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Version History and About this FAQ

About this FAQ:


Because of the formatting, the Grandia FAQ can only be viewed correctly in text viewers that can properly 

display document files, such as Word-pad (available with any version of Windows) or other more versatile word 

processor programs, such as Word Perfect. Also note that simple text editors, such as Notepad, don't use any formatting

 that you see here and Notepad also can only open a file of less than a certain size. Mistakes or suggestions of this FAQ

 may be submitted to me at kwarlord@hotmail.com with the word "Grandia" somewhere in the subject line. Enjoy!

(updated in OpenOffice 3.1 format)

Version History:


version 1.25:  Updated in 2009 with the OpenOffice format. Still incomplete and now the game is very


difficult to find. (but well worth it!) 


version 1.2: The location of the Castle of Dreams, plus the entire move and magic list for all characters. Also,

 
the Tower of Temptation walk through.


version 1.1: The walk through for disk 2.


version 1.0: I Just started this FAQ on Christmas Day of 1999. I'm going to do the basic structure of the FAQ 


and as much of the walkthrough as I can. Do not worry, though, for I shall eventually explain both disks and any


 secrets that I may uncover with each new version.

***********************************************************************************************

What is Grandia?

Grandia is a Role Playing Game. This game stars a young boy set out on adventure. He and Sue will get to see many

 places and fight many battles. The story that unfolds as the game progresses is simply wonderful!

***********************************************************************************************

Controls/Game play

Grandia isn't your ordinary game, meaning that each time you use a weapon or cast a spell you not only improve the

 weapons and magic, but you also improve your character's stats as well. For example: a mace has the attribute of 

+2 strength and +1 Vitality. When you increase the weapon's level by using it, you get those bonuses in stats in addition

 to any increases you would when he or she gains an experience level.

Field Controls:


Circle Button: Hold down for your characters to run.


Triangle Button: Access the menu.



Menu Options:



Use: use an item in your inventory



Equip: equip a character with weapons and armor



Magic: Use magic



Moves: See what moves you have learned and also see what moves you are able to learn.



Status: a general summery of your character.


X Button: examine objects in front of the party.

Combat Controls:


Circle Button: cancels the next move and brings up the Combat Menu.



Combat Menu:



Attack: use regular attack



Combo: use two regular attacks to inflict more damage



Critical: a powerful normal attack that is kind of risky.



Moves/Magic: use the character's learned moves or magic during their turn.



Items: Use a character's items in combat.



Escape: Party tries to leave battle. (note: you get nothing if you do this)



Defend: use this when a character is really weak. They won't attack, only defend.



Look: examines an enemies in battle.



Tactics: L1 executes the current single tactics. R1 executes the party tactics. Highlight the



 character or party tactics and press X to change and X again to set it. Circle backs you up.



Square Button: Same as the look command.



Triangle: Same as the Play Fair tactic.

The Tactics Command:

Manual: You get to enter commands

Play Fair: uses no moves or magic, only basic attacks.

Power up: concentrates on using magic and weapons

Withdraw: uses evasion abilities only.

Each Own: characters fight according to their personality

Safety: perform recovery actions often

Go Wild: Uses most powerful attacks and magic

Meanie: Fight and make enemies difficult to fight back.

***********************************************************************************************

Walk through

The Town of Parm: 


You need to find the three "legendary" pieces of equipment and show them to Gantz before you can pass to the

             other half of the town where Justin's House, Lilly's Seagull Restaurant is found. The Helmet is found along the river

             bank, just find the ladder that leads to it. The Shield is found by the docks, one of the alleyways takes you there. For

             the Sword, you have to find Gantz's brother who has the key to his treasure chest. Get the key and return to Gantz's

            house to get the sword. At that point, some adults will ask Gantz why he blocked the bridge, so just sneak by and go to

            Justin's house. 


Go upstairs to find Justin's living room and a Stash Item icon. Here you can dump any items that you think you

 may need later. The next set of stairs leads to Justin's room. Check the bucket of posters for Justin's money and check

 the drawers for a First Aid Kit. Next door is Sue's House and right next to that is the General Store where you can buy

 items, weapons, and armour for your journeys.


Now is the time to go to the Museum to see the Curator so you can go to the Sult Ruins. First, talk to the

 Curator and then examine the statue by walking up the stairs and press X. Now go see the Curator in his office to get

 the letter of permission for the Sult Ruins.

Sult Ruins:


After you get in, stand in the little blue circle and press X to get a bird's-eye view of your surroundings. Go over

 the stairs to your right and down to find another lookout circle. To the right is another set of stairs that leads to a

 yellow circle with an exclamation mark on it. This is what is called an Action Point that helps you progress through

 the area. This will lower the bridge to the entrance to the Ancient Ruins that is blocked by a giant statue. Save your 

game and find some treasure in the area before you examine the statue.


This area is pretty easy to figure out. All you do is press the button on the control panel until you can go through

 the door. Now all you have to do is simply press the center tile twice to find the Chamber of Illusion. In this chamber

 is a pretty lady with quite an interesting story. After you get out, you'll have an encounter with Mullen and then meet 

his pet at the entrance, a Rock Bird.

Leck Mines:


Before you can can go here you need to go talk to Justin's mom again back at Palm Town. Now you need a pass

 to a ship, but you soon discover that Java has it and he usually hangs out at a Cafe. Talk to the Lady in front of the 

Cafe and she will tell you that one of the workers forgot to return a key to the Cafe after he has finished his job. This 

worker can be found at the Docks, talk to him to recieve the key. The Lady in the Cafe will then ask you to return 

Java's wallet to him. Now you can take a Train to the Leck Mines.


After you exit the train, follow the tracks to the left to find his house in the lower left near the entrance of the 

mines. He will then say that he will only give you the pass if you beat the boss monster in the mine. Go across the one

 track that spans to the other side. Don't worry if you fall off, there's a rope that you can climb back up with.

 Eventually, you will find where the Boss Troll is. Use the grenades on him to finish him off quickly. Now head out

 and you'll take a quick ride in a mine cart to get out of here. Once you recieve the Pass from Java, head back to Palm

 for your final meal with your mom. Now it is time to head for the port to board the Sea Gull.

Sea Gull:


Go down below and talk to the enginners and the other passangers. When you go above deck again, you'll see 

Puffy race ahead of you. follow it to discover that Sue has stowed away on board. Now you have no choice but to 

become sailors for awhile. Take a rest in the crew's quarters and then go up deck for a little mini-game called Swabbing

 the Deck. The trick to this game is pressing X in a rythm that won't tire Justin out but still be able to do the job fast

 enough. If you do it right, Justin should be able to swab all the rows before Sue manages to swab even one! :-). After 

about three tries, take another rest and you'll wake up to meet your newest party member, Feena. Together, all three of 

you must explore a Ghost Ship and defeat the Boss in it.

Ghost Ship:


You need to find the Captain's Quarters on the Ghost Ship, but you can't use the main door from your side, try 

going down that open grate to the right. Once you get in there, read the log book to learn that the ship was attacked by

 a giant squid. Guess what pops up out of the floor! To beat the Squid, I used the party tactics of "Go Wild", but you 

may need to use the single tactics (L1) with Sue as your Safety. Now you can rest and enjoy the rest of the cruise unti

l you reach New Parm.

New Parm:


Go to the Adventurer's Guild and talk to the the new president. You need the password in order to see him

 though, so talk to the secretary first. After the argument with Yakon, head to Feena's house by going through Merril

 Road. Once there, save your game inside and then examine the clothes on the line by the save point. You will get a conversation and then Yakon will abduct Feena and try to make her his bride. Head back to New Parm and this time

 go to the storeroom behind the church to find the underground passageway to the inside of the church. At each 

floodgate, turn the wheel to lower the water so that you can continue on. At the lowest level, there is a tunnel that leads

 to another Action Point. Activate it to open a hole to the storeroom. Save your game and then climb the crates, starting

 with the lowest crate. Now go across the top plank to interupt the sham wedding. You'll now have to beat Chang to

 teach Yakon a lesson. For this battle, it is also a good idea to use single tactics with Sue as Safety. Now it is time to

 head to the Mountain pass and further on to the Dom Ruins.

Rangle Mountains:


The only thing of interest here is when you get to a pond, the party will camp for the night. Continue on to 

proceed to the Dom Ruins. There are also two Mana Eggs here, as well.

Dom Ruins:


The first thing to do is go past the forest in front of the Ruins. Unless you have Fire magic, avoid the Ents at all

 costs and proceede to the Ruin Entrance. Once you get inside, you'll come across a circular room with a switch and a 

face in the center. Hit the switch and go through the door. Now climb down and find another circular room with a 

switch and examine it to go down further. You'll then come to a partial bridge with a floor switch you should stand on. 

Retrace your steps to find another switch that bridges the other gap. Save your game at the door before you fight this 

Boss. The Powerup tactic will do just fine against him. Now exit the ruins and you'll come across a strange creature

 that is badly wounded. Feena will take pity on the poor creature and they will return to Feena's house to see if they

 can treat his wounds.

Herb Mountains:


step outside, and you'll go to the blocked off area to enter the Herb Mountains. There are three white flowers 

and one red one. You want the red one. Take it back to Feena's House to heal the creature. The next day, you'll hear

 music playing and then Mullen's trio will show up to abduct him and your party.

Solvev Base:


Grab the pipe and hit the guard over the head to escape, then proceed to the next room to get the other key. 

You'll be captured again, but this time it will seem that Leen is trying to help you escape. Free your other friends and 

go up to a barred door with a save point to the side. Climb the barrels to the air duct to make your way to the control

 panel by the door. the sequence is: up,up,down,down,left,right,left right, B,A,....just kidding! :-). the REAL 

combination is right,right,left,left,down,up,down,up. There is another save point beyond this door.


Now open up the cage by using the crank to the right. As all of you are exiting this room, one of the three

 sergeant ladies will attack you. You should at least have your water magic up to Alheal level, if not then use Sue's 

"Rah-Rah Cheer" when your hit points drop. Fight some soldiers in the rooms to gain more experience and power and 

then head back to where you came in from and save. At the nearby stairs that leads up, you will meet the second officer

 with a damage attack that hits up to five turns before you make even one, so be prepared! Now you get to face the third

 officer that does a nerve gas attack. Either have cure magic (water/earth) or take her out quickly. Now take the train 

(they let you escape, did you realize that?), and you'll see a couple of sequences followed by several regular fights back

 to the engine room. The three ladies will try and stop your party, but Justin has a pretty cool trick up his sleeve to 

thwart their plans! Now it is off to...

Mist Forest:


There isn't much here, but you need to go through here to get to Luc Village.

Luc Village:


Talk to the Mayor three times and you'll be given a quest to get some nector to prove you are a member of their

 village. DO NOT forget to visit the weapon store, they have some great weapons and armour for your party. Now then,

 take the gate next to the save point in order to reach the Statue of Light. Return and you'll discover that the enemy has

 found the village. Go back to where the statue is and after that sequence of events is over, return to the Mayor and then

 leave the village via the colorful gate. Navigate through the Eastern part of the Mist Forest until you reach the base of

 the End of the World.

End of the World:


Actually, its a pretty big wall, dividing the Icarians from the rest of the world. Go inside this little alcove  and 

press X to open the way. In many spots, there are these platforms that lift you up to other places, simply move around

 on one until you find the hidden trigger that activates it. Other Action Points take you to the upper sections of the great

 wall. There are two spots where the party takes a break and a save point is also there. The final rest break has no save

 point, but there is a sequence that takes you back down to the other side of the wall rather quickly.

Flying Light of the Dragon:


Sue is missing! Proceede to area two to find her and your new ally, Gadwin. Gadwin starts at level 30 with both

 the fire and earth magic! yes! Now go to area three and look for branches to climb on to get to the Village of Dight.

Village of Dight:


After you go shopping, go to the Inn and talk to the rabbit-guy. Now go to the Innkeeper, save and then select

 the top option of "Lodging? No meals?". Gadwin will talk to the village chief and then Justin will volunteer to go with

 Gadwin to Mount Typhoon.

Mount Typhoon:


When fighting the Mold Birds, be sure and carry plenty of vaccines because that plague status is nasty! Stay out

 of the toxic water as much as possible, it drains your hit points very quickly. Climb to the Peak area, you are looking

 for a tall leafy tower in the center.

Typhoon Tower:


There are three mushroom switches to the right path, one up ahead, and another one to the left. You will then 

have to travel back and forth between the two levels to open the way. Look for a button in a stone to grant you access

 to the boss monster. To defeat the Hydra, concentrate your attacks on the "nice head" (third head from the left), this is

 the one that heals the other heads.


Now a scene will unfold with Justin choosing a path to claim the spear and the Tower will explode into little

 pieces. Return to town and talk to the Chief. He wants you to plant the spear into the Dragon's Nest nearby. Now its

 off to Lama Mountains and Gumbo Town.

Gumbo Village


Talk to the Mayor and that fool Justin will volunteer him an Feena as a sacrifice to the Fire Dragon. There are

 two save points at the Volcano, one near the start, and the other near the dragon's lair. To beat him, just select

 "Go Wild". If you got the Dragon Sword from Lama Mountains (press X on the rail carts to get them moving), then

 he should be easier to defeat. Return to town, talk to the Mayor again, and then find that quiet spot so that Justin and 

Feena can get a little closer(heh, heh,). Find the boatman to go to Twin Towers.

Twin Towers:


You can only get in from the northern entrance. From there, find the door guarded by two Garyle soldiers and 

say that you're Tour Guides. Once inside, check the central area and then go in. Look around and then try to go out

. Mullen, Leen, Feena, and Justin will get lost in the bottom of the towers. Now that Justin is alone, try destroying all 

of the enemies with your lowest level weapon. They're not so tough! Once you get out, return to Dight Village and talk

 to the Chief again. Sue will get sick, so you'll just have to take on Vanishing Hill without her...(oh joy!)

Vanishing Hill:


When you come to the save point and the gate, take the left path to get the Silver Key. Use the key on the door

 and face the Mantis-like boss. Throw everything you got at him and then take the lift to the upper path to find the 

Gold Key. Hit the switch on the right to activate the stairs and hit the switch there to lower the pillar that contains the

 key. Now go back and take the right path and use the key there. Run across the tilting platform and take several lifts 

down to the other areas. You'll eventually come across four switches. Hit the switches in the row until they form a 

stairs. If you mess up, hit the forth switch and the switches will change position. When they are in correct order, hit 

the forth switch again to complete the stairs. Go up and fight the Mantis boss again, only this time watch your health 

because he just got a little meaner!


Return To Dr. Alma's Office in Dight and then take Sue to the Teleportation Device. Return once again to

 Dight to talk to Gadwin in the Inn. Find Gadwin again to use his boat. Take the boat and you'll come across a 

mermaid trap. Defeat the boss by killing the lure first, while watching Justin's health.

***End of Disk 1***

Virgin Forest:


Find Guido and save your game. Now you have to go through three Action Point to get to your new ally known

 as Rapp. He won't trust you at first, but you'll soon get a chance to prove yourselves in the nearby Boss fight. The

 plant-like creature is tougher than the other monsters that you've previously met on Disk 1, so set everybody to manual

 this time. Have one member cast Runner a few times while another casts Diggin a few times. While watching the 

party's health, cast spells that affect a group of enemies as much as possible. After the battle is over, Go talk to the 

Village Elder in Cafu Village to go to the Petrified Forest. I highly recommend that you upgrade your weapons and 

armor at the Weapons Store before you go, though.

Petrified Forest: 


Examine all of the statues and then go up to the part with the roaming monsters to get another Mana Egg. 

Take the path in the opposite direction and move underneath the petrified flowers to get to area 2. Go to the base of

 the cliff and Rapp will point out the Tower of Doom.

Tower of Doom:


Now you get to fight your new ally, Milda. After you win, she and Rapp will put their differences aside and 

join your group. Head toward the archway that leads inside the Tower of Doom. The door to the right is already open.

  Be careful when you fight the Elite Soldiers! You can set your party to Powerup and they should  be fine in these 

regular battles. Look for a room guarded by laser beams. There is an Action Point that blows the control panel that 

will open up the doors on the first floor. Continue on and look for a room with red glowing tiles, go to the end of the

 hallway to find yet another Action Point. Go back down to the first floor and save our game again. Now you can use

 the nearby stairs to quickly go up to the third floor. Turn off the panal lights if you want some extra items in the side

 rooms. Head up to face Gaia Protector. Use Runner and Diggin a few times, while watching your party's health. Now

 use all of your powerful attacks against it. After the battle, return to Calu Village and rest at the Inn with meals

 included. Go back out and find Feena from that path behind the Inn. After the sequence of events, return once again

 to the Inn and have another meal. Now its off to the Zil Desert.

Zill Desert:


There isn't much here except a few treasures and the entrance to Soldier's Graveyard. Proceede to Zil Padon.

Zil Padon:


There are some very good items in the Weapons shop, so be sure to check it out. Talk to the group outside of 

the Inn and then go inside and rest and eat. Save your game and then go to the Savanna Wilderness.


Savanna Wilderness:


Just keep going until you find the exit. If Milda says that "this isn't the right way to the Plateau", that is the

 location to the infamous Tower of Temptation, which you don't need to go to anyways. There is a Mana Egg in the 

west section and one in the east, so go ahead and look around for a bit while you're here at the very least.

Brinin Plateau:


Whenever a wall of ice barrs your path, press X to knock it down. There are parts in the Southern section 

where you have to get behind a snowball to continue on.

Laine:


Go meet with Darlin, then Derlin, and finally Dorlin (or as I'd like to call them, the Three Wise Cows. :-) ). 

Dorlin is the house in the back surrounded by an ice field inside the town. When you meet him, you'll discover that he

 has all the intelligence of that dimwit Pakon, but with twice the snot. (eeeewwww!). Milda says that he needs his

 horn, which is still held in Old Laine...Well, better get a mooo-ve on!

Old Laine (Warped Space):


The circlular ring next to the save point leads back out side, remember this. Go to these box-like walls and 

press X at certain sides to proceede. Look for a house that says "to Warped Space (2)". From there, go to the upper

 area and walk across some more boxes until it folds up on you and boxes you in. This will take you to the door that

 leads to section 3. Now look for the entrance to the warped space core. Inside is another Gaia Battler, which should

 be easy for you to defeat at this point. After the battle is over, take the chest and work your way outside again. Return 

to Laine Village and give Dolin the horn.


Milda will now leave your party. Return again to Zil Padon and go to the fountain in the town center. A Mogay

 will come up to you and ask you to visit the Elder's house. His house is located in the center of that spiral area in

 town. Talk to him and answer with the second reply...yep, you guessed it, Guido is the Mogay Elder! He will join

 your party and then its off to the Zill Ruins, located underneath the fountain.

Zill Ruins:


Sace your game, stash your items, and then proceede to area 2. Don't worry about falling down, you can climb

 back up and time it when the bridge is up. At the lower level you are looking for a sunken area with a switch that 

leads to a set of stair. The other sunken area leads back up. Go up the Stairs and you should see some moving

 platforms. These are easy to cross, so take your time.

 Eventually you'll come to another save point and then the Shrine. The Ruin Guard is a little tough, so set everybody

 to manual. What I did was have Rapp use Mist to teleport to the far side and have Feena cast Runner and Diggin a 

few times. Justin should keep everybody's health up and Guido should pickpocket at least once. Now that your defenses

 are in place, have Rapp cast Wow on Guido, make Feena use her Fire Whip, and Justin use Dragon Cut a couple 

of times. For single attacks, first concentrate them on one of the enemy's weapons to get rid of it. The Ruin Guard

 may also nullify all of your party's powerups, so be careful!


After you take the Knowledge Stone and head toward the platform, you'll discover that those infernal Garyle

 Forces have followed you here, better take an alternative path. After you go inside the rooms that lead to the way 

out, a sequence of events will occur, leaving Justin all alone once again. These circular rooms look almost identical.

 The only way you can tell for sure where you are in here is that there are these geometric holograms floating around.

 The exit is on the second floor. Now you'll find out that General Baal has Feena and you and the others chase after

 them on a flying mantis.

The Grandeur:


Most of this ship is pretty straightforward. The only obstacle you'll find is a gate, which all you have to do is

 stand beside it and press X. Now you'll get a rematch with the Trio in the Engine Control Room. Put Justin on

 Manual and have him use Alheal when the party's health drops to about half. The other two should be set to the

 Go Wild tactic.


Next comes General Baal. Justin has to face him alone, though. Use your most powerful attacks and use

 Healer to keep your health up. The Next regrouping is in north Brinian. Return to Laine to obtain advise from Darlin,

 he will tell you to go see Dorlin (whom you had to get his horn back). Near his house is the entrance to the Rainbow Mountains.

Rainbow Mountains:


This is another straightforward area. Climb you way to the peak where there is a save point, go under the 

waterfall, and across another rope bridge. Guido will then leave you and you'll recieve a rainbow ride to Alent Garden:

Alent Garden and Shrine:


You'll get to fight three bosses on your way to the shrine. Don't worry, at your current level they should all 

be a piece of cake by now. Between each boss fight, save and recover. If you can't get to the second boss, look for a

 gazebo of to the side that will take you up.


Inside the shrine, talk to the Liete holograms. Go inside Leite's room and talk to her three times. You'll get a

 very nice anime sequence and then Liete will join you! She already has four elements of magic and has mastered

 most of her spells already! sweet! Head outsite and you'll crash land somewhere in the East Savanna. Head back to

 the West Savanna and exit the area.

Azult Mountains:

  
From the west area, proceede to the east area and go through a tunnel to get to J Base.

J Base:


Find the room with the Icarian statue. One of the doors leads to the Tacom room. In that room, examine the 

statue in the corner to open up a secret passage. You'll see an injured Mullen and Leen. Go down the nearby ladder

 to go to the Underground Railway.

Underground Railway:


Go all the way to the end to meet the mutated General Baal. Concentrate all of your attacks on the tentacle. 

After he is defeated, Gaia will revive and go after Zil Padon. Go to the secret meeting place and talk to Feena and 

then Leen. Exit and go to Zil Padon.

Return to Zil Padon:


You return just as Gaia turns half of the town into stone. Fight two battles to rescue some villagers and you'll

 eventually come across a battle with another Gaia Battler. Defeat it and then go look for Mogay's tent. His tent is

 behind that Inn with the Stash Item icon. Now it is off to Azelt mountains once again, only this time the monsters 

are alot tougher.

Return to J Base:


Find the Control room and talk to Mullen once again. Go through the nearby door below to get to the cannon

 room. Leen will sacrifice herself and then its back to the millitary camp . Mullen will convince Feena into attacking

 Gaia alone at this point. Return to Zil Padon and talk to Guido to get some more advice. At this point, You will have

 a big reunion with all of your friends, then a doorway will form that leads to the Spirit Sanctuary.

Spirit Sanctuary:


Some platforms will rise or lower when you step on them, while others will open up new paths for you. Make 

your way towards the center and face the Mage King. Have somebody cast Runner a couple of times on your characters with Water magic and attack whenever possible. Watch your party's health, and be sure to use Alheal whenever necessary.

 Go up to the alter to find the inner chamber and receive the power to defeat Gaia from the spirits. Return to J Base 

and find the entrance to the Icarian City.

Icarian City:


This city is so big that I might have missed alot of goodies. oh well. When you get the door with four colored

 tiles on the ground, touch each one until it rises and a group of monsters will appear. I think the way I did this was in a clockwise order. Next, you'll come across the chasm with three colors for each path: red, yellow, and blue. I don't know 

what's on the blue path, because I could never get the bubble to glow blue to take me over there. When you get to

 area 4, you'll have to face another Gaia Battler. After that, you'll see Feena and Mullen in trouble and Justin will 

come to their rescue. Mullen will test Justin's new power and then after the battle, you'll see everybody else attack

 Gaia as a distraction while your party goes inside Gaia to destroy the Spirit Stone.

Gaia:


If you want the two treasures to the right, you need to hit the cactus spores in the following order: 

up, down, left, right. Your first boss monster is a Gaia Trent. Throw everything you got at it, this boss is the LEAST

 of your worries! Climb up the rope to go to area 2. Inside here, don't let the red chamber confuse you, you're trying to go straight ahead. At the end is the Gaia Armour (mantis creature). Feena should cast Runner and Liete should cast 

Symphony. Watch your health carefully, he's tough!


Now comes the tough part...not only is area 4 confusing, but the evolved form of Baal is at the end. When you

 get to the save point, save and go back and fight more battles. Return and go inside to face Baal. I think the righ

t G. Tentacle does all of the recover magic. The Cyst is the one that attacks with the seed shot, but it is only affected by

 physical attacks. You should leave the Baal portion for last. (note: a piece of Baal escapes...perhaps room for a sequel?)


Gaia itself is the toughest battle in the game! You need to be at least level 50 in order to defeat him, and even

 then you're in for a tough fight! I was lucky enough to defeat it at level 39. Liete kept using Symphony while the 

others concentrated most of their attacks on the right Mega Gaia Head. I was lucky that Gaia didn't cast Vanish even

 once this time, otherwise I would have been done for!

After the final battle with the Evil Gaia form, Justin and Feena will go into the back room and destroy the Spirit 

Stone to break the curse of Gaia and the cycle of ruin. Everbody will return back to normal and Gaia will revert back

 to its benevolant state (as a giant tree).


The End.

...

...

...

...

...

...

You didn't turn off the game during the credits, did you? No? well good. There is one last little detail the the story,

 so be sure not to miss it!

***********************************************************************************************

Moves/Magic

The first part is the parameters of each weapon and magic's bonuses for each time they level up. Below that is a list of 

the moves and spells, followed by learning requirements and what they do. Most moves and some spells can only be 

learned by a certain character. Any Comments of mine will be shown in parenthesis.

Sword:

Mace/Blunt Weapon:

Axe:

Bow/Missle Weapon:

Dagger:

Whip:

Fire: Wit +1

Wind:

Water: HP +1

Earth: Str + 1

General Magic:

Fire:


Burn
Learn at shop
Attack 1 enemy with fire



(Some enemies are weak against fire)


Burnflame:
Fire level 4
Attack a group of enemies at range



(level 2 magic)


Burnflare:
Fire level 12
Attack all enemies



(level 3 magic)


Burnstryk
Fire level 18
Attack 1 enemy with fire



(level 2 magic)

Wind:


Howl:
Learn at shop
Attack 1 enemy with wind


Howlslash
Wind level 6
Attack group of enemies at range



(level 2 magic)

Water:


Heal:
Learn at Shop
Restores HP to 1 friend



(all characters should learn this first)


Alheal
Water level 5
Restores some HP to entire party



(very usefull!)

Earth:


Diggin:
Learn at shop
Increases defenses for entire party



(great to have in boss fights!)

Lightning:(Fire/Wind)

Blizzard:(Water/Wind)

Forest:(Water/Earth)

Explosion:(Fire/Earth)

Sue's magic/moves:

Sue doesn't have any special magic, but her moves are quite useful during the early stages of the game! Above all other priorities, give her the first two Mana Eggs and make her learn Earth and Fire (explosion) magic. That way, you can take early advantage of Sue and Puffy's "Fight Cheer!", which increases attack during battle for the entire party! Nice!


Puffy Kick
Start out with this
Throw Puffy at a target enemy


"Rah-Rah Cheer"
Blunt weapon 1 Missile 1
Party recovers HP



(invaluable for most of Disk 1)


Whacker
Blunt weapon 7
Attack nearby enemies with hammer


Fire Away
Missile 10 
Attack group of enemies with missiles


Yawn
Blunt 10 Watter 3
A limited version of Snooze


Puffy Fire
Missile 12 Fire 2
Attack group of enemies at range with fire


"Fight Cheer!"
Blunt 2 Earth 2 Fire 3
A party version of "Wow!"



(Sue's best move!)

Gadwin's magic/moves:

Gadwin doesn't know any special magic and comes equiped with Earth and Fire when he joins you. His best move 

(and my favorite!) is the Dragon Cut, which does heavy damage to all enemies.


Fly Cut
sword 4
attack 1 enemy


Eruption Cut
sword 8 Earth 3 Fire 3
attack 1 enemy



(I see no real difference between the two) 


Dragon Cut
sword 16 Earth 7 Fire 6
attack all enemies



(extremly powerful!)

Rapp's magic/moves:

Milda's moves:

Guido's moves:

Justin's magic/moves:

Feena's magic/moves:

Liete's magic/moves:

***********************************************************************************************

Secrets

Location of Mana Eggs:


Merrill Road


Underground Church passage in New Parm


West Rangle Mountains


East Rangle Mountains


Dom Ruins, second floor


Flying Light of the Dragon, section 3


Flying Light of the Dragon, section 4


Mount Typhoon


Typhoon Tower


Volcano


Petrified Forest (1)


West Savanna


East Savanna


Warped space


Zil Underground Ruins (4)


Alent Garden

Soldier's Graveyard: This extra area is located somewhere in the North Zill Desert area.


B1: Find the cave to go to B2.


B2: Look for a spring board to get to the lower level. Touch the wall in front of the two statues to open up a 


secret passage.


B3:Some treasures here. Fall or take the stairs to B4.


B4: Check the wall opposite the stairs to B5. The statue's directions will give you a clue on where to look. In


 there, is a key to the big blue door you saw earlier.


B5: You must find all four Soldier's Stones before the chest on the platform can be reached. Two of the Stones


 are guarded by the Kung-Fu-Master. You need to search for more hidden passageways here, as well.

Tower of Temptation: It is located beyond a cave somewhere in the East Savanna. There is a little store that looks like


 a Stash Item place that has some good rare items for sale. Make sure to take Guido here at least once, so that 


you can get more stat enhancers from the monsters you fight. I believe that the Gil Sword also works to get 


items, but it may not be quite as effective as Mogey Pickpoket.


The entrance to the upper levels is at that gate in front of the blocked stairway. Form there, you'll be able to

 
reach some  stairs that lead to Rampart (2). At the end of that, you have a choice of two paths.The farthest 


elevator leads to two rare items, while the nearest elevator will take you to Rampart (1) and level 4.


 For level 4, you need to find and use gigantic switches. If your path behind you suddenly become blocked,


 don't worry, it will open up again, after you've found the necessary switches. For the Statue, you need to turn


 it three times, in order to find the hidden switch. At the end of level 4 is an elevator to level 7. On level 7, 


you need to step on the jewel switches so that you may open the doors blocking you. You can find some stairs


 that lead down to level 6 and some pits that lead you to level 5.

Castle of Dreams: Found in the far western portion of the South Zil Desert.

Aboard the Steamer ship to New Parm: Although not really a secret, there are a few things that you can do while 


aboard. I believe that all of these take place after you become an Apprentice Sailor:


Sailor: Talk to the guy that asks you if you know the "Sailor's code of the sea". You can answer as many


 times as you like until you get all of the questions right. If you win, you get some Jerky!


Swabbing the deck: If you get a time of 26 seconds or less, you win 25 gold.


Lady in cabin: Clean the smudge off the bathtub and recieve another 25 gold.


Gambler: If there is a winning response, then it isn't heads! You only get to play once, though.


Girl with freckles: You only get one chance to respond. If there is a correct answer, then I didn't choose it.

***********************************************************************************************

Frequently Asked Questions

Q: how do I learn magic?


A: you learn new magic by finding these Mana Eggs throughout the world. From New Parm on, you can teach a character a new element of magic for each Mana Egg you have from inside a weapon store. To learn new spells from

 that element type, all you have to do is keep casting spells from that type of magic.

Q: Should I give all of my Mana Eggs to Sue?


A: Why Not? you end up with extra anyways. So basically, its up to you.

***********************************************************************************************
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