads to the

roof. this is where the ritual is going to be conducted. two well known

opponents appear and try to prevent the party from advancing: THOMA and

SALEH.

it’s time to settle the score!
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BOSS 10: SALEH + THOIMMA

SALEH

HP: 34500
WEAK: EARTH
STRONG: -

THOMA

HP: 51000
WEAK: WATER
STRONG: EARTH

this is definitely the hardest
battles so far. since taking
down THOMA'’s an SALEH’s HP
can take a while, it’'s good to
focus on one of the two.
dishing out damage equally
only gives them time to heal
themselves. since he can be
dealt with quicker and his
spells can hit everyone on
screen, SALEH should be your
priority. afterwards go after
THOMA. he is actually not that
hard to beat. that is, if you
watch out for his strong punch-
attack. it can kill any party-
member with just one hit.
change the battle line just in
time or try to get enough
damage in to stop him from
execting the attack.
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after a long and hard fight, THOMA and SALEH are beaten. VEIGUE and his
friends continue to run towards the roof of CALLEGEA CASTLE, when two more

roadblocks enter the stage: WALT and MILITSA.

MAO, EUGENE, ANNIE, TYTREE and HILDA try to hold off the enemies, giving
VEIGUE a chance to rush past them.

the ritual is going to start any minute now. VEIGUE can already hear QUEEN
AGARTE calling out for the DIVINE KING...it can’t be too late. CLAIRE!!!

the events unfolding before VEIGUE’s eyes are unbelievable. the queen takes
CLAIRE by the hand and together with her enters the light of the full moon. and
then something goes terribly wrong. instead of AGARTE gaining power, she and
CLAIRE disappear.

with them gone, someone else rises. it might not have happened the way
AGARTE had it in mind, but the imprioned king rises:

"I AM THE DIVINE BEAST KING GEYORKIAS.”

by now VEIGUE’s friends are at his side again. they, too, can’t believe what they
are witnessing. the DIVINE KING isn’t, as they all thought, a person — but a giant
beast. and his mission is to bring peace to this world, which sounds kind of
admirable. his method, however, involves eradicating all the HUMA from this
world.

no matter how god-like this creature seems, it needs to be stopped!!!

BOSS 11: GEYORKIAS

HP:100000 WEAK:- STRONG:-

GEYORKIAS has a giant amount of HP and very strong attacks. he constantly
switches between two positions. in the air he is much less dangerous and this
time should be used to heal. on the ground he can dish out some serious
damage to your party. always defend against his beam-attacks and try to take
as much of his HP as possibl eafterwards. you can hit him with most attacks
when he is in the air, but it’s a lot harder to do and — to say it once again — this
time SHOULD be used for healing. good luck!
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after this decisive battle, the queen remains gone. CLAIRE, however, returns

into VEIGUE’s arms — to everyone’s relieve. it is done. in the end, they achieved
what they went out to do. they saved CLAIRE and managed to get home. save
and sound...

...all of them...
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RAZILDA AREA

RAZILDA €
HARBOR

1. SULZ: after CLAIRE wakes up, head upstairs and hear about POPURA causing a commotion at the assembly
hall

. SULZ: head towards the assembly hall

. leave SULZ together with ANNIE

.rest at KEKETTO HOSTEL

. head to PETNADJANKA — TYTREE will join the party once again

. go to MESECHINA CAVE and visit the imprisoned EUGENE

. take the boat at BALKA HARBOR to RAZILDA HARBOR

. RAZILDA: talko to the the HUMA mayor of the village (building in southern part of village)
. RAZILDA: outside, follow ZAPIE to the inn — you will meet HILDE there

10. RAZILDA: leave the village for a small scene.

11. RAZILDA: enter the inn and get the medicine for EUGENE

12. go back to MESECHINA CAVE and fight BOSS

13. MESECHINA CAVE: destroy the unstable wall and find two stone tablets

14. MESECHINA CAVE: examine the left one closer and tap on the strange crest.
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15. return to RAZILDA and enter the inn for a scence

16. RAZILDA: examine the tapestry on the 1% floor of the inn

17. RAZILDA: talk to the innkeeper

18. RAZILDA: talk to the woman in the central house of the village (bear-like GAJUMA)

19. RAZILDA: go to the northernmost house of the village and get the GAJUMA flag from the GAJUMA mayor
20. RAZILDA: go to the southernmost house of the village and the the HUMA flag from the HUMA mayor

21. RAZILDA: sleep at the inn — during the night, there will be another “word-puzzle”. enter the japanese word
for FLAG to advance: /™%

22. RAZILDA: leave the inn and examine the flower cart in front of it

(PS2-VERSION: another password is needed to advance: &)

23. RAZILDA: return to the woman in the central house and talk to the florist

24. go east from RAZILDA and cross the giant swamp until you reach the ZEREN WETLANDS SPRING

25. ZEREN WETLANDS SPRING: recite the poem correctly to enter (see page 74)

26. SHRINE OF EPHON: go through the dungeon to complete the trial

27. SHRINE OF EEPHON: defeat BOSS and get info on how to continue from here on

28. leave the shrine and head south towards PIPISTA

A — )V R

SULZ

after the ritual, quite some time passes, before CLAIRE finally wakes up again.

she is back in SULZ and VEIGUE is right beside her. but CLAIRE still seems kinda
confused. also, ZAPIE reacts really strange to her... they all might just need
some time to get back on track.

VEIGUE gives CLAIRE a moment alone with her parents and goes upstairs. there,
he hears unnerving news about an old friend: aunt POPURA is causing a
commotion at the assembly hall...

when VEIGUE arrives at the scene, aunt POPORA is arguing with the HUMA
inhabitants of SULZ, igniting a discussion about race. when VEIGUE tries to get
her back to her senses, POPORA attacks him. luckily, ANNIE appears. with her
powers she can cool of the angry GAJUMA’s head.

back at CLAIRE’s place, VEIGUE and ANNE talk. she has bad news: EUGENE has
changed, talking just like POPURA did. and they are not the only ones.
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to help EUGENE (or as she says: to help MAO), ANNIE is trying to geht the
group back together. VEIGUE is impressed. that she, out of all people, would go
to such length to help EUGENE...

even though he worries about leaving CLAIRE behind, VEIGUE agrees to come
with ANNIE. however, soon after, CLAIRE will have followed up on them. at
PETNADJANKA, TYTREE also joins the group once again. they all take the boat
from BABILOGRAD to reach EUGENE’s and MAQ’s location.

at MESECHINA CAVE, the group finds EUGENE who has imprisoned himself. he
is changing more and more — and he’s afraid to hurt one of the HUMA — or
worse: one of his friends. he asks VEIGUE to kill him, but since this is out of the
guestion, the party decides to find another way to help their friend.

VEIGUE, TYTREE and ANNIE leave to get medicine for EUGENE. CLAIRE and MAO,
meanwhile stay behind to watch after their GAJUMA-friend. but CLAIRE sneaks
out of the place and travels to BALKA. in front of the castle she tries to get
access, begging MILHAUST to let her in and listen to what she has to say... but
to no avail...

at the village of RAZILDA, where HILDA is researching the rise of GEYORKIAS,
with the help of one of the soldiers from BALKA PRISON, the party manages to
get their hands on some medicine. back at MESECHINA CAVE, they have to
bring down EUGENE, before they are finally able to cure him...

30SS 12: EUGEINE

EUGENE is another one of those enemies that
are very hard to stagger. this, however, is his
only outstanding talent. in terms of HP, attack
power and defence, he is a real pushover.
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deep inside the cave, VEIGUE’s group discovers two strange stone monuments.
the symbol depicted on one of them, leads them back to RAZILDA, where they
investigate about the ancient POWER OF DARKNESS. that power seems to be
connected to the SAINTS of legend who fought the DIVINE KING.

THE IMPRESSION: the party is able to get more information about the DIVINE
BEAST KING and his fight against the SAINTS. when the king was sealed away, a
phenomenon called “THE IMPRESSION” arose: GAJUMA turned more and more
hostile which caused a great struggle between the races. just like what is
happening right now...

SINA

RAZILDA

EXIT \

69



f’\—-‘d‘,\
a guide by: SLEEPY RACOON i

after solving a puzzle that involves RAZILDA’s former flags, the party stands in
front of the spring where the POWER OF DARKNESS is supposed to be sealed.

they recite the poem of RAZILDA’s founders:

within the darkness, we search for HOPE // FEIZ W T, FITFELE KD D
within the darkness, we find COURAGE // [HIZB W\ T, FITER %15
within the darkness, we reach the TRUTH // IR W T, FITEZEICE S
within the darkness, we get to know LOVE // FIZBW T, FiIEL NS

..and from the bottom of the ZEREN WETLANDS SPRING rises an ancient
shrine...

/(‘—‘7??/0)*'53;&

SHRINE OF EEPHON

inside the SHRINE OF EEPHON, TYTREE has several strange visions. as it turns
out, the young man is tested by EEPHON — one of the SAINTS. TYTREE's test
involves his statement that all people, HUMA or GAJUMA, are the same.

at the heart of the shrine, the party learns that EPHON is also a DIVINE BEAST,
just like GEYORKIAS. they also learn that there have been many names for
those DIVINE BEASTS - “SAINTS” or “POWERS OF DARKNESS” are just two of
them.

before the trial can be completed, the party has to face EEPHON directly, and
the battle is a tough one:
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BOSS 13: EEPHON

HP:79000
WEAK: LIGHT

EEPHON dishes out tons of
damage. the best way to tackle
him is to play very defensive. try
to use LIGHT based attacks as
often as possible, since he is
weak to them. and lastly: be
sure to go into this fight with a
full stack of healing items.

afterwards, the sacred beast grants TYTREE it’s legendary power. to get rid of
the IMPRESSION the party has to get the power of all the sacred beasts.

EEPHON guides them towards the southern desert and as soon as the party
leaves the shrine, they march towards the city that is located there: PIPISTA.

however, on the road a heated discussion arises: HILDA does not want to
understand why EEPHON chose to grant TYTREE his power. she envies the
young man and claims that none of the group would understand the reason

she’s upset...
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PIPISTA AREA

1. go to PIPISTA
2. PIPISTA: talk to the villagers in front of the chieftains house
3. PIPISTA: visit the chieftain and talk about HACK
4. PIPISTA: go to the house near the village's entrance and talk to the GAJUMA who guards HACK (change to
EUGENE with "X + L")
5. PIPISTA: talk to HACK about the legendary sleeping bird
6. PIPISTA: talk to the man in the house with an ostrich right in front of it.
7. PIPISTA: get the egg from the ostrich
8. PIPISTA: at the inn, talk to the food vendor and examine the food stall next to him afterwards
9. PIPISTA: return to the chieftain and choose the second option
10. PIPISTA: everyone will head to the sacred altar and try to reveal the sleeping bird
11. PIPISTA: return to HACK and have him released
12. return to the altar and talk to HACK - he will hint towards the wasteland north-west of town
13. activate three of the HOLDERS OF FLAME with MAQ's power - look for the image of a bird in the sand:
- activate the HEART of the bird
- activate the left tip of the WING
- activate the right tip of the WING
14. a huge tower will appear - the SHRINE OF FENIA
15. climb the tower and talk with FENIA at the end
16. with the trial completed, head back to PIPISTA and talk to the chieftain
17. PIPISTA: HACK has gone to RAZILDA — follow him there
18. RAZILDA: follow the escaping HACK talk to the angry villager on the way
19. RAZILDA: talk to the GAJUMA mayor in the north of the village (use EUGENE!)
20. RAZILDA: talk to IGOR in front of the inn
21. return to the shrine of EEPHON and go deeper in, until you meet IGA and later HACK
22. return to RAZILDA
23. RAZILDA: head to the western area of the village where the crowd is fighting
24. RAZILDA: go to the inn and enter the vacant room on the 1% floor
25. head north and cross the GREAT POKUNAN BRIDGE, soon after you will reach KYOGEN
72



EERZ

PIPISTA

EEPHON’s hint was an ancient poem about a sleeping bird. when the party
arrives in the southern village PIPISTA, they immediately spot a bird-statue at
the entrance. seems as if they’re on the right track.

PIPISTA is a small village, carved in the stones of the canyon. it’s inhabited by
GAJUMA only; and those aren’t fond of HUMA at all. the meet HACK again, who
visited the area after finding some clues about a sleeping bird in MESECHINA
CAVE. the sacred altar of PIPISTA holds the key to reviving this bird.

unfortunately, HACK can’t
support the party too much. he
himself is in trouble. for sneeking
around at the altar, the villagers
of PIPISTA imprisoned the poor
guy. VEIGUE and his friends try
to find out more about the altar
and the bird. one villager tells of
a RED ORB OF LIFE that seems to
be of importance. with it, the
altar could be ignited.

eventually, the mystery of the
sleeping bird can be solved and

the location of the second
DIVINE BEAST appears...

it's a giant tower in the middle of

the  wasteland  surrounding
PIPISTA: the shrine of FENIA.
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SHRINE OF FENIA

inside it becomes clear that this time MAO is the one who is tested. he
experiences visions of his past. his confunsion about his identity, his first
encounter with EUGENE... and even a vision from his life before all this...

in the end, MAO is able to find out the truth about his lost memory: he didn’t
have one to begin with. MAO is an entity created by the DIVINE BEASTS to
examine the people of this world. all of this FENIA tells the young man in secret.
and he decides to keep the information to himself... for now.

once again, HILDA is desperate to become stronger, as well. she begs FENIA to
grant her power... and gets furious when her wish can’t be fulfilled...

after the events at the shrine, the party returns to PIPISTA. in order to find
HACK who has already left the village, they head back to RAZILDA. there, the
situation between the two races escalates. the party then encounters
MILHAUST again, who is trying to calm down the crowd. his orders come from
SILVA — and they include taking SALEH and THOMA with him...

when VEIGUE and his group meet HACK again, they discuss FENIA’s hint
towards the next DIVINE BEAST.

“... a tower reaching to an ocean of clouds...”

following HACK's advice, they head north towards KYOGEN.

meanwhile, AGARTE wakes up on the beach near RAZILDA. it slowly becomes
clear what is going on with her and CLAIRE... but it’s still a little while until
VEIGUE and his friends will learn the whole truth...

74



FINISHING THE TRIAL

1. reach KYOGEN and talk to the man in the house on the far west side of the village

2. go to the inn to meet FRANZ the adventurer again

3. go to the big residence in the north-east of the village to meet master WAN GIN

4. return to FRANZ at the inn

5. return to WAN GIN’s right hand and choose the first option — “CLAIRE” will be imprisoned and the party has
to solve a little puzzle

6. choose two characters to accompany VEIGUE

7. talk to the three visitors from the other regions (switch party members if you can’t progress — EUGENE
should not be in the party)

8. enter the WAN GIN’s residence

9. head to the villages entrance to meet FRANZ

10. leave the village to save CLAIRE from the thieves!

11. return to KYOGEN and - after settling everything with WAN GIN — talk to FRANZ again

12. continue gathering the powers of the SACRED BEASTS... this task will lead you to...

13. NOLZEN: where the party is lead into a trap at the TOWER OF NEREG

14. NOLZEN: where the party is able to grab a boat and reach the SHRINE OF WONTIGA

15. BELSAS: where the party meets SUSIE again and the truth about CLAIRE and AGARTE is revealed

16. BABILOGRAD: where the party enters the SHRINE OF SHAORUNE and is able to get the ultimate means of
transportation

17. NOLZEN: where FRANZ guides the group towards a hidden village of HALVES at the northern-most edge of
the world

18. MOCRADO VILLAGE and the SHRINE OF GILIONE: where HILDA finally manages to get the power of one of
the SACRED BEASTS

gl

KYOGEN

after TYTREE and MAO have received their powers from the SACRED BEASTS,
the party continues to find the remaining ones. each BEAST hints towards the
next destination, which leads the party on a journey around the whole world.

not only is it their only hope of stopping the IMPRESSION from causing more
and more conflict between the people of this world — the heroes have to learn
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a lot about themselves, as well. confronted with the trials of the SACRED
BEASTS, each and everyone of them is able to find their own determination.

after leaving RAZILDA, the party’s first stop is the northern village of KYOGEN.

there, they have a rather unpleasant encounter with WAN GIN that involves
CLAIRE and QUEEN AGARTE being imprisoned. luckily, everything turns out all
right and the journey can go on.

they also run into FRANZ once again. from him the heroes hear about the
GARDEN OF ILLUSIONS and the northern city NOLZEN.

V1% A%

NOLZEN

the cold harbor city NOLZEN lies north of KYOGEN. following a stranger’s advice,
the group heads to the TOWER OF NEREG, where they hope to find the next
shrine.

XV T DB

TOWER OF NEREG

at the TOWER OF NEREG, VEIGUE and his friends run into a trap. SALEH wanted
them out of MILHAUST’s reach. so he lured the group to the top of this tower.
somehow he is able to control the DARK WINGS and the group is forced to fight
the trio once more...

also, the tower they are really searching for, reveals itself to them. they are
able to spot the SHRINE OF WONTIGA in an area south of NOLZEN, on the
plains surrounded by a mountain range.
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SHRINE OF WONTIGA

while searching for the “tower reaching to the ocean of clouds”, ANNIE finds
herself confronted with the past. while she did warm up to EUGENE, she still
has trouble dealing with GAJUMA. but she does come closer to unerstanding
her father’s words...

“THERE IS NO COLOUR IN LIFE”...

ANNIE assists DR. CURIA with the treatment of a group of GAJUMA soldiers in
NOLZEN. she discovers that EUGENE, too, has some deep wounds from the
events sourrounding her fathers’s death...

it only when the group enters the SHRINE OF WONTIGA that ANNIE learns the
whole truth: her father, DR. BARRS, was the one responsible for the late king
LADRA'’s illness. he had poisoned the king over a long period of time...

when EUGENE tried to talk to BARRS about the matter, he was attacked by his
friend and the struggle lead to the doctor’s death. in his last moment, DR.
BARRS seemed to be his old self again. he asked EUGENE to take care of QUEEN
AGARTE and his daughter ANNIE...

the revelation hits ANNIE hard. but because EUGENE gave her the time to find
out the truth herself and to realize her own point of view, ANNIE is able to
complete the trial. thanks to EUGENE, the young healer has found her own way
in life. her own meaning of the phrase “there is no colour in life.”. together
with EUGENE, she decides to find out the truth behind the truth — the real
reason why a man as kind as her father would do something that cruel to the
late king...

ANNE is able to let go of her hatred and receives WONTIGA’s power...
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BELSAS

the next SACRED BEAST — SHAORUNE — doesn’t need to be found. directly after
WONTIGA grants ANNIE it’s powers, SHAORUNE’s voice can be heard. the
SACRED BEAST starts talking to the group and urges VEIGUE to travel to BELSAS.
something very precious to him is in danger...

in BELSAS, the conflict between HUMA and GAJUMA escalates. VEIGUE and his
friends are able to stop the evil deeds of SUSIE’s father. they also learn the
truth about CLAIRE: during the ritual in which GEYORKIAS was summoned,
CLAIRE and QUEEN AGARTE switched bodies. so the person travelling with
them this whole time, was actually the queen?!

both women have learned a lot while looking through each other’s eyes. but
instead of talking further about the situation, QUEEN AGARTE (inside CLAIRE's
body) flees from the situation.

7 V— DR

SHRINE OF SHAORUNE

SHAORUNE guides VEIGUE to his shrine at the temple of BABILOGRAD. the
young man learns a lot about AGARTE and her relationship with MILHAUST. he
is also able to overcome his doubts about CLAIRE’s identity and is able to finish
the SACRED BEAST’s trial.

before letting them go, SHAORUNE has one last surprise for the party: from
now on, they are able to summon the SACRED BEAST and travel on it’s back.
getting around the world has suddenly become a whole lot easier.
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BOSS 14: SHAORUNE

F7 T Nk

MOCRADO VILLAGE

the next hint is aimed directly towards HILDA. she herself is supposed to be the
clue to finding the next SACRED BEAST. with the help of FRANZ, who can be
found in NOLZEN, the party finds a hidden village inhabited by HALVES:
MOCRADO, on the northern coast of the continent.

HINT: during the conversation with FRANZ in NOLZEN, another word is required
to progress. one of the possible answers is “CARD”, or

J—F
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here, HILDA gets to meet her mother for the first time... only to loose her by

the hands of THOMA. the young woman learns about her past, about her

parent’s love for each other as well as their daugther. she manages to defeat
THOMA and get her revenge. but more important: at the SHRINE OF GILIONE,
she learns an important lesson about the word “HALF”...

FINALE

1. aquire the final power of the SACRED BEASTS
2. travel the world to stop the people from fighting
3. enter MOUNT SOVEREIGN and confront the evil mastermind

behind everything...

4. ...only to learn that there is more to the story
5. enter YURIS’ REALM and head into the final battle to save the world

30SS 15: THOMA

THOMA hasn’t changed much, since the last
encounter. his one and only dangerous move is still
his punch attack. bring some LIFE BOTTLES in case
can’t manage to avoid it.

now, only one SACRED BEAST is left. after a little game of TREASURE HUNTING,
the party discovers it’s resting place deep under SUNNYTOWN’s main square.
here, VEIGUE is able to come to terms with his inner battle: no matter how
much her appearance changes: CLAIRE is CLAIRE. it’s her heart that makes her
the person she is. with that, VEIGUE is free from his demons.

all trials have been completed.
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MOUNT SOVEREIGN

even with the power of all six SACRED BEASTS, conflict between the HUMA and
GAJUMA doesn’t settle down. although the IMPRESSION is gone, the hatred
between the two races is too strong. the party travels from town to town in
order to bring peace back to the people, but with every fight they are able to
end, another one arises. there is only one chance the group has left: they head
to MOUNT SOVEREIGN, where GEYORKIAS sleeps. since the DIVINE BEAST KING
can’t truly be killed, his spirit rests within the mountain. the group plans to
wake him up, confincing him that HUMA and GAJUMA can live in peace.

BOSS 16: FOUR STARS

however, before VEIGUE and his friends can achieve that goal, they have to
face the FOUR STARS, as well as the perpetrator behind all the chaos: ZILVA,
AGARTE’s right hand, reveals that she herself is able to control the FORCE OF
THE MOON. with the power to switch bodies, she controlled DR. BARRS and
killed KING LADRAS...
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after a long and hard battle, ZILVA can be brought down. but unfortunately,
this is not the end of it. ZILVA herself was merely a puppet for the force behind
it all: YURIS, the heinous entity that was once born out of the darkness in
people’s hearts... the party is able to wake up GEYORKIAS, but even the DIVINE
BEAST KING isn’t strong enough to beat this new enemy.

=Y R i

YURIS’ REALM

on the back of SHAORUNE, the group enters the dark sphere above MOUNT
SOVEREIGN. some last puzzles to solve, some last bonds to prove. and one last
enemy to defeat. meanwhile, the group’s actions during their travels are
starting to bear fruit. when more and more people manage to overcome their
prejudices, YURIS starts getting weaker and weaker. it’s now or never:

VEIGUE, EUGENE, MAO, ANNIE, TYTREE, HILDA, CLAIRE, AGARTE and
MILHAUST... they have come so far. after all the struggles - after everything
they have learned about the world as well as themselves - their final battle lies
ahead:

FINAL BOSS: YURIS

HP: 210000

since YURIS has such a huge amount of HP, you might be tempted to
concentrate on him as much as possible. that however, can get you into trouble

quickly. he constantly summons his minions, floating eyes called YURISEYES.
while they aren’t very dangerous in small numbers, once you’ve got a big group
of them floating around the battlefield, things can go south. try to kill the eyes
as fast as possible, attacking YURIS in between. the fight is going to be a long
one, but it’s surely worth the effort. the people of CALLEGEA are in danger. and
they are afraid. all of them. no matter their age or size, their home or their
parents.
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it’s over! with one final strike, VEIGUE is able to bring down the evil entity.

however... just like GEYORKIAS, YURIS can never be truly killed. as long as there
is darkness in the hearts of man, there is a chance that the beast might come
back. but now that they know the truth, VEIGUE and his friends will do their
best to guide humanity towards a better future. that is what makes them who
they are.
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THE END
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